
Peace Keepers 2 

 

Skills & Abilities: 
Keen Eye 
Special: 
Sealed Suit 

Weapons & Equipment: 
Heavy Pistol 
Assault Rifle 
Grenades 
Combat Knife 
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Peace Keepers  Faction: CSO Class: Human
Weapons & Equipment:
Heavy Pistol
Range: 8/18” -2LR  Damage: 4d6 P1

Assault Rifle
Range: 10/22” -1LR  Damage: 5d6 P1
Special: Can be used for suppressing fire at short range

Combat Knife
Range: Close Combat only  Damage: 2d6

Grenades
Range: Thrown (BDY+5”)  Damage: 4d6
Special: 3” Blast template

Sealed Suit: Model is immune to effects from environment 
changes such as lack of air and pressure, and airborne agents 
such as gas weapons.

Skills and Abilities:

Keen Eye: +1 to RCA if model has not moved.

Crew Allowance: 0-4 Team Allowance: 4-10

Vatacina Guard1 

 

 

Weapons & Equipment:
Halberd Blade
MT-4 Assault Rifle
Sealed Suit
Soft Pistol
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Skills & Abilities:
Devout

Guard  Faction: Vatacina   Class: Human

Weapons & Equipment:

Halberd Blade
Range: Close Combat only  Damage: 4d6
Special: Cleave - Canot be parried against and on a damage roll of 
6, destroys opponent’s close combat weapon, if they have one.

MT-4 Assault Rifle
Range: 10/18” -1LR  Damage: 4d6 P1
Special: Can be used for suppressing fire at short range

Sealed Suit: Model is immune to effects from environment 
changes such as lack of air and pressure, and airborne agents 
such as gas weapons.

Soft Pistols
Range: 12”   Damage: 5d6 (Energy)

Skills & Abilities:

Devout: +1 to NRV tests against telepathic attacks.

Crew Allowance: 0+ Team Allowance: 4-10


