e DYSTOPIAN ST

THE EMPIRE s
ORDER OF BATTLE

This document is the Order of Battle for Erapire known in shorthand asORBAT. Once you have agreed the points

limit for your Encounter, each player must consult the ORBAT for their chosen Faction. This ORBAT allows a player to
create a Force for tliempirein games of Dystopian Wafée have also madeit cards available apfor quick reference in
gamedmportant: For the avoidance of doubt, the rules presented in the latest version of the ORBAT always take precedence
over anyJnit or Battlefleet rules presented elsewhere.

EachEmpireForce must include one or more Battlefleets. A Battlefleet is a group of Units that are always led by a Flagship.
There are a number of Battlefleets available t&tigire each with an array of units to choose from and some even with
additional rules doenefits.

EMPIRE WEAPON QUALITY

The chemistry and metallurgy of the Empire is renowned for itedahing applications both domestically
militarily. The Celestiarhlchemists attempto purify, mature, ancefinecertain materialked to the perfection ¢
Al kahest , thd Empiveegal famlvent. Because of toh
Quality on some weapons:

ALCHEMICAL : Models without a Disorder Conditidamagethy a weapon witthis qualityreceive one Disord
Condition. If a Model islamagedy tis weapon and already has a level of Disorder, they do not increa
Disorder and instead suffer a point of damage.

EMPIRE SPECIAL RULES

Some Units in thEmpirehave special rules that are different to those found in the rulebook. Units that ha
more of these rules will have them detailed in their Unit profiles in this ORBAT. The rules unig&entuirthare
listed here:

CONTRA ROTATION: This is aSpecial Operations Action that may be made by any Model in the Unit v
Paddlewheel Trait unless it has a Navigation Lock Critical Damage Marker. The Model making a Contral
Action has a Drift of zero and reduces its Speed Attribute by itfoMgs Activation. At any point during
Movement Step the Model may make a single turn on the spot of up to 90 degrees. It may Move and Tu
in addition to this Action.

SHADOW HUNTER : SomeCommodores are skilled in the art of strategic raddtin. ice both sides hal
deployed but before amanguardnoves have been made RAlagers take it in turns (in initiative order) to redej
aUnit in thar Forcewith this rule. EactJnit with this rulemay only be redeployed oroel must be redepied in
their own Deployment area

THE MARK OF YAMA: Relentlesslyrilled from a young age in coordinated marksmanship, the Empire U
g discipline finish off vulnerable enemy targets. Units with this rule making AtitfcksevAerialQuality gain the
Homing Quality against enemy Models with one or more Critical Damage Markers
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BATTLEYLEETS

% A Battlefleet may only ever include dswit with the Flagship trait unless the Battlefleet composition specifically states%
otherwise Battlefleets in th&mpirehave the following special rule:

COMMAND RE-ROLL: If a Battlefleet has this rule, the Player gains a CommarallReach Command Reoll may be
used once per game. I't all ows all the di c-eolled.woutmayenotP| ay e
re-roll part of the Action Dic® o o | or another Playerls Action Dice Pool

your own Dice Pool.

EMPIRE BATTLEFLEET

Thisis the most flexilaled commonly deployed Battlefleet foundEmpine The ability to mix surface, submersible and
essenti al

Unitsmakes this an

COMPOSITION:

1 You MUST include One Flagship Unit with tBMPIRE Trait.
1 You MAY include up to a further Four Units with BMPIRE Trait.

1 You may not include more than one of any Unit.

BONUS:

T Command RdRoll

1 Any Unit with theCHINESE Trait (but without the Aerial Traitihay take Chita Submersible Automata f@0pts

component of

Any ”Commodo

| A S

TS

NING JING BATTLETLEET

The Chinese Admiralty is justifiably proud of their Ning
battlefleets. It is rare for such forces to be deployed without &
of theBlazing Sun to keep an eye on things, however!

COMPOSITION:

fYou MUST include One Flagship Unit with tNENG
JING CLASSTrait.

You MUST include dianUnit.

fYou MAY include up to a further Three Units with tf
CHINESE Trait.

1You may not include more than two of any Unit exc
Jianor Shanghatlasses.

BONUS:

TCommand RdRoll

11f the Battlefleet contains at leastemaximum sizedian
units,the Ning Jingand any Jian Units in the Battlefle
gains th®evastatingQuality totheir Heavy Huogiangnd
Huogiang

YANGTZE BATTLEFLEET

Where better for the Chinese Commodore to oversee victory
safe distance where mighty artillery shells and even mightier
might be sent out without interruption.

COMPOSITION:

fYou MUST include One Flagship Unit with th
YANGTZE CLASSTrait.

You MUST include #eru Unit.

fYou MAY include up to a further Three Units with tf
CHINESE Trait.

fYou may not include more than two of any Unit exg
Meru or Wusongelasses.

BONUS:

1 Command RdRoll

11f the Battlefleet contains at leasemaximunsized Meru
units the Battlefleet gains an additional Command Rq
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TIANLONG BATTLEFLEET

The effectiveness of these Draconic Colossi has caused the J
Korean Celestian Emperors to turn a blind eye to-thachvet
remit by China and permit t

COMPOSITION:

fYou MUST includea Maximum sized Unit with the
TIANLONG CLASSTrait.

9 You MAY include up to a further Thrémnlong orGong
Units.

BONUS:

{ Tianlong Units mayreplacetheir Heavy Gun Battées
with Interphase Generatifor no additional cost. IIA
Models in the Unit must replace itheleavy Gun Battery
with an Interphas&eneratoif this option is taken

KONGO BATTLEFLEET

The Japanese are theepmment naval power in the Empi
Nowhere is this better exemplified than with theBdtlejieet.

COMPOSITION:

You MUST include One Flagship Unit with t{ONGO
CLASSTrait.

fYou MUST includeanOsakaJnit.

You MAY includeup to a further Three Units with the
JAPANESETrait.

You may not include more than two of any Unit exg
Osakaor Kyotoclasses.

BONUS:

I Command RdRoll

7 If the Battlefleet contains at leashe maximum size(
Osakaunit, the Kongo gains theDevastatingQuality to
their HeavyGun Batteries

ri
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EMPIRE OUTFITTING YARDS

INTERPHASE GENERATOR

-
—

>

This Generator may be used by a Unit as a Special Operations Action to nezkdecRefadyModel in the Unit Interphased. Anz>
Interphased Modetounts as havirmMass Attributef 1for the purposesf the Gunnery Quality and for calculating Line of Sigh

An attack from any weapagainst this Modgéxcept those with tiRéercing oArc Quality, couneachHeavy Hit result as conferring

a single Hit instead of the usual {&E&ploding Hitsstill count asiormal)). An Interphased Model may pass through any Models or
terrain during its Movement without Collison. Once it completes its Movement the Interphased Model must not be totloling any
Model or Terrain feature. The Unit remains Integsed until the start of its next Activatiba Model is Crippled during the Round,

it immediately ceases to be Interphased

CHITA SUBMERSIBLE AUTOMATA

The Chita is an Escort as described on Page 32 of the Rulebook with the &itmpions: The Chita édways Submerged Unit.
Being so nimble, it cannot be targeteckepty weapons with the Submerged Quality and onlyftihésbeyondPoint Blank Range.
Any Model in a Unit the Chita is attached to can be considered theNRadlehfor Movement purposésach Chita gives +1 to the

Submerged Defence Value of every Model in the Unit. Each Chita gives +2 Action Dice to any Assault Actiomadechigon

Models in the same Unit.

EMPIRE WEAPON REFERENCE

These are the weaposed by the faction. All values highlighted in green are used when the model is Battle Ready. Values sho
used if the model is crippled.

WEAPON POINT BLAN| CLOSING  LONG  QUALITY
Broadside 2 g; ; % iﬂz::::::
Claw Arc Projector : : : 2222:2371525232712‘33?
Erlang Shen Bombard : Z;g Z;g gﬁﬂﬂig ::2222:2:: Eﬁiﬂi EZESZ
Gun Battery 2((32)) g((;;) gz:::g
T A A
Heavy Broadside 160(g)) 2((:)) EE::::::Z
Heavy Gun Battery g g; 150(:(;? 46,((2)) gz:::g
HeavyHuogiang 9(-) - - Torrent, AIchemi_caJ Fus?llade
9(-) - - Torrent, Alchemical Fusillade
Heavy Rocket Battery 160((-? 1608 1608 :Z::::
Heavy Torpedo Savo | g0 8 Sl nered Torpedo. Bxteme Range
Huogiang 6(-) - - Torrent, AIchemi_caJ Fusi_llade
6(-) - - Torrent, Alchemical Fusillade
Light Broadside g 8; ; ((21)) EE:::::SZ
O 1O I OM T
Torpedo Salvo ;EZ)) &73((2)) i51((?) :ﬁgzgg:g: 2:2:32: :ﬁ:zmz E::gz

o.o_ﬁ--
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EMPIRE FLAGSHIPS

225 POINTS

M S T A CANVSDYV F H

The Ning Jing class Battleship is a versatile vessel and, like a lot of Chinese
favour rocket battery salvos to the more traditional heavy gun batterieseThel
trained in the use of these weapons and once a target has been marked by &
rest seldom miss their targets.

1 The Unit may replace any Heavy Gun Battery weapon with a Heavy Rocket Battery for no additic
The HeavyRocket Battery retains the Fire Arcs oftfeavyGun Battery it replaces.

1 The Unit may replace a single Heavy Gun Battery weapon with one of the following Generators.

BattleReady 3 6 3 7 14 8 6 12 6

Crippled 3 4 2 7 13 4 4 12 6

Unit Composition Weapons

11Ning JingBattleship ' Heavy Gun Batter\JF/P/S
T Heavy Gun BatteryF/P/S

Traits ' Heavy Gun Batter A/P/S

1 Empire ' HeavyBroadsid&JP & S

fChinese fHeavyHuogiang- F

1 Battleship A

1Ning JingClass ORtens:

Paddlewheel

T Flagship

Special Rules

1 Contra Rotation
9 The Mark of Yama

KEYING

Atomic Generator +5pts Repulsion Generator +5pts
Fury Generator +3pts Magnetic Generator Free
Interphase Generator  +28pts Shield Generator +5pts
Shroud Generator +8pts

1 The Unit may take up to three of the following for the points cost indicated per Model. You may he
Escorts or Corvettes but not a mix of both.

Escort +5pts Corvette +10pts

245 POINTS

Battle Ready
Crippled

M S
3 6
3 4

T

3
2

A C ADVSDV F H

7 14 8 6 12 6
7 13 4 4 12 6

The keyingailedn secreésomHong KongavoidingheCrownpicket lineShe intend
totravelwith her fleet all the way to London but was engaged in battle near |
Her battlefleet loserrcaptainiVei Xiaohyimanaged to lead her @envss thelatic
She rallied their s piBuenddisesihasurseataghkk

Unit Composition
11Keying

Traits

T Empire

9 Chinese

T Battleship
fNing JingClass
1 Paddlewheel

T Flagship

T Unique

Special Rules

9 Contra Rotation

9 Elite Crew

1 Interphase Generator
1 The Mark of Yama

9 vanguard

Weapons

' Heavy Gun Batter{J F/P/S
' Heavy Gun BatteryF/P/S
' HeavyBroadsidéJP & S

1 Heavy Huogiang F

INTERPHASE GENERATOR: This Unit is equipped withraar mounteéhterphase Generator. It ma
not be upgraded or replaced.

ELITE CREW: While making or defending from an Assault, this Unit maglir8lank dice results.
VANGUARD: Starting with Player B, after both sides are deployed, each player may choose one of

with the Vanguard rule and make alftege of up to 5". This is not an Activation and does not have |
Turn Limit. Vanguard alternates between Playetis ail such Units have been seldcte
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265 POINTS

Crippled

M S T A C ADVSDYV F H
Battle Ready 3 6 3
3 4 2

Developed in the same shipyards as the Ning Jing, Yangtze Command Shi|
sisterclass. The Yangesehews two of the heavy turrets and instead mounts a
calibre, longarrelled ordnance known as Erlang Shen which can cripple enem
shore defences alike.

7 14 8 6 12 6
7 13 4 4 12 6

Unit Composition

f1Yangtze Command Ship

Traits

T Empire
fIChinese
fCommand Ship
T YangtzeClass

T Paddlewheel

T Flagship

Special Rules

1 Contra Rotation

1 Logistical Support
9 Spotter

1 The Mark of Yama

Weapons

1 Erlang Shen BombatdF
{1 Erlang Shen BombatdF
1 Erlang Shen BombatdF
fHeavy Gun Batter@YA/P/S
fHeavyBroadsidéJP & S
fHeavy Huogiang F

Options:
1 The Unit may replaciés Heavy Gun Battery weapon with a Heavy Rocket Battery for no additione
The HeavyRocket Battery retains the Fire Arcs oftfeavyGun Battery it replaces.

1 Alternatively, thdUnit may replacés Heavy Gun Battery weapon with one of the follo@iegerators.

Atomic Generator +5pts Repulsion Generator +5pts
Fury Generator +3pts Magnetic Generator Free
Interphase Generator  +28pts Shield Generator +5pts
Shroud Generator +8pts

1 The Unit may take up to three of the following for the points cost indicated per Model. You may he
Escorts or Corvettes but not a mix of both.

Escort Corvette

+5pts +10pts
LOGISTICAL SUPPORT:Thi s Unit adds +1 to the number
Should this Unit be destroyed, the bonus is lost at the end of the Round. This ability does not stack

Units with this rule still only confers telthe hand size in total.

SPOTTER: This Unit gains the Sustained quality to any weapons with the Extreme Range quality if tt
Target is within 3y of a friendly SRS Token.

.%%. =

r
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%’ HACHIMAN ASSAULT CARRIER 245 POINTS ‘g
M § T A CADVSDV F H Squadrons of nimble and deadly Kor
BatleReady 3 7 3 6 13 8 6 12 7 flight deck ready to rain destruction down on the enemies of the Blazing
. Empire.
Crippled 3 5 2 6 12 4 3 12 6] ™
Unit Composition Weapons
{1 1Hachiman Assault Carrier { RocketBatteryUF/P/S
1 Rocket BatteryJF/P/S
Traits ' Rocket BatteryJA/P/S
1 Empire {HeavyBroadsidéJP & S
T Japanese fHeavy Torpedo SalvoF
T Assault Carrier ot
f'HachimanClass P '
1 Flagship 1 The Unit maytake up tawo Chita Submersible Automata fdi5sts
Special Rules ELITE CREW : While making or defending from Assault, this Unit may Il Blank dice results.
fiCombat Air Patrol COMBAT AIR PATROL: Units with this rule may start the Encounter with their SRS Tokens on a
{ Elite Crew Range Sortie. In the Operations Step of their Activation, these tokens may be stacked in base cerge
1 Shadow Hunter in the Play Area as normal for a Long Range Sortie. With longer than usual to react, enemy units di
11 The Mark of Yama ADV against the Attack Runs by Long Range Sorties in the first round. Combat Air Patrol does no
1 SRS Capacity 8 Special SRS Tokens.
(Reduce td if Crippled)
KONGO HEAVY BATTLESHIP 255 POINTS

M S T A CAVSDY F H
One of the deadliest warships to ply the seas of the Dystopian Age, the K
BattleReady 3 7 3 7 15 8 6 12 7 | adversary crewed by some of the finest sailors in all of Japan.
3 5 2

Crippled 7 14 4 3 12 6

Unit Composition Weapons
f1Kongo HeavyBattleship {Heavy Gun BatteryyF/P/S
1 Heavy Gun Battery F/P/S

Traits ' Heavy Gun BatteryA/P/S
1 Empire { HeavyBroadsidéJP & S
fJapanese fHeavy Torpedo SalvoF
E Eesvyizlittleshlp Options:
FIO gc;f ass 1 The Unit may replace any Heavy Gun Battery weapon with a Heavy Rocket Battery for no additic
TFlagship The HeavyRocket Battery retains the Fire Arcs oftfeavyGun Battery it replaces.
Special Rules 1 The Unit may replace a single Heavy Gun Battery weapon withthedalfowing Generators.
TElite Crew Atomic Generator +5pts Repulsion Generator +5pts

9 Internal Shroud Generatc
91 Shadow Hunter
1 The Mark of Yama

Fury Generator +3pts Magnetic Generator Free
Interphase Generator  +3Qts Shield Generator +5pts

1 The Unit maytake up tdwo Chita Submersibfutomata for 5ts

INTERNAL SHROUD GENERATOR:This Unit is equipped with &nternalShroudGenerator. It may no
g be upgraded or replaced.

ELITE CREW : While making or defending from an Assault, this Unitneagll Blank dice results.
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M S T
Battle Ready 2 9 4
Crippled 2 8 3

Unit Composition
f1Dao LightCruiser

Traits

91 Empire

T Chinese
fLight Cruiser
fDaoClass
fPaddlewheel

Special Rules

9 Contra Rotation

9 The Mark of Yama
9 vVanguard

Squadron:

This Unit may include up to
two additional models at a cost
of +80pts per Model.

GONG DESTROYER

v1i.02a
80 POINTS
A C ADVSDV F H
Deployed on scouting patrols and in squadrorightsiesiversaries, the Dao mal
5 10 3 3 7 4| oftheir paddlewheels and shallow draught to bring their guns to bear against
4 9 2 2 6 4
Weapons

1 Heavy Gun Batter@YF/P/S
T Rocket Battery)F/P/S

| BroadsidéJP&S
fHuogiang- F

Options:
1 Any Model in the Unit may replace its Heavy Gun Battery weapon with a Heavy Rocket Battery 1
The HeavyRocket Battery retains the Fire Arcs oftfeavyGun Battery it replaces.

1 The Unit may replaciésHeavy Gun Battery weapon with one of the following Generators. If one
replaces a weapon, then all Models in the Unit must replace the same Heavy Gun Battery witl
Generator. The cost is per Model.

Atomic Generator +5pts Repulsion Generator +5pts
Fury Generator +3pts Magnetic Generator Free
Interphase Generator +15ts Shield Generator +5pts
Shroud Generator +8pts

VANGUARD: Starting with Player B, after both sides are deployed, each player may choose one of
with the Vanguard rule and make a free Move of up to 5". This is not an Activation and does not h
Turn Limit. Vanguard alternates between Playetis ail such Units have been selected

105 POINTS

M S T A CAbVSDY F H
BattleReady 1 12 6 5 10 3 4 6 2

Often deployed in support of Tianlong Draconic Colossi, the Gong is a cape
batteries of rocket launchers. These potent weapons rain a storm of explosiv
target, all the more deadly when followed by the ateadoaiganyingagoi

Unit Composition
3GongDestroyers

Traits

9 Empire
fChinese

9 Destroyer

9 ShanghaClass
q Paddlewheel

Special Rules

9 Contra Rotation

9 Pack Hunter

9 Shadow Hunter

9 Skyfire

1 The Mark of Yama

Squadron:

This Unit may include up tc
three additional models at a c¢
of +35pts per Model

Weapons

' RocketBatteryUF

T Rocket Battery F
{Light BroadsiddJP&S

Options:
1 Any Model in the Unit may replaocae of their Rocketditery weapawith aHuogiangfor free The
Huogiangretains the Fire Arc of thieocketBattery it replaces.

PACK HUNTER: This rule applies while the Unit numbers three or more Models. The Unit ga

additional +2 to its Attack and Assault Action Dice Pooléded at least three models in the Unit contrit
to that Dice Pool.

SKYFIRE: Models in this Unit may +ell blanks when shooting at Aerial Units with weapons that
the Aerial Quality.
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120 POINTS

Battle Ready 2
Crippled 2 7

M S T A CADNVSDY F H

8 5 6 11 4 4 10 4
4 5 10 3 3

It was a squadron of Hokkaido that pursued the Commonwealth invasior
withdrew from Korea. Under Cap&aigpTsugumichithe squadron safikhe Russia
troopand supplshipsinflicting adreadfuprice on the Commonwealth for their ter

9 4

Unit Composition
f1Hokkaido Heavy Cruiser

Traits

9 Empire

1 Japanese
fHeavy Cruiser
1 HokkaidoClass

Special Rules

1 Elite Crew

9 ShadovHunter

1 The Mark of Yama

Squadron:

This Unit may include up tc
two additional models at
cost of +20pts per Model.

HONSHU LIGHT CRUISER

Weapons

' Heavy Gun Batteryy F/P/S
' Heavy Gun BatteryyF/P/S
f1Gun BattenyUA/P/S

1 HeavyBroadsidé)P&S

f Torpedo Salve F

Options:
1 Any Model in the Unit may replaeeyHeavy Gun Battery weapon with a Heavy Rocket Battery for -
The HeavyRocket Battery retains the Fire Arcs oftdeavyGun Battery it replaces.

1 The Unit may replace a single Heavy Gun Battery weapon with one of the following Generators. If ¢
replaces a weapon, then all Models in the Unit must replace the same Heavy Gun Battery witt
Generator. The cost is per Model.

Atomic Genetor +5pts Repulsion Generator +5pts
Fury Generator +3pts Magnetic Generator Free
Interphase Generator +15pts Shield Generator +5pts
Shroud Generator +8pts

1 The Unit may take a Chidubmersible Automata fat5pts
ELITE CREW : While making or defending from an Assault, this Unit maglir8lank dice results.

93 POINTS

Crippled 2

M S T A C ADVSDV
BattleReady 2 10 5 5 11 4 3
9 4 5 10 3 2

All the coastal nations of the Empire design build and crew thegaimgvaesse
Warships are a source of great pride within the Empire, and the expahsiaiec
necessitates deploying them more visibly, something that has been welcor
commanders especially.

F H
7 4
6 4

Unit Composition
f1Honshu Light Cruiser

Traits

9 Empire

T Japanese

1 Light Cruiser
fHonshuClass

Special Rules

T Elite Crew

9 Pack Hunter

9 Shadow Hunter

1 The Mark of Yama

Squadron:

This Unit may include up tc
two additional models at
cost of 83pts per Model.

Weapons

' Heavy Gun Battery F/P/S
1Gun BattenyUA/P/S

1 BroadsidéJP&S

{ Torpedo Salve F

Options:
1 Any Model in the Unit may repla@s Heavy Gun Battery weapon with a Heavy Rocket Battery for -
The HeavyRocket Battery retains the Fire Arcs ofHleavyGun Battery it replaces.

1 The Unit may replace a single Heavy Gun Battery weapon with one of the following Generators. If ¢
replaces a weapon, then all Models in the Unit must replace the sameGde Battery with the sar
Generator. The cost is per Model.

Atomic Generator +5pts Repulsion Generator +5pts
Fury Generator +3pts Magnetic Generator Free
Interphase Generator +15pts Shield Generator +5pts
Shroud Generator +8pts

1 The Unit may take a Chita Submersible Automatalfopts

ELITE CREW : While making or defending from an Assault, this Unit maglir8lank dice results.

PACK HUNTER: This rule appliewhile the Unit numbers three or more Models. The Unit gains an addi
+2 to its Attack and Assault Action Dice Pools provided at least three models in the Unit contribute to
Pool.
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95 POINTS

M S T A C ADVSDV E H | While the Chita submersible automata are designed to operate independe
periods, they lack the endurance of the much larger Kaiju class automata. |
BattleReady 2 9 5 5 11 4 4 8 4| cuisers are essential in maintaining these escorts far from a drydockptio
Crippled 2 8 4 5 10 3 3 7 4 | enabling repairs and refuelling of the Chita to take place.
Unit Composition Weapons
f1Ishikawa Strike Cruiser {Heavy Gun Batteryy F/P/S
Traits I BroadsidéJP&S
 Empire f Torpedo Salve F
flJapanese Options:

9 Strike Cruiser
Yl IshikawaClass

SpeciaRules

1 Elite Crew

9 Full Steam Ahead
1 Moon Pool

9 Shadow Hunter

9 The Mark of Yama

Squadron:

This Unit may include up tc
two additional models at
cost of 95pts per Model.

1 Any Model in the Unit may replace its Heavy Gun Battery weapon with a Heavy Rocket Battery f
The HeavyRocket Battery retains the Fire Arcs oftdeavyGun Battery it replaces.

1 The Unit may replactheir Heavy Gun Battery weapon with one of the following Generators. If one
replaces a weapon, then all Models in the Unit must replace the same Heavy Gun Battery witt
Generator. The cost is per Model.

AtomicGenerator +5pts Repulsion Generator +5pts
Fury Generator +3pts Magnetic Generator Free
Interphase Generator +15pts Shield Generator +5pts
Shroud Generator +8pts

1 The Unit may take a Chita Submersible Automatager

ELITE CREW: While making or defending from an Assahis Unit may reoll Blank dice results.

FULL STEAM AHEAD : This Unit may double its Drift during its Movement Step provided that it mak
turns.

MOON POOL: Ro | | an Action Die each time a Chita !
more Units with this rule. On a roll of a Counter or Heagnr the Chita is not removed and is instead p
in Base contact with a Model in a Unit with this rule. The salvaged Chita is considered part of that uni
act normally during future Activations.

JIAN CRUISER 88 POINTS
M S T A CAVSDYV F H
The Jian are the mainstay of the Chinese fleettliiealt chpable vessels were |
BatleReady 2 8 4 5 10 4 3 7 4| powtoster, they are said to stretch from Shanghai to Tokyo
Crippled 2 7 3 5 9 2 2 6 14
Unit Composition Weapons

fi1Jian Cruiser

Traits

9 Empire

9 Chinese

9 Cruiser
fJianClass

q Paddlewheel

Special Rules
9 Contra Rotation
1 The Mark of Yama

Squadron:

This Unit may include up
three additional models at
cost of -88pts per Model.

1 Heavy Gun Battery F/P/S
fHeavy Gun BatterA/P/S
f1BroadsidéJP&S
fHuogiang- F

Options:
1 Any Model in the Unit may replace its Heavy Gun Battery weapon with a Heavy Rocket Battery f
The HeavyRocket Battery retains the Fire Arcs oftfeavyGun Battery it replaces.

1 The Unit may replace a single Heavy Gun Battery weapon with one of the following Generators. If o
replaces a weapon, then all Models in the Unit must replace the same Heavy Gun Battery witt
Generator. The cost is per Model.

AtomicGenerator +5pts Repulsion Generator +5pts
Fury Generator +3pts Magnetic Generator Free
Interphase Generator +15ts Shield Generator +5pts
Shroud Generator +8pts
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75 POINTS

M S T A C ADVSDV F H | The Empire knows too well that there is little point in focusing on new cont
expense of defending and securing all that you have already fought and sau
BattleReady 2 7 4 5 11 4 4 8 4 | kanagawa monitors were designed to defeard éaenegeace, a task they perfo
Crippled 2 6 3 5 10 3 3 7 4 | exemplaryfashion.
Unit Composition Weapons
1 1Kanagawa Monitor fHeavy Gun BatteryF/P/S
Traits BroadsidéJP&S
{1 Empire T Torpedo Salve F
{lJapanese Options:
1 Monitor 1 Any Model in the Unit may replace its Heavy Gun Battery weapon with a Heavy Rocket Battery f

Kanagaw&lass

Special Rules

9 Elite Crew

9 ShadovHunter

1 The Mark of Yama
T Maritime Patrol

Squadron:

This Unit may include up tc
two additional models at
cost of +Bpts per Model.

The HeavyRocket Battery retains the Fire Arcs oftfeavyGun Battery it replaces.

1 The Unit may replactheir Heavy Gun Battery weapon with one of the following Generators. If one
replaces a weapon, then all Models in the Unit must replace the same Heavy Gun Battery witt
Generator. The cost is per Model.

Atomic Generator +5pts Repulsion Generato +5pts
Fury Generator +3pts Magnetic Generator Free
Interphase Generator +15pts Shield Generator +5pts
Shroud Generator +8pts

1 The Unit may take a Chita Submersible Automatalfopts
ELITE CREW: While making or defending from an Assault, this Unit maglirBlank dice results.

MARITIME PATROL : Models with this rule may-rell blank results when attacking Submerged U
provided the target has at least one SRS token friendlyuorthist wi t hi n 5U.

KYOTO FRIGATE

93 POINTS

Battle Ready 1 12

M S T A C ADVSDVY F H The Japanese favour Kyoto frigates when running their patrols béwéangt
islands of their homelaftie vessels are ideally suited for this task and for ne
8 5 11 3 3 5 2 | yeaonaKyotstheir first experience of the proud naval traditions of the Blazir

Unit Composition
1 3Kyoto Frigates

Traits

9 Empire

T Japanese

i Frigate

T Kyoto Class

Special Rules

9 Elite Crew

1 Giant Slayer
9 ShadovHunter

Squadron:

This Unit may include up tc
three additional models at
cost of +31pts per Model.

Weapons
1 GunBatteryUF
1 Light BroadsiddJP&S

GIANT SLAYER: Each Model in the Unit may eIl Blank Results in Attacks against an Inifiatget with
a Mass of 3 or more.
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MERU HEAVY CRUISER 115 POINTS
M S§ T A CADVSDY F Hlthe Meru are the h e av i e sdonsidefed Itylthe Goa
? BattIeReady 2 7 4 6 10 4 4 8 5§ the Jade Mountain to be the equal ?
. derision of their allies across the East China Sea
Crippled 2 6 3 5 9 2 2 7 4
Unit Composition Weapons

1 1MeruHeavyCruiser

Traits

9 Empire

9 Chinese

I HeavyCruiser
fMeruClass

9 Paddlewheel

Special Rules
1 Contra Rotation
1 The Mark of Yama

1 Rocket BatteryJF/P/S

T Heavy Gun BatteryF/P/S

T Heavy Gun Batter@YA/P/S

fHeavyBroadsidéJP&S

fHuogiang- F

Options:

1 Any Model in the Unit may replace any Heavy Gun Battery weapon with a Heavy Rocket Battery 1
The Heavy Rocket Battery retains the Fire Arcs of the Heavy Gun Battery it replaces.

1 The Unit may replace a single Heavy Gun Battery weapon with one of the following Generators. If o
replaces a weapon, then all Models in the Unit must replace the same Heavy Gun Battery with
Generator. The cost is per Model.

Atomic Geneator +5pts Repulsion Generator +5pts
Squadron: _ Fury Generator +3pts Magnetic Generator Free
This Unit may include up Interphase Generator  +15ts Shield Generator +5pts
three additional models at Shroud Generator +8pts
cost of #415pts per Model.
MIYAGI SCOUT CARRIER 115 POINTS
M S T A C ADVSDV F H | Anunusual combination of a monitor and a support carrier, the Miyagi are di
to Empire objectives so that their combined air coverage can supplement th
BatleReady 2 8 5 5 10 4 4 8 4 | coastalinstallations or other vessels in a battlefleet. It is ramgfdo@péirate al
Crippled 2 7 4 5 9 3 3 7 4 | thoughthe vessels are more than capable of doing so.
Unit Composition Weapons
f1Miyagi Scout Carrier {Heavy Gun BatterF/P/S
Traits f BroadsidéJP&S
 Empire 1 Torpedo Salve F
T Japanese Options:
1 Scout Carrier 1 Any Model in the Unit may replace its Heavy Gun Battery weapon with a Heavy Rocket Battery for +:
1 Miyagi Class HeavyRocket Battery retains the Fire Arcs oftleavyGun Battery it replaces.
SpeciaRules 1 The Unit may replace their Heavy Gun Battery weapon with one fuflldweing Generators. If one Mod:
9 Combat Air Patrol replaces a weapon, then all Models in the Unit must replace the same Heavy Gun Battery with the sam:
T Elite Crew The cost is per Model.

9 Full Steam Ahead

1 SRS Capacitg
(Reduced to O if
Crippled

9 Shadow Hunter

1 The Mark of Yama

Squadron:

This Unit may include
up to two additiona
models at a cost
+115ts per Model.

(

Atomic Generator +5pts Repulsion Generator +5pts
Fury Generator +3pts Magnetic Generator Free
Interphase Generator +15pts Shield Generator +5pts
Shroud Generator +8pts

1 The Unit may take a Chita Submersible Automatalfopts.

ELITE CREW: While making odefending from an Assault, this Unit mayak Blank dice results.
FULL STEAM AHEAD: This Unit may double its Drift during its Movement Step provided that it makes nc

COMBAT AIR PATROL: Units with this rule may start the Encounter with their SRS Tokens on a Long

Sortie. In the Operations Step of their Activation, these tokens may be stacked in base contact anywher
Area as normal for a Long Range Sortie. With longeruhaal to react, enemy units double their ADV again:
Attack Runs by Long Range Sorties in the first round. Combat Air Patrol does not apply to Special SRS~
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OKINAWA RECONNAISSANCE CRUISER 135 POINTS
M S T A CADVSDV F H
Designed to scout out ahead of the main fleet, using their aircraft as forward
BattleReady 2 8 5 5 10 4 4 9 4| okinawaarean essential asset to commanders focussing on long range enga
Crippled 2 7 4 5 9 3 3 8 4
Unit Composition Weapons

f1O0kinawa Reconnaissanc
Cruiser

Traits

9 Empire

i Japanese

T Reconnaissance Cruiser
9 OkinawaClass

Special Rules
9 Combat Air Patrol
9 Elite Crew
SRS Capacit®
(No Reductiorif Crippled
9 Shadow Hunter
1 The Mark of Yama
9 vVanguard

Squadron:

This Unit may include up tc
two additional models at
cost of +3%tsper Model.

f Heavy Gun BatteryF/P/S
T Heavy Gun Battery F/P/S
1 BroadsidéJP&S

f Torpedo Salve F

Options:
1 Any Model in the Unit may replace its Heavy Gun Battery weapon with a Heavy Rocket Battery f
The HeavyRocket Battery retains the Fire Arcs oftfeavyGun Battery it replaces.

1 The Unit may replace their Heavy Gun Battery weapon with one of the following Generators. If on
replaces a weapon, then all Models in the Unit must replace the same Heavy Gun Battery witt
Generator. The cost is per Model.

Atomic Generato +5pts Repulsion Generator +5pts
Fury Generator +3pts Magnetic Generator Free
Interphase Generator +15pts Shield Generator +5pts
Shroud Generator +8pts

1 The Unit may take a Chisubmersible Automata fat5pts.

ELITE CREW: While making or defending from an Assault, this Unit maglirBlank dice results.

COMBAT AIR PATROL: Units with this rule may start the Encounter with their SRS Tokens on a
Range Sortie. In the Opeiats Step of their Activation, these tokens may be stacked in base contact
in the Play Area as normal for a Long Range Sortie. With longer than usual to react, enemy units d«
ADV against the Attack Runs by Long Range Sorties in theofiret. Combat Air Patrol does not apply
Special SRS Tokens.

VANGUARD: Starting with Player B, after both sides are deployed, each player may choose one of t
with the Vanguard rule and make a free Move of up to 5". Thisais Aotivation and does not have Drift
Turn Limit. Vanguard alternates between Playaetit all such Units have been selected

1
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OSAKA CRUISER 97 POINTS
M S T A C ADVSDV F H | Allthe coastal nations of the Empire design build and crew seegoimgnvesse
Warships are a source of great pride within the Empire, and the expansion ¢ ?
BattleReady 2 9 5 5 11 4 4 8 4| necessitates deploying them more visibly, something that has been welcor
Crippled 2 8 4 5 10 3 3 7 4 | commanders especially.
Unit Composition Weapons

f10saka Cruiser

Traits

9 Empire

1 Japanese

9 Cruiser

1 OsakeClass

Special Rules

T Elite Crew

91 Shadow Hunter

1 The Mark of Yama

Squadron:

This Unit may include up tc
two additional models at
cost of 97pts per Model.

fHeavy Gun BatteryF/P/S
T Heavy Gun BatteryF/P/S
1 BroadsidéJP&S

f Torpedo Salve F

Options:
1 Any Model in the Unit may replace any Heavy Gun Battery weapon with a Heavy Rocket Battery 1
The HeavyRocket Battery retains the Fire Arcs oftfeavyGun Battery it replaces.

1 The Unit may replace a single Heavy Gun Battery weapon withtbedéalfowing Generators. If one Mod
replaces a weapon, then all Models in the Unit must replace the same Heavy Gun Battery witt
Generator. The cost is per Model.

Atomic Generator +5pts Repulsion Generator +5pts
Fury Generator +3pts Magnetic Generator Free
Interphase Generator +15pts Shield Generator +5pts
Shroud Generator +8pts

1 The Unit may take a Chita Submersible Automata for +15pts.

ELITE CREW: While making or defending from an Assault,uhi¢ may reroll Blank dice results

SHANGHAI FRIGATE 78 POINTS

M S T A C ADVSDV F H Empire combat doctrfagours clusters of rockets launched in devastating salvc

single foe. The Shanghai Frigates are designed with this tactic in mind, mount

BattleReady 1 11 6 4 8 3 3 5 2 | pattern rocket batteries.

Unit Composition
9 3Shanghakrigates

Traits

9 Empire

T Chinese

T Frigate

9 ShanghaClass
1 Paddlewheel

Special Rules

1 Contra Rotation

9 Pack Hunter

9 Shadow Hunter

1 The Mark of Yama

Squadron:

This Unit may include up tc
five additional models at
cost oft+26ptsper Model.

Weapons
1 RocketBatteryUF
1 Light BroadsiddJP&S

PACK HUNTER: This rule applies while the Unit numbers three or more Models. The Unit gains an ad
+2 to its Attack and Assault Action Dals provided at least three models in the Unit contribute to tha
Pool.
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TIANLONG DRACONIC COLOSSUS 110 POINTS
M S T A C ADVSDV F H | Originally created to patrol the Zhanmadao and ZiBestBkys, these war mact
use a combination of rotor engines and repulsion fields to remain aloft. The T
BattleReady 2 8 8 5 9 5 1 5 4| gown on their prey below, their crews are skilled to get the most out of th
Crippled 2 8 8 5 9 4 1 3 2| Engineering.
Unit Composition Weapons
T 1Tianlong Draconic 1 HeavyHuogiangUF

Colossus

Traits

9 Empire

9 Chinese

i Tianlong Class

9 Draconic Colossus
9 Aerial Unit

Special Rules

9 DeathFrom Above
9 Elite Crew
f1Shadow Hunter

1 The Mark of Yama
1 Vanguard

Squadron:

This Unit may include up to
two additional Modesat a
cost of 410pts per Model.

fHeavy Gun Batter{y360

1 Claw Arc ProjectodF

Options:

1 Any Model in the Unit may replace Heavy Huogiang with a Heat Lancette fiipts The Heat Lancett
retains the Fire Arcs of the Heavy Huogiang it replaces.

1 The Unit may replace its Heavy Gun Battery weapon with a Heavy Rocket Battery for +Bf#avyiRecke
Battery retains the Fire Arcs of tHeavyGun Battery it replaces.

1 The Unit may replace a single Heavy Gun Battery weapon with one of the fdBenémgtors.

Atomic Generator +5pts Fury Generator +3pts
Interphase Generator +15pts Magnetic Generator Free
Shield Generator +5pts Shroud Generator +8pts

1 Any Model in the Unit may take a tail mounted Heat Lancette (Ait/$)0pts per Model.

1 The Unit may replace the Chinese Trait with the Japanese Trait.

1 Provided the Unit has the Japanese Trait, any Model in the Unit may replace its Heavy Gun Bat
Bushi Ryu Dojo for no additional points cost. ModelsRuighi Ryu Dojs gain +4 Fray.

ELITE CREW: While making or defending from an Assault,uhis may reroll Blank dice results

DEATH FROM ABOVE: This Unit may Ram any Unit except for those with the Submerged Trait.

VANGUARD: Starting with Player B, after both sides are deployed, each player may choose one of
with the Vanguard rule and make a free Move of up to 5". This is not an Activation and does not h.
Turn Limit. Vanguard alternates between Playstis ail such Units have been seldcte

1
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65 POINTS

M S§ T A CADVSDV F H The warships of China are the most numerous in the riawpirEheir prow mount ?

BattleReady 2 7 4 5 11 4 4 8 4 chemical flame cannons, known as Huogiang, make them formidable in any

. Chinese ships like the Wusong form the core of most of the Empire's defensi
Crippled SN 4 g 5
Unit Composition Weapons
1 1Wusong Monitor ' Heavy Gun BatteryF/P/S

{|Broadsidé&JP&S

Traits f'Huogiang- F
E (E:?pwe Options:

M |n.ese 1 Any Model in the Unit may replace its Heavy Gun Battery weapon with a Heavy Rocket Battery f
il foniion The HeavyRocket Battery retains the Fire Arcs oftfeavyGun Battery it replaces.
T WusongClass
1 Paddlewheel i The Unit may replace a single Heavy Gun Battery weapon with one of the following GeHienatdviodel

Special Rules
fContra Rotation

replaces a weapon, thenMbtdelsin the Unit must replace tteameHeavy Gun Battery with the sar
GeneratorThe cost is per Model.

AtomicGenerator +5pts Repulsion Generator +5pts
1 The Mark of Yama Fury Generator +3pts Magnetic Generator Free
Interphase Generator +15ts Shield Generator +5pts
Squadron: Shroud Generator +8pts
This Unit may include up to
two additional models at a
cost of 65pts peModel.
YAMAGUCHI ATTACK CRUISER 125 POINTS
M S T A CAbvSDY F H The Yamaguchi class of attack cruisers were designed to spearhead heavily ¢
Battle Ready 2 9 § 6 11 4 4 9 4 where resistance is expected to be significant. Their formidable firepower :
. supported by the Chita submersible automata that they maintain.
Crippled 2 8 4 5 10 3 3 8§ 4|°eonedd y
Unit Composition Weapons

T 1Yamaguchi AttacKruiser

Traits

1 Empire

1 Japanese

9 Attack Cruiser

1 YamaguchClass

Special Rules

{ Elite Crew

Moon Pool

9 Shadow Hunter

9 The Mark of Yama

Squadron:

This Unit may include up tc
two additional models at
cost of +25pts per Model.

' Heavy Gun BatteryJ F/P/S
' Heavy Gun BatteryF/P/S
Broadsid&JP&S

{1 Torpedo Salve F

Options:
1 Any Model in the Unit may replace its Heavy Gun Battery weapon with a Heavy Rocket Battery f
The HeavyRocket Battery retains the Fire Arcs oftfeavyGun Battery it replaces.

1 The Unit may replace a single Heavy Gun Battery weapon with one of the following Generators. If o
replaces a weapon, then all Models in the Unit must replace the same Heavy Gun Battery witl
Generator. The cost is per Model.

Atomic Genetor +5pts Repulsion Generator +5pts
Fury Generator +3pts Magnetic Generator Free
Interphase Generator +15ts Shield Generator +5pts
Shroud Generator +8pts

1 The Unit maytakea Chita Submersible Automata fiee
ELITE CREW : While making or defending from an Assault, this Unit maglir8lank dice results.

MOON POOL: Roll an Action Die each time a Chita Submergiblee o mat a i s destr o
more Units with this rule. On a roll of a Counter or Heavy Counter the Chita is not removed and is instt
in Base contact with a Model in a Unit with this rule. The salvaged Chita is consideredgpamioatid may
act normally during future Activations.
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APPENDIX
CLASSIC DYSTOPIAN WARS MINIATURES
The following is the official UCounts Asl guide for | a

miniatures in games. These are official guidelines and so may be used for official tournaments, organised play and any
sanciobned events.

The models MUST be taken as indicated here.Uityupgrades listed must be taken and no other options are available to the
Unit from the ORBAT. For example, a miniature f@lassicTanuki may be included in your Force to represéfdgraaguchi

Attack CruiserHowever, imay nottake ay weapompgradsor additionalGenerators. That way, an opponent that encounters
this Classidodelin games will know exactly what it represents withaiefuexplanation or note keeping.

Important: As the range of units for the Faction expands with new releases, this list will adapt to include other Classic Miniatu
that are now able to Counts as one of these Units in theSgafthere is a classiginiature in your collection that is not listed

bel ow, do not worry, it will be added as the range expan
Arashi Yamaguchi None
Chita Chita Escort  None
Dao Jian None
Fujin Corvette None
Guan Dao Ning Jing None
Hachiman Kongo None
Honshu Yamaguchi None
Jian Ning Jing None
Kai j N Kongo None
Kitsune Escort None
Kiyohime Hachiman None
Mizuchi Yamaguchi None
Nakatsu Dao None
Nu Shanghai None
Sokotsu Kongo None
Sui Shanghai None
Tanuki Yamaguchi None
Tianlong Tianlong None
Uwatsu Shanghai None
Wo-Dao Meru None
Yokai MK | Kongo None
Yokai MK 11 Hachiman None
Yue Shanghai None
YNr ei Yamaguchi None
Yurgi Shanghai None
Zarigani Chita Escort  None




