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Halo Redone Requisition Rules 
 Halo is long overdue for updates and new content, and this document is here to show what is coming and get people 
starting to playtest the new changes. These are revised rules for the Halo equipment and requisition system. These rules 
radically change the equipment, requisition, squad member, and inventory systems for Leovaunt’s tabletop roleplaying game.  

New Requisition Values 
 Heroes no longer requisition gear based on credits or credit values. The existing requisition values are gone, as are 
squad points. They have combined with a new requisition score that is used for purchasing gear, squad members, and vehicles. 
As before, the requisition value is in a series of levels based on your race and background. The following are the requisition 
levels for different ratings. 
 

Level Low Requisition Average Requisition High Requisition 

1 8 12 16 

2 9 14 18 

3 10 15 20 

4 11 17 22 

5 12 19 25 

6 13 21 27 

7 14 23 29 

8 15 24 31 

9 16 26 33 

10 18 28 36 

11 19 30 38 

12 20 31 40 

13 21 33 42 

14 22 34 44 

15 23 37 47 

16 24 38 49 

17 25 40 51 

18 26 41 53 

19 27 43 55 

20 29 45 58 

21 30 47 60 

22 31 48 62 

23 32 50 64 

24 33 51 66 

25 34 54 69 

26 35 55 71 

27 36 56 73 

28 37 58 75 

29 38 59 77 

30 40 60 80 

 
 This gives a simplified small pool for determining your number of purchases. There will be more simplified mechanics 
to make things more realistic and work better, such as removing alternate ammunition, purchasing items as packages, and 
more.  
 
 Keep in mind, that command points have not been rolled into requisition. The only change to command point is every 
command point level gains +3 command points over what they used to have.  
 
 Next, we will look at the new requisition levels for different races and backgrounds. 
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Requisition Levels for Backgrounds and Race 
 The following are which of the above requisition levels are used by UNSC and Covenant characters. You will notice 
that many options gain bonus requisition points that can only be used for one type of requisition or another. For example, 
marine field commanders gain bonus requisition on top of their requisition level that can be used for purchasing squad 
members. Keep track of these bonus requisition points separately and keep in mind what purchases you used those requisition 
points for on a mission. 

 

Human: Marine Maverick 
 Average Requisition Value 

 

Human: Marine Field Commander 
 Average Requisition Value 
 +5 requisition for purchasing squad members 
 

Human: Officer 
 High Requisition Value 
 +5 requisition for purchasing squad members 
 

Human: ONI Operative 
 High Requisition Value 
 Cannot requisition squad members 
 +5 requisition for purchasing gear and vehicles 
 

Human: Pilot 
 Average Requisition Value 
 +8 requisition for purchasing vehicles 
 

Human: Scientist 
 Low Requisition Value 
 +5 requisition for purchasing gear 
 

Spartan 
 High Requisition Value 
 Cannot requisition squad members 

 

Artificial Intelligence 
 No Requisition Value 
 Cannot use requisition system 

 

Sangheili ‘Elite’ 
 Average Requisition Value 
 +5 requisition value for purchasing gear 

 

Jiralhane ‘Brutes’ 
 Average Requisition Value 
 +5 requisition value for purchasing gear 

 

Unggoy ‘Grunts’ 
 Low Requisition Value 
 +8 requisition value for purchasing squad 
members 

 

Kig-Yar ‘Jackals’ 
 Average Requisition Value 
 

T’vaoan ‘Skirmishers’ 
 Average Requisition Value 
 Cannot requisition squad members 

 
  

Requisition Points to Command Points 
 We are also currently considering a system to convert leftover requisition points into command points. 
Essentially, every 2 requisition points you have leftover gives you 1 tactical command point for that mission. This allows 
operative characters, such as ONI, skirmishers, and Spartans to have more command points. This helps them fulfill the 
fantasy of being lone operatives who fight or sneak their way to a position and utilize their command authority to perform 
tactical military call-downs from a strategic location. 
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UNSC Requisition Rules 
 These are the new simplified rules for requisitioning gear. You have a selection of equipment slots that you fill in 
order to determine your battle loadout. You no longer purchase individual items or ammunition. Instead, you have slots that 
you fill that comes with various ammunition. The slots you can fill are: 
 
Primary Weapon: Your main battle rifle or heavy weapon 
Secondary Weapon: Your backup weapon 
Sidearm: Your pistol or knife 
Armor: Your chosen set of armor 
Supply Kits: A supply kit is an equipment belt loaded with usable supplies. You start with one equipment belt filled with 
supplies, and can purchase up to 2 more, each one loaded with the supplies you require. 
Backpack: You can have one back slot item. Normally, a back slot item is your backpack that is filled with two supply kits worth 
of items, minus the equipment belt itself. There are some alternate items you can fill your backpack with.  
Squad Member: If you are allowed to do so, you can hire a Human Marine squad member to form a squadron with you, up to 
your maximum number of squad members (usually 3). Note that there are no longer different types of squad members for you 
to place in your squad; you just gain Human Marines. However, these marines scale with you based on level, and can be given 
specializations to fine tune their role. More on this will be discussed later.  
 
 You do not have to requisition everything. A number of gear items are free for everyone, filling some of the above 
categories. These are known as standard gear layouts. You do need to spend requisition to purchase different items for these 
slots or to buy additional items.  

 

Standard Gear Layouts 
 
Primary Weapon: For your primary weapon, you can always select ONE of the following weapons: assault rifle, battle rifle, 
combat shotgun, tactical shotgun, submachine gun, or designated marksmanship rifle. 
 
Sidearm: For your sidearm, you can choose to have either a magnum handgun or a combat knife. If you are a Spartan, you can 
choose a combat blade instead of these options. 
 
Armor: For your body armor, most UNSC characters gain battle armor automatically. Spartan characters gain their Mjolnir 
armor instead. Scientist and ONI characters can replace their battle armor with hazard suits, padded jackets, or protective 
vests. 
 
Supply Kits: Every character starts with 1 equipment belt with 4 slots of ammunition for any of their weapons, 1 fragmentation 
grenade, and a holster for their sidearm. 
 
Backpack: Every character starts with 1 backpack with nothing in it. 

 

Primary Weapon Upgrades 
 You can replace your standard layout primary weapon for one of the following weapons, by paying the requisition 
cost listed. 
 
Grenade Launcher: +5 
Railgun: +15 
Sniper Rifle: +5 
SAW: +8 
Flamethrower: +12 
Heavy Machine Gun: +10 
Rocket Launcher: +10 
Spartan Laser: +20 
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Secondary Weapon 
 You can purchase one of the following as a secondary weapon to go with your primary weapon. As the standard 
layout does not have a secondary weapon, these weapons do not replace anything.  
 
Assault Rifle: +5 
Battle Rifle: +5 
Combat Shotgun: +5 
Tactical Shotgun: +5 
Submachine Gun: +5 
Designated Marksmanship Rifle: +5 
Grenade Launcher: +10 
Railgun: +20 
Sniper Rifle: +10 
SAW: +13 
 

Supply Kits 
 You have 2 additional equipment belt slots, allowing you to requisition two more equipment belts and the requisite 
supplies. These are known as supply kits; belts full of themed supplies you can carry into an operation. Most supply kits have 
options. You chose what you want to fill the slots with out of the options presented. You can buy more than 2 supply kits to 
load your backpack with additional supplies (see Backpacks below) 
 
Empty Belt 
Requisition Cost 0 
Equipment Belt with 6 empty inventory slots 
 
Arms Kit 
Requisition Cost 1 
Equipment Belt with 6 inventory slots of ammunition or fragmentation grenades 
 
Explosives Kit 
Requisition Cost 2 
Equipment Belt with 6 inventory slots of fragmentation grenades, breaching charges, demolition charges, land mines, smoke 
grenades, flash grenades, and remote detonators 
 
Medical Kit 
Requisition Cost 1 
Equipment Belt with 6 inventory slots of medipacks, painkillers, or stimulants 
 
Rations Kit 
Requisition Cost 1 
Equipment Belt with 6 inventory slots filled with rations 
 
Exploration Kit 
Requisition Cost 2 
Equipment Belt with 6 inventory slots of air tanks, binoculars, flare guns, handcuffs, navigation units, or rations 
 
Engineer’s Kit 
Requisition Cost 2 
Equipment Belt with 6 inventory slots of plasma torches, repair kits, data disks, hacking tools, and PDAs. If you are a battlefield 
engineer character, you can also include basic science devices in this kit. 
 
Science Device Kit 
Requisition Cost 2 
Equipment Belt with 6 inventory slots of basic or advanced science devices. You must have the requisite battlefield engineer 
specializations in order to take basic or advanced science devices. 
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Backpack 
 Every UNSC character starts with a backpack in which to store supplies for long term missions. The backpack comes 
with nothing but can be filled. By default, you can fill the backpack with additional supply kits. A backpack can support 12 
inventory slots, which usually means two supply kits. If you fill your backpack with a supply kit, you pay the requisition cost for 
the supplies but do not gain the equipment belt. For example, you can purchase a medical kit for 1 requisition point, and put 6 
medipacks in your backpack, and still have the space for. You can still purchase 1 more supply kit to put in your backpack. 
 
 Alternatively, you can purchase larger items to fill your backpack with. For every 2 requisition points you spend, up to 
4 requisition points, you can fill 6 inventory slots of your backpack with any combination of the following items: beacon, trauma 
kit, grappling hook launcher, medipack, repair kit, survival gear, or science devices (any type allowed by specialization, including 
master). 
 
 Finally, you have two options to replace your backpack, and thus your storage capacity, with the following: 
 
-Replace your backpack with a military transmitter for 3 requisition points 
-Replace your backpack with a jetpack for 6 requisition points 
 

Armor 
 Standard allotment gives all character’s battle armor. Spartan characters instead gain Mjolnir armor and cannot 
change it out. Scientist and ONI characters can gain alternative, lighter armors. Human characters can switch out their armor 
for the following options: 
 
Environmental Armor: +1 
Light Battle Armor: For characters that can only start with battle armor, light battle armor is actually cheaper, giving you 2 
requisition points instead of taking from you. For ONI and scientist characters, light battle armor costs 1 requisition. 

 

  
What about Equipment Upgrades and Alternate Ammunition? 
 You may notice there are no rules for alternate ammunition and equipment upgrades in the new 
requisition system. This is because these systems are either being removed or replaced.  
 
 Alternate ammunition is a system that is being entirely removed. The higher tiered bullets system does not 
really fit into the fluff of Halo, and it seems weird to having some bullets be simply better than others. It also entered 
into weird requisition systems of players seeing how much expensive bullets they could fill up on. Players were also 
able to gain expensive bullets much more early than intended.  
 
 Weapon and armor upgrades, as they are now, are also going away, but not entirely. Instead, they are 
being replaced with an equipment upgrade template system. For example, you might want a Recon Submachine gun, 
to get a model with a suppressor and a few other modified traits. Mods will have benefits and downsides but will be 
by in large better. Moded weapons will be able to be requisitioned. We will reveal mods when we process the official 
Halo update. 
 

Spartan Armor Powers 
 A spartan can still requisition an armor power on mission deployment. Requisitioning an armor power can 
be done once per mission, and costs 10 requisition points.  



6 
 

Squad Requisition System 
 As stated before, you will now purchase squadron members with the same requisition system you use for your own 
personal gear. However, that is not the only change. The old squadron system, which involved purchasing NPCs out of the 
bestiary, is now gone. Instead, there will be generic NPCs that you can purchase and that automatically scale in power with you 
as you level up. 
 
 As a human character, your only options for a squad member is the human marine. You can purchase a human 
marine squad member for 5 requisition points, up to your maximum squad value (normally 3). You form a unit as before with 
your marines. The marines has a simplified record sheet as listed below that shows their basic combat attributes. You will 
notice the marines do not have skill ranks, or ability scores. This is to keep them simplified and easy to keep track of, and also to 
make scaling them easier.  
 
 As you level up, your marine squad members improve based on the table below. They will frequently increase an 
attribute every even 2 levels (even levels), every three levels (every level divisible by 3), every 5 levels, or every 10 levels. This 
gives them easy, scaling attributes that don’t require recalculating.   

 

Human Marine 
Requisition Points: 5 
Life: 2   Damage Threshold: 18 
Defense: 12  Toughness: 12   Resolve: 12 
Speed: 5   Shift Speed: 1   Morale Bonus: +1 
Space: 1 square  Reach: 1 square    
Damage Resistance: 7 
Attack Bonus: +1 

Primary Skills (+3 bonus):  Athletics, Perception, Pilot, Tactics 
Secondary Skills (+1 bonus): Acrobatics, Endurance, Science, Stealth 
Equipment: Battle Armor (included in profile), Magnum Pistol, Combat Knife, one primary weapon chosen from the standard 
gear layouts options for characters 
 
Life: +1 life every 5 levels 
Damage Threshold: +2 damage threshold every 3 levels 
Defense: +1 defense every 2 levels 
Toughness/ Resolve/ Morale Bonus: +1 toughness, resolve, and morale bonus every 3 levels 
Damage Resistance: +1 damage resistance every 3 levels 
Attack Bonus: +1 attack bonus every 2 levels 
Bonus Attack Power Rating: +1 power rating of damage every 10 levels 
Primary Skills: +1 to every 2 levels  
Secondary Skills: +1 every 3 levels 

 
 Many of these values, including life, damage threshold, defenses, and movement speed work the same way they did 
before. Others work differently. 
 
 Attack bonus is the overall attack bonus the squad member gets with their attack when firing on their own. Note that 
this bonus includes their skills and strikes. Generally, the attack bonus is modified by the base accuracy of the weapon, assisted 
attacks with other squad mates, and special fire methods when applicable. Otherwise, this is the attack bonus.  
 
 There is now a category for primary skills and secondary skills. These are the total skill bonuses the character has with 
the different skills. Primary skills are the higher of the two, what the squad member is best at, while secondary skills is their 
weaker attributes. The skill bonus for primary and secondary skills is their total bonus when making those sorts of skill checks. 
 
 Marines don’t have much options for equipment, but you do get to chose a primary battle weapon for your squad 
members. Typically, you want them to use the same type of weapon as your character, so they can assist with attacks, but you 
can also chose for them to provide support with different weapons. Supporting attacks works the same way it does in the 
current version of the game.  
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Specialists 
 To customize your squad beyond picking rifles for marines, you can purchase marines with specialist roles. Every 
marine in your squad can be upgraded to be one type of specialist. A specialist costs an amount of requisition based on the 
default marine cost (5) but modified by the extra cost of the specialist. Thus, hiring a medic, with an extra requisition cost of 3, 
would cost 8 requisition. This allows you to personalize your squad to do whatever you need. A single marine can only be one 
type of specialist, but you can purchase any number of the different types of specialists and any or all of your marines can be 
specialists. 

 

Comms Operator 
+1 requisition 
Comms Gear: A comms operator has a military transmitter. 
Transmit Orders: A comms operator can place command orders for their unit leader using their own standard action. They use 
their leader’s tactics bonus or their own, whichever is higher. They can issue an order in the same action that the unit uses to 
make an attack. Because of their military transmitter, they gain advantage on the tactics skill check and +2 accuracy with any 
artillery strikes. 

 
Engineer 
 +2 requisition 
Engineer Supplies: The battlefield engineer has a plasma torch, hacking tool, and 4 repair kits. 
Technical Expertise: A battlefield engineer mixes combat training with scientific knowledge. For the battlefield engineer, 
science and computers are both primary skills. When the leader needs to make science or computers checks, they can use the 
battlefield engineer’s bonus instead of their own. The engineer also has the equipment to perform 4 vehicular repairs before 
they are out of supplies and can cut through many doors and obstacles given enough time. 
 

Grenadier 
 +5 requisition 
Heavy Weapon’s Specialist: In addition to their primary weapon, the grenadier carries a grenade launcher or missile launcher. 
When firing this weapon, they can fire at a different target than the rest of their squad, assuming their target is a vehicle, 
object, terrain feature, or an enemy of large-sized or larger.  
Armored Specialist: The grenadier gains +5 damage resistance over a typical marine.  

 

Medic 
+3 requisition 
Triage: A medic can perform first aid on the squad leader or try to revive dropped squad members. They have six medipacks 
they can use heal or revive allies. They can perform medicine in the same standard action used by the unit to fire. If a squad 
member is dropped but not killed, they can spend a medipack to revive them with 1 life. Otherwise, they can use their 
medipacks to either restore 2 life to a wounded squad member or perform a normal heal action on their squad leader or any 
other adjacent ally. Medicine is also a primary skill for the medic.  
 
 

Pilot 
+5 requisition 
Independent Pilot: The pilot can function independently as the pilot of a vehicle that was requisitioned by the player or called 
down using command abilities. While they control a vehicle, they are not in the player character’s unit, although their vehicle 
may carry the player’s unit. The NPC controlled vehicle does still act on the player’s autonomy and need to stay close to them. 
As always for a squad member, those NPCs still follow normal rules for life and lack of strikes and attack overages, although 
they still use the vehicle’s hit points. The pilot has piloting as a primary skill and have an effective ranks of the pilot skill equal to 
½ their pilot bonus. This is for determining whether the pilot can control a vehicle and how their skill relates to vehicle traits 
such as Extremely Maneuverable.  
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Saboteur 
 +3 requisition 
Explosives Supply: The saboteur has eight explosives pulled from the following list: breaching charge, demolition charge, 
fragmentation grenade, or land mine. 
Demolitions Expert: Any explosives used by a unit with a saboteur gains +5 penetration. In addition, the saboteur can act on 
their own to plant explosives where directed by their commander. When they plant explosives they can choose to key them 
into their remote detonator at the same time. When the unit performs an attack action, the saboteur can spend their standard 
action to activate their remote detonator.  
 

Scout 
 +2 requisition 
Reconnaissance Gear: All the scout’s pistols and rifles have the Suppressed weapon trait. These scouts also have a survival kit, a 
grappling hook launcher, and a smoke grenade. 
Stealth Troopers: While in a unit with the leader character, if the leader has the Hidden condition, the scout has it as well. If 
apart from the leader, the scout can gain stealth as a standard action as long as they have cover or concealment and are at least 
3 squares away from any enemy. Stealth troopers also have stealth as a primary skill and gain +2 move speed. 
 

Sniper 
+4 requisition 
Sniper Rifle: The sniper specialist gains access to a sniper rifle as their primary weapon.   
Precision Marksman: The sniper specialist gains +2 accuracy and +1 power rating of damage with their sniper rifle. 
 

Veteran 
+6 requisition 
Skilled Combatant: The veteran marine gains +2 to the following attributes: life, attack accuracy, defense, toughness, resolve, 
morale bonus, damage resistance, and damage threshold.  
 

Requisitioning Vehicles 
 Using the new requisition system, players can requisition vehicles for their missions. The requisition costs are 
drastically lower than the comparative costs for purchase, making requisitioning vehicles cheaper and more useful than they 
were in the previous edition.   
 

UNSC Handbook 
Hornet: 20 requisition 
Mantis: 18 requisition 
Mongoose: 7 requisition 
Pelican (fully armed, rear turret): 55 requisition 
Pelican (No missile pods, rear turret): 45 requisition 
Scorpion: 25 requisition 
Warthog (chaingun): 10 requisition 
Warthog (gauss cannon): 12 requisition 
Warthog (transport): 9 requisition 
 

Advanced Warfare 
Colossus: 60 requisition 
Condor Transport: 70 requisition 
Condor G81: Cannot be requisitioned 
Cyclops: 10 requisition 
Darter: 12 requisition 
Elephant: 50 requisition 
Gremlin Combat Support: 25 requisition 
Jackrabbit: 8 requisition 
Kodiak: 28 requisition 
Nightingale: 32 requisition 
Cobra: 25 requisition 
Vulture Gunship: 60 requisition 
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Covenant Requisition Rules 
 Covenant requisition rules function similar to UNSC, with some differences. The slots you can fill for Covenant 
equipment are: 
 
Primary Weapon: Your main battle rifle or heavy weapon 
Secondary Weapon: Your backup weapon 
Close Quarters Weapon: This is a compact weapon mean for close quarters combat.  
Armor: Your chosen set of armor 
Supply Kits: A supply kit is an equipment belt loaded with usable supplies. You start with one equipment belt filled with 
supplies, and can purchase up to 2 more, each one loaded with the supplies you require. 
Backpack: You can have one back slot item. Normally, a back slot item is your backpack that is filled with two supply kits worth 
of items, minus the equipment belt itself. There are some alternate items you can fill your backpack with.  
Squad Member: For Covenant characters, you have four different options for squad members, based on different Covenant 
races. The races you have as an option for Covenant squad members depends on what race your character is: 
 -Grunts: Grunts can only have grunt squad members 
 -Jackals: Jackals can have grunt or jackal squad members 
 -Elites: Elites can have grunt, jackal, or elite squad members 
 -Brutes: Brutes can have grunt, jackal, or brute squad members  

 

Standard Gear Layouts 
 
Primary Weapon: For your primary weapon, you can always select ONE of the following weapons: plasma pistol, needler, 
carbine, plasma rifle, or storm rifle. In addition, Jiralhanae characters can chose a mauler or spiker 
 
Armor: Every character gains the combat harness associated with their own race. 
 
Supply Kits: Every character starts with 1 equipment belt with 3 slots of ammunition for any of their weapons, 2 plasma 
grenades, and a holster for a knife or pistol.. 
 
Backpack: Every character starts with 1 backpack with nothing in it. 
 

Primary Weapon Upgrades 
 Covenant characters can upgrade their primary weapon to one of the following weapons. Note that some Covenant 
weapons have race requirements.  
 
Beam Rifle: +5 
Concussion Rifle: +5 
Needle Rifle: +2 
Plasma Repeater: +3 
Brute Shot: +10 (Jiralhanae only) 
Fuel Rod Gun: +10 
Plasma Cannon: +15 
Gravity Hammer: +15 (Jiralhanae only) 
 

Secondary Weapon 
 Secondary weapons are important for customizing your arsenal. 
 
Plasma Pistol: +2 
Directed Energy Heavy Shield: +2 (Jackal only) 
Directed Energy Light Shield: +1 per shield (Jackal only) 
Needler: +2 
Mauler: +2 (Jiralhanae only) 
Carbine: +5 
Plasma Rifle: +5  
Spiker: +5 (Jiralhanae only) 
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Storm Rifle: +5 
Beam Rifle: +10 
Concussion Rifle: +10 
Needle Rifle: +7 
Plasma Repeater: +8 
 

Close Quarters Weapon 
 Close quarters weapons include pistols and melee weapons. Covenant do not have a close combat weapon by default 
but have a number of attractive close combat options. 
 
Combat Knife: +1 
Combat Blade: +3 
Energy Sword: +10 (Sangheili only) 
Plasma Pistol: +2 
Needler: +2 
Mauler: +2 
 

Supply Kits 
 You have 2 additional equipment belt slots, allowing you to requisition two more equipment belts and the requisite 
supplies. These are known as supply kits; belts full of themed supplies you can carry into an operation. Most supply kits have 
options. You chose what you want to fill the slots with out of the options presented. You can buy more than 2 supply kits to 
load your backpack with additional supplies (see Backpacks below) 
 
Empty Belt 
Requisition Cost 0 
Equipment Belt with 6 empty inventory slots 
 
Arms Kit 
Requisition Cost 1 
Equipment Belt with 6 inventory slots of ammunition or plasma grenades 
 
Explosives Kit 
Requisition Cost 2 
Equipment Belt with 6 inventory slots of plasma grenades, firebombs, flash grenades, plasma charges, plasma mines, and spike 
grenades. 
 
Medical Kit 
Requisition Cost 1 
Equipment Belt with 6 inventory slots of medipacks.  
 
Rations Kit 
Requisition Cost 1 
Equipment Belt with 6 inventory slots filled with rations 
 
Exploration Kit 
Requisition Cost 2 
Equipment Belt with 6 inventory slots of air tanks, methane tanks, energy bindings, binoculars, scanning devices, navigation 
units, or rations. 
 
Engineer’s Kit 
Requisition Cost 2 
Equipment Belt with 6 inventory slots of laser cutters, repair kits, hacking tools, data disks, and hand consoles. If you are a 
battlefield engineer character, you can also include basic science devices in this kit. 
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Science Device Kit 
Requisition Cost 2 
Equipment Belt with 6 inventory slots of basic or advanced science devices. You must have the requisite battlefield engineer 
specializations in order to take basic or advanced science devices. 

 

Backpack 
 Backpacks work the same for Covenant characters as they do for UNSC characters. They can be filled with supply kits 
or mix supply kits with generic supplies. The generic supplies filled in the backpack for 2 requisition points are beacons, trauma 
kits, grappling hook launchers, medipacks, repair kits, survival kits, or science devices (any type allowed by specialization, 
including master.  
 
 Unlike the UNSC backpack, you cannot replace a covenant backpack for a jetpack or similar item. 
 

Squad Requisition System 
 The requisition system has changed in a similar way for Covenant characters. However, as mentioned before, you 
have four different options for squad members, based on different Covenant races. The races you have as an option for 
Covenant squad members depends on what race your character is: 
 -Grunts: Grunts can only have grunt squad members 
 -Jackals: Jackals can have grunt or jackal squad members 
 -Elites: Elites can have grunt, jackal, or elite squad members 
 -Brutes: Brutes can have grunt, jackal, or brute squad members  
 
 Each different race of squad member has their own statistics, weapon loadouts, scaling benefits, and different 
specialists they can recruit. This section will discuss the different squad members one at a time.  

 

Grunt 
Requisition Points: 4 
Life: 2   Damage Threshold: 18 
Defense: 11  Toughness: 11   Resolve: 10 
Speed: 5   Shift Speed: 1   Morale Bonus: +2 
Space: 1 square  Reach: 1 square    
Damage Resistance: 7 
Attack Bonus: +2 

Primary Skills (+3 bonus):  Athletics, Acrobatics, Influence, Perception, Pilot 
Secondary Skills (+1 bonus): Endurance, Science, Stealth, Tactics 
Equipment: Unggoy Combat Harness (included in profile), Plasma Pistol 
 
Life: +1 life every 5 levels 
Damage Threshold: +2 damage threshold every 3 levels 
Defense: +1 defense every 2 levels 
Toughness: +1 toughness every 3 levels 
Resolve/ Morale Bonus: +1 resolve and morale bonus every 4 levels 
Damage Resistance: +1 damage resistance every 3 levels 
Attack Bonus: +1 attack bonus every 2 levels 
Bonus Attack Power Rating: +1 power rating of damage every 10 levels 
Primary Skills: +1 to every 2 levels  
Secondary Skills: +1 every 3 levels 
 

Grunt Specialists 
 These are the options of specialist customization for grunts.  
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Grunt Major 
 +3 requisition 
Advanced Weaponry: The grunt replaces their plasma pistol with a plasma rifle or needler 
Senior Unggoy: The grunt gains +2 damage resistance and +1 life.   
 

Grunt Heavy 
 +5 requisition 
Heavy Weapon’s Specialist: In addition to their primary weapon, the grunt heavy carries a fuel rod cannon. When firing this 
weapon, they can fire at a different target than the rest of their squad, assuming their target is a vehicle, object, terrain feature, 
or an enemy of large-sized or larger.  
Armored Specialist: The grunt heavy gains +4 damage resistance over a typical grunt.  

 
Grunt Medic 
+3 requisition 
Triage: A grunt medic can perform first aid on the squad leader or try to revive dropped squad members. They have six 
medipacks they can use heal or revive allies. They can perform medicine in the same standard action used by the unit to fire. If 
a squad member is dropped but not killed, they can spend a medipack to revive them with 1 life. Otherwise, they can use their 
medipacks to either restore 2 life to a wounded squad member or perform a normal heal action on their squad leader or any 
other adjacent ally. Medicine is also a primary skill for the medic.  
 

Grunt Morale Officer 
 +2 requisition 
Rally the Gang: The grunt is very adept at rallying the horde. When the squad takes a standard action to attack, a single morale 
officer can spend an action to rally the squad. As long as a single target was hit by the squad’s attacks, the squad gains 1 
morale.  
 

Grunt Pilot 
+5 requisition 
Independent Pilot: The grunt pilot can function independently as the pilot of a vehicle that was requisitioned by the player or 
called down using command abilities. While they control a vehicle, they are not in the player character’s unit, although their 
vehicle may carry the player’s unit. The NPC controlled vehicle does still act on the player’s autonomy and need to stay close to 
them. As always for a squad member, those NPCs still follow normal rules for life and lack of strikes and attack overages, 
although they still use the vehicle’s hit points. The pilot has piloting as a primary skill and have an effective ranks of the pilot 
skill equal to ½ their pilot bonus. This is for determining whether the pilot can control a vehicle and how their skill relates to 
vehicle traits such as Extremely Maneuverable.  
 

Suicide Grunt 
+1 requisition 
Suicide Troops: Grunts have no weapons except for 2 plasma grenades.  
Suicidal Rush: When the squad makes a standard action to attack and the suicide grunt still has a plasma grenade, they can 
send the suicide grunt forward in a destructive rush. The grunt makes an immediate move action outside the unit. At the end of 
the movement, they explode with two plasma grenade in hand, killing themselves and heavily damaging nearby enemies. They 
gain +5 accuracy with the plasma grenades when they are used in this way.  

 

Jackal 
Requisition Points: 6 
Life: 2   Damage Threshold: 18 
Defense: 13  Toughness: 11   Resolve: 10 
Speed: 6   Shift Speed: 1   Morale Bonus: +2 
Space: 1 square  Reach: 1 square    
Damage Resistance: 6 
Attack Bonus: +2 

Primary Skills (+3 bonus):  Athletics, Acrobatics, Perception, Stealth 
Secondary Skills (+1 bonus): Endurance, Influence, Tactics 
Equipment: Kig-Yar Combat Harness (included in profile), Plasma Pistol OR Carbine 
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Life: +1 life every 5 levels 
Damage Threshold: +2 damage threshold every 3 levels 
Defense: +1 defense every 2 levels 
Toughness/ Resolve/ Morale Bonus: +1 toughness every 3 levels 
Resolve/ Morale Bonus: +1 resolve and morale bonus every 4 levels 
Damage Resistance: +1 damage resistance every 4 levels 
Attack Bonus: +1 attack bonus every 2 levels 
Bonus Attack Power Rating: +1 power rating of damage every 10 levels 
Primary Skills: +1 to every 2 levels  
Secondary Skills: +1 every 3 levels 
 

Jackal Specialists 
 These are the options of specialist customization for jackals. 

 
Jackal Engineer 
 +2 requisition 
Engineer Supplies: The jackal engineer has a laser cutter, hacking tool, and 4 repair kits. 
Technical Expertise: A jackal engineer is trained in science and technology, and solves technical problems for advanced units. 
For the jackal engineer, science and computers are both primary skills. When the leader needs to make science or computers 
checks, they can use the jackal engineer’s bonus instead of their own. The jackal engineer also has the equipment to perform 4 
vehicular repairs before they are out of supplies and can cut through many doors and obstacles given enough time. 

 
Jackal Saboteur 
 +3 requisition 
Explosives Supply: The jackal saboteur has eight explosives pulled from the following list: plasma grenades, firebombs, plasma 
charges, and spike grenades 
Demolitions Expert: Any explosives used by a unit with a jackal saboteur gains +5 penetration. In addition, the saboteur can act 
on their own to plant explosives where directed by their commander. Must of their planted explosives operate off of a timer. 

 
Jackal Shield Bearer 
 +4 requisition 
Shield and Pistol: The jackal shield bearer is equipped with a plasma pistol and a heavy directed energy shield instead of the 
normal weapon options 
Shield Bearer: When the leader’s squad is hit, they can allocate the hit to a shield-bearing jackal. If they do, roll a d20. On a 12+, 
the attack is negated. If they suffer multiple hits from a burst weapon, only one hit can be allocated to the jackal, as normal 

 
Jackal Shield Bearer Major 
 +6 requisition 
Shield and Pistol: The jackal shield bearer is equipped with a plasma pistol and a heavy directed energy shield instead of the 
normal weapon options 
Shield Bearer: When the leader’s squad is hit, they can allocate the hit to a shield-bearing jackal. If they do, roll a d20. On a 12+, 
the attack is negated. If they suffer multiple hits from a burst weapon, only one hit can be allocated to the jackal, as normal 
Senior Kig-Yar: The jackal gains +2 damage resistance and +1 life.   
 

Jackal Sniper 
+4 requisition 
Jackal Marksman: The sniper specialist gains access to a beam rifle or needle rifle as their primary weapon.   
Headhunter: The sniper specialist gains +2 accuracy and +1 power rating of damage with their sniper rifle. 
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Elite 
Requisition Points: 12 
Life: 6   Damage Threshold: 22 
Defense: 14  Toughness: 14   Resolve: 14 
Speed: 6   Shift Speed: 1   Morale Bonus: +2 
Space: 1 square  Reach: 1 square    
Damage Resistance: 10 
Attack Bonus: +3 

Primary Skills (+3 bonus):  Athletics, Acrobatics, Pilot, Tactics 
Secondary Skills (+1 bonus): Endurance, Influence, Lore, Medicine 
Equipment: Sangheili Combat Harness, one primary weapon chosen from the standard gear layouts options for characters, 
Plasma Grenade 
 
Challenge Accepted: When in a squad with an elite leader, elite minors 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.  
 
Life: +1 life every 4 levels 
Damage Threshold: +2 damage threshold every 2 levels 
Defense/ Toughness/ Resolve/ Morale Bonus: +1 defense, toughness, resolve, and morale bonus every 2 levels 
Damage Resistance: +1 damage resistance every 3 levels 
Attack Bonus: +1 attack bonus every 2 levels 
Bonus Attack Power Rating: +1 power rating of damage every 10 levels 
Move Speed: +1 move speed every 10 levels 
Primary Skills: +1 to every 2 levels  
Secondary Skills: +1 every 3 levels 
 

Elite Specialists 
 These are the options of specialist customization for elites. 
 

Elite Support Staff 
 +5 requisition 
Medical Support: An elite support staff can perform first aid on the squad leader or try to revive dropped squad members. They 
have six medipacks they can use heal or revive allies. They can perform medicine in the same standard action used by the unit 
to fire. If a squad member is dropped but not killed, they can spend a medipack to revive them with 1 life. Otherwise, they can 
use their medipacks to either restore 2 life to a wounded squad member or perform a normal heal action on their squad leader 
or any other adjacent ally. Medicine is also a primary skill for the support staff.  
Tactical Support: An elite support staff can place command orders for their unit leader using their own standard action. They 
use their leader’s tactics bonus or their own, whichever is higher. They can issue an order in the same action that the unit uses 
to make an attack.  
 

Elite Heavy Weapon Trooper 
 +4 requisition 
Heavy Weapon’s Specialist: In addition to their primary weapon, the elite heavy carries a fuel rod cannon or a plasma cannon. 
When firing this weapon, they can fire at a different target than the rest of their squad, assuming their target is a vehicle, 
object, terrain feature, or an enemy of large-sized or larger.  
 

Elite Veteran 
 +6 requisition 
Extra Weapons: In addition to their primary weapon, the elite can pick a weapon from the secondary weapon category of 
Covenant weapons. This weapon must cost 5 requisition or less. The elite also gains 2 plasma grenades and a combat blade. 
Lethal Elite: The elite gains +3 damage resistance, +2 damage threshold, and +1 life.   
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Brute 
Requisition Points: 12 
Life: 6   Damage Threshold: 30 
Defense: 11  Toughness: 16   Resolve: 11 
Speed: 6   Shift Speed: 1   Morale Bonus: +1 
Space: 1 square  Reach: 1 square    
Damage Resistance: 11 
Attack Bonus: +2 

Primary Skills (+3 bonus):  Athletics, Acrobatics, Pilot, Tactics 
Secondary Skills (+1 bonus): Endurance, Influence, Lore, Medicine 
Equipment: Jiralhanae Combat Harness, one primary weapon chosen from the standard gear layouts options for characters, 
Spiker Grenade 
 
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.  
 
Life: +1 life every 3 levels 
Damage Threshold: +2 damage threshold every 2 levels 
Defense/ Toughness: +1 defense and toughness per 2 levels 
Resolve/ Morale Bonus: +1 resolve and morale bonus every 3 levels 
Damage Resistance: +1 damage resistance every 3 levels 
Attack Bonus: +1 attack bonus every 2 levels 
Bonus Attack Power Rating: +1 power rating of damage every 10 levels 
Primary Skills: +1 to every 2 levels  
Secondary Skills: +1 every 3 levels 
 

Brute Specialists 
 These are the options of specialist customization for brutes. 
 

Brute Bodyguard 
 +6 requisition 
Vicious Protector: The brute body guard has +4 damage threshold and +2 life. If the squad suffers any attacks against them, the 
brute bodyguard must take at least one of the hits. If an attack hits the brute body guard for damage equal to their damage 
threshold, they do not go down. Instead, they lose twice as much life.* 
*When using the new alternate squad life system (see rules changes later on), the brute bodyguard takes 1 less life damage 
from all sources, to a minimum of 1. This is instead of taking extra life damage for a critical hit, because that is now baseline.  
 

Brute Heavy Weapon Trooper 
 +4 requisition 
Heavy Weapon’s Specialist: In addition to their primary weapon, the brute heavy carries a fuel rod cannon, brute shot, or 
plasma cannon. When firing this weapon, they can fire at a different target than the rest of their squad, assuming their target is 
a vehicle, object, terrain feature, or an enemy of large-sized or larger.  
 

Brute Veteran 
 +6 requisition 
Extra Weapons: In addition to their primary weapon, the brute can pick a weapon from the secondary weapon category of 
Covenant weapons. This weapon must cost 5 requisition or less. The brute also gains 2 spiker grenades and a combat blade. 
Brutal Warrior: The brute gains +3 damage resistance, +2 damage threshold, and +1 life.   
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Requisitioning Vehicles 
 These are the vehicles that can be requisitioned for Covenant characters in the Halo RPG. A separate section is 
included for vehicles of the Banished sub-faction. Only banished can requisition these vehicles.     
 

Covenant Handbook 
Banshee: 18 requisition 
Chopper: 10 requisition 
Ghost: 8 requisition 
Phantom: 50 requisition 
Prowler: 15 requisition 
Spectre: 15 requisition 
Spirit: 46 requisition 
Wraith: 23 requisition 
 

Advanced Warfare: Covenant Vehicles 
Locust: 26 requisition 
Vampire: 36 requisition 
 

Advanced Warfare: Banished Vehicles 
Blisterback: 35 requisition 
Marauder: 18 requisition 
Reaver: 22 requisition 
Shroud: 30 requisition 
 

Future Update Content Coming 
 These are just a preview of the changes coming to the Halo RPG with the next update. While this is important for 
people going ahead and playing the new rules, there are many other changes coming to the Halo RPG with the next update.  

Updated Rules 
 Halo will receive an update to encounter rules, talents, and skills that will bring it up with the changes that have 
occurred in StarCraft. Most of these will be changes you have seen before in StarCraft, such as combat augmentation 
adjustments, talents like defensive fighting and power strike, and encounter rules with details such as order of operations. 

ODST Background 
 By popular request, the UNSC handbook will receive the new human background, the Orbital Drop Shock Trooper, or 
ODST. Previously, ODST characters were to be represented as high level versions of the marine maverick and marine field 
commander classes but are now going to be their own field. The ODST will be a high powered human, that lacks the focus and 
attributes of the Spartan, but makes up for it with tactics, teamwork, and the ability to change their focus from mission to 
mission. There will also be a lot of different varieties you can chose for an ODST, allowing you to build a full ODST squad. 

Squad Life Changes 
 We are proposing a new change to how squad life works, to make minions less expendable and generally more tough. 
While the change to the squad member system in general allows for tougher minions, we are proposing more changes. 
Essentially, when a squad member takes a hit, they lose 1 life, +1 life lost for each hailfire the attack had, and +1 life lost for 
each wound they would suffer on damage versus damage threshold. This prevents minions from going down the moment their 
damage threshold is surpassed, making them die very quickly. We’ll have to see in practice how this effects squad characters, 
but it should make them much better. 
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Experience Reward Changes 
 As calculating experience in Halo is very challenging, we are going away from an experience point system, and going 
to a more narrative system; milestones, as they call it these days. You will have a number of achievements you will need to gain 
in order to level, achievements gained by completing encounters and fulfilling mission objectives.  

NPC Changes 
 This is a pretty big one. There are going to be lots of changes to NPCs across all books. First, NPCs are generally going 
to lose squadrons and command powers, at least in the form they have them right now. Instead, NPCs will have specific 
command abilities, similar to command powers, but simplified so that NPCs can make better use of them. Every NPC with these 
powers will be able to spend a standard or full-round action to instantly unleash a command power on the players. In the 
meantime, enemies will not have squadrons of their own any more, but they will often have mechanics such as summoning or 
bolstering minions instead.  
 
 In addition to this, many new enemies are going to be added to the game. Many of these enemies were originally 
going to come out in the next Halo supplement, but now they are going to be coming out in this resource instead. The game 
needs more base faction NPCs, and the next Halo supplement is being pushed increasingly farther back. Expect things like 
covenant ultras, zealots, field marshals, human insurrectionists, and more.  
 
 Finally, we will be working on balance tweaks for the baseline NPCs. Most of them are a little weak now for their 
level, and they will become even weaker when we take away weapon mods and specialist ammos. We will probably introduce a 
trait system that scales enemies in power based on their level, sort of like what we are implementing in Doom. I haven’t figured 
out how this will work yet. 

Weapon Mods 
 Replacing weapon and armor upgrades, will be the weapon mod system. Essentially, any weapon or armor can be 
purchased with extra requisition to be a modded version of itself with tweaked stats. These mods will frequently increase or 
decrease the stats on a weapon or armor. Some work in progress examples of a few: 
 
-UNSC Suppressed Recon Weapon: Weapon has a suppressor, -1 accuracy 
-UNSC Spartan Field Weapon: Weapon suffers -1 base range and -1 accuracy, but gains +1 power rating and gains +5 accuracy 
with used with the Assault spartan focus action 
-Covenant Overcharged Plasma Weapon: Weapon gains +1 power rating and +1 strike of fire, but also gains +4 on overheat 
checks  
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