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CREDITS

ALPHA RULES

The rules and information in this book are not the final version, nor are they complete.  We have put together the 
core base rules for those that are interested in playing, testing and previewing what we are working on.  We did 
not throw everything into it yet as there are certain aspects we are still fine tuning. As we update and make 
changes we will add additional content and rules to this pdf. These rules are the basics to help players learn and 
dive into the game so they can experience the overall gameplay.  

Please keep in mind that there is still balancing and tweaking happening. Since we are in an Alpha Stage that 
means that names, images, and the direction/design of the game may change. We are constantly evolving this to 
new levels until we are ready to enter into the Beta Stage. That also means we want to have your input and hear 
from you. 

We do not want to only bring you great looking miniatures but want to also cultivate a good community who 
truly are part of this project with us.  We have the core and path planned that we want to travel but we are 
human, which means we can miss things. By working with the community we want to create a fun and versatile 
ruleset together. After all we could never do this without the support of our backers and bringing this universe to 
life wouldn?t be completely possible. 

Thank you! 
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?Older men declare war. But it is the youth that must 
fight and die.? - Herber t  Hoover

Unit ed Republic Transpor t  Raiden
Fif t y Kilom et ers Sout h of  Osiran Valley
Menapoli Concord, Anazi Dynast y
12 March 5137

Sergeant Nathan Black unstrapped from his seat, 
moving up front to the cockpit to verify they were 
closing in on their destination. He could have easily 
used his wristcom to check their location with the GPS 
but he didn?t have a lot of faith in fancy electronics. He 
was a very old school person that prefered to hold a 
book in his hands while reading, instead of words 
floating in front of him in a holo. He liked to see with his 
own eyes, instead of looking through his HUD of his 
helmet, seeing a digitized version of the real world.

After verifying the position, he turned back to face his 
team. A small fireteam of Delta Defenders, the main 
front line troops for the United Republic. Ramirez and 
John were veterans who have served with him before, 
Kyle was the third and a new recruit fresh out of the 
Academy. They were all checking their gear, verifying 
their electronics was working, checking ammo, supplies 
and their weapons. 

?LISTEN UP!? he shouted making sure everyone could 
hear him. ?We are coming up to the Alpha LZ soon. Beta 
and Charlie fireteams will be deploying at Delta LZ, 
while we work our way flanking from Alpha.?

Ramirez put his rifle down, leaning it against his leg. 
?Sarge, who is running this Op??

Nathan quickly debated if he really wanted to say. He 
was still upset he got outbid for command but that 
wasn?t the reason, he knew no one was going to like the 
answer. ?Lieutenant Dmitriyev is running the show.?

John bolted up knocking his helmet from his lap to the 
ground. ?No, no, no. Seriously?? he said in frustration, 
starting to pace back in forth in the small space. ?I am 
not going to become kool-aid. We?ll be lucky to get out 
of this one piece. The Wolf only cares about advancing 
her career and she doesn?t care how many bodies pile 
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up. She sure doesn?t give a frag about us.?

Nathan stepped forward stopping John from pacing, 
grabbing his chestplate and pulling him close butting 
his head against his. ?Can it! I don?t care what you think 
about her, she is our commander for this Op and we?ll 
follow her lead.? He released John with a heavy sigh. 
John  needs to get his head in the game, not to mention 
they didn?t need to spook the greenie. 

?Yes sir, sorry sir!? John said as he turned to bend down 
and pick up his helmet. He brushed his fingers over it, 
dusting it off, even though it wouldn?t have gotten dirty 
from the transport?s floor. He took his seat and buckled 
back in. 

?No need for formalities. We all want to advance our 
careers or did you want to live forever in the Bad Lands 
dealing with Code Zeroes? We serve because we are 
trying to earn our way to the Core, for ourselves and 
our families.?

He moved towards his seat, pausing and looking at each 
of his men in the eyes before speaking. ?You are all just 
lucky I don?t have family, so you bastards are my 
responsibilit ies. We follow orders, we get in, we secure 
the objectives, get the intel and get out. No one is going 
to be killed on my watch.  Check your gear and prep for 
landing.?

Ramirez pointed at Kyle. ?The new guy looks like he?s 
about to puke. I don?t know if it is nerves or he?s never 
dealt with a hot drop before.?

Nathan sat down, securing his harness. ?Take it easy on 
him. He?ll have enough of a time coping with the devils. 
You remember the first time we saw them.?

?Why,? Kyle stuttered out nervously, ?do you call them 
that??

John said, ?No one knows who or what they look like 
under their armor. Rumor has it they were once 
humans but now they are all mutated or monsters. I 
don?t think anyone alive has seen their real face, they 
always wear those masks.?

Ramirez piped in, ?The eyes aren?t natural either, it isn?t 
a human looking at you. But I?d rather deal with a 
mutant any day, then be in Europa?s Code Zero. I?m glad 
we?re not going up against Psions. I can fight what I can 
see, hard to get those Psykes out of your head without 
training.?

Nathan finished checking his drop harness. Powering 
on his electronics he finished fitting his helmet on, 
hearing the swish of the air cycling system of his suit. 
?Wrangle it in,? he spoke into the comms. ?We drop in 
10.? 
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GAME INTRODUCTION

Code Zero is a 32mm miniatures game which simulates 
skirmishes and combat set within a sci-fi universe. 
Players take control of a small squad of troops, broken 
up into fireteams, competing with each other to achieve 
one or several objectives to complete their mission. 
These combat situations take place within a theatre of 
war, on the borders along the Core worlds of various 
factions. This area is often referred to as Code Zero. 

Code Zero is designed to create a cinematic feel of 
gameplay, while reflecting the dynamic ebb and flow of 
the battle that can happen within any given 
engagement. The game systems utilizes a 
action/reaction system that allows both players to 
interact in a method to keep everyone entrenched with 
the battle and interacting with each other. By allowing a 
limited amount of activations between turns it reflects a 
great amount of realism and flexibility, providing 
players with a wide variety of tactical and strategic 
options that they can employ during the game.

GAME COMPONENTS

To play Code Zero you are going to need a few things 
since you won?t have access to all the game 
components at this time. 

Gam e Table - Code Zero is best played on a 4?x4? game 
table. 

Ter rain - The game uses quite a bit of terrain elements. 
Terrain is designed to break up multiple lines of fire 
giving players multiple paths to accomplish their 
objectives. 

Miniat ures - You?ll need about 24 miniatures to proxy 
for the units in the included campaigns. They don?t have 
to match or be correct, just be sure you and your 
opponent know what each model is supposed to 
represent. 

Ruler  and Count ers - In the back we have included a 
range ruler and counters that can be cut out and used. 
The counters will represent units activated and in 
various status for those units.

Dice - We use customized d10 to represent the attack 
and defense dice. You can use blank dice with stickers 

or you can utilize standard d10 with the following 
makeup. 

TERMS AND CONCEPTS

Act ive Unit :  The unit chosen by the Active Player that 
is currently resolving their actions.

Base t o Base (Bt B):  A unit is considered in Base to 
Base (BtB) with another unit if their bases are physically 
touching. 

Bat t le Value:  The cost of a unit is referred to as Battle 
Value, this represents the overall strength, potential and 
resources to field them.

Cont roller :  A unit?s Controller is the player with whom 
it is currently Friendly.

Cover :  A unit benefits from Cover if an Enemy unit 
cannot draw Line of Sight (LoS) to its entire Volume, or if 
the LoS drawn passes through an Obscuring Terrain 
element.

Enem y/Fr iendly/Neut ral:  All units are either 
Friendly, Enemy or Neutral depending on which 
player controls them. Units in an Opponent 's force 
are Enemy. 

Line of  Sight  (LoS):  A unit can draw LoS up to 90 
degrees either side of its Facing. LoS is achieved if 
you are able to draw a straight line from the center 
of a unit?s base to a point on the table or Volume 
of another unit. LoS is blocked by other units? 
Volumes (including Friendly) and Terrain elements.

Modif iers:   Some actions require rolling dice to 
determine the success or failure of an action. The 
number of dice rolled can be affected by range, 
LoS, and other factors requiring the base number 

CODE ZERO: "To refer to a dangerous place or situation that should be avoided or at least only be entered with
   significant backup.?

At t ack  Dice:  

- 1-2:  Blank
- 3: Shield
- 4-6:  Hit
- 7-9: Energized
- 10: Critical Success

Defense Dice:

- 1-2: Blank
- 3: Shield
- 4-6:  Shield
- 7-9: Energized
- 10: Critical Success

GAME INTRODUCTION
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of dice to be modified. This modification can 
increase or decrease the chances to succeed.

Rounding Down:  If, for any reason, the rules state 
that a value is to be reduced by HALF, the original 
number is always Rounded Down. Any value 
related to a number of dice can NEVER be reduced 
to below 1 by Rounding Down, but any other value 
can be, for example a unit?s movement value.

Unit :  A unit can refer to a single individual 
character, fireteam or squad as a whole.

Zone of  Act ion:  A section of area that is under 
the influence of a unit. A unit has a cylinder 
extending from the edge of its base 6" outward. 
Units in BtB with Enemy units have no Zone. 

TABLE SETUP

A standard game takes place on a 4? x 4? game table. 
You can just as easily play it on a smaller player area or 
even a larger area but a standard game is designed for 
a 4?x4? game area. 

Terrain plays an important part for any game and 
should consist of multiple obstacles designed to break 
up Line of Sight. Buildings, walls, bunkers, and hills are 

all aspects that can contribute to obscure Line of Sight 
and encourage action. Both players should agree on the 
configuration used and shouldn?t give one deployment 
zone an advantage over another. 

When first playing the game, it is best to allow both 
players to set up terrain that doesn?t grant Line of Sight 
to their opponents. The play area should be filled with a 
balanced variety of terrain that the players can agree 
on, utilizing different elevations and battlefield 
elements to make the game more dynamic.

The players will need to set up a gaming table, 
distributing terrain across the table, making sure no 
one side has an advantage. Deployment will be 
determined by the an Initiative roll. This helps 
encourage friendly, competitive and fair play as the 
player that placed the Terrain may not be able to 
choose where they can deploy their troops.

.

>>[-REPLACE IMAGE-]<<
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NORMAL AND ADVANCED GAMEPLAY

Code Zero supports two types of gameplay to help it 
become a gateway game into miniatures gaming. We 
want to a fast pace, fun, quick and easy to learn game 
to be an entry level for new players who have not 
experienced miniatures gaming. We also want it to 
serve as a building foundation to those veterans who 
are experienced with gaming.

NORMAL GAMEPLAY

The normal gameplay can be associated with casual 
players, those new to miniature games or gaming as 
well as a more streamlined game. It is great for quick 
games, learning the basics and for the most part is the 
main focus of the game. 

It utilizes the same basic principles of creating an army 
list, deploying units, activating units, cover, line of sight, 
weapons and objectives. 

The main difference is that Normal games utilize the 
custom attack and defense dice. The profile card will tell 
you what to roll, minus/plus any modifiers and you roll 
the dice looking for successes. 

ADVANCED GAMEPLAY

The Advanced Gameplay is very similar to normal with 
the difference of the dice. Instead of just rolling dice 
and looking for successes, you are rolling to roll under a 
target number. The unit profile will list stats, then you 
minus/add modifiers to get the target number to roll 
under. The amount of dice rolled depends on the 
action. 

UNIT PROFILE

The Unit Profile card contains all the information about 
a particular unit. The profile card lists the attributes, 
traits, equipment and any special rules for the unit. 

Profile cards have two sides, an A and a B side. The 
A-side is for Normal Gameplay and the B-side is for 
Advanced Gameplay.

There are two main types of units that a player has 
access to create their forces with - Characters and 
Fireteams. 

The unit type will determine how much AP (Activation 
Points) that are generated. The Action Points go into a 
pool that the player can use to mobilize their army. 
Each AP can be used to activate a unit, either a 

character or fireteam, allowing them to perform either 
2 Short Actions or 1 Long Action. 

Charact er :  Characters are usually a single model 
typically representing a hero or someone in command 
like a Lieutenant or Sergeant. Each conscious Character 
will generate 1 Activation Point.

Firet eam :  Fireteams consist of a group of troops, 3-5 
models that are of the same type. Each model is 
considered their own individual model in terms of firing 
and movement. They have to take the same action as 
the team leader for the fireteam. A fireteam will 
generate 3 Activation Points towards the AP Pool. 

In order to start playing we first need to understand 
how to read the profile card which contains all the 
information needed to play it.

FIRETEAM COHERENCY

A fireteam is created with multiple units representing 
it. Even though they are individual units, the fireteam 
is trained to operate efficiently together and have to 
stick together. If they become scattered then they 
lose cohesion and effectiveness as a military unit. The 
units form an imaginary chain that connects them to 
each other. This connection can not be more than 2? 
horizontally and up to 6? vertically, otherwise they 
lose coherency.

When a unit loses Fireteam Coherency, the unit and 
the rest of the fireteam gain Aberrant Status. The next 
Activation must be spent to move the unit in such a 
way that it can restore the fireteam. If it is unable to 
restore the fireteam, maybe due to casualties or 
some other obstacle, then it must do so as soon as 
possible.



(1) NAME:  Name of the Unit(s).

(2)  UNIT TYPE:  The type that a unit is classified as.

(3) MOVEMENT (MOV):  The distance that a unit can 
move in inches when using a Move Action. The first 
number represents how far the unit can move for the 
first Move Action used in that unit?s activation. The 
second number shows how far the unit can continue 
moving for a second Move Action used in that unit?s 
same activation.

(4) RANGED ATTACK (RNG):  This is the base number of 
attack dice, before calculating modifiers, that a player 
rolls when performing a Shoot Action. Generally this is 
used whenever shooting with a ranged weapon.

(5) CLOSE QUARTERS COMBAT (CQC):  This is the base 
number of attack dice, before calculating modifiers, that 
a player rolls when performing a Combat Action. 
Generally this is used when using a melee weapon and 
requires the units being in Base to Base contact.

(6) PHYSICAL (PHY):  This trait represents the unit 's 
physical abilit ies like dexterity, strength and stamina. 
Some saving checks and skills require the use of a 
Physical trait.

(7) MENTAL (MEN):  This trait represents the units 

mental abilit ies like willpower, wisdom, intelligence, 
guts. Some saving checks and skills require the use of 
this Mental trait.

(8) ARMOR (ARM):  Identifies the thickness of a unit?s 
armor or skin. It is their ability to shrug off or be 
protected from potential wounding damage.

(9) WOUNDS (WND):  The number of wounds a unit can 
take before becoming incapacitated, unconscious or 
dead.

(10) EQUIPMENT: The type of weapons and equipment 
that the unit has access to.

(11) TRAITS: The special traits, abilit ies and powers that 
the unit can use. 
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DEPLOYMENT ZONES

There are three Deployment Zones on the battlefield. 
The side of the table that you deploy your units on, up 
to 12? from the edge of the map, is the Friendly 
Deployment Zone. The other side of the table is known 
as the Enemy Deployment Zone. The area left in the 
middle of the zones is known as No Man?s Land.

Fr iendly Deploym ent  Zone:  This zone extends 12" 
from the edge of the table. This is where the majority of 
your units will be placed  to enter into the game.

Enem y Deploym ent  Zone:  Similar to the Friendly 
Deployment Zone, this zone extends from the opposite 
side of the table 12" inwards. This is where the majority 
of your opponent 's units will be placed to enter into the 
game. 

No Man's Land:  Unless specified by the campaign 
rules, this is considered the demilitarized zone. No units 
from either side should be placed here to start. 

INITIATIVE ROLL

Now that the table is setup and players have assembled 
their army together, before we deploy the units we 
need to determine Initiative. Players will make a 
Face-Off roll attempting to roll higher than the other 

player.

The winner of the Initiative Roll can choose between 
First  Act ivat ion  or First  Deploym ent . The loser of the 
Initiative Roll gets the option that the winner did not 
choose.

If there is a tie or if both players fail the Initiative Roll, 
they will re-roll for Initiative again until there is a 
winner.

FIRST DEPLOYMENT

The player who is awarded with First Deployment gets 
to choose which player will start deploying their units 
first and in which Deployment Zone.

DEPLOYMENT

The player who will deploy first will place 1-2 units 
within their deployment zone. 

The base base of each unit must be entirely within the 
Deployment Zone.  Units can not be deployed in Base to 
Base contact with enemy units, neutral units or 
objectives. When a unit is deployed, its owner can 
choose to deploy it Prone or standing. If deployed 
Prone, place a Prone token next to the unit to mark that 
the unit is in the Prone position.

The opposing player will now deploy 1-2 units within 
their own deployment zone. 

Players will alternate deployment until all units have 
been deployed. 

FIRST ACTIVATION

The player who is awarded with First Activation gets to 
choose which player will be able to Activate their units 
first. This decision is made after Deployment has been 
completed. The player that gets to activate their units 
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No Man's Land

Friendly 
Deployment 

Zone

Enemy 
Deployment 

Zone

FACE-OFF

When a player declares an action that another player 
responds to at the same time, this is a direct 
confrontation known as a Face-Off.  This is used to 
determine which unit is able to respond faster, 
dodge, aim better and represent a dynamic nature of 
combat.

Each player roll their dice determined by the action, 
looking for any successful rolls. A successful roll from 
an opponent can cancel out a player?s success. The 
player with the most successes wins.

IMPORTANT!  There are some Traits that will allow 
players to place certain units outside their 
Deployment Zone or not have to place certain troops 
during the initial Deployment. For example Combat 
Drop or Delayed Entry could allow enemy units to be 
deployed there. 



first is considered to have Initiative throughout the 
game. Activation Order will then alternate between 
players, continuing to do so throughout the game 
unless something happens to allow another player to 
Seize the Initiative.

GAME TURN

Games are divided into multiple Turns with each turn 
consisting of three phases:  Start Phase, Players Phase, 
and End Phase. 

During the Start Phase, abilit ies, status effects and 
triggers that say "At Start of Turn" resolve. 

During the Players Phase both players alternate 
between the Active Player and Reactive Player roles. 
The Active Player can choose to activate, move and 
shoot with one to two of their units. Meanwhile the 
opponent in the Reactive Player role will get a chance to 
respond to certain actions.

Finally the End Phase, this is usually a cleanup but there 
are some abilit ies and effects that state "At End of Turn" 
which would resolve then. 

START PHASE

Any Status Effects or Traits that state "At Start of Turn" 
trigger and then resolve. These events take play 
simultaneously of each other.

Once "Start of Turn" effects have been resolved then we 
do a Command Check to make sure the Chain of 
Command has not been broken and we have not Lost 
Command Presence. 

COMMAND CHECK - LOST COMMAND PRESENCE

Having a proper chain of command during ground 
operations are essential to ensure that the whole team 
have the same common goal. To work together as team 
it requires more than military training and discipline, it 
requires someone to be the overall strategist and 
leader. Operating under the direction of a single 
commander with a common vision results in a 
successful operation.

During the Start Phase if a player does not have 
Lieutenant because they are unconscious/dead or they 
were not deployed, then Lost Command Presence is 
declared. 

When an army gains Lost Command Presence, all units 
in that players Army List also gain the Aberrant State.

The player can appoint a new Lieutenant at no cost 
during the End Phase of the turn in which he entered 
the Lost Command Presence situation. The identity of 
this new commander is considered private information.

PLAYERS PHASE

Players will alternating between Active and Reactive 
roles. They will each take turns activating, moving, 
shooting, models until there are no remaining models 
left to activate, they are out of Activation Points or both 
players pass consecutively.

ACTIVATION POINTS (AP) POOL

Players use Activation Points known as AP to activate 
units which lets them take actions. 

Each player at the start of their first Active Turn for the 
round counts how many of their units are still alive or 
conscious in play on the table. The type of units 
determine how much AP is added to the AP pool. 

- Heroes generate 1 AP each. 
- Fireteams generate 3 AP each. 

That is the number of Activation Points you may spend 
during this round on your active turns. 

THE ACTIVE TURN

During the player 's Active Turn, the Active Player may 
spend one AP to activate one character or fireteam. The 
Active Player decides which unit to activate each time 
they spend an Activation Point. 
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ABERRANT

Models affected by Aberrant have diverged from 
normal Activation rules. The Activation Points that the 
units generate can only be used by the unit that 
generated the AP, they can not be used to Activate a 
different unit even if the Aberrant unit has reached its 
Activation Limit.

IMPORTANT!  The minimum number of models to create 
a fireteam is three. If the fireteam falls below three 
models, the AP they generate is divided in half and they 
gain Aberrant Status. 



When activating a unit, the player will place the green 
AP token next to the unit. The token represents it using 
one of its available Activations.

If they were to spend an additional AP on that same 
unit, they would flip the AP token over to the red side.  
This indicates it can not activate anymore without 
gaining Fatigue status.  Some units only get one 
available Activation in which case the red side of the 
token is placed face up.

ACTIVATED UNIT

An activated unit can perform up to two Short Actions 
or one Long Action per activation. Units spend actions 
to interact, move or shoot.

Some of the common Short Actions are: 

Some of the common Long actions are:

THE REACTIVE TURN

During the player 's Reactive Turn they are able to 
engage with the other player by looking for Trigger 
Points which let them respond to the player?s Actions. 
Reactions  do not require an Activation Point nor do 
they expend one but reactions can only be done in 
response to the Active Player declaring an Action and 
then entering line of sight of an enemy unit. 

When the Active Player declares the first Action of their 
Activation, both players check to see if any of the 
Reactive Player?s units trigger a reaction from them. Any 
unit that the Reactive Player controls that has Line of 
Sight to the Active Player?s unit that is declaring the 
Action, can create a response.

Some of the common reactions are:

STEALING INTIATIVE

This is a special Reaction that the Reactive Player can do 
the first time an Active Player activates a unit for the 
first Action. The Reactive Player can expend 1 Activation 
Point to activate one of their units. This allows the 
Reactive Player 's unit to have two Short Actions or one 
Long Action, resolving those actions before the Active 
Player 's unit finishes their activation. 

This can be done once per round in the Player Phase for 
the Reactive Player. 

ACTIVATION LIMIT

Some models have an activation limit which represents 
the maximum number of times it can be activated 
without the unit generating Fatigue Status. The Active 
Player can choose to activate one to two units before 
the Active Turn passes to the next player.

When both players have fully exhausted their Activation 
Point pools, the Players Phase will end for this round. 
Then the next phase, End Phase, then begins.
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Move: The activated unit may move up to the 
distance listed in the MOV Attribute field. 

Ranged At t ack : The active unit may shoot one of its 
ranged weapons at a target. 

Close Quar t ers At t ack : The active unit may use one 
of its close quarters weapons. It must be in Base to 
Base contact with the enemy unit.

Spr int :  The activated unit can move double the 
distance listed in the MOVE Attribute field. 

Suppression Fire: The active unit watches a cone 
section in a direction looking to fire on any units that 
cross Line of Sight. 

Clim b:  The active unit can scale up or down a surface 
that does not have a ladder. The unit must be in Base 
to Base contact with the terrain. 

Det ect  Enem y: The reactive unit can attempt to 
locate or reveal a hidden or cloaked character.

Dodge: The reactive unit attempts to avoid an attack 
by moving out of the way.

Ranged At t ack :  The reactive unit attempts to fire a 
shot at the enemy as they are moving. 

IMPORTANT!  When the Active Player chooses to activate 
a fireteam, each individual model in the fireteam must 
declare the same action as its leader.



END PHASE

First any Status Effects effects or Traits that state ?At the 
Start of the End Phase? happen and resolve. These 
events take place simultaneously of each other.

Any model that is dead is now removed from play.

If the Objectives have been completed then the game 
ends and Victory Points are added up, otherwise the 
next round starts.

13

GAME INTRODUCTION



SHORT ACTIONS

When a unit activates it can use up to two Short Actions. 
A Short Action like move, shoot, interact would use up 
one available action that a unit has. An activated unit 
can not perform two of the same type of Short Action, 
except for a Move Action, unless they have a Trait or 
Strategy Card that allows it too (ie: a unit can not shoot 
and then shoot again in the same activation.).

Every unit in a fireteam must perform the same action 
as the fireteam leader. If one of the models could not 
perform the same action (ie: line of sight blocked the 
ability to shoot) then it would do nothing.

14

BLINK

The unit is able to teleport from Point A to Poiint B, as 
long as it is within it 's movement distance. Obstacles 
do not block its path, but it can not move through a 
Jammer field and the destination has to be valid.

MOVE ACTION  ACTION

CLOSE QUARTERS ATTACK

The activated unit must be within Base to Base 
contact with an enemy unit. The attack must utilize a 
close quarters (CQC) weapon. The dice to roll for 
successes uses the CQC Attribute. 

COMBAT ACTION ACTION |  REACTION

DODGE

The activated unit attempts to avoid an attack by 
suddenly moving out of the way. If sucessfully Dodge 
while in Close Quarters Combat, the unit can move up 
to 2 inches.

MOVE ACTION ACTION |  REACTION

DETECT ENEMY

The activated unit can attempt to locate or reveal a 
hidden character.

SPECIAL ACTION ACTION |  REACTION

FINISHER

The activated unit is able to finish off an Unconcious 
enemy unit killing them. Finisher can only be used 
while the activated unit is in Base to Base contact 
with an Unconcious enemy unit. No attack roll 
required. 

COMBAT ACTION ACTION

FIRST AID

The activated unit must be in Base to Base contact 
with a friendly Unconcious unit. They will need to 
make a successful MEN roll.

SPECIAL ACTION ACTION

ACTIONS

STEAL INITIATIVE

The Reactive Player can do this first time an Active 
Player activates a unit for their first Action. The 
Reactive Player can expend 1 Activation Point to 
activate one of their units resolving those actions 
before the Active Player 's unit finishes their 
activation. 

This can be done once per round in the Player Phase 
for the Reactive Player. 

SPECIAL ACTION ACTION |  REACTION

RANGED ATTACK

Actions that involve skills requiring range tests utilize 
the Ranged Action. The most common one is Shoot. 
The player can choose a Ranged Weapon at its 
disposal and choose to fire at a enemy unit within 
Line of Sight that is within range of that weapon. The 
target number to roll for successes would be the RNG 
Attribute.

COMBAT ACTION ACTION |  REACTION

REBOOT

The activated unit resets a hackable device. 

SPECIAL ACTION ACTION |  REACTION



LONG ACTIONS

Instead of using two Short Actions a player may have a 
unit perform one Long Action. A Long Action requires 
the full expenditure of the Activation Point. Like Short 
Actions there are different kinds of Long Actions that a 
unit can perform. A full list of the actions and 
descriptions can be found on page XXX.

The most common Long Action used is Sprint, which 
allows a unit to move the full distance of its MOV 
Attribute plus one inch. The other common Long Action 
is Overwatch, the state of one unit supporting another 
unit while they execute fire and movement tactics.

Example: Player-A expends an AP activates the Lieutenant 
who goes into Sentinel. Player-B expends an AP, declaring 
they are moving across the alley where the Lieutenant is 
potentially allowing them to shoot. After their first short 
action is done, before declaring the second one, Player-A 
can now activate his Lieutenant and declare an attack only 
triggering a response from his target or he could also 
choose to move preventively (because he was aware he was 
being flanked) and pull back or go into a position where 
Player-B couldn't shoot them with the second short action 
or get a reaction shot. 
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STEALTH

Stealth allows the activated unit to use Cautious Move 
within the Zone of Action of an enemy unit. You still 
can not use Stealth if the activated unit is within Line 
of Sight of an enemy unit. 

MOVE ACTION ACTION

SUPER JUMP

The activated unit is able to move vertically X distance 
without the need of a ladder, climbing or special 
equipment. 

MOVE ACTION ACTION

SPOTTER

The activated unit paints a target within Ling of Sight 
allowing friendly units with Indirect FIre weapons to 
be able to target.

SPECIAL ACTION ACTION

WARN

The Reactive player instead of shooting or dodge 
choose to have the unit warn all friendly units of a 
threat. This will allow the Reactive player to change 
the facing of any unit. Units that change facing can 
not respond to the current Trigger.

SPECIAL ACTION ACTION

ACTIONS

INTERACT

The activated unit is able to interact with terrain, 
usually this is a door, window or terminal. It does not 
require them to make a roll, just to expend the Short 
Action 

MOVE ACTION

MOVE

The activated unit may move up to the distance listed 
in the MOV Attribute field. The first number in the 
MOV field is the distance that it can move for the first 
Short Action. The second number is the distance it 
can move if it is used for the second Short Action 
within the same Activation.

MOVE ACTION

SENTINEL

By expending a Activation Point they activate the unit 
and declare the Sentinel action. At this point they are 
on standby and keeping watch. They are in a 
preventative action, which allows them during the 
reactive turn to utilize a Short Action.

COMBAT ACTION  ACTION



There are multiple types of combat actions that can be 
chosen from shooting to close quarters combat. No 
matter what combat action is being taken the rules for 
them are all the same.

- Declare Target
- Choose a Weapon or Attack
- Measure the distance for range.
- Apply any modifiers.
- Roll dice to determine success in hitting.

UNIT STATUS EFFECTS

Counters are used to keep track of status effects, they 
are placed on the play area to mark the effect on that 
unit.

ABERRANT: Models affected by Aberrant have diverged 
from normal Activation rules. The Activation Points that 
the units generate can only be used by the unit that 
generated the AP, they can not be used to Activate a 
different unit even if that unit has reached its Activation 
Limit.

COURAGE: Courage is very important for the proper 
functioning of an army. Troops with high morale are 
capable of performing actions over what would 
normally be expected of them. Maintain the morale of 
your troops high and you will be able to make your 
troops perform at 150%, run faster, shoot more or 
maybe even cheat death in some cases. But be careful 
because an army with low morale will not obey orders 
as much and may even retreat from battle making you 
lose the game. Morale can be obtained by achieving 
objectives, defeating enemies and avoiding casualties in 
your army. Using morale points you will also power up 
the effects of your cards.

BROKEN: Units whose number has been reduced and 
are formed by less than an effective combat force are 
called Broken. When activated, the model must move 
directly towards the closest enemy model in any 
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CLIMB

If the unit is climbing utilizing a ladder, it may declare 
this as part of a Short Action. If the unit is scaling or 
climbing up a surface that does not have a ladder, 
then it must utilize a Long Action. The unit must be in 
Base to Base contact with the terrain.

MOVE ACTION  ACTION

SUPPRESSION FIRE

For a penalty it gives the unit access to a weapons full 
rate of fire when reacting to enemy movements. Any 
enemy unit that moves through line of sight is 
someone that unit can potentially choose to fire on. It 
is useful for creating a cone or section that is covering 
fire, making it less tempting for an enemy to cross 
without dealing with him first. It would trigger each 
time an enemy would cross line of sight or unless 
they were damaged, in which case Suppression Fire 
state breaks. Someone could throw a smoke grenade 
or grenade or AOE on the enemy unit in Suppression 
Fire state, dealing damage to it and breaking that 
state. 

COMBAT ACTION  ACTION

ACTIONS

CAUTIOUS MOVE

Cautious Move allows the activated unit to move 
without triggering a response from enemy units. The 
unit can move the distance equal to the first MOV 
Attribute.

Light and Medium Infantry can use Cautious Move.

The activated unit can not use Cautious Move if it is 
within Line of Sight or within 8" of an enemy unit.  
You can not be within Line of Sight of an enemy unit 
and it will not generate a Trigger Point. You can not 
finish your move within LoS or within the Zone of 
Action of an enemy unit.

MOVE ACTION ACTION

OVERWATCH

The unit goes into a standby prepared mode, waiting 
to react at the first sign of danger. This is only 
triggered once.  When an enemy unit moves into LoS 
it triggers this units activation, giving them access to 2 
short actions at that time. The unit could shoot + 
move or dodge + move or shoot + shoot or move + 
close quarters, but the enemy unit still gets to react 
and once triggered this unit doesn't get any reactions 
to any other units. 

COMBAT ACTION  ACTION



direction. One of his actions must be a Move action and 
the model must move its full movement.

FATIGUE: There are some situations in which a player 
may end up using multiple Activation Points on a model 
or squad multiple times in a row, to press an advantage. 
If the model is activated over it?s Activation Limit, units 
become affected by Fatigue suffer a -1 penalty to all 
melee and shooting rolls, and they reduce their 
movement by 1".

WEAPONS AND EQUIPMENT

Laser Rifle : More accurate, faster rate of fire than 
plasma, less damage than plasma.

Plasma Rifle :

Pistol :  

Rifle :

Shotgun :  

Sniper Rifle :  

Knife :

Sword :

Grenade :

Heavy Machine Gun :

360 degree visor

Medkit

Explosive Charge

Mine
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2020

New developments with neural interfacing allows huge 
breakthroughs in cybernetics. Utilizing a new element that 
was found to be mineable in asteroids allows for the the 
creation of fusion energy.

2021

The gap between the privileged and those who are not 
increases as tensions are growing higher with crime drastically 
increasing. Domestic terrorism is at an all time high due to 
development of newer energy based weapons. 

2022 

Corporate Towers are introduced, self encompassing 
skyscrapers designed around the business office, shopping 
and housing all in one district or building. This makes it easier 
for the Corporation to provide security and as a bonus lower 
cost of housing to their employees to promote loyalty and 
productiveness. Due to increase in crime private sector firms 
and corporations have been employing their own private 
security forces that are better trained and equipped than 
normal police, in some cases even the military.

2023 

Budget cuts remove the majority of funding for prisons. A deal 
is made for prisons become privately ran by Corporations 
with government funding. Corporations create a work 
program for prisoners feeding, housing and putting them to 
work for the Corporation in a Corporate Tower.  Those on 
death row are given more rigorous and dangerous jobs like 
construction on the Moon Colony. 

2025 

Moon Colony construction completed. Only the wealthy get 
housing access and facilit ies are used for research as well as a 
launch platform for the newest venture, asteroid mining. 
More prisoners being used as part of the workforce in space, 
making security easier and cheaper since there is no place to 
escape too. New sublight drives created improving system 
and planetary travel times. Now able to travel to Mars and 
back in less than a couple hours.

2026 

More companies and even countries starting to join the new 
space race. Asteroid mining proving to provide new 
breakthroughs in manufacturing materials. Some countries 
start developing their own private moon bases and space 
stations. Masks are required to filter oxygen and new clothing 
needed to protect people from the acid rain and harsher Terra 
environment due to global warming, pollution and wars.

2027 

Almost every continent has a presence in space with either 
their own moon dome, space station or space dock. 
Expansion to the moon slows as it starts to become more 

crowded while Corporations start to look towards developing 
Mars. New Mars colony construction begins.

2028 

On Terra conditions are not improving. Richer and more 
privileged people are starting to live in space, while crime 
continues to skyrocket. Even with demilitarization, private 
police forces and mercenary guards the peace keepers are 
beginning to become outnumbered compared to the 
criminals. 

2029 

Tidal waves and tsunamis start to devastate coastal regions, 
pollution levels rise even more as new viruses and diseases 
mutate and develop. Research into new medical techniques 
are being developed. The new viruses are only effecting 
humans and other animals seem to start adapting to the 
changing environment. Scientists look at gene-splicing and 
genetic manipulation. Mars colony construction completed.

2030 

No one is sure when it first happened or if it was do to gene 
splicing, pollution or some cosmic force but people that start 
to develop psionic type abilit ies. They existed in small 
numbers, usually kept under wraps or employ by the 
government but now they are becoming more widespread 
and recognized. Since no one can explain how it happens it 
creates and spreads paranoia across the populace. Ancient 
Mars city discovered along with Adam.

2031

New laws requiring those that display unnatural human 
talents like Psionic are required to register for their protection 
as well as the protection of others. Tension between normals 
and psionics continue to increase.

2032 

Salt Lake City Massacre, thousands were dragged from their 
homes and murdered. Activist group known as Pure Bloods 
started shooting people whom they claimed were psionics in 
the defense of humankind. Investigation into the massacre 
proves that only one of the people murdered was someone 
who possessed psionic powers, everyone else was a normal 
human. In court they claimed they were forced to do it by 
someone with psionic powers and they were framed.

2033 

Ship construction no longer done on Terra, all ship 
construction is done in Zero-G environments in space making 
ship building easier and better. First Gravity Fusion Reactor 
created to create a gravity field used to propel a ship forward. 
Testing starts to apply it towards faster than light travel. 

2034 

The majority of major governments, corporations and cities 
have moved a good portion of people to the Mars Colony. This 

19

GALACTIC TIMELINE



starts to create a divide between Terra and Mars as a paranoia 
starts to develop about them being abandoned. First 
successful Lightspeed Jump to Alpha Centauri completed.

2035 

New Terra project started to send unmanned ships to start 
charting for new possible locations for new outposts and 
colonies. 

2036 

World War IV breaks out on Terra, what is known as the Great 
Purge. Violence and paranoia has been increasing over the 
years as new forms of dementia have started happening. 
Humans trying to purge those who have psionics as well as 
Corporations who have left Terra in an effort to reclaim Terra. 
Codes for old nuclear launches were obtained and launched, 
triggering automatic launches from other countries. Satellite 
Defenses were able to shoot down a good portion of missiles 
but many still reached targets. Brazil, Israel, China, North 
Korea were some of the places hit. 

2037 

Some Corporations as well as countries have funded their 
own deep space exploration and and colonization. The great 
space race starts to discover, claim and develop new planets 
for the benefit of Terra  and for the glory of humanity.

2040 

A strange signal causes a mass exodus from Terra as anything 
equipped with a Jump Drive randomly jumped out of Sol. All 
communications with Terra are severed. When they returned 
to what should of been the Sol system, nothing was there. No 
signs of Terra or the whole solar system, it has completely 
vanished without a trace.

2036 

No government or Corporation can agree on the plans to 
develop a new home planet. Everyone has their own ideas on 
what should be done and essentially gathers whatever 
resources they can and goes their own way. Based on initial 
exploration of the past few years Governments and 
Corporations construct deep space ships for colonization of 
other planets.

2050 

United Republic becomes established with New Terra as their 
capital planet.

2051 

EuroAsian Alliance establishes their own empire and planets. 

2100 

EuroAsian Alliance civil war as they split into the Europa 
Confederation and Shingen Empire.

2200 

United Republic and Amnu-Ra

2250 

United Republic absorbs Brazil.

2200 

Rim Pact is formed

3035 

War breaks out.

5318

Current Time - Horizon Massacre 
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UNITED REPUBLIC

One of the largest and most 
powerful states in terms of 
military, territory and 
technology. They blazed the 
path to creating order and 
maintaining it within their 
faction. They are the visual 

embodiment of what it means to be human and have a 
corporate image to maintain. That means there are no 
mutants, aliens, or cyberoids in their ranks, at least that 
one can tell from visual appearance. Their units are well 
trained, have the best resources, housed, fed and paid 
extremely well. Their equipment tends to be top the line 
and clean.

EUROPA CONFEDERATION

The second largest state in the 
galaxy, well known for their 
strong psion presence. While 
other states turned away or put 
restrictions in place for psions, 
EC embraced them and put 
most of them in positions of 
power. That meant most of 

them were part of the inquisition or church, since 
psionic abilit ies were gifts meant to be used for the 
betterment of all while expanding the influence of the 
church. 

SHINGEN EMPIRE

They are a state whose 
ideology and betterment is 
centered around warfare and 
bushido. They are proud 
warriors who believe that full 
cyberization release their true 
potential as warriors. Their 

technological level is on par with the United Republic, 
but where safety measures are put in place to protect 
humans, they throw caution to the wind. There aren?t 
very many conditions that are devastating to a cyber. 
Although the main core of their society have undergone 
full cyberization, there some that are still human, some 
cybers could are made in the image of a human while 
others are clearly machines. 
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FACTION SUMMARIES

Hawks:  Hawks named because of the Hawkeye 
drones they use for observation and reconnaissance. 
Although lightly armored, the drones allow them to 
identify, trick or spot for the main attack force. 

Delt a Defenders:  Delta Defenders are the main 
units that makeup the majority of the UR military 
strength. They get some of the best training, trained 
to deal with crowd control, enforcement and strike 
training, often used to man garrisons. 

Alpha Group:  Alpha Group are heavy infantry front 
line elite troopers, the best of the best. They have 
heavy armor or sometimes power assisted armor and 
have access to a variety of equipment. 

Bishops:  Mostly male in origin, Bishops serve as the 
eyes and ears for the EC. They are well trained in 
survival in different environments, able to resist 
psonic influence and excel at teamwork. Two Bishops 
tend to focus their psionic energy to team leader 
which enhances his own ability to shoot, use psionic 
attacks or defenses. 

Inquisit ors:  Inquisitors are classified as defenders 
and make up key elements within the EC. They are 
responsible for mediating, handling disputes, 
investigating psions as well as working as an 
enforcement and police force. Strangely the majority 
of inquisitors tend to be female operatives, although 
there are a few male psions who have the inquisitor 
rank.

Special Air  Service:  SAS are classified as heavy 
infantry although they share characteristics closely 
with defenders.  They are trained survival, 
marksmanship as well as airborne drops behind 
enemy lines. The Bishops and Inquisitors tend to 
distract, occupy forces to splinter them letting the SAS 
drop in and pick off elements that have become 
separated from the main force. 

ICE:  Intrusion Countermeasures Exarchs are security 
scouts designed to ferret out spies within the Empire. 
They excel at identifying tampering with security, 
programs and cybernetic theft. They are designed to 
interact and ease foreigners especially since their 
appearance resembles human design.



ANAZI DYNASTY

Anazi Dynasty are not 
considered the strongest or 
largest but they are the leaders 
when it comes to medical 
knowledge, genetic 
manipulation and bioware. 
They are known as mutants 

because of the genetic experimentation which made 
them the leaders in gene-splicing. Other rich paying 
members of states often seek them out to ?enhance? 
themselves. Since they have been despised by some 
they have developed a xenophobia of the other 
empires. Forced to obtain the scraps and choices of 
planets has required them to live in very harsh 
environments. Very few outsiders have gone to the 
core, most encounters have been through the 
borderlands or neutral territories. Since no one has 
really traveled to their core, they are rumored to be 
monsters, which of course the AD do nothing to change 
the perception of others. They also use that psychology 
to their advantage by adding horns and special contact 
lenses to security so no one knows for sure if they are 
human or something else. 

FEDERATED 
COMMONWEALTH

One of the smallest of the 
warring states, they only have 
six planets under their control. 
Originally they were part of 
different mining corporations 
that rebelled against the UR 

control because they were being overworked, while 
forced to defend themselves from raiders and pirates. 
The six planets decided to become a Federation 
forming under a Commonwealth and declared 
independence. Although only a few planets, the mining 
rights they maintain keeps them in a position of power. 
Since the majority of the planets are buried deep within 
systems with chaotic asteroids, which makes great 
mining, but unsafe conditions for those not familiar 
with them. 
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FACTION SUMMARIES

BLinC Scout s:  BLinC also known as ?Blinks? are 
Blackhole Light Infantry Corp that utilizes a small 
singularity generator in their backpack which punches 
a hole from point A to point B, allowing them to 
teleport short distances. They are are fast moving 
units that have been specially trained for recon, 
survival and marksmanship. They are deployed in 
forward positions and border areas for infiltration, 
identifying military positions, sniping and 
surveillance. Standard equipment is light armor, 
equipped with assault rifle, blade and at least one 
person with a sniper rifle. They prefer to engage from 
a distant, striking, moving, performing flanking 

maneuvers or capturing objectives.

JK9 Defenders:  JK9 also known as ?Jaks? stands for 
Jackal Canine, aptly named because of their mutation 
which made them resemble humanoid dogs. The 
original Jackal corp bore a close resemblance the 
statues of old that looked like Anubis. Over the years 
different types of canine mutations have evolved and 
they have started to let in augmented humans into 
the corp that pass training. For this reason they 
modified the helmets to all have a similar shape, part 
of this is for psychological reasons but also so they 
have uniform look. They specialize in anti-terrorism 
and trained to survive in a variety of environments 
from mountain, desert, jungle and underwater. They 
are the main defense and garrison units responsible 
for keeping and enforcing the peace.

Juggernaut  Heavy Soldier :  Juggernauts known as 
Juggs are a fireteam of non-humans known as 
Char?iza. They are stocky, thick skinned reptile looking 
creatures almost similar to a humanoid alligator. They 
are powerful and trained in close quarters combat 
with both hand to hand and utilizing glaives. Their 
thick armor provides resistance against most small 
arms, even though they don?t rely heavily on physical 
armor, they are built like rocks. 

KT-N8:  KT-N8 also known as Katana?s are the Empires 
pride and joy. Although only medium armored, their 
military upgrades makes it equivalent to other states 
heavy armor. Not as mobile as scouts, they house the 
best cyberization upgrades. Their bodies and armors 
differ from standard cyberized citizens and their arms 
are able to become either a deadly plasma cannon or 
blade.



OUTER RIM COALITION 
ARISTOCRACY

The newest member state of 
the galaxy they were originally 
formed from the pirate 
organization known as 
Remnants. They are made up 
of space pirates, thugs, 

vigilantes, mercenaries, orphans and those with 
nowhere else to go. Originally the small pirate group 
started out open to anyone who was willing to ?Fight 
the good fight?. Although he didn?t want to rule a state, 
over the years they?ve carved their own rules, society in 
their own corner of the galaxy. If one of the factions 
focused they could probably eradicate them, but they 
wouldn?t go out without a fight that would cause more 
casualties than it was worth for their enemies. They also 
serve as a buffer in a section between the Europa 
Confederation and Shingen Empire which is probably 
one reason they have been left alone, it lets the other 
states focus resources elsewhere.

CORSAIRS

It is a big galaxy and there are a 
lot of nook and crannies that 
even large armies can?t patrol 
and control everything. This 
has allowed Mercenaries to 
organize and offer their 
services to warring states in 
exchange for services, goods 

and payment. There is often need for personnel that 
are not officially involved with a state, so that they could 
disavow knowledge and have access to an expendable 
unit to fill a gap that is needed. Some mercenaries will 
refuse to work for certain states while others aren?t so 
picky. 

Light Infantry:  

Defender:  

Heavy Infantry:  

Commando:  
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FACTION SUMMARIES

Renegades:  Renegades were originally Rangers, an 
experimental psion arm of the Europa Confederation 
utilizing a combination of technology and psionics. 
They were trained in concealment, infiltration had a 
unique psionic ability that can disrupt machinery. 
Betrayed by their state, left behind and abandoned to 
die, they were saved by Captain Shin Locke. Since 
then they have served him faithfully. 

MAU:  Mechanized Armor Units were remnants of a 
bygone era before the civil war of the Europa 
Confederation and Shingen Empire. It was a joint 
operation to create a power suit designed to harness 
and amplify psionic abilit ies. Although it never lived 

St r ikers:  Strikers are mechanized light infantry 
utilizing fast moving vehicles to attack, harras and 
then fade away quickly. They are great at capturing 
objectives and countering flanking units.

Corers:  Corers are heavy infantry using modified 
Core Suits which were originally designed to tunnel 
and mine asteroids or minerals. The armor that 
protects from dangerous jobs, also is perfect for 
protecting them from harm from enemy units. They 
like to tunnel under or behind enemy units and then 
pop up to attack. 

up to its design, they were modified as mechanized 
infantry suits that allow them board enemy ships and 
disable them before the main ship shows up.



Founded: 2040
Capit al Planet : Anasazi
Ruler  Tit le: Chief Executive Officer (CEO)
Core Syst em s:  12

Count r ies of  Or igin: Africa

Governm ent : Monarchy - Femi Anazi founded the 
Anasazi colony. Since their conception the Anazi family 
line has lead the Dynasty.

HISTORY

ANASAZI CORPORATION

Anasazi Corporation was a profitable and well known 
pharmaceuticals corporation. In the world's economy 
medicine was always a commodity that was needed. It 
was however becoming increasingly harder to stay 
profitable given the world economic crises. They were 
also known for being the leader of the human genome 
project, trying to unlock and map human DNA while 
learning new ways to apply medicine to cures for 
cancer, aids and the emerging supervirus.

With cutting edge technology and breakthroughs in 
cybernetic enhancements, biotechnology was starting 
to fall behind. Why does someone need to find a cure 
or find a way to heal a failing organ or limb, when you 
can simply replace it with a cybernetic or implant? It 
was clear in order for the Anasazi Corporation to stay 
profitable and maintain control of their Corporate 
Towers they needed something big. 

The main office in Europe started to invest large 
amount of capital into developing various cities in 
Africa. Since they were a cutting edge medical research 
development company that pioneered breakthroughs 
in vaccinations for the flu and led to breakthrough in 
treatment for Cancer and Aids, they were welcomed 
with open arms. Despite how much money was being 
sunk into foreign development they weren?t seen as a 
very profitable company on paper. Their high profile 
kept them into the news because of their research into 
cloning and gene-splicing theories. Soon there are 

multiple Anasazi towers throughout Africa that served 
the main office, provided jobs and education to 
thousands.

Africa was prime choice because human rights 
violations, corrupt governments, high levels of illiteracy 
and constant military conflict left them in a poor state 
to deal with foreign affairs. This meant that they could 
operate on the boundaries of what may be considered 
unethical without fear of retribution. Even though the 
country had abundant natural resources, they were one 
of the poorest and most underdeveloped continents. 
When Psioncs started to emerge that just fed into the 
paranoia and fear causing even more strained relations 
with other countries.

Everything seemed to change almost overnight when 
Israel was decimated due to nuclear disaster. No would 
could identify what the actual cause was, who did it or 
what started it but in a large explosion, there was 
nothing left of the country and parts of neighboring 
lands. The ending result of a radiation cloud and storm 
ravaged Africa eventually resulting in turning a good 
portion of it into a wasteland. It unclear if it was due to 
the weapon, the radiation or if there was a different 
weapon at work but it became a hotbed for mutations, 
aggressive nature and diseases. 

In order to protect the rest of the world, Africa became 
a quarantine zone, nothing could go into or out of it 
officially. That also meant it became a haven for pirates 
and other questionable people. Before the quarantine, 
the Anasazi Corporation had finished moving almost 
90% of their assets to Africa. What would have become 
impending doom for most corporations, they seemed 
prepared to turn into a positive. 

In most situations, genetic manipulation and/or cloning 
was considered unethical and banned across the world. 
Since they were in the quarantine zone, there was no 
one to enforce international law. Although the rest of 
the world may have viewed them as monsters, locally 
they became heroes who brought hope to the nation. 
Nothing was forced on the people, it was voluntary but 
in exchange for becoming a guinea pig, their families 
were well taken care of?  or at least the best you can do 
with radiation storms and war gangs.

The experimentations would ultimately be the base 
building block that the Anazi Dynsty was created and 
founded from. The medical breakthroughs because of 
the experimentation unlocked a whole new area for 
humanity. They couldn?t resolve disease, mutations and 
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Super  Virus: It is unclear where it originated but 
there was a growing concern about a virus spreading 
causing severe psychological and neurological 
disorder. The main symptoms included increased 
paranoia, aggression and rage. 

ANAZI DYNASTY



radiation poisoning, but they could reinforce the body?s 
built-in support system, protecting their offspring, 
making them resistant to the elements. 

DAWN OF THE MUTANTS

In exchange for the research and scientific 
breakthroughs, the Anasazi Corp negotiated supply 
runs into Africa. Providing that they, whomever was 
being negotiatied with, would assist with making sure 
no one left as well as keeping undesirables out, they 
would allow remote piloted shipments into the country. 
Broadcasts were allowed to be transmitted so that the 
rest of the world would be able to watch the changes 
that were happening to the country.

While the rest of the world was breaking into 
cybernetics, replacing body limbs with robotic 
counterparts, Anasazi was grafting a whole new set of 
biotech. Cloned limbs as well as modified limbs. At first 
it was for decorative purposes, to serve as a distraction 
to the hell they lived in. If someone wanted cat ears, 
spots, or maybe a tail it was all possible. Later, gangs 
started to undergo changes, groups would undergo the 
same modifications, for example one group genetically 
modified themselves to look like humonoid rats. 
Another group opted for lizards, snakes, cats. The 
reasoning for the modifications varied, from wanting (or 
needed a specific set of survival skills, to wanting to 
better emulate a religious icon that they most identified 
with, perhaps in some vain hope that it might bring 
them close to their god or goddess.  

In as litt le as a century there probably wasn?t a person 
who looked human or unmodified. What started out as 
a way to be unique and different, eventually resulted in 
everyone being modified. The unique was anyone who 
maintained their human look with no visible 
modifications. There were a few, most held positions 
like reporters or liasons to the rest of the world as it 
was easier to deal with someone who looked human 
than a strange creature out of a holovid. 

They eventually were able to unlock an understanding 
of almost every part of human DNA. Not only could they 
now choose to have a baby become a male or female, 
they could pick positive genetic traits from eye, hair 
color to fit metabalism and above average strength. It 
wouldn?t be until centuries later that the long term cost 
of these genetic changes would be known. Although 
they could splice in genetic parts from various animals, 
taking the strengths, once that was woven with their 

own DNA it became part of them and their children. 
Even if they chose certain traits to be prevalent, certain 
factors would soon no longer be under their control. 
Their children's children?s children may not choose to 
have a doglike body, but these dormant traits would 
eventually become active. 

RA INITIATIVE

The country wasn?t unaware of the hardships the rest of 
the world was facing. While other countries have 
started to reach out into space, colonizing stations, the 
moon and mars, most of the country was still under 
quarantine and unable to leave. There was no way to 
cleanse the country or purge it but by this time no one 
was able to transmit or carry something dangerous to 
another human. That didn?t help in trying to lift the 
bans. 

The RA Initiative was created to develop an exit strategy 
or at least create a new path into space. Compiled 
mostly of Egypt, Libya, Algeria and Saudi Arabia and led 
by the Anasazi Corporation, , they pooled resources 
together and were able to create a group of ships to 
take them into space. It wasn?t until they hijacked some 
space stations that the rest of the world started to look 
at them again and mostly not in a favorable light.

- steal /  hijack FTL capable ships. They didn?t make it to 
space until after New Terra was colonized. Hours just 
after they jumped from the Sol System, that was when 
Terra vanished. 

CURRENT ERA

Anazi Dynasty (AD) are not considered the strongest or 
largest but they are the leaders when it comes to 
medical knowledge, genetic manipulation and bioware. 
They are known as mutants because of the genetic 
experimentation which made them the leaders in 
gene-splicing. Often times, rich members of state from 
other Factions will seek out an Anazi corporation in 
order to ?enhance? themselves. Since they have been 
despised by most of the rest of Terrans,they have 
developed a xenophobic view of the other empires. 
Forced to obtain the scraps and planets considered less 
desirable has required them to live in very harsh 
environments. Very few outsiders have gone to the core 
of Anazi space, most encounters have been through the 
borderlands or neutral territories. Being seen from the 
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outside, and even then from only the fringes, they are 
rumored to be monsters, which of course the AD do 
nothing to change. They will play up to the fears about 
them  by adding horns and special contact lenses so no 
one knows for sure if they are human or something 
else. 

Blink  Scout s:  Blackhole Light Infantry Corp designated 
as Blinks utilize a small singularity generator which is 
grafted into their backs. The backpack interface 
regulates the energy passed into them allowing them to 
utilize a specific gene which lets them create a field 
allowing them to teleport short distances. They are are 
fast moving units that have been specially trained for 
recon, survival and marksmanship. They are deployed 
in forward positions and border areas for infiltration, 
identifying military positions, sniping and surveillance. 
Standard equipment is light armor, equipped with 
assault rifle, blade and at least one person with a sniper 
rifle. They prefer to engage from a distant, striking, 
moving, performing flanking maneuvers or capturing 
objectives. 

TMites also known as Space Mites are eight-legged 
microscopic animals that live in space. Specifically they 
live within warp space or the space generated around 
ships allowing them to travel faster than light. They 
were first discovered in the early 2200 during long 
distance travel. They live in an almost hibernating state 
until ships pass through, then start to feed on the 
energy around growing and reproducing. Early ships 
didn't have detection methods and long exposure 
proved to corrode or eat away at conduits causing 
power failures which could lead to the ship dropping 

out of GSpace. 

They are very similar to Tardigrades which were 
water-dwelling, eight-legged, segmented microscopic 
animals. TMites are very resilient, able to withstand 
extreme conditions, toxins and able to feed from 
radiation. Anazi Dynasty scientists utilized the map 
genome trying to merge what made it resilient to 
radiation to human DNA. 

Although the effects allowed humans to be more 
resilient, withstand the harsh conditions on Alora, there 
were side effects. Anyone who underwent treatment 
started to vanish. It was discovered later that after 
feeding on so much energy, the person would blink 
away. There were traces of a gravity field where those 
people vanished from. After researching it more they 
discovered that TMites weren't actually dormant in 
GSpace, they actually traveled through it. 

They found what was left of the people in space. There 
were dna traces that looked like they jumped into space 
but the energy caused the whole body to disintegrate. It 
wasn't until a few years later that they developed an 
interface to limit the energy that flowed into the 
TM-Gene. This gave people after rigorous training 
control over it.

They could discharge energy in short jumps known as 
Blinks. The person could essentially create a small 
gravitational bubble around them allowing them to 
teleport from one place to another in short distances. 
The gene helped them survive, someone who didn't 
have the gene could not travel with them. As long as 
they didn't overload the gene, they would no longer 
teleport far distances and disintegrate.

As part of the payment for undergoing treatment, those 
that had a TM-Gene would serve as light infantry scouts 
with the Anazi Dynasty. 

JK9 Defenders:  JK9 also known as ?Jaks? stands for 
Jackal Canine, aptly named because of their mutation 
which made them resemble humanoid dogs. The 
original Jackal corp bore a close resemblance the 
statues of old that looked like Anubis. Over the years 
different types of canine mutations have evolved and 
they have started to let in augmented humans into the 
corp that pass training. For this reason they modified 
the helmets to all have a similar shape, part of this is for 
psychological reasons but also so they have uniform 
look. They specialize in anti-terrorism and trained to 
survive in a variety of environments from mountain, 
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desert, jungle and underwater. They are the main 
defense and garrison units responsible for keeping and 
enforcing the peace.

Juggernaut  Heavy Soldier :  Juggernauts known as 
Juggs are a fireteam of non-humans known as Char?iza. 
They are stocky, thick skinned reptile looking creatures 
almost similar to a humanoid alligator. They are 
powerful and trained in close quarters combat with 
both hand to hand and utilizing glaives. Their thick 
armor provides resistance against most small arms, 
even though they don?t rely heavily on physical armor, 
they are built like rocks. 
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Founded: 20XX
Capit al Planet : Neo-Miyako
Ruler  Tit le:
Core Syst em s: 24

Count r ies of  Or igin: Japan, Korea, parts of China. They 
broke away after a disagreement with the Europe 
Confederation on direction. They wanted to focus on 
cybernization, believing it to be the next evolution, 
which went against the teachings of the Confederation.

Governm ent : The government is led by 
centralcomputer which is comprised of a council of 
leaderships uploaded to a central core.

Technology, Cloud-Sphere (AI conciousness)

Uniform  Colors: Red, White, Gold

Milit ary: Aggressive, warrior-like.

They believe in overwhelming a force with numbers. 
Their ships? rail guns go through shields which gives 
them an advantage, but because of the power needed, 
they only have one firing arc.

Com bat  St yle: Their firing arc limits them, but they 
have a large military force. They utilize fast ships to 
maneuver them into flanking positions and good firing 
points, then spin their ships to keep their weapons 
tracking their targets. As long as their main cyberbrain 
isn?t damaged, even if a soldier took what would be 
considered a fatal blow, they could be transplanted to a 
new body.

Their ships tend to be smaller in size compared to other 
Empires but their speed and weaponry make up for it. 
The Shingen Empire is one of the younger empires, and 
was originally part of the European Asian Confederation 
known as the Eurasia Empire. There was a 
disagreement amongst the leadership about the 
direction society should take as a whole. The 
confederation wanted to focus on Psionics and 
Biotechnology, while the other companies wanted to 
get a jump on the United Republic technology. They also 
believed that the future was evolving into mechanized 
bioroids. They viewed cyberization as the next step in 
evolution because it made it easier for them to adapt to 
different planets and environments. This resulted in the 
civil war which fractured the Eurasia Empire. Most of 
the Asian communities, particularly Japan, some of 
Korea, and China, went with them. Some Europeans 
also decided to side with them. They moved out to the 
furthest reaches to get away from everyone and 

establish their empire. Their home system was also 
near a nebula that made it difficult for the energy 
weapons and gravity engines to function well. They 
figured out by releasing the safeties on the Gravity Jump 
Drive, they were able to stabilize their engines to 
navigate. This provided them with a large jump in 
power which let them finally power the rail guns, also 
allowing them to swap out their energy weapons for 
basaltic weapons. This was both cheaper and more 
efficient, despite only having the one firing arc. 
Unfortunately, by removing the safeties, core sections 
of the ships were flooded with high radiation. Long 
exposure to it was devastating to the human body. This 
in turn pushed them to move personnel towards 
cyberization as the next evolution.

75% of their citizens are fully cybernized. Children are 
born in test tubes, educated and indoctrinated while 
speeding up growth, and then transplanted into a 
mechanized body. The citizens not cybernized manage 
the birthing facilit ies, or are immigrants from other 
countries.

The Shingen Empire also took in others as secondary 
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citizens, providing they could contribute to the Empire?s 
growth and well-being. The cyborgization resulted in a 
higher state of aggression. Some hypothesize that 
cyborgization causes one to lose one?s soul. Others 
think that by shedding their frail human body, they feel 
they are invincible and believe they can overpower 
anyone. 
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Founded:  2044
Capit al Planet :  Avalon
Ruler  Tit le:  Queen Mother
Core Syst em s:  67

Count r ies of  Or igin:  Most European nations, including 
the United Kingdom, France, Spain, and spread to the 
middle-eastern area (China).

Governm ent :  Monarchy - There is a ruling body of 
royalty (King/Queen) with Parliament, although 
Parliament?s power is waning. Religion serves a focal 
point for the Confederation since a good portion of 
power and influence came from the Church. When you 
are in good favor with the Church then you are in good 
favor with the Confederation. Psionics are considered 
gifts and the Church recruits those with special gifts.

Space Colony Expansion

First  Galact ic War

Mil i t ary

They rely heavily on an air force, usually fighters. The 
fleets consist of carriers and fast support ships. The 
Europa Confederation was once comprised of all of 
Europe and Asia until a great civil war revolving around 
their belief system ensued. Over a millennium, religion 
became less about freedom to worship your God, and 
more about one God. This caused a schism in the 
Europa Confederation with most of the Asian nations 
splitting off to become the Shingen Empire. When 
Psionics were first discovered, the church embraced 
them as people gifted with abilit ies and powers from 
God. It was in reference to a greater power and divine 
path that was a journey of one's self. Anyone born 
psionic became a citizen of privilege, and part of the 
Church.

The ruling body is a group of psionics gifted royals. The 
queen is referred to as the Holy Mother, the guiding 
light for the empire. There is a Parliament that handles 
most of the government logistics and rulings, but it 
doesn't have as much as the royals. As long as someone 
has a valuable purpose to the church, they are welcome 
into the nation. Their main focus is on the development 
of psionics with less reliance on cybernetics. Their 
philosophy is that cybernetics have a way of interfering 
with a psionics potential. 
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Unit ed Republic

Founded:  2040
Capit al Planet : Arcadia
Ruler  Tit le:  Chief Executive Officer (CEO)
Core Syst em s: 96

Count r ies  of  Or igin:  USA, Canada, Mexico & Former 
Eastern Bloc

Governm ent :  Corporatocracy - The empire is 
controlled and ran based on performance in a type of 
capitalism. There is freedom of speed and a democracy 
but not in the normal sense, done through marketing 
and corporate performance. To vote and be considered 
a citizen with full benefits you need to be a contributing 
member of society. Happy citizens are productive 
citizens and there are many benefits from medical, 
housing, and retirement options available. The Board of 
Directors serve similar to Congress with anyone able to 
run for CEO.

Hist ory

In 2020 the countries of the Eastern Bloc was facing 
economic crisis with the major drop of their currency 
exchange rate. Unknown at the time this destabilization 
was deliberate and planned by three powerful 
Corporations:  Micro Serum Pharmaceuticals, Jarvis 
Technology, and Operon Research and Development. 
They had secretly formed and created a 
Mega-Corporation which they used publicly to help 
shape public opinion, while behind the scenes bribing 
politicians and militaries. 

Under the guise of government bailout, operating 
through multiple shell companies they worked over the 
years to broker various deals across the country. Along 
with continued wars, poverty, crime, and strife 
throughout Central and Eastern Europe, within a few 
years the Corporations owned the majority of the land 
and buildings across the Eastern Bloc.

The Corporations introduced Corporate Communities 
which were huge skyscrapers and self sustaining block 
communities. Employees and their families, went to 
school and worked within these communities. If they 
transferred to a new job outside, they would all move to 
the new Corporate Tower. The benefit was food, 
medicine, homes for workers were all supplied with by 
the company eliminating the need money since 
everything was provided. Publicly this was a great deal 
for everyone especially given the crime and pollution 
level. The corporate blocks were kept clean and 

patrolled so no one saw homeless or vagabonds. They 
controlled the media and networks so they only saw 
what they needed to see. As long as you were a law 
abiding citizen, productive and contributing to the 
community you could vote, pursue hobbies and live 
carefree without wanting for anything. 

A few years later the United States suffered the last and 
final collapse of Wall Street which further destabilized 
the US causing the country to break out in chaos. The 
government didn?t have the resources or manpower to 
reign things in even with martial law. Micro Serum 
Pharmaceuticals and Jarvis Technology merged and in a 
similar fashion to how Operon R&D took control of the 
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Eastern Bloc. After a couple years the country had 
stabilized under their leadership with freedom and 
capitalism at the forefront. In an unprecedented move 
they merged with Operon to create a massive 
Mega-Corporation publicly combining all their resources 
and formerly creating the United Republic. 

Space Colony Expansion

When the space race started the United Republic was 
the first at the forefront. They were not only the 
strongest global entity in both political, financial but 
military power as well. Other than exports for trade, 
they spent most of the time and money focusing on the 
betterment of their countries. This also meant being the 
first to find new planets to expand too so they could 
have the first pick at major resources.

Although the Europa Confederation were the first to 
pioneer space travel and exploration, the United 
Republic weren?t too far behind. Not wanting to be beat 
to the punch they were the first to establish the first 
colony outside of the Sol System, which has become 
their Capital known as Arcadia. 

In only a few years they had begun transferring the 
majority of their resources from Terra off world to new 
destinations offering extensive employee benefit 
packages for those offering to brave new frontiers. This 
was a huge opportunity for many people struggling at 
the lower levels of companies who wanted a chance at 
land ownership or even a managerial tit le creating a 
very competitive environment.  

First  Galact ic War

Mil i t ary

They were the first empire created after the loss of 
Terra and established themselves early on. Many of the 
existing military needed corporate backing to continue 
functioning which put the corporations in a position of 
control. Quickly seizing and protecting their assets, they 
were able to account for more than 70% of the 
spaceships in the region.

Com bat  St yle: In the beginning there were a lot of 
skirmishes and battles. Even though they controlled 
most of the military ships, there was a lot of space to 
cover, so ships needed to be ready to handle multiple 
roles. They tend to rely on bigger, heavier ships than 
overall numbers.

Their ships are known to carrying the most varied 
weaponry compared to other empires, as they use their 

size and strength to wade into battle. Even though their 
ships are slower, their firepower makes up for it. The 
United Republic is comprised of the remnants of the 
United States, Mexico, Canada, and the former Eastern 
Bloc nations. The government is an amalgamation of all 
those cultures. There is a democracy, but not in the 
traditional sense. The borders are open to anyone, but 
only citizens can actually vote. To be a citizen, you have 
to have served in the military for at least four years, and 
must maintain a corporate recognized job. Anyone is 
welcome to live in the UR, but they are considered 
second class compared to a citizen of the UR. Benefits 
like medical, social services, and even police protection 
are only available to contributing citizens. The UR is run 
by corporations which ensure that everyone continues 
to further its success. Their quick rise to power was 
attributed to already having the shipping lanes, 
construction yards and large military forces when the 
Sol system vanished. They are the oldest governing 
empire and have a high technological capability. They 
also have a special group of trained psionics. All people, 
regardless of citizenship, and who are in UR space, must 
be registered if they are Psion. Most of their military 
ships are large and bulky. A lot of that stemmed from 
having a large military at the time of the Sol 
disappearance. Ships served both military and 
transport purposes as they spread out to colonize more 
planets. Even though they don't colonize anymore, a lot 
of their ships still have that feel, some of it attributed 
from the partial Russian design influence. 
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Federat ed Com m onwealt h

Founded: 2040
Capit al Planet : New Sydney
Ruler  Tit le: Ejdddd
Core Syst em s: 12

Count r ies of  Or igin: Australia, along with various 
islands along the Pacific Rim.

Governm ent : Constitutional monarchy

Uniform  Colors: Orange, Green, White

Psionic 

Milit ary:

Com bat  St yle: They tend to favor ships that utilize 
reinforced armor more than shields and are known to 
have one of the fiercest and elite fighter squadrons in 
the galaxy. They like to rely on missiles and long range 
attacks while utilizing their fighter squadrons to coral 
and pick off ships.

Federated Commonwealth contains remnants 
remnants from Australia, along with various smaller 
countries along the pacific rim. When they joined with 
the other countries, they lacked any major import or 
export that would have benefited them during the 
Psionic Emergence. They were forced to ban together 
and delegated to a lot of mercenary work which served 
their purpose. It got them credits and into space 
moving a good portion to some outlining colonies.

Growing tired of fighting, after the first galactic war, a 
large fragment separated off to go into uncharted space 
to create its own colonies. They founded six planets in a 
region, which they thought was far enough away from 
everyone. Similar to 1901 when six Australian colonies 
federated to form the Commonwealth of Australia, the 
Federated Commonwealth was born.

Their reliance on reinforced armor isn't because they 
lack the technological level that some of the other 
Empires have but their planets are surrounded by 
asteroids. Shields don't have much effect against 
asteroids and the armor lets them wade through them 
fairly easily. Their fighter squadrons have spent years 
training to increase their skill but it is also a matter of 
survival flying under those conditions.

Space Colony Expansion

First  Galact ic War
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Out er  Rim  Coalit ion Ar ist ocracy

Founded: 2064
Capit al Planet : Avarua
Ruler  Tit le: President
Core Syst em s: 10

Count r ies of  Or igin: With no real home or colony of 
their own, most residents from Polynesia were 
migratory. It wasn?t until after the 1st Galactic War that 
they started to settle down in the outskirts of the outer 
rim of the Eurasia Empire. During the 2nd Galactic War 
they took arms not to fight against them but to protect 
their own people who were caught in the middle. They 
mostly consist of independent colonies, a home to 
outcasts and exiles from other empires.

Cyborgs, Human, Rebels

Uniform  Colors: Gray, Red and Green

Governm ent : Monarchy. Current ruler was elected 
during the 2nd Galactic War when the Outer Rim Pact 
split from the Eurasia Empire during a civil war that also 
birthed the Shingen Empire and the Europa 
Confederation.

Milit ary: Most of their ships came from mercenary 
work and piracy. In order to get the weapons to keep 
their borders safe, they raided the Shingen Empire and 
Europa Confederation during the war. They were too 
busy with each other to care about the Outer Rim Pact.

Com bat  St yle: Ships are cobbled together from what 
they capture. They usually only raid or attack for the 
resources that they need to survive. They are on the 
edges of the Europa Confederation and the Shingen 
Empire, usually left alone as a buffer. As long as they 
don't focus too much on one side over the other, they 
tend to only have to deal with minor battles and 
skirmishes. That unfortunately means they end up 
being pawns as Europa and Shingen forces stage in and 
around their space.

They prefer fast ships that are inexpensive to maintain, 
and do not have a huge force in terms of pilots. They 
tend to rely on missiles, pulse torpedoes and heavy 
lasers. They are one of the few that have some Char?iza 
personal so they are able able to command a few 
Shingen Empire ships without having to overhaul their 
systems, giving them access to Shingen rail guns. (25% 
of the fleet points can be allocated to Shingen Empire 
ships). 
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