Deaepman Guardian
- Deepmen <-

Daepmen Guardian ' rank
-> Deepmen <- Base
¢ Infantry ¢ Size

pz A

 DEEP STRIKE

v . _Melee 19 00

SPECIAL ABILITIES

Aegis of the Deep: When an enemy engages this
model, or begins its activation engaged with this
model, this model may make a Will Check(1).

On a success, that enemy gains Resonate.
*Resonate: A model may spend an Interact
Action to remove Resonate from itselfor a
friendly model it is in contact with. Some
friendly effects might expend Resonate to gain
bonuses. Remove Resonate when it is expended.

Bolster: This model may make an Assist Action on
amodel up to 2” away.

The Voice Protects: When this model is attacked, it
may expend Resonate from an enemy it is engaged
with. Ifit does, it gains Defensive Expertise(1) for
this attack.

*Defensive Expertise(1): When this model

is the defender of an attack, before results are

generated, it may force the attacker to re-roll up
to (1) dice.

Torvosh the Bannarman
- Deepmen =- -~ Deepmen <- Base
2 r« Char (. Size

Torvosh the Bannarman - Rank

pz A

5 Melee 2@ 00
g utLd;ting(l): Replace (1)) on the defender’s chart
| with <.

O
Special -

| All enemies within 6” gain Resonate.

SPECIAL ABILITIES

The Voice Protects

Survivor: When this model is attacked and a ¢
result is generated, make a Will Check(1). On
a success, appl{ that result to another friendly
model within 2” instead.

COMMAND ABILITIES

Inspire: When attacking a Resonated enemy, this
model may expend Resonate from that enemy to
gain [+1 é

Training: When this model is attacked by a
Resonated enemy, after results are generated,
make a Will Check (1). On a success, expend
Resonate from that enemy to remove 1 4.

Deepmen Kaxes
-~ Deepmen <

Deepmen Kaxaes
-> Deepmen <-
¢ Leader ¢

Rank
Base

Size

I Models targeted by this attack gain Resonate.
‘Sundering(1): Replace (1)€) on the defender’s chart

This attack targets all enemies with Resonate in
‘range. On 1 or more successes expend Resonate
L from the target and deal them 1 damage.

SPECIAL ABILITIES
Aegis of the Deep
The Voice Protects

COMMAND ABILITIES
Inspire: If this model kills an enemy with

Resonate, it may move up to 3” and perform

1 of its melee attacks.

Training: At the end of this model’s activation, if it
is not engaged, it may move up to 3” toward a model
with Resonate within 3”.




Savridan Guttar
-+ Sevridan =-
¢ Infantry ¢

Savridan Guttar
- Sevridan =

Rank
Base
Size
VA B |

FLUID STRIKE

Melee 2@ 00

‘Resonating Echo: If this attack generates a hit, the
arget, and all enemies within 2" of the target, gain
Resonate. " 3

is attack targets all Resonated enemies in range.
'On a success, expend Resonate from that enemy and
deal them 1 damage. After resolving attacks, place
odel anywhere within 3”, and then place all
d enemies in contact.

SPECIAL ABILITIES

Guidance of the Voice: When attacking a

Resonated enemy, this model may expend

Resonate to gain'Offensive Expertise(1).
*Offensive Expertise(1): When this model
attacks, before results are generated, it may
re-roll up to (1) dice.

Paralytic Presence: Enemies cannot disengage
from this model during free movement.

Slow: This model cannot Sprint.

Coroth of Sysor Daap | ' Rank

Coroth of Sysor Deap
-~ Sevridan < Base

Size

-+ Sevridan =-

Melee
‘Resonating Echo
ritical Bfow(l): Replace (1)4 on the defender’s
hart with @ S -

Aura 6, Resonated enemies in the area suffer [-1]%
on all attacks, to a minimum of [1].

SPECIAL ABILITIES
Paralytic Presence
Slow

Dominion of the Voice: When a Resonated
enemy attacks this model, this model may expend

Resonate on that enemy. That enemy must make a
Will Check(1). On a failure, you choose the targets
for its attack(s). They may target friendly models.
Dominating Presence: W hile within 2” of this
model, enemy models suffer [-1] 6

COMMAND ABILITIES

Inspire: Once during its activation, this model |
may expend Resonate from an enemy within 3” to
force that enemy up to 3” toward this model.

Training: All models gain Dominating Presence.

Guttar Friar Guttar Friar Rank

-~ Sevridan <- -= Sevridan <- Base
. ¢ Leader ¢ Size
M\ pzH

TRIDENT STRIKE

Melee 19 >

‘Resonating Echo: If this attack generates a hit, the
arget, and all enemies within 2" of the target, gain

Resonate. 3

is attack targets all Resonated enemies in range.
'On a success, expend Resonate from that enemy and
deal them 1 damage. After resolving attacks, place
odel anywhere within 3”, and then place all
d enemies in contact.

SPECIAL ABILITIES
Paralytic Presence
Slow
Iron Will. When targeted by a Will Attack, this
model has [+2]§.

COMMAND ABILITIES
Inspire: If this model kills a Resonated enew,
1 enemy within 2” of the target must make a Will
Check(1). On a failure, they suffer 1 damage.

Training: All friendly models gain Iron Will.



Carcharian Fren2y
-~ Carcharian =-

Carcharian Frenzy, ‘ rank
-+ Carcharian <- Base
¢ Infantry ¢ Size

12VA B |

FEEDING FRENZY

£ this attack hits a Resonated enemy, this model may
expend Resonate on that enemy to remove 1 damage.

SPECIAL ABILITIES

Abyssal Retribution: If this model is damaged,
but not killed, all enemies within 2” gain
Resonate.
*Resonate: A model may spend an Interact
Action to remove Resonate from itself or a
friendly model it is in contact with. Some
friendly effects might expend Resonate to gain
bonuses. Remove Resonate when it is expended.

Pain Fueled: While this model has 1 or more

damage on it, it gains [+1)@, and its melee attacks

gain Unstoppable(1) and [+1]§@.
*Unstoppable(1): Replace (1) Non-< Non-@
on the defender’s chart with <.

Gar, the Gladiatg,
- Carcharian =-»

Gar, the Gladiator | rank
-+ Carcharian <- Base

¢ Leader « Character ¢ Size

Ifthis attack kills a Resonated Leader or Character,
the enemy loses 1 additional morale.

SPECIAL ABILITIES

Arena Champion: If engaged with 2 or more
enemies, or an enemy Character, this model gains
Offensive Expertise(2).
*Offensive Expertise(2): When this model
attacks, before results are generated, it may
re-roll up to (2) dice.

Abyssal Retribution: If this model is damaged,
but not killed, all enemies within 2” gain
Resonate.

COMMAND ABILITIES
Inspire: At the beginni¥ of this model’s
activation,may expend Resonate from an enemy
within 10”. Ifit does, it gains [+2]@ this activation.

Training: This model may expend resonate when
targeting enemy Leaders or Specialists with to gain
Offensive Expertise(+1).

Frenzy Chargar

Frenzy Chargar Rank
-~ Carcharian =~ Base
¢ Leadere Size

BLOODTIDE

this attack hits a Resonated enemy, this model may
expend Resonate on that enemy to remove 1 damage.

SPECIAL ABILITIES

Abyssal Retribution: If this model is damaged,
but not killed, all enemies within 2” gain
Resonate.

Berserker Rage: For each damage on this model,
its melee attacks gain [+1]$, to amax of [+3].

COMMAND ABILITIES
Inspire: If this model has 1 or more damage on it,
its melee attacks gain Offensive Expertise(1).
Offensive Expertise(1): When this model
performs an attack, before results are
generated, it may re-roll up to (1) dice.

Training: If this model is damaged, but not killed,
by an enemy attack, it may may expend Resonate
on an active enemy it is engaged with. If you do,
that enemy suffers a[1]§® melee attack.




Deep Callar Rank

Deaep Cd__ll(!l’
Base

)

ach success generates 1 damage. When targeting
Resonated enemies, this model may expend Resonate
om that enem toainre—roll[+1i

SPECIAL ABILITIES
Calling of the Voice: At the beginning of this
model’s activation, it may make a Will Check(3).
For each success, 1 enemy within 6” gains
Resonate.
*Resonate: A model may spend an Interact
Action to remove Resonate from itself or a
friendly model it is in contact with. Some
friendly effects might expend Resonate to gain
bonuses. Remove Resonate when it is expended.

Icy Depths: Aura 6”, Resonated enemies treat the
area as Rough(1).

Crsund Cavalia@r gank
Base
Size

pz &

Crsund Cavaliar

~ Melee

or each attack die assigned to an enemy you may
| force that enemy up to 4” toward this model.

| Follow-Through(2): Replace (2)$§ on the defender’s
hart with . ~

SPECIAL ABILITIES
Fury of the Voice: When targeting Resonated
enemies, this model may expend Resonate to gain
Offensive Expertise(2)
*Offensive Expertise(2): When this model
attacks, before results are generated, it may
re-rollup to (2) dice.

Calith Qteavar Rank
Base
Size

pz A

Calith QReaver

f tars eting a Resonated enemy, this model may
expend Resonate from that eneniy to gain [+2]@.

| Sundering(2): Replace (2)() on the defender’s chart
vith <. <

Specia - s

hen this model gerforms its maneuver, any
or smaller in contact at the

iendly models size
start of that movement may be placed in contact at
the end of that movement.

SPECIAL ABILITIES
Nimble: During free movement, this model ignores
the Rough keyword of terrain elements.
Land Rage: At the beginning of this model’s
activation,may expend Resonate from an enemy
within 8”. If it does, it gains [+2]@& this activation.




flve, tha Syren of ' flva Rank B Ephramatti, tha ' Ephramatri Rank

Tha Ogacla CfF Ulloth

Kaldath Strait Base Deepcaller Lora Base

[arget 1 enemy within 9”. They must make a Will
heck (3). For each failure, you may force them up to
5 e towardthls model. You may expend Resonate to
(-2)igh for this check.

SPECIAL ABILITIES
Slow: This model cannot Sprint.

Syren of the Deep: While this model is within a
Leader’s Sphere of Influence, all friendly models
within 6” of this model also count as being in that
Leader’s Sphere of Influence.

Thea Cracla of Ulloth' rank
Base

2
pz A

hen using this attack, enemy models are treated as
‘having [1]@. When targeting Resonated enemies,
a his model'may expend Resonate to gain Offensive
Expertise(1)

e E)gaertxse(l) ‘When this model
ore resﬂts are géneratcd, it may

SPECIAL ABILITIES

Fear of the Deep: Aura 6”, Enemies in the area
suffer [-1)@

The Horrors Unknown: Aura 6”, Each time an
enemy in the area fails a Will Check you may have
1 enemy in the area gain Resonate.

Size
DZ

A arget an enemy within range. Make a [1]§8 magic

attack against that enemy and each enemy between

(it and this model.

Make a Will Check(3). On a success all Resonated

o enemies within (x)” suffer 1 damage, where (x) is
equal to the number of successes on this Will Check.

SPECIAL ABILITIES

Calling of the Voice: At the beginning of this
model’s activation, it may make a Will Check(3).
For each success 1 enemy within 6” gains Resonate.

Wall of Water: Aura 4”, Resonated enemies treat
the area as Rough(2).




Rit Fightar
- Carcharian =-

Rit Fightar Rank

-> Carcharian <= Base

¢ Infantry ¢ Size
pz B

PIT TACTICS

Melee

| If this attack kills a Resonated enemy, this model
‘may remove 1 damage.

| Critical Blow(1): Replace (1)4 on the defender’s

SPECIAL ABILITIES
Abyssal Retribution: If this model is damaged,

but not killed, all enemies within 2” gain
Resonate.

Blood Frenzy: If this model generates an @ result
and kills an enemy, it may immediately move up to
2” and perform 1 of its melee attacks. If triggered
during'a Combined Attack, only 1 model may
trigger Blood Frenzy.

[Reaction] Counterattack J(1): Once per attack,
when a J¢ is generated against this model, and this
model is notiilled, this model may perform 1 of
its melee attacks on an active enemy, replacing the
attack’s rate with (1).

_7f "'.
Daapma;l’ Haph‘rodus
- Deepmen <

Daepmen tHephrodus rank
-> Deepmen <- Base

¢ Infantry ¢ Size
DZ

CRUSHING CLAW

Melee 2@ 0
pable(1): Replace (1) Non-4 Non-@ on

: Unsto
_the de})

ender’s chart with ¢

SPECIAL ABILITIES
Aegis of the Deep: When an enemy engages this
model, or begins its activation engaged with this
model, this model may make a Will Check(1). On 1
or more successes, the enemy gains Resonate.
*Resonate: A model may spend an Interact
Action to remove Resonate from itself or a
friendly model it is in contact with. Some
friendly effects might expend Resonate to gain
bonuses. Remove Resonate when it is expended.

Resonance Shell: When this model is attacked, for
each () result generated, 1 attacking enemy with
Resonate must make a Will Check(1). On a failure
it suffers 1 Hit.

Rit Boss
-+ Carcharian =~

Rit Boss Rank
-+ Carcharian =- Base [

¢ Leader ¢ Size
_ N zH

DUELISTS BLADES

PrecisionSl): When this model performs an attack,
after re-rolls are madei)it inay adjust the results of up

 to (1) dice up or down

SPECIAL ABILITIES

Abyssal Retribution
[Reaction] Counterattack Jg(1)
Guidance of the Voice: This model gains
Offensive Expertise(1) when attacking enemies
with Resonate.

*Offensive Expertise(1): When this model

attacks, before results are generated, it may

re-roll up to (1) dice.

COMMAND ABILITIES

Inspire: When attacking a Resonated enemy, this
model may expend Resonate from that enemy to
gain Precision(+1) for this attack.

Training: When attacking enemies with a larger size,

this model’s melee attacks gain Critical Blow%ﬂ).
*Critical Blow(1): Replace (1)4 on the
defender’s chart with @.

Mussellar Sargeant
-=Deepmen <-

Musscllar Saergaant | Rank
-> Deepmen <- Base [

¢ Leader ¢ Size
Dz

CORAL HALBERD

Melee 2@ 2

-1 Unstoppable(1): Replace (1) Non-4 Non-@ on
_the deé’r’mder's( chart 1\?v'ith <. * e

'f

e

SPECIAL ABILITIES
Aegis of the Deep 1
Resonance Shell: When this model is attacked, for
each () result generated, 1 attacking enemy with £
Resonate must make a Will Check(1). On a failure
it suffers 1 Hit.

COMMAND ABILITIES

Inspire: When performing a melee attack, and
targeting an enemy with Resonate, this model
may expend Resonate from that enemy to gain
Unstoppable(+1) for this attack.
*Unstoppable(1): Replace (1) Non-4 Non-@
on the defender’s chart with < .

Training: Resonated enemies lose Sundering(x)
when targeting this model with melee attacks.



Stell Cracker Stall Crackar Rank Maritic Horror | Haritic Horror Rank

Base = Base
¢ Specialist ¢ Size Fe ¢ Specialist ¢ Size

12VA B | 12VA B |

Melee 2@ 00

f this attack kills an enemy with Resonate, this
 model may remove 1 damage.

| When targeting Resonated enemies, you may
expend Resonate from them. If you do, they suffer
1 [ﬁﬁ , to a minimum of (1], for this attack.

itical Blow(2): Replace (2)4 on the defender’s

Perform this attack against all enemies in range. On
_one or more successes, the target suffers 1 Hit.

SHELL SHOCK ____
Toggle -

When this model is attacked, for each ) result

%anerated, 1 attacking model must make a Wil

heck(1). On a failure they suffer 1 damage.
Resonated enemies suffer [-2]{¥ to this check.

SPECIAL ABILITIES

Abomination: Aura 6”, Enemies in the area suffer
-2 to Leadership Values, to a minimum of [0].

Abyssal Horror: Aura 6”, Enemies in the area
suffer (-1)@, to a minimum of (1). Resonated
enemies suffer [-2]@ instead.

SPECIAL ABILITIES

Entrench: This model may forfeit its maneuver
to gain [+1]@ until the béginning of its next
1vation.

Slow: This model cannot Sprint.

imanid Kraltan | rank
Base
Size

or each damage on this model, this attack gains
Unstoppable(-o—% , to a max of (+3).

. *Unstoppable(1): Replace (1) Non-4 Non-
- _onthe cgependeg’s) Chatl‘Jt witls ; 5 ‘“‘ ®

SPECIAL ABILITIES

Berserker Rage: For each damage on this model,
its melee attacks gain [+1]§@, to a max of [+3]§.

Incite: If this model activates within a friendly
Leader’s Sphere of Influence, it may suffer 1
damage.

Uncontrollable: If this model activates outside a
friendly Leader’s Sphere of Influence, it must make
a Will Check(1). On a failure, this model does not
activate as normal, but instead moves directl
toward the nearest model (friendly or enemy

and performs 1 of its attacks, selected by your
opponent, targeting that model.




Voth

Voth
Barbarian of tha Daap

Rank
Base
¢ Specialist « Character ¢ Size
v DZ

KRAKEN-TOOTH CLUB

or each damage on this model, this attack gains
Unstoppable(+1).

*Unstoppable(1): Replace (1) Non-4 Non-@
~on the defender’s chart with < .

SPECIAL ABILITIES
Berserker Rage: For each damage on this model,
its melee attacks gain [+1]§@, to a max of [+3]§@.

Indomitable Will: This model may never be
targeted by Will Attacks.

Rage of the Depths: If this model kills a
Resonated enemy, after that attack is resolved, it
may make a Will Check(1). On a success it may
immediately move up to 2” and perform 1 of its
melee attacks.

Sylla, Saa-Wytch

Sylla
Of Mallegar Depths

Rank
Base
¢ Specialist « Character ¢ Size

v 2V B |

Magic 19 8
hen targeting a Resonated enemy. You may |
. / expend Resonate from that enemy to re-roll all dice.

| HYDRO-BARRIER

Aura 3”, Enemies attempting to enter the area must
ake a Will Check(1). On a failure they cannot enter
he area this turn. Resonated enemies suffer [-2]ify
o this

ABYSSAL SUMMONS

ake a Will Check(1). On a success select 1 friendly
odel within 8” and place it anywhere within 3” of
a.

SPECIAL ABILITIES

Nimble: During free movement, this model
ignores the Rough keyword of terrain elements.




