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Halo: Advanced Warfare 
 Advanced Warfare is a supplement for the Leovaunt Game Design Halo Roleplaying Game. This new resource is the 
accumulation of all our patreon content from the 2019-2020 patreon year. This resource is dedicated to providing content from 
the Halo Wars 1 and Halo Wars 2 video game. Included within is character options, different playstyles, vehicles, and more! 
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Chapter 1: New Character 

Options 
 This chapter contains a bounty of character options no matter what type of character you play in the Halo RPG. It also 
contains new rules to inspire how to play, such as determining character themes and ways to invest your credits.  

New Specialization Themes 
 This section contains three new whole specialization themes that any character of any race can take. They largely 

focus on maximizing offense in battle.  

 

Aggressor Theme 
Theme Skill Focuses: Durability, Influence, Ranged 
 The aggressor is a soldier that seeks glory and excitement as well as effectiveness. They goad the enemies into 
attacking them, perform valiant charges, and try to win the battle single handedly. This a theme for characters who want to use 
automatic weapons, and both absorb enemy fire and deal it back with equal measure. 
 

Basic Specialization: Glory Hunter 
Ability Score: +1 Fortitude 
Talent: Resistant 
Special Ability (Attracting Fire): When you make an automatic attack against an enemy, if your attack hits any of the targets’ 
resolve, those targets are taunted by you for 2 rounds. This can affect multiple targets if you are doing an area burst or 
suppressing fire, or any automatic burst that hits multiple targets. The taunt ends if you are outside line of sight or gain cover 
against your foes. In addition, while you are taunting, your enemies suffer a -10 to attack anyone other than you.    
 

Advanced Specialization: Linebreaker 
Special Ability (Infantry Charge): If you perform a charge attack with an automatic weapon, if you do a focused burst against 
the target of your charge, you can spend twice as much ammunition to gain +5 accuracy and +1 hailfire.      
 

Master Specialization: Desperado  
Ability Score: +1 Instinct 
Special Ability (Wild Show Down): You decide to have a desperate showdown and fight all your enemies at once. To do so, you 
make an influence check versus resolve against every enemy within 15 squares. You cannot target enemies that you do not 
have line of sight to, or you have cover against. Every enemy whose resolve you hit makes a standard action attack against you 
with a +3 accuracy bonus. They cannot gain flanking bonuses against you for this attack, but you cannot benefit from cover 
against these attacks. After all their attacks are resolve, if you are still alive, you can perform a standard action attack against 
each enemy that attacked you. You cannot switch weapons or reload between or instead off attacks, and the attacks end if your 
weapon overheats or runs out of ammunition. Every target you attack is flat-footed against your attacks.  

Berserker Theme 
Theme Skill Focuses: Durability, Endurance, Survival 
 Berserkers get angry in combat, and have little thought of their own lives in battle. Instead, they push themselves into 
battle through pure adrenaline, seeking to unleash punishment on their foes with little regard to their own safety. Berserkers 
willingly sacrifice their health to take on enemies in combat. This is a theme for characters who have plenty of survivability and 
want to trade some of that survivability for raw damage.  
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Basic Specialization: Reckless Warrior 
Ability Score: +1 Fortitude 
Talent: Natural Health 
Special Ability (Exposed Assault): When the character is outside of a vehicle and making an attack with a melee or ranged 
weapon, they can voluntarily lower their defenses to deal more damage as a free action. If they do so, they gain bonus power 
ratings of damage with their weapons equal to 1+ 1 for every 3 points of defensive training they have. However, they suffer -2 
defense and damage resistance for every bonus power rating until the start of their next turn. This does not stack with the 
Power Strike talent.  
 

Advanced Specialization: Kamikaze 
Special Ability (Grenade Drop): When you are using a grenade, you can drop the grenade at your feet to make sure it does 
maximum damage to you and everyone else around you. If you do so, the grenade automatically hits you and you cannot 
evade. It is centered in your own square, and you are the primary target. The grenade gains +20 damage, +1 burst area, and +10 
accuracy against all targets within the burst area. 
 

Master Specialization: Savage Killer  

Ability Score: +1 Fortitude 
Special Ability (Precision Application of Firepower): Your gain a permanent -4 penalty to defense and damage resistance. 
However, you gain a +4 to damage threshold, +2 to all attack accuracy, penetration, and rending, as well as +1 movement 
speed. Furthermore, if you deal a crippling wound either a melee weapon, focused burst, or empowered focused burst, you 
deal +1 crippling wound point in damage.  

Grenadier Theme 
Theme Skill Focuses: Perception, Ranged, Tactics 
 Grenadiers perfect using explosives. They are the dedicated, ultimate demolitionists who prize themselves in setting 
up to deal ultimate damage to their foes. This theme is good for anyone that wants to heavily focus on planted explosives, 
grenades, and heavy explosive weapons.  

Basic Specialization: Explosive’s Expert 
Ability Score: +1 Instinct 
Talent: Grenade Catcher 
Special Ability (Explosives Expertise): You gain +3 accuracy with any thrown explosives, including grenades. Any explosives you 
plant gain +5 accuracy. In addition, all grenades and explosives deal +2 power ratings of damage.    
 

Advanced Specialization: Artillery Specialist 
Special Ability (Big Gun Effectiveness): You gain extra effectiveness with the following weapons: rocket launcher, spartan laser, 
brute shot, fuel rod gun, incineration cannon. When using these weapons in a turn in which you aimed and did not move, they 
gain a +1 base range, +2 accuracy, +5 penetration, and +2 power ratings of damage. In addition, in any turn that you moved, 
aimed, and fired one of these weapons, you gain +3 damage resistance and toughness,  
 

Master Specialization: Big Game Hunter 
Ability Score: +1 Instinct 
Special Ability (Precision Application of Firepower): You are adept at destroying terrain and vehicles. When using an explosive, 
grenade, or any heavy weapon without an automatic fire method, or a vehicle weapon with the burst trait, you increase the 
damage by 2 power ratings and gain +2 accuracy with them. In addition, those weapons gain +5 penetration and rending 
against vehicles and objects.  
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New Talent List 
 This is a wide variety of new talents for use in the Halo Roleplaying Game. 
 

Talent Requirements Bonus 

Aerial Targeting Instinct 6, Ranged 5, Precision 
Shot 

You gain +2 accuracy against flying foes, reduce 
accuracy penalty against fast enemies 

Banished War Party Banished, Jiralhane, Leadership 
5, Tactics 5 

Gain a grunt follower for every brute follower you 
take, gain +3 command points for every brute 

Charismatic Unggoy Unggoy Grunt, Leadership 6 Add leadership to command points, regain lost 
grunts faster out of combat 

Collateral Damage Jaded and Tactics 5 OR 
Banished 

Can order an artillery strike on an ally for +5 accuracy 
and a moving target 

Counter Vehicular Warfare Human, Pilot 5, Weapon 
Mastery (ranged), Penetration 

Gain 5 penetration per rank of Penetration talent 
with vehicle vs vehicle combat 

Danger Close Human, ONI Operative, Ranged 
6, Weapon Mastery (ranged) 

+5 accuracy with artillery strikes, regain 1 command 
point when killing a foes with an artillery strike 

Desperate Survival Human OR Spartan, Willpower 
6, Survival 6, Hardened 
Survivalist 

Gain 1 or more desperation points after each 
encounter; can spend desperation points to regain 
healing thresholds 

Desperate Survival: 
Desperate Rally 

Mental Training 7, Desperate 
Survival 

Spend desperation points to gain 2 morale 

Desperate Survival: Expert 
Teamwork 

Leadership 7, Desperate 
Survival 

Spend a desperation point to prevent a squad 
member’s death 

Desperate Survival: 
Extraordinary Effort 

Willpower 8, Desperate Survival Spend a desperation point to gain +10 to next check 

Desperate Survival: Last 
Stand 

Fortitude 9, Desperate Survival Spend 2 desperation points to not go down at 0 hit 
points 

Elite Guard Human, Officer, Renowned 
Command, Willpower 5 

Promote one squad member to become a tougher, 
more effective, elite guard that makes your squad 
more defensive 

Elite Grunts Human, Marine Maverick, 
Fortitude 7, Leadership 5 

Squad members gain +5 damage threshold and make 
a free attack when they die 

Extra Plating Pilot 6, Durability 6, Resistant II Reduce crippling wounds vehicles you requisition 
suffer by 1 

Field Repairs Pilot 7, Science 7 Vehicles you pilot for an entire encounter heal hit 
points once encounter is over 

Forerunner Researcher Human, Scientist, Intelligence 
7, Computers 5, Science 5 

Gain +5 to science checks when dealing with 
forerunner tech, gain +3 to cyber conflicts against 
forerunner computer 

Fortress of Intelligence Artificial Intelligence, Willpower 
7, Mental Training 6 

Add ½ your willpower to core integrity and security 
wall 

Fully Automatic Firepower I-
III 

Weapon Mastery (1/2/3) Spend more bullets to gain more accuracy with 
automatic weapons 

Guerilla Combatant  Human, Vigilante, Agility 7, 
Stealth 6 

+5 to hide checks, not revealed when firing 
suppressed weapons, can plant explosives within 3 
squares 

Hardened Killers Human, Marine Maverick, 
Willpower 5, Hardened 
Survivalist 

When you squad kills an enemy, they gain bonus 
damage resistance and threshold equal to your 
willpower 

Hardened Vehicle Durability 6, Endurance 6, Pilot 
6 

Vehicles you pilot reduce sufferered crippling wound 
points by 1.  
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Talent Requirements Bonus 

Infusion Specialists Banished, Medicine 6, Science 
6, Ranged 6 

Your infusion weapons deal more ongoing damage 
and last longer 

Intelligence Onslaught Artificial Intelligence, Instinct 7, 
Computers 5 

Deal +2 damage in cyber conflicts 

Inspirational  Human, Marine Field 
Commander, Mental Training 5, 
Inspirational Presence 

Your squad gains +1 accuracy per positive morale 

Jiralhanae Brawler Jiralhanae, Agility 5, Military 
Unarmed Training II, Mountain 
Strike 

+5 damage with unarmed attacks, +5 on special 
combat actions, +10 damage on slams 

Jiralhanae Technology Focus Jiralhane, Intelligence 4, 
Science 4, Tactics 4 

Reduce the requisition cost of all Jiralhane 
equipment and vehicles by 20% 

Jiralhanae Weapon Focus Jiralhanae, Melee 7, Ranged 7, 
Tactics 8 

+1 power rating an accuracy on all Jiralhane 
equipment and vehicle weapons 

Kig-Yar Ambition Kig-Yar, Willpower 5, Influence 
6 

Bonus squad points every mission equal to influence 

Kit-Yar Saboteur Kig-Yar, Tactics 6, Weapon 
Mastery (ranged) 

+1 power rating and +5 penetration with explosives, 
explosives ignore shield armor 

Noble Sacrifice Human, Marine Field 
Commander, Fortitude 5, 
Willpower 5, Leadership 6 

When squad member dies, do not lose morale and all 
squad members regain 1 lost life 

Platoon Commander Human, Officer, Leadership 6 Can provide leadership combat augmentations on 
both a squad and independent allies 

Planned Contingency I-III Human, ONI Operative, 
Intelligence 7/8/9, Tactics 
6/8/10 

Can unleash a planned contingency where, 
somewhere along your mission, there is a catch of 
resources waiting for you 

Priority Vehicle Requisition 
I-III 

Human, Pilot, Pilot 4/6/8, 
Tactics 4/6/8 

Cost of requisitioning vehicles is reduced by 20% 

Rapid Shield Cycle Spartan, Defensive Training 6, 
Science 4, Tactics 6 

Spend Spartan Focus to instantly begin recharging 
your shields 

Reclaimer Scientist Human, Science, 4, Computers 
4, Medicine 4, Time Spent on 
Forerunner Installation 

Possesses a robotic drone that gives +2 to 
intelligence checks 

Reclaimer Scientist: 
Computer Assistant  

Reclaimer Scientist, Computers 
6, Sabotage 

Robotic drone helps you fight in cyber conflicts 

Reclaimer Scientist: 
Levitation Beam 

Reclaimer Scientist, Science 5 Robotic drone can move and lift objects 

Reclaimer Scientist: Medical 
Scan 

Reclaimer Scientist, Medicine 6, 
Field Medic 

Robotic drone gives +5 to surgery checks and they 
happen in half the time 

Reclaimer Scientist: Repair 
Systems 

Reclaimer Scientist: Science 6, 
Structural Weakness 

Robotic drone allows you to fix vehicles better and 
without repair kits 

Reclaimer Warrior Human, Science 4, Ranged 4, 
Weqapon Mastery (Ranged, 
Time Spent on Forerunner 
Installation 

Possesses a robotic drone that helps you aim 

Reclaim Warrior: Aiming 
Assist 

Reclaimer Warrior, Precision 
Shot 

Robotic drone gives +2 accuracy and max attack 
overages while aiming 

Reclaimer Warrior: Energy 
Blast 

Reclaimer Warrior, Penetration 
III, Ranged 6 

Robotic drone shoots an energy blast at targets you 
hit 

Reclaimer Warrior: Target 
Guidance 

Reclaimer Warrior, Computers 
6, Weapon Mastery (ranged II) 

Robotic drone gives your attacks homing 

Reclaimer Warrior: Weak 
Point 

Reclaimer Warrior, Structural 
Weakness II 

Robotic drone gives you penetration equal to your 
aiming bonus to accuracy 
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Talent Requirements Bonus 

Reprioritize Artificial Intelligence, 
Computers 4, Science 4 

Once per round, can drop a standard action for two 
minor actions 

Rest and Recover Natural Health, Survival 4 Twice per day, can take 15 minute break for limited 
resting benefits 

Reverse Engineer Human, Scientist, Weapon 
Mastery (ranged, Ranged 5 

Can requisition Covenant weapons, weapon 
upgrades, and ammunition 

Sangheili Combat Training Sangheili, Agility 6, Tactics 5, 
Weapon Mastery (any) 

Can make full number of strikes or automatic bursts 
when using Challenge Accepted 

Sangheili Shield Boost Sangheili, Defensive Training 6, 
Energy Shield Expertise 

Spend a minor action to recover 10 shield points 

Taking the Brunt Defensive Training 2, Durability 
2, Combat Reflexes 

Can damage your armor to reduce damage taken 
from an attack 

Underdog Human, Vigilante, Willpower 6, 
Hardened Survivalist 

Gains temporary hit points each turn equal to ½ 
willpower; start at higher morale 

Unggoy Hero Unggoy, Influence 6, Mental 
Training 6 

Gain 2 morale for each enemy slain, squad gains +1 
defense for every morale point 

Urgency Human, ONI Operative, Agility 
4, Intelligence 5, Tactics 5 

Spend minor actions to make commands arrive 
faster 

Valor Human, Vigilante, Mental 
Training 8 

+1 attack accuracy and skill checks for every positive 
morale 

Vehicle Weapon Precision I-
III 

Pilot 3/6/9, Ranged 3/6/9 +2 accuracy with vehicle weapons 

Veteran Spartan Spartan, Strength 7, Fortitude 
7, Durability 7, Mental Training 
7 

Start encounters with 1 spartan focus 

Talent Description 
 
  

Aerial Targeting 
Requirements: Instinct 6, Ranged 5, Precision Shot 
Benefit: When you are aiming and attacking a flying or 
airborne opponent, you gain a bonus +2 accuracy. When 
attacking a flying target that is moving at high speeds, such 
as an aircraft, you reduce their bonuses for flying at high 
speed by half. These bonuses only apply while you are not 
flying or piloting, co-piloting or acting as the gunner in a 
flying vehicle.   

 
Banished War Party 
Requirements: Banished, Jiralhane, Leadership 5, Tactics 5 
Benefit: When you are determining your squadron at the 
beginning of a mission, you gain extra customization 
options. When you pick a brute to be a part of your 
squadron, you gain a free grunt in your squad. This grunt 
does not cost squad points or count towards your 
maximum squad members. However, this grunt must have 
a cost of ½ the cost of the brute or less. This can be done 
multiple times. For instance, if you take two brutes in your 
squad, you gain two free grunts. Furthermore, you gain +3 
command points for the mission for every brute squad 
member you assigned to your unit. Finally, any grunts you 

take in your squad, including the free ones, can exchange 
their plasma pistol for a spiker for free.      

 
Charismatic Unggoy 
Requirements: Unggoy Grunt, Leadership 6 
Benefit: Other Unggoy are drawn to you. Your Constant 
Reinforcements ability is empowered so that it replaces all 
lost grunts every 2 minutes outside combat, instead of 1 
per 5 minutes. In addition, you can barter for extra 
command allowances. You add your ranks in leadership to 
your command points every mission.     

 
Collateral Damage 
Requirements: Jaded and Tactics 5 OR Banished  
Benefit: When you are ordering an artillery strike, you can 
order it to be focused on an ally within line of sight. This is 
usually a follower or squad member that is on their own or 
in their own subunit. By placing the artillery strike on an 
ally, the strike gains +5 accuracy when it arrives, and it 
moves with the ally. This means it is centered on your 
ally’s location whenever the strike arrives, even if the ally 
has moved since the attack has been ordered. If the ally is 
dead when the attack arrives, it is centered on the square 
they died in.  
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Counter Vehicular Combat 
Requirements: Human, Pilot, Pilot 5, Weapon Mastery 
(ranged), Penetration 
Benefit: You are skilled at using a vehicle to hunt other 
vehicles. When you are piloting a vehicle and personally 
firing a vehicle weapon against another vehicle, you gain 
massively increased penetration based on your ranks in 
the Penetration talent. Essentially, ever point of 
penetration you would normally gain from the Penetration 
talents counts as 5 penetration when you use vehicle 
weapons against a vehicle. Thus, if you had Penetration II, 
you would gain 10 penetration against vehicles instead of 
2.  

 
Danger Close 
Requirements: Human, ONI Operative, Ranged 6, Weapon 
Mastery (ranged) 
Benefit: You are extremely specialized in artillery strikes. 
Your ONI bonus to artillery strikes increases from +5 to 
+10. In addition, if you kill an enemy with an artillery 
strike, you regain 1 spent command point. 

 
Desperate Survival 
Requirements: Human OR Spartan, Survival 6, Willpower 
6, Hardened Survivalist 
Benefit: You are part of humanity’s war to stay alive 
against overwhelming odds. Your willpower allows you to 
push through the pain of constant combat and persevere. 
At the end of every encounter, you gain a Desperation 
point. You keep track of the Desperation points you 
acquire. If, during an encounter, you suffered two crippling 
wound points and/or lost 2 squad members, you gain 2 
Desperation instead. You can spend a Desperation point 
instead of a healing threshold whenever you would spend 
a healing threshold. All your desperation points are lost 
when you perform a long rest or are reduced to 0 hit 
points.   
 

Desperate Survival: Desperate Rally 
Requirements: Mental Training 7, Desperate Survival 
Benefit: You can spend 1 desperation point as a free action 
to gain 2 morale.       
 

Desperate Survival: Expert Teamwork 
Requirements: Leadership 7, Desperate Survival 
Benefit: You can spend 1 desperation point when a squad 
member is reduced to 0 life or is killed. That squad 
member is instead reduced to 1 life.     
 

Desperate Survival: Extraordinary Effort 
Requirements: Willpower 8, Desperate Survival 
Benefit: You can spend 1 desperation point as a free action 
on your turn. If you do, you gain +10 to the next check you 
roll, regardless of what it is. This can be used outside of an 
encounter.      
 
 

Desperate Survival: Last Stand 
Requirements: Fortitude 9, Desperate Survival 
Benefit: You can spend 2 desperation points when reduced 
to 0 hit points. Instead of going down, you have hit points 
remaining equal to your damage threshold.    
 

Elite Guard 
Requirements: Human, Officer, Renowned Command, 
Willpower 5 
Benefit: You can assign an elite individual to your squad to 
help lead your unit. When you are determining your squad 
for a mission, you can choose one squad member to be an 
elite guard. That squad member gains +2 life, +4 damage 
threshold, and +1 to all attack checks when using their 
own statistics. In addition, while the elite guard is part of a 
squad, the squad gains +2 defense. If your elite guard is 
slain and you call for reinforcements, they are replaced 
with an identical elite guard of the same type as before.  
 

Elites Grunts 
Requirements: Human, Marine Maverick, Fortitude 7, 
Leadership 5 
Benefit: Your reputation causes you to attract hardcore 
warriors into your squad. All your squad members have +5 
damage threshold. When they are killed or reduced to 0 
life, they get to make an instant standard action attack 
using their own attack bonus and attack profile.    
 

Extra Plating 
Requirements: Pilot 6, Durability 6, Resistant II 
Benefit: When you requisition a vehicle, you can get it 
outfitted with extra plating. This makes your vehicle more 
resistant to crippling wounds. All crippling wound points 
your vehicle suffers is reduced by 1, to a minimum of 0. 
This is cumulative with any traits that your vehicle has that 
reduces crippling wounds.   
  

Field Repairs 
Requirements: Pilot 7, Science 7 
Benefit: At the end of an encounter in which you were 
piloting a single vehicle for the entirety of the encounter, 
you perform field repairs on said vehicle. At the end of the 
encounter, your vehicle automatically heals hit points 
equal to its damage threshold + your pilot skill + your 
science skill. 
 

Forerunner Researcher 
Requirements: Human, Scientist, Intelligence 7, Computers 
5, Science 5 
Benefit: You are a specialist in dealing with forerunner 
technology. You gain +5 to science checks when dealing 
with forerunner technology. You also gain +3 to computer 
offense and defense when going against a forerunner 
computer or competing with a forerunner AI. Finally, your 
cyber attacks against a forerunner opponent deals +2 
damage on a successful, damaging attack.   
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Fortress of Intelligence 
Requirements: Artificial Intelligence, Willpower 7, Mental 
Training 6 
Benefit: You have upgraded yourself to have extremely 
defensive firmware. You add ½ your willpower to your 
intelligence for determining your core integrity. You add ½ 
your willpower your computer’s skill ranks to determine 
your security wall.   
 

Fully Automatic Firepower I-III 
Requirements: Weapon Mastery (ranged 1/2/3) 
Benefit: You can use your fully automatic weapons to fire 
more ammo for greater effect. When you use any 
automatic fire methods that are exclusive to fully 
automatic weapons, you can spend twice as many bullets 
to gain +5 accuracy and increase your maximum attack 
overages by 3. This talent has multiple ranks, each rank 
requires a higher rank of the Weapon Mastery (ranged) 
talent. The second rank increases it to +10 accuracy and +6 
maximum attack overages for three times as much 
ammunition. The third rank allows you to spend four times 
as much ammunition for the same benefit, but also +1 
hailfire.  
  

Guerilla Combatant 
Requirements: Human, Vigilante, Agility 7, Stealth 6, 
Tactics 6 
Benefit: You are trained to fight indirectly against your 
foes. You gain a +5 bonus to stealth checks to hide or 
avoid being seen. You are not partially revealed when you 
attack with a suppressed weapon while hidden. In 
addition, you can plant explosives, such as land mines, 
within 3 squares of your current location. If you are hidden 
when you place it, the explosive is also hidden. That 
square you place the explosive must be unoccupied.       
 

Hardened Killers 
Requirements: Human, Marine Maverick, Willpower 5, 
Hardened Survivalist 
Benefit: When you or your squadron kills an enemy on 
your turn, all of your squad members that are currently in 
a unit with you gain a bonus to damage resistance and 
damage threshold equal to your willpower until the start 
of your next turn.   

 
Hardened Vehicle 
Requirements: Durability 6, Endurance 6, Pilot 6 
Benefit: You reduce the crippling wounds vehicles you 
pilot suffer by 1. This is cumulative with vehicle traits that 
reduce crippling wounds. In addition, all vehicles you pilot 
gain +4 damage resistance.    
 
 
 
 
 
 

Infusion Specialist 
Requirements: Banished, Medicine 6, Science 6, Ranged 6 
Benefit: You know to make best used of your chemical 
infusion weapons. When using a weapon with the infusion 
trait, the effect lasts 5 rounds instead of 3 and deals 25 
piercing damage instead of 15.    

 
Intelligence Onslaught 
Requirements: Artificial Intelligence, Instinct 7, Computers 
5 
Benefit: When you are engaged in a cyber conflict, all your 
offensive attacks that deal damage to the enemy deal 2 
additional damage to the enemy’s security wall or core 
integrity.  
 

Inspirational 
Requirements: Human, Marine Field Commander, Mental 
Training 5, Inspirational Presence 
Benefit: While leading a squadron, you and your squadron 
gain +1 accuracy for every positive morale point that your 
unit currently possesses.     
 

Jiralhane Brawler 
Requirements: Jiralhane, Agility 5, Military Unarmed 
Training II, Mountain Strike 
Benefit: You are an expert at ancient jiralhane brawling 
techniques. You deal +5 damage with unarmed attacks. 
You gain +5 accuracy on special combat actions to do 
knock downs, pushes, and grabs. When you slam a 
grabbed opponent, you deal +10 damage.    

 
Jiralhane Technology Focus 
Requirements: Jiralhane, Intelligence 4, Science 4, Tactics 
4 
Benefit: Your familiarity with your racial technology means 
you reduce the requisition cost of all equipment and 
vehicles with Racial Familiarity (Brute) by 20%. You also 
reduce the cost of upgrades for weapons and armor with 
Racial Familiarity (Brute) by 20%.  
 

Jiralhane Weapon Focus 
Requirements: Jiralhane, Melee 7, Ranged 7, Tactics 8 
Benefit: You have mastered your racial weapons. You gain 
+1 power rating of damage and +1 accuracy with all 
weapons with the Racial Exclusive (Jiralhanae) trait. You 
also gain that benefit with the vehicle weapons on the 
following vehicles: chopper, prowler, marauder, reaver, 
blisterback.     

 
Kig-Yar Ambition 
Requirements: Kig-Yar, Willpower 5, Influence 6 
Benefit: Your ambition and manipulation has allowed you 
to excel in the military. You gain bonus command and 
squad points every mission equal to your ranks of 
influence. 
Note: T’voan Kig-Yar Skirmishers do not gain bonus squad 
points from this talent, because they do not use squads. 
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Instead, they gain bonus requisition every mission equal to 
1,000 times their influence ranks.        

 
Kig-Yar Saboteur 
Requirements: Kig-Yar, Tactics 6, Weapon Mastery 
(ranged) 
Benefit: Some Kig-Yar are excellent trained saboteurs and 
raiders; you are one of them. You gain +1 power rating and 
+5 penetration with all weapons from the explosives 
category, including mines, charges, and grenades. 
Explosive heavy weapons do not apply. In addition, all your 
explosives ignore shield armor.       
 

Noble Sacrifice 
Requirements: Human, Marine Field Commander, 
Fortitude 5, Willpower 5, Leadership 6 
Benefit: Your squad is trained to avenge losses and noble 
sacrifices instead of despairing. While leading a squadron, 
if a squad member dies, your squad does not lose a morale 
point and all squad members recover 1 lost life.      
 

Platoon Commander 
Requirements: Human, Officer, Leadership 6 
Benefit: You can use leadership combat augmentations to 
effect both your own squad and other party members that 
are not part of a squad. You can affect a total number of 
characters equal to your leadership ranks +2. Each squad 
member counts as 1 towards your total. When using this 
talent, you apply both a team leadership and a squad 
leadership with the same roll; team leadership effects 
those outside a squad, squad leadership obviously effects 
those within a squad.     
 

Planned Contingency I-III 
Requirements: Human, ONI Operative, Intelligence 7/8/9, 
Tactics 6/8/10 
Benefit: You have woven elaborate plans into every 
mission, and you can call upon a contingency once per 
mission. A contingency is a special asset that your 
character has prepared in case of emergencies. You do not 
need to prepare a contingency; assume your character has 
prepared it for you using character knowledge and ONI 
operative information. At any point during a mission, at 
least while you are outside an encounter, you can declare 
there is a planned contingency waiting in a certain area. 
Once you reach that area, you gain access to those assets. 
Your planned contingency can be one of the following: 
 
 -Supply Cache: A buried supply cache with 2,500 
times intelligence requisition worth of weapons, armor, 
ammunition, and gear. You choose what gear is there 
when you use this talent.  
 -Backup Vehicle: One or more vehicles is waiting 
for you there, with a total value equal to 15,000 times 
your intelligence.  
 -Reinforcements: Once you reach the location, all 
lost squad members are replaced.  

 -Strategic Assets: You have prepared to have 
strategic assets available to you in the area. Once you 
reach the location, you gain 10 command points. These 
command points can put you over your normal limit, but 
these command points must be spent in the rough vicinity 
of the location. 
 
 This talent has multiple ranks. Each rank has a 
higher intelligence and tactics requirement. Each 
additional rank gives you a bonus usage of this talent every 
mission.  
 

Priority Vehicle Requisition I-III 
Requirements: Human, Pilot, Pilot 4/6/8, Tactics 4/6/8 
Benefit: You have higher priority for more elaborate 
military vehicles than your peers. When you are 
requisitioning a vehicle for a mission, the cost of all 
available vehicles is reduced by 20%. This talent has 
multiple ranks; each rank has a higher pilot and tactics 
requirement. The second rank reduces the cost of vehicles 
by 40%; the third rank by 60%.  
 

Rapid Shield Cycle 
Requirements: Spartan, Defensive Training 6, Science 4, 
Tactics 6 
Benefit: Using technology know-how, you can have your 
shields cycle faster than normal. You can spend a Spartan 
Focus at the start of your turn to have your shield instantly 
begin recharging, regardless how long it would normally 
be until they recharged. 

 
Reclaimer Scientist 
Requirements: Human, Science 4, Computers 4, Medicine 
4, Must have spent a prolonged period stationed on a 
Forerunner installation (GM’s discretion) 
Benefit: You are assisted by a robotic drone that is a 
combination of Forerunner and human in design. This 
drone floats above you and assists you in your actions. 
While your drone is active, you gain +2 to all your 
intelligence-based skill checks. The drone can be attacked, 
and, if destroyed, it does not provide any benefits to you. 
The drone can be replaced after you spend 2 hours of 
work at a workbench. The drone has 20 defense, 4 
toughness, 30 damage resistance, and 50 hit points.  
Note: You cannot have this talent if you have the 
Reclaimer Warrior talent. 

 
Reclaimer Scientist: Computer Assistant  
Requirements: Reclaimer Scientist, Computers 6, Sabotage 
Benefit: Your robotic drone can help you engage in cyber 
conflict with computers. When you are the attacker in a 
cyber conflict, the drone joins in as another attacker 
fighting on your side. For determining its effectiveness, the 
drone has an intelligence of 5 and a computer score of 6 
and performs a single action. 
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Reclaimer Scientist: Levitation Beam 
Requirements: Reclaimer Scientist, Science 5 
Benefit: Your robotic drone has a levitation beam that it 
can use to remotely move and collect objects. This beam 
has a range of 6 squares, and an effective strength of 4. It 
can move unattended objects, push buttons, pull levers, 
and drag items back to itself. It can also hold items of up to 
36 lbs. for a prolonged period but cannot use its beam for 
anything else while holding an object. 

 
Reclaimer Scientist: Medical Scan 
Requirements: Reclaimer Scientist, Medicine 6, Field 
Medic 
Benefit: Your robotic drone helps you perform medical 
surgeries. While your drone is active, all your medicine 
checks to perform surgery or heal crippling wounds gain 
+5 and take half as long.  
 

Reclaimer Scientist: Repair Systems 
Requirements: Reclaimer Scientist, Science 6, Structural 
Weakness 
Benefit: Your robotic drone has everything you need to 
repair vehicles and constructs. While your drone is active 
and with you, you do not require a repair kit to fix vehicles. 
It also provides a +5 bonus to science checks to repair 
vehicles, with or without being used with a repair kit. 
 

Reclaimer Warrior 
Requirements: Human, Science 4, Ranged 4, Weapon 
Mastery (ranged), Must have spent a prolonged period 
stationed on a Forerunner installation (GM’s discretion) 
Benefit: You are assisted by a robotic drone that is a 
combination of Forerunner and human in design. This 
drone floats above you and assists you in battle. While 
your drone is active, it can perform an aim action for you 
as a free action once per turn that does not count towards 
your limit of combat behaviors. The drone can be 
attacked, and, if destroyed, it does not provide any 
benefits to you. The drone can be replaced after you 
spend 2 hours of work at a workbench. The drone has 20 
defense, 4 toughness, 30 damage resistance, and 50 hit 
points.  
Note: You cannot have this talent if you have the 
Reclaimer Scientist talent. 
 
 

Reclaimer Warrior: Aiming Assist 
Requirements: Reclaimer Warrior, Precision Shot 
Benefit: When you make a ranged attack at a target that 
your reclaimer drone aimed at, you gain +2 accuracy and 
maximum attack overages.    
 
 
 
 
 
 

Reclaimer Warrior: Energy Blast 
Requirements: Reclaimer Warrior, Penetration III, Ranged 
6 
Benefit: When you make a successful ranged attack at a 
target that your reclaimer drone aimed at, the drone will 
deal an additional hit of damage to the target. The drone 
deals 15+ your ranged skill damage, with penetration 10.   
 

Reclaimer Warrior: Target Guidance 
Requirements: Reclaimer Warrior, Computers 6, Weapon 
Mastery (ranged II) 
Benefit: When you make a ranged attack at a target that 
your reclaimer drone aimed at, give your attack the 
Homing weapon trait. Therefore, reduce any concealment 
or cover that the target has by one step against this 
weapon. Therefore, total concealment counts as 
concealment, or concealment is totally negated.     
 

Reclaimer Warrior: Weak Point 
Requirements: Reclaimer Warrior, Structural Weakness II 
Benefit: When you make a ranged attack at a target that 
your reclaimer drone aimed at, you gain penetration equal 
to your aiming bonus to accuracy. 

 
Reprioritize 
Requirements: Artificial Intelligence, Computers 4, Science 
4 
Benefit: Once per round, you can drop a standard action 
for two minor actions. This allows you to replace a high 
priority action with two lower priority actions.   
 

Rest and Recover 
Requirements: Natural Health, Survival 4 
Benefit: You can spend time to take a breather, rest, and 
recover your strength. Up to twice per 24 hours, you can 
relax for 15 minutes. If you do, you recover 2 healing 
thresholds, 20 hit points, and remove 2 exhaustion.  

 
Reverse Engineer 
Requirements: Human, Scientist, Weapon Mastery 
(ranged), Ranged 5 
Benefit: You are an expert are reverse engineering 
Covenant technology. You can requisition Covenant 
weapons, weapon upgrades, and ammunition when 
deploying for a mission at their normal cost. You cannot 
requisition armor, gear, or any item with the Racial 
Exclusive trait.    
 

Sangheili Combat Training 
Requirements: Sangheili Elite, Agility 6, Tactics 5, Weapon 
Mastery (any) 
Benefit: When you make a counter attack as per your 
Challenge Accepted racial trait, you can make your full 
number of strikes with the chosen weapon or perform an 
automatic fire method with that weapon, if possible.    
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Sangheili Shield Boost 
Requirements: Sangheili Elite, Defensive Training 6, Energy 
Shield Expertise 
Benefit: You can spend a minor action once per round to 
recover 10 shield points. This counts as a combat behavior, 
meaning you cannot use another combat behavior that 
turn.     
 

Taking the Brunt 
Requirements: Defensive Training 2, Durability 2, Combat 
Reflexes 
Benefit: In a pinch, you can sacrifice your armor’s integrity 
to reduce damage from an attack. To do so, after you 
determine the final damage of an attack against you, you 
can choose to permanently reduce your armor’s damage 
resistance bonus to reduce the damage of the attack. For 
light armor, every point of damage resistance you lose 
reduces the attack’s damage by 2. For heavy armor or 
super heavy armor, you can reduce the damage of the 
attack by 5 for every point of damage resistance you 
sacrifice. If your armor’s damage resistance is reduced to 
0, it is destroyed and becomes worthless scrap. It can no 
longer be worn or give any benefits.  
 
*Note for Mjolnir Armor: Most armor is rather disposable 
and is generally easier to replace rather than fix. Damaged 
requisitioned gear is taken out of circulation, while 
personally purchased gear requires credits equal to the 
base cost of the item to fix, often making it cheaper to 
replace. For the legendary armor of the Spartans, they 
require special technology in order to fix and maintain the 
armor. When the Spartans are not in an active battlefield 
and are safely back on a starship or similar area, damage 
to their Mjolnir armor is fixed at a rate of 1 damage 
resistance per day that it is not used. It is GM’s discretion 
whether or not the armor can be repaired in its current 
location.  
 

Underdog 
Requirements: Human, Vigilante, Willpower 6, Hardened 
Survivalist 
Benefit: At the start of every turn, you gain temporary hit 
points equal to ½ your willpower. This temporary hit 
points do not stack but refill every round. In addition, you 
start every encounter at 1 higher morale level.     

 
 

Unggoy Hero 
Requirements: Unggoy Grunt, Influence 6, Mental Training 
6 
Benefit: You can convince your fellow Unggoy to achieve 
great things. You gain 2 morale for every enemy you and 
your squad defeat every round, instead of just 1 for the 
first enemy you defeat every round. In addition, you and 
your squad gains +1 defense for every morale point you 
have.      
 

Urgency 
Requirements: Human, ONI Operative, Agility 4, 
Intelligence 5, Tactics 5 
Benefit: You can spend your minor actions to add extra 
urgency and coordination for your command orders. By 
spending a minor action, you chose 1 command order you 
are waiting on. That order arrives 1 round sooner. This can 
be done multiple times in a single turn, each time making 
the same or different order arrive sooner. If you reduce 
the order’s time to 0 rounds, it arrives at the end of your 
turn. This can only be used to modify orders that will 
arrive in 10 rounds or less. It cannot be used outside an 
encounter.       

 
Valor 
Requirements: Human, Vigilante, Mental Training 8 
Benefit: You gain +1 to attack accuracy and all skill checks 
for every positive morale markers you currently have. 
Thus, if you are at 3 positive morale on your turn, you gain 
+3 to attacks and skill checks.      
 

Vehicle Weapon Precision I-III 
Requirements: Pilot 3/6/9, Ranged 3/6/9 
Benefit: You gain +2 accuracy with all vehicle weapons. 
This talent has multiple ranks, each rank requiring higher 
ranks of the pilot and ranged skill. Each addition rank gives 
another +2 accuracy with vehicle weapons. 
 

Veteran Spartan 
Requirements: Spartan, Strength 7, Fortitude 7, Durability 
7, Mental Training 7 
Benefit: You begin every encounter with 1 spartan focus.  
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Alternate Halo Themes and Playstyles 
 The core rulebooks for Halo assume your party is part of a military organization, either the UNSC, Covenant, or a 
subsection of the two. As such, the base game is built around you having soldiers, requisitioning equipment, and calling orders 
from command. But this does not half to be the only way to play the game.  
 
 This section is dedicated to alternate builds of Halo. What if you want to play a group of rogue spartans? Rebels 
against the UNSC? Covenant mercenaries? Swords of Sangheilos warband? This section helps you do alternate playstyles that 
are abnormal from what is described in the core books.  
 
 When you create a campaign, you can choose to have your characters be part of one of these alternative institutions. 
If they are, many things will change about their characters. They can gain or lose military authority, access to requisition, 
exchange abilities, or even have access to different vehicles.  
 
 This is a major change to the style of your campaign and the characters involve. In general, you should stick to your 
party theme, because of how drastically it changes your character. If you are a mercenary fighting with the Banished for a few 
battle, you are still a mercenary, not a Banished. Changing your theme is a major change that should only occur in radical, story 
and life-changing moments for those involved. Changing your theme, like become a freelancer after being a UNSC marine, is 
usually non-reversible. The marine corps will not let you back after you change. 
 
 Ultimately, what theme your players are using is determined by the Game Master, and they have the final say in all 
regards.  

The Banished  
 The Banished is an army of mercenaries, pirates, and scavengers that split from the Covenant years ago. They were 
founded by Atriox, a great jiralhane warrior who rebelled against the Covenant after his people were used as cannon fodder. He 
split along with many other of his kin and made an army the excelled at fighting and stealing from the Covenant. You can learn 
more about the Banished in the game Halo Wars 2. 
 
 The Banished are led by Atriox and their core army consists of jiralhane. The banished rules largely apply to brutes 
that identify as Banished. Unggoy are also part of the Banished, and benefit from these rules as well. The banished also use 
hunters and engineers. They are served by sangheili, but these are mercenaries. Elites part of a banished strike force should 
have the mercenary theme instead, even though they fight alongside the Banished.  
 
 The following rules changes apply to Banished forces. 

Scorched Earth Policy 
 The Banished use artillery strikes and orbital bombardments with no regard to collateral damage. They gain +5 
accuracy on all ordered artillery strikes and their artillery strikes only cost 50% normal command points. However, because the 
Banished focus on pure destruction, all their other command orders that are not artillery strikes have 150% normal cost.  

Jiralhane Armored Vehicles 
 The Banished adorn their vehicles with extra armor plating to make them more defensive and ferocious looking. Any 
vehicle that belongs to the Banished faction, either purchased or requisitioned by them, has +6 damage resistance and damage 
threshold. That extra armor has a cost, though. Their base defense is reduced by 2 and acceleration rating and max speed are 
decreased by 25%. This does not apply to the designated Banished vehicles described later, as they already have these 
modifiers included. 

Jiralhane and their Unggoy Servants 
 Sangheili and Kig-Yar cannot benefit from the Banished theme and cannot be chosen as squad members for a 
Banished squadron. The Jackal Support Team order cannot be called. Equipment with the Racial Exclusive (Kig-Yar or Sangheili) 
cannot be requisitioned. However, equipment with Racial Exclusive (Brute) is 20% cheaper to requisition or purchase.  
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Mercenary 
 Mercenary is a general term that applies to any paramilitary group that fights for profit. Mercenary applies to every 
race, either human or Covenant, although AI and Spartan mercenaries are extremely rare. Mercenaries are bound together in 
companies that have access to military hardware, but generally lack the resources of a structure military. However, mercenary 
life pays much better than being a soldier.  
 
 Mercenary companies are very fluid, brought together by desire for profit and not political affiliation. Therefore, it is 
possible for mercenary companies to be split between human and covenant races. The flexibility of your mercenary company is 
determined by the Game Master.  

Limited Command Structure 
 If you are part of a mercenary outfit, you do not gain command points. Mercenaries do not have access to the same 
assets as the military, so you do not have access to call-down abilities as a mercenary. Mercenaries have 0 command points and 
have no way of gaining command points or ordering call-downs. However, you have adapted to life without command call-
downs, by relying on your own tactical abilities. You gain a benefit based on what command value your race/background would 
have granted you, as per the table below. 
 

Command 
Level 

Benefit 

Poor Upon completing an encounter, you gain one of the following benefits: you regain 1 lost squad member, 
you start the next encounter with 1 higher morale, or start the next encounter with 2x level temporary 
hit points. 

Average Upon completing an encounter, you gain one of the following benefits: you regain all lost squad 
members, you start the next encounter with 2 higher morale, or start the next encounter with 2x level 
temporary hit points and gain +2 morale bonus while you have those temporary hit points. 

Good As the average command benefit, but you also gain advantage on all tactics checks and you gain the 
benefit of two different tactics combat augmentations at once with a single dice roll. 

Excellent As the good command benefit, except you also gain +2,000 per level requisition value for every mission.  

Troops for Hire 
 If you are a type of character that gains squad points, you can boost your squad points by spending credits. This lasts 
only for that mission. Every 2,500 requisition you spend on boosting your squad points gives +1 squad value. Every 1,000 
personal credits you spend gives +1 squad value.  

For Profit Lifestyle 
 Mercenary requisition value is only 50% normal requisition for an equivalent military character. If you would normally 
gain 25,000 credits of requisition for a mission, now you would only receive 12,500. However, your salary is double what it 
would normally be.   

 
 Mercenaries do need to return equipment they requisition, just like military characters. However, they can also sell 
scavenged gear without being penalized for war profiteering, if they share 50% of what they make with the mercenary 
company.  
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 Freelance 
 Freelance means your character is not tied to any military, paramilitary, or government faction. You are your own 
person and make your own decisions of your course in life. You might declare yourself a rebel, an explorer, an adventurer, or 
independent special forces.  
 
 The freelance theme is for people who want to run traditional ‘adventure’ RPG campaigns, where the players can go 
and do whatever they want. There are no mission briefings, or requisition step, or determining your squads. You are the leader 
of your own agenda in life, and follow the goals and ideals that you believe in.  Because you lack any military support, you are 
forced to rely on your own skill and assets to get ahead and survive.  
 

On Your Own 
 Freelance characters do not gain squad points or command points. They cannot requisition gear. They do not gain a 
salary. They are on their own for all their actions, equipment, and choices. The only support you can call are your friends, hired 
hands, and those who owe you favors. If you are creating a freelance character at first level, you gain a bonus 1,000 credits to 
buy equipment with.  
 
 Human characters still purchase backgrounds as normal. The vigilante background is ideal for freelance characters, 
but others are still available for characters that want to represent specialists with natural training that correspond to different 
backgrounds.  

Compensation Benefits 
 Halo races and backgrounds have their characteristic point costs determined as if they had access to command points, 
squad points, and requisition. Therefore, freelance characters gain special benefits based on their race and background to 
compensate for losing their access to military backing. Refer to the following table to see what your race/ background gains in 
compensation for losing your military authority. You gain all abilities related to your race or background. 
 

Race or 
Background 

Benefit 

Marine Maverick Galactic Champion: Upon killing an enemy, the character recovers 5 lost hit points 

Marine Field 
Commander 

Mercenary Commander: When in a settlement, can still hire mercenary versions of normal squad 
members in the same fashion as before. However, instead of costing squad points, mercenaries cost 
money. A mercenary squad member costs 500x normal command point cost in credits to recruit, plus 
an additional 10x command point cost per day. You are still limited to the normal level and quantity 
of squad members as determined by your abilities.  

Officer Mercenary Commander: When in a settlement, can still hire mercenary versions of normal squad 
members in the same fashion as before. However, instead of costing squad points, mercenaries cost 
money. A mercenary squad member costs 500x normal command point cost in credits to recruit, plus 
an additional 10x command point cost per day. You are still limited to the normal level and quantity 
of squad members as determined by your abilities. 

Officer Former Officer: You gain advantage on all influence tests to gather information or impersonate a 
military officer. In addition, your investments and contacts give you 50x level credits every day.   

ONI Operative Covert Operative: You gain advantage on all influence, stealth, and tactics checks. Your investments 
give you 50x level credits every day. Once per 30 days, you can gain a fake ID from an allied contact.  

ONI Operative Demolitions Expert: You gain +5 accuracy, penetration, and rending with explosives, including 
grenades, planted explosives, land mines, etc.  

Pilot Customized Vehicle: You can add non-standard upgrades to your own personal vehicle. Chose one of 
the following upgrades. After spending 24 hours working on the upgrade in a workshop, you can 
modify the vehicle with this benefit: 
-One weapon gains +1 range increment 
-One weapon gains +2 accuracy 
-One weapon gains +1 power rating of damage 
-Vehicle gains +4 damage resistance 
-Vehicle gains +20% max speed 
A single vehicle can support a number of upgrades equal to 1/5 your combined ranks of pilot and 
science. Every upgrade you install on a vehicle beyond the first gives it an additional -1 base defense 
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Race or 
Background 

Benefit 

Scientist Freelance Scientist: You gain 50x level credits every day from your investments, grants, and contacts. 
At the end of every long rest, you can spend an hour generating battlefield gadgets. You gain 50x 
level credits worth of battlefield gadgets at the end of this time. 

Vigilante NA 

Spartan Galactic Champion: Upon killing an enemy, the character recovers 5 lost hit points 

Artificial 
Intelligence 

NA 

Sangheili Elite Galactic Champion: Upon killing an enemy, the character recovers 5 lost hit points 

Jiralhane Brute Galactic Champion: Upon killing an enemy, the character recovers 5 lost hit points 

Unggoy Grunt Leader amongst Unggoy: When in a settlement, can still hire mercenary versions of normal squad 
members in the same fashion as before. However, instead of costing squad points, mercenaries cost 
money. A mercenary squad member costs 100x normal command point cost in credits to recruit, plus 
an additional 10x command point cost per day. You are still limited to the normal level and quantity 
of squad members as determined by your abilities. 

Kig-Yar Jackal Pirate: Your expertise a piracy and mercantilism give you an edge in gaining credits. You gain 50x 
level credits every day. In addition, when you sell gear, you sell it at ¾ normal cost, instead of ½ 
normal cost.  

The Sword of Sangheilios 
 At the peak of the Human-Covenant War, the hierarchs of the Covenant betrayed the sangheili that served them 
millennia. Afterwards, the greatest sangheili champion, the Arbiter, learned that the entire religion of the Covenant was a lie 
and that the prophets were leading them into ruin. The Arbiter led his people into an alliance with the humans of the UNSC and 
worked with them to take down the Covenant, once and for all. 
 
 The Swords of Sangheilios are a faction of loyalist, honorable sangheili that follow the Arbiter. They have sworn an 
alliance with humanity, and are dedicated to retaking their home world, Sangheilios, while destroying every trace of the 
Covenant and its remnants. They are a faction dedicated to progress, honor, and justice.  
 
 In the post war era, parties may be dedicated to Swords of Sangheilios. This is especially true when you are making a 
party of mixed Covenant and human military groups. If that is the case, the Covenant characters are very likely to be members 
of the Swords. The Swords are mostly consisting of elites, but some members of other Covenant races can be found. Jiralhane 
are rarely part of the Swords, however.  The following rules changes apply to Swords of Sangheilios forces.  

Few but Proud 
 Elites make up the core of the Swords. They rely on their own strength and valor instead of having weaker races serve 
them in battle as cannon fodder. Sangheili in the Swords do not gain squad points. However, they increase to having a Good 
Command value, equal to their Intelligence + ranks in Tactics.   

Ultra-Class Vehicles 
 The Swords use up to date versions of many Covenant vessels. Their ghosts, banshees, and wraiths gain +1 power 
rating of damage with their weapons and have +10 acceleration rating. However, they are 10% more expensive to purchase or 
requisition.  

Bonded Warrior 
 Elites in the Swords of Sangheilos have a tight bond. When an elite is attacked and uses their Challenge Accepted 
ability, all other Sword elites within 6 squares can also make a Challenge Accepted attack against that target, if they have an 
available opportunity attack. However, if a Sword elite is killed or defeated, all other Sword elites within 6 squares lose a morale 
level.   

Sangheili Gear 
 All gear with the Racial Exclusive (Elite) trait is 20% cheaper to purchase or requisition.    
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Investments 
 In addition to your military requisition that you use to purchase gear, your character will likely also have a salary. 
While some might be tempted to spend their salary on new, permanent items, it is important to note that your salary is 
personal income that is used to maintain your character’s life. For example, do you have a home where you live outside of 
duty? Are you planning on saving for retirement for when retire from the military? Perhaps you are dedicated to the military, 
and simply want to turn your savings into a fund to help you in the field.  
 
 This process is called investments. It involves funneling your earned money, your actual credits from salary or other 
sources, into different investments to improve your lifestyle. Most of these are very narrative features that allow you to save 
for retirement, or at least have a level of comfort outside your military deployment. 
 
 Anytime you have access to your bank or credit account, you can divulge some of your funds into various 
investments. The more funds you have an investment, the higher level you unlock. Higher level investments either mean 
greater comforts or greater benefits.  
 

Housing Investment 
 By default, unless the Game Master rules otherwise, you do not have much of a home outside the military. You sleep 
in the barracks. If you want to have your own living conditions, you will want to invest money in housing. The more money you 
have invested in housing, the nicer home you must come back to.  
 
 Not all investments in housings will mean you are a homeowner. Investments in housing pays for your initial home 
and any rental or mortgage payments. If you have enough money invested in a level of housing, you are assumed to have the 
income generation and be able to afford the initial payment for the housing. 
 

Housing Level Invested 
Credits 

Description 

Hotel 250 You have enough of a housing budget to stay at hotels, motels, or any sort of 
temporary housing. It is not permanent, but at least it is a roof over your head. 

Apartment 1,000 You have a one- or two-bedroom apartment that you rent but do not own. You do 
not have a lot of space and you do not own your place, but at least it is a 
permanent residence.  

Small Home 10,000 You own a house or condo that has enough room for a several people or a small 
family, although it might be crowded. It might come with a small yard or at least a 
balcony or porch.  

Larger Home 100,000 You possess a larger, middle-class family home that has plenty of space and extra 
rooms. You can live here in relative comfort and have plenty of room for storage.  

Exquisite Home 1,000,000 You possess an extremely large home that is exquisitely designed and artfully 
decorated. A home for the upper middle class, this is a fine place that can impress 
your peers.  

Manor 5,000,000 The manor is like an exquisite house but has even more space and style. In 
addition, you have a large staff that are taking care of the residences and providing 
your every need. Including in this staff is security teams protecting your home and 
top of the line defensive systems. 

Estate 50,000,000 A home for the ultra-wealthy, an estate is like a manor except it also comes with 
territory. This territory might include small towns, gardens, nature preserves, 
farmland, a small military base, and airport, or other features. All non-government 
employees on your land work for you. Work with your Game Master to determine 
the extent and nature of your estate.  

 
 

  

 

Covenant Housing 

 All these housing options assume a human character that has a home on a terrestrial world. However, these rules can be 

easily adapted to fitting a Covenant character as well. A hotel can be rented space in a friend or ally’s unit. An apartment might be your 

own room aboard a space station or starship. The various levels of homes might be permanent residences on your species home world, 

or larger owned space aboard a ship or station. A manor might be a military fortress on a world, coming with some level of respect with 

land ownership or vassalage to a local government leader. Your manor might serve as a training ground or military station for troops of 

your species. Finally, an estate is less likely to be a manor with expansive grounds, but instead could be your very own private, 

Covenant star ship where you live and travel the galaxy. 
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Education 
 Another focus for your investments would be to work on your education. In your spare time, you study and learn 
about new topics, focus on remote research, and correspond with professors and lecturers to enhance your understanding. 
Many hope to use their education to gain prominent jobs once they stop serving in the military.  
 
 Whenever you work on your education, pick one skill from the following list: computers, lore, medicine, science, or 
tactics. You can invest up to 20,000 credits into an education of a certain topic. Once you invest your credits into a topic, you 
must spend time advancing your education. The next time you have 2 months to spare, you can spend it working on your 
education. After the full investment and 2 months of work, you gain +1 skill rank and maximum skill rank in the topic you are 
studying. You will also have greater retirement prospects if you live to get out of the war, as your education qualifies you for 
higher jobs.  
 
 After you receive an education in a skill, you may choose to begin investing credits into education on another topic. 
You cannot remove credits you have invested into an education; they are permanently lost.  

Arms 
 Some soldiers are not interested in a life outside the military. Those individuals instead invest their credits into 
improving supply lines or building up a personal arsenal of weapons and ammunition. By investing your credits in arms, you are 
usually better prepared for battle.  
 
 As you invest more personal credits you have placed into improving your stockpile of equipment, your requisition 
allowance for missions are increased by a percentage.  
 

Credit Investment in Arms Requisition Bonus 

1,000 +2% 

5,000 +5% 

10,000 +8% 

25,000 +15% 

50,000 +25% 

100,000 +40% 

250,000 +60% 

500,000 +100% 

1,000,000 +125% 

Business 
 Sometimes, if you want to make money, you must invest in investing. In this case, it means businesses, financial 
endeavors, and being an entrepreneur. While you are fighting in the war, you send credits back to the home front to help make 
a greater income in owned businesses, stock investments, or other financial opportunities.  
 
 As you invest more personal credits you have placed in business opportunities, you gain more income from your 
weekly salary payments. Note, that these only effects your salary every 5 days, not your salary for mission completion.   
 

Credit Investment in Business Salary Bonus 

1,000 +5% 

5,000 +10% 

10,000 +20% 

25,000 +30% 

50,000 +50% 

100,000 +100% 

250,000 +200% 

500,000 +300% 

1,000,000 +400% 
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Chapter 2: New Equipment 

and Vehicles 
Halo Weapon and Armor Upgrades 
 This section includes new weapon and armor upgrades for the Halo RPG. Most of these upgrades are exclusive to 
either UNSC or Covenant.  
 

Upgrade Name Description Compatibility Component 
Cost 

DC 

Advanced Plasma 
Generator 

Weapon has a -4 on the check to see if it overheats Covenant Ranged 
Weapon 

5,000 20 

Ammunition Feed Armor holds five times magazine ammunition for a 
certain heavy weapon 

UNSC Super Heavy 
Armor 

10,000 20 

Auto-Reflexes Armor gives +1 agility and instinct UNSC Heavy Armor 
with Internal Power 
Supply 

10,000 25 

Ballistic 
Absorption 
Padding 

Reduces penetration of non-energy or plasma 
ranged attacks 

UNSC or Covenant 
Light or Heavy Armor 

2,000 20 

Disruption Field Weapon ignores the shield armor of energy shields Selected UNSC or 
Covenant Melee 
Weapons 

10,000 30 

Efficient Needle 
Targeting 

Weapon places +2 needle tokens on a target when it 
hits 

Covenant Needler, 
Needle Rifle 

6,000 20 

Flesh Ripper Weapon deals +5 damage and 2 bleed on a heavy 
strike 

Selected UNSC or 
Covenant Melee 
Weapons 

4,000 20 

Health 
Management 
System 

Armor gives +2 to endurance checks against poison 
and fatigue, reduces bleed by half 

UNSC Light or Heavy 
Armor with Internal 
Power Supply 

10,000 25 

Improved Fire 
Rate 

Weapon gains +1 strike UNSC Ballistic 
Weapon 

3,000 20 

Improved 
Parrying 

Weapon provides +1 defense when using Defensive UNSC or Covenant 
Combat Blade 

750 15 

Internal Power 
Supply 

Light or Heavy armor becomes powered and can 
support powerful upgrades 

UNSC Light or Heavy 
Armor 

8,000 25 

Improved 
Shotgun Receiver 

Shotgun gains +2 pen at short range or +4 point 
blank 

UNSC Combat 
Shotgun, Tactical 
Shotgun 

4,000 15 

Lingering Plasma Damage from the weapon applies an effect that 
damage over time 

Covenant Plasma 
Weapon 

8,000 20 

Masterwork 
Construction 

Weapon does not jam UNSC Ballistic 
Weapon 

500 15 
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Upgrade Name Description Compatibility Component 

Cost 
DC 

Needle Blaster 
System 

Needle weapon has shorter range, but Close 
Quarters and +2 penetration 

Covenant Needler, 
Needle Rifle 

3,000 20 

Ordinance 
Striking Power 

Ordinance launcher can shoot through walls or 
damage enemies with projectile 

UNSC Grenade or 
Rocket Launcher 

10,000 20 

Overcharge Blast Plasma pistol gains Burst 1 when charged Covenant Plasma 
Pistol 

5,000 20 

Rapid Jets Flamethrower gains +2 accuracy and cannot be 
evaded 

UNSC Flamethrower 8,000 20 

Shielding Module Gives energy shields to grunt or jackal armor Covenant Combat 
Harness (Jackal or 
Grunt) 

30,000 25 

Strength Boost  Armor gives +2 strength UNSC Light or Heavy 
Armor with Internal 
Power Supply 

25,000 30 

Surge Augment Armor gives +1 movement speed UNSC Heavy Armor 
with Internal Power 
Supply 

12,500 25 

Temperature 
Protected 

Gives environmental protection against extreme 
temperatures 

Light or Heavy with 
Integrated Power 
Supply 

3,000 20 

Thermal Lance Flamethrower can be used to make piercing melee 
attacks 

Flamethrower (any) 40,000 30 

 
Advanced Plasma Generator 
Covenant Ranged Weapon 
Base Cost: 5,000 
Science DC: 20    
Benefit: The weapon with this upgrade is less likely to overload. When you make a check to see if the weapon overheats, as per 
the Overheat trait, the weapon suffers a -4 penalty on the check, making it less likely to overheat.  
Note: This upgrade only functions on a weapon with the Overheat weapon trait. It does not affect overheating from rolling a 
natural 1.  
 

Ammunition Feed 
UNSC Super Heavy Armor 
Base Cost: 10,000 
Science DC: 20    
Benefit: The powered armor has a feed system that can connect to a certain heavy weapon and give it a large ammunition 
supply without needing to reload. When creating armor with this upgrade, pick one of the following weapons: squad automatic 
weapon, heavy machine gun, or flamethrower. When the ammo feed in your armor is connected to the magazine slot of the 
weapon, it can automatically pull ammunitions from the armor to feed the weapon. The armor can hold ammunition for the 
weapon equal to 10x the maximum default magazine size for the weapon. For example, the flak cannon normally holds 40 
shots; the armor could hold 400. You can continue to fire this ammunition without needing to worry about reloading. 
Connecting the feed to the weapon, or detaching it, is a move action. It takes 10 minutes to reload the actual ammunition 
supply in the armor.  

 
Auto-Reflexes 
UNSC Heavy Armor with Internal Power Supply 
Base Cost: 10,000 
Science DC: 25 
Benefit: The armor helps the user’s speed and reaction time through sensors and robotic augmentations. This requires the 
armor to have an internal power supply and active charge. It gives the user a +1 equipment bonus to agility and instinct while 
worn.  
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Ballistic Absorption Padding 
UNSC or Covenant Light or Heavy Armor 
Base Cost: 2,000 
Science DC: 20    
Benefit: The armor has extra reinforcement and padding that reduces the impact of ballistic and explosive weapons. When the 
user is hit by a ranged attack without the Energy Damage or Plasma traits, reduce the attack’s penetration by 3.   
 

Disruption Field 
Any UNSC or Covenant Melee Weapon (excluding energy sword or gravity hammer) 
Base Cost: 10,000 
Science DC: 30    
Benefit: The weapon has been designed with a power field that helps it punch through energy shields. This weapon ignores 
shield armor when used against energy shields.    

 
Efficient Needle Targeting 
Covenant Needler, Needle Rifle 
Base Cost: 6,000 
Science DC: 20    
Benefit: This weapon is designed to have superior placement of explosive needles into a target. A needle weapon with this 
upgrade places needle blast tokens on the target equal to attack overages +2, instead of just attack overages.   
 

Flesh Ripper 
Any UNSC or Covenant Melee Weapon (excluding energy sword or gravity hammer) 
Base Cost: 4,000 
Science DC: 20    
Benefit: The weapon is covered with gruesome edges and powered motors that allow it to tear into flesh once it is inserted into 
a living body. When the weapon is used in conjunction with heavy strike attack, you deal +5 damage and 2 bleed to the primary 
target of the attack.     

 
Health Management System 
UNSC Light or Heavy Armor with Internal Power Supply upgrade 
Base Cost: 10,000 
Science DC: 25    
Benefit: The health management system helps guide and control the user’s heart rate and blood toxicity. This requires the 
armor to have an internal power supply and active charge. It gives the user +2 to endurance checks to resist fatigue or poison. It 
also reduces the amount of Bleeding (X) condition gained by half. Therefore, if you would gain Bleeding (5), you instead only 
gain Bleeding (2). Multiple sources of bleeding are still cumulative.  

 
Improved Fire Rate 
UNSC Ballistic Weapon 
Base Cost: 3,000 
Science DC: 20    
Benefit: The weapon can now chamber and fire weapons more quickly. The weapon can gain +1 strike over what it is normally 
capable of based on attack speed and agility. 
Note: Ballistic weapons are any UNSC weapons that use bullets or shells as ammunition 

 
Improved Parrying 
UNSC or Covenant Combat Blade 
Base Cost: 750 
Science DC: 15    
Benefit: This blade has been designed for a superior balance and parrying edge. When you are benefitting from defensive 
weapon trait of your weapon, you gain +1 defense over normal.   
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Internal Power Supply 
UNSC Light or Heavy Armor 
Base Cost: 8,000 
Science DC: 25    
Benefit: The internal power supply upgrades a suit of basic, unpowered armor with an internal power supply. The armor can 
last for 24 hours without needing to be recharged or have a replacement power cell. While the using the armor, it can connect 
and provide power to any other worn items. It also allows the armor to support more advanced upgrades.      
 

Improved Shotgun Receiver  
UNSC Tactical Shotgun, Combat Shotgun 
Base Cost: 4,000 
Science DC: 15    
Benefit: The shotgun has extra punching power up close. It gains +2 penetration at short range, or +4 penetration against 
adjacent foes.    

 
Lingering Plasma 
Covenant Plasma Weapon 
Base Cost: 8,000 
Science DC: 20    
Benefit: When a target takes hit point damage from the plasma weapon, the plasma lingers on their figure and deals damage 
over time. Over the next two rounds, at the start of the target’s turn, they suffer 5 piercing damage. This damage bypasses any 
shields the character gains after the initial hit. Another hit by a weapon with this upgrade stacks another round of automatic 
damage on the character but does not increase the damage.     

 
Masterwork Construction 
UNSC Ballistic Weapon 
Base Cost: 500 
Science DC: 15    
Benefit: The weapon has been specially designed so that it does not jam on a natural 1 on an attack roll. 
Note: Ballistic weapons are any UNSC weapons that use bullets or shells as ammunition 

 
Needle Blaster System 
Covenant Needler, Needle Rifle 
Base Cost: 3,000 
Science DC: 20    
Benefit: The needle has been redesigned to be more effective at short ranged, punching power over long ranged precision. The 
needle weapon has its base range reduced by 1 increment, but gains +2 penetration and the Close Quarters trait.    

 
Ordinance Striking Power 
UNSC Grenade Launcher or Rocket Launcher 
Base Cost: 10,000 
Science DC: 20    
Benefit: This upgrade gives an ordinance launcher the ability to shoot its projectile with incredible force. It can shoot directly 
through objects that are delicate or light without penalty or shoot through dense objects that are no more than 6 inches thick. 
The target gains no bonus from cover, but the attack has concealment penalties if the attacker could not properly see the target 
(such as firing through a wall). Alternatively, if you are not using this power, you can try to hit a primary target with the weapon 
and let the grenade/rocket deal impact to them. If there is a primary target of your attack, and you gain at least 2 attack 
overages, you strike the target with the bomb before it explodes. They take a hit of 40 damage even before the explosion (no 
overage, damage modifiers, or penetration). 

 
Overcharged Blast 
Covenant Plasma Pistol 
Base Cost: 5,000 
Science DC: 20    
Benefit: When you are firing the plasma pistol while it is fully charged, the attack gains a Burst (1) area.      
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Rapid Jets 
UNSC Flamethrower 
Base Cost: 8,000 
Science DC: 20    
Benefit: The flamethrower shoots its flames incredibly quick, faster than the eye can react. It gains +2 accuracy and cannot be 
evaded, regardless of what abilities the target possesses.  
 

Retractable 
UNSC or Covenant Melee Weapon 
Base Cost: 500 
Science DC: 20    
Benefit: The weapon has been designed to fold into a compact form that makes it easy to carry and conceal. It takes a minor 
action to switch the weapon between a concealed and extended form. When concealed, it only takes up 1 equipment slot and 
the user gains a +5 to stealth checks to conceal it from those searching for a weapon.  

 
Shielding Module 
Covenant Combat Harness (Grunt or Jackal) 
Base Cost: 30,000 
Science DC: 25    
Benefit: Sometimes, even the little guy needs some extra protection. This upgrade gives grunt or jackal armor the Energy Shield 
trait. This provides them with a shield pool of 60 with a shield armor of 5.      

 
Strength Boost 
UNSC Heavy Armor with Internal Power Supply  
Base Cost: 25,000 
Science DC: 30    
Benefit: The armor augments the user’s raw strength through robotic augmentations This requires the armor to have an 
internal power supply and active charge. It gives the user a +2 equipment bonus to strength while worn.  

 
Surge Augments 
UNSC Heavy Armor with Internal Power Supply upgrade 
Base Cost: 12,500 
Science DC: 25    
Benefit: The armor has motors and braces that accelerate the user’s movement while not causing any discomfort or strain. This 
requires the armor to have an internal power supply and active charge. While worn, it increases the user’s movement speed by 
1. 
 

Temperature Protected 
UNSC Light or Heavy Armor with Internal Power Supply upgrade 
Base Cost: 3,000 
Science DC: 20    
Benefit: The armor can warm or chill the wearer based on the wearer’s need and the surrounding temperature. This requires 
the armor to have an internal power supply and active charge. It gives the user the Environmental Protection trait, but only 
regarding extreme hot or cold ambient temperatures.   

 
Thermal Lance 
UNSC Flamethrower  
Base Cost: 40,000 
Science DC: 30    
Benefit: The flamethrower has an alternate fire mode. Instead of producing a billowing blast of flame, it can form a very short 
ranged lance of thermal energy. Switching modes is a minor action. When used as a thermal lance, it loses the Cone and Hailfire 
traits and gains a range of melee. However, it gains the Piercing trait and deals +2 power ratings of damage. Attacking with it in 
this way still used the ranged weapon skill and ranged talents, despite the fact it is in melee range.    
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New Banished Equipment 
 The Banished forces possesses a selection of unique instruments of war that capitalize on their destructive nature. 
These selection of weapons, armor, and upgrades apply to characters who are part of the Banished.  
 

Banished Weapons 
 Banished use their own specialty explosives. 
 

Stasis Grenade 
Thrown Explosive 
Base Cost: 5,000 credits 
Damage: NA   Accuracy: +5 
RoF: Thrown   Range: Short 
Shots: 1 (Consumable)  Power Rating: +5   Weight: 0.5 lbs. 
Special Traits: Stasis, Burst (2), Grenade, Delay 
Description: These advanced grenades were devised by Covenant mercenary forces after the war. They are most commonly 
used by sangheili mercenaries who fight with the Banished. These grenades create a rift that imprisons enemies in a temporal 
field, briefly removing them from the fight while also protecting them from harm. 

 

Infusion Grenade 
Thrown Explosive 
Base Cost: 2,000 credits 
Damage: 20   Accuracy: -2 
RoF: Thrown   Range: Short 
Shots: 1 (Consumable)  Power Rating: +5   Weight: 0.5 lbs. 
Special Traits: Burst (3), Penetration (5), Infusion*, Grenade, Delay. Racial Exclusive (Banished) 
Description: Invented by the Banished warlord Voridus, these grenades create pools of toxic chemicals that consume flesh and 
armor. These chemicals linger for a short while before dissipating but do substantial damage to people and objects in the area 
before being consumed. 

Banished Item Trait 
 The banished are not afraid to use chemical warfare to achieve victory, and these item traits reflect that.  

Infusion 
Description: When a weapon with this trait is used, it creates a pool of volatile chemicals in the squares the attack covered. 
Everyone who moves through or ends their turn in that area suffers 15 piercing damage. This area lasts for 3 rounds before 
dissipating.  
 
Poisonous Cloud (X) 
Description: This weapon deals no damage but infects everyone within the area with a poison. No attack roll is required. All 
within the area trait must make a DC 8+ X Endurance check or instantly take 3 times X in poison damage. Armor does not apply 
against this damage but having an air supply gives you +4 on the endurance check. 
 
Poisonous Round (X) 
Description: These rounds contain a lethal poison that is pumped into the bloodstream upon entering the body. When 
damaged by a weapon with this trait, injured targets to make a DC 8+ X Endurance check or instantly take 2 times X in poison 
damage. Armor does not apply against this damage.  
 
Stasis Grenade 
Description: If this weapon hits the defense and toughness of the target, then they are locked in stasis for 1 round. While in 
stasis, they suffer the Stunned and Immobilized conditions. However, they are also immune to all damage and conditions for 
the duration of the power.   
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Ammunition Variants 
 These are alternate ammunition types prized by the Banished but could potentially be used by any Jiralhanae warrior.  
 

Brute Grenades Variants 
 These variants can be applied to the grenades used by the brute shot. 
 

Ammunition Variant Effects Cost (for 1) 

Incendiary Grenades -10 base damage, -5 penetration, +1 accuracy, Burst (+1), Flames 1,000 

Infusion Grenades -20 base damage, Burst +2, Infusion* 2,000 

Shatterer Grenades Penetration (+10), +2 accuracy 2,500 

Toxic Grenades 0 base damage, Burst (+2), Poisonous Cloud (15) 3,000 

 

Brute Round Variants 
 These variants can be applied to either Mauler Bolts or Spikes. 
 

Ammunition Variant Effects Cost (for 1) 

Contaminating Poisonous Round (8) x10 

Radioactive Poisonous Round (15) x100 

New Covenant Armor Upgrades 
 The Banished grenadier armor is a special version of the combat harness used by Jiralhane.  
 

Jiralhanae Grenadier Armor 
Combat Harness (brute) 
Base Cost: 50,000 
Science DC: 25     
Benefit: This armor is designed with a grenade launcher on each arm. These grenade launchers are statistically equivalent to 
the Brute Shot weapon, but do not have the Bladed weapon trait. The launchers can be used independently with dual-wielding 
or used together and counted as a Twin-linked weapon. Both grenade launchers automatically reload by the autoloader in the 
suit, which can carry a maximum of 60 grenades. An action is not required to reload the weapons, although it takes 2 minutes 
of time to reload the armor. Because the grenade launchers take up both arms, the character cannot use their arms for 
anything else, including carrying or using other weapons.  
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New Vehicles 
 There are many different military vehicles in the Halo universe, belonging to different factions. This section lists 
various new vehicles, along with pre-pilot statistics so you can quickly insert them into your games of Halo as allies or 
adversaries. 

Banished Vehicles 
 The Banished use many of the same vehicles utilized by the Covenant, but also have many of their own craft 
personalized for their own needs.  

Blisterback 
Colossal-sized Vehicle, Formidable Threat 
Cost: 500,000   Effective Level: 20 
Hit Point: 700   Damage Threshold: 75  
Base Defense: 1+   Toughness: 70 
Space: 12 by 12 squares  Ramming: 75 damage 
Acceleration Rating: 20  Max Speed: 200 
Damage Resistance: 40 
Pilot Requirements: 6 
Crew: Pilot, Co-Pilot, 2 crew 
 
Flying Vehicle:  The blisterback is a flying vehicle that follows all the rules for an aircraft. It can hover and rotate in place but 
cannot travel across the ground. It is not capable of slip-space travel but can perform atmospheric reentry.   
 
Default Systems:  The console of the blisterback has a navigation unit, scanning device, communicator, and digital uplink. The 
blisterback also has a front-mounted heavy plasma cannon that is fired by the pilot or co-pilot. 
 

Heavy Plasma Cannon 
Vehicle Heavy Weapon 
Damage: 40   Accuracy: +0 
RoF: Fast    Range: Long 
Shots: unlimited shots  Power Rating: +5     
Special Traits: Penetration (12), Burst (1), Projectile, Plasma 
 
Co-Pilot:  The co-pilot can make a standard action to assist the pilot in all their actions. They make a DC 20 pilot check. If they 
succeed, they give the pilot a +4 bonus on all pilot checks and +2 bonus to their vehicle defense. Alternatively, the co-pilot can 
fire the heavy plasma cannon with their standard action. 
 
Siege Mode:  The blisterback is capable of landing and entering a long-ranged siege mode. Doing so requires a standard action 
by both the pilot and the co-pilot (or just the pilot making a DC 30 pilot check). It also requires the vehicle to be within 30 
squares of the ground and moving at a speed of 0. By making this action, the blisterback deploys its legs and lands directly 
beneath its location, locking into place. While rooted like this, the blisterback gains +20 toughness. It cannot make its plasma 
cannon attack but can make annihilator missile attacks. Leaving siege mode is a full-round action that instantly raises the 
vehicle back in the air between 5-20 squares.    
 
Missile Barrage:  When in siege mode, the blisterback can fire with its annihilator missile batteries. These batteries have 6 pods 
that they can fire from. When attacking with the missile launcher, the pilot can fire anywhere between 1-6 missiles. For every 
missile pod fired beyond the first, the attack gains +5 accuracy, +1 burst area, and +1 hailfire. After the missiles are fired, the 
crew complements of the blisterback are required to reload the weapon. Each crew member can prime 1 rocket pod at the end 
of every turn, starting the turn the weapon is fired. Generally, as long as the blisterback has 2 crew, this weapon can be fired 
every other round.  
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Annihilator Missile Launchers 
Vehicle Heavy Weapon 
Damage: 50   Accuracy: +5 
RoF: Slow    Range: Strategic 
Shots: 160 Annihilator Missiles Power Rating: +5    
Special Traits: Penetration (25), Burst (2), Homing, Missile 
 
Target Lock:  The pilot or co-pilot can spend a standard action applying a target lock to a target within sight. The target lock can 
be expended with the annihilator missiles. If a target lock is used with a missile attack, the attack gains +10 accuracy and 
ignores concealment.  
 
Rugged and Dependable:  The blisterback is very tough and can absorb considerable firepower. It reduces all suffered crippling 
wounds points by 1, to a minimum of 0.  
 
 
 The blisterback is an advanced war engine used to besiege enemy positions with an overwhelming amount of 
ordinance. Capable of flight, the blisterback can fly to a location of its choosing, fighting off enemy air units with a heavy plasma 
cannon. Upon landing, it unleashes overwhelming devastation with six annihilator missile batteries, capable of quickly 
destroying an enemy stronghold or decimate enemy war engines. If its position is compromised, it reverts back into flight mode 
and escapes before retaliation comes. This makes it one of the most effective and mobile artillery pieces used by any faction.   
 

Blisterback NPC 
 The blisterback is the mighty aerial siege weapon of the Banished. Capable of going to between mobile flight form 
and stationary artillery form, it is a deadly war machine. It is piloted by two brute captains, while a pair of brute minors serve as 
the crew.  
 

Blisterback, Banished 
Level 20 Brute in Colossal-sized Vehicle, Formidable Threat 

Hit Points: 700  Healing Threshold: NA  Damage Threshold: 75 
Defense: 17  Toughness: 70   Resolve: 27 
Acceleration Rating: 20 Max Speed: 200   Morale Bonus: +8 
Space: 12 by 12 squares Reach: NA   Initiative: +8 
Damage Resistance: 40 Ramming Damage: 75 

-Heavy Plasma Cannons 1d20+9 accuracy, 50 damage, +3 strikes maximum, unlimited shots at long range; Special Traits: 
Penetration 12, Burst 1, Plasma, Projectile 
-Annihilator Missile w/ 6 Missiles 1d20+39 accuracy, 60 damage, 1 strike maximum, 160 shots at strategic range; Special Traits: 
Penetration 25, Burst 7, Hailfire 5, Missile 

Skills:  Acrobatics 3, Athletics 9, Computers 2, Defensive Training 8, Durability 9, Endurance 9, Medicine 5, Influence 8, 
Leadership 8, Melee 9, Mental Training 9, Perception 6, Pilot 8, Ranged 9, Science 4, Survival 8, Tactics 8 
Talents: Cleave II, Defensive Fighting II, Devastating Cripple (melee), Hardened Survivalist, Hijack, Mighty Blow III, Natural 
Health III, Resistant IV, Resilience, Swift Strikes, Weapon Mastery (ranged II, melee II) 
Strength: 17* Instinct: 5 Agility: 6* Fortitude: 11 
Intelligence: 4 Willpower: 8 
 
Flying Vehicle:  The blisterback is a flying vehicle that follows all the rules for an aircraft. It can hover and rotate in place but 
cannot travel across the ground. It is not capable of slip-space travel but can perform atmospheric reentry.   
 
Default Systems:  The console of the blisterback has a navigation unit, scanning device, communicator, and digital uplink. The 
blisterback also has a front-mounted heavy plasma cannon that is fired by the pilot or co-pilot. 
 
Co-Pilot:  The co-pilot can make a standard action to assist the pilot in all their actions. They make a DC 20 pilot check. If they 
succeed, they give the pilot a +4 bonus on all pilot checks and +2 bonus to their vehicle defense. Alternatively, the co-pilot can 
fire the heavy plasma cannon with their standard action. 
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Siege Mode:  The blisterback is capable of landing and entering a long-ranged siege mode. Doing so requires a standard action 
by both the pilot and the co-pilot (or just the pilot making a DC 30 pilot check). It also requires the vehicle to be within 30 
squares of the ground and moving at a speed of 0. By making this action, the blisterback deploys its legs and lands directly 
beneath its location, locking into place. While rooted like this, the blisterback gains +20 toughness. It cannot make its plasma 
cannon attack but can make annihilator missile attacks. Leaving siege mode is a full-round action that instantly raises the 
vehicle back in the air between 5-20 squares.    
 
Missile Barrage:  When in siege mode, the blisterback can fire with its annihilator missile batteries. These batteries have 6 pods 
that they can fire from. When attacking with the missile launcher, the pilot can fire anywhere between 1-6 missiles. For every 
missile pod fired beyond the first, the attack gains +5 accuracy, +1 burst area, and +1 hailfire. The blisterback must wait a round 
afterwards before it can fire again.  
 
Target Lock:  The pilot or co-pilot can spend a standard action applying a target lock to a target within sight. The target lock can 
be expended with the annihilator missiles. If a target lock is used with a missile attack, the attack gains +10 accuracy and 
ignores concealment.  
 
Rugged and Dependable:  The blisterback reduces all suffered crippling wounds points by 1, to a minimum of 0.  
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Marauder 
Gargantuan-sized Vehicle, Extreme Threat 
Cost: 100,000   Effective Level: 10 
Hit Point: 400   Damage Threshold: 60  
Base Defense: 2+   Toughness: 50 
Space: 5 by 5 squares  Ramming: 60 damage 
Acceleration Rating: 10  Max Speed: 60 
Damage Resistance: 30 
Pilot Requirements: 3 
Crew: Pilot, Gunner 
 
Default Systems:  The marauder’s dash console possesses a navigation unit, digital uplink, and a communicator.  
 
Seeking Missiles:  The marauder has two seeker missile pods that can be fired by the pilot. These missiles require a target lock 
to fire. When attacking, the co-pilot can fire either 1 or 2 missile pods. If two missile pods are fired, the attack gains +5 
accuracy, +1 burst area, and +1 hailfire. 
 

Seeker Missiles 
Vehicle Heavy Weapon 
Damage: 40   Accuracy: +3 
RoF: Slow    Range: Distant 
Shots: 20 seeker missiles  Power Rating: +5    
Special Traits: Penetration (20), Burst (2), Missile 
 
Gunner: The vehicle has an Overcharged Plasma Cannon on the rear of the vessel that is controlled by the gunner. This plasma 
cannon has a 360-degree firing arc. 
 

Overcharged Plasma Cannon 
Vehicle Heavy Weapon 
Damage: 30   Accuracy: +0 
RoF: Fully-Automatic  Range: Long 
Shots: unlimited shots  Power Rating: +5     
Special Traits: Penetration (12), Plasma 
 
Open Topped:  The marauder is open topped, so all its passengers can be attacked separately from the vehicle. Burst attacks 
against the marauder does not injury the passengers unless they were targeted, in which case it would affect all passengers. If 
they are targeted, the pilot and gunner gain improved cover against all attacks. 
 
Target Lock:  The pilot can spend a standard action applying a target lock to a target within sight. The target lock must be 
expended to fire the seeker missile attack. The target lock gives the seeker missiles a bonus +10 accuracy. 
 
Rugged and Dependable:  The marauder is very tough and can absorb considerable firepower. It reduces all suffered crippling 
wounds points by 1, to a minimum of 0.  
 
Jiralhanae Vehicle: This vehicle is iconic to the Banished, and any other race must pay twice as many credits to requisition a 
marauder, if it is even possible (GM’s discretion).   
  
 The marauder is a heavy skimmer used by the Banished as an infantry support craft. These light tanks are heavily 
armored and possess both a gunner-controlled plasma cannon and seeker missiles. They are neither fast nor maneuverable, 
and serve as medium weight craft, somewhere between a chopper and a wraith. However, like most Banished vehicles, the 
marauder supports plentiful extra armor and resilience that allows it to weather considerable firepower.  
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Marauder NPC 
 The banished marauder is a slow moving, medium level tank use for infantry support. The marauder is piloted by a 
brute major while another brute major mans the plasma cannon. 
 

Marauder, Banished 
Level 10 Brute in Huge-sized Vehicle, Extreme Threat 

Hit Points: 400  Healing Threshold: NA  Damage Threshold: 60 
Defense: 13  Toughness: 50   Resolve: 19 
Acceleration Rating: 10 Max Speed: 60   Morale Bonus: +4 
Space: 5 by 5 squares Reach: NA   Initiative: +4 
Damage Resistance: 30 Ramming Damage: 60 

-Overcharged Plasma Cannons 1d20+5 accuracy, 35 damage, full auto, unlimited shots at long range; Special Traits: 
Penetration 12, Plasma, Full Auto 
-Seeker Missile w/ 2 Missiles 1d20+13 accuracy, 45 damage, 1 strike maximum, 20 shots at distant range; Special Traits: 
Penetration 20, Burst 3, Hailfire 1, Missile 

Skills:  Athletics 6, Defensive Training 6, Durability 6, Endurance 6, Medicine 2, Melee 6, Leadership 2, Mental Training 4, 
Perception 4, Pilot 6, Ranged 5, Survival 5, Tactics 4 
Talents: Cleave, Defensive Fighting, Hardened Survivalist, Hijack, Mighty Blow II, Natural Health, Resistant III, Weapon Mastery 
(ranged, melee) 
Strength: 13* Instinct: 4 Agility: 4  Fortitude: 8 
Intelligence: 3 Willpower: 5 
 
Default Systems:  The marauder’s dash console possesses a navigation unit, digital uplink, and a communicator. The gunner 
fires the plasma cannon, used in a 360 degree firing arc. The pilot makes the target locks and fires the seeker missiles.  
 
Open Topped:  The marauder is open topped, so all its passengers can be attacked separately from the vehicle. Burst attacks 
against the marauder does not injury the passengers unless they were targeted, in which case it would affect all passengers. If 
they are targeted, the pilot and gunner gain improved cover against all attacks. 
 
Target Lock:  The pilot can spend a standard action applying a target lock to a target within sight. The target lock must be 
expended to fire the seeker missile attack. The target lock gives the seeker missiles a bonus +10 accuracy. 
 
Rugged and Dependable:  The marauder reduces all suffered crippling wounds points by 1, to a minimum of 0.  
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Reaver 
Huge-sized Vehicle, Extreme Threat 
Cost: 100,000   Effective Level: 12 
Hit Point: 350   Damage Threshold: 55  
Base Defense: 4+   Toughness: 40 
Space: 3 by 3 squares  Ramming: NA 
Base Speed: 16   
Damage Resistance: 30 
Pilot Requirements: 6 
Crew: Pilot 
 
Default Systems:  The reaver possesses a navigation unit, motion detector, and digital uplink inside its cockpit. In addition, the 
pilot has access to both a jiralhane autocannon and a thrasher missile launcher. When attacking with the missile launcher, the 
pilot can fire anywhere between 1-4 missiles. For every missile pod fired beyond the first, the attack gains +5 accuracy, +1 burst 
area, and +1 hailfire. The pilot can dual-wield to attack with both the autocannon and the missile launcher in the same turn.  
 

Jiralhanae Autocannon 
Vehicle Heavy Weapon 
Damage: 30   Accuracy: +1 
RoF: Fast    Range: Long 
Shots: 100 AC Rounds  Power Rating: +4    
Special Traits: Penetration (10), Burst (1) 
 

Thrasher Missile Launchers 
Vehicle Heavy Weapon 
Damage: 50   Accuracy: +2 
RoF: Slow    Range: Remote 
Shots: 80 Thrasher Missiles  Power Rating: +5    
Special Traits: Penetration (15), Burst (2), Missile 
 
Target Lock:  The pilot can spend a standard action applying a target lock to a target within sight. The target lock can be 
expended with the thrasher missiles. If a target lock is used with a missile attack, the attack gains +10 accuracy and ignores 
concealment.  
 
Walker:  The reaver is a combat walker, therefore does not have an acceleration rating or a maximum speed. Its speed is 16 + ½ 
the user’s agility. Instead of losing control from crippling wound, the reaver is instead knocked prone. It can perform shift 
actions. It takes two full-round actions to board or disembark from a reaver. 
 
Jump Jets:  The reaver can lift itself off the ground to soar through the air. This is not sustainable flight; it simply launches off 
and then falls. This ability is used as a full-round action once per 5 rounds. Upon activating this power, the reaver can launch 
itself between 10 and 60 squares. This can be horizontal, vertical, or both. At the end of its movement, if it is not on solid 
ground, it falls and takes damage as normal for falling.   
 
Energy Shields:  The reaver has regenerating energy shields. It has a shield pool of 150 with 5 shield armor. It if goes more than 
2 or more turns without being attacked or damaged, it regains 25 energy shields at the start of its turn.   
 
Kick:  As a standard action, the reaver can try to kick a nearby foe. This is a melee skill check with a +8 bonus. If the attack hits, 
the target takes 60 damage.    
  
 The Banished are a mobile force that do not rely fully on stationary defenses such as large anti-air turrets. Instead, 
they have survived against the Covenant by being mobile and reactive. This has led to the rise of the Reaver; a anti-air mobile 
combat walker. Capable of unleashing devastating salvos of missiles to destroy foes, reavers are deployed in hunting packs to 
quickly traverse terrain and shoot down enemy aircraft. Afterwards, they are gone before anyone realizes where the strike 
came from.  
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Reaver NPC 
 The banished reaver is an anti-air missile walker, used as a mobile counter to aircraft. The reaver is piloted by a brute 
major. 

Reaver, Banished 
Level 11 Brute in Huge-sized Vehicle, Extreme Threat 

Hit Points: 350  Healing Threshold: NA  Damage Threshold: 55 
Defense: 15  Toughness: 40   Resolve: 19 
Speed: 18  Max Speed: 1   Morale Bonus: +4 
Space: 3 by 3 squares Reach: 3    Initiative: +4 
Damage Resistance: 30 Energy Shields: 150 (5 shield armor) 

-Jiralhane Autocannon 1d20+6 accuracy, 34 damage, +2 strikes maximum, 100 shots at long range; Special Traits: Penetration 
10, Burst 1 
-Thrasher Missile Launchers w/ 4 Missiles 1d20+20 accuracy, 55 damage, 1 strike maximum, 80 shots at remote range; Special 
Traits: Penetration 15, Burst 5, Hailfire 3, Missile 
-Kick 1d20+14 accuracy, 60 damage, 1 strike maximum; Special Traits: NA 

Skills:  Athletics 6, Defensive Training 6, Durability 6, Endurance 6, Medicine 2, Melee 6, Leadership 2, Mental Training 4, 
Perception 4, Pilot 6, Ranged 5, Survival 5, Tactics 4 
Talents: Cleave, Defensive Fighting, Hardened Survivalist, Hijack, Mighty Blow II, Natural Health, Resistant III, Weapon Mastery 
(ranged, melee) 
Strength: 13* Instinct: 4 Agility: 4  Fortitude: 8 
Intelligence: 3 Willpower: 5 
 
Default Systems:  The reaver possesses a navigation unit, motion detector, and digital uplink inside its cockpit. In addition, the 
pilot has access to both a jiralhane autocannon and a thrasher missile launcher. When attacking with the missile launcher, the 
pilot can fire anywhere between 1-4 missiles. For every missile pod fired beyond the first, the attack gains +5 accuracy, +1 burst 
area, and +1 hailfire. The pilot can dual-wield to attack with both the autocannon and the missile launcher in the same turn.  
 
Target Lock:  The pilot can spend a standard action applying a target lock to a target within sight. The target lock can be 
expended with the thrasher missiles. If a target lock is used with a missile attack, the attack gains +10 accuracy and ignores 
concealment.  
 
Energy Shields:  The reaver has regenerating energy shields. It has a shield pool of 150 with 5 shield armor. It if goes more than 
2 or more turns without being attacked or damaged, it regains 25 energy shields at the start of its turn.   
 
Walker:  The reaver is a combat walker, therefore does not have an acceleration rating or a maximum speed. Instead of losing 
control from crippling wound, the reaver is instead knocked prone. It can perform shift actions. It takes two full-round actions 
to board or disembark from a reaver. 
 
Jump Jets:  The reaver can lift itself off the ground to soar through the air. This is not sustainable flight; it simply launches off 
and then falls. This ability is used as a full-round action once per 5 rounds. Upon activating this power, the reaver can launch 
itself between 10 and 60 squares. This can be horizontal, vertical, or both. At the end of its movement, if it is not on solid 
ground, it falls and takes damage as normal for falling.   
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Shroud 
Gargantuan-sized Vehicle, Extreme Threat 
Cost: 120,000   Effective Level: 10 
Hit Point: 500   Damage Threshold: 60  
Base Defense: 2+   Toughness: 50 
Space: 5 by 5 squares  Ramming: 30 damage 
Acceleration Rating: 20  Max Speed: 60 
Damage Resistance: 34 
Pilot Requirements: 7 
Crew: Pilot 
 
Flying Vehicle:  The banshee is a flying vehicle that follows all the rules for an aircraft. It can hover and rotate in place but 
cannot travel across the ground. It is not capable of slip-space travel but can perform atmospheric reentry and it can operate in 
space.  
 
Default Systems:  The console of the banshee has a navigation unit, scanning device, communicator, and digital uplink. 
 
Cloaking Shroud:  As a standard action, the shroud can project a cloaking field that hides nearby allies. Upon activation, all allies 
within 150 squares gain the Cloaking condition. This can be used up to 5 rounds without fault. After 5 rounds have passed, the 
pilot must make a DC 20 pilot check each round to maintain the cloaking effect. If they succeed, the cloaking field stays active. 
Otherwise, the cloaking field fails and must be deactivated for 10 rounds. When the cloaking field is deactivated without failing, 
it must wait 3 rounds before it can be activated again.  
 
Point Defense Weapons:  As a standard action, the shroud can activate its point defense weapons, and shoot down attacks that 
come within distant range of the shroud over the next round. This includes any non-automatic ranged attack that targets an ally 
within distant range. When this is active, it can make three point-defense attacks per round. These are pilot skill checks with a 
+20 bonus made against the attack roll. If the point defense attack hits, then the attack is negated. If the pilot check fails, then 
the attack goes through as normal, but still uses up one of the shroud’s point defense actions that round. 
 
Rugged Support Craft:  The shroud has numerous layers of armor to compensate for its lack of weapon systems. It reduces all 
suffered crippling wounds points by 1, to a minimum of 0.  
 
 The shroud is a Banished support craft, retrofitted from an older Covenant designed. The shroud is not a direct 
weapon of war, making it different for a Banished vessel. Instead, it serves a tactical purpose, its functions complementing 
Atriox’s strategic genius. The shroud can either be used to place down a mobile cloaking field, shielding its forces from 
detection by the enemy, or activate point defense weapon systems to intercept enemy projectiles. Either function can make a 
shroud a force multiplier for Banished forces, as it allows them to advance without being hindered by the enemy. 
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Shroud NPC 
 The banished shroud is a support craft, where a high ranking jiralhane commands his troops and orchestrates their 
success. The shroud is piloted by a brute captain. 

Shroud, Banished 
Level 15 Brute in Gargantuan-sized Vehicle, Extreme Threat 

Hit Points: 500  Healing Threshold: NA  Damage Threshold: 60 
Defense: 18  Toughness: 50   Resolve: 27 
Acceleration Rating: 20 Max Speed: 60   Morale Bonus: +8 
Space: 5 by 5 squares Reach: NA   Initiative: +5 
Damage Resistance: 34 

Skills:  Acrobatics 3, Athletics 9, Computers 2, Defensive Training 8, Durability 9, Endurance 9, Medicine 5, Influence 8, 
Leadership 8, Melee 9, Mental Training 9, Perception 6, Pilot 8, Ranged 9, Science 4, Survival 8, Tactics 8 
Talents: Cleave II, Defensive Fighting II, Devastating Cripple (melee), Hardened Survivalist, Hijack, Mighty Blow III, Natural 
Health III, Resistant IV, Resilience, Swift Strikes, Weapon Mastery (ranged II, melee II) 
Strength: 17* Instinct: 5 Agility: 6* Fortitude: 11 
Intelligence: 4 Willpower: 8 
 
Flying Vehicle:  The banshee is a flying vehicle that follows all the rules for an aircraft. It can hover and rotate in place but 
cannot travel across the ground. It is not capable of slip-space travel but can perform atmospheric reentry and it can operate in 
space.  
 
Default Systems:  The console of the banshee has a navigation unit, scanning device, communicator, and digital uplink. 
 
Cloaking Shroud:  As a standard action, the shroud can project a cloaking field that hides nearby allies. Upon activation, all allies 
within 150 squares gain the Cloaking condition. This can be used up to 5 rounds without fault. After 5 rounds have passed, the 
pilot must make a DC 20 pilot check each round to maintain the cloaking effect. If they succeed, the cloaking field stays active. 
Otherwise, the cloaking field fails and must be deactivated for 10 rounds. When the cloaking field is deactivated without failing, 
it must wait 3 rounds before it can be activated again.  
 
Point Defense Weapons:  As a standard action, the shroud can activate its point defense weapons, and shoot down attacks that 
come within distant range of the shroud over the next round. This includes any non-automatic ranged attack that targets an ally 
within distant range. When this is active, it can make three point-defense attacks per round. These are +33 checks against the 
attack roll. If the point defense attack hits, then the attack is negated. If the pilot check fails, then the attack goes through as 
normal, but still uses up one of the shroud’s point defense actions that round. 
 
Rugged Support Craft:  The shroud reduces all suffered crippling wounds points by 1, to a minimum of 0.  
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Covenant Vehicles 
 These Covenant vehicles are often seen as part of large-scale engagements, sieges, and space battles. 

Locust 
Gargantuan-sized Vehicle, Extreme Threat 
Cost: 120,000   Effective Level: 15 
Hit Point: 350   Damage Threshold: 50  
Base Defense: 4+   Toughness: 50 
Space: 5 by 5 squares  Ramming: 50 damage 
Acceleration Rating: 10  Max Speed: 70 
Damage Resistance: 32 
Pilot Requirements: 4 
Crew: Pilot, 1 Gunner 
 
Default Systems:  The cockpit of the locust has a navigation unit, scanning device, communicator, and digital uplink. The locust 
has a focus cannon that can face and fire in any direction. The locust cannot fire the weapon in the same turn that it moved.  

 
Focus Cannon 
Vehicle Heavy Weapon 
Damage: 40   Accuracy: -1 
RoF: Fast    Range: Remote 
Shots: Unlimited   Power Rating: +5    
Special Traits: Penetration (20), Plasma, Focusing Beam 
 
*Focusing Beam: A weapon with the Focusing Beam trait gains +1 hailfire for every 2 attack overages it gains on the target. 
 
Walker:  The locust is a combat walker, therefore does not have an acceleration rating or a maximum speed. Its speed is 15 + ½ 
the user’s agility. Instead of losing control from crippling wound, the locust is instead knocked prone. It can perform shift 
actions. It takes a full-round action to board or disembark from a locust. 
 
Versatile Combat Walker:  The locust is a versatile walker that can function in a wide variety of environments. The locust can 
function in space, walking alongside the hulls of ships or asteroids. It can walk underneath the surface of the water. It can also 
climb cliffs by hooking its legs into vertical surfaces. It is a limited movement method to climb cliffs.  
 
Energy Shields:  The locust has regenerating energy shields. It has a shield pool of 200 with 10 shield armor. It if goes more than 
2 or more turns without being attacked or damaged, it regains 50 energy shields at the start of its turn.   
 
 The locust is a Covenant combat walker designed for siege purposes. It functions similarly to a much smaller scarab; a 
four-legged walker that fires a concentrated beam over very long range. This beam is very effective at destroying structures and 
large, slow moving objects. When an enemy fortification is in place, the Covenant will send waves of scarabs to gain up and 
destroy it, all focusing their beams on a single location to terrible amounts of damage. Unlike the scarab, the locust is not an 
especially durable vehicle and has no means do defend itself outside the focus cannon, making it rely on allied support against 
infantry.  
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Locust NPC 
 The example locust is controlled by an elite major.   
 

Locust 
Level 12 Elite in Gargantuan-sized Vehicle, Extreme Threat 

Hit Points: 350  Healing Threshold: NA  Damage Threshold: 50 
Defense: 18  Toughness: 50   Resolve: 20 
Speed: 13  Shift Speed: 2   Morale Bonus: +5 
Space: 5 by 5 squares Reach: NA   Initiative: +6 
Damage Resistance: 32 Energy Shield: 200 (10 shield armor) 

-Focus Cannon 1d20+5 accuracy, 45 damage, +3 strikes maximum, unlimited shots at remote range; Special Traits: Penetration 
24, Plasma, Focusing Beam 

Skills:  Acrobatics 5, Athletics 5, Computers 2, Defensive Training 6, Durability 6, Endurance 5, Influence 3, Leadership 4, Lore 5, 
Medicine 5, Melee 6, Mental Training 6, Perception 5, Pilot 6, Ranged 6, Stealth 4, Survival 4, Tactics 6 
Talents: Close Combat Shot, Combat Reflexes, Defensive Fighting, Hardened Survivalist, Plasma Burn II, Resistant II, Weapon 
Mastery (ranged) 
Strength: 9* Instinct: 6 Agility: 7* Fortitude: 6 
Intelligence: 4 Willpower: 4 
 
Focus Cannon:  The focus cannon can only be used in a turn that the locust did not move. It gains +1 hailfire for every 2 attack 
overages it gains on a target.  
 
Walker:  The locust is a combat walker, therefore does not have an acceleration rating or a maximum speed. Its speed is 15 + ½ 
the user’s agility. Instead of losing control from crippling wound, the locust is instead knocked prone. It can perform shift 
actions. The locust can function in space, walking alongside the hulls of ships or asteroids. It can walk underneath the surface of 
the water. It can also climb cliffs by hooking its legs into vertical surfaces. It is a limited movement method to climb cliffs. It 
takes a full-round action to board or disembark from a locust.   
 
Energy Shields:  The locust has regenerating energy shields. It has a shield pool of 200 with 10 shield armor. It if goes more than 
2 or more turns without being attacked or damaged, it regains 50 energy shields at the start of its turn.   
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Vampire 
Colossal-sized Vehicle, Formidable Threat 
Cost: 600,000   Effective Level: 22 
Hit Point: 700   Damage Threshold: 70  
Base Defense: 3+   Toughness: 70 
Space: 10 by 10 squares  Ramming: 60 damage 
Acceleration Rating: 120  Max Speed: 1,000 
Damage Resistance: 32 
Pilot Requirements: 6 
Crew: Pilot, Co-Pilot (optional) 
 
Flying Vehicle:  The vampire is a flying vehicle that follows all the rules for an aircraft. It can hover and rotate in place but 
cannot travel across the ground. It is not capable of slip-space travel but can perform atmospheric reentry.   
 
Default Systems:  The cockpit has a navigation unit, scanning device, communicator, and digital uplink. The cockpit also has a 
front-mounted heavy needle cannon that can be fired by the pilot. This needle cannon can be fired in a 180 degree arc at the 
front of the vampire.  
 

Heavy Needle Cannon 
Vehicle Heavy Weapon 
Damage: 40   Accuracy: +8 
RoF: Fast    Range: Remote 
Shots: 500 Needles   Power Rating: +3  
Special Traits: Penetration (5), Critical Needle Blast, Homing 
 
*Critical Needle Blast: This weapon pins explosive spikes on the target, which explode a few seconds later. This functions as the 
Needle Blast weapon trait, except the number needle markers the target gains is equal to their attack overages +5. Therefore, if 
the attack gains 5 attack overages, the target gains 10 needle blast tokens. At the start of the target’s next turn, the needles 
explode, deal 3 x needle blast token piercing damage. Needle blast tokens from this trait stack with regular needle blast tokens.  
 
Co-Pilot:  The vampire has the option for a co-pilot. The co-pilot can make a standard action to assist the pilot in all their 
actions. They make a DC 20 pilot check. If they succeed, they give the pilot a +4 bonus on all pilot checks and +2 bonus to their 
vehicle defense. Alternatively, the co-pilot can fire the two plasma cannons affixed to the front of the vampire. These plasma 
cannons can be used within a 180 degree port and starboard firing arcs.   
 

Plasma Cannon 
Vehicle Heavy Weapon 
Damage: 27   Accuracy: +0 
RoF: Fully-Automatic  Range: Long 
Shots: unlimited shots  Power Rating: +4     
Special Traits: Penetration (8), Plasma 
 
Weapon Artificial Intelligence:  The two plasma cannons, normally fired by the co-pilot, can also be fired for free by a 
rudimentary targeting system. To fire at a target, either the pilot or co-pilot must spend a standard action making a target lock 
against a target. The plasma cannons will fire at that target until it is out of sight, range, or destroyed. They attack with a ranged 
skill of 6.  
 
Stasis Cannon:  As a standard action, the pilot can fire the ship’s stasis cannon at a vehicle. The weapon can be used at up to 
remote range. This is a ranged attack roll versus the target’s defense and toughness, with a bonus to accuracy equal to twice 
the attacker’s intelligence plus twice the attacker’s instinct. If the attack hits, the target vehicle is stunned for 1 round and lose 
control. The target vehicle also suffers 40 EMP damage, and the vampire recovers that many hit points. Hit or miss, the stasis 
cannon cannot be used again for 5 rounds.  
 
Impulse Drive:  As a standard action, the pilot can activate the ship’s impulse drive. Its acceleration rating increases to 1,000 
and its maximum speed increases to 3,000. It is always moving at cruising speed while the impulse drive is active. It cannot 
decelerate while the impulse drive is on. If the pilot choses not to maintain the impulse drive while it is going above 1,000 
squares per round, it drops to 1,000 squares as its current speed.    
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Evasive Maneuvers:  If the pilot makes a bob and weave action on their turn, the vehicle gains +4 defense instead of the normal 
+2. When they bob and weave, it is difficult to land a target lock against the vampire. Anyone trying to make a target lock must 
make an opposed pilot skill check against the vampire to successfully make the target lock.      
 
 The Type-29 Close-Support Fighter, or vampire, is an older Covenant ship used during the early days of the Human-
Covenant War. It is an atmospheric anti-aircraft fighter that also possesses the capabilities of serving as a space fighter. This 
versatile craft possesses an array of different weapons in a sleek, maneuverable vessel with a high maximum speed. Its 
intended role is to achieve air superiority, but it also does well at harassing ground forces from the skies. It has a unique stasis 
cannon that can cause a vehicle to lose control, falling from the sky, while also siphoning electrical energy from the target.   
 

Vampire NPC 
 The example vampire is controlled by two elite pilots.    

Vampire 
Level 16 Elite in Colossal-sized Vehicle, Formidable Threat 

Hit Points: 700  Healing Threshold: NA  Damage Threshold: 70 
Defense: 20  Toughness: 70   Resolve: 19 
Acceleration Rating: 120 Max Speed: 1,000   Morale Bonus: +4 
Space: 10 by 10 squares Reach: NA   Initiative: +7 
Damage Resistance: 32  

-Plasma Cannon x2 1d20+6 accuracy, 35 damage, full auto, unlimited shots at long range; Special Traits: Penetration 10, 
Plasma, Full Auto 
-Heavy Needle Cannon 1d20+14 accuracy, 50 damage, +3 strikes maximum, 500 shots at remote range; Special Traits: 
Penetration 5, Critical Needle Blast, Homing 
-Stasis Cannon 1d20+32 accuracy, See Below 

Skills:  Acrobatics 2, Athletics 2, Computers 5, Defensive Training 6, Durability 5, Endurance 4, Influence 4, Lore 5, Medicine 4, 
Melee 3, Mental Training 5, Perception 5, Pilot 6, Ranged 6, Science 5, Survival 2, Tactics 4 
Talents: Close Combat Shot, Combat Reflexes, Plasma Burn, Weapon Comprehension, Weapon Mastery (ranged) 
Strength: 8* Instinct: 8* Agility: 8* Fortitude: 4 
Intelligence: 5 Willpower: 4 
 
Heavy Needle Cannon:  The vampire has a front-mounted heavy needle cannon that can be fired in a 180 degree front arc of 
the vampire. Its critical needle blast trait gives the target needle blast tokens equal to the hit’s attack overages +5. At the start 
of the target’s next turn, they suffer piercing damage equal to 3x the needle blast tokens on them.  
 
Stasis Cannon:  As a standard action, the pilot can fire the ship’s stasis cannon at a vehicle. The weapon can be used at up to 
remote range. This is a ranged attack roll versus the target’s defense and toughness. If the attack hits, the target vehicle is 
stunned for 1 round and lose control. The target vehicle also suffers 40 EMP damage, and the vampire recovers that many hit 
points. Hit or miss, the stasis cannon cannot be used again for 5 rounds.  
 
Co-Pilot:  The vampire has a co-pilot. The co-pilot can make a standard action to assist the pilot in all their actions. They make a 
DC 20 pilot check. If they succeed, they give the pilot a +4 bonus on all pilot checks and +2 bonus to their vehicle defense. 
Alternatively, the co-pilot can fire the two plasma cannons affixed to the front of the vampire. These plasma cannons can be 
used within a 180 degree port and starboard firing arcs.   
 
Impulse Drive:  As a standard action, the pilot can activate the ship’s impulse drive. Its acceleration rating increases to 1,000 
and its maximum speed increases to 3,000. It is always moving at cruising speed while the impulse drive is active. It cannot 
decelerate while the impulse drive is on. If the pilot choses not to maintain the impulse drive while it is going above 1,000 
squares per round, it drops to 1,000 squares as its current speed.    
 
Evasive Maneuvers:  If the pilot makes a bob and weave action on their turn, the vehicle gains +4 defense instead of the normal 
+2. When they bob and weave, it is difficult to land a target lock against the vampire. Anyone trying to make a target lock must 
make an opposed pilot skill check against the vampire to successfully make the target lock.      
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Flying Vehicle:  The vampire is a flying vehicle that follows all the rules for an aircraft. It can hover and rotate in place but 
cannot travel across the ground. It is not capable of slip-space travel but can perform atmospheric reentry.   
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UNSC Vehicles 
 As desperate wars waged and discovery of ancient technologies became mainstream, humanity’s weapons of war 
have developed over time. 

Colossus  
Gargantuan-sized Vehicle, Formidable Threat 
Cost: 400,000   Effective Level: 25 
Hit Point: 1,000   Damage Threshold: 70  
Base Defense: 2+   Toughness: 60 
Space: 5 by 5 squares  Ramming: NA 
Base Speed: 12   
Damage Resistance: 40 
Pilot Requirements: 7 
Crew: Pilot 
 
Default Systems:  The colossus possesses a navigation unit, motion detector, and digital uplink inside its cockpit. In addition, 
the pilot has access to both a heavy machine gun and a heavy railgun. The pilot can dual-wield to attack with both the machine 
gun and the railgun in the same turn.  
 

Heavy Chaingun 
Vehicle Heavy Weapon 
Damage: 28   Accuracy: +1 
RoF: Fully-Automatic  Range: Long 
Shots: 3,000 AR Rounds  Power Rating: +4    
Special Traits: Penetration (10) 
 

Heavy Railgun 
Heavy Vehicle Weapon 
Damage: 60   Accuracy: +5 
RoF: Slow    Range: Strategic 
Shots: 60 Heavy Rail Slugs  Power Rating: +10    
Special Traits: Penetration (80), Unstoppable, Projectile 
 
Push Through:  The colossus is a massive and powerful walker that can push past most obstacles. If its movement is blocked by 
an object that is either large or huge sized, it simply crushes the object or pushes it out of its way without hindering its 
movement. Even terrain features of this size can be simply stomped over and crushed. If the object is gargantuan sized, the 
colossus pilot can spend a free action once per round to move the object 3 squares out of its way.   
 
Trample:  The colossus can move through the squares of enemies that are giant-sized or smaller. If they do, they deal 60 to 
enemies whose squares they move through. Such targets can make an opportunity attack at the colossus, or try to evade (DC 
15), if they have any reactions.   
 
Walker:  The colossus is a combat walker, therefore does not have an acceleration rating or a maximum speed. Its speed is 12 + 
½ the user’s agility. Instead of losing control from crippling wound, the colossus is instead knocked prone. It can perform shift 
actions. It takes 2 full-round actions to board or disembark from a colossus. 
 
Smash:  As a full-round action, the colossus can empower its servos to crush the ground, smashing all targets within 8 squares 
of it. The user makes a melee skill check against all targets within the area with a +20 accuracy bonus. The attack deals 60 
damage on a hit, or half that damage on a missed attack. If the attack hits a target’s toughness, they are knocked prone and 
staggered for 1 round. 
  
 The colossus is the latest development in a line of weapons development that created the cyclops and mantis. Taller 
and stronger than its predecessors, the colossus is the largest combat mech developed by mankind. With both a chaingun and 
railgun, the colossus is a powerful force designed to slowly advance towards the enemy ranks, bombarding them with 
firepower. Once it is close, it uses its tremendous strength to destroy fortifications and crush enemy defenses. While it lacks the 
energy shields of the mantis, the colossus possesses the raw strength and durability to function without it.  
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Colossus NPC 
 The colossus is a heavy siege mech and line breaker. When one of these towering vessels enters a battlefield, it takes 
notice as it retaliates with oppressive firepower. The colossus is piloted by a veteran pilot. 

 

Colossus 
Level 20 Human in Gargantuan-sized Vehicle, Formidable Threat 

Hit Points: 1,000  Healing Threshold: NA  Damage Threshold: 70 
Defense: 21  Toughness: 60   Resolve: 16 
Speed: 15  Shift Speed: 2   Morale Bonus: +3 
Space: 5 by 5 squares Reach: NA   Initiative: +5 
Damage Resistance: 40  

-Heavy Chaingun 1d20+8 accuracy, 34 damage, full auto, 10,000 shots at long range; Special Traits: Penetration 14, Fully 
Automatic 
-Heavy Railgun 1d20+12 accuracy, 70 damage, 1 strike maximum, 60 shots at strategic range; Special Traits: Penetration 84, 
Unstoppable, Projectile 

Skills:  Acrobatics 4, Athletics 4, Computers 4, Defensive Training 7, Durability 4, Medicine 3, Melee 3, Mental Training 6, 
Perception 7, Pilot 7, Ranged 7, Science 5, Tactics 6 
Talents: Ballistic Weapon Expertise, Close Combat Shot, Defensive Fighting, Dog Fighter, Duck and Cover, Far Shot, Penetration 
IV, Precision Burst, Weapon Comprehension, Weapon Mastery (ranged) 
Strength: 3 Instinct: 7 Agility: 7  Fortitude: 4 
Intelligence: 6 Willpower: 5 
 
Push Through:  The colossus is a massive and powerful walker that can push past most obstacles. If its movement is blocked by 
an object that is either large or huge sized, it simply crushes the object or pushes it out of its way without hindering its 
movement. Even terrain features of this size can be simply stomped over and crushed. If the object is gargantuan sized, the 
colossus pilot can spend a free action once per round to move the object 3 squares out of its way.   
 
Trample:  The colossus can move through the squares of enemies that are giant-sized or smaller. If they do, they deal 60 to 
enemies whose squares they move through. Such targets can make an opportunity attack at the colossus, or try to evade (DC 
15), if they have any reactions.   
 
Smash:  As a full-round action, the colossus can empower its servos to crush the ground, smashing all targets within 8 squares 
of it. The user makes a +23 against all targets within the area. The attack deals 60 damage on a hit, or half that damage on a 
missed attack. If the attack hits a target’s toughness, they are knocked prone and staggered for 1 round. 
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Condor Transport 
Colossal-sized Vehicle, Formidable Threat 
Cost: 1,00,000   Effective Level: 26 
Hit Point: 1,200   Damage Threshold: 85  
Base Defense: 1+   Toughness: 80 
Space: 30 by 30 squares  Ramming: 75 damage 
Acceleration Rating: 80  Max Speed: 1,200 
Damage Resistance: 32 
Pilot Requirements: 6 
Crew: Pilot, 1 Co-Pilot, 2 Gunners, 20 Passengers, 2 huge or gargantuan vehicles, 1 colossal vehicle or structure 
 
Flying Vehicle:  The condor is a flying vehicle that follows all the rules for an aircraft. It can hover and rotate in place but cannot 
travel across the ground. It can operate in space, atmospheric reentry, and possesses a slipspace drive. However, because of its 
design, it does not turn well. The condor only moves at combat speed when it is moving at up to twice its acceleration rating. 
 
Default Systems:  The console of the condor has a navigation unit, motion detector, radio, and digital uplink. The condor also 
has a front-mounted autocannon turret that can be fired by the gunner. It has a firing arc of 180 degrees in front of the vehicle. 
If both gunners are working together to use the weapon, it gains +10 accuracy and advantage on the attack rolls. 
 

Autocannon 
Vehicle Heavy Weapon 
Damage: 32   Accuracy: +1 
RoF: Fully-Automatic  Range: Remote 
Shots: 10,000 AC Rounds  Power Rating: +4    
Special Traits: Penetration (10) 
 
Co-Pilot:  The co-pilot can make a standard action to assist the pilot in all their actions. They make a DC 20 pilot check. If they 
succeed, they give the pilot a +4 bonus on all pilot checks and +2 bonus on their attack accuracy and vehicle defense.  
 
Advanced Scanners:  The pilot or co-pilot can spend a standard action to scan a Burst (100) area within distant range. This is a 
detector action against all targets within the area. This information can be broadcast to the HUD of any allied soldiers within 
distant range. In addition, any artillery strikes the targeted area for the next minute gain +5 accuracy.   
 
Detach Vehicle:  As a standard action, the pilot or co-pilot can detach an attached vehicle or structure attached to the bottom 
of the ship. The vehicle falls straight down, in a location of the pilot’s choosing that is fully within the space of the condor.  
 
Transport:  The transport bay of the condor is in the back of the ship. Therefore, disembarking troops always emerge from the 
rear squares of the ship. Ten soldiers can disembark per turn. 
  
 The condor is a heavy transport similar to the pelican. The condor’s chassis is, in fact identical to the pelican, just 
greatly extended for extra carrying capacity and storage capacity. The condor is also a slip space capable ship with improved 
engines over the more common pelican. Condors are rarely used in combat zones or for troop deployment. Instead, these 
larger vessels are used to move vehicles, cargo, and personnel between ships, or carry heavy cargo down to a planet’s surface.  
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G81 Condor Variant 
 During their desperate battle for survival against the Banished on the Ark, the forces of the Spirit of Fire built a 
customized variant of the Condor bristling with heavy firepower. These ships are substantially more dangerous and should be 
considered epic threats. Because they are built for a single, isolated battlefield, they are not generally able to be requisitioned 
or for purchase. If they were, they would cost 2,000,000 credits.  
 
 The condor possesses two front mounted direct energy laser cannons that have a 180-degree front firing arc. A single 
gunner can control both cannons with one action without suffering any penalties for dual-wielding. 

 
Direct Energy Laser Cannon 
Vehicle Heavy Weapon 
Damage: 60   Accuracy: +6 
RoF: Fast    Range: Remote 
Shots: Unlimited   Power Rating: +10   
Special Traits: Penetration (50) 
 
 The G81 Condor also has a ventral mounted Mini-MAC turret that can fire in a 360 degree firing arc, but only at 
targets that at equal elevation of below the condor.   
 

Mini-MAC Cannon 
Heavy Vehicle Weapon 
Damage: 300   Accuracy: +5 
RoF: Slow    Range: Strategic 
Shots: 20 Mini-Mac Slugs  Power Rating: +50    
Special Traits: Penetration (80), Burst (2), Projectile 
 
 The G81 Condor does not have a front-mounted autocannon but maintains the ability for both gunners to coordinate 
to fire one weapon system. When they do so, they chose either the laser cannons or the Mini-Mac. Whatever they chose gains 
+10 accuracy for that round. 
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Condor NPC 
 The condor is a heavy transport craft for the UNSC. While not designed for combat, it is important for its ability to 
move firebases down to the ground. In the meantime, the G81 Condor is a heavily armed gunship used for heavy fire support. 
The condor is crewed by 4 veteran pilots.  
 

Condor Transport 
Level 22 Human in Colossal-sized Vehicle, Formidable Threat (Epic for G81 Variant) 

Hit Points: 1,200  Healing Threshold: NA  Damage Threshold: 85 
Defense: 20  Toughness: 80   Resolve: 16 
Acceleration Rating: 80 Max Speed: 800   Morale Bonus: +3 
Space: 30 by 30 squares Reach: NA   Initiative: +5 
Damage Resistance: 32 Ramming Damage: 75 

-Autocannon 1d20+8 accuracy, 38 damage, full auto, 10,000 shots at remote range; Special Traits: Penetration 10, Fully 
Automatic 

Skills:  Acrobatics 4, Athletics 4, Computers 4, Defensive Training 7, Durability 4, Medicine 3, Melee 3, Mental Training 6, 
Perception 7, Pilot 7, Ranged 7, Science 5, Tactics 6 
Talents: Ballistic Weapon Expertise, Close Combat Shot, Defensive Fighting, Dog Fighter, Duck and Cover, Far Shot, Penetration 
IV, Precision Burst, Weapon Comprehension, Weapon Mastery (ranged) 
Strength: 3 Instinct: 7 Agility: 7  Fortitude: 4 
Intelligence: 6 Willpower: 5 
 
Flying Vehicle:  The condor is a flying vehicle that follows all the rules for an aircraft. It can hover and rotate in place but cannot 
travel across the ground. It can operate in space, atmospheric reentry, and possesses a slipspace drive. However, because of its 
design, it does not turn well. The condor only moves at combat speed when it is moving at up to twice its acceleration rating. 
 
Co-Pilot:  The co-pilot can make a standard action to assist the pilot in all of their actions. They make a DC 20 pilot check. If they 
succeed, they give the pilot a +4 bonus on all pilot checks and +2 bonus on their attack accuracy and vehicle defense.  
 
Weapon Systems:  The pelican also has a front-mounted autocannon turret that can be fired by the gunner. It has a firing arc of 
180 degrees in front of the vehicle. If both gunners focus on firing the autocannon, then it gains +10 accuracy and advantage. 
 
Advanced Scanners:  The pilot or co-pilot can spend a standard action to scan a Burst (100) area within distant range. This is a 
detector action against all targets within the area. This information can be broadcast to the HUD of any allied soldiers within 
distant range. In addition, any artillery strikes the targeted area for the next minute gain +5 accuracy.   
 
G81 Condor: The G81 Condor has a Mini-Mac Cannon ventral turret and two forward mounted direct energy laser cannons.  

-Direct Energy Laser Cannon x2 1d20+13 accuracy, 70 damage, +3 strikes maximum, remote range; Special Traits: Penetration 
54 
-Mini-Mac Cannon 1d20+12 accuracy, 350 damage, 1 strike maximum, 20 shots at strategic range; Special Traits: Penetration 
84, Burst 2, Projectile 
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Cyclops Exoskeleton 
Large-sized Vehicle, Extreme Threat 
Cost: 30,000 + arm cost  Effective Level: 10 
Hit Point: 250   Damage Threshold: 35  
Base Defense: 8+   Toughness: 35 
Space: 2 by 2 squares  Ramming: NA 
Base Speed: 10   
Damage Resistance: 25 
Pilot Requirements: 4 
Crew: Pilot 
 
Default Systems:  The cyclops possesses a navigation unit, motion detector, and digital uplink inside its cockpit. In addition, the 
vehicle has two arms, each of which can be mounted with one support system. You can customize a cyclops to have any 
combination of arm systems, including having the same loadout on each arm. You must add the cost for the arm system to the 
cost of the vehicle, however. The arm options you can choose from are the battle shield, flamethrower, gauntlet with repair 
system, heavy chaingun, piledriver, and railgun. If you have multiple weapon systems, you can attack with them together 
through the dual-wielding rules.  
 
 The cyclops has a strength of 15 for determining damage and max overages of its melee weapons.  
 

Cyclops Battle Shield 
Vehicle Upgrade 
Base Cost: 4,000 credits 
Special Traits: A cyclops with a battle shield gains +4 defense. A cyclops with two battle shields gains +8 defense but cannot 
attack.  
 

Cyclops Flamethrower 
Vehicle Heavy Weapon 
Base Cost: 15,000 credits 
Damage: 24   Accuracy: +0 
RoF: Fast    Range: Cone (6) 
Shots: 80 fuel   Power Rating: +3   
Special Traits: Penetration (2), Cone (6), Hailfire (1), Flames, Close Quarters, Heavy, Energy Damage 
 

Cyclops Gauntlet with Repair System 
Vehicle Melee Weapon 
Base Cost: 7,500 
Damage: 30   Accuracy: +2 
RoF: Average   Range: Melee 
Shots: NA   Power Rating: +5 
Special Traits: Penetration (10), Unarmed, Repair Functionality* 
 
Repair Functionality*: A cyclops equipped with this gauntlet can spend a standard action repairing a vehicle that is below half 
their maximum health. By doing so, they make a science check with a +15 bonus if they have one gauntlet, or +40 if they have 
two. They restore that many hit points to the vehicle, to a maximum of half the vehicle’s hit points. In addition, the cyclops can 
perform normal standard repairs over time (see the science skill). A cyclops with 1 gauntlet does the repairs in ½ the time, while 
a cyclops with 2 gauntlets does the repairs in ¼ the time.  
 
 
 
 
 
 
 
 
 
 



49 
 

 
LEOVAUNT’S HALO ROLEPLAYING GAME |HALO ADVANCED WARFARE 

Cyclops Heavy Chaingun 
Vehicle Heavy Weapon 
Base Cost: 20,000 credits 
Damage: 28   Accuracy: +1 
RoF: Fully-Automatic  Range: Long 
Shots: 1,000 AR Rounds  Power Rating: +4    
Special Traits: Penetration (10) 
 

Cyclops Piledriver 
Vehicle Melee Weapon 
Base Cost: 10,000 
Damage: 60   Accuracy: +1 
RoF: Slow    Range: Melee 
Shots: NA   Power Rating: +10 
Special Traits: Reach (+1), Wrecker 
 
*Wrecker: This weapon gains +10 penetration and hailfire (1) against objects and terrain.  

 
Cyclops Railgun 
Vehicle Heavy Weapon 
Base Cost: 25,000 credits 
Damage: 60   Accuracy: +3 
RoF: Slow    Range: Long 
Shots: 40 Rail Slugs   Power Rating: +10    
Special Traits: Penetration (20), Charge Time (2) 
 
Walker:  The cyclops is a combat walker, therefore does not have an acceleration rating or a maximum speed. Its speed is 10 + 
½ the user’s agility. Instead of losing control from crippling wound, the cyclops is instead knocked prone. It can perform shift 
actions. It takes a full-round action to board or disembark from a cyclops. 
  
 The HRUNTING Mark II Exoskeleton, or cyclops, is a single manned powered walker designed for hard labor and 
maintenance purposes. They are designed to help a single operator perform long acts of work that would be too strenuous for 
even a team of personnel. The design ended up being so versatile and modular, that it was modified to support a wide range of 
equipment and weapon systems. Most civilian modules are equipped with a piledrive and repair gauntlet, but many military 
divisions will replace the piledriver with a flamethrower, chaingun, or even railgun.  
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Cyclops NPC 
 The example cyclops NPC is piloted by a marine veteran.   
 

Cyclops  
Level 10 Human in Large-sized Vehicle, Extreme Threat 

Hit Points: 250  Healing Threshold: NA  Damage Threshold: 35 
Defense: 17  Toughness: 35   Resolve: 19 
Speed: 12  Shift Speed: 1   Morale Bonus: +4 
Space: 2 by 2 squares Reach: 2 squares   Initiative: +6 
Damage Resistance: 25 

-Railgun; 1d20+9 accuracy, 70 damage, 1 strikes maximum, 40 shots at long range; Special Traits: Penetration 20, Charge Time 
(2) 
-Cyclops Gauntlet 1d20+7 accuracy, 38 damage, +1 strike maximum; Special Traits: Penetration 10, Unarmed 

Skills:  Acrobatics 2, Athletics 4, Defensive Training 5, Durability 5, Endurance 4, Melee 5, Mental Training 5, Perception 3, Pilot 
4, Ranged 6, Stealth 3, Survival 3, Tactics 5 
Talents: Ballistic Weapon Expertise, Cloe Combat Shot, Defensive Fighting, Military Unarmed Training, Penetration II, Weapon 
Mastery (ranged) 
Strength: 15 Instinct: 6 Agility: 4  Fortitude: 5 
Intelligence: 2 Willpower: 4 
Gear: Cyclops with Cyclops Railgun and Cyclops Gaunt with Repair System 
 
Alternate Weapons: The Cyclops may replace one or both of its weapons with another armament  

-Flamethrower; 1d20+6 accuracy, 27 damage, +2 strikes maximum, 80 shots in Cone 6; Special Traits: Penetration 2, Cone 6, 
Hailfire 1, Flames, Close Quarters 
-Heavy Chaingun; 1d20+7 accuracy, 34 damage, full auto, 1,0000 shots at long range; Special Traits: Penetration 10, Full Auto 
-Piledriver 1d20+6 accuracy, 68 damage, 1 strike maximum; Special Traits: Reach +1, Wrecker 
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Darter Cargo Ship 
Gargantuan-sized Vehicle, High Threat 
Cost: 40,000   Effective Level: 7 
Hit Point: 250   Damage Threshold: 40  
Base Defense: 5+   Toughness: 40 
Space: 6 by 6 squares  Ramming: 40 damage 
Acceleration Rating: 60  Max Speed: 600 
Damage Resistance: 24 
Pilot Requirements: 3 
Crew: Pilot, 5 Passengers or Equivalent Cargo 
 
Flying Vehicle:  The darter is a flying vehicle that follows all the rules for an aircraft. It can hover and rotate in place but cannot 
travel across the ground. It is not capable of slip-space travel but can perform atmospheric reentry.   
 
Default Systems:  The console of the darter cargo ship has a navigation unit, motion detector, radio, and digital uplink.  
 
Transport:  Passengers can disembark from a darter from the back of the ship. In addition, the darter has a cargo hatcher in the 
center of the cargo hold. This hatch also has lift capacity where it can lower a 2 by 2 square area of cargo down beneath it while 
hovering in air. The lift is capable of then releasing held cargo and retracting into the ship. This takes one full-round. 
  
 The darter is not a military ship, but a small cargo shuttle used to transport small groups of personnel and supplies 
between ships in orbit and surface locations. It is usually used for logistics, keeping ground forces resupplied to continue 
fighting. They are also used to move VIPs when opposition is not anticipated. These ships are rarely armed for battle and lack 
heavy framing and defenses. 
 
 The nature of the darter makes it unattractive as a vessel for the players to use in their missions. However, it is 
possible that they may be flying other vessels to escort and protect a series of darters to ensure they get to drop off needed 
supplies in the battle zone.  
 

Darter NPC 
 The darter is an unarmed logistics transport. The example darter is helmed by a Pilot NPC.  

Darter 
Level 6 Human in Gargantuan-sized Vehicle, High Threat 

Hit Points: 250  Healing Threshold: NA  Damage Threshold: 40 
Defense: 15  Toughness: 40   Resolve: 16 
Acceleration Rating: 60 Max Speed: 600   Morale Bonus: +3 
Space: 6 by 6 squares Reach: NA   Initiative: +5 
Damage Resistance: 24 Ramming Damage: 40 

Skills:  Acrobatics 2, Athletics 2, Computers 2, Defensive Training 3, Durability 1, Medicine 1, Melee 1, Mental Training 2, 
Perception 4, Pilot 4, Ranged 4, Science 2, Tactics 3 
Talents: Defensive Fighting, Far Shot, Penetration II, Weapon Mastery (ranged) 
Strength: 2 Instinct: 5 Agility: 4  Fortitude: 2 
Intelligence: 4 Willpower: 4 
 
Flying Vehicle:  The darter is a flying vehicle that follows all the rules for an aircraft. It can hover and rotate in place but cannot 
travel across the ground. It is not capable of slip-space travel but can perform atmospheric reentry.   
 
Default Systems:  The console of the darter cargo ship has a navigation unit, motion detector, radio, and digital uplink.  
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Elephant 
Colossal-sized Vehicle, Formidable Threat 
Cost: 400,000   Effective Level: 24 
Hit Point: 1,000   Damage Threshold: 80  
Base Defense: 1+   Toughness: 80 
Space: 20 by 20 squares  Ramming: 80 damage 
Acceleration Rating: 5  Max Speed: 60 
Damage Resistance: 40 
Pilot Requirements: 4 
Crew: Pilot, 2 Gunners, 16 Passengers, up to 4 mongoose or comparable cargo 
 
Default Systems:  The elephant possesses a built-in headlight, which, when active, provide light in a Cone (12) in front of the 
vehicle. It’s dash console possess a navigation unit, digital uplink, and a radio. The pilot also controls a crane that can be used to 
lift or tow heavy objects. In general, the crane can lift a heavy object that is up to gargantuan sized without penalty or tow an 
object that is that size with slowing. If it is towing a particularly heavy object, comparable in weight to colossal sized vehicle, its 
acceleration rating is reduced to 3 and max speed is reduced to 40. It generally takes 1 minute of work to connect the crane 
with the object it is grabbing.  
 
Front Gunner Turret:  The elephant has a front-mounted heavy machine gun turret that can be fired by an interior gunner. It 
has a firing arc of 180 degrees in front of the vehicle. 
 

Heavy Chaingun 
Vehicle Heavy Weapon 
Damage: 28   Accuracy: +1 
RoF: Fully-Automatic  Range: Long 
Shots: 3,000 AR Rounds  Power Rating: +4    
Special Traits: Penetration (10) 
 
Top Gunner Turret:  The elephant has an autocannon turret atop it that is fired by an interior gunner. This autocannon turret 
can fire in any direction. 
 

Autocannon 
Vehicle Heavy Weapon 
Damage: 32   Accuracy: +1 
RoF: Fully-Automatic  Range: Remote 
Shots: 10,000 AC Rounds  Power Rating: +4    
Special Traits: Penetration (10) 
 
Scanners:  The pilot can spend a standard action to scan the terrain within 100 squares of the elephant. This is a detector action 
against all targets within the area. This information can be broadcast to the HUD of any allied soldiers within distant range. 
 
Command Center:  The elephant is designed as a command center to coordinate troop movements and plan artillery strikes. As 
such, its commanders have high call priority and in-depth tactical guidance for coordinating strikes. Any call-downs ordered 
from the elephant arrive in half the time, and artillery strikes gain +5 accuracy.  
 
Rear Deployment Ramp:  The pilot of the elephant can lower the rear deployment ramp, unloading troops and light vehicles 
from the rear of the vehicle. Once the ramp is down, anyone in the passenger compartment can exit the vehicle by using 2 
squares of movement.  
 
*Optional Rule: If you are fighting near an elephant in deployment mode, any reinforcements summoned with command 
powers arrive the next round, no matter the normal time it would take for them to arrive.  
 
Rugged and Dependable:  The elephant is built to take an incredible amount of punishment. It reduces all suffered crippling 
wounds points by 1, to a minimum of 1.  
 
Treads:  The elephant ignores difficult terrain penalties on its movement.   
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Slow and Cumbersome: The elephant is a heavy, cumbersome vessel. The pilot suffers disadvantage on all pilot checks with the 
elephant. In addition, the extreme weight of the elephant will cause it to crash through light terrain, such as ice or wood, and 
makes it impossible to ‘jump’ gaps with the carrier.    
  
 The elephant is a multi-purpose armored vehicle that serves as a forward base, rolling barracks, troop transport, 
towing vessel, and mobile command center. This heavy craft is not meant for dedicated combat duty but possesses the 
durability and armor to weather incredible fire should the fight come to it. It also has two cannons to defend itself from 
attackers both on the ground or in the air, and generally carries a full complement of soldiers.  
 
 The elephant is a good vehicle for a group of high-level player characters who are venturing into hostile territory. It 
serves as a safe command center and a place to rest and store the players supplies over a prolonged campaign.  

 

Elephant NPC 
 The example elephant NPC is piloted by a veteran pilot, while its guns are controlled by marine veterans.    

 

Elephant 
Level 14 Human in Colossal-sized Vehicle, Formidable Threat 

Hit Points: 1,000  Healing Threshold: NA  Damage Threshold: 80 
Defense: 20  Toughness: 80   Resolve: 21 
Acceleration Rating: 5 Max Speed: 60   Morale Bonus: +5 
Space: 20 by 20 squares Reach: NA   Initiative: +7 
Damage Resistance: 40 

-Heavy Chaingun 1d20+7 accuracy, 34 damage, full auto, 1,0000 shots at long range; Special Traits: Penetration 10, Full Auto 
-Autocannon 1d20+8 accuracy, 36 damage, full auto, 10,0000 shots at remote range; Special Traits: Penetration 10, Full Auto 

Skills:  Acrobatics 4, Athletics 4, Computers 4, Defensive Training 7, Durability 4, Medicine 3, Melee 3, Mental Training 6, 
Perception 7, Pilot 7, Ranged 7, Science 5, Tactics 6 
Talents: Ballistic Weapon Expertise, Close Combat Shot, Defensive Fighting, Dog Fighter, Duck and Cover, Far Shot, Penetration 
IV, Precision Burst, Weapon Comprehension, Weapon Mastery (ranged) 
Strength: 3 Instinct: 7 Agility: 7  Fortitude: 4 
Intelligence: 6 Willpower: 5 
 
Turrets: The heavy chaingun is a front-mounted weapon that fires in a 180 degree firing arc. The autocannon is a top turret that 
can fire in any direction. 
 
Scanners:  The pilot can spend a standard action to scan the terrain within 100 squares of the elephant. This is a detector action 
against all targets within the area. This information can be broadcast to the HUD of any allied soldiers within distant range. 
 
Command Center:  Any call-downs ordered from the elephant arrive in half the time, and artillery strikes gain +5 accuracy.  
 
Rugged and Dependable:  The elephant is built to take an incredible amount of punishment. It reduces all suffered crippling 
wounds points by 1, to a minimum of 1.  
 
Treads:  The elephant ignores difficult terrain penalties on its movement.   
 
Slow and Cumbersome: The pilot suffers disadvantage on all pilot checks with the elephant. In addition, the extreme weight of 
the elephant will cause it to crash through light terrain, such as ice or wood, and makes it impossible to ‘jump’ gaps with the 
carrier.    
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Gremlin Combat Support 
Gargantuan-sized Vehicle, Extreme Threat 
Cost: 250,000   Effective Level: 15 
Hit Point: 500   Damage Threshold: 50  
Base Defense: 4+   Toughness: 50 
Space: 6 by 6 squares  Ramming: 60 damage 
Acceleration Rating: 20  Max Speed: 100 
Damage Resistance: 24 
Pilot Requirements: 6 
Crew: Pilot, 1 crew leader, 4 crew 
 
Default Systems:  The gremlin possesses a built-in headlight, which, when active, provide light in a Cone (12) in front of the 
vehicle. It’s dash console possess a navigation unit, digital uplink, and a radio.  
 
EMP Cannon: The gremlin has a front-mounted EMP Pulse Cannon. It is fired by the crew leader and can be used in a 180 
degree arc in front of the gremlin. For the weapon to be used optimally, it requires the crew leader and 4 crew members to 
manage the gun. A gremlin can still be fired with just the crew leader but suffers -1 accuracy and -3 damage for every crew 
member it is missing.  
 

EMP Pulse Cannon 
Vehicle Heavy Weapon 
Damage: 20   Accuracy: +4 
RoF: Slow    Range: Remote 
Shots: NA   Power Rating: +3    
Special Traits: EMP Damage, Focusing Beam 
 
*EMP Damage: This weapon deals EMP damage instead of normal damage. EMP Damage ignores any damage resistance of 
constructs, and any crippling wounds are dealt to the vitals. Constructs are also Staggered for 1 round per crippling wound 
point they suffer. EMP Damage also deals full damage to energy shields and is not reduced by shield armor. If the target is a 
construct with energy shields, both the construct and the shields take damage. Finally, any characters with powered armor that 
are hit by EMP damage are slowed for 1 round. 
 
*Focusing Beam: A weapon with the Focusing Beam trait gains +1 hailfire for every 2 attack overages it gains on the target. 
 
EMP Blast: The gremlin can be charged up to release a massive EMP blast instead of a directional strike. Doing so requires 3 
rounds of charging. At the end of the three rounds, it releases a pulse that deals 60 EMP damage to every target within 100 
squares of the gremlin, including the gremlin itself. No attack roll is required. Once a gremlin uses this ability, it cannot use its 
EMP pulse cannon against for 10 rounds and cannot use this power again for 1 hour.  
  
 The gremlin is a support vehicle used in limited measure by the UNSC. Its purpose is to channel an electromagnetic 
burst, usually released by nuclear explosions, it a concentrated stream. Instead of requiring mass destruction, the gremlin can 
destroy electronic devices and vehicles with a concentrated blast of energy manifesting as a focused laser. This makes the 
gremlin a potent support vessel for destroying armored targets, but it is not a mainline battle tank and is not heavily armored. 
The technology involved in creating a gremlin is also quite expensive, making these vehicles rare.  
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Gremlin NPC 
 The example gremlin NPC is controlled by a pilot, while a team of 5 saboteurs control the EMP Cannon.   

Gremlin 
Level 9 Human in Gargantuan-sized Vehicle, Extreme Threat 

Hit Points: 500  Healing Threshold: 6  Damage Threshold: 50 
Defense: 15  Toughness: 50   Resolve: 16 
Acceleration Rating: 20 Max Speed: 100   Morale Bonus: +3 
Space: 6 by 6 squares Reach: NA   Initiative: +5 
Damage Resistance: 24 

-EMP Cannon 1d20+8 accuracy, 23 EMP damage, 1 strikes maximum, unlimited shots at remote range; Special Traits: EMP 
Damage, Focusing Beam 

Skills:  Acrobatics 2, Athletics 2, Computers 2, Defensive Training 3, Durability 1, Medicine 1, Melee 1, Mental Training 2, 
Perception 4, Pilot 4, Ranged 4, Science 2, Tactics 3 
Talents: Defensive Fighting, Far Shot, Penetration II, Weapon Mastery (ranged) 
Strength: 2 Instinct: 4 Agility: 4  Fortitude: 2 
Intelligence: 4 Willpower: 4 
 
EMP Cannon: The EMP cannons can be fired in 180-degree front arc from the vehicle. It deals EMP damage instead of normal 
damage and gains +1 hailfire per 2 attack overages it scores with the weapon.   
 
EMP Blast: The gremlin can be charged up to release a massive EMP blast instead of a directional strike. Doing so requires 3 
rounds of charging. At the end of the three rounds, it releases a pulse that deals 60 EMP damage to every target within 100 
squares of the gremlin, including the gremlin itself. No attack roll is required. Once a gremlin uses this ability, it cannot use its 
EMP pulse cannon against for 10 rounds and cannot use this power again for 1 hour.  
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Jackrabbit 
Large-sized Vehicle, High Threat 
Cost: 25,000   Effective Level: 10 
Hit Point:160   Damage Threshold: 35  
Base Defense: 8+   Toughness: 35 
Space: 2 by 2 squares  Ramming: 30 damage 
Acceleration Rating: 60  Max Speed: 180 
Damage Resistance: 18 
Pilot Requirements: 3 
Crew: Pilot 
 
Default Systems:  The jackrabbit possesses built-in headlights, which, when active, provide light in a Cone (12) in front of the 
vehicle. Its dash console possesses a navigation unit and a radio. The vehicle possesses either a machine gun or grenade 
launcher on a top-mounted turret.  
 

Heavy Machine Gun 
Vehicle Weapon 
Damage: 24   Accuracy: +1 
RoF: Fully-Automatic  Range: Long 
Shots: 1,000 AR Rounds  Power Rating: +4   
Special Traits: Penetration (5), Heavy, Extremely Long Reload 

 
Heavy Grenade Launcher 
Vehicle Weapon 
Damage: 40   Accuracy: +1 
RoF: Average   Range: Long 
Shots: 30 grenades   Power Rating: +5  
Special Traits: Penetration (10), Burst (2), Grenade, Delay 
 
Reactive:  The pilot of the jackrabbit reduces the DC of all pilot maneuvers by twice their pilot skill. Therefore, if a pilot has 5 
ranks in pilot, they reduce the DC of all pilot maneuvers by 10. In addition, the jackrabbit can decelerate up to twice its 
acceleration rating without needing a pilot maneuver.  
 
Pilot Mastery:  The jackrabbit is very effective in the hands of a master pilot. For every 2 points the pilot surpasses the training 
requirements, the vehicle and all its passengers gain +1 defense. In addition, the same bonus applies to pilot skill checks to 
perform maneuvers, sharp turns, and jump ledges.  
 
 The M121 Light Strike Vehicle, or jackrabbit, is a light reconnaissance vehicle used by human forces. The jackrabbit is 
fast and maneuverable, possessing a three wheeled design that adjusts to control acceleration and deceleration. The jackrabbit 
is designed to be used with a lone outrider surveying enemy movement but possesses a single heavy weapon to defend itself 
when necessary, most commonly a heavy grenade launcher. The jackrabbit is a superior to the mongoose for long ranging 
exploration, but inferior for close battle operations. 
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Jackrabbit NPC 
 The jackrabbit is a fast-moving reconnaissance buggy. The example jackrabbit is piloted by a Recon Infantry NPC.  

 

Jackrabbit 
Level 8 Human in Large-sized Vehicle, High Threat 

Hit Points: 160  Healing Threshold: NA  Damage Threshold: 35 
Defense: 19  Toughness: 35   Resolve: 17 
Acceleration Rating: 60 Max Speed: 180   Morale Bonus: +3 
Space: 2 by 2 squares Reach: NA   Initiative: +4 
Damage Resistance: 18 

-Heavy Grenade Launcher 1d20+5 accuracy, 40 damage, +1 strike maximum, 30 shots at long range; Special Traits: Penetration 
10, Burst 2, Grenade, Delay 

Skills:  Acrobatics 4, Athletics 4, Defensive Training 5, Durability 4, Endurance 3, Lore 1, Melee 4, Mental Training 3, Perception 
5, Pilot 3, Ranged 4, Stealth 5, Survival 4, Tactics 3 
Talents: Ballistic Weapon Expertise, Close Combat Shot, Defensive Fighting, Hardened Survivalist, Military Unarmed Training, 
Penetration, Sneak Attack, Stalker 
Strength: 5 Instinct: 4 Agility: 5  Fortitude: 4 
Intelligence: 2 Willpower: 4 
 
Default Systems:  The jackrabbit possesses built-in headlights, which, when active, provide light in a Cone (12) in front of the 
vehicle. Its dash console possesses a navigation unit and a radio. The jackrabbit possesses a grenade launcher as a top mounted 
turret. 
 
Reactive:  The pilot of the jackrabbit reduces the DC of all pilot maneuvers by 6. In addition, the jackrabbit can decelerate up to 
twice its acceleration rating without needing a pilot maneuver.  
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Kodiak 
Gargantuan-sized Vehicle, Formidable Threat 
Cost: 150,000   Effective Level: 18 
Hit Point: 500   Damage Threshold: 55  
Base Defense: 3+   Toughness: 55 
Space: 6 by 6 squares  Ramming: 50 damage 
Acceleration Rating: 20  Max Speed: 80 
Damage Resistance: 28 
Pilot Requirements: 3 
Crew: Pilot, Gunner 
 
Default Systems:  The Kodiak possesses a built-in headlight, which, when active, provide light in a Cone (12) in front of the 
vehicle. Its dash console possesses a navigation unit, digital uplink, and a radio.  
 
Front Gunner Turret:  When not in stationary mode, the Kodiak’s sole weaponry is a front-mounted heavy chaingun. This 
weapon is fired by the gunner and has a 180 degree firing arc.  
 

Heavy Chaingun 
Vehicle Heavy Weapon 
Damage: 28   Accuracy: +1 
RoF: Fully-Automatic  Range: Long 
Shots: 3,000 AR Rounds  Power Rating: +4    
Special Traits: Penetration (10) 
 
Stationary Mode:  When the Kodiak begins its turn moving at 0 squares per round, it can spend a full-round action to lock itself 
down and enter stationary mode. When in stationary mode, it gains +20 toughness and uses the siege cannon attack controlled 
by the pilot. The siege cannon fires in a 360 degree firing arc, and uses the profile below. The gunner can continue to use the 
heavy chaingun. It can transform back into mobile mode as a full-round action, however, this packs away the siege cannon until 
the vehicle returns to a stationary mode.  

 
Siege Cannon 
Vehicle Heavy Weapon 
Damage: 80   Accuracy: +5 
RoF: Slow    Range: Strategic 
Shots: 100 Cannon Shells  Power Rating: +10    
Special Traits: Penetration (60), Burst (6) 
 
Targeting Guidance: The Kodiak can benefit from an additional individual out in the field acting as a spotter. This individual can 
use a digital uplink to mark a target within 200 squares for the Kodiak. This is done as a full-round action. This allows the Kodiak 
to attack targets it cannot see without penalty, and be more likely to hit enemies outside its range. If a spotter transmits data to 
a Kodiak about an attacker target, the Kodiak gains +5 on its accuracy against the marked target, plus an additional accuracy 
bonus if the spotter gains any bonuses to accuracy with artillery strikes. For example, if the spotter gains +5 accuracy with 
artillery strikes, the attack gains +10 accuracy instead. This marking targets only works for a single attack, so additional 
augmented attacks will require additional full-round actions to mark a target. 
  
 The M400 Kodiak is a mobile artillery vehicle used for besieging enemy fortifications. It is similar to both the scorpion 
and cobra tanks, but differs in that it is not intended as a front line battle tank, but as a long range bombardment weapon. 
Because of this, it has less armor and close support weapons. However, a wall of Kodiaks, especially when supported by 
reconnaissance troops marking targets, can cause impressive devastation to an enemy defensive line or military installation. 
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Kodiak NPC 
 The Kodiak is a long ranged, mobile artillery vehicle for the UNSC. The example Kodiak is piloted by a Veteran Marine 
NPC.  
 

Kodiak 
Level 15 Human in Gargantuan-sized Vehicle, Formidable Threat 

Hit Points: 500  Healing Threshold: NA  Damage Threshold: 55 
Defense: 13  Toughness: 55   Resolve: 16 
Acceleration Rating: 20 Max Speed: 80   Morale Bonus: +3 
Space: 6 by 6 squares Reach: NA   Initiative: +5 
Damage Resistance: 28 Ramming Damage: 50 

-Siege Cannon 1d20+11 accuracy, 90 damage, 1 strike maximum, 100 shots at remote range; Special Traits: Penetration 62, 
Burst 6 
-Heavy Chaingun 1d20+7 accuracy, 34 damage, full auto, 3,000 shots at long range; Special Traits: Penetration 12, Fully 
Automatic 

Skills:  Acrobatics 2, Athletics 4, Defensive Training 5, Durability 5, Endurance 4, Melee 5, Mental Training 5, Perception 3, Pilot 
4, Ranged 6, Stealth 3, Survival 3, Tactics 5 
Talents: Ballistic Weapon Expertise, Cloe Combat Shot, Defensive Fighting, Military Unarmed Training, Penetration II, Weapon 
Mastery (ranged) 
Strength: 6 Instinct: 6 Agility: 4  Fortitude: 5 
Intelligence: 2 Willpower: 4 
 
Default Systems:  The Kodiak possesses a built-in headlight, which, when active, provide light in a Cone (12) in front of the 
vehicle. Its dash console possesses a navigation unit, digital uplink, and a radio.  
 
Front Gunner Turret:  When not in stationary mode, the Kodiak’s sole weaponry is a front-mounted heavy chaingun. This 
weapon is fired by the gunner and has a 180 degree firing arc.  
 
Stationary Mode:  When the Kodiak begins its turn moving at 0 squares per round, it can spend a full-round action to lock itself 
down and enter stationary mode. When in stationary mode, it gains +20 toughness and uses the siege cannon attack controlled 
by the pilot. The siege cannon fires in a 360 degree firing arc, and uses the profile below. The gunner can continue to use the 
heavy chaingun. It can transform back into mobile mode as a full-round action, however, this packs away the siege cannon until 
the vehicle returns to a stationary mode.  
 
Targeting Guidance: A spotter out in the field can mark targets with a digital uplink to give bonus +5 to the Kodiak’s next attack 
against the target. They must mark an enemy as a full-round action.  
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Nightingale 
Gargantuan-sized Vehicle, Extreme Threat 
Cost: 180,000   Effective Level: 12 
Hit Point: 400   Damage Threshold: 45  
Base Defense: 4+   Toughness: 45 
Space: 6 by 6 squares  Ramming: 40 damage 
Acceleration Rating: 70  Max Speed: 300 
Damage Resistance: 24 
Pilot Requirements: 6 
Crew: Pilot, up to 5 passengers 
 
Flying Vehicle:  The nightingale is a flying vehicle that follows all the rules for an aircraft. It can hover and rotate in place but 
cannot travel across the ground. It is not capable of slip-space travel, atmospheric reentry, or operating in space.  
 
Default Systems:  The console of the nightingale has a navigation unit, motion detector, radio, and digital uplink. The 
nightingale also has three different combat support systems: the medical support drones, the jamming system, and the smoke 
screen. Each of these can be activated as a standard action. 
 
Restoration Drones:  The pilot can deploy up to 3 restoration drones to assist nearby forces with healing. These automated 
drones always remain within 20 squares of the nightingale while in flight. They can be deployed to help three different units up 
to a maximum of 100 squares away as a standard action. When deployed, the drones each rush to a selected wounded ally, 
living or vehicle. They must each target a different ally. When adjacent to a living ally, they can perform a medicine check with a 
+25 bonus over 5 rounds. After 5 rounds have passed, the ally heals hit points equal to the medicine result and heals 1 crippling 
wound per 20 points of the result. This only costs a single healing threshold. If the drone is sent to repair a vehicle, it does the 
exact same effect; a DC 25 science check over 5 rounds that heals hit points and possibly crippling wounds as well.   
 
 Once all the medicine and science checks are completed, the drones return to the nightingale, assuming it is still 
within 100 squares. If it is not, or has been destroyed, they lie dormant and do not function. 
 
Jamming System: The nightingale can emit a powerful jamming system, that prevents digital uplinks, communicators, scanners, 
and targeting systems from functioning within 200 squares. This must be maintained as a standard action each turn.      
 
Smokescreen: The nightingale can emit a series of smoke bombs over an area to conceal the movements of those within. When 
dropped, these bombs cover a 50 by 50 by 50 area along the ground. That area becomes total concealment from the outside, 
and to everyone within the area. This smoke screen lasts for 1 minute (10 rounds). The nightingale only has enough smoke 
bombs to perform this action three times.      
 
 The nightingale is an advanced support craft comparable to the UNSC Falcon in design. It is an advanced variation that 
possesses various support capabilities to aid ground troops in battle. The most important feature is its advanced automated 
restoration drones that can perform emergency triage and repairs on nearby soldiers while the nightingale hangs overhead. If 
needed, it can also release a jamming signal, causing disarray to enemy forces, and release a smokescreen to cover the advance 
or retreat of allied troops.  
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Nightingale NPC 
 The example nightingale NPC is controlled by a veteran pilot. 

Nightingale 
Level 13 Human in Gargantuan-sized Vehicle, Extreme Threat 

Hit Points: 400  Healing Threshold: NA  Damage Threshold: 45 
Defense: 23  Toughness: 45   Resolve: 21 
Acceleration Rating: 70 Max Speed: 300   Morale Bonus: +5 
Space: 6 by 6 squares Reach: NA   Initiative: +7 
Damage Resistance: 24 

Skills:  Acrobatics 4, Athletics 4, Computers 4, Defensive Training 7, Durability 4, Medicine 3, Melee 3, Mental Training 6, 
Perception 7, Pilot 7, Ranged 7, Science 5, Tactics 6 
Talents: Ballistic Weapon Expertise, Close Combat Shot, Defensive Fighting, Dog Fighter, Duck and Cover, Far Shot, Penetration 
IV, Precision Burst, Weapon Comprehension, Weapon Mastery (ranged) 
Strength: 3 Instinct: 7 Agility: 7  Fortitude: 4 
Intelligence: 6 Willpower: 5 
 
Flying Vehicle:  The nightingale is a flying vehicle that follows all the rules for an aircraft. It can hover and rotate in place but 
cannot travel across the ground. It is not capable of slip-space travel, atmospheric reentry, or operating in space.  
 
Default Systems:  The console of the nightingale has a navigation unit, motion detector, radio, and digital uplink. The 
nightingale also has three different combat support systems: the medical support drones, the jamming system, and the smoke 
screen. Each of these can be activated as a standard action. 
 
Clever Steering: The nightingale gains twice the normal bonus to defense for moving faster than an opponent and half the 
normal penalty to accuracy for moving faster. 
 
Restoration Drones:  The pilot can deploy up to 3 restoration drones to assist nearby forces with healing. These automated 
drones always remain within 20 squares of the nightingale while in flight. They can be deployed to help three different units up 
to a maximum of 100 squares away as a standard action. When deployed, the drones each rush to a selected wounded ally, 
living or vehicle. They must each target a different ally. When adjacent to a living ally, they can perform a medicine check with a 
+25 bonus over 5 rounds. After 5 rounds have passed, the ally heals hit points equal to the medicine result and heals 1 crippling 
wound per 20 points of the result. This only costs a single healing threshold. If the drone is sent to repair a vehicle, it does the 
exact same effect; a DC 25 science check over 5 rounds that heals hit points and possibly crippling wounds as well.   
 
 Once all the medicine and science checks are completed, the drones return to the nightingale, assuming it is still 
within 100 squares. If it is not, or has been destroyed, they lie dormant and do not function. 
 
Jamming System: The nightingale can emit a powerful jamming system, that prevents digital uplinks, communicators, scanners, 
and targeting systems from functioning within 200 squares. This must be maintained as a standard action each turn.      
 
Smokescreen: The nightingale can emit a series of smoke bombs over an area to conceal the movements of those within. When 
dropped, these bombs cover a 50 by 50 by 50 area along the ground. That area becomes total concealment from the outside, 
and to everyone within the area. This smoke screen lasts for 1 minute (10 rounds). The nightingale only has enough smoke 
bombs to perform this action three times.      
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Cobra Battle Tank 
Gargantuan-sized Vehicle, Formidable Threat 
Cost: 200,000   Effective Level: 20 
Hit Point: 600   Damage Threshold: 60  
Base Defense: 3+   Toughness: 60 
Space: 6 by 6 squares  Ramming: 60 damage 
Acceleration Rating: 20  Max Speed: 100 
Damage Resistance: 32 
Pilot Requirements: 4 
Crew: Pilot, Gunner 
 
Default Systems:  The cobra possesses a built-in headlight, which, when active, provide light in a Cone (12) in front of the 
vehicle. It’s dash console possess a navigation unit, digital uplink, and a radio.  
 
Front Gunner Turret:  The cobra’s primary weapon is a turret mounted cobra twin-linked railgun. It is fired by the gunner and 
can be fired at any angle, including at aerial targets.  
 

Twin-linked Cobra Railgun 
Heavy Vehicle Weapon 
Damage: 60   Accuracy: +3 
RoF: Slow    Range: Distant 
Shots: 60 Heavy Rail Slugs  Power Rating: +10    
Special Traits: Penetration (40), Twin-Linked 
 
Stationary Mode:  When the cobra begins its turn moving at 0 squares per round, it can spend a full-round action to lock itself 
down and enter stationary mode. When in stationary mode, it gains +20 toughness and uses the advanced cobra railgun attack 
instead of the ordinary weapon. It can transform back into mobile mode as a full-round action. At this point, it switches back to 
the twin-linked cobra railgun as well.  
 

Advanced Cobra Railgun 
Heavy Vehicle Weapon 
Damage: 100   Accuracy: +6 
RoF: Slow    Range: Strategic 
Shots: 60 Heavy Rail Slugs  Power Rating: +10    
Special Traits: Penetration (80), Burst (2) 
 
Mobile Weapon’s Platform:  The cobra’s cannons function well while on the move or against moving targets. It reduces the 
accuracy penalty of firing while moving at high speed by half, and reduces the bonus defense of target’s moving at high speed 
by half.   
  
 The cobra is a mobile weapons platform and battle tank used by the UNSC early in the Human-Covenant War. It is 
equipped with potent light railguns that make them ideal at long range combat and destroying armored targets. However, they 
are not as durable as the scorpion battle tank, nor are they as effective against infantry and light vehicles. The cobra has the 
ability to lock down into a stationary mode and fire a long ranged railgun blast that is extremely efficient at destroying distant 
fortifications.  
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Cobra NPC 
 The example cobra NPC is controlled by a marine veteran. 
 

Cobra 
Level 15 Human in Gargantuan-sized Vehicle, Formidable Threat 

Hit Points: 600  Healing Threshold: NA  Damage Threshold: 60 
Defense: 13  Toughness: 60   Resolve: 19 
Acceleration Rating: 20 Max Speed: 100   Morale Bonus: +4 
Space: 6 by 6 squares Reach: NA   Initiative: +6 
Damage Resistance: 32 

-Cobra Railgun 1d20+9 accuracy, 70 damage, 1 strike maximum, 60 shots at distant range; Special Traits: Penetration 40, Twin-
Linked 
-Advanced Cobra Railgun 1d20+12 accuracy, 110 damage, 1 strike maximum, 60 shots at strategic range; Special Traits: 
Penetration 80, Burst 2 

Skills:  Acrobatics 2, Athletics 4, Defensive Training 5, Durability 5, Endurance 4, Melee 5, Mental Training 5, Perception 3, Pilot 
4, Ranged 6, Stealth 3, Survival 3, Tactics 5 
Talents: Ballistic Weapon Expertise, Cloe Combat Shot, Defensive Fighting, Military Unarmed Training, Penetration II, Weapon 
Mastery (ranged) 
Strength: 6 Instinct: 6 Agility: 4  Fortitude: 5 
Intelligence: 2 Willpower: 4 
 
Stationary Mode:  When the cobra begins its turn moving at 0 squares per round, it can spend a full-round action to lock itself 
down and enter stationary mode. When in stationary mode, it gains +20 toughness and uses the advanced cobra railgun attack 
instead of the ordinary weapon. It can transform back into mobile mode as a full-round action. At this point, it switches back to 
the twin-linked cobra railgun as well.  
 
Mobile Weapon’s Platform:  The cobra’s cannons function well while on the move or against moving targets. It reduces the 
accuracy penalty of firing while moving at high speed by half and reduces the bonus defense of target’s moving at high speed by 
half.   
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Vulture Gunship 
Colossal-sized Vehicle, Epic Threat 
Cost: 1,400,000   Effective Level: 24 
Hit Point: 900   Damage Threshold: 80  
Base Defense: 2+   Toughness: 75 
Space: 20 by 20 squares  Ramming: 75 damage 
Acceleration Rating: 40  Max Speed: 400 
Damage Resistance: 40 
Pilot Requirements: 7 
Crew: Pilot, 1 Co-Pilot, 4 Gunners 
 
Flying Vehicle:  The vulture is a flying vehicle that follows all the rules for an aircraft. It can hover and rotate in place but cannot 
travel across the ground. It is not capable of slip-space travel but can perform atmospheric reentry.   
 
Default Systems:  The console of the vulture gunship has a navigation unit, motion detector, radio, and digital uplink. The 
vulture has two twin-autocannons underneath the hull. They are each controlled by a dedicated gunner. Each weapon can fire 
in a 360 degree arc, but only against foes that are beneath or at a lower elevation than the vulture. The autocannons gain +4 
accuracy when attacking an enemy marked with a target lock.  
 

Twin-Autocannon 
Vehicle Heavy Weapon 
Damage: 32   Accuracy: +1 
RoF: Fully-Automatic  Range: Remote 
Shots: 10,000 AC Rounds  Power Rating: +4    
Special Traits: Penetration (10), Twin-linked 
 
Anti-Air Missiles:  The vulture has an array of anti-air missiles. They are mounted in the front of the vehicle and can only be 
used in 90 degree arc in the front facing of the vehicle. The weapon is fired by a dedicated gunner who controls the missiles. 
When used, the gunner can release 1 or 2 missiles in a single salvo, each as a separate attack. These missiles can benefit from a 
target lock.    
 

Anti-Air Missile 
Two-handed Heavy Weapon 
Damage: 60   Accuracy: +10 
RoF: Slow    Range: Remote 
Shots: 18 ATA Missiles  Power Rating: +10    
Special Traits: Penetration (15), Burst (3), Missile 
 
Vertical Missile Launcher: The vulture has a vertical missile launcher system. They are mounted on the top of the vehicle and 
can be used against any target there is a target lock against within a 360 degree angle. The weapon is fired by a dedicated 
gunner who controls the missiles. When used, gunner chooses how many missiles to fire, between 1 and 8. For every missile 
pod fired beyond the first, the attack gains +5 accuracy, +1 burst area, and +1 hailfire. The missiles also gain the benefit of the 
target lock.      
 

Vertical Missile Launcher 
Two-handed Heavy Weapon 
Damage: 40   Accuracy: +0 
RoF: Slow    Range: Remote 
Shots: 24 ATS Missiles  Power Rating: +5    
Special Traits: Penetration (15), Burst (2), Missile 
 
Target Lock:  The co-pilot or either of the gunners on the missile batteries can spend a standard action applying a target lock to 
a target within sight. The target lock can be expended with any missile attack. If a target lock is used with a missile attack, the 
attack gains +10 accuracy and ignores concealment. All three members of the crew can have their own target lock independent 
of other crew members. All three crew members can also use each other’s target locks. 
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Co-Pilot:  The co-pilot can make a standard action to assist the pilot in all their actions. They make a DC 20 pilot check. If they 
succeed, they give the pilot a +4 bonus on all pilot checks and +2 bonus on their attack accuracy and vehicle defense. They can 
also make target locks.  
 
Scanners:  The pilot or co-pilot can spend a standard action to scan a Burst (10) area within distant range. This is a detector 
action against all targets within the area. This information can be broadcast to the HUD of any allied soldiers within distant 
range. In addition, any artillery strikes the targeted area for the next minute gain +5 accuracy.   
 
 The AC-220 vulture gunship is a heavy aerial vessel used to besiege enemy positions and act as air cover for ground 
forces. The vulture possesses a wide variety of heavy armaments, including two twin autocannons, air to air missiles, and 
vertical bombardment missiles; each is controlled by an independent crew member that allows the vehicle to react to a wide 
variety of threats and enemies all at once. 
 
 The vulture is a gun fortress and makes its presence known on the battlefield. The presence of one, or the destruction 
of one, makes a massive difference in a battlefield. For Covenant characters, this could be a massive priority target to destroy to 
reclaim air superiority. For player characters, there is often enough weapons on this ship to give each player a purpose as they 
fly the vehicle forward to take on heavy opposition.  
 

Vulture Gunship NPC 
 The example vulture is crewed by 6 veteran pilots.  

 

Vulture Gunship 
Level 19 Human in Colossal Vehicle, Epic Threat 

Hit Points: 900  Healing Threshold: NA  Damage Threshold: 80 
Defense: 21  Toughness: 75   Resolve: 21 
Acceleration Rating: 40 Max Speed: 400   Morale Bonus: +5 
Space: 20 by 20 squares Reach: NA   Initiative: +7 
Damage Resistance: 40 

-Twin-Autocannon x2 1d20+8 accuracy, 38 damage, fully automatic, 10 shots at remote range; Special Traits: Penetration 14, 
Twin-linked 
-Anti-Air Missile 1d20+17 accuracy, 70 damage, 1 strike maximum, 18 shots at remote range; Special Traits: Penetration 19, 
Burst 3, Missile 
-Vertical Missile Launcher 1d20+7 accuracy, 45 damage, 1 strike maximum, 24 shots at remote range; Special Traits: 
Penetration 19, Burst 2, Missile 
-Vertical Missile Launcher w/ 4 Missiles 1d20+22 accuracy, 45 damage, 1 strike maximum, 24 shots at remote range; Special 
Traits: Penetration 19, Burst 5, Hailfire 3, Missile 
-Vertical Missile Launcher w/ 8 Missiles 1d20+42 accuracy, 45 damage, 1 strike maximum, 24 shots at remote range; Special 
Traits: Penetration 19, Burst 9, Hailfire 7, Missile 

Skills:  Acrobatics 4, Athletics 4, Computers 4, Defensive Training 7, Durability 4, Medicine 3, Melee 3, Mental Training 6, 
Perception 7, Pilot 7, Ranged 7, Science 5, Tactics 6 
Talents: Ballistic Weapon Expertise, Close Combat Shot, Defensive Fighting, Dog Fighter, Duck and Cover, Far Shot, Penetration 
IV, Precision Burst, Weapon Comprehension, Weapon Mastery (ranged) 
Strength: 3 Instinct: 7 Agility: 7  Fortitude: 4 
Intelligence: 6 Willpower: 5 
 
Gunship: The two twin-autocannons can be fired in a 360 arc, but only at targets beneatht he gunship. The anti-air missiles can 
be used in a 90 degree cone in front of the gunship. The vertical missile launcher requires a target lock, but can fire at any 
target within remote range in any direction. Because each weapon is controlled by an independent pilot, the vulture can fire all 
of its weapons every turn, or do a combination of fire and placing target locks.  
 
Target Lock:  The co-pilot or either of the gunners on the missile batteries can spend a standard action applying a target lock to 
a target within sight. The target lock can be expended with any missile attack. The vertical missile launcher requires a target to 
fire. If a target lock is used with a missile attack, the attack gains +10 accuracy and ignores concealment. All three members of 



67 
 

 
LEOVAUNT’S HALO ROLEPLAYING GAME |HALO ADVANCED WARFARE 

the crew can have their own target lock independent of other crew members. All three crew members can also use each other’s 
target locks. The autocannons gain +4 accuracy when attacking an enemy marked with a target lock. 
 
Flying Vehicle:  The vulture is a flying vehicle that follows all the rules for an aircraft. It can hover and rotate in place but cannot 
travel across the ground. It is not capable of slip-space travel but can perform atmospheric reentry.   
 
Scanners:  The pilot or co-pilot can spend a standard action to scan a Burst (10) area within distant range. This is a detector 
action against all targets within the area. This information can be broadcast to the HUD of any allied soldiers within distant 
range. In addition, any artillery strikes the targeted area for the next minute gain +5 accuracy.   
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Chapter 3: Squads and 

Enemies 
 This final chapter is dedicated to new squad members available to Covenant and Banished characters, and then a 
selection of new NPCs from the Halo Wars 2 video game. 

Grunt Squad Members 
Grunt Cannon Fodder 
Level: 1   
1 squad points for 2 Grunt Cannon Fodder 
Note: Two cannon fodder are gained for a single squad point, and both cannon fodder takes up a single slot for how many 
warriors the player can have. In addition, cannon fodder can only be selected as squad members by Unggoy character, despite 
grunts generally being available to anyone. 
 

Grunt Heavy Juggernaut 
Level: 14 
18 squad points for the Grunt to have a fuel rod gun or concussion rifle instead of a plasma pistol 
Designated Tank: When a unit in a squad, the grunt juggernaut gains +20 to their damage threshold to determine if they are 
instantly dropped by an attack.  
Note: Despite grunts generally being available to all Covenant characters, heavy juggernauts can only be selected as squad 
members by Unggoy characters.  
 

Elite Squad Members 
Elite Mercenary 
Level: 5 (requires level 10 character)  
9 squad points for an Elite Mercenary with plasma rifle and plasma grenades 
10 squad points for the Elite to also have a needler or carbine 
12 squad points for the Elite to also have a fuel rod gun 
Tough: Elite minions have +2 life. This is because they are giant-sized minions with energy shields. 
Challenge Accepted: When in a squad with an elite leader, elite mercenaries can assist the leader with their Challenge Accepted 
opportunity attacks if they are equipped with the same weapon.   
Independent Pilot: The elite can function independently as the pilot of a vehicle or turret that was requisitioned by the player 
or called down using command abilities. They pilot the vehicle as directed by the leader of their unit and perform whatever kind 
of support is needed.  
Mercenary Contract: Only sangheili characters of the mercenary sub-faction can take elite mercenaries as a squad member.  

 
Elite Enforcer 
Level: 12 (requires level 17 character)  
19 squad points for an Elite Enforcer equipped with twin plasma rifles, a plasma grenade, and a stasis grenade 
Tough: Elite minions have +2 life. This is because they are giant-sized minions with energy shields. 
Challenge Accepted: When in a squad with an elite leader, elites can assist the leader with their Challenge Accepted 
opportunity attacks if they are equipped with the same weapon.   
Twin-Gunner: Each elite enforcer adds twice as much accuracy and hailfire when supporting a plasma rifle attack.  
Skirmisher: The elite enforcer regains 1 lost life if their unit performed an action move on their turn.  
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Brute Squad Members 
Banished Brute Warrior 
Level: 5 (requires level 10 character)  
9 squad points for a Brute Warrior equipped with a spiker and plasma grenades 
10 squad points for the Brute to also take a needler or plasma rifle 
12 squad points for the Brute to take a Brute Shot 
Tough: Brute minions have +2 life. This is because they are giant-sized minions with energy shields. 
Brutish Resilience: When in a squad with a brute leader, brute minions regain 1 lost life when the leader activates their rage. 
Independent Pilot: The brute can function independently as the pilot of a vehicle or turret that was requisitioned by the player 
or called down using command abilities. They pilot the vehicle as directed by the leader of their unit and perform whatever kind 
of support is needed.  
Banished: Only jiralhane characters of the banished sub-faction can take banished warriors as squad members.  
 

Brute Grenadier 
Level: 18 (requires level 23 character)  
24 squad points for a Brute Grenadier  
Tough: Brute minions have +2 life. This is because they are giant-sized minions with energy shields. 
Brutish Resilience: When in a squad with a brute leader, brute minions regain 1 lost life when the leader activates their rage. 
Collateral Damage: When attacking on their own without a squad leader, brute grenadiers gain +2 accuracy when targeting 
another unit. They regain 1 lost life when they remove 3 or more squad members with a single attack. 

 

Lekgolo Squad Members 
 In a unique twist, Banished members can take a Lekgolo construct as a squad member. This option is only available to 
Jiralhane of the Banished faction.  

 
Skitterer 
Level: 8 (requires level 10 character)  
11 squad points for a Skitterer 
Combat Support: Skitterers have a unique weapon that can be used to assist with any normal weapon attacks. However, 
skitterers in a unit that are attacking independently gain an accuracy bonus equal to twice the number of total skitterers. This is 
instead of the normal +1 per extra squad member. Thus, 3 skitterers in a unit attack with +6 accuracy and +2 hailfire. 
Interception: If any attack hits the skitterer’s unit, the skitterer can intercept the attack, taking the hit and damage instead. It 
gains +5 damage resistance when absorbing this attack. It can only intercept burst attacks if they were Burst (5) or smaller. If 
they absorb an area attack, the burst does not affect any other squad members.  

 

Squad Quick Reference 
Unit Life Resistance Threshold Ranged Melee 
Grunt Cannon 
Fodder 

2 0 17 1 1 

Grunt Heavy 
Juggernaut 

5 23 29 4 4 

Elite Mercenary 6 10 26 4 4 

Elite Enforcer 7 14 31 5 4 

Banished Brute 
Warrior 

7 13 28 3 3 

Brute 
Grenadier 

9 25 47 8 8 

Skitterer 4 14 26 4 5 
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Banished Non-Player Characters 
 This section includes a selection of new NPCs to include in your Halo RPG campaigns as friends, foes, or squad 
members. All the non-player characters in this section are from or inspired by the factions in Halo Wars 2.  

Banished Jiralhanae NPCs 
 This section covers new Jiralhanae NPCs that belong to the Banished faction. They are generally not encountered 
outside the Banished. 

Banished Brute Warrior Description 
 The Jiralhanae that follow under Atriox are some of the most brutal. In addition to pushing themselves through 
rigorous combat regiments, they are constantly deployed in battle against all the factions in the galaxy. Freedom from the 
Covenant has bolstered these warrior’s morale and will to fight, but not dampened their bloodlust.    
 

Banished Brute Warrior 
Level 5 Brute Non-heroic Character, High Threat 

Hit Points: 91  Healing Threshold: 8  Damage Threshold: 28 
Defense: 13  Toughness: 27   Resolve: 14 
Speed: 5   Shift Speed: 1   Morale Bonus: +2 
Space: 1 square  Reach: 1 square   Initiative: +3 
Damage Resistance: 13 Energy Shield: 60 (5 shield armor) 

-Spiker 1d20+4 accuracy, 19 damage, +2 strikes maximum, 40 shots at short range; Special Traits: Penetration 2, Rending 4, 
Compact, Automatic 
-Bladed Rifle Butt 1d20+3 accuracy, 30 damage, 1 strike maximum; Special Traits: Penetration 2 
-Plasma Grenade 1d20+1 accuracy, 40 damage, 1 strike maximum, 1 shot at short range; Special Traits: Penetration 5, Burst 1, 
Plasma, Sticky Grenade, Grenade, Delay 

Skills:  Athletics 3, Defensive Training 3, Durability 3, Endurance 3, Medicine 1, Melee 3, Mental Training 2, Perception 2, Pilot 2, 
Ranged 3, Survival 2, Tactics 2 
Talents: Cleave, Power Attack, Weapon Mastery (ranged) 
Strength: 12* Instinct: 3 Agility: 3  Fortitude: 7 
Intelligence: 2 Willpower: 2 
Gear: Spiker with 2 magazines, Plasma Grenade, Jiralhane Combat Harness, Equipment Belt x3 
 
Brutish Resilience: A brute gains 7 temporary hit points at the start of each turn if it is not benefitting from any energy shields.   
 
Rage: Brutes can enter a rage as a free action. When in a rage, the brute cannot use combat augmentations or combat 
behaviors other than heavy strike. They gain a +12 bonus to accuracy and damage with melee attacks. They also gain +2 
movement speed and advantage on strength and athletics checks. Their temporary hit points from the Brutish Resilience 
increases to 18. However, they suffer -2 to their defense and suffer -5 accuracy with ranged attacks. This rage lasts for a 4 
rounds and cannot be ended voluntarily. It is usable once per encounter. 
 
Alternate Weapons: The Banished Brute Warrior may be equipped with one of the following weapons in addition to their 
spiker: Needler, Plasma Rifle, Brute Shot. They have 2 magazines of whatever weapon they chose. 

-Needler 1d20+7 accuracy, 17 damage, +2 strikes maximum, 20 shots at medium range; Special Traits: Needle Blast, Homing 
-Plasma Rifle 1d20+3 accuracy, 18 damage, +2 strikes maximum, 400 shots at medium range; Special Traits: Penetration 3, 
Plasma, Compact, Overheat, Automatic 
-Brute Shot 1d20+4 accuracy, 45 damage, 1 strike maximum, 6 shots at long range; Special Traits: Penetration 10, Burst 2, 
Grenade, Bladed 
-Bladed Brute Shot Melee 1d20+3 accuracy, 35 damage, 1 strike maximum; Special Traits: Penetration 2 
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Brute Grenadier Description 
 Brute grenadiers wear a specialized variant of the combat harness developed by the Voridus, one of the Banished 
chieftains. Utilizing experimental technology, the grenadier mounts a grenade launcher on each arm, making their only possible 
action while wearing the suit unleashing destruction. While this armor would be too heavy and cumbersome for a non-
Jiralhanae to wear, the grenadier wears it with surprising deftness. They have even been known to use the suit as a close 
quarters weapon, throwing their weight against their foes to knock them off balance. 
 
 Grenadiers are chosen amongst Jiralhanae who thrive on chaos and mayhem. Their psychopathic tendencies almost 
make them more dangerous than the ordinance.     

 

Brute Grenadier 
Level 18 Brute Non-heroic Character, High Threat 

Hit Points: 201  Healing Threshold: 13  Damage Threshold: 47 
Defense: 14  Toughness: 32   Resolve: 19 
Speed: 5   Shift Speed: 1   Morale Bonus: +4 
Space: 1 square  Reach: 1 square   Initiative: +4 
Damage Resistance: 25 Energy Shield: 60 (5 shield armor) 

-Grenade Launcher w/o Aiming 1d20+9 accuracy, 50 damage, 1 strike maximum, 60 shots at long range; Special Traits: 
Penetration 12, Burst 2, Twin-linked, Grenade 
-Rifle Butt 1d20+6 accuracy, 26 damage, 1 strike maximum; Special Traits: NA 

Skills:  Athletics 6, Defensive Training 6, Durability 8, Endurance 8, Melee 8, Mental Training 2, Perception 6, Pilot 4, Ranged 8, 
Science 4, Survival 8, Tactics 4 
Talents: Devastating Cripple (ranged), Hardened Survivalist, Jaded, Leap, Natural Health III, Penetration II, Resilience, Resistant 
III, Weapon Comprehension, Weapon Mastery (Ranged II) 
Strength: 14* Instinct: 2 Agility: 3  Fortitude: 10 
Intelligence: 2 Willpower: 7 
Gear: Jiralhanae Combat Harness with Sentinel Variant and Jiralhanae Grenadier Armor 
 
Reckless Disregard: The brute gains great job from destroying things. They gain +1 morale level and 10 temporary hit points 
when they damage more than 3 targets in a round. This is cumulative with their temporary hit points from brutish resilience.    
 
Body Slam: When the brute grenadier charges, they can attempt to body slam a target instead of attacking them normally. 
They make an athletics test (+20) versus the target’s defense and toughness. If they hit defense they do 3x strength damage, +2 
damage for every point they surpass their defense. If they surpass toughness, the target is pushed back 1 square and knocked 
prone.     
 
Brutish Resilience: A brute gains 10 temporary hit points at the start of each turn if it is not benefitting from any energy shields.   
 
Rage: Brutes can enter a rage as a free action. When in a rage, the brute cannot use combat augmentations or combat 
behaviors other than heavy strike. They gain a +14 bonus to accuracy and damage with melee attacks. They also gain +2 
movement speed and advantage on strength and athletics checks. Their temporary hit points from the Brutish Resilience 
increases to 30. However, they suffer -2 to their defense and suffer -5 accuracy with ranged attacks. This rage lasts for 6 rounds 
and cannot be ended voluntarily. It is usable once per encounter. 
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 ~Brute Grenadier (above)    ~Atriox’s Chosen (below) 
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Atriox’s Chosen Description 
 Atriox is the founder and supreme leader of the Banished. Beneath him are an assortment of warlords and chieftains 
that help manage the banished armies. To enforce his will, Atriox has a select number of elite Jiralhanae warriors known as the 
Chosen. The Chosen do not have their own clans, but instead take command and lead operations wherever Atriox deems 
necessary. The Chosen often clash in disagreement with the chieftains, but those chieftains would be wise to remember that 
the Chosen are emissaries of Atriox himself, thus their word is law.  

 

Atriox’s Chosen 
Level 24 Brute Heroic Character, High Threat 

Hit Points: 349  Healing Threshold: 14  Damage Threshold: 47 
Defense: 26  Toughness: 39   Resolve: 34 
Speed: 8   Shift Speed: 2   Morale Bonus: NA 
Space: 1 square  Reach: 1 square   Initiative: +10 
Damage Resistance: 27 Energy Shield: 100 (10 shield armor) 

-Brute Shot 1d20+10 accuracy, 65 damage, +2 strikes maximum, 6 shots at long range +20; Special Traits: Penetration 10, Burst 
2, Bladed 
-Brute Shot Melee 1d20+9 accuracy, 43 damage, 1 strike maximum; Special Traits: Penetration 2 
-Brute Shot Melee w/ Heavy Strike and Cleave 1d20+15 accuracy, 68 damage, 1 strike maximum; Special Traits: Penetration 2, 
Cleaving 1 
-Firebomb 1d20+10 accuracy, 40 damage, 1 strike maximum, 1 shot at medium range; Special Traits: Burst 3, Hailfire 2, Flames, 
Grenade, Delay 

Skills:  Acrobatics 8, Athletics 10, Computers 6, Defensive Training 10, Durability 10, Endurance 10, Medicine 8, Influence 10, 
Leadership 8, Melee 10, Mental Training 10, Perception 8, Pilot 10, Ranged 10, Science 8, Survival 10, Tactics 10 
Talents: Awesome Abilities (fortitude), Brutality III, Cleave II, Cynic, Defensive Fighting II, Devastating Cripple (melee, ranged), 
Far Shot, Hardened Survivalist, Hijack, Jaded, Mighty Blow IV, Natural Health III, Resistant V, Resilience, Resolute II, Weapon 
Mastery (ranged II, melee II) 
Strength: 17* Instinct: 7 Agility: 8* Fortitude: 13 
Intelligence: 4 Willpower: 10 
Gear: Brute Shot with Improved Potency and Murderous Efficiency and 3 magazines, Firebomb with Murderous Efficiency and 
Aerodynamic Explosive x3, Jiralhanae Combat Harness with Sentinel and Enhanced Shielding and Augmented, Equipment Belt 
x3 
 
Rally the Banished: Ally allies who receive a morale point from being rallied by Atriox’s Chosen heals 10 hit points and can 
make an immediate shift action, as long as that shift action brings them closer to an enemy.    
 
Resilience of the Chosen: The chosen gains 23 temporary hit points at the start of each turn if it is not benefitting from any 
energy shields. If Atriox’s Champion kills an enemy, including a squad member, he regains 20 hit points. This only occurs once 
per round. 
 
Rage: Brutes can enter a rage as a free action. When in a rage, the brute cannot use combat augmentations or combat 
behaviors other than heavy strike. They gain a +17 bonus to accuracy and damage with melee attacks. They also gain +2 
movement speed and advantage on strength and athletics checks. Their temporary hit points from the Brutish Resilience 
increases to 49. However, they suffer -2 to their defense and suffer -5 accuracy with ranged attacks. This rage lasts for 7 rounds 
and cannot be ended voluntarily. It is usable once per encounter. 
 
Command Abilities: The chosen issue the following orders, each as the listed number of times per hour: Orbital Beam 2/hour, 

Scorch and Burn 3/hour, Incursion 3/hour, Plasma Mortar Strike 4/hour.  

Chosen Destroyer: Atriox’s Chosen gains +10 accuracy with any artillery strike that they order. In addition, all command powers 
they order arrive in half the time.  
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Sangheili Mercenary NPCs 
 Sangheili mercenaries follow different combat tactics and strategies than more traditional elites.  
 

Elite Enforcer Description 
 Elite enforcers are a clad of sangheili that focus on defeating their foes through attrition. They are trained to use 
maneuverability and special tactics to outmaneuver their foes and wear them down over time. Enforcers are dangerous 
combatants who enter combat with two accelerated plasma rifles and stasis grenades, firing rapidly into their foes. They 
attempt to overwhelm enemies while staying ahead of their targets. They use unique methods to manage their energy shields, 
keeping them constantly charged. Enforcers can be found in Covenant warbands or their remnants, but their fighting style is 
particularly popular amongst mercenary warbands.     

Elite Enforcer 
Level 12 Elite Non-heroic Character, High Threat 

Hit Points: 136  Healing Threshold: 8  Damage Threshold: 31 
Defense: 24  Toughness: 26   Resolve: 16 
Speed: 9   Shift Speed: 2   Morale Bonus: +3 
Space: 1 square  Reach: 1 square   Initiative: +6 
Damage Resistance: 14 Energy Shield: 90 (11 shield armor) 

-Plasma Rifle 1d20+5 accuracy, 19 damage, full auto, 400 shots at medium range; Special Traits: Penetration 7, Plasma, 
Compact, Overheat, Fully Automatic 
-Plasma Rifle w/ Dual-Wielding 1d20+0 accuracy x2, 19 damage, full auto, 400 shots at medium range; Special Traits: 
Penetration 7, Plasma, Compact, Overheat, Fully Automatic 
-Rifle Butt 1d20+2 accuracy, 21 damage, 1 strike maximum; Special Traits: NA 
-Plasma Grenade 1d20+3 accuracy, 45 damage, 1 strike maximum, 1 shot at short range; Special Traits: Penetration 5, Burst 1, 
Plasma, Sticky Grenade, Grenade, Delay 
-Stasis Grenade 1d20+10 accuracy, 0 damage, 1 strike maximum, 1 shot at short range; Special Traits: Burst 2, Stasis, Grenade, 
Delay 

Skills:  Acrobatics 6, Athletics 5, Defensive Training 6, Durability 6, Endurance 2, Lore 2, Medicine 2, Melee 4, Mental Training 4, 
Perception 4, Pilot 4, Ranged 5, Stealth 5, Survival 2, Tactics 6 
Talents: Close Combat Shot, Combat Reflexes, Defensive Fighting, Dodge II, Dual-Weapon Skill, Energy Shield Expertise II, Leap, 
Mobile Attacker II, Penetration IV, Strafing Attack, Weapon Mastery (ranged) 
Strength: 8* Instinct: 6 Agility: 8* Fortitude: 7 
Intelligence: 4 Willpower: 2 
Gear: Pair of Plasma Rifles w/ Rapid Fire and Improved Potency with 1 battery, Plasma Grenade, Stasis Grenade, Sangheili 
Combat Harness w/ Heavy Armor Variant, Equipment Belt x2 
  
Challenge Accepted: When the elite is attacked by an enemy within 15 squares, regardless of whether they are hit, they can 
make an opportunity attack with a weapon against that target. This can be with a ranged weapon and can be used to attack 
enemies that are not adjacent. They can make 4 opportunity attacks each round. Despite being an opportunity attack, they can 
make automatic fire modes as part of the attack. 
  
Outmaneuver: Enforcers constantly action move to outpace their foes. From their talents, they gain +2 movement speed and 
+4 defense in any turn that they action move. In addition, all their targets are flat-footed when they action move. If they action 
move on their turn, targets of their Challenge Accepted attack are flat-footed.  
 
Rapid Shield Recharge: As a long as an elite enforcer has 1 shield point in their shield pool, they recover 5 shield pools at the 
end of every turn. This increases to 10 if they were not hit since the end of their last round and increased to 20 if they action 
moved on their turn. They also recover shields normally, by going 2 rounds without being hit by an attack.  
 
Tactical Step: The elite can shift as a minor action once per turn and takes no accuracy penalty when performing an action 
move.  
 
Command Abilities: A elite enforcer can issue the following orders, each as the listed number of times per hour: Plasma Mortar 
Strike 2/hour, Ammunition Drop 3/hour. 
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Elite Mercenary Description 
 Sangheili mercenaries have departed service to the religious Covenant to strike it rich fighting for credits. Forgoing 
religious devotion or honorable combat, mercenaries do whatever it takes to win. They typically gather in large battalions of 
other ex-Covenant warriors, forming new armies based on brutality and avarice.   

  Elite Mercenary 
Level 5 Elite Non-heroic Character, High Threat 

Hit Points: 79  Healing Threshold: 7  Damage Threshold: 26 
Defense: 17  Toughness: 25   Resolve: 14 
Speed: 7   Shift Speed: 2   Morale Bonus: +2 
Space: 1 square  Reach: 1 square   Initiative: +5 
Damage Resistance: 10 Energy Shield: 80 (9 shield armor) 

-Plasma Rifle 1d20+4 accuracy, 18 damage, +2 strikes maximum, 400 shots at medium range; Special Traits: Penetration 3, 
Plasma, Compact, Overheat, Automatic 
-Rifle Butt 1d20+2 accuracy, 23 damage, 1 strike maximum; Special Traits: NA 
-Plasma Grenade 1d20+2 accuracy, 40 damage, 1 strike maximum, 1 shot at short range; Special Traits: Penetration 5, Burst 1, 
Sticky Grenade, Grenade, Delay 

Skills:  Acrobatics 4, Athletics 3, Computers 2, Defensive Training 4, Durability 3, Endurance 2, Influence 2, Lore 2, Medicine 2, 
Melee 4, Mental Training 2, Perception 3, Pilot 4, Ranged 4, Stealth 2, Survival 2, Tactics 3 
Talents: Close Combat Shot, Combat Reflexes, Weapon Mastery (ranged) 
Strength: 9* Instinct: 5 Agility: 5* Fortitude: 5 
Intelligence: 2 Willpower: 2 
Gear: Plasma Rifle with 1 battery, Plasma Grenade, Sangheili Combat Harness, Equipment Belt 
 
Challenge Accepted: When the elite is attacked by an enemy within 15 squares, regardless of whether they are hit, they can 
make an opportunity attack with a weapon against that target. This can be with a ranged weapon and can be used to attack 
enemies that are not adjacent. They can make 2 opportunity attack each round.  
 
Tactical Step: The elite can shift as a minor action once per turn and takes no accuracy penalty when performing an action 
move.  
 
Alternate Weapons: The Elite Mercenary may be equipped with one of the following weapons in addition to their plasma rifle: 
Needler, Carbine, Fuel Rod Cannon. They have 2 magazines of whatever weapon they chose.  

-Needler 1d20+8 accuracy, 17 damage, +2 strikes maximum, 20 shots at medium range; Special Traits: Needle Blast, Homing 
-Carbine 1d20+5 accuracy, 23 damage, +1 strike maximum, 18 shots at long range; Special Traits: Penetration 4, Digital Scope 
-Fuel Rod Gun 1d20+3 accuracy, 70 damage, 1 strike maximum, 5 shots at medium range; Special Traits: Penetration 40, Burst 
1, Projectile, Long Reload 

 

~Elite Enforcers  
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Grunt NPCs 
 Unggoy leaders often encourage radical and reckless behavior from other grunts, leading some unorthodox soldiers 
to their command.  
 

Grunt Cannon Fodder Description 
 In general, Unggoy don’t try to get involved in fight. For the most part, they fight because the Covenant or its splinter 
factions force them to. However, some Unggoy are caught up in fanaticism and religious fervor, causing their civilians to 
militarize and press into battle in massive ways. This usually occurs when the Unggoy are fighting for a great cause, like grunt 
liberation or prosperity. These cannon fodder die in droves, but if they are fighting for a reason, that is okay… right?   

Grunt Cannon Fodder 
Level 1 Grunt Non-heroic Character, Trivial Threat 

Hit Points: 23  Healing Threshold: 5  Damage Threshold: 17 
Defense: 13  Toughness: 13   Resolve: 11 
Speed: 5   Shift Speed: 1   Morale Bonus: +0 
Space: 1 square  Reach: 1 square   Initiative: +2 
Damage Resistance: 0 

-Unarmed 1d20+1 accuracy, 8 damage, +1 strike maximum; Special Traits: NA 
-Throwable Junk 1d20-1 accuracy, 11 damage, 1 strike maximum, 30 shots at short range; Special Traits: NA 

Skills:  Defensive Training 1, Endurance 1, Influence 1, Melee 1, Perception 1, Ranged 1 
Talents: None 
Strength: 2 Instinct: 2 Agility: 2  Fortitude: 1 
Intelligence: 1 Willpower: 1 
Gear: Collection of Throwable Junk, Equipment Belt, Methane Tank, Backpack 
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Grunt Heavy Juggernaut Description 
 Unggoy tend to die in great numbers when deployed in battle, so it becomes a particular point of pride for some 
Unggoy to survive as long as possible. Enter the heavy juggernaut; a grunt that has overladen themselves with armor and 
shielding to be able to survive a tank blast. Waddling forward in heavy armor and a fuel rod cannons, these Unggoy tempt fate 
with their audacity. All the while, they are great assets to a smart Unggoy commander.    
 

Grunt Heavy Juggernaut 
Level 14 Grunt Non-heroic Character, Low Threat 

Hit Points: 150  Healing Threshold: 8  Damage Threshold: 29 
Defense: 17  Toughness: 22   Resolve: 20 
Speed: 6   Shift Speed: 1   Morale Bonus: +5 
Space: 1 square  Reach: 1 square   Initiative: +6 
Damage Resistance: 23 

-Fuel Rod Gun 1d20+3 accuracy, 70 damage, 1 strike maximum, 5 shots at medium range; Special Traits: Penetration 40, Burst 
1, Long Reload 
-Plasma Pistol 1d20+4 accuracy, 18 damage, +2 strikes maximum, 200 shots at medium range; Special Traits: Penetration 3, 
Plasma, Charged Shot, Overheat 
-Unarmed 1d20+4 accuracy, 16 damage, +2 strikes maximum; Special Traits: Rending 2 

Skills:  Athletics 5, Defensive Training 6, Durability 7, Endurance 6, Medicine 4, Melee 4, Mental Training 6, Pilot 3, Ranged 4, 
Science 4, Tactics 3 
Talents: Balanced Shot, Close Combat Shot, Martial Arts Unarmed Training, Military Unarmed Training, Resistant IV, Weapon 
Mastery (melee, ranged), Wrestling Combatant 
Strength: 6 Instinct: 6 Agility: 4  Fortitude: 6 
Intelligence: 2 Willpower: 4 
Gear: Fuel Rod Gun and 2 magazines, Plasma Pistol with Improved Potency and 1 battery, Unggoy Combat Harness with Heavy 
Armor Variant and Sentinel Variant, Equipment Belt, Methane Tank 
 
I’m Indestructible!: If the grunt takes damage from an attack, and that attack deals 10 or less damage, the grunt gains a morale 
level and 5 temporary hit points. These temporary hit points do not stack.   
 
Designated Tank: When a unit in a squad, the grunt juggernaut gains +20 to their damage threshold to determine if they are 
instantly dropped by an attack.  
 
Pack Tactics: If the grunt is in a squad made up entirely of Unggoy, they gain +2 accuracy for every grunt assisting with an 
attack, instead of the standard +1. Grunts mobs start combat with an additional morale marker per 2 grunts in the squad at the 
beginning of combat.  

  
Lekgolo NPCs 
For completion sake, the following are new weapons used by the Lekgolo NPCs in the following section. Note that these weapons 
cannot be separate from the NPCs to be used by player characters. 

 
Assault Beam Cannon 
Damage: 50  Accuracy: -2 
RoF: Slow   Range: Medium 
Shots: Virtually Unlimited Power Rating: +10   
Special Traits: Penetration (30), Focusing Beam, Long Reload 
 

Twin-linked Beam Cannon 
Damage: 14  Accuracy: +4 
RoF: Slow   Range: Long 
Shots: Unlimited  Power Rating: +2  
Special Traits: Penetration (6), Focusing Beam, Twin-linked, Energy Damage 
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Lekgolo NPCs 
 The Banished have a large population of Lekgolo organisms, thanks to one of their leaders being a bonded pair of 
Hunters. This bonded pair, known as Colony, has sparked some interesting variations of the commonly encountered Lekgolo 
amongst the Banished. 
 

Hunter Captain Description 
 The hunter captain is an extremely old and advanced Megalekgolo organism. The captain has been bolstere by the 
infamous hunter leaders, Colony, into becoming a leader of not only their own kind but other Banished forces. The hunter 
captain strides brazenly into battle, baiting enemies into attacking it, while using its special loadout to absorb incredible fire 
while destroying large foes with its assault beam cannon. Between its stimulant injections and the ability to siphon life through 
the assault beam, the hunter captain may seem invincible. Thankfully, they are incredibly rare.     

Hunter Captain 
Level 30 Large-sized Heroic Creature, Extreme Threat 

Hit Points: 540  Healing Threshold: NA  Damage Threshold: NA 
Defense: 23  Toughness: 46   Resolve: 32 
Speed: 9   Shift Speed: 1   Morale Bonus: NA 
Space: 2 by 2 squares Reach: 2 squares   Initiative: +12 
Damage Resistance: 45/33 Energy Shield: 200 (10 shield armor) 

-Bash 1d20+15 accuracy, 46 damage, +1 strike maximum; Special Traits: Penetration 11, Terrible Blow* 
-Bash w/ Heavy Strike and Power Strike 1d20+18 accuracy, 108 damage, 1 strike maximum; Special Traits: Penetration 11, 
Terrible Blow* 
-Assault Beam Cannon 1d20+10 accuracy, 65 damage, 1 strike maximum, medium range; Special Traits: Penetration 35, 
Focusing Beam 

Skills:  Athletics 12, Defensive Training 12, Durability 12, Endurance 12, Leadership 10, Lore 10, Melee 12, Mental Training 12, 
Perception 10, Ranged 12, Science 10, Survival 12, Tactics 12 
Talents: Awesome Abilities (strength III, fortitude III), Bulwark, Cleave II, Cynic, Defensive Fighting III, Devastating Cripple 
(melee II, ranged II), Feel No Pain, Hardened Survivalist, Jaded, Might Blow V, Penetration V, Power Strike II, Resistant V, 
Unstoppable Movement, Weapon Mastery (melee III, ranged III) 
Strength: 20 Instinct: 6 Agility: 4  Fortitude: 20 
Intelligence: 6 Willpower: 10 
Gear: Large-sized Bash, Hunter Assault Beam Cannon, Hunter Battle Armor, Hunter Deflection Shield 

 
Terrible Blow: If the hunter’s bash attack bypasses the toughness of the target, they are pushed 2 squares away from the 
hunter. If it deals a crippling wound, the target is knocked prone. 

 
Supreme Taunt: As a minor action, the hunter captain can try to taunt all enemies within 30 squares. They make a +20 attack 
against the resolve of all such enemies. Any enemies that are hit by the attack suffer a -10 accuracy penalty to make attacks 
against anyone but the hunter captain for 2 rounds.     
 
Siphon: When a hunter damages an enemy with the assault beam cannon, they heal 20 hit points, +20 hit points per bonus 
hailfire they gained on the attack from focusing beam.  
 
Stimulants: The hunter’s armor is equipped with a stimulant package that provides energy and nutrients as needed. Once per 
encounter, the hunter can activate its stimulant package as a minor action. When it does, it regains 100 lost hit points and gains 
+5 to attack accuracy for 3 rounds.  

 
Hunter Captain Battle Regalia: The hunter inhabits a suit of protective armor and carries a deflection shield. This armor gives 
the hunter +18 damage resistance with a -4 defense penalty. The shield gives the hunter an extra +12 damage resistance, but 
only against attacks in the 180 degree arc that the hunter is facing. The hunter determines their facing at the end of their turn. 
In addition, the hunter’s armor gives them a 200 point energy shield with a shield armor of 10. 
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Colony: The hunter is a collection of intelligent worms that have fused together for greater strength and intelligence. Because 
the hunter is multiple creatures instead of a single being, it does not suffer crippling wounds, has no damage threshold, and has 
no healing threshold. Wounded hunters regain hit points at a rate of 20 hit points per minute while outside combat.   

 
~Hunter Captain (above)  ~Goliath (below) 
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Goliath Description 
 Usually, when a lekgolo colony becomes too large, it splits into a pair. This is how hunter brood brothers are created. 
Sometimes though, with certain encouragement, the colony can be outfitted in a special suit of armor and become a goliath. 
Larger than a pair of hunters, these unstoppable quadrupedal juggernauts barrel into combat in heavy armor, battering and 
smashing everything they come across. They are used as living siege engines by the Banished.  
 
 Generally, a lekgolo colony over a certain size becomes unsustainable, as the individual organisms starve. This is the 
reason goliaths are not more common. However, the great megalekgolo pair, Colony, has discovered an array of stimulants that 
allow a goliath to maintain its massive figure without fracturing. This led to them being a poten addition to Banished armies.    

Goliath 
Level 15 Huge-sized Non-Heroic Creature, Formidable Threat 

Hit Points: 418  Healing Threshold: NA  Damage Threshold: NA 
Defense: 14  Toughness: 45   Resolve: 25 
Speed: 8   Shift Speed: 2   Morale Bonus: NA 
Space: 3 by 3 squares Reach: 3 squares   Initiative: +6 
Damage Resistance: 34 

-Bash 1d20+14 accuracy, 46 damage, +1 strike maximum; Special Traits: Penetration 6, Terrible Blow* 
-Bash w/ Heavy Strike and Power Strike 1d20+19 accuracy, 92 damage, 1 strike maximum; Special Traits: Penetration 6, 
Terrible Blow* 

Skills:  Athletics 7, Defensive Training 7, Durability 7, Endurance 7, Melee 7, Mental Training 7, Perception 5, Ranged 7, Science 
2, Survival 7, Tactics 6 
Talents: Awesome Abilities (strength, fortitude), Bulwark, Cynic, Hardened Survivalist, Jaded, Might Blow V, Power Strike II, 
Resistant V, Weapon Mastery (melee) 
Strength: 20 Instinct: 5 Agility: 5  Fortitude: 20 
Intelligence: 2 Willpower: 8 
Gear: Huge-sized Bash, Goliath Battle Regalia 

 
Terrible Blow: If the goliath’s bash attack bypasses the toughness of the target, they are pushed 2 squares away from the 
goliath. If it deals a crippling wound, the target is knocked prone. 

 
Ram: The goliath can charge 25 squares towards a location, trampling everything in their way and bash a single target. This is a 
full-round action. The goliath can only use this ability in a straight line and cannot turn. The goliath can move through the 
squares of any giant-sized or smaller enemies within its path, dealing 30 damage to all targets within the path. This can be 
evaded by characters with the Dodge I talent by making a DC 15 acrobatics test. At the end of its movement, the goliath makes 
a +20 attack against a single target. If this attack hits, it deals 100 damage (no penetration or attack overages).  
 
Stimulants: The goliath’s armor is equipped with a stimulant package that provides energy and nutrients as needed. Once per 
encounter, the goliath can activate its stimulant package as a minor action. When it does, it regains 100 lost hit points and gains 
+5 to attack accuracy for 3 rounds.  

 
Goliath Battle Regalia: The goliath inhabits a suit of protective armor. This armor gives the goliath +18 damage resistance with 
a -4 defense penalty.  

 
Colony: The goliath is a collection of intelligent worms that have fused together for greater strength and intelligence. Because 
the goliath is multiple creatures instead of a single being, it does not suffer crippling wounds, has no damage threshold, and has 
no healing threshold. Wounded goliath regains hit points at a rate of 20 hit points per minute while outside combat.   
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Skitterer Description 
 When the Covenant needed artificial intelligence, they usually use a colony of lekgolo worns instead, fusing them into 
a piece of machinery. The worm’s collective intelligence, when bound to a piece of machinery, allows them to pilot it much like 
an artificial intelligence. Skitterers are small support constructs piloted by lekgolo, used to provide support for banished forces. 
In addition to focusing as scouts, they wear foes down with concentrated fire while shielding allies from attacks.  

 

Skitterer 
Level 8 Medium-sized Non-Heroic Creature, Medium Threat 

Hit Points: 85  Healing Threshold: NA  Damage Threshold: 26 
Defense: 22  Toughness: 20   Resolve: NA 
Speed: 6, fly 5  Shift Speed: 2   Morale Bonus: NA 
Space: 1 square  Reach: 1 square   Initiative: +5 
Damage Resistance: 14 

-Bash 1d20+3 accuracy, 18 damage, +1 strike maximum; Special Traits: Penetration 1 
-Twin-linked Beam Cannon 1d20+9 accuracy, 16 damage, 1 strike maximum, medium range; Special Traits: Penetration 8, Twin-
linked, Focusing Beam, Energy Damage 

Skills:  Acrobatics 3, Athletics 3, Defensive Training 5, Durability 5, Melee 4, Perception 4, Pilot 4, Ranged 5, Stealth 5 
Talents: Close Combat Shot, Cynic, Defensive Fighting, Jaded, Mobile Attacker, Penetration II, Weapon Mastery (ranged) 
Strength: 5 Instinct: 5 Agility: 5  Fortitude: 5 
Intelligence: 1 Willpower: 6 
Gear: Bash, Twin-linked Beam Cannon, Mechanical Exoskeleton (-1 defense, +12 damage resistance) 

 
Supporting Unit: At the end of its turn, the skitterer can declare one ally, including units or vehicles, to be the target of its 
defensive support. While that unit is being supported by a skitterer, it gains +1 defense per skitterer. If any attack hits the 
supported target, the skitterer can intercept the attack, taking the hit and damage instead. It gains +5 damage resistance when 
absorbing this attack. It can only intercept burst attacks if they were Burst (5) or smaller. Up to 3 skitterers can defends a single 
target or unit.   

 
Colony Organism: Outside of a unit, the skitterer gains +1 accuracy and defense for every skitterer within 6 squares. In a unit, 
they gain +2 accuracy for every skitterer assisting with their attack instead of the normal +1. The skitterer does not have a 
resolve score or morale bonus and is immune to any attack that goes against resolve.  

 
Flight: The skitterer can fly at a speed equal to its agility but cannot use rapid flight or fly with an acceleration rating or 
maximum speed.  
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