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veer-myn

ARmY sPecIAl RUles:

Pack mentality: 

Veer-myn units get a +1 bonus to their nerve

per friendly unit within 6”, up to a maximum of

+4. 

AllIes: the corporation, marauders, rebs,

asterians, the Plague.

Underground deployment: 

the unit is always left behind as a

reinforcement, together with any transported

unit. when it arrives, it executes a manoeuvre

order, emerging from the ground. the unit is

placed anywhere on the table (except for

impassable terrain). if that space is occupied by

other units, move them as little as possible to

make space for the emerging unit. then resolve

this like either a collision, leaving the dislodged

armoured unit(s) in contact with the emerging

unit, or an Overrun that ended on top of

another unit. after this, the unit can no longer

move for the rest of the game (counting as

Damaged). any transported unit must

immediately dismount.  

AllIes: the corporation, marauders, rebs,

asterians, the Plague.

INFANTRY

NIghT-cRAwleRs

night-crawlers team cost: 22 pts

type spd hit Fire ran att Def ner

inf (5) 6 4+ 4 18 5 4+ 9/11

special: Piercing (1).

night-crawlers sectiOn cost: 75 pts

type spd hit Fire ran att Def ner

inf (10) 6 4+ 8 18 10 4+ 11/13

special: Piercing (1). One chem-thrower.

night-crawlers PlatOOn cost: 146 pts

type spd hit Fire ran att Def ner

inf (20) 6 4+ 16 18 20 4+ 18/20

special: Piercing (1). two chem-throwers.

sTAlkeRs

stalker team cost: 28 pts

type spd hit Fire ran att Def ner

inf (5) 6 4+ 4 9 10 4+ 9/11

special: Piercing (1).

stalkers sectiOn cost: 80 pts

type spd hit Fire ran att Def ner

inf (10) 6 4+ 8 9 20 4+ 11/13

special: Piercing (1). One super-drill.

stalkers PlatOOn cost: 155 pts

type spd hit Fire ran att Def ner

inf (20) 6 4+ 16 9 40 4+ 18/20

special: Piercing (1). two super-drills.

NIghTmARes

nightmares team cost: 100 pts

type spd hit Fire ran att Def ner

inf (5) 6 4+ 20 9 5 4+ 9/11

special: Piercing (2). Four combat-drills. One chem-
thrower. 

nightmares sectiOn cost: 180 pts

type spd hit Fire ran att Def ner

inf (10) 6 4+ 40 9 10 4+ 11/13

special: Piercing (2). eight combat-drills. two chem-
throwers.
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gOUgeRs

gOugers team cost: 90 pts

type spd hit Fire ran att Def ner

inf (5) 6 4+ – – * 4+ 9/11

special: *Five super-drills. 

gOugers sectiOn cost: 160 pts

type spd hit Fire ran att Def ner

inf (10) 6 4+ – – * 4+ 11/13

special: *ten super-drills.

RAveNOUs hORde 

raVenOus hOrDe cost: 40 pts

type spd hit Fire ran att Def ner

inf (20) 8 4+ - - 20 3+ 18/20

special: craven, headstrong.

shReddeRs

shreDDer cost: 70 pts

type spd hit Fire ran att Def ner

inf (1) 8 4+ - - 1 4+ 7/9

special: crushing strength (2), two super-drills, craven,
headstrong.

shreDDers team cost: 180 pts

type spd hit Fire ran att Def ner

inf (3) 8 4+ - - 3 4+ 9/11

special: crushing strength (2), six super-drills, craven,
headstrong.

shreDDers sectiOn cost: 340 pts

type spd hit Fire ran att Def ner

inf (6) 8 4+ - - 6 4+ 12/14

special: crushing strength (2), twelve super-drills, craven,
headstrong.

ORdNANce

heaVy chem-thrOwer cost: 75 pts

type spd hit Fire ran att Def ner

Ord 6 * * 24 – 5+ 7/9

special: Flamer (20), Piercing (2).

chemical heat-ray cost: 90 pts

type spd hit Fire ran att Def ner

Ord 6 4+ 1 36 – 5+ 7/9

special: Blast (D6), Piercing (6).

ARmOUR

tunneler cost: 50 pts

type spd hit Fire ran att Def ner

arm 10 * * * – 6+ 7/9

special: nimble, crushing strength (4). 

Driller-crawler cost: 190 pts

type spd hit Fire ran att Def ner

arm * * * * – 8+ 7/9

special: Open top, transport (20), crushing strength (6).
Four chem-throwers [one F, one l, one r, one P]. 

underground deployment.

heROes/mONsTeRs

night sPawn cost: 50 pts

type spd hit Fire ran att Def ner

h/m 6 3+ 5 9 3 4+ 8/10

special: individual, inspiring, crushing strength (1),
Piercing (2). 

can buy a combat-drill, reducing his normal attacks to 2.

terrOr cost: 110 pts

type spd hit Fire ran att Def ner

h/m 6 5+ * * 3D6 5+ 15/17

special: crushing strength (4) (roll for the number of
attacks before rolling to hit), craven, headstrong. 

weAPONRY

BFgs

chem-thrower cost: 35 pts

Flamer (10) – see main rules. Piercing (2).

sPecIAl melee weAPONs

combat-drill cost: 10 pts

in melee, roll separately an extra die for each combat-

drill the unit is equipped with. if these attacks hit, they

are resolved at crushing strength (1). in addition, if these

hits cause Damage, roll the same dice to hit again, and

then to damage if you hit. keep rolling to hit and damage

until you fail to cause damage. 

super-drill cost: 30 pts

this is the same as a combat-drill (see above), except that

hits are at crushing strength (5). 
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