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K-fighter

18 10 11 7

Standard ranged weapon

JAMMER (1) (jammer) 5 2/0 - 2+/1
JAMMER (2) (jammer) 5 2/0 - 2+/1

Mêlée weapon

SUPER POWER GRIP (1) 7 1/0 - 10/2
SUPER POWER GRIP (2) 7 1/0 - 10/2

K-warrior

18 10 11 7

Standard ranged weapon

MORTAR GUN (1) (indirect fire) 4 2/0 4 7/1
MORTAR GUN (2) (indirect fire) 4 2/0 4 7/1

Mêlée weapon

SUPER POWER GRIP (1) 7 1/0 - 10/2
SUPER POWER GRIP (2) 7 1/0 - 10/2

K-shooter

18 10 11 7

Standard ranged weapon

ZZ-GUN 7 3/1 - 15/1

Mêlée weapon

SUPER POWER GRIP (1) 7 1/0 - 10/2
SUPER POWER GRIP (2) 7 1/0 - 10/2

Dirt Trike

30 9 10 6

Frame Propulsion

STRUCTURE POINTS 2 2

Ranged weapon SP
LIGHT DRUM CANNON (1) 5 4/0 - 8/1 1
LIGHT DRUM CANNON (2) 5 4/0 - 8/1 1

Easy Trike

30 9 12 6

Ranged weapon SP
LIGHT JAMMER (1) (Jammer) 5 2/0 - 2+/1 1
LIGHT JAMMER (2) (Jammer) 5 2/0 - 2+/1 1

Frame Propulsion

STRUCTURE POINTS 3 2

Jungle Trike

30 9 10 6

Frame Propulsion

STRUCTURE POINTS 2 2

Ranged weapon SP
LIGHT ZZ-CANNON (1) 8 2/1 - 15/1 1
LIGHT ZZ-CANNON (2) 8 2/1 - 15/1 1
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Thunder Trike

30 9 12 6

Frame Propulsion

STRUCTURE POINTS 3 2

Ranged weapon SP
LIGHT ZZ CANNON 8 2/1 - 15/1 1
LIGHT DRUM CANNON 5 4/0 - 8/1 1

6

Jungle Buggy

25 10 14

Frame Propulsion

STRUCTURE POINTS 4 2

Ranged weapon SP
LIGHT ZZ-CANNON (1) 8 2/1 - 15/1 1
LIGHT ZZ-CANNON (2) 8 2/1 - 15/1 1
LIGHT ZZ-CANNON (3) 8 2/1 - 15/1 1
LIGHT ZZ-CANNON (4) 8 2/1 - 15/1 1

6

King Buggy

25 10 12 6

Frame Propulsion

STRUCTURE POINTS 4 2

Ranged weapon SP
LIGHT ZZ-CANNON (1) 8 2/1 - 15/1 1
LIGHT ZZ-CANNON (2) 8 2/1 - 15/1 1
L. FLAMER (1)(projection, indirect fire) (25) 1/0 4 9/1 1
L. FLAMER (2)(projection, indirect fire) (25) 1/0 4 9/1 1

6

Thunder Buggy

25 10 12 6

Frame Propulsion

STRUCTURE POINTS 4 2

Ranged weapon SP
LIGHT DRUM CANNON (1) 5 4/0 - 8/1 1
LIGHT DRUM CANNON (2) 5 4/0 - 8/1 1
LIGHT ZZ-CANNON (1) 8 2/1 - 15/1 1
LIGHT ZZ-CANNON (2) 8 2/1 - 15/1 1
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King Mammoth

25 11

Châssis Propulsion

POINTS DE STRUCTURE 5 2

Armes de tir PS
HEAVY ZZ CANNON 8 4/1 - 17/1 3
LIGHT FLAMER (1) (25) 1/0 4 9/1 1
LIGHT FLAMER (2) (25) 1/0 4 9/1 1
LIGHT FLAMER (3) (25) 1/0 4 9/1 1
LIGHT FLAMER (4) (25) 1/0 4 9/1 1

King Mammoth

25 11

Frame Propulsion

STRUCTURE POINTS 5 2

Ranged weapon SP
HEAVY ZZ CANNON 8 4/1 - 17/1 3
L. FLAMER (1)(projection, indirect fire) (25) 1/0 4 9/1 1
L. FLAMER (2)(projection, indirect fire) (25) 1/0 4 9/1 1
L. FLAMER (3)(projection, indirect fire) (25) 1/0 4 9/1 1
L. FLAMER (4)(projection, indirect fire) (25) 1/0 4 9/1 1
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EQUIPEMENTS

Flamer: This weapon has the “Projection” ability:
•  When a unit contains several of these weapons, each of 

them can pick a different target;
• Cover is ignored;
•  No shooting test is necessary, so there are no successes. 

(Therefore, shots cannot be combined to increase the area 
of effect.);

•  The Accuracy of the weapon shows the weapon’s maxi-
mum range, as measured from the special weapon bearer. 
The template is centered on a fighter. All miniatures located 
even partially under the area of effect suffer a damage test.

Grenades: Fighters equipped with grenades can take shots 
with this indirect fire weapon. This equipment represents 
enough grenades for the whole battle.

A unit using this equipment cannot use any of its other 
ranged weapons during the current activation.

GRENADES (indirect fire) 0 1/0 1 4/1

Jetpack: Fighters equipped with Jetpacks get the “Rocket 
jump” ability. They can jump over miniatures and terrain ele-
ments during their movement.

Sniper gun: A fighter equipped with this weapon gets the 
“Sniper” ability:

•  This ability can only be used if the fighter doesn’t move at 
all during his activation;

• Cover and fighters caught in the zone of fire are ignored;
• This ability cannot be used in “Overwatch!”;

•  The player chooses the target of each impact among 
the visible fighters of the targeted unit. If the target is an 
armored fighting vehicle, the player chooses the location 
of each impact.

Jammer: This weapon has the “Jammer” ability:
• It can only target armored fighting vehicles;
•  Damage tests are resolved differently: The minimum result 

needed on the die is always the same. This result is shown 
instead of the Penetration  of the weapon.

K-armor: A fighter equipped with this armor gains the 
“Hoist” ability. When he is in contact with a low wall, the low 
wall can be redeployed anywhere in contact.

This action replaces his close combat attacks.

Super ZZ-battery: The K-shooters’ ZZ-guns have the “Con-
centrate fire!” ability. The player can re-roll all of the unit’s failed 
damage  tests once more. The player announces the use of this 
ability before the shooting test by shouting “Concentrate fire!”.

SPECIALISTS

Mechanic: The mechanic has the “Repair” ability. At the 
beginning or at the end of his unit’s activation he can repair 
a friendly armored fighting vehicle within 2.5 cm of him. The 
armored fighting vehicle recovers 1 SP in a location chosen by 
the player. Destroyed parts may be repaired.

Medic: The medic has the “First aid” ability. Once per round 
he can save a member of his unit. The player announces the 
use of this ability by shouting “Medic!” right after the fighter 
is eliminated. A medic cannot save himself. A medic who has 
taken damage points cannot use his ability for this salvo.

KARMAN ARSENAL
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