

















UNICORN UNLIMITED (2U)

2U A=EAVY BATTLE TAINK ([GRIZZLY)

Class : Heavy

Type : Anti-Grav (Speed : 1000/2000)
Basic TL: 2 Weapon TL: 3
Armor TL: 2 Sensor TL:2

Front Armor : 4d12 Rear Armor : 3d10
Deck Armor : 2d8 Side Armor : 3d12

- Main Gun : Heavy Laser Gun

AP:5D / AT(H):5D
Secondary Weapon : HMG (Improved MG)
P:4D

rew : 3

ttributes & Notes
nproved MG

afe Haven

etonation Field (TL3)
moke

LASER : Laser Cannons of all types receive a +1 die roll modifier when rolling
on the Vehicle Damage Table. In the case of some Heavy guns, this can be
cumulative with the Heavy Hitter attribute.

DETONATION FIELD : Detonation Fields are electro-magnetic fields that may
cause ATGMs to detonate prematurely, compromising their stand-off distance
and penetration.

A Detonation Field’s Tech Level determines how effective it is against ATGMs.
Subtract 1 die of Firepower from an ATGM attack for each TL of the vehicle’s
DF. Thus, a TL 1 DF would subtract 1 Firepower die from an incoming ATGM
and a TL 3 DF would subtract 3 dice.

SAFE HAVEN : Some AFVs have are so trusted by their crews that no matter
how badly they’re beaten about they’d rather stay safely inside them than risk
exposing themselvas nn the hattlefield Crews of vehicles with this attribute
receive ¢ +1 Die Shift on Bail Out checks.




dilicadril JiuiiliTeEd (24)

UnicorRN

CONFIDENCE LEVEL

SUPPLY LEVEL Average
OVERALL TECH LEVEL

ON GRID? . Yes

BODY ARMOR Hard (+2D)

Jilicdril droAiliZATidil

UU Maneuver Fireteam

1x Fireteam Leader w/Laser ACR

1x Rifleman w/Laser ACR

1x  Grenadier w/Laser ACR/UGL (Lt. Support + 1D)
1x  Gunner w/Laser SAW (Lt. Support + 1D)

UU Support Fireteam

1x Fireteam Leader w/Laser ACR

1x Rifleman w/Laser ACR

1x Rifleman w/Laser ACR

1x  Gunner w/Missile Assault Weapon (AP: 3/AT:4(H))

UU SQUAD

1x Squad Leader w/Laser ACR
1x Medic w/Laser ACR

2x Maneuver Fireteams

1x  Support Fireteam

UU PLATOON

1x Platoon Leader w/Laser ACR
1x  Platoon Sergeant w/Laser ACR
3x Squads

NOTES

Laser ACR:

» In Firepower Combat: +1 Firepower Die (For the entire unit, not per figure).

> Double Optimum Range for figures in the unit firing laser rifles or carbines.

> In Close Combat: -1 die shift (from d10 to d8, from d8 to d6, etc.) in Troop Quality if
laser weapons are used in Close Combat. This shift may not reduce a unit below an
effective Troop Quality of d6.
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2d Medidil TAINK (Buiirrda)

Class : Medium

Type : Anti-Grav (Speed : 10”/20”)

Basic TL: 2 Weapon TL : 3
Armor TL: 2 Sensor TL: 2

Front Armor : 3d10 Rear Armor : 2d8
Deck Armor : 1d6 Side Armor : 2d10

- Main Gun : Medium Laser Gun

AP:4D / AT(M):3D or AP:3D / AT(H):4D

- Secondary Weapon : HMG (Improved MG)
AP:4D

Crew : 3+4
Attributes & Notes :
Improved MG

Safe Haven
Detonation Field (TL3)
Smoke

LASER : Laser Cannons of all types receive a +1 die roll modifier when rolling
on the Vehicle Damage Table. In the case of some Heavy guns, this can be
cumulative with the Heavy Hitter attribute.

DETONATION FIELD : Detonation Fields are electro-magnetic fields that may
cause ATGMs to detonate prematurely, compromising their stand-off distance
and penetration.

A Detonation Field’s Tech Level determines how effective it is against ATGMs.
Subtract 1 die of Firepower from an ATGM attack for each TL of the vehicle’s
DF. Thus, a TL 1 DF would subtract 1 Firepower die from an incoming ATGM
and a TL 3 DF would subtract 3 dice.

SAFE HAVEN : Some AFVs have are so trusted by their crews that no matter
how badly they’re beaten about they’d rather stay safely inside them than risk
exposing themselves on the battlefield. Crews of vehicles with this attribute
receive a +1 Die Shift on Bail Out checks.




PLANETARY UJEFEIISE FJdrRcE (PUF)

PUr A=EAVY BATTLE TAINK (THOR)

Class : Heavy

Type : Tracked (Speed : 8”/16”)
Basic TL: 2 Weapon TL : 2
Armor TL : 2 Sensor TL: 2

Front Armor : 4d12 Rear Armor : 3d8
Deck Armor : 2d6 Side Armor : 3d12

- Main Gun : 120mm Heavy Gun

AP:4D / AT(H):5D

- Secondary Weapon : HMG (Improved MG)
AP:4D

Crew:3
Attributes & Notes :

Improved MG -
Smom“
.

POF APC (SCORPIOM k

=== Class : Medium

2l Type : Tracked (Speed : 10”/20”)
Basic TL: 2 Weapon TL : 2
Armor TL: 2 Sensor TL: 2

Front Armor : 3d8 Rear Armor : 1d8
Deck Armor : 1d6 Side Armor ; 2d8

- Main Gun : 30mm Gun
AP:4D / AT(L):2D

- Secondary Weapon : MMG
AP:3D

Crew : 2+10
Attributes & Notes :

Smoke




dinicadril JiuiiliTeEd (24)

2d SCJJT (Wair)

‘ Class : Small
Type : Anti-Grav (Speed : 127/24”)

Basic TL: 2 Weapon TL : 3
Armor TL: 2 Sensor TL: 2

Front Armor : 3d8 Rear Armor : 1d8
Deck Armor : 1d6 Side Armor : 1d8

- Main Gun : Light Laser Gun
AP:4D / AT(L):2D

Crew : 2+4
Attributes & Notes :
Smoke

LASER : Laser Cannons of all types receive a +1 die roll modifier when rolling
on the Vehicle Damage Table. In the case of some Heavy guns, this can be
cumulative with the Heavy Hitter attribute.






