Is there a reason
why your PC did

O

time?

Well, how did
you pass the

not serve a stint in YES

the National

Service?
TYPICAL VRUN wear their Primary Caste-Clan
uniform,with the Insignia of their Secondary
Caste(s). Personal gear varies by Caste and
Grade, but includes at least a knife or hatchet.
Vagabonds/Shadow Guilders often feign injury,
iliness, or other reasons for lack of service in the

NO military. They dress by station, or shabbily if on

the run, but always possess a personal weapon.

Okay, so you want
combat duties...

COMBAT DUTY

COMBAT
ENGINEERS

COMBAT ENGINEERS: Git' er’ done
Armour: Fop’s Vest (Back & Breast)

Choose or roll 1d6)

6 5 43 21

HEAVY
INFANTRY

Base Weapon: Carbine
Melee Weapon: Hatchet

ASSAULT
SCOUTS

Starship Caste Duty

Criminal or Other

HEAVY INFANTRY: Shock troopers
Armour: Justifier (Full Plate)

Base Weapon: Bolt-action Rifle
Melee Weapon: Sword

ASSAULT SCOUTS: Heavy Mobile
Armour: Kwylgern (Organic Scale)
Base Weapon: Bolt Action Rifle
Melee Weapon: Short Sword
LIGHT INFANTRY: Mother Green
Armourr: Antagonist {Field Plate)
Base Weapon: Bolt-action Rifle
Melee Weapon: Sword

SCOUTS: Advance Forces

Armour: Draapish (Felt & Leather)
Base Weapon: Coilstock or Carbine
Melee Weapon: Hatchet/Short Sword
MOBILE INFANTRY: Mount/Vehicle
Armour: Draapish (Felt & Leather)
Base Weapon: Carbine

Melee Weapon: Sword

SCOUTS

MOBILE
INFANTRY

—_———————]
HEAVY WEAPONS: Pistol & Repeating
Rifle/Rocket Launcher; Saturation Fire,

Rocket Fire & Power Shot.
GRENADIER: Pistol & Coilstock or

Combat Engineers, and all of the Combat Duty roles
must choose one of the following Specialist Training
Packages: Heavy Weapons, Grenadier, or Rifleman

LIGHT INFANTRY

which modify the weapons they carry and also provide a suite of skills geared toward their use

Launcher; Indirect Fire, Blast Radius &
Trick Shot

RIFLEMAN: Bayonet, Carbine/Bolt-rifle;
Concealment/Manoeuvre & Steady Shot |




