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A Mv CM DP Pts Type Category S+C LZ T Special

Eden 4 20”
A, 

P5+
3 40 Aircraft Gate 1 L A3

A Mv CM DP Pts Type Category S+C LZ T Special

Gaia 4 20”
A, 

P5+
5 70 Aircraft Gate 1 L A9

A Mv CM DP Pts Type Category S+C LZ T Special

Spirit 4 20”
A, 

P5+
5 40 Aircraft Gate 1 S B2

A Mv CM DP Pts Type Category S+C LZ T Special

Thunderbird 5 20”
A, 

P5+ 
e+2

1 38 Aircraft Support 1-4 S -

WEAPONS E SH AC R(F) R(C) MF ARC Special

Charged Atmosphere 6 3 3+ 4” 4” 10” F/S/R AA, Side Effect*

WEAPONS E SH AC R(F) R(C) MF ARC Special

Charged Atmosphere 6 3 3+ 4” 4” 10” F/S/R AA, Side Effect*

WEAPONS E SH AC R(F) R(C) MF ARC Special

Charged Atmosphere 6 3 3+ 4” 4” 10” F/S/R AA, Side Effect*

WEAPONS E SH AC R(F) R(C) MF ARC Special

Short Barrel Guass 
Cannon

10 1 3+ ∞ 18” 10” F/S/R

Category: Gates
The Shaltari have access to a special category of unit. Gates function in much the same way as Transports, 
using the same rules with the following exceptions:

Squads embarked in Gates aren’t counted as being inside a single transport. Instead they are counted as 
Dematerialised. To Materialise a squad they simply Disembark from any Gate currently on the board. That 
means that Squads may Embark into one Gate and Disembark from a completely different Gate! Embarking/
Disembarking otherwise follows the usual rules. This also means that Gates ignore the Destroyed Transports 
rules as they will never have anything inside. However, if all Gates are destroyed there is no way for any 
Embarked units to return from the mothership and Disembark, so will count as removed from play.

Any squads that start the game Dematerialised must be declared as such. Those squads may only arrive 
onto the battlefield by Materialising from a Gate.

* This weapon may only be fired as Reaction Fire against Aircraft in the air.

WEAPONS E SH AC R(F) R(C) MF ARC Special

Charged Earth 3 6 3+ 4” 4” 9” F/S/R

A Mv CM DP Pts Type Category S+C T Special

Haven 7 9”
A, 

P5+
2 20 Vehicle Gate 1

B2, 
a1.5

Skimmer



V2.4.1

WEAPONS E SH AC R(F) R(C) MF ARC Special

Gauss Cannon 10 1 2+ ∞ 24” 4” F/S(L)

Gauss Cannon 10 1 2+ ∞ 24” 4” F/S(R)

WEAPONS E SH AC R(F) R(C) MF ARC Special

Gauss Cannon 10 1 2+ ∞ 24” 4” F/S(L)

Gauss Cannon 10 1 2+ ∞ 24” 4” F/S(L)

Twin Ion Cannons 6 4 3+ 18” 18” 4” F/S/R AA

WEAPONS E SH AC R(F) R(C) MF ARC Special

Particle Cannon 13 1 2+ ∞ ∞ 2” F/S/R
Demolisher-D3+2, Awesome 

Firepower*

A Mv CM DP Pts Type Category S+C T Special

Coyote 9 4”
A, 

P4+
4 100 Vehicle Command 1 a3 Walker, Eject*

A Mv CM DP Pts Type Category S+C T Special

Command 
Module

6 0”
A, 

P3+
1 0 Vehicle Command 1 a1

A Mv CM DP Pts Type Category S+C T Special

Jaguar 9 4”
A, 

P4+
4 110 Vehicle Heavy 1-2 a3 Walker

A Mv CM DP Pts Type Category S+C T Special

Ocelot 9 4”
A, 

P4+
4 95 Vehicle Heavy 1-2 a3 Walker

* If this unit is destroyed, roll a D6. On a 2+ place a token on the 
battlefield anywhere you can place a Small LZ template within 4D6” of the 
destroyed Unit, no more than 6” above ground level. If the token cannot be 
placed, it is destroyed. This token counts as a Command Module.

* This weapon ignores ALL countermeasures, including Passive ones!

WEAPONS E SH AC R(F) R(C) MF ARC Special

Gauss Cannon 10 1 2+ ∞ 24” 6” F/S/R

WEAPONS E SH AC R(F) R(C) MF ARC Special

Twin Ion Cannons 6 4 3+ 18” 18” 4” F/S/R AA

A Mv CM DP Pts Type Category S+C T Special

Tomahawk 7 9”
A, 

P5+
1 35 Vehicle Standard 3-9 a1 Skimmer

A Mv CM DP Pts Type Category S+C T Special

Kukri 7 9”
A, 

P5+
1 40 Vehicle Standard 3-9 a1 Skimmer



V2.4.1

* Warsuit: This unit’s Active Countermeasures only take effect against 
weapons of E6 or less. In addition, hit from Collatoral Damage will always 
damage this unit on a 5+.

* Warsuit: This unit’s Active Countermeasures only take effect against 
weapons of E6 or less. In addition, hit from Collatoral Damage will always 
damage this unit on a 5+. 
** Incapacitate: Firstborns may use their Wave Pistols to render opponents 
helpless during CQB’s. You may discard 2 dice contributed by Firstborns in 
Step-1 of a CQB Fight Sequence in order to negate 1 dice of an enemy base in 
that fight sequence. This may be done up to 3 times per Firstborn base.

WEAPONS E SH AC R(F) R(C) MF ARC Special

Light Ion Cannon 6 1 3+ 18” 18” 6” F/S/R AA

A Mv CM DP Pts Type Category S+C T Special

Yari B 5 12”
A, 

P5+
1 25 Vehicle Scout 2-8 a1, 

b1
Skimmer

WEAPONS E SH AC R(F) R(C) MF ARC Special

Discus Launchers 3 8 3+ 18” 6” 3” F/S/R RW-4, SA-7, AB

Gauss Rifle 9 1 2+ ∞ 18” 0” F/S/R SC

WEAPONS E SH AC R(F) R(C) MF ARC Special

Energy Swords 6 3 2+ CC CC 3” F/S/R RW-1

A Mv CM DP Pts Type Category CQB F S+C T Special

Braves 4 3” A* 3 35 Infantry Troops 2 3+
2 

B2B b1 Warsuit*

A Mv CM DP Pts Type Category CQB F S+C T Special

Firstborn 4 3” a* 3 48 Infantry Troops 4 3+
2 

B2B b1

Warsuit*, 
Dodge 4+, 

Incapacitate**

WEAPONS E SH AC R(F) R(C) MF ARC Special

Twin Heavy Ion Cannons 7 4 3+ 18” 18” - N Alt-1, AA

Gauss Cannon 10 1 2+ ∞ 24” - N Alt-1

A CM DP Pts Type Category S+C LZ Special

Warspear 5
A, 

P5+
1 45 (230) Aircraft Airstrike 2 Wide S

* This weapon ignores Soft Cover.

WEAPONS E SH AC R(F) R(C) MF ARC Special

Microwave Gun 4 6 2+ 12” 12” 6” F/S Through Cover*

A Mv CM DP Pts Type Category S+C T Special

Yari A 5 12”
A, 

P5+
1 20 Vehicle Scout 2-8 a1, 

b1
Skimmer


