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1. The Humanoids

The Empires of Man

Humanoids communicate primarily by vocalization. They
can form and understand complex sounds, which often
serves as a bridge for intggeciescommunications. While
their vocalizations may not fully translate the intricacies of
language beween the otherDomairs, Humanoids can
roughly ascertain the meanings. Because of this,
Humanoidfactions have the tendency to stand in as
translators when diplomacy may have a chance of success.

Humanoids and strive for understanding of their place in
the universe. They adapt quickly to new environments,
problems, and dangers. It is sometimes said that there is
no greater threat to the otheDomairs than the Empires
of Man, but also that it is with Man that the salvation of
the Genesys worlds may ultimatelyst.

The First Age
Humanoids of the First Age struggle to gain a foothold on

On many of the Genesys worlds, Humanoid species are thehe Genesys Worlds, engaging in conflicts \aitiother

most prevalentspecies Some of the more radical
Humanoid groups believe this to be a sign that they are
the chosen othe gods. Often called the Empires of Man,

Humanoids are highly adaptable species. Some are as wil
and barbaric as the Reptilia or Biests, but many more are

civilized and rigidly organized into orderly kingdoms and
empires.

The Humanoid species are sowfehe most adaptable of
all thespecies. Their intellect and knowledge rivals the
other species and when added to the adaptation of the
species they can be one of the most dangerous and
overwhelming of all thepecies in Genesys.

The strengths of Humaraié are their ingenuity, their drive
for domination, and their sense of purpose. Humanoids

have the capability to invent wonders and marvels beyond

what is thought to be possible.

Right and Wrong and GoegtrsusEvil are a large part of
the Humanoid drived conquer and subject other species

species both new and ancient. It is an age of violence and
growth, and the fight for survival and dominance is an an
everyday event.

q—|umanoids are quick to band together, forming kingdoms

and alliances. They seem to always push exploration and
seek to increase their knowledge of the worlds they live in.
Those empires that cease or fear adaptation and learning
often become signant and tend to crumble in upon
themselves or fall to their more enterprising neighbors.
This expansion is not looked upon favorably by others, and
war always looms just around the corner.

The Second Age

This is the age of the apocalypse. As new teabgiek and
forms of energy are harnessed, Humanoids teeter on the
brink ofselfdeterminedannihilation. Many inevitably fall
into ruin. In others, upheaval and the collapse of nations
will push the cutting edge of Humanity, driving
technologies, warfare, agic, and even the definitions of

to their will. For Humanoids, Good and Evil are subjective. \what defines youfaction

Religious motivation, wealth, and power tend to influence
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dominion. Above all else, Humanoids are rightemutheir
determinationg all who do not bend to their version of
what is right must fall before them.

While there are genetic mutations amongst Humanoid
species, they are relatively rare. Albinism, Dwarfism, and
Giantism are among the most common and ologo
mutations.

On some worlds that are dominated or visited often by
other species, hybridization between Humanoids and
other factions can occur. This results in some of the more
GSE2GA0¢ 1 dzYl y2AR
factions are the Fayrie ahthe Orc clans.
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magic, and cybernetically enhanced warriors are yours to
command.

The Third Age

Thesight of another Universe crashing through our own is
a sight to seeUnfortunately,not one that anyone can
survive.ln the far future massivgraviton shock waves rip
through the Genesys worlds obliterating anything inithe
path. The end ikere;will your speciedind salvation as

the universe itself is being torn asunder. Secrets long lost
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eruptéed among the survivinigciions a
the answers and few if any will survive.
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This motto is built into everything Dwarves do, whether it
is engineering or weapons of war.

1.3 Fayrie

The Humanoid Genome is very adaptable, and as such
hybridization can occur. The Fayrie are a Humanoid
hybridization between the Fay and Humanoids. fdmults
are species that can see beyond the physical world into
the ethereal, but cannot be a part of it. They seek out
places of mystical energy and hold these places sacred,
1.1 Giant and are highly attuned to channeling psychic energy.

Giantism among the Humanoids stems from a lack of . i

control of growth hormones, and as such the individuals '€ Fayrie do not chooseeir own paths as the Fay do,
continue to grow throughout their lives. It is hereditary but instead push into the light or darkness with the

and most die at an early age due to a breakdown of their extremes that only Humanoids can. The Fayrie will follow
bone structure as well as other Akh issues that are their species origins of light or darkness without deviancy.

unable to keep up with their constant growth. These
health issues generally mean that a Giant's life is painful
and full of stress. Among the Giants there is a tendency fo
violence which only adds to their fearsome reputations.

The Fayrie are called many things, from Elves ivy,Ra
Teven being confused with the Fay.

In apearance a Giant stands eight to ten feet in height 1.4 Feral

with an overlyamplified muscular body. The Feral are a hybridization of Humanoids and Biests.
Wild and animalistic, Feral Humanoids tend to be overly
aggressive and warlike. The Feral often live in outlaying
lands, forming up for raids or assive armies to lay waste
to any civilization that stands before them. Feral, like
Biests, are often unpredictable and dangerous, like a wild
animal cornered. Might makes right, and the weak
deserve their fate.

It is rumored that there are entire lands and kingdoms of
Giants that live to extremely old ages, and as such grew to
immense heights. These are where the legeofithe

great Titans originated from.

1.2 Dwarf o
The Feral can have wildly different appaaas, and most

Dwarfism is another genetiC trait that is hereditary. These are referred to as barbarianS, orcs, and other demeaning
individuals tend to be longdived than the standard names.

Humanoid. There are many worlds were Dwarven
kingdoms have held sway for centuries. Thesedstur
people have natural tendencies towards collecting
precious ores, and metal working is an integral part of
their culture. As such, it is the dwarves who uncovered the
secrets to black powder before the other species, leading
to advanced engineering antié creation of large

Cannons.

Dwarves generally have the girth and stockiness of a full
grown human, albeit compressed into a fefoot frame.

Dwarven cities are marvels to behold, as despite their
more diminutive size Dwarves tend to go big or go home.



1.5 Goblyn

A Goblyn is a maligned degenerative form of humanoid
with its origins possibly coming from a mutation in Feral
Hybrids.

Many overlook the Goblyns as wealdadull witted, but
they are without a doubt ravenous, cruel, and cunning to
the extreme. There small size and fast rates of
reproduction can quickly escalate from occasional nightly
raids, to massed overwhelming hordes several times
within a single genet#n.

Due to the highly unstable genome of the Goblyn, many
wildly varied Goblin factions exist. Goblin, Imp, Kobold,
gremlin, and many more. Rare variants mixed with the
Fayrie, Aberration, and even Giants have produced
O2dzy (it Saa 2 { K 3NSpsds,\Ghomnds)aBdi X X
many others.

1.6 Aberration

Often living on lands barely suitable for life in the most
extreme locations, Aberrations have been fundamentally
altered down to the cellular level by the extremes of their
environments. This causéseir physical form to be
severely altered.

In nature the weak and deformed often die, but life is
tenacious and does not fade away without a fight.
Aberrations are genetic alterations pushed upon them by
the most extreme situations.

Whether an environrantal disaster or oddity of nature,
Aberrations often wield strange powers and abilities, often
alienating them from other humanoids in ability and their
appearance.

Due to the often violent extremes they have overcome in
life, Aberrations often seekqwer over othersliey
O2y&aARSNI af SA&ASNJ 6SAyIag d



The Genesys Projectmanois

2 The Tree of Life

2.1 Definitions
Domains:There are 5 Domains of Life in the

Martial: Martial is the melee combat skill of the
model. This number here is added to the die roll
when attacking in melee combat.

Ranged:This is the Ranged Combat skill of the

Genesys Project. These include Humanoids, Reptiliamodel. This number here is added to the die roll

Fey, Inseckt, and Biests.

Each Domain includes many differdattions that
can be wildly different from each other and has its
own rules, traits, and paths through the future and
are defined in their own book/ pdf.

Species/ FactionCreating your owrfiactionfrom

the traits will help evolve and create your own
SpeciesYaur Speciesvill determine what abilities
and skills everyone in your army will haiée word
race is also synonymous with either word, species
or faction.

Traits: Traits are selected from evolutionary
branches and contain abilities that apply to your
models. There is a mandatory range of traits that
you must select from.

Abilities: These are your special rules. Selecting
your traits grants the abilities they contain for both
your army and classes.

Characteristics:

Strength:Strength is used to determénthe power
of a melee attack. The stronger the attack, the
higher the chance to cause critical damage when
striking your opponent.

ToughnessToughness determines how resilient a
model is to being attacked.

Movement: a model may move up to 3x its
movemert and still perform an action. A model
staying within its base movement range is
considered to not be moving.

when attacking in ranged combat.

Defense: Defense is how well a model can avoid
being hit by opponents.

Discipline:The Discipline not only helps determine
squad sizs for your classes, but helps the morale
and determination of your models.

Willpower: The strength of Willpower directly
correlates to the strength of Powers, as well as
defending against Ethereal attacks. Willpower also
helps determine morale.

Command:Canmand determines your leaders
control over the battlefield, how many units can be
activated per turn, and Initiative on the field.

Mtn- Martial Target Number This is the number
required for your opponent to hit you in melee
combat. Martial + Defense= Mt

Rtn- Ranged Target Numbethis is the number
required for your opponent to hit you with a ranged
weapon. Movement + Defense= Rtn

Morale: This determines a target number for your
squad to stay within to avoid fleeing the field.
Morale is determined by Bcipline + Willpower=
Morale

Unit Classes

These unit classes are built off of ydaction.
Designing your unit classes allows for you to add
additional traits to the specific classes of units. This
is how you get Standard Units, Elite Units, Leader
types and Unique Heroes or Villains in ydaction,

as well as what defines their special abilities or
equipment.

Armory

The armory is where weapons and equipment are
listed for yourfaction. No unit classes come ready
to field with weapons or equipment atamdard.
What they take is your choice. When making your



army list for the game, you can decide what
equipment they will take from what is available to
each unit class. Primitive and Common Weapons
and Equipment are available to everyone, while
other Advanced Weapons or new Weapon types are
restricted tounits thatknow how to use them.

When it comes to Advanced Weapons and
Equipment, specific traits allow their use for Unit
classes.

2.2 The Steps for Creatiaaf your Species

The first step in creatingour speciess toyour
evolutionary traits.

There are three areas from which to select your
traits. These three areas are as follows:

1. Genetic Mutation
2. Environmental Adaptation
3. Knowledge and Science

2.3 Evolutionary Branchedn each Evolutiongr
Branch, there are Primary and Secondary Traits. In
order to unlock the Secondary Traits of a branch, a
Primary Trait within the same branch must first be
selected.
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of the traits you select will be the base point cost
per model of youfaction.

A moreadvanced species will castore in point
costs, but will also have additional traits making
them more formidable in some way.

Ideally, standing somewhere-tretween will give
the most benefits and flexibility as you continue to
create different unit classes.

2.5 Stacking Abilitis: Stacking combines multiple
ability bonuses together. There are a couple things
to consider.

Increases and Decreasase only used when
creating yourspecief advancing themBoth
increases and Decreases apply to combined
characteristics duringpeciesand unit class
creation.

An Increasés a permanent adjustment to your
characteristics and are only used when creating
your speciegclasses or advancing thermhese only
stack within the same evolutionary branch

A Decreasés a permanent penalty to your
characteristics. These penalties are combined across
evolutionary branches. This can result in a trait not

Each trait comes with a point cost for taking, as well being eligible to be taken if a characteristic is

as the special ability the traitrgnts for taking it. No
trait may be selected twice.

Example Evolutionary Branch:
Evolutionary Branch
Mobility

Adapting to the environment means getting around easier. Perfectly
adapted to do so, allows Humanoids to specialize their ghdit
move quickly and unhindered through terrain

Primary Traits

Mobility 2pts: Mobility
Secondary Traits

Sprinters 4ptsNatural Sprinter

Enhanced Movement 6ptdncrease Movement 1

2.4 Point Costs of Trait€very trait selection that
you select comewith a point cost associated with
it. Humanoids start at O points, and every trait or
ability will add to that number. The total point cost

reduced below 1.

Enhancementare in game bonusdbat are
applied to a die rollEnhancementsnly effect the
characteristic listed and do not effect combined
characteristicdike Mtn, Rtn, and MoraleExamples
are Rage, Equipping a Weap®owers (spells etc).
Soa martial enhancement would not affect Mtn.

These do stack from evolutionary bramshand
other sources, but are limited to the Maximum Age
Bonus

Maximum Bonus according to which Age your
speciess in.

1stAge: +3
2nd Age: +4
39 Age: +5

¢KS alEAYdzY . 2ydzA | LILX ASa

maximum bonus during each age. For each die roll,

g2



no bonus may exceed the Maximum bonus for a
single model.

All other types of abilitiesstack without restriction.
For Example two traits from different branches
Strength Increase 2

Strength Increase 1

Result is a +2 to Strength, not +3 since the second
bonus comes from a different evolutionary branch.

Another Example of two traits from different
branches

Strength Increase 2
Strength Decrease 1

Result is a +1 to strength because increases and
decreases are separate abilities

2.6 Species/ariantsare traits that can be selected
as normal. These can be mixed and combined.

For example taking Feral and Giantism together.
Both of these traits would then apply to your overall
faction.

Duringspeciexreation you may select yogpecies
variants, and when yodo, these apply to your
entire faction.

Once you are done creating yospeciesyou may
select aspeciessariant as a unit class trait. This
would only apply thespeciesvariants to that unit
class. These could be small subsections of your
populations,or they could be allies that are related
but a part of youiSpecies

For example: You take Feral when creating your
species Later on when creating your unit classes
you want an elite giant version of your warriors, so
the unit class takes Giantism a®thtrait selection.
This would affect only this particular unit class and
not your entirefaction.
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2.7 Armory TraitsArmory Traits are technological
advances allowing the use of superior arms and
equipment. There are two types of armory traits.

1. Sgecial Weapons and Equipment: Introduce new
weapon and equipment types into ydaxction.

2. Advanced Weapons and Equipment: Improves
existing weapons and equipment.

Example of armory traits

Evolutionary Branch

Advanced Melee Weaponry

Knowedge and technology in weapon construction can create a
superior weapons able to turn the tide of the battle before it begins.
Advanced Melee Weapons also includes throwing weapons.

Primary Traits

Quality Weapons/5pts (Armory): Advanced Weapon 5 (Med¢
Polearms/5pts (Armory): Special Weapon: Polearms
Secondary Traits

Masterwork Weapons/10pts (Armory): Advanced Weapon 10
(Melee)

Armory traits have ngpecier class codor them
most of the timeput do take up a trait selection.
Any model eqipped with the weapon must pay the
point cost of the weapon as shown abovis is
done when making up your force list for a game,
and not done duringpecier class creation.

Armory traits come with two factors trait
cost/equipment cost

-/10 wouldhave natrait pt cost, and 10 points to
equip the weapon.

2/5 would have a 2pt traitost, and Joints to
equip the weapon.

Point Cost dditions from Cross over traigsther
evolutionary mutations or environmental
adaptation, as well as extra trait s from unit
classesstill carry the extra point cost if armory
traits are taken with them.
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2.8 Class Only Traits Starting Characteristics

Some Traits are listed as Class Only All Humanoid Species have starting characteristics

Class traits cannot be taken durisgeciesreation.  that can be adjusted through the selection of traits.
Instead they can only be taken when yoe Record these, and adjust them as you create your

creating your individual classes. species

There are also some traits restricted to specific classHumanoid Starting Charactstics

types, Standard, Elite, Leader, or Unique. Strength: 2 Toughness: 2 Movement 3

Martial: 3 Ranged: 2 Defense: 3
2.9 Humanoids Start Here Discipline: 3 Willpower: 2  Command: 3
LiQa (AYS SperiesDdthidigiwBerad 2 dzRpu may not take a trait that will reduce a characteristic
you start. To do this, you have a seleatof below 1

mandatory traits and starting characteristics.

To help you along your journey, we will be creating
afactionof Feral Orcs ruled by living incarnations of
their Wild Gods.

Mandatory Traits:There are mandatory trait
selections that must be choseThe number of

traits that must be selected are often shown in a
range of numbers. For example20vould give you
options of taking 0, 1, or 2 traits from that category.

Humanoid Mandatory Trait:
Genetic Mutation: 62
Environmental Adaptation: 3
Knowvledge and Science:-2

This gives you a choice oB4raits to design and
create your Humanoid species from the
Evolutionary Traits.

Why the range of few to several traits?

It will allow you to have a morevolved or less
evolved species of your choicd more advanced
species costs



3. SpecieLCreation Walkthrough
Mountain OrcsClan Wolf

It is time to create our Mountain Orcs. We start off
by recording down our starting characteristics and
selecting our Traits.

3.1Speciedlrait Selection

We want our Mountain Orcs to be Feral savage
beasts led by a powerful God King. Trolld &iants
would be wonderful as well to be part of our elite
forces.

[ SGQa
traits.
Genetic Mutation: 02
Environmental Adaptation: 34

Knowledge and Science:2

Since we are not required to take any Genetic
MutatA 2y as ¢S 62y Qiz | YR
Environmental Adaptations.
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Next | am going to take Slave Population which is a
primary trait under Cultural and Social Adaptations,
and follow that up with God Kings which is a
secondary trait.

Slave Population 2ptsSlave Population

God Kings3pts: Bonus Traits 2 (Unique)

We now have 4 traits chosen and will call it good,
although because we hawpeciessariant we could
of chosen an extra trait.

The two cultural traits now take us up to 15pts per
model.

Next we have to select at least onagle trait from

& 0 spetleX sAYIR 2daND Y1 yiRdwidgdhd science. For this | am going to select

Advanced Mail to give the orcs and other classes we
make a good armor option.

Chain (Medium) Mail/10pts (Armory):Special Equipment:
Advanced Mail

This does not increase our base painst for our
%emeslntveiad it will anl mcre}{ase ‘models

wp‘ﬂezd ith ouYérld d v@e poﬁé gt a point

cost of 10points per model. We will do more with

Here we have a 3 trait requirement, so we will start this when we get to ouspeciesarmory.

off with the primary trait Feral. Since it unlocks a
secondary trait in the same branch, we will take
Bestial Attributes. Note that th&pecied/ariant

ability grants us an additional trait selection as long Strength: 3

as it is part of the same evolutionary branch.

Feral 4pts Specied/ariation, Increase Strength 1, Decrease
Command 1

Bestial Attributes 6ptsincrease Movement 1 or Increase Tougbse
1, Decrease Discipline 1

So far ourspeciess up to 10pts a model, with the

F2ft206Ay3 OKF NI OGSNREAGA Okna®r b2 S

Increased Movement for our Mountain Orcs.

Strength: 3 Toughness: 2 Movement 4
Martial: 3 Ranged: 2 Defense: 3
Discigine: 2 Willpower: 2 Command: 2

Mountain Orcs 15pts

Toughness: 2 Movement 4
Martial: 3 Ranged: 2 Defense: 3
Discipline: 2 Willpower: 2 Command: 2

Special rulesSpecied/ariation, Increase Strength, Decrease
Command, Increase Movement, Decre&scipline Slaves
Population, Bonus Traits 2 (unique class only), and Imgrove
Weapon 5 (melee)

Feral 4pts Species/arjation, Increase Strength 1, Decrease

GKIFG 6S OK2as

Bestial Attributes 6ptsincrease Movement 1 or Increase Toughness
1, Decrease Discipline 1

Slave Population 2ptsSlave Population
God Kings 3ptsBonus Traits 2 (que)

Chain (Medium) Mail/10pts (Armory):Special Equipment: Chain
(medium)Mail



3.2 Unit Class Creation

With ourSpecieONB I § SR A G Q&
unit classes. Unit Classes are the different types of
units that we will be able field withiaur army.

These comes in four different types; Standard, Elite,
Leader, and Unigue classes.

Classes define a units training, skills, and abilities,
not their equipment. When it comes time to create
a list, you may equip the units how you see fit from
the available armory. This could mean the same
class could field units of lightly armored archers, as
well as better armored melee forces from the same
class. Most games like to separate these into
different unit entries even though they have the
same stat hes and abilities.

We are going to start off with our Standard Classes,
of which we are able to create three based on our
characteristics.

Creating a Class is simple and we build these off of
the basespecies

Standard Classes

Orc Warriors will be ouirkt class. Since we can add
a trait to this class, but for simplicity we will keep it
simple and stick to our baspeciesand not add

one.

Remember that we are not equipping anyone yet
with weapons etc. Models may equip any weapons
or armor that they hag access to in the armory,
which we will do soon when we get ready to play a
game.

Orc Warriors
Pt Cost 15pts per model
Base Attack 1 Wounds 1

Strength: 3 Toughness: 2 Movement 4
Martial: 3 Ranged: 2 Defense: 3
Discipline: 2 Willpower: 2 Command: 2

Orc Warriors will be our base foot soldier. Most likely with squads
equipped differently, several with bows, and some with melee
weapons. Of course we will equip with light armor as well to add in
some defense.
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Our Second Standard Class willtd¥ar Dogs from

Y 2 e Animad Kinship Evelutigaary;Benehr bogs

2pts: War Dogs

This will give us animals to drag into combat, which
we will call Mountain Hounds. This will add the cost
of the trait to our Beast handlers.

Beast Pack

Pt Cost 17pts per modie

Base Attack 1 Wounds 1

Strength: 3 Toughness: 2 Movement 4
Martial: 3 Ranged: 2 Defense: 3
Discipline: 2 Willpower: 2 Command: 2
War Dogs

2pts: War Dogs

S:2 T:3 Mvmt:4 // M:2 R:1 Def:3 // Dsc 2 W:1 CMD:1 // M(tn) 5,
R(tn) 7 Each animal if0pts each.

Trolls will be our third and final standard class. For
this class we will choose an AberratiBpecies
Variant. Because we are choosingpeciesvariant
we can add in a second trait if we choose, and we
will do so. We will add Rage whichegws an
enhance Strength 2 and reduce Mtn 2 in melee
combat. Truly fierce in combat and on the charge.

Mountain Troll
Pt cost 31pts
Base Attacks 1 Wounds 1

Strength: 3 (5) Toughness: 3 Movement 4
Martial: 3 Ranged: 2 Defense: 3
Discipline: 1 Willpower: 2 Command: 2
Regeneration

Aberration 6pts:Specied/ariation,Increase Characteristic 1 (choice,
see abilities), Decrease Characteristic 1(opposite of Increase)

Regeneration 12ptsRegeneration 1

2S OFryQi F2NBSG GKIFG ¢S
asone our traits. So we get to create slaves,
although they can only take primitive weapons into
combat, they are cheap, and in some cases could be
a large part of the forces fielded in a game.

Orc Slaves
Pt Cost 8pts per model
Base Attack 1 Wounds 1

Strength: 3 Toughness: 2 Movement 4
Martial: 2 Ranged: 2 Defense: 2
Discipline: 2 Willpower: 2 Command: 2
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Double our point cost of the warriors takes us to

Elite CI 30pts. We will add Giantisiat 8 points and Massive
ite Classes Strength for 16Specievariant allows us to add the

Now for our Elite Forces trait for bae cost. Now we have the option twd

To build arelite class, you either start the class with in another traitfor an addition gts if we wish
the basespeciesor any one of the standardasses which we are not going to do here.

you already built. Mountain Ogre

Lei Q& &0 NI ¢ A singewe dedita S| &tdost 5pth p fodel

base the first elite unit off of this, and we need have Base Attack 2 Wounds 1

the primary trait in Animal Kinship to get what we  strength: 5 Toughness: 3 Movement 4
want here. Martial: 3 Ranged: 2 Defense: 2
This makes our point cost 17x2 + any trait we Discipline: 1 Willpower: 2 Command: 1

choose. We carven add a second trait, but fthat Giantism $ts: Specied/ariant IncreaseToughness lincrease
we would have to pathe trait cost+3® { 2 f S (iSteapth Ydegyqase Discipline 1, Decrease Command 1, Model Size
1

one and see where we are at. _
Massive Strength 163pts: Increase Strength 2, Decrease Defense 1,

{2 tS0Qa FRR az2yaidNRdza .Sl ai, F.2N LI.a @KNSBHY%E dza . d
(2 nullia LISNJ Y2RSE o [Sﬂbtg'”kwa:lé“ﬁ?g S \H 25 2 U ds@zh%
o . really be elite."Using Beast Pacsour base and

because that is just cool, ancoking closer at what ina th [0CESS as Ve, we are 4oina to

6S YAIKG stydsz tSiGQa HA@%QU%@?\‘FF’Q 3§ as@hoyeyye arg goingte, o ¢, g,
. T ake our wolf theme 1o a logical conclusion and give

Feral Beasts at theoint cost+3. This gives our these auvs both Lycanthrooy and unarmed combat

Monstrous Beasts Increased Strength. guy y Py

(so they can se claws and teeth)
Monstrous Beast 8ptsMonstrous Beast

Lycanthropy 10ptsEnhancement Strength, Lycanthropy 1,
Feral Beasts #3=7pts: Feral Beasts 1 Unarmed CombaiRestriction Darkness

Predatory Attributes 0+3=Bts: Unarmed Combat

Wolf Rider

Pt Cos#9pts per model Of course we are taking predatory afiutes

Base Attack 2 Wounds 1 second, and that trait an addition38pts.

Strength: 3 Toughness: 2 Movement 4 Theseguys will be fun, running with the wolves,
Martial: 3 Ranged: 2 Defense: 3 these ferocious orcs will transform into were wolves
Discipline: 2 Willpower: 2 Command: 2 while running with their packs. How fun.

Wolf Berserker
Pt Cost 4pts
Base Attack 2 Wounds 1

Monstrous Beast 8ptsMonstrous Beast
Feral Beasts 43="pts: Feral Beasts 1

Strength: 3 Toughness: 2 Movement 4
Dire Wolf .

Martial: 3 Ranged: 2 Defense: 3
S:5T:4 Mmnt:4 // M:3 R:1 Def:3 // Dsc 2 W:2 CMD:1 // M(tn) 6, iscioline: i ) a:
R(tn) 7with 2 attacks. Discipline: 2 Willpower: 2 Command: 2

War Dogs

Each animal is 45pts

. Lycanthropy 10ptsEnhancement Strength, Lycanthropy 1,
Nextfor our second Elite Classvant to go large Unarmed CombafRestriction Darkness

and create a Giant of some kind. These guys will be predatory Attributes 0+pts: Unarmed Combat
big. We cannot use the mountain troll our base,
simply because we cannot lower a characteristic

68t26 Mo {2 38304 dzas 2 ARY MRS haveMeyaRia Rgsglaves, Beast
Trainers Trolls, Mounted Dire Wolf Calvary, Ogres,



and finally Werewolf berserkers, we are ready to
create our Leaders and Unique Giihg.

Leader Classes

Building leader classes, we start off with any
standard or elite unit class to build off of, including
the basespecies

A large Giant, built off our Mountain Ogwell be
one of our leader types. These guys will be huge
brutes with a nodel size of Xlarge granting a £
threat range. True brutes, and ready to lead our
slaves into battle. | am also going todaEerocity for
its Enhancement Strength 1, but since this is a
second class trait being added it will cost an
additional5pts. These guys are scary, but will be
expensive to field.

Mountain Giant
Pt Cos06pts per model
Base Attack 3 Wounds 4

Strength:5 (6) Toughness: 5 Movement 4
Martial: 3 Ranged: 2 Defense: 2
Discipline: 1 Willpower: 2 Command: 1

Titans: 24ptsincrease Toughness 1, Wound +1, Model Size 1
Our bonus Characteristic increase for the class will go to toughness
Ferocity 6+pts: Enhancement Strength 1

Our second class will of course follow the path of
the wolf. We are irshort supply of a high command
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This wraps up our final Leader class, and now we
move on to the big boy of the crowd, the God King
of the Mountain Orcs. The Great Wolf himself.

Unique Class

Starting df and going a little crazy, we are going to
build our Unique off of Mountain Giants. Because
we choose God Kings for oBpecieswe will get 2
Bonus Traits for our Unique Class.

The God King
Pt Cost 86pts per model
Base Attack 4 Wounds 4

Strength:6 (7) Toughness: 5 Movement 4
Martial: 4 Ranged: 2 Defense: 2
Discipline: 1 Willpower: 2 Command: 4

We will take theuniquebonus of +1 command for 15pts.

The two unique charactéstic points will into Martiabnd strength

Bonus Traits + Clagsaits

Lycanthropy 1@ts: Enhancement Strength, Lycanthropy 1,
Unarmed CombatRestriction Darkness

Predatory Attributes 0+10ts: Unarmed Combat
Skilled Commander 4ptdncrease Command 1

Command of the Field 8ptdncrease Command 1

3.3 Armory

We havedone a lot for ouspeciesso far, and for
the most part we have not added a lot of special

and need a leader with a more reasonable point equipment and weapons. Weapons are not paid for

7

costd2 65 GAtEt H2NL b £ A G lnkil Hou A credtivg yduParrhyidi it ourdgimie NI 6 A G
a standard Orc Warrior Of course you will have a good idea of how you

Orc Warlord want your moded to be equipped before the game,

Pt CosB0pts per model anq have models that show the weapons you are

Base Attack 3 Wounds 3 using.

Strength: 3 Toughness: 2 Movement 4 Command and Primitive weapons are available to

Martial: 5 Ranged: 2 Defense: 3 any model in youfaction. Its only special

Discipline: 2 Willpower: 2 Command: 3 equipment or advanced weapons that are restricted

to models having the corrédraits allowing them to

. . field the weapon.
Close Quarter Fighting 6pténcrease Martial 1

Skilled Commander 4+5ptdncrease Command 1

Our Bonus characteristic will be used for additional Martial Skill.



In our example today we tooRhain (Medium) Mail
-/10pts (Armory)for ourfaction. Since we took this
during ourspeciesreation, the entirefactionhas
access to it. This will give us some nicely armored
solders that are quick enough to keep up with our
forces (since we took a bonus to movement.).

Types of Weapons and Equipment
Primitve: Anyone Can Use
Common: Anyone Can Use
Medium Mail: Anyone Can Use.

Taking new weapons and equipment traits as
speciedraits allows use for everyone, while taking
them specifically for a class limits their use to that
class.

Conclusion:

Even though we did not take any advanced
weapons, this does not mean we cannot take some
very cool weapons later on. In The Genesygdet
each game gives you the opportunity to create new
classes, advance existing ones, take additional
speciedraits, and even find new artifacts.
Eventually this leads to advancing your species
forward to the next Age, unlocking new traits and
new abilties.
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The Genesys Projectmanois

Dwarfism

Dwarfism is a common mutation trait among
humanoid popudtions. While most dwarves are
variants from human stock, many other subspecies
exist and thrive.

Primary Traits

Dwarf 2pts: Specied/ariant, Increase Defense 1,
Decrease Command 1, Model Site

Secondary Traits
Dwarven Constitution 6ptsincrease Toughess 1

4.1 Genetic Mutation Dwarven Craftsmanship 4ptCraftsmanship 2
SpeCieSTraitS Dwarven Richesits: Abundant Resources 2

Dwarven Stature pts: Enhancement +1 Mtn vs
largesized modelsr greater

Adaptlve SpeC|eS DwarvenTechnology?2/X pts (Armory):Heavy
Humanoids are the most adaptive species, Military Weapons. X is dependent upon the weap
spreading quickly into every environment possiple  type.

even the most extreme. This adaptation often takes Subterranean 2ptsNight Sight

place de to Mutations that occur within their

genetic code.

Primary Traits

Evolutionary Branch

Evolutionary Branch

Adaptive Species 4ptAdaptive Mutationd Giantism
Secondary Traits Growth Hormones that do not shut off as the
. I ] _ _ individual ages, resulting in massive growth
Adaptive Flexibility 4ptsAdaptive Mutation 4 GKNRdZAK2dzi GKS AYRAQGARdZ f Q&
Primary Traits
Evolutionary Branch Giantism8pts: Specied/ariant IncreaseToughness
Albinism 1, Increase Strength Decrease Discipline 1,

Decrease Command 1, Model Size 1
A mutation that results in no or mimal

LAIYSYGl A2y Ay GKS | dyPFINRIRS s Ays KEANE FyR S8$ac
While often discriminated against, Albino forms find Cyclops: 12ptsReduce Cover 1, Ethereal Sight,

surprising strengths. Night Sight, Decrease Ranged 1

Primary Traits Etins: 12ptsAll Around Sight

Albinism 4pts:Ethereal Sight, Night Sight Massive Strength 16ptdncrease Strength 2,
Enhancement: Target Rtn 1 Decrease Defense 1,

Smash attack 8pts: Smash Attack 1

Titans: 24ptsincrease Toughness 1, Wound +1,
Model Size 1

Secondary Traits

Ocular Albinism 8ts: Reduce Cover, Remove
Trait: Characteristic Increase Target Rtnl

Binary Albinism: 12ptsDecrease Toughness 1
Increase Characteristic 1 (your choice)

Evolutionary Branch




Evolutionary Branch

Goblyn

A Goblyn is a maligned degenerative form of
humanoid with its origins possiblyraing from a
mutation in Feral Hybrids.

Primary Traits

Goblynoid 2pts:Specied/ariant, Degenerative
Race, Derease Toughness 1, Increddevement 1,

Secondary Traits

Goblyn Attack 2ptsSquad Size 2
Night Vision @ts: Night Sight

Goblyn Hordes fts: Horde 2

Cunning Attack 2ptsSurprise Assault 1
Poison Bile Bts: Poison 1(any attack)

Evolutionary Branch
Knowledgeable Species

Focused on knowledge and Science, huge
breakthroughs in philosophy, engineering, and
learning, push the Humanoidigrther than most
species

Primary Traits

Greater Understanding 4ptKnowledgeable
Species 4

Secondary Traits

Innate Intelligence Trait 4ptsknowledgeable
Species 4
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Evolutionary Branch

Physical Toughness

These genetic mutationshich are found primarily

in male humanoids result can result in hardened
calcified bones or narrow and tough arterial walls to
protect the body from blows and cuts.

Primary Traits

Endure Pain 6pt€Enhancement Toughness 1,
(Melee Combat only vs primitiaed Common
Weapons)

Hardened Body: 4 ptsReduction Critical
Damage 1

Secondary Traits

Dense Bones 8 pténcrease Toughness +1

Evolutionary Branch
Tetrachromacy

A mutation of color blindness in females, has given
an advantage in coladistinction beyond normal
eyesight. This eyesight allows detailed perception of
color and contrast.

Primary Traits

Detailed Perception 4ptsikReduce Cover (Huring
day only.Twilight, dusk or darkness negate this).

Secondary Traits

Advanced Tetrachromanc§pts: Enhancement
Characteristic Ranged Restriction Daylight




4.2 Enviromental Adaptation

SpeciesTraits
Evolutionary Branch
Aberration

Often living on lands barely suitable for life in the most
extreme locations, Aberrationgbe been

fundamentally altered down to the cellular level by the
extremes of their environments. This causes their
physical form to be severely altered.

Whether an environmental disaster or oddity of
nature, Aberrations often wield strange powers and
abilities, often alienating them from other humanoids
in ability and their appearance.

Primary Traits

Aberration 6pts:Specied/ariation,Increase
Characteristic 1 (choice, see abilities), Decrease
Characteristic 1(opposite of Increase)

Secondary Traits

Rag 10pts:Enhance Strength 2, Reduce Mtn 2,
Restriction Melee Combat

Regeneration 12ptsRegeneration 1
Soullessl6pts: Soulless

Psychic Prowss 12ptsPsychic Prowess 1, Ethereal
Sight

Abomination 16pts:Increase Characteristic 1 (Must
be the same charactistic as Primary choice)

Anathema 12pts Anathema 8
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Evolutionary Branch
Adaptive Advantage

Humanoids excel at adapting to Environmental
pressures. These changes can rapidly alter the
species, and has allowed them to expand outwards
into many different environs.

Primary Traits

Adaptive Advantage 4ptsincrease Martial 1 or
Increase Ranged 1

Secondary Traits

Adaptive Specialization 8ptdncrease Mtn or Rtn.
The choice must follow the same trait type Martial
or Ranged taken in Adaptive Ashtage.

Evolutionary Branch
Animal Kinship

This allows the use of a Warhorse or similar mount.
Used as mounts in combat or to pull war equipment,
these beasts are strong and highly desired in
combat.

Primary Traits
Warhorse 2ptsWarhorse Animal Companion

Light Warhorse 2ptsWarhorse: Lightweight
Animal Companion

War Dogs 2ptsWar DogsAnimal Companion
Secondary Traits

Animal Sentries 4ptsAnimal SentriesAnimal
Companion

(PrerequisiteWar Dogs)

LargeWeight Warhorse 4pts:Warhorse: Animal
CompanionHeavyweigh(PrerequisiteWar Horse)

Monstrous Beast 8ptsMonstrous BeastAnimal
Companion



Evolutionary Branch
Survivalist
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Evolutionary Branch
Environmental Extremes

Knowing how to use the terrain you have for cover isin general Humanoids do not live in the most

almost more important than theraount of it extreme enviraments that can be found in Genesys,

available. but they do exist. From worlds with little

Primary Traits atmosph_er_e that do not protect their inhabitants
from radiation, to extreme heat or cold, to low

Concealment 2ptsConcealment oxygenated lands.

Brawler 4pts:Dirty Fighting

Secondary Traits
One with the land 4ptsAdvantageous Cover 2

You may only take one Weakness optional ability
from the Enwronmental Extremes evolutionary
branch

Primary Traits

Acid Resistance 2ptfesistance Acid WWeakness
Resonancd (optional)-1pts

Sole SurvivoBpts: Loner, Increase Defense 1

Evolutionary Branch

Cultural andSocial Adaptations

Culture can change the form and direction quickly of Electricity Resistance 2ptResistance Electrty 1,
I a20AS8GeQa S§¢2tdziazy | YRk R&dEaneogtional)-lpts

Cultural and Social Adaptations can only be taken ad™ire Resistance 2ptResistance Fire, Weakness
a trait for yourspecies Unit Classes may not take ~ Cold 1 (optionaljlpts

these traits. Poison Resistance 2ptResistance Poison 1
Primary Traits Weakness Radiatioh (optional)-1pts

Aristocracy 2ps: Enhancement Command(for Radiation Res_istance 2ptResistance Radiation 1
Leaders and Unique classes only) Weskness Poisoft (optional)-1pts

Cold Resistance 2ptResistance Cold Weakness
Firel (optional)-1pts

SoundResistance 2pts€Resistance Resonance 1
Weakness Acidl (optional)-1pts

Secondary Traits

Acid Immunities 4ptsResistance Acid, 2Veakness
Resonance 2 (optionalpts

Councils 2ptsSquad Size 1 (Standard Classes)
Squad Size EliteClasses)

Hierarchical 2ptsClass Bonus Elite 1, Class Bonus
Leader 1

Heroic Nobility 2ptsEnhancement Command +1
(unigue tasses only)Squad Size (Gtandard

Cold Immunities 4ptsResistance Cold Veaknas
Classes)

Fire 2 (optional}2pts

Mercantile Society 2ptsAbundant Resource? Electricity Immunity 4ptsResistance Electricity, 2

Mercenaries: 2ptsMercenary Class Elite Weakness Resonan@eoptional)-2pts

Fire Immunities 4ptResistance Fire, 2Veakness
Cold 2 (optionaly2pts

Poison Immunity 4pts Resistance Poison 2
Weakness Radian 2 (ptional)-2pts

Slave Population 2ptsSlave Population
Tribal 2pts: Class Bonus (Standard)

Secondary Traits

Gladiatorial Pits 3ptswarrior Slaves Radiation Immunities 4ptResistance Radiation 2

God Kings 3ptsBonus Traits 2 (Unique) Weakness Poison 2 (optionapts

Massed Hordes 3ptdiordes 2 (Standard)
Legendary Heroes 3pt®onus Trait (Leaders)

Soundimmunity 4pts: Resistance Resonan2ge
Weakness Acid @ptional)-2pts



Evolutionary Branch
Fayrie

The Fayrie are a hybridizationfahe Humanoid

genome and the Fay. To others they appear ageless

and can even briefly manipulate the realities of

space and time as they peer into the depths of the

Ethereal.
Primary Traits

Fayrie 4ptsSpecied/ariation, Increase Willpower 1,

Decrease Bcipline 1

Secondary Traits

Ethereal Jump 4ptsEthereal Jump 1
Foresight 6ptsfForesight 1

Precognition 6ptsPrecognition 1

Tactical Sight 6ptsTactical Sight 1

Massive Willpower 8ptsincreasewillpower?2

Evolutionary Branch
Feral

A hybridization between Biests and Men, these
creatures typically rule through might,

Unpredictable and wild, the Feral are dangerous in

the extreme.
Primary Traits

Feral 4pts:Specied/ariation,Increase Strength 1,
Decrease Command 1

Secondary Traits

Bestal Attributes 6pts:Increase Movement 1 or
Increase Toughness 1, Decrease Discipline 1

Feral Beasts 4ptsFeral Beasts 1
Ferocity 6pts:Enhancement Strength 1

Lycanthropy 1@ts: Enhancement Strength,
Enhancement Movement, Lycanthropy 1,
Unarmed Combia Restriction Night.

Predatory Attributes OptsUnarmed Combat
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Evolutionary Branch

Mobility

Adapting to the environment means getting around
easier. Perfectly adapted to do so, allows
Humanoids to specialize their ability to move §lyic
and unhindered through terrain

Primary Traits

Pathfinder2pts: Pathfinder

Agile4pts: Evasion 1

Charger 4ptsCharge 1

Secondary Traits

Sprinters 4ptsNatural Sprinter
GreaterMovement 6pts:Increase Movement 1

Evolutionary Branch

Religious Belief

Organized religion draws its power from the belief
of its followers. It is through this belief, which
powerful energies are channeled, and the fate of the
many changed.

Primary Traits
Religious Followers 2ptfReligious &llowers
Secondaryraits

Religious Zealots 4ptReligious Zealots, Increase
Morale 1

Holy Warriors 4ptsReligious Followers, Holy
Warrior



Evolutionary Branch
The Sacred Faiths

Able to harness the energy through others with
Religious Belief, pri¢s with Sacred Faith take on
their religious faith with zeal.

Primary Traits

Priestly Vessel pts: Priestly Vessel
Secondary Traits

Greater Faith/5pts (Powers) FaithPower5

High Priests 10ptd:igh Priest 1, Priestly Vessel 2
(Class only Trait)

Will of the Gods -/10pts (Powers) FaithPowerl10
(Class only trait)

Evolutionary Branch
Scientific Adaptability

Quick to adjust and change the direction of studies
and knowledge

Primary Traits

Scientific Adaptability2pts: Adaptive Scienc2
Secondary Traits

Observational Science Trait 4 pt&daptive

Science 4

Evolutionary Branch
Wealth of Resources

Having access to the riches of the land can provide
great benefits to your people.

Primary Traits

Abundance 2ptsAbundant Resurces2
Secondary Traits

Wealth 2pts:Abundant Resources
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Secondary Traits

Masterwork Melee Weapons/10pts (Armory):
Advanced Weapon 10 (Melee)

Evolutionary Branch
Alchemy

These early chemists were albbecreate wonders

KnOW|edge and SCience TraitSIike naphtha, early flame throwers, more powerful

gunpowder, and early explosives.

Armory Traits can be found among the Knowledge _ _
and Science Traits. The rules for them are in sectionPrimary Traits

2.7 on page 8. Alchemy: Explosive Grenadek6pts (Armory):

Special Weapon: Explosive Grenades
Evolutionary Brartt Alchemy: Liquid Firg6pts (Armory):
Advanced Archery Special Weapariiquid Fire

Archery and the use of crossbows of many types areAIChemy: Smoke Bomb#3pts (Armory):

found throughout many cultures. Used from Special WeaparSmoke Bombs

Warfare to Hunting, archery is a part of life. Secondary Traits

Primary Traits Alchemy: Flame Siphon&l5pts (Armory):
Improved Bow Constructior/5pts: (Armory) Special WeaparFlame Siphon

Advanced Weapon 5 (Rged) Alchemy:Fire Thrower-/ 30pts(Armory):

Heavy Crossbowdg5pts (Armory): Special Weapon:

Heavy Crossbow Special Weaparfire Thrower

Repeater Crosshows5pts (Armory): Special Extreme Alchemy:/10 (Armory):

Weapon:Repeater Crosshow Advanced Weaponry 10 (Extremes)
Secondary Traits

Masterwork Bows:-/10pts (Armory):Advanced Evolutionary Branch

Weapon 10 (Ranged) Armor

There are many different types of armor and shields
Evolutionary Branch to help keep warriors alive during battle. Armor
technologies and design are pushed with the need to
Advanced Melee Weaponry keep up with weapn development.
Knowledge and technology in weapon construction Primary Traits
can create a superior weapons able to turn the tide
of the battle before it begins. Advanced Melee
Weapons also includes throwing weapons.

Advanced Armor/5pts (Armory): Advanced
Equipment 5 (Armor, Resistance)

Body Shields/10pts (Armory): Special Equipment:
Body Shields

Chain(Medium) Mail-/10pts (Armory): Special
Equipment:Chain(Medium)Armor

Primary Traits

Improved Melee Weapons/ 5pts (Armory):
Advanced Weapon 5 (Melee)

Polearms-/5pts (Armory): Special Weapan
Polearms



Seconday Traits

Plate(Heavy) Armor/20pts (Armory): Special
Equipment:Plate Armor

Masterwork Armor-/10pts (Armory):Advanced
Equipment 10 (Armor, Resistance)

Evolutionary Branch

ArcaneSecrets

Its takes considerable knowledge and inner strangt
to channel the Ether through the mortal body, often
Fd 2ySQa 26y LISNAf @
Primary Traits

Arcane Knowledge 6ptArcane Knowledgé

Arcane Power/5pts (Powers):Arcane Power 5
Secondary Traits

Advanced Arcane Lor&2pts. ArcaneKnowledge?
(Class only tig)

Arcane Battle Focus 8pt&nhance Willpower 1

Greater Power/10pts (Powers):Arcane
Power-/10 (Class only trait)

Arcane Surge 10pifPower Surge 2 (Arcane)

Evolutionary Branch
Combat Tactics

Advanced combat tactics and skdl® often more
AYLRNIFYdG GKFy GKS

Primary Traits

Infiltration 4pts: Infiltration (Class Only Trait)
Mounted Combatdpts: Mounted Combat 1
Recon 2ptsRecon

Set for the Charge 2ptSet for the Charge
Shield Bash 2ptsShield Bash

Shield Wall 4ptsShield Wall (Class Only Trait)
Spear and Shield 2ptSpear and Shield
Secondary Traits

Champion Combatant 8ptgQuickness 1 (Leader or
Unique Class Trait only)

Parrying ®ts: Parrying 1
War Veterans 8ptsyWar Veteran (Class Only Tyai

& G NB ¥atuskptsEcEus2 Y S Q&
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Evolutionary Branch

Command

Command of the battlefield can be paramount to
victory. Lack of it, can lead to disarray and
confusion.

Primary Traits

Lay of the Land 2ptd:ay of the Land

Taking the Initiative 2ptsTaking the Initiative
illed Commander 4ptsincrease Command 1
Strength of Will 4ptsincrease Morale 1
Secondary Traits

Critical Timing 4ptsCritical Timing

Battlefield Objectives 4ptsBattlefield Objectives
Command of the Field 8ptdncrease Command 1

Evolutionary Brach
Concentration

Harnessing the powers of the Ether takes grim
determination, and incredibly focused concentration

Primary Traits
Concentration 4ptsincrease Willpower 1
Meditation 4pts: Meditation X

Secondary Traits

a62NRO®
Powerful Will 8pts: Increase Willpower 1
Ethereal Fortitude 8ptsEthereal Fortitude 1
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Evolutionary Branch Masterwork Firearms/10 (Armory): Advanced
Weapon 10 (Ranged, Extremes)

Exotic Beasts _ . :
Multi -Barrel Firearms/10pts (Armory) Special

Through breeding or advanced knowledge of exotic weapon Multi-Barrel Firearms

beasts, taming and even domesticating wild and

dangerous besits is possible.

Evolutionary Branch

Primary Traits Heavy Military Weapons

Breeding Programsg/10 pts (Armory):Exotic Heavy siege equipment designed for large
Animals 10 engagements.

Secondary Traits Primary Traits

Advanced Breeding Program& Opts (Armory): Military Weapons-/X pts (Armory):Heavy Military
Exotic Animals 20 Weapons. X is dependent upon the weapon type
Fantastical Beast/50 (Armory): Secondey Traits

Exotic Animals 50 Advanced Military Weapons/10pts (Armory):

Advanced Military Weapon 10
Superior Military Emplacements20(Armory):
Advanced Military Weapon 20

Evolutionary Branch
Military Training Techniques

Advanced Training Techniques amaongny cultures
define specialized and elite soldiers.

Primary Traits
Military Discipline 4ptsincrease Discipline 1

Group Training 2ptsSquad Size 1

Evolutionary Branch Targeting Ranges 6ptincrease Ranged 1

Gunpowder Weapons

The invention of gunpowder has the potential to
unleash a massive amount of power, creating a very

Close Quarter Fighting 6pténcrease Martial 1
Secondary Trts
Elite Training 6ptsWar Veterans (Class Trait)

effect yet slow to reload weapon Martial Mastery 10pts:Enhancement Martial 1
Primary Traits Sharpshooter 10ptsEnhancement Ranged 1
Gunpowder Weapons/10pts (Armory): Special Skilled Combatant.Opts: Increase Attacks 1

Weapon: Flintlocks

Blunderbuss Weapongd15pts (Armory): Special
Weapon: Blunderbuss

Secondary Traits

Advanced Rifle/Pistol/5pts (Armory): Advanced
Weapon 5 (Ranged)



Evolutionary Branch

Strength Training

Physical Strertj is revered in many cultures,
revealed by powerful heroes and the forces they
must overcome.

Primary Traits

Physical Power 2ptdncreased Critical Damage 1
(Melee)

Physical Strength 6ptdncrease Strength 1
Secondary Traits
Physical Prowess 8pténaease Martial 1

Incredible Strength 12ptsincrease Strength 1
Sweep Attack 6ptsArc Attack

Evolutionary Branch

War Machines

Chariots and Wagons

Primary Traits

Chariots-/20 (Armory): Chariots
Wagons-/40 (Armory): War Wagons
Secondaryrhits

Advanced Chariot or Wagon Desigibpts
(Armory): Advanced Chariot and Wagon 5pts

Advanced Chariot or Wagon DesigiiOpts
(Armory): Advanced Chariot and Wagon 10pts

Evolutionary Branch

The Weaponsmith

The Weaponsmith is highly sdugafter for creating
incredible weapons of war.

Primary Traits

Forgemaster/5pts (Armory). Weaponsmith 5
(class trait)

Craftsmanship 10ptsCraftsmanship 2

Secondary Traits

Artisan Craftsmanship/20pts (Armory): Alvanced
Armor (Empowered) (class ti

Arcane Forges 15pt#rcane Construction
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Accuracy XAccuracy raises the Accuracy Range of
ranged and throwing weapons by the amount listed
in inches.

Adaptive Mutation X:This ability allows you to take
a primary adaptation trait for an additional cost as a
mutation trait. Add the cost of this trait and the one
chosen to determine the total cost of the Adaptive
Mutation.

5. Abilities

Abilities are the special rules granted by the chosen Adaptive Science Xhis ability allows ywto take a

traits for yourspeciesand unit classes. Many Knowledge and Science trait at the increased cost of

abilities have a numerical modifier indicating the this trait, plus the cost of the trait chosen. This trait

modifier applied. is now an adaptation and can be used to as a
prerequisite for additional Science and Knowledge
traits.

*M odels do not confer their abilities to other _
models. For Example, a single leader model joining aAdvantageous Cover Jdvantajeous Cover grants

A0 yRFNR aljdd R 2F ot NN SNAEUONg Ragus fo£ques. S Ruinyst girgaqdybg  x § 5 5
like infiltrate, do not allow the squad of standard ~ F€C€IViNg & cover bonus and cannot move over your
warriors to infiltrate. base movement while taking this additional bonus.

As normal, Maximum Age Bonuses apply.

(Armory)—These abilities havno cost by
themselves. Instead this is the cost of taking the
equipment on a model by model basis. Taking an
Armory trait allows the unit type to equip special
equipment and advanced weaponry granted by the
trait.

All Around SightModels with All Around Siglasire

harder to be Caught off Guard, so do not receive a

1 to their MTN if they have already spent their

action and are in melee combat. All Around Sight

2yte ST¥FSOGla I Y2RStQa ac¢bx

When a model is equipped with the

weapm/equipment the second cost listed is Anathema XA model with this ability makes
applied. These costs are cumulative, as weapons/ channelirg powers very difficult by increasingeth
equipment can have multiple attributes added to  difficulty of all powers by Xvhere X is the strength
them to create specialized and exotic weapons. of the ability. Ananthema effects all powers as they
are being channeled within the command radius of

Armory Traits are listed in 5.2 Armories, and )
the model with Anathema.

described fully in the Armgr
(Powers} Powers include psychic or magiilities

channeled from the tBer. These abilities anesed Animal CompanionAnimal Compaion denotes
to create new spelldescribed fily in section 8. creatures, monsters, and domesticated animals
Powers trained or bonded to the model they are with. Any

model may have animal companions equal in
] . number up to their discipline. Animal companions
51 SpeCIa| Abilities are in addition to squad sizes and are not limited or

Abundant Resources Xdbundant Resources increased by the size of a game.

reduces the cost cfommon anl specialveapons

and equipment by X. Abundant Resources stacks up
to the maximum Age BonuSecondary Weapons

are not discounted.



Animal Sentries(Prerequisite: War Dogs)
Animal Sentries aran upgrade toNar Dogs
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bonustoamodelmovingd ¢ ® ! Y2RSt NBOSA
Charge bonus of 1 increases the Charge bonus to 2,

and so on. Charge X only stacks up to the Maximum

S:2 T:2 Mvmt:5// M:2 R:1 Def:3 // Dsc 2 W:1 CMD:1 Age Bonus

/I M(tn) 5, R(tn) 7Each animal is 10pts each.

If an opponent deploys a model wikhy” My €
animal in the pack, you may Release the Hounds.

Release the Hound$he Dogs leave their trainer
and get a full movement and action immediately

2T |

S
Clas gonus X Class Bonus grants extra Unit
Classes of the chosen type for ydaiction.

when the enemy model or models are placed on the ConcealmentOnly 25% of your model must be
board. (The enemy models may react as they would covered by terrain to get cover. This is increased

normally in a round with any reactionary
activations). This is a pregame action, and occurs
before the first round. The trainer may restrain the
sentries if he so wishes.

Arc Attack:Arc Attack allows for a melee attack that
can hit multiple opponents wiiin a 180 arc in front
of the model. To make an arc attack, make a single
attack roll to determine any hits and the CR
number. Each model attacked beyond the first
included in the arc attack decreases the strength of
hits by 1. So, an arc attack againgeth models
would result in a2 strength to any hits.

All attacked models must be next to each other with
no intervening models within the arc.

Note that its more effective to wield a twisanded
weapon with an arc attack, as skilled combatants
may sacrite an attack with a twianded weapon

to gain +1 strength as normal and apply it to the arc
attack.

Arcane ConstructionArcane Construction allova|
abilities from the Weapon Smith branch to affect
the creation of Arcane Constructs. Traits and
abilities from other branches to stack onto this.

Battlefield Objectives:A model with this ability can
attempt to select an optional mission without-a
Command Characteristic penalty. If the test is not
successful, the model does not sufferlacommand
during the game.

Charge X: This ability is an enhancement to the

from the normal 50%.

Craftsmanship XCraftsmanship lowers the cost of
advanced weapons and equipment attributes in
your armory.

For example, With Craftsman 2, attributes that cost
5 points would now cost.3

A class that has craftsmanship effects all advanced
weapon attributes for youfaction, essentially
lowering the cost of additional weapon and
equipment attributes for your entire species.

Critical TimingOnce per game, you may
automatically win thdnitiative without challenging
it. Your opponent may challenge you in return, but
with a-1 to his or her die roll.

Decrease XA Decrease is a permanent change to a
specier class. Decreases do stack franother
evolutionary branch. You may not takdrait that
Decreases any characteristic below 1. The
characteristic altered by a decrease is listed by the
ability. For example: Decrease Toughness 1

CharacteristicOpposite
Strength Willpower
ToughnessDiscipline
Movement Command
Marital- Defense
Ranged Martial
Defense Ranged
Discipline Toughness

Charge bonus for movement by X. You must have a illpower Strength

movement bonus of 1 or higher for Charge X to
grant a bonus. So an Charge 1, would not grant a

CommandMovement



Degenerative Race Xnowledge and Science
Mandatory Traits are reduced by X. Remove a
knowledge and science from the total known.

For example: Durin§peciesreaton, simply

remove a trait selection. For Humanoids that would
reduce knowledge and science traits froa2 1
Mandatory Traits to €.

During Unit Class creation, simply remove a

knowledge and Science trait. Do remember that you

cannot get rid of a traitsne-requisite, or Secondary
Traits only primary trait.

Dirty Fighting:A model with dirty fighting uses not

only his weapon, but his body with punches or kicks

to fight. A model may use Dirty fighting during
melee combat to gain aextraunarmed attaclat
the cost of a Reduction Mtn. This must be
declared béore melee combat actions begin.

Fighting unarmed without the Unarmed Combat
ability results in resolving the extra unarmed attack
last after all others have been resolved.

Enhancement XEnhancemets are ingame
increases most typically of characteristics. The
enhancement will declare which characteristic is
increased.

These changes to characteristics can be due to,
traits, equipment, powers, environmental effects,
and so on.

The characteristic alted by a decrease is listed by
the ability. For example, Enhance Strength 1

Ethereal Fortitude XThe powers from the Ether
can rapidly overload a caster. Ethereal Fortitude
increases a casters mortal threshold by X
Humanoids have a mortal threshold .1

Ethereal Jump X¥hen movingdster than base
movement,addRc ¢ Y2 @SYSyid G2
model. This extra jump ignores terrain, interning
models, threat ranges, and so on, as the model is
moving through the ethereal. This jump can be
timedtoanyplacé f 2y 3 (KS
movement.Ethereal Jump only includes the model,
no mounts, War Dogs etc are included in the Jump.

LI 6K 27
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Ethereal Sight XAllows for full sight into the
Etherealand reveals Ethereal forms of travel, like
Ethereal JumpVersus Hiereal Jumpr other
powers Threat Ranges and Reactions are not
negated against Ethereal travelers.

The numerical modifier listed on this trait denotes
the range of this sightf no number value is
present, Ethereal Sight includes the entire board
within normal line of sight.

Evasion XThis ability is an enhancement tioe

evasion bonus for movement by X. You must have a

movement bonus of 1 or higher for Evasion X to
grant a bonus. So an Evasion 1, would not grant a
bonus to a model movingd ¢ ® Ekl re¥e®iRy an
evasion bonus of 1 increases it to 2, and so on.
Evasion X stacks only the Maximum Age bonus.

Feral Beasts XAll animals from the Animal Kinship
evolutionary branch gain the Increase Strength
ability.

Focus XFocus allows for additi@i control while
harnessing the power of the Ether. You may adjust
one die roll by X when attempting to channel a
power.

Foresight XWhen activating (including being
deployed) you may add a €dhancemento one of
the following characteristics: RangedRTN. This
STFSOO trata dzydat GKS
activation.

High Priest XLeader classes gain +1 Command
when on the battlefield (table) with other models
that have the Religious Faith ability.

Holy Warrior: This allows a Religious lfmlver to

tietp Barnés @ith ydvers, but instead of having to
remain focused and using their action to help
channel, a Holy Warrior can engage in in the battle
as his prayers do not use up an action.

iKS Y2RSf Qa
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Hordes XHordes allows additional squads to
combine nto a single squad for the rest of the
game. X is the number of additional squads that
may join together.

Immunity: Immunity make the model immune to
damage or the effect of the Immunity. Fire
Immunity for example would render the model
immune to fire. Aveapon that has a +1 Fire would
grant immunity to the +1 Fire.

IncreaseAn Increase is a permanent change to a
specier class. Decreases do not stack from other
evolutionary branches.

The characteristic or game effect altered by an
Increase is listetly the ability. For example:
Increase Strength 1, or Increase Critical Damage 1.

In the case where you are able to choose which

Genesys Humanoids /28

Lay of the Land XReduces the numericablue of
each of your deployment zones Hy.

Loner:Models with this trait are accustomed to
fighting and surviving on their own. They cannot be
in a squacbr a group, and if they do suffer a
reduction Rtn 1 and Mtn 1. Squad size is always 1,
and you can only field 1 model with loner per
500pts of the game. Squad sizes are reduced classes
that have loner to 1.

Low Light VisionLow Light Vision grants norina
vision during Dawn and Dusk battles.

Lycanthropy XLycanthropes start the game during
twilight or night battles in Lycanthrope form. During
any other time, if the Lycanthrope is wounded the
beast may take over and trigger a transformation.

characteristic you can increase, you may select any Roll a d6and if the result is equal to or less than the

characteristic you want.
When abilities have an opposite, they are asoiol
CharacteristicOpposite
Strength Willpower
ToughnessDiscipline
Movement Command
Marital- Defense
RangedMatrtial
Defense Ranged
Discipline Toughness
Willpower- Strength
Command Movement

Infiltrate: The squd may infiltrate (redeploy)
anywhereon the board. May not be placed within
MHE 2F Iy SySyeé Y2RSt o

Knowledgeable Species Xhis trait allows you to
take a primary Knowledge and science trait as a
mutation trait. X is the cost of trait. Add the cost of
this trait and the one chosen to detaine the total
cost of the Knowledge and Science Trait

level (X) of Lycanthropy, the transformation is
made.

The transformation destroys any armor and discards
any weapons or equipment the model has. Heal any
damage the model has taken. During that round,
the beas may only move at base movement, but
may otherwise use actions like normal. Following
rounds the Lycanthrope can act as normal.

A Transformed Lycanthrope model is its own squad.

Meditation X: Preparation to cast a power, a model
may meditate, using up #ir action this round,
granting an enhancement X to the models Mortal
Threshold, where X is the strength of the ability.

Mercenary ClassA class with this abilitsre
mercenaries, allowing them to have access to any
Advanced or Exotic equipment or weasoiiat

your specieshas access to¥ou may only take one
squad of Mercenaries per battle.
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Model Size XModel Size is an increase or decrease Natural Sprinte: When moving at x3 or x4

in the models base size. Humanoids defaultisa Y2 @SYSy (s &2dz YI& FTRR bHé¢ (2
medium size base. X is the adjustment up or down movement.

from there. Night Sight:Allows for normal sight during Night

Model sizes in order are; Small, Medium, Large, X Battles. This includes Dawn and Dusk Night effects.

Large

Model size bonuses; Parrying XParrying provides a Deflection Bonus
Large: +1 Threat Range against attacks if you safice a single attack for the
deflection.

X Large: +2 Threat Range

Al b q This lowers the result of the attack by the bonus
Monstrous BeastA large beast used as a mountor ,,her when determining if the attack hits. You

as ?war bﬁ aS]E' Thes_e can be Lions, legtlars, Bearls (O&tn choose which attack you wish to try and deflect
my!), or other fantasticreatures. A model may only your shield. This can prevent a critical hit by

have one beast, an.olll 'fr‘;" ndeorl or trarllner dies the weakeninghe attack, or even deflect an attack
Monstrous Beast will chase down the nearest completely from hitting.

enemy model on the table for melee combé&tven
though only a single Monstrous Beast may be taken,
it still counts towards a modetstal animal

companion maximum. Monstrous Beasts are Large

You may add this bonus to an existing deflection
bonus, like when you are using a shield.

Models. Pathfinder:Pathfinder reduces the terrain

S:4 T:4 Mvmt:4 /I M:3 R:1 Def:3 // Dsc 2 W:2 CMD:1Movement penalties byl when moving at

/I M(tn) 6, R(tn) 7with 2 attacks. Movement x1 or x2

Each animal is 45pts.

*Mounted Charge, Trample 1 Poison X:Anyone wounded by a poison attgck

melee or rangedis poisoned for the duration of the
game whether they make their save or not,
Mounted ChargeHorses and other Ia_rge mounts lowering their toughness by X. Poison does stack on
mayperform a mounted charge if their Movement a model, although they may not survive the wound.
is X2 or x3. This is a special charge, where the meleeboison eflects are handled during the effects phase
combat for _the rider and mount takgs place during at the end of the Game Round. Any attack result not
movement instead of during an action. strong enough to wound, (target automatically
To perform a Mounted Charge, face the modelin  saves on a 1+ or better), ignores the Poison effects
the direction of thecharge and move it in a straight
unobstructed line to its final destination. Any
model, including the rider, whose threat range was POWer Surge XPower Surge grants an _
passed through during this movement may Enhancement X to the &ingth of the power being
LI NGAOALI GS Ay GKS OKI NEXSHAS aresglt gegMogpbThrgshaidds also
i i reduced by the same amount X.
Charging Bonuses apply to both the rided

mount. Even though Charge Melee Combat occurs
during movement, it still requires an action to Precognition XWhen activating (including being
perform. deployed) you may add ‘ethancemento one of
the following characteristics: Martial or MTN. This
_ _ _ effSOG tladta dzyiAat GKS 06S3AAYYA
Mounted Combat XBeing mounted gives the rider activation.
an advantage in combat granting Enhancement X to

their martial Target number M(tn).



Psychic Prowes®sychic Prowess allows the caster
G2 KIFI@GS 9OGKSNBIf {A3KI
not have to see). Against all Powers, Psychic
Prowess grants a Resistance Powers 1, winiahts

a reduction in strength against all powers.

QuicknessHighly skilled in melee combat, warriors
with this trait gain Quickness 1. The model with the
highest Quickness number goes first in melee
combat.

Recon:The squad may infiltrate (redeploy) timeir
own board side. Models may not be redeployed
GAUKAY MHE 2F |y SySye

Reduction:Enhancements are igame increases
most typically of characteristics. The enhancement
will declare which characteristic is increased.

These changes to charact#its can be due to,
traits, equipment, powers, environmental effects,
and so on.

Reduce Cover Xhis trait reduces any cover
bonuses of the target being attacked by X.

Regeneration XDuring the Effects phase of the
Game Round, a model with Regenéoatmay
attempt to recover a wound with a successful
Toughness Check. A successful test recovers X
wounds. A model below 0 wounds cannot
regenerate.

Religious Followersmodels with this ability are
considered to be followers of your races beliefs.
Theycan be used to help harness Faith Powars.
model being used to channel faith magic, uses its
action in faithful prayers and worship.

Religious ZealotsModels with this ability have
given themselves over to their faitithey add to the
Mortal Thresholdor Faith Casters.

Remove TraitThis removes the declared trait from
speciesr class. This is often used to remove
penalties.

Restriction:Restriction effects all the abilities
granted by the trait, and puts limitations on their

Genesys Humanoids /30

use or effect. For exanhy, Restriction Melee Only

fiv6UNRfdrE & th& dbifitiesarantel Bydhe Bag ©

melee combat.

Resistance XResistance lowers the strength of an
attack or effect versus environmental extremes. X
being the amount the effect is lowered by.

Environmental Eremes include Acid, Cold, Fire,
Gases, and Radiation.

Set for the ChargeSquads with this trait are trained

\;ofzreﬁ%'wta chharge. As a reactionary Action, they

can move up to base Movementl(for being a

wSI OGA2Yy 0 | yR I LILX &std
their attacks, which is equal to the charge bonus of
the charging model.

This only applies to models that are unengaged at
the time when the charge is declared.

Shield BashWhen charging with a shield equipped,
reduce the Mtn of the target by 1

ShHeldwall:[] F NBAS { KASf R&
Movement is limited to base Movement while in a
shield wall formation. A Shield Wall may be formed
as a part of a movement action. This wall grants a
Deflection bonus +1 to the Shield bonus for Large
Shields.

Slave PopulationAllows for the creation of Slave

Classes with basic characteristics who can take only
a single melee Primitive Weapon. These models cost

half the cost of your base species. A penaltylof
martial and-1 defense apply to slaves. Slavelow
all the rules of Standard Unit Classes, but do not
take up ore of your Standard Class slatsy are
allowed to take additional traiter bonuses allowed
to standard classes.

Smash AttackK: Smash attack allows an attack to
hit multiple engaged mdels with a single attack.

Two models within X inches of each other can be hit

with smash attack.

T2 NY
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In melee combat an attack that hits the target hits  Trample XLarge nounts or creatures perform a

all models within X of the target if the attack would mounted charge through other models to the

also hit their Mtn. In order to make a smash atta distance of their charge. Only models that are

the attacking model must sacrifice 1 additional smaller than the charging model can be trampled.
attack, and declare the smash attack before rolling - o model can move out of the way with a reactionary
the attack die. activation or take a hit based ondfstrength of the
SoullessA Soulless model is immune to ethereal charging model.

weapons and the effects of ethereal powers (like
dimension door, Enervating Bolt anth&real

Blade). A model that is soulless cannot be used to
channel, nor can the model use Arcane or Faith
powers.

A model that chooses to move out of the way can
do so during the movement of the charge and then
take part in the melee combat if the charging model
is within threat range.

The X value of the Trample ability designatew ho
many models can be trampled. If the trampling
Spear and Shield=ighting techniques specializing in model cannot trample any more models and moves

spear and shield combat. This allows a spear into contact with another model, it stops its
(normally a twehanded weapon), to be ugeas a Movement and ends the charge.
singlehanded weapon with a shield in the other

If a vehicle like a chariot is being pulled by a model
with trample X and has trampbéas well, add the
two effects togetherfor a single trample effect

Species VariationSpecies Variations often have counting the horse and chariot as a s_ingle model for
significant changes to the Humanoid species. These e trample effects. These tyseof vehicles ga an

often comes with characteristic changes andan ~ Enhancement Strength 2 to the strengih

evolutionary branch which defines variableghin trampling effect using the highest strength

GKS I NAFyGo 9B YLX Sa | EageRsiicpguesn the gospgps\ehiclec se ana §=

and more.

hand.

Species Variant grants an additional trait that can ~ Unarmed CombatThis allows the model to fight
only be taken within the same evolutionary branch unarmed in melee combat without penalties. This
as the Species Variant. The point cost of the givesanormai AT SR 2NJ aYIl ff SNJ Y2RS ¢
additional trait must still apply. range in melee combat. Largézed or bigger sized
Y2RSt a4 Kregifange. né (K

Squal Size XThis trait adds to the Discipline of the Fighting unarmed without the ability results in

class in regards to squad size for Standard Classes. resolving melee combat attacks last after all others
have been resolved.

Surprise AssaultAny attacks from cover grant an )
Enhancement Martial 1 War DogsModels with War Dogs may take as many

war dogs or similar creatures as their Discipline.
These animals will fig for their trainer and stay at

Tactical Sight XtVhen activéing a squad with a his side, even if he dies. They will guard his body,
leader class unit in ityoumayadd X to one of the attacking any enemy model that they can reach that
following rumber of Units you can activate this O2YSa GAUKAY yé VWaogfiakeSA NI &f |
round or Initiative. Tactical Sight last through the medium sized models
end of the current game round. S:2 T:3 Mvmt:4 // M:2 R:1 Def:3 // Dsc 2 W:1 CMD
/[ M(tn) 5, R(tn) 7Each animal is 10pts each.
Taking the Initiative:Grants a +1 to Command War Dogs count as Equipment to squads and thus

when challenging for Initiative. do not count towards squad sizes.
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War Dogs prevent any infiltrating squads from being War Horses count as Equipment to squads and thus

placed withinrmy ¢ ® do not count towards squad sizes.

You may equip horses with armor available to the
War VeteransSquads with this trait can use a squad they are in.
Veteran bonus for coordinated attacks instead of a
Squad bonus. Warhorse: Light Weight

This allows for Light Weight Warhorses or similar
Warhorse:Warhorse allows for the use of a creatures to be used as a mount or for pulling War
Warhorse or similar creature to be used as a mount Vehicles into battle. A Light Weight Warhorse has
or for pulling various War Vehicles into batthl the followingcharacteristics and point cost:
warhorses are large creatureand thus can be S:3 T:3 Mvmt:6 // M:2 R:1 Def:2 // Dsc 2 W:1 CMD:1

ridden by medium or small models, unless listed /I M(tn) 4, R(tn) 8Each animal is 20pts each.
otherwise.A Warhorse has the following ’

Characteristics and point cost:
S:3 T:4 Mymt:5 // M:2 R:1 Def:2 // Dsc 2 W:1 CMD:1 Warhorses can be targeted and killed during a

/I M(tn) 4, R(tn) 7Each animal is 15pts each. battle. Riderless Warhorses are no longer in play for
’ game qurposes.

*Mounted Charge

*Mounted Charge, Trample 1 )
g P War Horses count as Equipment to squads and thus

*Warhorses can be targeted and killed during a do not count towards squad sizes.

battle. Riderless Warhorses are no longer in play for

game purposes You may equip horses with armor available to the

squad they are in.
*No model maymount a Warhorse or other mount

that is the same model size as itself or smaller.

War Horses count as Equipment to squads and thus \Warror Slaves

do not count towards squad sizes. Gladiatorial Pits or training allows for Slaves to use
weapons common to yowspeciesSlave Classes
have basispeciexharacteristics. These models
cost half the cost of your base species with a
penalty of-1 martial and-1 defense. Slaves follow
Warhorse: Heavy Weigh{(Prerequisite: War Horse) all the rules of Standard Unit Classes, but do not

This trait allows for the use of a Heavy Weight take up one of your Standard Classts.
Warhorse or similar creature for use as a mount or
pulling various War Vehicles into battle. A Heavy
Weight Warhorse has the following characteristics,
special rules, and point costs:

S:4 T:4 Mvmt:4 // M:2 R:1 Def:2 // Dsc 2 W:2 CMD:1
/I M(tn) 4, R(tn) 6Each animal is 30pts each.
Heavy Weight Warhorses arel’drge Creatures an
thus can be ridden by Large models.

You may equip horses with armor available to the
squad they arén.

Weakness X

Resistance increases the strength of an attack or
effect versus environmental extremes. X being the
amount the effect is increased by.

d Environmental Extremes include Acid, Cold, Fire,
Resonance, Electricity, Poison, and Radiation.

*Mounted Charge, Trample 2

*Warhorsesan be targeted and killed during a Wegponsmith

battle. Riderless Warhorses are no longer in play for Weaponsmith allows you to adadditional

game purposes. attributes up to Xptgo a single advanced weapon

or armor in your armoryThe Attributes can be for
any weapon or equipment being customized for any
class, and does not need to be a weapon or armor
the wegponsmith can useThe weaponsmith des

*Heavy Warhorses ignore armor movement
penalties of their rider.
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alsonot need to be in the battle for customized You build a number of unit classes in each category
items to be usedMultiple Weaponsmith classes depending on the characteristics of your primary
may contribute to the same advanced weapon or  species

equipment, creating very powerful items.

For Humanoids, Adaptation characteristics are used
to determine the number oflasses. These are your
Martial, Ranged, and Defense characteristics

Standard Classes= the highest Characteristic
Elite= the Second highest characteristic
Leader= the third and lowest characteristic
Unique= you may only create one unique class

6. Unit Class Creation Point Cosadditions from extra traits still carry the

extra point cost if armory traits are taken with them.
A Lhit Class defines the training, special abilities,  This can give a technology trait a point cost above
and equipment access that a particular model has  and beyond the costs of equipping the item.
access to. You will be creating these yourself,

expanding upon the traits already chosen as your
basespecies *When building new classes, you gain any ability

that the previous class or base race has. Options
must remain the same as they were chosen for the
Unit Classes are divided into 4 categor@lsa,ndard, base raceexcept forarmory traits, where new
EIite/SpeciaIized, Leaders, and Unique. You will be weapon, equipment, and power variants may be
creating several of each category that will make up created for your new class
the fighting forces of your armies for yofaction.

- . HumanoidUnit Formation
Equipping youfactionis not done here, and you are

allowed to equip your models withny equipment To create your unit fyes, you start with the base
that they have access to through the traits and your SPecies. This is your base, from which you can add
armory. new traits to create new Unit Classes

Most miniature games, give you a set of units that  Class Increases to characteristics stack with any
you are to build your army off of. These may include other increases from evolutionary branches.
several veteran unit entries with different

equipment and weapon load outbut have the ) )
same stat lines. 6.1 Humanoid Standard Unit Classes

Standad Squads with little specialized training for
In Genesis, we form Unit Types. A Unit Type gives 92 Yol & 2FGSy F2NX GKS ol 0162
you a stat line and special abilities that you getto  fgrce.
choose by adding new traits that apply to this
particular unit type What they are equipped with is
more of your choiceand the traits that give them Pt Cost BaseSpecies Additional Traits
access to more advanced weaponry. Wounds:1

Base Attacksi

Stats:No Increase although selected traits may do
this



Traits: You may select a sindleit for this class,
adding on the cost of the trait for each model.

Chain of CommandOne model per squad may be
upgraded to a sergeant or squad leader, at the cost
of 5pts for a +1 Discipline. If this is done, the squad
size may be also increased totetathe new
discipline

6.2 Humanoid Elite Unit Classes

Special Units or Elite Warriors are something to be
feared on the battlefield.

When you start to build an elite unit class, you must
start with either the basepeciesor one of your
Standard UniClasses. From this you will add new
traits increasing their abilities.

Pt CostBase Class x2+ Additional Traits
Wounds:1

Base Attacks+1

Stats:No Increase although selected traits may do
this

Traits: You may select a single trait for this class,
adding on the cost of the trait for each model.

Additional Trait: A second trait can be added to this
class at tk increased cost of the trait 8

Chain of Command:

Individual models may be separated from an elite or

leader squad to join a standard unit stasquad. Up
to 1 per squad.

6.3 Humanoid Leader Unit Classes

Leaders are often very well trained soldiers or
tacticians. They form create the discipline, and are
often looked to when things are going rough.

When you start to build a leader class, you may
start with either the bas&peciesa Standard, or an
elite Unit Class.

Pt CostBase Class x3+ Additional Traits
Wounds:+2
Base Attacks+1

Stats:+1 characteristic Increase of your choice,
these ca stack with Increased abilities
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Traits: You may selet a single trait for this class,
adding on the cost of the trait for each model.

Additional Trait A second trait can be added to this
class at tk increased cost of the trait {5

Chain of Command:

Leader unit classes may individually join elite and/or
standard unit classes.

6.4 Humanoid Unique Classes
Inspiring legendary leaders, or warriors from battle.

When you create your Unique Classes, you can start
with any other unit class as your starting point to
build upon. Obviously the exception to this wdu
be on top of another Unique Class.

Pt Cost Base Class x4+ Additional Traits
Wounds:+1

Base Attackst+1

Stats +2characteristic Increase of your choice.

These can stack with Increasebilities, and the
leadercharacteristic bonus

Traits: You may slect a single trait for this class,
adding on the cost of the trait for each model.

Additional Trait: A second trait can be added to this
class at tk increased cost of the trait +p@s

Chain of CommandA Unique may take a +1
Command at theost of +1pts

Heroic Inspiration:inspirational bonuses grant
other models within the unique models command
radius (command characteristic in inches) a +1
inspirational bonus to Discipline, Willpower, and
Command.

Uniqgue models may join other squads.



/. Armory
7.1 Weapons and Equipment

Welcome to your armory, where weapons and
equipment are laid out for you to use in your battles
for survival and conquest. You may also design
advanced weaponry for your soldiers to use, as
these will help defeat the mbpowerful of
adversaries.

Squads are not automatically equipped with
weapons or equipment they are able to use. Instead
when you make your army list for your game,
squads may equip any weapon that they are
capable of using from yoB8pecieArmory.

There are four categories of Weapons and
Equipment

1. Primitive No Costs (free)Almost anything
can be used as a weapon, from metal bars,
clubs, rocks, etc.

Common Costs per squad: These weapons
are commonly used among magsgecies
These include things &kspears, bows,
Swords, Shields, and Armor

Special Costs per weapon/equipment:
These are advanced weapon types, like
Repeater Crossbows, Heavy Armors, and
Firearms.

AdvancedCosts per weapon/equipment:
These are advanced forms of Common and
Special Weapws and Equipment with extra
attributes that you may choose to create
your own gear.
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Attributes: Weapons and Equipment have
attributes that define their abilities and statistics.

When equipping a model, there are some important
rules to keep in mind.

Primitive Weapons are free

Common Weapon costs are for equipping
the entire squad

Models may equip only Advanced and
Special Weapons/ Equipment that they
have the traits for. Common and Primitive
Weapons are accessible to everyone.

Advanced and Special Weasoand
Equipment traits only cost points for the
models that are carrying the weapon in the
squad.

o

More than a single weapon can be taken by
a model. Additional Weapons beyond the
first cost additional points. Primitive
Weapons are free, Common Secondary
weapons cost 2pts per model, and
Advanced/ Special Weapons have the cost
of the weapon. No model may carry more
than 4 weapons at any given time.

Squads do not have to be equipped with
the same weapons and equipment, but
squad bonuses only apply if the sam
weapon is being used.

A unit class does not need to be equipped all the
same as other squads of its class. For example, you
may equip one squad with heavier armor and melee
combat weapons, and another with crossbows and
no armor. While in many other gees, this would
make the squad a completely different unit entry

for your faction, not so in Genesys.

Even within a squad, you may wish to equip only a
couple of the models with special weapons and the
rest with a common weapon.

*Fighting unarmed withat the ability results in
resolving attacks last during melee combat.
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7.2 Attributes |

Weapons and Equipment have some basic standard
Attributes that need to be defined.

Strength: The Strength of a Melee and Thrown
Weapons is the same as the model equiggpihe
weapon. Ranged Weapons have a set strength,
which can be improved through Advanced Weapon
Technologies.

Threat RangeMelee weapons have a threat range
from which they can strike other models in melee

O2Yol G ! mMé& GKNBI Goddg, v P NI Fff Y

however, items like long spears, and Pikes may

ANF YOG I néE 2N SOSY || o0¢é
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be used against models that are engaged (in base to

base contact), so often secondary weapons are

used. Rules fohtese weapons are listed used when

you create your armory 7.3 PrimitiveWeapons and Equipment
These weapon sometimes can also be thrown.

Accuracy Rangdanged Weapons along with Primitive weapons aaonly ever get Group

thrown weapons have accuracy ranges measured inbonuses. No other traits or abilities effect their use

inches on the tabletop. This is the weapons in any way or form. This means that no bonuses,

accuracy range. All Ranged weapons can be fired With the exception of group bonuses, may be

within the accuacy range with no penalties or applied to the use of the weapon or armor. Only

bonuses to the targets Rtn. Anything past the base model stats are used to attackhir with these

Accuracy range up to double the Range grant a +2 Very basic weapongrimitive Weapons and

modifier to the targets Rtn making them much equipment may not be given advanced weapon or

harder to hit. equipment attributes

Rate of Firds the number of Ranged attacks per ~ Primitive Weaponsnclude just about anything that

activation a modelan make with the weapon. can be used to kill another person. Rocks, Metal
Bars, Farming implements etc.

Attacks:Melee and thrown weapons do not have a Primitive Weapon: No Point Costs

rate of fire, and instead get a number of attacks ¢KNBIG wlhy3aSy mé

equal the class description I OOdzNY 08 wly3aSYy cé¢ oO0AF GKNBg
Deflection BonusShields provide a Deflection The following also count as primitive weapons in

Bonus against attacks. dire situations

This lowers the result of thettack by the shield
bonus number when determining if the attack hits.

This can cause attacks to miss, or even save the
shield bearer from a critical hit. *Thrown weapons used in Melee Combat

*Any Melee Weapons being used as thrown
weapons

*Any Ranged Weapons in lée combat



Primitive Armorsinclude padded clothing, bone
armor, and other hastily equipped protection.

Primitive Armor: No Point Costs
Does not apply to barding.
Enhancement Toughness 1
Enhancement Defense: 0
Movement Penalty: 1

Any weapon that is used ia manor its not designed
for, like throwing a sword, or swinging a bow in
melee, is considered to be a primitive weapon.

Barding: Primitive Armor can be used on Mounts
and Monstrous Beasts

Spearsare primitive weapons that can be easily
created and usedA spear has the following profile
for both melee combat and as a thrown weapon.
They are two handed weapons, but receive no
bonus. Military Spearare common weapons.

CKNBI G wly3aSs
Accuracy Rangé2¢

H €

Primive Spears cannot be used with shields.
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7.4 Common Weapons and Equipment

Common Weapons and equipment are usable by
any Humanoidspecieand have a set attributes
based on the type of weapon being used.

Point Cost per Squad for Common Weapons

Melee Weapons: gts eachper squad
Military Spars: 1(ts eachper squad
Bows @ts per squad

Crossbows j8ts per squad

Throwing Weaponsgis eachper squad
Javeling pts per squad

Armor &ts per squad

Buckler $ts per squad

Medium Shield pts per squad
Guard Animals 15ptseach

Horse 15ptseach

The ost for single models equipped with common
weapons and equipment is half the squad the cost.

Additional Weapons and equipment can be equipped
for the point cost listed above to a maximum of 4
items.

*These are animal companions, trained or bred for
their tasks.Any modelmay have severanimal
companionsupl 2 G KS Y2RSf Qa
characteristic

RA&OALIX
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Common Melee Weapons bow. Others, have mechanisms that fire the

weapon.
Common Melee Weaponean be of any type. A

standard melee weapon has no bonuses and a
GKNBFG NIy3aS 2F mMé d ¢ KS B&vs:GdnafallyKesseSpdrSivg tharfothelzh@Eapahsk S R

to two handed weapons, or two melee combat they do have with good range, options, and often

weapons. used a deadly effect. Larger bows that can carry the
range, can fire @lleys of arrows into back enemy
lines.

Standard Melee Weapon: 4pts per squad ]

. . . To fire a bow, the archer must have the same
¢KNBFU why3asy me strength or greater than the bowCommon Bows

have a Strength of 3/2, whiaheans thathe bow®
strength will be 2 if that is your models strength

Two Handed and Dual Weapon Use firing the bow, or 3fiyou strength is 3 or greater.

Any Melee Weapon can be upgraded with Melee |y Ay ONBIFasS Ay | . 2¢6Qa aiNBy
Upgrades. This includes Advanced and Exotic numbers. Example 4/3 for a bow with a Strength 1
weapons.

Two Handed WeaponsSacrificing an attack with a

O A Stamlard bow (normal weapon) costpts per
two handed weapon grants Chataristic ( pon) PEP

: squad
Enhancement strength.Making a weapon two _
handed adds to its point cost. Strength:3/2
+3pts per model upgraded 1 OOdzNJ Oe wl y ASY HNéE

Rate of Fire: 1

Single and Two Handed WeaporSsome weapons
can be used both as a single handed p@aand a Volleys:Bows can be fad in a volley if firing at a

two handed weapon, allowing for certain amountof INB I 4§ SNJ N} y3S GKIFY Hnéd ¢KS
flexibility during a game. These weapons may apply not need to be fully visible.

a two handed weapon bonusy sacrificing an attack
to gain a Characteristic Enhancement Strength 1,
assuming both hands are free.

Indirect Bonuses to the targets R(tn)

50% or more of the squad is seéo bonus R(tn)
Less than 50% of the squad is seeh R(tn)

*any part o a model visible is considered seen

+5pts per modkupgraded

Two Melee Combat weaponswarriors can

sacrifice an attack, and in doing so, gain CrossbowsCrossbows are more expensive than
Characteristic Enhancemehtartial 2. bows, but are easier to fire with greater power.
Crosshows take a full round to load and fire. If
loading is required then no more than base
movement is possible while fignthe weapon. A
crossbow set up and stationary receive a
Characteristic Enhancement Ranged 1.

You must pay the point cost for the additional
weagpon; free for primitive weapons, 4pts for the
squad for common weaponsnd individually for
advanced and special weapons.

Qrossbows (normal weapon) costpt8 per squad
Common Ranged Weapons (Archery) Strength: 3

Ranged weapons differ from other weapons, inthat | & & gzn3 O wi y3asy
they fire projectiles, and have a strength attribute
separate from the user. Some like Bows that are
pulled, require the ger be strong enough to fire the

MYy €
Rate of Fire: 1



Common Throwing/Melee Weapons
Throwing Weapons are designed totheown at

nearby targets and use the throwers strength rather which is often leathers, hides, lighter breast plates.

than the weapons strength. A thrown weapon can
be used as a primitive weapon in melee combat.

Examples of throwing weapons include spears and

javelins, and small throwing weapons.

Throwing Wepon

Standard Melee Weaponpks per squad
AdditionalThrowingWeapors 2pts per model
¢CKNBFG wlky3aSy wmé
Accuracy Range: 42

Military Spears
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Common Armor/Shields

Common ArmorCommon armor is Light armor,

Etc.

Common Armor Cost98& per squad
Applies to Barding as well.

Characteristic Enhancement Toughness 1
Characteristic Enhaement Defense: 0
Movement Penalty: 0

Common Armor Barding: You can add Common
armor to Mounts or Monstrous Beasts for the cost
of the armor.

Shields:This applies to many different sizes of
shields, from small bucklers to medium shields, A

shield takes p one hand, preventing the use of two

Spears have many uses, and while they can be usechanded weapons or dual weapon use.

as primitive weapons, cultures have improved upon ghields may only provide a Defection bonus when
their designsmaking a sturdier and heavier weapon

for battle. Spears also take the form of lances in
when used from horseback

Military Spear

Standard Mete Weapon: 10ts per squad
¢CKNBFG wlky3aSyYy Hé

I OOdzN)} 08 wl y3aSY wmuHEé | &
*Military Spears are two haretl weapons, but
cannot receive &onus for being two handed

Javelins

Javelins area weapon designed for throwing, and
as such are considered primitive spears if used in
melee combat.

7 pts per squad2pts for additional Javelins per
model

Accuracy Rangé 8 ”

they are equipped with a melee weapon.

Deflection BonusShields provide a Deflection
Bonus against attack@nly shields with no
movement penalty can be used while mounted.

This lowers the result of the attack by the shield
LROHS VymBer wen dgtermining {fthe attack hits.
You can choose which attack you wish to try and
deflect with your shield. This can prevent a critical
hit by we&ening the attack, or even deflect an
attack completely from hitting.

Buckler4pts per squad
Deflection Bonus 1*
Movement Penalty: 0

*A buckler only grants its bonus against a single
attack, and unlike other shields, a buckler can be
worn or attached tahe fore arms of the warrior,
allowing for the use of two handed and dual
weapon use. Coordinated attacks ignore the
buckers shield bonu§pears and polearms, or any
6SIHLRY 6AGK |
not be used in conjunction with a buckler

IANBFGSNI 0Ky
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Medium Shieldépts per squad
Deflection Bonus 1*
Movement Penalty: 0

*Only grants the target a deflection bonus from a
single attack, but this may be a coordinated attack
granting veteran, group, or squad bonuses.

Other Equipment

Guard AnimalsUp to two guard animals are
allowed to be taken with a squad in a single
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Special Armor Types

Chain(Medium) Mail: Chain linked armor that
provides good protection overlaid with breast plates
for solid protection

Enhancement Toughnegs
Enhancement Defense 0
Reduction Movement 1

Barding: You can Add Advanced Mail to Mounts or
Monstrous Beasts for the cost of the armor.

deployment zone. These must be taken with a singlePlate (Heavy)Armor: Expensive but the ultimate in

squad of your choice at a point cost of 15 per
model.Guard animals are medium models

protective armors. Like plate, but full body
protection

S:2 T:2 Mvmt:3 // M:2 R:1 Def:3 // Dsc 2 W:1 CMD:1Enhancemenioughness 2

/[ M(tn) 5, R(tn) 6Each animal is 15pts each.

Guard Animals count as Equipment to squads and
thus do not count towards squad sizes.

Guard Animals prevent any infiltrating squads from
being placed withimy £ ®

Horses:Horses or other equivalent mounts cha
taken. Horses cannot be given armor, but can be
used as mounts or to pull vehicles like chariots or
War wagonsHorses are large creatures

S:2 T:3 Mvmt:5// M:2 R:1 Def:2 // Dsc 2 W:1 CMD:1

/I M(tn) 4, R(tn) 6Each animal is 15pts each.

*horses can &étargeted and killed during a battle.
Riderless horses are no longer in play for game
purposes.

Horses count as Equipment to squads and thus do
not count towards squad sizes.

7.5 Special Weapons and Equipment

Special weapons and equipment are advanced o
even exotic weapons types that have a point cost
per model.

EnhancemenMtn or Rtn 1(choose one)
Reduction Movement 1

Barding: You can AddeavyMail to Mounts or
Monstrous Beasts for the cost of the armor.

Special Shield Types

Large Body Shieldngled to deflect blows, and with
room to swing a weapw these shields excel at
protecting Warriors in Melee Combat.

Deflection Bonus 1*
Reduction Movement 1

*A Large Shield grants the target a deflection bonus
from all attack in the front 180 degrees arc of the
model. The arc must be declared when firsaeited
each round. When deflecting coordinated attacks,
only one attacker needs to be within the 180 degree
arc.

To have access to Special Weapons and Equipment,

your must have the appropriate trait. The point cost

listed for the trait has the point cost for equipping
the weapon. For Example10 would ke no cost for
having the trait, but each model equipped with the
item would cost 10pts each.
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Special Weapon Types

Polearmsareadvanced melee weapons that have a
GKNBIFG Nry3asS 2F Hed | ff
weapons unlesgour model size is Xlarge or bigger.
Unlike spears, Polearms can be used as a two
handed melee weapon and receive a strength
bonus.

Polearms come in many different types, and have a AGUE]P\O\Hqur Weapons ) ]
HE OKNBFO NIYy3IS 6A0K UK EarlpGuapowdsr v@aponsehd tb e bdwarfuld KA OK

KI@gS | o¢ aNdhgbdkikich yoR dantYo weapons, but slow to fire. As such tactics often

equip your warriors with. include firing ranks where one row fires as another
Aweaponwith o0 ¢ G KNBF G NI y 3 Sloagstoprpyidg cogtiguoysriggranks. Many rifles
while engaged with another model (in base to were equipped with bayonets for this reason. Other
base), or while mounted. tactics include carrying multiple loaded flintlocks as

Examples of these weapons @&esBardiche in the case of pistols.

Halberds, etc. Increasing the thraainge of a
weapon adds to the point cost of it. You may chooseFlintlocks

which type of common weapon you upgrade. A Flintlock rifle that is mounted or propped up on a

wall or simiar, receives a +1 R(c) when firing.

Heavy Crossbows Taking the flintlocks Trait Grants access to both Rifle
Heavy Crossbows are a heavy weapon, so they and Pistol versions.
cannot be fired if moving farther than your base Flintlock Rifle

movement. They are best used as a stadiry

, ) Strength: 4
weapon, and a stationary Heavy Crosshow receives 9

an Enhancement Ranged 1. ! OOdzNI 08 wl y3S wmpé
Strength: 4 Rate of Fire: 1 *
I OO0dzNF O0& wty3aSyY Hné Flintlock Pistols
Rate of Fire: 1 Strength: 4
I OO0dzNJ 08 wl y3aS cé
Repeater Crossbows Rate of Fire: 1*
Repeater Crossbows are a heavy weapon using *Pistols @n be used in Melee Combat with a threat
smaller quarrels and are less accurate than a NFy3IsS 2F o¢
standard crossbowHowever,its high rate of fire *All Flintlock weapons require reloading, which is
makes it a potent weapon especially at close range. handled during a models movement. A model that is
Strength: 2 stationary during its movement reloads the weapon.

. . R , Once the weapon is reloaded, it can be fired on the
P OOdzN} Oe why3Ss mue move.If the model is a passenger on a vehicle, they
Rate of Fire: 5 shots per round if stationary. Up to 3 can reload while the vehicle is moving.

shots per with base movement.

Magazine holds 10 shots, and must be reloaded.
While dang so movement is limited to base L . . ) .
movement. Reloading the magazine takes an actiont 4 NBYy 30 KY Me NJ of I ad

Blunderbuss
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I OOdzNF O& wl y3aS cé Alchemy

o 1% .
Rate of Fire: 1 These early chemists were able to create wonders

*A Blunderbus is a shotgun type weapon that like naphtha, early flame throwers, more powerful
GFNBSGA I HE | NBMH 2 Tl KSSF fbieiitiers andiakyleyplosivesd ¢
2F STFSOG A& oé o0dzi 6AGK I NBRJIdzOSR AGNBYy3IGK 2F HD ¢f

center point for the a¥a of effect is used when

determining the range. Alchemy: Liquid Fire/6pts

*A Blunderbuss that is mounted or propped up on a Th[ovvving Weatpon )
wall or similar, receives a +1 R(c) when firing. ! OOdzNJ Oé wl y3aSyYy cé

9FFSOGY {UNBy3IilKSattetrsCANBUO mé
Multi -Barrel Firearms

Thistrait can be applied to any flintlock weapons,  Alchemy: Explosive Grenade: 6pts

including a blunderbuss. Heavy Grenade Throwing Weapon
Strergth: same as gun I OOdzNI} O& wl y3asSy cé
Accuracy Range: Same as Gun 9OFFSOGY { iNByHBScatersAn f | a0 HE N,

Rate of Fire: One Barrel per round. Reloading takes model at the Center of the blast takes a S4 hit.
a full activation. Must be stationary to reload all

barrels.
arrels Alchemy:Smoke Bomb 3pts

Heavy Grenade Throwing Weapon
I OOdzN} 08 wl yaSy cé
Effect: brief flash of light followed by smoke allows

Fourth Barrel +5pts Pistolsily the individual to move through a single threat range
without a provoked attack

Multi-Barrel Guns have 2 barrels.
Third Barrel +5pts Pistols only

Misfire: Any Pistol with more than two barrels can
misfire- any roll of a 1 causes remaining barrels to  gecondary:
all ignite and fire a single volley (roll a single die at a

+1Strength if more than a single barrel fires), but Alchemy: Flame Siphong5pts

the model firing the weapon also fers a S4 hit. Strength 3 (Fire)
The weapon is then destroyed for the remained of ! OOdzNJ} O& wlt y3ISY yé ¥
the battle. FCKAA 6SIHLRYy OFly 2ytée FTANB y.

Reinforced Chambers: +10pts to prevent misfiresS  **pges not scatter

A Hand Siphon is a hand held ancient flamethrower

siphoning naphtha into a tube to be forcibly ejected

in a stream of flame. It is rather short ranged, but

effective. It can be waved back and forth in front of

F LISNE2YyS>S KAGOGAY3 dzZlJ G2 GKNB
first target.

Alchemy:Fire Thrower 30pts

Stationary Ranged Weapon

I OO0dzNJ} 08 wl y3aSYy wmué
Strength3 (Fire)



Effect: Z NJ | NB I. Scatter EeEtF S O i

Scatterusing scatter effects in section 12.7 of the
Core RulesA Fire Thrower must be stationary or
mounted to be fired.

7.6 Advanced Weapons and
Equipment

Exceptional Weapon can be created to gioe y
your chance to create more powerful weapons and
even the most fantastical weapons limited only by
your imagination. Within the realm of the given
attributes, the design is purely yours.

Advanced Weapon and Equipment Traits are similarD Sy S a & &

to other weapon taits costing no point cost for the
trait, but instead carry a point cost for each model
equipping the weapon.

For Example:

Masterwork Melee Weapons/10pts (Armory):
Advanced Weapon 10 (Melee)

The total points spent on attributds added on a

per modd bases to existing weapord/hen paying
for a common weapon to be upgraded, you pay the
point cost of the squad, and then add the upgraded
attribute cost to the models equipped with the
advanced weapon.

Selecting your attributesUsing the points granted
to you by Advanced Weapons, you may select
attributes for your weapons from any category that
is unlocked on through your Trait abilities.
Categories include Melee, Ranged, and more.
Expect more added and exotic categories in the
future.

All attributeshave a cost associated with them, and
taking additional traits in the same category costs
more, and these are shown with additional point
costs.

For exampleMelee Weapons 5/10/2Gaking your
first attribute in Melee Weapons costs 5pts. Taking
a second atibute from any of the Melee Weapon
attributes costs 10pts, and so on. Each additional
attribute past the third (for artifacts) cost 20pts
each.
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Lots of fun modelling opportunities and the
opportunity to create some very unique and
powerful weapons for yar Units are available
through the creation of advanced weapons.

Weapons and Equipment are limited in the number
of attributes that can be granted to a weapon. This
depends on the Age you are playing. Artifacts ignore
this restriction.

1t Age: 3
2" Age:4
39 Age: 5

Creating new and exciting weapon is part of the

create a weapon, and then give it attributes from
another category, like a bow and give it melee
attributes, then the new bow would be able to be
used as both a ranged weapon and for melee
combat.

[ SG§Qa 3ISG ONBIFGAGSO
Example We are going to create a Bladed Warbow
for our faction. This will be an advanced weapon
which we will use for both ranged and melee
combat. So our elite class of warriors éakiwo

traits.

Improved Bow Construction; Advanced Weapon 5
(Ranged) and,

Improved Melee Weapons; Advanced Weapon 5
(Melee)

1. Our bow will start off costing us 3t the
squad & AdQa I O02YY2Y
2. Since we can take an attribute from the Rahge

2 St LRyas ftSGQa R2 a2 | yR
increase the ranged weapon attribute from a 2 to 3.

3. Now from melee attributes we will choose Bladed
Weapons granting us an Enhancement Martial 1

4. This gives our weapon two attributes that makes
it a formidable weapon in melee and ranged
combat. Of course we could have created two
separate weapons, but for this | wanted to make
one weapon that we can use two handed, and
model something fun with.

t NE2SO0GX F2NJ I dzYl y2A
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5. Later on during ouspecies development, | could Ranged Strength +3: Stationary Weap@dfeapon
evenadd G KANR | G0NROGdzi S (0 2nusiirénai statiéhary &2 fifeXNb movement.

Reminder: Enhancementare ingame bonuses that *Armor Piering reduces all armor values by X
have a Maximum Age Bonus depending upon the  £yireme Weapons 15/15/20

Age yourfactionis in. See more on page 8. In game
bonuses, including anything equipped by your
models count towards this. Aréitts are the one
exception to this rule, and can only be equipped by
Leaders and Unique classes. Environmental Extremes contain some of the
deadliestalloys found. These can createapons
able to deliver viscous burns, heavy radiation, and

Taking Traits from this category must be unlocked
through traits and can apply to both ranged and
melee combat.

Maximum Bonus according to which Age your

factionis in. . . .
terrible poisons to their opponents.
1stAge: +3
y _ *Alchemy: Extreme Alchemy reaches the furthest
2" Age: +4 hard to find and rare alchemical elixirs to create
34 Age: +5 unique effects. Taking Extreme Alchemy changes
Melee Weapons 5/10/20 the type of camage to the chosen Extreme and adds

. . . to the strength of the effect by X
Taking Attributes from this category must be

unlocked through Traits and applies only to melee “Weapons: Extreme Weapons have different effects
combat use depending upon the alloys being used. These are

listed under Exotic Metal Alloys and Effects.
Thermite: Enhance Strength (Fire) X
ColdSteel: Enhance Strength (Cold) X
Corrosive: Acid X

Piercing Weapons: Enhancement Armor Piercing X ) o
Electric: Electricity X

Blunt Weapons: Enhancement Strength X
Bladed Weapons: Enhancement Martial X
Cleaving Weapons: Enhancement Damage X

Increased Threat Range X* ] ]

A o Py _ . ~ Toxic: Poison X L .
AwWS L2y ObFyy2ud 32 +020S_F o€& UKNBFU NI y3ISo
Threat Range 1 increases the threat range of the ~ Radiated: Defense Reduction (Radiation) X
g S| L2 y OdlygPoleaém® special weapons can Resonance: Resonance X
0S5 dzLJANF RSR G2 I oe UKNERhJbwell Wedpd$ and Equipment: 20/40/40

*Armor Piercing reduces all armor values by X Enchanted Weapons and EquipmefBoth Coming

Soon)
Ranged Weapon 5/10/20
Taking Attribues from this category must be Armor and Shields 10/20/40
unlocked through Traits and applies only ranged Taking Attributes from this category must be
combat use. unlocked through Traits and applies only Armor and
Ranged Enhancement Ranged X Shields.
Piercing Enhancement Armor Piercing X Strong Armor: Enhancement Toughness X
Strength Enhancement Strength X* Lightweight: Reduce Movement Penalty X
AccuracyAccuracy 5X Reinforced Armor: Enhancement Rtn X

F! RRAY3I adGNBy3idK Otyp¢ toO K IAygREPlatedEthangethent I2n/XQ &
heavy or stationary as listed below.
Ranged Strength +2: Heavy Weap8Gannot move

further than base movement and fire in a single
activation.
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Resistance 5/10/20 Corrosive A compound alloy of highly reactive
Thermite: Resistance (Fire) X corrosive metals are workedtmthe weapons
. blade, point, or striking areas. The weapons are
Cold Steel: Resistance (Cold) X made from noble metals, such as Palladium, Silver,
Corrosive: Resistance (Acid) X and Platinum so that they do not corrode. A
Electricity: Resistance (Electricity) X blackened crust often forms on the weapons edges
as the corrosive compounds react with the outsid
air. These weapons often smoke and sizzle as the
Radiated: Resistance (Radiation) X crust peels or falls awayny hit reduces the Armor
Resonance: Resistee (Resonance) X value of the target X. If there is no armor, corrosion
will reduce the toughness of a wounded victim by X.

R This effect takes place during the effectsiph at
Exotic Metal Alloys and Effects: ¢ S| LJ2 Y Q& thédhdoPthe Game Round.

can be combined with exotic metal and mineral
alloys to create fantastic weapons. Combining these
special alloys grants an extra point of damage of the
specific type listed for the metsl Below are listed
compound alloys that can be discovered through
traits. Only one compound may be applied to a
single weapon.

Toxic: Resistance (Poison) X

Toxie There are many minerals that are extremely
toxic, including Cinnabar, Stibnite, or Orpiment,
poisoning anyone that is exposed to it. Mixed and
weaponized into a metal alloy, a blow or cut from
these weapons poisorthe target. Anyone wounded
by a Toxic weapon is poisoned for the duration of
the gamewhether they make their save or not
lowering their toughess by X. Poison dogtack on
Thermite These metals are highly combustible and @ model, although they may not survive the wound.
lights easily when scraped on metaire increases ~ Poison effects are handled dugithe effects phase
the strength of the weapn by 1. This added at the end of the Game Rouniny attack result not
Strength is (Fire). These are enhancements to the Strong enough to wound, (target automatically
strength of the attack. Critical Damage is increased saves on a 1+ or better), ignores the Poison effects
by X

ResonanceExtremely rare magnetic metals create

Cold SteelUnnaturally cold, Weapons of Cold Steel & weapon that hums with subatomigbrations. The
vary in their compounds, but flecks of Iridium are result is that their force is amplified when used as a

often seen sparkling ithe light of these metals. 6SIHLRYy® ¢KS&S 6SHLRYya ONBLGS

They appear to radiate cold, but is in truth drawing ~as they impact their targets.

in heat continuously. The handles of these weaponsResonance Weapons can stun their targets, whether
release that heat to the beare€old increases the it wounds or not. The target must take a toughness

strength of the weapon by 1. This added Strength is test or become stunned, losing their next action as
(cold). These arenbancements to the strength of they attempt to recover from the trauma.

the attack. Critical Damage is increased by X Resonance Weapons are devastating to-fieing

targets, gain X to the strength of the attack and
Radiated The construction of these weapons is very doing X additional damage.
unstable, but soméactions have mastered
combining traces of various radioactive metals in
their alloys. Radiated Metals oftegive off a faint
glow of light and often strike unerringhjRadated
Weapons reduce thiglartial Target Number,nitn)
of the target by their value. Making them easier to
hit.

Electricity Heavily conductive metsllike Silver are
combined with other rare minerals that create and
release an electric charge when stress is applied
(like a target being hit by the weapor hit from a
weapon constructed of these alloys, reduces
toughness bonuses granted from armorXy



A critical hit causes the target to arc, each model
GAUKAY ME O0gAUK
a hit equal to the original attack resuf2.

Extreme Resistancedust as there are compounds
to harm, there are minerals and other alloys that
can help protect from the environmental extremes
found throughout the Genesys Worlds. Some
bolster immune systems, are resistant to corrosion,
or can even electromagnetically attract radiated
particles, bonding to make them ineResistances
reduce the sength of the Extreme by X.

7.7 Heavy Military Weapons

Heavy Military Weapons are feats of engineering

i KS SEOS LI Adtyhstead také gafage ver§ tiffer@ndyp
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3. Military Weapons do not suffevounds,

adzF ¥ S
than living models. They take damage to

their toughness. When reduced to 0

toughness a notliving model is destroyed.

Any critical hit destroys the neliving

model outright. For more information on

destroying nonliving models, see the core

rules.

Advanced Weapon attributes may also
grant you upgraded Military Weapons of
unusual abilities.

5. Only models with the prerequisites to take
a Heavy Military Weapon may actually fire
the weapon.

*Dwarven Heavy Weams grants access to any one
Miliary Heavy Weapon 60pts or less.

Scorpio-/ 30
Operation: 1 model
Strength 5, Toughness 2

warfare. Designed to take down walls, the strongest Mtn 2, Rtn 5

of opponents, or even kill the enemy in mass
numbers. Catapults, Scorpions, and even Hwacha
areexamples this type of Military Weaponry.

Heavy Military Weapons have prequisites for
their usage. They are costly and powerful to use.
There are a couple interesting things that worth
noting when it comes to these weapons.

1. They can be attacked and steoyed.
Models without the trait Heavy Military
2SFLRya |yR
cannot use the equipment.

2. These are stationary pieces of equipment,
and cannot be fired on the move. They can
be moved at base movement only
(assuming they have wheedse slightly
moveable in some form). When moved, the
models assigned to the equipment must
use their action to set up for firing the next
game round. It is assumed for the first
game round that the equipment is ready to
fire.

Accuracy3B a Ay A Ydzy wlky3asS yé
Movement 1
Rate of fire: 1

Prerequisite:EitherHeavy Crossbows Military
Weaponaunlock Scorpios

The Scorpio is a small catapult weapon, and more of
F ayALISN ¢SIHLIR2y aAasS3asS oSk LRy
crosshow.

Balista-/50

U KeGuisiteS | LIBpér&tidn: 3-Mdels

Strength 6, Toughness 3

Mtn 2, Rtn 5

I O OdzNJaley AnWdgY wl y3S
az2@SYSyi
Rate of Fire: Jltakes 1 action to load (1 game
round)

MH €
M €

PreRequisite: Heavy Crossbaws Military

WeapondUnlock Balistas



A small Ballistae capable of producing a large
amount of force. These fired either large round
stone or large bolts capable of taking down the
largesttargets.

Onager-/40
Operation:5 models
Strength Blast £ X
Mtn 2, Rtn 5

I O OdzNYalhey AnWdgY wl y3S
az2@SYSyil wmé

¢t2dAKYySaa o

Rate of Fire: 1, with & to the die roll to hittakes 1

action to load (1 game round)
Pre-RequisiteMilitary Weapons

A smaller catapult capable of hitting targets far
away.Other types of shotften flaming debris, tar,

burning sand, and other ammunition is used. The

MH &
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Rate of Fire: Jltakes 1 action to load (1 game
round)

PreRequisiteMilitary Weapons, and iy Fire Arm
Trait

The bombard is a cannon or mortar. It is a large
caliber, muzzldoading artillery piee mainly used
during sieges to throw huge iron balls at the enemy

Hwacha-/ 75

Operation:3 models

Strength4. f | &rdughmess 3

Mtn 2, Rtn 5

I O OdzNJalhey AnYydgY wl y3S
az2@SYSyid wmé

Rate of Firel, and takes 4 actions (4 Game Rounds)

to load anothershot -3 to the die roll to hit. If die
result is reduced below 1, thestatter the hit

MYy €

Onager is a dangerous weapon not only the targets, location by d10. Any model vhitn the radius effect

but to anyone that was near causing friendly fire

is hit 1d10burning rocket arrows.

casualtes. Any die result of less than 1, scatters the PreRequisite Military Weapons, and/ulti-Barrel

the location of the targeted area d10

Cannon-/60
Operation: 5 models
Strength 6Blast £ %
Mtn 2, Rtn 5

I O OdzNJalhey AnWdgY wl y3S
az2@dSYSyild wmé

Rate of Fire: ]ltakes 1 action to load (lage
round)

¢2dzZaKySaa n

PreRequisite: MilitaryWeapons and anyFire Arm
Trait

A cannon is any piece of artillery that uses
gunpowder or other usually explosiased
propellants to launch a projectile.

Bombard-/60
Operation: 5 models
Strength Blast 2 ~
Mtn 2, Rtn 5

I O OdzNJalRey AnWdgY wl y3S
az2@dSYSyild wmé

¢2 dIKY

MH €

MYy €

Firearms

The Hwacha is a mysle rocket launcher able to
fire up to 200 fire arrow rockets at one tim&he
hwacha consisted of a twavheeled cart carrying a
board filled with holes into which the rocket arrows
are inserted.

Advanced Military Weapons

Selecting your attributestUsingthe points granted
to you by Advanced Weapons, you may select
attributes for your weapons from any category that
is unlocked on through your Trait abilities.
Categories include Melee, Ranged, and more.
Expect more added and exotic categories in the
future.

All attributes have a cost associated with them, and
taking additional traits in the same category costs
more, and these are shown with additional point
costs.



Advanced Military Weapon 10/20/40

Taking Attributes from this category must be
unlocked though Traits and applies only ranged
combat use.

RangedEnhancement Ranged X
Piercing Enhancement Armor Piercing X
Strength Enhancement Strength X*

*Armor Piercing reduces all armor values by X

*Extreme Weapon Attributesnay also be taken for
the pointcosts and effects listed on page 42

7.8Vehicles

Chariots and War Wagons are valuable weapons of
war. These can carry warriors into battle, or provide
mounted weapons a mobile platform.

Overview of Vehicles during the First Age

Chariots and War Wagerare two vehicles that
require horses or other mountgo provide mobility.
Your class must have access to horses or other
mounts for chariots or wagonghis is quite
common during the first age, although Steam
Powered Vehicles do exist, but are rare.

Asquad with a vehicle must provide a driver, who
remains part of the squad, and can leave the vehicle
when needed. This also means that a dead driver
can be replaced if available.

Drivers, mounts, and vehicles can be targeted by
the enemy individually.
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Damaging Vehicles

Nortliving models take damage very differently

than living models. Instead of taking wounds, they
take damage to their toughness. When reduced to 0
toughness a nottiving model is destroyed. Any
critical hit destroys the nofiving model aitright.

More details on Vehicles can be found in the Core
Rules

Chariots-/20pts
a2@SyYSyidy Sldz ¢
Strength 3Toughness 4

Martial Target Number (Mtn): 4
Ranged Target Number (Rtn): 6
Mounted Combat Bonus 1

G2 Y2dzy i Qa

Trample 1
Transport Capacit® including driver.

*Requirel+horses or equivalent creatures. Each
horse costs the points of the mount used.
Additional mounts may be used for your chariots.

Wagons-/ 40pts
az2@SYSyidy Sljdz ¢
Strength 4Toughness 5

Martial Target Nurber (Mtn): 4
Ranged Target Number (Rtn): 5
Trample 1

G2 Y2dzyiQa

Transport Capacity 5 including driver.

*Require 3+ horses or equivalent creatures. Each
mount costs the points of the mount. Additional
mounts may be used for your chariots.

*Mounted Weapons can be pladeon the Wagon.
Their total Strength of the weapons must be equal
or lower than the toughness of the vehicle, and
musthave a dedicatednodel to fire.
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AdvancedChariot and Wagon Upgrades animal companion when you select new exotic

1 Heavy Construction 5ptsl Movement, +1  animal attributes.

Toughness

1 Enclosedpts: Grants +1 cover to the Driver Exotic Animal Attributes 10pts
and passengers f Increased Attacks: Incase Attack 1

1 Increased Crew Area 10pts: Allows up to 2 (melee). Gain one additional attack in
additional crew for Chariots and 5 melee combat
additional for Wagons. Requires one f Ranged Attack: Increase Attack 1 (Ranged)
additional mount for chariots and two for at-1 creature strength. Gain one additional
wagons, or take &l movement attack of ranged combat

1 ReinforcedProw5pts. The vehicle is 9 ctSSiY LYONBIasS v20S8YSyi
designed to plow through enemy forces activation
and grants an additional Trample 2 to the i
vehicle. 1 Trained Combatant: Increase Martial

1 Reinforced Frame 5pts: Increases both the T Powerful: Increase Strength 1
M(tn) and R(tn) of chariots and wagons. Exotic Animal Attributes 2pts

1 War Chariotivagon 5pts: Grants an 1 Increased Size: Increase model size 1,
additionalMounted Combat 1 Increase Toughness 1

1 Toughened Hide: Increase Defense 1
1 Alertness: Increase Mtn and Rtn 1

1 Elemental BeasResist Elementg, your
choice of which element

f Resilience: Increase Wounds 1

Exotic Animal Attributes Bpts

1 Flight:The animal has the power of flight
through wings or innate ability.

7.9 BExotic Beasts 1 ElementaPower: The animal has an_innate
. . ) ) power that does not require channeling.
Exotic Beasts applies attributesaay animal The strength of the power may nbe
companion whether it b&Varhorses, Animal increased, angoumay only take Bolt or
Sentries, Wardogs, or Monstrous Beasts. Any of Self for thé power. You may choose which
these may take additional attributespending extremis you wantSee Arcane Powerstfo

pointsfrom the Exotic Beasts evolutionary branch. more details on thextremis effects.

These cretures have benefited from human .. )
interaction and knowledge, leaving behind their Bolt m ¢ NHSUStrengthc Hne
wilder side to serve and often bond with their Self  Touch MeleeStrength-
handlers.

Traits allow for additional points to be applied to
your companions, allowing you to customize the
creaturesto create your own exotic varietiesThese
additional abilities combine with other traits found
elsewhere to give you a total pdinost of your



8. Powers

Powers refer to supernatural magic or psychic
energies that are channeled from théhEr. While
Fay are a part dhis energy, Humanoids must
dangerously chann&nergies from beyond the veil
through themselvesThis is extremely taxing and
difficult to masterfor the mortal Humanoids.

8.1 Using Powers

The use of a powsrrequires an action to use, and
may only be used not moving faster thamase
movement.A squad of any size is only able to
activate a sigle power during its activatiomxcept
fora$t F powyeise ¢

Each power is created and crafted by the player for
hisspeciegyranted through traits chosen during
speciesand class creation. In a method similar to
armory traits, Powers have attributes that may be
increased, creating unique and stigeffects.

Each power has the following attributes
Strength: X

Effect: X

Range: X

Duration: X Rounds

Difficulty: 8

Increasing any dhese attributes results in an
increase of the difficulty of the power. All
Channeling difficulties start at 8. Foraample,

increasing the strength of the power by 1, would
make the difficulty a 9.
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Channelings the action of drawing energy from
the Ether beyond ta veil, which is theource of
all magic What the channeler creates with this
energy are called Powers.

Themastery ofpowerwielded by humanoids
comes from two sourcednternal Mastery, also
called the Arcane, or External Beliedlled Faith.

To successfully harness Powers, a caster mulish
d6 andadd his or heWillpower to it in order to
achie\e the difficulty of the Power. At first this
appears daunting, as failure results in serious
RIYF3S G2 (KS
even in death.

A model can only be used to channel the ether once
in any given Game Round.

Using a Power igame looks like this,

1. Activate the Casteduring your player turn
and select a known Power to use

2. Channeling the energy from the Ether, the
player makes a difficulty check.

3. Compare the result of the diffulty check to
the targets Rtn for ranged powers, or Wit
for melee or touch powers.

4. If you successfully channeled a power, and
the difficulty check exceeds the target
number to hit your opponent, the power
takes effect. The result of the difficulty
check is your Combat Resolution Number.

Mortal Threshold:Powers are dangerous, and
channeling too much ravages the body, tearing it
apart from its connection through the veil. Any die
result from either Arcane or Faith Powers higher
than 12 results in death. This is referred to as a
caster Mortal Threshold, whiatan be increased by
traits.

Self Only Powerswhile channeling is often
dangerous, Arcane casters can only channel so
much energy from the ether without effecting
20KSNE® {2YS LI2gSNDRa
Y2RSt X IyR | NB fidabodd SR

LIN OGAGA2YSNBEQ

S¥FS



multiple casters in a single squad to activate and
channel additional powers. The effects being
channeled must be the same with no difference in
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9 Failing to equal or beat the difficulty of the
power, results in a loss of toughness equal
the X.

the attributes of the power, and the casters may not Forexample while trying to channel a diffidty 8

harness their body reserves. (see channeling the
arcane)

Self only effects can be used to effect other models
if their effect or additional attributes allow it.

Items of Poweror both casting and surviving
channeling the Ether, there are items and artifacts
that are capable of manipulating and Bgning off

the energies that can destroy a casters body and
soul. These are items of power and include, wands,
Staves, Orbs, and other items designed for this
purpose. Items of Poweare found in section 8.5

8.2 ChannelingArcane Powers

Arcane Powersredrawn through a single
Channeler, relying upon his or her owarsonal
willpower. The powerare often destructiven
nature and dangerous to the wielder. There are
three primary Foci; Extremig/¢rldly),
Transformatioml (personal), and EthereéBeyond)

Arcane Powers are able to unleash horrific
devastation to those that stand in their path. The
price for this power is steep, and althoutite
etherealenergies can provideternal life, the body

is often ravaged, and aged beyond repair. Even the
most advaiced Magi can fail as they struggle to
control the vast powers from beyond the veil.

Channeling the ArcaneArcane casters rely upon
their own internal will to harness the energy
required for Powers. An Arcane caster may, when
attempting to channel the éter, choose to draw
RSSLX & dzLi2y
achieving greater ability and power, but with a
perilous risk

1 Arcane Casters may harness X toughness up

to their total Toughness Characterisfichis
must be decided upon before the die is
rolled for channeling.

1 Xis then added to the die result when
channeling to reach the difficulty of the
Power.

G§KSAN 602ReéeQa

Fire Bolt, our Wizard has a Willpower 4 and a
Toughness 2. About to be charged and killed, he
throws everything into the Power, adding +2 to his
die roll. If he fails (on a 1) he will lose 2 toughness
and collapse, dead on the field. This time ourawd
rolls a 3. Willpower of 4 + die result 3+2, giving us a
9 to resolve the Power against the incoming
attacker. There is a good chance that our Wizard
may have just survived the incident.

8.3 Channeling theSacred Faiths

Faith Powersare channeled throgh a group, the
power spread out among the focused belief of
others. By channeling through the many, the
practitioner is able to safely focus the powers oflife
and death. This world and the Next.

The powers of Faith can easily turn the tide of
battle, healing the dying, strengthening the faithful,
or even raising the already dead. Faith calls upon its
Gods, entities that dwell in the beyond, the creators
of life within the Genesys Worlds.

Channeling FaithEaith Powers work very similar
except that the practitioner does not draw upon his
own body harness the power. Instead for each
follower (not himself) within his command radius
x2 (command characteristix2), hecan gairan
additional +1 to his die result.

9 Faith Casters can use each follower within
their command radiusot including
themselvegcommand characteristic in
inches) How many followers being

NIBCRaaneigrsrougumystibe degidedbefpry
the die is rolled

1 EachZealotadds+1to the mortal threshold
when channeling to reach the difficylof
the power

1 A model can only be used to channel the
ether once in any given Game Round, and
uses that models action for the round in
prayer.



For Example: Our Priest has a Willpower of 4,
Command of 4 and wishes to cast a difficulty 8
Power to enhance theDefense. During the battle
his faithful remain close and he has an additional 3
followers available. The Priest rolls a single die with
a result of a 3. Willpower 4 + die result of 3+3 and a
result of 10. The power goes off.

8.4 Abilities that effect your Powers

There are several abilities that have a direct effect
on the creation of Arcane Powettsat are gained
from Traits.

Arcane Knowledge Xthis determines how many
Arcanepowers achannelercan bring to the battle.
Each Power must be chosen duridgit Class
Creation, and can have additional attributes added
to it with additional Traits

Arcane Power/X: Arcane power abilities add
attribute points to a chosen power, increasing its
difficulty and use.

Ethereal Fortitude XThe powers from the Ether
can rapidly overload a caster. Ethereal Fortitude
increases a casters mortal threshold by X

Faith Powers/X: Faith Powers add attribute points
to a chosen power, increasing both its difficulty and
attributes.

Focus XFocus allows for additional contrahile
harnessing the power of the Ether. You may adjust
one die roll by X when attempting to channel a
power.

Holy Warrior: This allows a model aiding in casting
faith powers, not to use up their action in prayers.
Instead they can take actions like normdien
channeling.

Priestly Vessel Xthis determines how many Faith
powers a channeler can bring to the battle. Each
Power must be chosen during Unit Class Creation,
and can have additional attributes added to it with
additional Traits.

Religious Followersmodels with this ability are
considered to be followers of yodr I O & Bekefs.Q
They can be used to help harness Faith Powers.
Religious followers add +1 to the die result when
attempting to cast a Faith PoweFhis uses up the
followers action.

Genesys Humanoids /52

Religous ZealotsModels with this ability have
given themselves over to their faitEach Religious
Zealot adds +1 to the Mortal Threshold of the
Caster.

8.5 Creating Your OwiPowers

Humanoids creat®owers (spells) that are created
and may not be altereduring gameplay. You may
however add the strength of your powers through
Campaign bonuses.

Follow these steps when creatingowess

1. Select your Foci
2. Select the Power and Effect
3. Increase attributes if yowish andhave the

abilities available to do so

You my take powers from any fogranted by
abilities but if yourspeciegnot classhas only one
focus, then the difficulty of your Powers are
reduced by 1If at any point you take powers from
another focj whether Arcane or Faittihis bonus
goes away.

Exampleof Power Creation

Traits and AbilitiesL (i Q &to diieatersBwizard and

his spellsDoing this, we chose Aawe Knowledge 1,
so that we can take a singdpell for our leader and

Arcane Power to give uspgwints in spell creation.

1. Select your Foclhere is currently one Foci
available (more coming soon), so we will
choose Extremis.

2. t26SNIJFYR 9FFSOGY [SidQa
Blast for the effect.
3. Attributes: With %ts tospend we will

select strength Ivhich increases the
strength of the Power but ab increasesis
difficulty by 1

Our final spell is &ireball in the classic sense, with a
moderate range and good strength.

Fireball Difficulty 9
Dt LAy & €Y EStrdm@thBa3 S
Duration: Instant

Assuming a Willpower of 4, this is quite a difficult
spell to get off, but can be quitdevastating if our
wizards can get this spell off.



If we focus on the Extremis Fawith our species

we can lower that difficulty to a 8. So withspecies
focus on Extremis Powers, and channeling 2pts, we
can getthis spell off on a roll of a® With items or
further campaign gains, our wizard will have the
opportunities to master this spell even greater.

As you can tell, Arcane Powers rely upon a class
really cedicated to their Powerdtems of Power
and campaign ac&ncements can make these
powers easier to cast, and even promote getting
new spells or creating more powerful versions of
existing ones.

8.6 Arcane Foci

There are three Foci for Arcane Powers from which
you may draw upon to create Powers for your
Casters.

1. Extremis (worldly)These powers control the

most deadly extremes found in Genesys. Fire, Cold,
Poison, Acid, and more are the command of
Extremis Powers.

2. Transformational (personalEnhancements,
alterations, and protections

3. Ethereal (Beyond)Xnergy from beyond the Veil
is used to manipulate objects, view the future, and
even enchant or grant unnatural life to items.

Extremis Powers:
Select a Power

1. FireStrength 3 Does Physical Damage
(Fire) Critical Damage does 2pts like
normal, but does dditional damagédFie)
during the effects phase.

2. Cold Strength 3 Does Physical Damage
(Cold) Critical Damage does 2pts like
normal,but also freezes the model in place
for the remainder of the game round

3. Electricity Strength3. Does physical
damage (electricity). Critical Damage causes
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4. Radiation Strength 3 Ignores all armor

benefits anddoes not damage except whe
a critical is rolled. A critical hit by radiation
kills regardless of how many wounds a
model has.

Acid Strength 3. Acid attack do not need to
roll to wound. Instead of causing wounds,
any hit by acid permanently reduces the
models toughness by 1, @rwith a critical

hit (the model would not normally receive a
save vs the attack result). This toughness
damage is applied to the armor firstitil
destroyed and then to the model. Once the
armor is destroyed, (has 0 toughness
bonus), the armor is useleasd destroyed

Poison Strength3- Any hit strong enough
to wound reduces the toughness
characteristioof the model for the rest of
the gameby 1regardless if a save is made
The attack still causes wounds if the target
fails to save against the attackhe target
must be diving model A criticalwill cause
the target to lose 2 toughness, atake
poison damage every effects phase losing
an additional point of toughness.

Any attack result not strong enough to
wound, (target automatically saves on a 1+
or better), ignores the Poison effects

ResonanceStrength 3 Any hit by a
resonance effect requires the target to
make a toughness test or become stunned,
losing their next action as they attempt to
recover from the traumaResonance
attacks only do wonds to living targets if a
critical hit is rolled, doing 1 wound to the
target.

Resonance effeci@re devastating to non
living targets, if the attack wounds the
target, the target takes X damage, where X
is the strength of the attack.

the Electricitytoar§ I OK Y2 RSt GAGKAY wmé

(with the exception of theastr) suffers a
singlehit equd to the original attack result
2.



ExtremisEffects

Select an effect for your power.

Extremis Effects all have an Instantaneous Duration

Bolt
Arc
Cone
Ray
Blast
Self

1 Target H n € Strengthg
180 Degrees o0 € Strength-1
45 Degrees C € Strength-1
Line M H ¢ Strength-1
.t Fad wmwd Strength-1
Touch Melee Strength-

Transformational Powers

1.

Ghost + 2 Difficulty Self only Ethereal
energy from beyond the veil merges with
the casters body, transforming it and
allowing the player to move through the
ethereal. Attacks can be made while in
ethereal form, but weapons and armor do
not make the transformation and return
when the power ends.

While in Ethereal Forrthe caster appears
translucent as a ghost or spect&trength,
Toughness and Movement are enhanced to
Slidzr £ (GKS Ol Map&vbi® &
can be cast while in ethereal form.

No items (like objectives) can be carried
while in ghost form. The caster cannage
weapons, although the caster suffers no

& dzy' I NI S R foifighying withautta
weapon While in Ghost form, terrain or
solid obgcts can simply be passed through
during movementWhile in Ghost form, the
model cannot be targeted normally unless
GAGKAY cé

Etherealsight reveals and allowsodels in
Ghostform to be targeted normallyThe
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Power lastghrough the next two rounds of
play, ending after the activation of the
caster in the second round.

Golem +1 Difficulty Strength 1This spell
turns the casters body into a solid rock or
similar material. While in this form, the
casters body receiveenhancement
toughness X, Strength Xnd a Reduce
Movement 1 X equals the strength of the
Power.The Caster no longer takes damage
normally, but instead as a nonliving model.
The Power lasts through the next two
rounds of play, ending after the activation
of the caster in the second round.

Invisibility. Self only Invisibility renders the
caster invisible to the naked eye by bending
light around the caster. As long as the
caster does not move faster than their base
movement, they remain invisible until the
power runs out. While invisiblehé caster
cannot be targeted by ranged weapons,
and in melee combat receives a +2 cover
bonus to their Mtn, as up close the casters
form appears vaguely as a blurred shape.
The Power lasts through the next two
rounds of play, ending after the activation
of the caster in the second round.

Arcane Enhancemerdelf only;
EnhancemenStrengh 1 Grants irgame
Enhancemenk to characteristics where X
is the strength of the Power. Strength,

& A f f UgughaeggpMovement, Martial, Ranged,

Defense, Discipline, Willpower, or
Leadership. Select one for your power.
Maximum Age bonuses applijhe Power
lasts through the next two rounds of play,
ending after the activation of the caster in
the second round.

Levitation. Strength 1self only Levitation
takes the caster up into thair beyond the
reach of melee combat to do battle and
fight. The caster is able to me around in
the air withnormal movement
enhancemeniX, where X is the strength of



the power.Levitation lasts a number of
round equal to the Discipline of the Caster.
For Air Combat test rules see below.

Posses®n Strength 2Possession is an
attempt for the caster to take control of
anotherlivingmodel on the board. The
caster may take control of another model
FNRBY GKS 1 dzYFy2AR
Successfully ging this spell off, attacks
the targets willpower with a Strength X
attack, where X is the strength of the
attack. While possessed the controlling
model can control bottmovement and
action of the model. This can include
moving the model out of coherency

While the model is possessed, remove the
casters model from the table, and leave a
marker for the caster to return to once the
possession ends.

wSazt @S GKAa LRsSNDA
against the targets willpoweSome Unit
Classes receive a bonus agaitinis power.
Leader classes -Ehhancement Willpower

Unique Classes Ehhancement Willpower

The Power lasts through a single activation
of the possessed model or models.

Ethereal Powers

ArcaneConstruct:A Large Construagnade
of stone or metals granted life by infusing
it with the energy from the ethereal.
Constructs are large models of incredible
strength and power. Having this power,
allowsyou to build a construct for battle.
Constructs are permanenintil destroyed,
and follow anArcane casté® commands to
the letter. ArcaneConstrucs may only be
upgraded with additional attributebsted
specifically for Arcane Constructs, which
are listed separately.

Counterspell While any power can be cast
as a reactionary power, Counterspell
suffers no-1to characteristics to use. When
used to counter a power, select the
channeling caster. If your difficulty test for

t NA Y|
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casting this power is higher without
crossing your mortal threshold, than the
opposing casters, you cancel the effects of
the spell. The oposing caster must be in
fAYyS 2F airidakKi

DimensionalShift Strength Xself only
Instanttravelfor the castest+ any other

N dazi witidirkthie Koimyhanm gf thefcasters

between two location®f the battlefield.
Squadsnust maintain coherency arshift
with the castes. The difficulty of the power
is increased equal to the strengkh where
X is the additional number ahodelsthat
will shift locations.

Any location on the boardithin Line of
Sightis in reach with thd power, and the
shift usesup all modelsnmovementthis
round. Shiftersare considered to havenly

/ 2 Yhoveditheiwtise 2nbvdnieit, byt

additionalmodels shifting with an action
left can still use their action as normal as a
reactionwith a-1 to characteristics, even
for melee combatDimensional Shift
negates threat ranges, howevEthereal
Sight on enemy models allows the use of
threat ranges for provoked attacks first
round combatactionsthat may occur.

Ethereal Bladeself only This effect
NBLX I OSa&
shimmering bladenade of ethereal energy.
The blade does not damage its targets
body, instead strikes at their souls or
internal energy. When determining melee
combat results, use the targets Willpower
instead of toughness to determine wounds
or damae. The Power lasts through the
next two rounds of play, ending after the
activation of the caster in the second
round.

EnervatingBolt: An Ethereal bolt of dark

light arcs between the caster and the target
holding him/her still. The power drains
willpower, draining it and invigorating the
caster so who gets a bonus enhancement

'y SEAG&Ethd y3
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equal to the willpower lost(The Rest counterspelling powers additionabunds.
Coming Soon) Once the Difficulty is passed on, the effects
6. Summon Fey (Coming Soon) maintain the casting die result, and in the

case of counterspell would require the
effected caster to beat the required

Arcane Power Attributes counterspell resolution in the following
Spend Arcane Power X points to create even more round with his own casting. Moving outsid
powerful Powers. Any attribetmay only be of the range does dismiss the powers
selected once for any given power. Attributes stack effect. Effects like Dimensional Shift would
with other attributes. allow multiple rounds of jumping.

5pt Attributes 20pts: Attributes (increases difficulty by 3)

1 Strength 1: Increase Strength of Power by Greater Extremis Effects: Each effect has a different
1 (For all powers with a strengtBjfficulty added bonus.
+1 1 Bolt-2 Bolts same tag. Difficulty +3
T 5AaGFyO0S oY L yoOANSI &8 YArd 860 DeyjreeeffecDifficulty +3

Cone, and Ray eféts. Difficulty Cone 90 Degree effectDifficulty +3

+1
Eg § Rac_}/sédlﬁ%r%nt dgegtlﬁgﬁ.lfﬁgugtyﬁ s
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and Blast effectDifficulty +1

1 Transformational Duratiorincrease the T Blast. T 1 & UDiffisutn:+9)
duration of Transformational Powers by X. I Self Increased Power strength Difficulty
The Difficulty of the power is also increased +3
by X. 40pts Attributes
1 Extremis VortexDual Spell, Select an
10pt Attributes additional effect Difficulty +4

i Strengh 2: Increase Strength of Power by 2 q Battlefield Transformation. This Spell

(For all powers with a StrengtB)fficulty +2 increases the effects of transformational
P g y powers to cover a lge radius of the

1T DNBFGSNI5AaGFYOS cY Ly ONRkfiel® Frot the3ssterdltargetéof the 2 NJ

Arc, Cone, and Ray effecBifficulty Power (for targeted effects), thedius of
+2 the power is equal the command

9 DNBFGSNI 5AailyO0S oY LyORRecgessticgftie gagteMpdels he T2 NJ
Bolt, and Blast effectDifficulty +2 effected must stay within the area of effect

to maintain the effects of the power. Once
they are outside of this, they are no longer
effected. Difficulty +4

1 Transform the Many: You may choose to
Increase the number of models in the
squad affected by Transformational Powers

by X. The Difficulty of the Power is also ' Ethereal SiphorOveloading the Ethereal
increased by X. So that increasing the power, aholeappears in the fabric of
number of models effected by 2 would reality above the caster allowing for
raise the difficultyby 2. freeflowing energy between the realms.

The Ethereal power cast to bring this into
being is now permnentlasting the entire
duration of the gamend loweringthe
casters future difficulty checks for powers
to be reducedby 3 Difficuty +4.

9 Lingering Ethereal EffecThis increases the
duration of an Ethereal power by x rounds.
The Difficulty of the power is also increased
by X+1. This does allow effects like
Counterspell to linger on a target possibly



Arcane Constructs and Upgraded Attributes

Strength* Toughness* Movement: 2
Martial: 2 Ranged 2  Defense 3
Discipline- Willpower- Command:
Min5 Rtn5

Large Model

*Strength and toughness are equal to the Casters
Willpower.

*Direct Control: Fielded with its controllesOpts
Base Construction

FwSY23GS {A3IKGY CASft &8sR
100pts baseConstruction.

*Encapsulated: The CGas is bound to the
Construct, essentially becoming the constrifpts
baseconstruction, added directly to the cost of the
Caster.

Arcane Constructs amon-living modelgnassive in
size, and are created many different ways. This
includes various metbds of control of the

construct, from remote sight, direct control, or even
the caster being built into the construct.

Arcane Constructs can be fitted with any common
weapon,ranged or meleethe Arcane caster has
access toHeavy Military Weapons cansal be

fitted, but these require increasealtributes and
knowledge from the caster.

Only Leader and Unique Unit Classes with Arcane
Constructs are able to field a Construct, aah

take the place of fielding yoarcanecaster. Arcane
Constructs consided to be the same unit class as
the caster.

Remote Sight: Controlling the Construct through
arcane or remote sight, allows the caster to cast
directly through the vision of the Construct. The
O2yaidNHzOG Qa I Odréitigelsames y
casting ad channeling effects are felt on the caster.
If the caster dies to crossing the mortal threshold,
the construct is disabled and motionless for the
remainder of the game and considered destroyed.
Points to field, Arcane Construct +100pts
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Direct Control: Wh Direct Control the Caster is on
the field controlling the Construct. The Construct
and the Caster share a single activation, allowing
only a movement + action between them. This
means the caster and the Construct are essentially a
single model, but doat have to be in the same
location of the tableEach activation as a player,
you must decide whether who to move and who to
take an action. If the Caster dies, the construct
becomes disabled, and stands motionless on the
field. When channeling, if a castemortal threshold
is crossed, the destroys the construebints to

330 RIAA R EXEL YW R2 ¢ ¢ SN

Encapsulated: Built into the construct, the arcane
constructs body is no longer viable, although some
rituals include keeping the body alive. Bpsulated
models do require casting to deploy the Construct
and the Arcane Construct may draw upon its new
construct to aid in channelingEncapsulated models
gain the discipline and willpower of the castEren
though the construct takes damage as a Hiving
model, effects that can target willpower or
discipline can affect an encapsulated construct.
Points to Field, Caster + Arcane Construct +50pts

In games where only a single model can be fielded
for Leader classes, this limits Arcane Constructs to a
single model for the gamé&he Arcane caster is
always included in this.

As with vehicles, projectile weapons cannot have a
higher strength than the toughness value of the
ConstructAs a nodiving Construct take damage its
toughness value drops. Ahg point the strength of

a ranged weapon drops below the toughness value
of the construct, the weapon is inoperablelee
Weapons do suffer this effect, but instead lose
Martial skill if the toughness drops below the
constructs skill.

Example: A congict with a heavy crossbow (st) 4
wigh ghe folloviing ShRgcteristics.

Strength 4 Toughness 5 Movement 3

Martial 3 Ranged 3 Defense 3

Mtn 6 and rtn 6



The construct takes 2 damage, reducing its
toughness to 3. This lowers all of its characteristics
by 1. Theheavy crossbow (stj4s can no longer be
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attacks of the construct extremis weapon
effects from page 43, and protects the
construct the selected extremis with

TANBRZ FyR GKS /2yaiNHO(dQa Resishbey @drénis salectidid 250 S R

Any additional damage will take martial and Ranged
down as well, making the construct much less
effective.

In order to fieldan Arcane Construcit requiresthe
player to include the construct on the army list, and
then at deployment casting the power that will
activatethe Construct. If the Caster afor some
reason, the Caster may attempt every game round
to activate the Construct and bring it in from
reserves.

Arcane Casters can channel arcane powers through
their constructs. Doing so uses the constructs line of
sight and source as the

Spend Arcane Power X points to create even more
powerful Constructs. Any attribute may only be
selected once for angiven power. Attributes stack
with other attributes.

5pt Attributes (increases difficulty by 1)

9 Characteristic Increase 1 (choice of
Strength, toughness, MovemgrMartial,
Ranged, Defense). 8gts Constructs Cost.

1 Heavy Military Weapons of Warhe
Corstruct is fitted witha heavy Military
weapons able to be used by Caster, and or
any common weapons. This can include
crossbows, firearms, and other weapons.
This adds the point cost of the weapon to
the Construct. Heavy military weapons
cannot be added.

10pt Attributes (Increases Difficulty by 2)

9 Characteristic Increase 2 (choice of
Strength, toughness, Movement, Matrtial,
Ranged, Defense). These can be split
between two characteristics+pts

1 Extremis Material creates the Construct out
of extremis materls This grants the

Construct Costs

1 ExtremisPower. This allows the caster to
cast his powers throughis Comstruct.
Extremis Powers onlydse the Constructs
line of sight, as the powers will originate
from the Construct25pts Construct Cost

1 AlchemicalAdditions.A caste who has
expertise in Alchemgan add Alchemy
additions to the Construct. Examples
would be a Flame Siphon in the Arm, or an
explosive grenade launcher. In order to add
these you alchemist must be able to use
the weapon you want to creat@5pt
Construct cost

8.7 Faith Foci
There are two Foci for Faith Powers.

1. Life:This worldthe world of the living, enhancing
life using the powers of every living creature.

2. Death:The next world, beyond the veil. Focusing
on using the powers of dead beyaond

While a class may take more than one Foci; if a
faction concentrates on only onghe difficulties of
that foci are at-1. This is removed at any point the
factiondecides to pick up another foci.
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Life Powers Darkness Powes

1. Healing Strength 1. Heals Woundsdo 1. Animate: Strength 3+1Difficulty Restores

wounded modelsvhere X is the strength of
the power. A model reduced to 0 wounds

Life to the Deaan the batlefield. The
dead have only base characterist{o®

GFYEESOLY 068 NBOAGSR Ay botikds for equipiant e)-andtay

models follow the rules for being healed,
losing their next action as they recover.

EnhancementStrength 1Grants inRgame
EnhancementXto characteristicsvhere X
is the strength of the PoweBtrength,
ToughnessMovement, Martial, Ranged,
Defense, Discipline, Willpowent
LeadershipSelect one for your power.
Maximum Age bonuses applyhese
powers last through the current game
round

Empowerment:+1 Difficulty Strength 1
Grants ingame Enhancements X to
charaderisticswhere X is the strength of
the power. Martial Target Number (Mtn),
Ranged Target Numbert(®, orMorale.
Select one for your power. Maximum Age
Penalties applyThese powers last through
the current game round

Holy Light Strength 3Effect. Hdy Lighf2 a
effects are devastating to animated targets,
if the attack wounds the target, the target
takes X damage, where X is the strength of
the attack.

Movement, martial, ranged, defense,
Martial Target number, and Ranged Target
numbers. They are immune to morale
checksA caster animates X dead, where X
is equatto the strength of the power.

If the casterthat animated the dead is
killed, the bond is broken and the animated
models immediately are destroyed and
cannot be animated again. See Core rules
for Animated Dead.

Note that before the game begins, you may
af k¢ YrénRySur armyto begin the
game with. These models must be killed
first simply by declaring them dead. A
caster of Darkness may then attempt to
animate the bodiesnce before the game.

Reduction Strength 1. Grants igame
Reductions X to chacteristics where X is
the strength of the powerStrength,
Toughness, Movement, Martial, Ranged,
Defense, Discipline, Willpower, or
Leadership. Select one for your power.
Maximum Age Penaltiespply. These
powers last through the current game
round. Thiscannot lower a characteristic
below 1.

Ruin +1 Difficulty Grants ingame
Reductions X to characteristics where X is
the strength of the powerMartial Target
Number (Mtn), Ranged Target Number
(Rtn), or Morale. Select one for your power.
Maximum Age Paaities apply These

powers last through the current game
round. This cannot lower a characteristic
below 1.

Unholy DarknessStrength 3Effectthat has
no effect on nodiving modelsCauses
terror (instead of toughness being used to
save, a models Willposy is used instead. A
critical results in immediate death)
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Faith Effects: 20pts: Attributes (increases difficulty by 3)
Personal Personal -1 Difficulty Greater Effects: Each effect has a different added
Touch Melee - bonus.

Ranged MHE M ¢ I -NIDFiculty 1 Personallncreases the Strength of the
Sphere o Spherical Shelk1 Difficulty Power by 3

9 Touch Effects all models 45 degree cone

Radius ¢ HorizontalR - +1Difficulty starting from the target of the power.

1 RangedCan target two models
Personalkeffects only the caster channeling the . , .
power. Personal only delivers an attack if the caster T zp?sreRDurr?;lon 2: Effects last 2 additional
is hit during melee combaPersonal Holy Light/ ame Rounds
Unholy Darkness€Enhancement/ Reduction, 71 Radiusthe center of the radius may be
Empowerment/ Ruii &G dzy G At (KS Y2 R&ot@eglanynfareiithin the casters
activation. Command Radius.

Toud is used in melee combat using the threat
NI} y3S 2F U0KS Y2RSt ® a2 a upeatribured(Indiehses Difficulty by 4)
Rangeddelivers a range@ower to a single target 1 Divine Power: Dual Spell, Select an

Spherecreates a bubble of Holy Light Onholy additional effect
Darkness, only effecting those crossing through the

bubble. Cannot be used fortodr powers Lasts until

next activation

Radiuspowers effect all models within a radius
effect of the caster This effect radiates outwards
from the caster. Models on an elevated level or
coming from above or below are naftfected

Faith Attributes for Light and Darkness

Spend Faith Power X points to create even more
powerful Powers. Any attribute may only be
selected once for any given power. Attribg stack
with other attributes.

5pt Attributes (Increases Difficulty by 1)

9 Strength 1. Increase Stretgof Power by
1

f 5Aa0lFy0OS oY LyQOeteaS NI}Iy3IS o6& o0é F2N
ranged,and radius effects

10pt Attributes (increases difficulty by 2)
9 Strength 2: Increase Strength of Power by 2

1 GreaterDistance 6: Increase range b 6 ¥ 2 NJ
Sphere rangedand radius effects

9 Duration 1: Effects with a duration are
increased by another game round.



8.8Items of Power

Items of Powercan only be gained through
campaign bonuses. You may spend Artifact points
on Items of PowerA model may only equipne of
each type oftem of Power during any game.

(More items of power will come later)

1. Arcane Wands 5pts: Allow you to
manipulate Arcane Channeling die results
by + or- 1.
+10pts A Wand can also increaseane
power strength 1

2. Arcane Staff 25pts:llaw you to increase
your mortal threshold by 2 for Arcane
Powers.

+1Qpts can also increasarcanepower
strength 1

+10pts ircrease the mortal threshold Wy

3. Holy/ Unholy Reli@0pts: Allows you to

increase your mortal threshold by 3 for
Faith Powers.

Lesser Items of Power
Items of lesser Power are much more common, and

can be created by Arcane and Faith Casters. These
items often hold precast powers crafted into the
forms of Potions, scrolls, and other items limited
only by your imagination.

You ca Spend any artifact points on lesser items of
power. Points can be saved, or spent immediately
after a game.

(These will be expanded upon later)

1. Scrolls of Power (10pts) allow arcane
casters to add new attributes to create a
strongerpower.
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