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	 	 ▼
Manufacturer:	 CEF
Function:	 Infantry
Height:	 2.7 meters / 8.9 ft
Weight:	 550 kg / 1,213 lbt

Front-Line Augmented Infantry Legionnaires are the CEF’s “upgraded” GRELs. These powered infantry are a 
seamless melding of man and machine. They feel no pain and no fear and can just keep pressing forward no 
matter what. They are so fearsome that Terra Novan forces have resorted to using Gear squads to deal with 
them.

Variant TV Role Weapon (React») Mode Range DMG Weapon Traits

FLAIL Squad 6 GP+ SK FS »H Machine Gun D 3-9/18 5 AI, Burst:2

»M Infantry Combat Weapon M Reach 0 5 AI

H Infantry Laser D 6-18/36 5 AI, Advanced, Burst:1

FLAIL Mortar Squad 6 GP SK FS »H Machine Gun D 3-9/18 5 AI, Burst:2

»M Infantry Combat Weapon M Reach 0 5 AI

H Infantry Mortar I 12-24/48 6 AE:2, Blast, AI

FLAIL Anti-Tank Squad 7 GP SK FS »H Machine Gun D 3-9/18 5 AI, Burst:2

»M Infantry Combat Weapon M Reach 0 5 AI

H Anti-Vehicle Missile+ D/I 6-18/36 7 AP:1, Guided, +AP:2

FLAIL Interdiction Squad 6 GP SK FS »H Machine Gun D 3-9/18 5 AI, Burst:2

»M Infantry Combat Weapon M Reach 0 5 AI

»H Infantry Support D 6-18/36 6 —

Command FLAIL Squad 6 GP »H Machine Gun D 3-9/18 5 AI, Burst:2
EW 5+, Comms, SatUp »M Infantry Combat Weapon M Reach 0 5 AI

Variant TV H/S Weapon (React») Mode Range DMG Weapon Traits

L-PZ +1 — »L Panzerfaust D 3-6/9 7 AP:2

Single* -1 2/1 —
 

*Single changes the model from being 3 figures on one round 40mm base to being 1 figure on a 1” hex base.

FLAIL SQUAD
ACTION TYPE HEIGHT

1 Infantry 1”
MOVE TYPE MOVE RATE

I/H 6
GU PI EW

3+ 4+ 6+
ARMOR H/S

5 4/2
TRAITS

Jetpack:4
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CAPRICIAN FORCES
All the models in the Caprice Model List can be used in any of the sub-lists below. There are also models in the Universal 
Model List that may be selected as well.

All Caprice models have the following special rule:

Dueling Mounts: Bashan, Kadesh, Aphek and Meggido may become duelists even though they are Striders. Follow all 
other duelist rules as normal.

CID - CAPRICE INVASION DETACHMENT	 ▼

Seconded to the invasion fleets of Earth, a Caprice Invasion Detachment is a chance for 
the corporate security forces to gain a reputation as a military force too. Equipped with the 
advanced quadwalkers called mounts, the forces of Caprice specialize in combat in built 
up environments. Though never a traditional part of the mount training, the soldiers of 
Caprice have learned to use the climbing pistons on the mount’s feet as devastating close 
combat weapons.

	Z Commander’s Investment: The force leader may select any model from Caprice’s 
list without having to match it to its combat groups’ roles.

	Z Allies: You may select models from the CEF, Black Talon, Utopia or Eden (pick one) 
for secondary roles.

	Z Melee Specialists: Two models per combat group may take this upgrade if they 
have the Brawl:1 trait. Upgrade their Brawl:1 trait to Brawl:2 for 1 TV each.

	Z Mixed Feelings: Any non-commanders, non-veteran and non-duelist may add the 
Conscript trait. Reduce the TV of these models by 1 TV per action.

	Z Well Supported: Combat groups in this force may purchase any standard upgrade 
up to two times.
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CCSD - CAPRICE CORPORATE SECURITY DETACHMENT	▼
The Security Detachments loyalty to their corporation is absolute, as long as the money 
keeps flowing. Tasked with security for the most secret of all research installations and 
other deniable actions, the Corporate Security Detachments are the first pick of a young 
officer looking to make connections and move up the social ladder of Caprice.

	Z The Best Money Can Buy: Two combat groups may be designated as veteran 
combat groups instead of one.

	Z Well Paid: Commanders may purchase 1 duelist upgrade without being a duelist.

	Z Allies: You may select models from the CEF, Utopia or Eden (pick one) for 
secondary roles.

	Z Acquisitions: This force may have one primary role composed of CEF Frames, 
Utopian APEs or Eden Golems. Models and upgrades with the ANN trait cannot be 
selected. These models may be mixed with Caprice models or each other.

CLRC - CAPRICE LIBERATI RESISTANCE CELL	 ▼

Quietly supported by the very corporations that they purport to oppose, the Liberati are 
pawns in a larger power game. Forced to use hit and run tactics to survive, the Liberati 
know that theirs is a desperate fight against tyranny. Nevertheless they continue their 
struggle to oppose the invaders from Earth, knowing that if they die their ideas will live on.

	Z Heroes of the Resistance: Each combat group may select any one gear or strider 
from Caprice’s list to be a duelist. This force cannot use the Independent Operator 
rule for Duelists.

	Z Allies: You may select models from Black Talon, Utopia or Eden (pick one) for 
secondary roles.

	Z Ambush: One combat group may use the flank special deployment regardless of 
their role.

	Z Leaders of the Resistance: This force always has the assassinate objective as one 
of their objectives. Select other objectives as normal.
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	 	 ▼
Manufacturer:	 Caprician Corporations
Function:	 Light Mount
Height:	 3.4 meters / 11.2 ft
Weight:	 5,000 kg / 11,023 lb

The Caprician Acco is a common sight both on and off the battlefield. It is considered to be the workhorse of 
the Caprician people and is used by civilian, police, and military units alike. It comes armed with either standard 
projectile weapons or a flamethrower, which are equally useful in the tight confines of the Cat’s Eye trench.

Variant TV Role Weapon (React ») Mode Range DMG Weapon Traits

Acco 7 GP+ SK RC FS »L Autocannon D 6-18/36 6 Burst:1, Split:2

»L Rocket Pack D/I 6-18/36 7 AE:3, AP:1

»M Machine Gun D 3-9/18 4 AI, Burst:2

L Spike Gun M Reach 0 6 AP:2

Stalker Acco 7 GP SK RC FS »L Frag Cannon D 3-9/18 5 [AP:1 or Frag, AI]

»L Rocket Pack D/I 6-18/36 7 AE:3, AP:1

»M Machine Gun D 3-9/18 4 AI, Burst:2

L Spike Gun M Reach 0 6 AP:2

Pyro Acco 7 GP SK RC FS »L Flamer D 0-6/9 3 AE:3, AI, Fire:2, Spray

»L Rocket Pack D/I 6-18/36 7 AE:3, AP:1

»M Machine Gun D 3-9/18 4 AI, Burst:2

L Spike Gun M Reach 0 6 AP:2

ACCO
ACTION TYPE HEIGHT

1 Gear 1”

MOVE TYPE MOVE RATE

W 6
GU PI EW

5+ 3+ 6+
ARMOR H/S

6 3/3
TRAITS

Agile, Climber, Stable   
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	 	 ▼
Manufacturer:	 Caprician Corporations
Function:	 Recon Mount
Height:	 4.0 meters / 13.1 ft
Weight:	 7,500 kg / 16,535 lb

The Bashan is often used with Accos and Apheks. The Bashan’s main role is as a communications platform. 
Unlike its larger cousin the Kadesh, the Bashan is equipped with lighter legs, allowing it to quickly scurry from 
cover to cover while effectively providing targeting data and communications support.

Variant TV Role Weapon (React ») Mode Range DMG Weapon Traits

Bashan 14 RC+ SK FS »M Autocannon D 6-18/36 7 Burst:1, Split:2

ECM »M Machine Gun D 3-9/18 4 AI, Burst:2

L Spike Gun M Reach 0 6 AP:2

Jammer Bashan 15 RC SK FS »M Autocannon D 6-18/36 7 Burst:1, Split:2

ECM+, SatUp L Spike Gun M Reach 0 6 AP:2

Upgrade TV Modifications

Command +1 SP:+1

BASHAN
ACTION TYPE HEIGHT

1 Strider 1”

MOVE TYPE MOVE RATE

W 8
GU PI EW

5+ 3+ 4+
ARMOR H/S

7 3/5
TRAITS

React+, Brawl:1, Climber, 
Comms, ECCM, TD, Stable
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	 	 ▼
Manufacturer:	 Caprician Corporations
Function:	 Recon Mount
Height:	 4.7 meters / 15.4 ft
Weight:	 10,500 kg / 23,149 lb

As a recon Mount, the Aphek is very swift in the tight confines of the Cat’s Eye Trench. Its scorpion-like 
configuration allows it to engage opponents from behind low cover without exposing itself too much. It comes 
equipped with ECM and a selection of weapons that maximizes its flexibility.

Variant TV Role Weapon (React ») Mode Range DMG Weapon Traits

Aphek 14 RC SK FS »M Rotary Cannon D 6-18/36 7 Burst:2, Split:2

»L Rocket Pack D/I 6-18/36 7 AE:3, AP:1

H Machine Gun D 3-9/18 5 AI, Burst:2

L Spike Gun M Reach 0 6 AP:2

Aphek Barrage 13 RC SK FS »L Rocket Pack+ D/I 6-18/36 7 AE:3, AP:1, +Link

»H Machine Gun D 3-9/18 5 AI, Burst:2

L Spike Gun M Reach 0 6 AP:2

Aphek Rex 14 RC SK FS »M Rotary Cannon D 6-18/36 7 Burst:2, Split:2

»L Anti-Tank Missile D/I 12-36/72 8 AP:3, Guided

»H Machine Gun D 3-9/18 5 AI, Burst:2

L Spike Gun M Reach 0 6 AP:2

Upgrade TV Weapon (React ») Mode Range DMG Weapon Traits

Mortar +1 L Guided Mortar+ I 18-36/72 7 AE:3, Blast, Guided, +T

APHEK
ACTION TYPE HEIGHT

1 Strider 1.5”

MOVE TYPE MOVE RATE

W 7
GU PI EW

4+ 4+ 5+
ARMOR H/S

7 4/4
TRAITS

React+, Stable, Brawl:1, 
Climber, ECM, TD
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	 	 ▼
Manufacturer:	 Caprician Corporations
Function:	 Medium Mount
Height:	 4.6 meters / 15.1 ft
Weight:	 10,000 kg / 22,046 lb

The Kadesh is utilized similarly as to how a Terra Novan Strike Gear is employed, but the Capricians consider 
it equal to a medium tank.  It’s made to attack the enemy head on, but it does have a few other tricks.  Terra 
Novans have nicknamed the Kadesh, the “Flea”, referencing the preferred vaulting maneuvers of its pilots.

Variant TV Role Weapon (React ») Mode Range DMG Weapon Traits

Kadesh 16 FS SK »M Rotary Cannon D 6-18/36 7 Burst:2, Split:2

»M Machine Gun D 3-9/18 4 AI, Burst:2

M Spike Gun M Reach 0 7 AP:4

Kadesh Barrage 15 FS SK »M Rocket Pack D/I 6-18/36 8 AE:3, AP:1

»M Machine Gun D 3-9/18 4 AI, Burst:2

M Spike Gun M Reach 0 7 AP:4

Kadesh Neutron 17 FS SK »M Particle Accelerator D 6-18/36 8 Haywire, Advanced

»M Machine Gun D 3-9/18 4 AI, Burst:2

M Spike Gun M Reach 0 7 AP:4

Upgrade TV Modifications

Command +1 EW 4+, Comms

KADESH
ACTION TYPE HEIGHT

1 Strider 1.5”

MOVE TYPE MOVE RATE

W 6
GU PI EW

4+ 4+ 5+
ARMOR H/S

8 4/4
TRAITS

React+, Stable, Brawl:1, 
Climber, Jetpack:4, ECM
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	 	 ▼
Manufacturer:	 Caprician Corporations
Function:	 Medium Mount
Height:	 4.7 meters / 15.4 ft
Weight:	 13,500 kg / 29,762 lb

The Meggido is used for assaulting fortified positions. It skips all the nuances of some of the other Mounts in 
favor of raw firepower. Like all Caprician Mounts it can climb. The Meggido is famous for climbing up a surface 
and whipping its scorpion-like appendage around the corner for a surprise attack from an elevated position.

Variant TV Role Weapon (React ») Mode Range DMG Weapon Traits

Meggido 21 FS SK »H Rotary Cannon D 6-18/36 8 Burst:2, Split:2

»M Grenade Launcher D/I 6-12/24 8 AE:3, Blast, AP:1

»H Machine Gun D 3-9/18 5 AI, Burst:2

M Spike Gun M Reach 0 7 AP:4

Meggido Rex 21 FS SK »H Rotary Cannon D 6-18/36 8 Burst:2, Split:2

»L Anti-Tank Missile D/I 12-36/72 8 AP:3, Guided

»H Machine Gun D 3-9/18 5 AI, Burst:2

M Spike Gun M Reach 0 7 AP:4

Meggido Meteor 21 FS SK »M Laser Cannon D 12-36/72 7 Precise, Advanced

»L Anti-Tank Missile D/I 12-36/72 8 AP:3, Guided

»H Machine Gun D 3-9/18 5 AI, Burst:2

M Spike Gun M Reach 0 7 AP:4

Meggido Nova 21 FS SK »M Rotary Laser D 6-18/36 7 Burst:1, Split:2, Advanced 

»M Grenade Launcher D/I 6-12/24 8 AE:3, Blast, AP:1

»H Machine Gun D 3-9/18 5 AI, Burst:2

M Spike Gun M Reach 0 7 AP:4

Meggido Barrage 19 FS SK »M Rocket Pack D/I 6-18/36 8 AE:3, AP:1

»L Anti-Tank Missile D/I 12-36/72 8 AP:3, Guided

»H Machine Gun D 3-9/18 5 AI, Burst:2

M Spike Gun M Reach 0 7 AP:4

MEGGIDO
ACTION TYPE HEIGHT

1 Strider 1.5”

MOVE TYPE MOVE RATE

W 6
GU PI EW

4+ 4+ 6+
ARMOR H/S

9 4/4
TRAITS

React+, Stable, Brawl:1, 
Climber, Jetpack:4
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	 	 ▼
Manufacturer:	 Caprician Corporations
Function:	 Heavy Mount 
Height:	 6.0 meters / 19.7 ft
Weight:	 23,000 kg / 50,706 lb

If Mounts can be thought of as Caprice’s tanks, then this is their heavy tank. The Ammon is armed with the 
heaviest weapons Caprice can get their hands on. It’s extremely dangerous to tangle with Ammons no matter 
what you are using. Ammons have made shredding Gears and cracking tanks look easy.

Variant TV Role Weapon (React ») Mode Range DMG Weapon Traits

Ammon 30 FS SK »H Rocket Pack+ D/I 6-18/36 9 AE:3, AP:1, +Guided

»H Rocket Pack+ D/I 6-18/36 9 AE:3, AP:1, +Guided

»H Machine Gun D 3-9/18 5 AI, Burst:2

M Spike Gun M Reach 0 7 AP:4

Ammon Quasar 36 FS SK »M Railgun D 12-36/72 8 AP:4, Advanced

»M Railgun D 12-36/72 8 AP:4, Advanced

»H Machine Gun D 3-9/18 5 AI, Burst:2

M Spike Gun M Reach 0 7 AP:4

Ammon Buster 32 FS SK »M Anti-Tank Missile D/I 12-36/72 9 AP:4, Guided

»M Anti-Tank Missile D/I 12-36/72 9 AP:4, Guided

»H Machine Gun D 3-9/18 5 AI, Burst:2

M Spike Gun M  Reach 0 7 AP:4

AMMON
ACTION TYPE HEIGHT

2 Strider 2”

MOVE TYPE MOVE RATE

W 5
GU PI EW

4+ 5+ 5+
ARMOR H/S

11 4/4
TRAITS

React+, Brawl:1, Climber, 
Stable, TD
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UTOPIAN FORCES
All the models in the Utopia Model List can be used in any of the sub-lists below. There are also models in the Universal 
Model List that may be selected as well.

All Utopian models and combat groups have the following special rule:

	Z Decoy: N-KIDU: Any Armiger targeted by a direct or indirect attack may redirect the attack to a friendly N-KIDU 
within 3 inches. The Decoy N-KIDU will take the roll as if it were in the Armiger’s position (This may mean two 
attacks on that one N-KIDU if an AE weapon is being used). Only one N-KIDU may be a decoy for one Armiger at a 
time.

	Z Drone Matrix: Utopian primary roles comprised only of N-KIDUs may have up to 8 actions. These combat groups 
may also have a secondary role that has up to half (rounded up) the number of N-KIDUs of the primary role. Note: 
Because models with the Conscript trait cannot be commanders, the combat group must select at least one of the 
PAZU variants of an N-KIDU to take the position as a commander.

	Z Limited Design: N-KIDU: N-KIDUs are limited to only the anti-air upgrade from the standard upgrade list. 
N-KIDUs may not be veterans or duelists.

	Z Though Utopian N-KIDU drones do not have pilots they are large enough and sufficiently advanced enough to be 
treated as regular models such as gears and vehicles and do not use the Universal Drone rules from Chapter 15.2.

▼
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UCAF - UTOPIAN COMBINED ARMIGER FORCE	 ▼

Utopia uses advanced artificial intelligences to multiply their force’s limited human numbers. Over time the Industrial 
State  s of Kogland and the United Republic of Steelgate have developed impressive synergy on the battlefield using 
human piloted Armigers to lead N-KIDU robots with artificial intelligence. Each N-KIDU develops a pseudo-personality 
that helps scientists on Utopia decide which task they would be best suited for. Stealthy personalities go into Commando 
Troupes while Support N-KIDUs usually have a penchant for excessive force. The full might of the Utopian Combined 
Arms Force offers a commander many tactical options to close within and destroy by fire and maneuver.

	Z  Veteran Leaders: You may purchase the Vet trait for any commander in the force without counting against the 
veteran limitations.

	Z Allies: You may select models from the CEF, Caprice or Eden (pick one) for secondary roles.

	Z Combined Arms: You may select from the following choices for each combat group; Commando Troupe, Recce 
Troupe, Support Troupe or Gilgamesh Troupe:

RECCE TROUPE:
	Z Going Native: The only type of Armiger that you may select for this combat group is Recce Armigers.

	Z Quiet Death: Recce Armigers may purchase the React+ trait for 1 TV each (one time only for each model).

	Z Silent Assault: Recon N-KIDUs may increase their EW skill by one for 1 TV each (one time only for each model).

SUPPORT TROUPE:
	Z Going with Heat: The only type of Armiger that you may select for this combat group is Support Armigers.

	Z Wrath of the Demigods: Support Armigers may upgrade their MRP with the Precise and Guided trait for 1 TV 
each.

	Z Not So Silent Assault: Support N-KIDUs may increase their GU skill by one for 1 TV each (one time only for each 
model).

COMMANDO TROUPE:
	Z Going Commando: The only type of Armiger that you may select for this combat group is Commando Armigers.

	Z Who Dares: Commando Armigers may add +1 action for 2 TV each (one time only for each model).

GILGAMESH TROUPE:
	Z The Divine Brother: This combat group must use a Gilgamesh tank. The Gilgamesh tank must be the force leader.

	Z The Brother’s Friends: The Gilgamesh Tank may spend 1 CP to issue a special order that removes the Conscript 
trait from all N-KIDUs within one combat group during their activation.

OUF – OTHER UTOPIAN FORCES	 ▼

Other places on Utopia are not as comfortable under CEF control. The Greenway Alliance has benefitted the least from 
military contracts offered by the Commonwealth Integrity Directorate (CID) and is vocal about their discontent. Some 
within the Greenway Alliance, and other independent city-states, view the CID as a control mechanism that the CEF uses 
to exploit Utopia. Whispers of revolt are sometimes heard but significant actions have yet to be taken.

	Z Veteran Leaders: You may purchase the Vet trait for any commander in the force without counting against the 
veteran limitations.

	Z Limited Access: This force may not select Gilgamesh tanks.

	Z Greenway Caustics: One combat group may add the Corrosion trait to rocket packs for any number of models for 
0 TV each. These rocket packs will remove the AP trait and add the Corrosion trait.

	Z Allies: You may select models from the CEF, Black Talon, Caprice or Eden (pick one) for secondary roles.

	Z The Experiments: CEF gears may be chosen for NAI conversion regardless of whether or not the CEF was 
chosen as an ally. If so, these gears will; only be available to secondary roles, remove any ANN traits, and add the 
Conscript trait. Adjust the cost by -1 TV for each model converted in this way.
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	 	 ▼
Manufacturer:	 Kogland
Function:	 Commando Armiger
Height:	 4.7 meters / 15.4 ft
Weight:	 6,200 kg / 13,669 lb

Commando Armigers have been observed being used for headhunting missions and is often accompanied by 
N-KIDU [C]s. It appears that the pilots chosen for Commando Armigers are at least the more experienced pilots 
Utopia has to offer. Some of them appear to be on the level of Black Talon pilots and that’s a bit concerning.

Variant TV Role Weapon (React ») Mode Range DMG Weapon Traits

Commando Armiger 14 GP SK FS SO »M Rotary Laser D 6-18/36 7 Burst:1, Split:2, Advanced

»L Vibroblade M Reach:0 7 AP:1

M Rocket Pack D/I 6-18/36 8 AE:3, AP:1

L Hand Grenade D/I 3-6/9 8 AE:3, Blast, AP:1

Grenadier Commando 13 SK FS SO »M Grenade Launcher D/I 6-12/24 8 AE:3, Blast, AP:1

»L Vibroblade M Reach:0 7 AP:1

M Rocket Pack D/I 6-18/36 8 AE:3, AP:1

L Hand Grenade D/I 3-6/9 8 AE:3, Blast, AP:1
Sniper Commando 14 SK FS SO »M Laser Cannon D 12-36/72 7 Precise, Advanced

»L Vibroblade M Reach:0 7 AP:1

M Rocket Pack D/I 6-18/36 8 AE:3, AP:1

Upgrade TV Modfications Weapon (React ») Mode Range DMG Weapon Traits

Anti-Tank +1 Remove M Rocket Pack L Anti-Tank Missile D/I 12-36/72 8 AP:3, Guided

VTOL +2 W/H:10, VTOL —

COMMANDO   
ARMIGER

ACTION TYPE HEIGHT

1 Gear 1.5”
MOVE TYPE MOVE RATE

W/H 8
GU PI EW

3+ 3+ 5+
ARMOR H/S

7 3/3
TRAITS

Agile, Airdrop, Hands, 
Jetpack:6, Stealth, 

Comms
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	 	 ▼
Manufacturer:	 Steelgate Central Foundries

Function:	 Commando Autodrone
Height:	 2.3 meters / 7.6 ft 
Weight:	 2,100 kg / 4,630 lb

The N-KIDU [C] is armed with a light, but effective cannon and a few other options and they have been the 
bane of Gear squads across Terra Nova. Fast, agile, and incredibly maneuverable these drones tend to display 
predatory behavior and have been known to stalk their targets. Swarms of these are extremely dangerous.

Variant TV Role Weapon (React ») Mode Range DMG Weapon Traits

Commando N-KIDU 7 SK+ SO+ H Anti-Vehicle Missile D/I 6-18/36 7 AP:1, Guided
Conscript
*Rocket upgrade available

L Rocket Pack D/I 6-18/36 7 AE:3, AP:1

ECM Comm. N-KIDU 8 SK SO H Anti-Vehicle Missile D/I 6-18/36 7 AP:1, Guided
Conscript, ECM
*Rocket upgrade available

L Rocket Pack D/I 6-18/36 7 AE:3, AP:1

EMT Comm. N-KIDU 7 GP SK FS SO H Anti-Vehicle Missile D/I 6-18/36 7 AP:1, Guided
Conscript, Repair

PAZU-Com. N-KIDU 8 SO SK H Anti-Vehicle Missile D/I 6-18/36 7 AP:1, Guided
EW 4+, Comms, SatUp
Note: This model has no Conscript trait and 
may serve as a commander.

Upgrade TV Modifications Weapon (React ») Mode Range DMG Weapon Traits

Rocket* +1 Remove L Rocket Pack M Rocket Pack D/I 6-18/36 8 AE:3, AP:1

N-LIL +1 H/S 3/3, H:10, VTOL —

COMMANDO N-KIDU
ACTION TYPE HEIGHT

1 Vehicle 1.5”
MOVE TYPE MOVE RATE

H 8
GU PI EW

4+ 4+ 5+
ARMOR H/S

5 4/2
TRAITS

Agile, Airdrop, Stealth, 
Jetpack:6
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	 	 ▼
Manufacturer:	 Kogland
Function:	 Recon Armiger
Height:	 4.4 meters / 14.4 ft 
Weight:	 5,900 kg / 13,007 lb

The Recce Armiger comes with some of the most advanced electronic warfare technology available. It has a 
hover system it can use to travel quickly and a stealth coating to keep it hidden. Its main armament is either a 
laser cannon for sniping out targets or a rotary laser for a more direct approach.

Variant TV Role Weapon (React ») Mode Range DMG Weapon Traits

Recce Armiger 14 RC SO GP »L Laser Cannon+ D 12-36/72 6 Precise, Advanced, +Silent
»L Vibroblade M Reach 0 7 AP:1

M Rocket Pack D/I 6-18/36 8 AE:3, AP:1

M Hand Grenade D/I 3-6/9 9 AE:3, Blast, AP:1

Close Support Recce 14  GP RC SO »M Rotary Laser D 6-18/36 7 Burst:1, Split:2, Advanced

»L Vibroblade M Reach 0 7 AP:1

M Rocket Pack D/I 6-18/36 8 AE:3, AP:1

M Hand Grenade D/I 3-6/9 9 AE:3, Blast, AP:1

Missile Support Recce 14 RC SO FS »L Laser Cannon+ D 12-36/72 6 Precise, Advanced, +Silent
»L Vibroblade M Reach 0 7 AP:1

L Anti-Tank Missile D/I 12-36/72 8 AP:3, Guided

M Hand Grenade D/I 3-6/9 9 AE:3, Blast, AP:1

RECCE ARMIGER
ACTION TYPE HEIGHT

1 Gear 1.5”
MOVE TYPE MOVE RATE

W/H 8
GU PI EW

4+ 4+ 4+
ARMOR H/S

7 4/2
TRAITS

Agile, ECM+, ECCM, 
Hands, Sensors:24, 

Stealth
AUX \\   Comms
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The Recon variant of the Neural Kinetic Interceptor Drone Unit (N-KIDU [R]) is one of the most common AI 
drones in the Utopian Colonial Corps. These drones see use in Recon squads and Commando squads. They can 
be equipped with either comms gear or ECM gear allowing them to effectively contribute to any engagement.

	 	 ▼
Manufacturer:	 Steelgate Central Foundries

Function:	 Recon Autodrone
Height:	 3.2 meters / 10.5 ft
Weight:	 2,400 kg / 5,291 lb

Variant TV Role Weapon (React ») Mode Range DMG Weapon Traits

Recon N-KIDU 4 RC+ SO H Machine Gun+ D 3-9/18 5 AI, Burst:2, +Silent
Conscript, Comms, TD

Hunter Recon N-KIDU 4 RC+ SO H Infantry Support+ D 6-18/36 6 +AP:1, Silent
Conscript, Comms, TD

MP Recon N-KIDU 4 RC+ SO L Frag Cannon+ D 3-9/18 5 [AP:1 or AI, Frag]   +Silent
Conscript, Comms, TD

ECM Recon N-KIDU 4 RC SO H Infantry Laser+ D 6-18/36 5 AI, Advanced, Burst:1, +Silent
Conscript, ECM, ECCM

Pazu-Recon N-KIDU 4 RC SO H Machine Gun+ D 3-9/18 5 AI, Burst:2, +Silent
EW 4+, Comms, Satup
Note: This model has no Conscript trait 
and may serve as a commander.

Upgrade TV Weapon Mode Range DMG Weapon Traits

Rocket* +1 L Rocket Pack D/I 6-18/36 7 AE:3, AP:1

RECON N-KIDU
ACTION TYPE HEIGHT

1 Gear 1”

MOVE TYPE MOVE RATE

W 6
GU PI EW

5+ 4+ 5+
ARMOR H/S

5 4/2
TRAITS

Stealth
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	 	 ▼
Manufacturer:	 Kogland
Function:	 Fire Support Armiger
Height:	 4.0 meters / 13.1 ft
Weight:	 7,100 kg / 15,653 lb

While sharing the base chassis of all Armiger units, the Support Armiger swaps the legs and hover systems 
for a pair of tracks. This allows the unit to mount heavier weapons. Utopian pilots who are assigned to Support 
Armigers generally prefer to use it in a very direct manner, but it also has very effective indirect options as well.

Variant TV Role Weapon (React ») Mode Range DMG Weapon Traits

Support Armiger 14 GP FS »H Rotary Cannon D 6-18/36 8 Burst:2, Split:2

»L Vibroblade M Reach:0 7 AP:1

M Guided Mortar I 18-36/72 8 AE:3, Blast, Guided

M Rocket Pack D/I 6-18/36 8 AE:3, AP:1

Missile Support Armiger 14 FS »H Rotary Cannon D 6-18/36 8 Burst:2, Split:2

»L Vibroblade M Reach:0 7 AP:1

M Anti-Tank Missile D/I 12-36/72 9 AP:4, Guided

M Rocket Pack D/I 6-18/36 8 AE:3, AP:1

Upgrade TV Modifications Weapon (React ») Mode Range DMG Weapon Traits

Sniper +0 Remove »H Rotary Cannon »M Laser Cannon D 12-36/72 7 Precise, Advanced

SUPPORT ARMIGER
ACTION TYPE HEIGHT

1 Gear 1”

MOVE TYPE MOVE RATE

G 5
GU PI EW

4+ 5+ 5+
ARMOR H/S

8 5/1
TRAITS

Hands, React+, Offroad, 
Comms
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The N-KIDU [F] can be outfitted for rocket barrages, anti-armor work, or indirect mortar fire. It uses a set of 
caterpillar tracks so that is can carry more and still cover rough terrain. The AIs selected to be placed in the 
N-KIDU [F]s are generally a little on the psychotic side and seem to legitimately enjoy blowing things up.

	 	 ▼
Manufacturer:	 Steelgate Central Foundries

Function:	 Fire Support Autodrone
Height:	 2.9 meters / 9.5 ft 
Weight:	 2,500 kg / 5,512 lb

Variant TV Role Weapon (React ») Mode Range DMG Weapon Traits

Support N-KIDU 5 FS+ SK M Rocket Pack D/I 6-18/36 8 AE:3, AP:1
Conscript

Missile Support N-KIDU 7 FS+ L Anti-Tank Missile D/I 12-36/72 8 AP:3, Guided
Conscript

Mortar Support N-KIDU 5 FS+ L Guided Mortar I 18-36/72 7 AE:3, Blast, Guided
Conscript

Pazu-Support N-KIDU 7 FS SK M Rocket Pack D/I 6-18/36 8 AE:3, AP:1
EW 4+, Comms, SatUp
Note: This model has no Conscript trait 
and may serve as a commander.

SUPPORT N-KIDU
ACTION TYPE HEIGHT

1 Vehicle 1”

MOVE TYPE MOVE RATE

G 6
GU PI EW

4+ 5+ 5+
ARMOR H/S

6 4/2
TRAITS

Offroad


