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Shavital Soldier 121
Regular - Medium Model

Equipment
Hand Weapon
Medium Armour - Firewall: 5 - Targeting Upgrade
ENERGY Assault Rifle - Range: 16” - DAM: 5 - ROF: 3
Plasma Grenade - Range: 6” - DAM: 5 - No Armour Bonuses

Perk
Bull True - Make free strike against charging opponent

Abilities
Soldier - Reroll 1’s when rolling to hit
Mind Over Matter - Spend 1 AP to be able to use WP instead of any 
other attribute
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Shavital Trencher 96
Regular - Medium Model

Equipment
Hand Weapon
Medium Armour - Firewall: 5 - Armour Upgrade
Shotgun - Range: 12” - DAM: 5 - ROF: 3
SMOKE Grenade - Range: 6” - DAM: 5 - explosive

Perk
Lightning Reflexes

Abilities
Soldier - Reroll 1’s when rolling to hit
Mind Over Matter - Spend 1 AP to be able to use WP instead of any 
other attribute
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Shavital Marksman 103
Regular - Medium Model

Equipment
Hand Weapon
Light Armour - Firewall: 6 - Targeting Upgrade
ENERGY Marksman Rifle - Range: 24” - DAM: 5 - ROF: 2
Adaptive Camo - +1 DEF against Ranged Attacks

Perk
Marksman

Abilities
Boom! Headshot!! - Reroll 1’s when rolling to hit with ranged 
weapons
Mind Over Matter - Spend 1 AP to be able to use WP instead of any 
other attribute
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Shavital Grenadier 93
Regular - Medium Model

Equipment
Hand Weapon
Medium Armour - Firewall: 5 - Targeting Upgrade
Grenade Launcher - Range: 24” - DAM: 5 - ROF: 1 - Plasma

Perk
Hard Target - Gain +1 Dev against ranged attacks

Abilities
Boom! Headshot!! - Reroll 1’s when rolling to hit with ranged 
weapons
Mind Over Matter - Spend 1 AP to be able to use WP instead of any 
other attribute
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Shavital Infiltrator 111
Regular - Medium Model

Equipment
two Hand Weapons
Medium Armour - Firewall: 5 - Stabilizers
ENERGY SMG - Range: 8” - DAM: 5 - ROF: 5
Plasma Grenade - Range: 6” - DAM: 5 - No Armour Bonuses

Perk
Fast

Abilities
Soldier - Reroll 1’s when rolling to hit
Mind Over Matter - Spend 1 AP to be able to use WP instead of any 
other attribute
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Shavital Medic 89
Regular - Medium Model

Equipment
Hand Weapon
Light Armour - Firewall: 6 - Targeting Upgrade
ENERGY Assault Rifle - Range: 16” - DAM: 5 - ROF: 3
MEDKIT - USE ON WOUNDED MODEL IN BASE CONTACT. WOUNDED MODEL 
MAKES EN TEST, TN:6, REGAIN +1 EN FOR EACH SUCCESS.

Perk
Healer - MAY REVIVE incapacitated MODELS. MAKE WP ROLL, TN: 6

Abilities
Boom! Headshot!! - Reroll 1’s when rolling to hit with ranged 
weapons
Mind Over Matter - Spend 1 AP to be able to use WP instead of any 
other attribute
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Shavital Hacker 124
Veteran - Medium Model

Equipment
Energy Hand Weapon
Medium Armour - Firewall: 4 - ENHANCED FIREWALL
ENERGY Assault Rifle - Range: 16” - DAM: 5 - ROF: 3
SMOKE Grenade
ICE PICK

PerkS
Lightning Reflexes
ARTFUL DODGER - +1 DEF against Free Strikes

Abilities
NETWORKING - treat other modelS with this ability as a hub, and 
can affect other models within 12” of that hub with their PCA 
when hacking.
Mind Over Matter - Spend 1 AP to be able to use WP instead of any 
other attribute
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Shavital OPERATIVE 181
Veteran - Medium Model

Equipment
Two Energy Hand Weapons
Medium Armour - Firewall: 5 - drop gear
ENERGY SMG - Range: 8” - DAM: 5 - ROF: 3
Plasma Grenade - Range: 6” - DAM: 5 - No Armour Bonuses
Jump Jets

PerkS
Natural Born Killer
Dash - Lower TN by 2 when charging or moving over difficult 
terrain

Abilities
OPERATIVE - Spend 1 AP to reroll all dice for a single test
Mind Over Matter - Spend 1 AP to be able to use WP instead of any 
other attribute
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Shavital Sniper 163
Veteran - Medium Model

Equipment
Medium Armour - Firewall: 5 - Targeting Upgrade
ENERGY Pistol - Range: 8” - DAM: 2 - ROF: 4
ENERGY Sniper Rifle - Range: 24” - DAM: 7 - ROF: 1
Smoke Grenade
Smart Visor - Ignore Smoke and Adaptive Camo

PerkS
lightning reflexes
target shooter - add +1 die to next roll after making a 
successful ranged attack. This is cumulative for 1 turn.

Abilities
Hardened - Reroll failed dice when making a bravery test
Mind Over Matter - Spend 1 AP to be able to use WP instead of any 
other attribute
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Shavital Marine 223
Veteran - Medium Model

Equipment
Energy Hand Weapon
heavy Armour - Firewall: 4 - Targeting Upgrade - Comms Upgrade
ENERGY Assault Rifle - Range: 16” - DAM: 5 - ROF: 3
Plasma Grenade - Range: 6” - DAM: 5 - No Armour Bonuses
Adaptive Camo - +1 DEF against ranged attacks
Counter Measures - ENemy ROF is reduced to 0

PerkS
lightning reflexes
Marksman

Abilities
Hardened - Reroll failed dice when making a bravery test
Mind Over Matter - Spend 1 AP to be able to use WP instead of any 
other attribute
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Shavital heavy gunner 224
Veteran - Medium Model

Equipment
Energy Hand Weapon
heavy Armour - Firewall: 4 - mobility upgrade
ENERGY Light Machine Gun - Range: 36” - DAM: 6 - ROF: 4
Plasma Grenade - Range: 6” - DAM: 5 - No Armour Bonuses
Smart Visor - Ignore Smoke and Adaptive Camo
Counter Measures - ENemy ROF is reduced to 0

PerkS
Power Shot - May make Ranged Power Attacks
Marksman

Abilities
Hardened - Reroll failed dice when making a bravery test
Mind Over Matter - Spend 1 AP to be able to use WP instead of any 
other attribute
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Shavital Rocketeer 243
Veteran - Medium Model

Equipment
Energy Hand Weapon
heavy Armour - Firewall: 4 - Armour upgrade - Targeting Upgrade
Missile Launcher - Range: 36” - DAM: 8 - ROF: 1 - Explosive
Plasma Grenade - Range: 6” - DAM: 5 - No Armour Bonuses
Smart Visor - Ignore Smoke and Adaptive Camo
Counter Measures - ENemy ROF is reduced to 0

PerkS
Hard Target - +1 Def against Ranged Attacks
Marksman

Abilities
Hardened - Reroll failed dice when making a bravery test
Mind Over Matter - Spend 1 AP to be able to use WP instead of any 
other attribute
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Shavital Captain 260
Hero - Medium Model

Equipment
Energy Hand Weapon
Power Armour - Firewall: 3 - Targeting Upgrade
     Comms Upgrade - Stabilizers
ENERGY Assault Rifle - Range: 16” - DAM: 5 - ROF: 3
Plasma Grenade - Range: 6” - DAM: 5 - No Armour Bonuses
Adaptive Camo - +1 DEF against ranged attacks
Smart Visor - Ignore Smoke and Adaptive Camo
Jump Jets

PerkS
lightning reflexes
Marksman
Fearless

Abilities
Leader - May Transfer AP to Vets and Regulars within 16”
Mind Over Matter - Spend 1 AP to be able to use WP instead of any 
other attribute
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