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Halo Version 2 Test Rules 
 Halo is long overdue for updates and new content, and this document is here to show what is coming and get people 
starting to playtest the new changes. These are revised rules for the Halo equipment, requisition, squad, and command system. 
These rules radically change the equipment, requisition, squad member, and inventory systems for Leovaunt’s tabletop 
roleplaying game.  
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Part 1: Requisition System (10-1-2021 
Version) 
New Requisition Values 
 Heroes no longer requisition gear based on credits or credit values. The existing requisition values are gone, as are 
squad points. They have combined with a new requisition score that is used for purchasing gear, squad members, and vehicles. 
As before, the requisition value is in a series of levels based on your race and background. The following are the requisition 
levels for different ratings. 
 

Level Low Requisition Average Requisition High Requisition 

1 8 12 16 

2 9 14 18 

3 10 15 20 

4 11 17 22 

5 12 19 25 

6 13 21 27 

7 14 23 29 

8 15 24 31 

9 16 26 33 

10 18 28 36 

11 19 30 38 

12 20 31 40 

13 21 33 42 

14 22 34 44 

15 23 37 47 

16 24 38 49 

17 25 40 51 

18 26 41 53 

19 27 43 55 

20 29 45 58 

21 30 47 60 

22 31 48 62 

23 32 50 64 

24 33 51 66 

25 34 54 69 

26 35 55 71 

27 36 56 73 

28 37 58 75 

29 38 59 77 

30 40 60 80 

 
 This gives a simplified small pool for determining your number of purchases. There will be more simplified mechanics 
to make things more realistic and work better, such as removing alternate ammunition, purchasing items as packages, and 
more.  
 
 Keep in mind, that command points have not been rolled into requisition. The only change to command point is every 
command point level gains +3 command points over what they used to have.  
 
 Next, we will look at the new requisition levels for different races and backgrounds. 
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Requisition Levels for Backgrounds and Race 
 The following are which of the above requisition levels are used by UNSC and Covenant characters. You will notice 
that many options gain bonus requisition points that can only be used for one type of requisition or another. For example, 
marine field commanders gain bonus requisition on top of their requisition level that can be used for purchasing squad 
members. Keep track of these bonus requisition points separately and keep in mind what purchases you used those requisition 
points for on a mission. 

 

Human: Marine Maverick 
 Average Requisition Value 

 

Human: Marine Field Commander 
 Average Requisition Value 
 +5 requisition for purchasing squad members 
 

Human: Officer 
 High Requisition Value 
 +5 requisition for purchasing squad members 
 

Human: ONI Operative 
 High Requisition Value 
 Cannot requisition squad members 
 +5 requisition for purchasing gear and vehicles 
 

Human: Pilot 
 Average Requisition Value 
 +8 requisition for purchasing vehicles 
 

Human: Scientist 
 Low Requisition Value 
 +5 requisition for purchasing gear 
 

Spartan 
 High Requisition Value 
 Cannot requisition squad members 

 

Artificial Intelligence 
 No Requisition Value 
 Cannot use requisition system 

 

Sangheili ‘Elite’ 
 Average Requisition Value 
 +5 requisition value for purchasing gear 

 

Jiralhane ‘Brutes’ 
 Average Requisition Value 
 +5 requisition value for purchasing gear 

 

Unggoy ‘Grunts’ 
 Low Requisition Value 
 +8 requisition value for purchasing squad 
members 

 

Kig-Yar ‘Jackals’ 
 Average Requisition Value 
 

T’vaoan ‘Skirmishers’ 
 Average Requisition Value 
 Cannot requisition squad members 

 
  

Requisition Points to Command Points 
The new system allows you to gain more command points by having leftover requisition points. Every 2 requisition points 
you have leftover gives you 1 tactical command point for that mission. This allows operative characters, such as ONI, 
skirmishers, and Spartans to have more command points. This helps them fulfill the fantasy of being lone operatives who 
fight or sneak their way to a position and utilize their command authority to perform tactical military call-downs from a 
strategic location. 
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UNSC Requisition Rules 
 These are the new simplified rules for requisitioning gear. You have a selection of equipment slots that you fill in 
order to determine your battle loadout. You no longer purchase individual items or ammunition. Instead, you have slots that 
you fill that comes with various ammunition. The slots you can fill are: 
 
Primary Weapon: Your main battle rifle or heavy weapon 
Secondary Weapon: Your backup weapon 
Sidearm: Your pistol or knife 
Armor: Your chosen set of armor 
Supply Kits: A supply kit is an equipment belt loaded with usable supplies. You start with one equipment belt filled with 
supplies, and can purchase up to 2 more, each one loaded with the supplies you require. 
Backpack: You can have one back slot item. Normally, a back slot item is your backpack that is filled with two supply kits worth 
of items, minus the equipment belt itself. There are some alternate items you can fill your backpack with.  
Squad Member: If you are allowed to do so, you can hire a Human Marine squad member to form a squadron with you, up to 
your maximum number of squad members (usually 3). Note that there are no longer different types of squad members for you 
to place in your squad; you just gain Human Marines. However, these marines scale with you based on level, and can be given 
specializations to fine tune their role. More on this will be discussed later.  
 
 You do not have to requisition everything. A number of gear items are free for everyone, filling some of the above 
categories. These are known as standard gear layouts. You do need to spend requisition to purchase different items for these 
slots or to buy additional items.  

 

Standard Gear Layouts 
 
Primary Weapon: For your primary weapon, you can always select ONE of the following weapons: assault rifle, battle rifle, 
combat shotgun, tactical shotgun, submachine gun, or designated marksmanship rifle. 
 
Sidearm: For your sidearm, you can choose to have either a magnum handgun or a combat knife. If you are a Spartan, you can 
choose a combat blade instead of these options. 
 
Armor: For your body armor, most UNSC characters gain battle armor automatically. Spartan characters gain their Mjolnir 
armor instead. Scientist and ONI characters can replace their battle armor with hazard suits, padded jackets, or protective 
vests. 
 
Supply Kits: Every character starts with 1 equipment belt with 4 slots of ammunition for any of their weapons, 1 fragmentation 
grenade, and a holster for their sidearm. 
 
Backpack: Every character starts with 1 backpack with nothing in it. 

 

Primary Weapon Upgrades 
 You can replace your standard layout primary weapon for one of the following weapons, by paying the requisition 
cost listed. 
 
Grenade Launcher: +5 
Railgun: +15 
Sniper Rifle: +5 
SAW: +8 
Flamethrower: +12 
Heavy Machine Gun: +10 
Rocket Launcher: +10 
Spartan Laser: +20 
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Secondary Weapon 
 You can purchase one of the following as a secondary weapon to go with your primary weapon. As the standard 
layout does not have a secondary weapon, these weapons do not replace anything.  
 
Assault Rifle: +5 
Battle Rifle: +5 
Combat Shotgun: +5 
Tactical Shotgun: +5 
Submachine Gun: +5 
Designated Marksmanship Rifle: +5 
Grenade Launcher: +10 
Railgun: +20 
Sniper Rifle: +10 
SAW: +13 
 

Supply Kits 
 You have 2 additional equipment belt slots, allowing you to requisition two more equipment belts and the requisite 
supplies. These are known as supply kits; belts full of themed supplies you can carry into an operation. Most supply kits have 
options. You chose what you want to fill the slots with out of the options presented. You can buy more than 2 supply kits to 
load your backpack with additional supplies (see Backpacks below) 
 
Empty Belt 
Requisition Cost 0 
Equipment Belt with 6 empty inventory slots 
 
Arms Kit 
Requisition Cost 1 
Equipment Belt with 6 inventory slots of ammunition or fragmentation grenades 
 
Explosives Kit 
Requisition Cost 2 
Equipment Belt with 6 inventory slots of fragmentation grenades, breaching charges, demolition charges, land mines, smoke 
grenades, flash grenades, and remote detonators 
 
Medical Kit 
Requisition Cost 1 
Equipment Belt with 6 inventory slots of medipacks, painkillers, or stimulants 
 
Rations Kit 
Requisition Cost 1 
Equipment Belt with 6 inventory slots filled with rations 
 
Exploration Kit 
Requisition Cost 2 
Equipment Belt with 6 inventory slots of air tanks, binoculars, flare guns, handcuffs, navigation units, or rations 
 
Engineer’s Kit 
Requisition Cost 2 
Equipment Belt with 6 inventory slots of plasma torches, repair kits, data disks, hacking tools, and PDAs. If you are a battlefield 
engineer character, you can also include basic science devices in this kit. 
 
Science Device Kit 
Requisition Cost 2 
Equipment Belt with 6 inventory slots of basic or advanced science devices. You must have the requisite battlefield engineer 
specializations in order to take basic or advanced science devices. 
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Backpack 
 Every UNSC character starts with a backpack in which to store supplies for long term missions. The backpack comes 
with nothing but can be filled. By default, you can fill the backpack with additional supply kits. A backpack can support 12 
inventory slots, which usually means two supply kits. If you fill your backpack with a supply kit, you pay the requisition cost for 
the supplies but do not gain the equipment belt. For example, you can purchase a medical kit for 1 requisition point, and put 6 
medipacks in your backpack, and still have the space for. You can still purchase 1 more supply kit to put in your backpack. 
 
 Alternatively, you can purchase larger items to fill your backpack with. For every 2 requisition points you spend, up to 
4 requisition points, you can fill 6 inventory slots of your backpack with any combination of the following items: beacon, trauma 
kit, grappling hook launcher, medipack, repair kit, survival gear, or science devices (any type allowed by specialization, including 
master). 
 
 Finally, you have two options to replace your backpack, and thus your storage capacity, with the following: 
 
-Replace your backpack with a military transmitter for 3 requisition points 
-Replace your backpack with a jetpack for 6 requisition points 
 

Armor 
 Standard allotment gives all character’s battle armor. Spartan characters instead gain Mjolnir armor and cannot 
change it out. Scientist and ONI characters can gain alternative, lighter armors. Human characters can switch out their armor 
for the following options: 
 
Environmental Armor: +1 
Light Battle Armor: For characters that can only start with battle armor, light battle armor is actually cheaper, giving you 2 
requisition points instead of taking from you. For ONI and scientist characters, light battle armor costs 1 requisition. 

 

  
What about Equipment Upgrades and Alternate Ammunition? 
 You may notice there are no rules for alternate ammunition and equipment upgrades in the new 
requisition system. This is because these systems are either being removed or replaced.  
 
 Alternate ammunition is a system that is being entirely removed. The higher tiered bullets system does not 
really fit into the fluff of Halo, and it seems weird to having some bullets be simply better than others. It also entered 
into weird requisition systems of players seeing how much expensive bullets they could fill up on. Players were also 
able to gain expensive bullets much more early than intended.  
 
 Weapon and armor upgrades, as they are now, are also going away, but not entirely. Instead, they are 
being replaced with an equipment upgrade template system. For example, you might want a Recon Submachine gun, 
to get a model with a suppressor and a few other modified traits. Mods will have benefits and downsides but will be 
by in large better. Moded weapons will be able to be requisitioned. We will reveal mods when we process the official 
Halo update. 
 

Spartan Armor Powers 
 A spartan can still requisition an armor power on mission deployment. Requisitioning an armor power can 
be done once per mission, and costs 10 requisition points.  
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Squad Requisition System 
 As stated before, you will now purchase squadron members with the same requisition system you use for your own 
personal gear. However, that is not the only change. The old squadron system, which involved purchasing NPCs out of the 
bestiary, is now gone. Instead, there will be generic NPCs that you can purchase and that automatically scale in power with you 
as you level up. 
 
 As a human character, your only options for a squad member is the human marine. You can purchase a human 
marine squad member for 5 requisition points, up to your maximum squad value (normally 3). You form a unit as before with 
your marines. The marines has a simplified record sheet as listed below that shows their basic combat attributes. You will 
notice the marines do not have skill ranks, or ability scores. This is to keep them simplified and easy to keep track of, and also to 
make scaling them easier.  
 
 As you level up, your marine squad members improve based on the table below. They will frequently increase an 
attribute every even 2 levels (even levels), every three levels (every level divisible by 3), every 5 levels, or every 10 levels. This 
gives them easy, scaling attributes that don’t require recalculating.   

 

Human Marine 
Requisition Points: 5 
Life: 2   Damage Threshold: 18 
Defense: 12  Toughness: 12   Resolve: 12 
Speed: 5   Shift Speed: 1   Morale Bonus: +1 
Space: 1 square  Reach: 1 square    
Damage Resistance: 7 
Attack Bonus: +1 

Primary Skills (+3 bonus):  Athletics, Perception, Pilot, Tactics 
Secondary Skills (+1 bonus): Acrobatics, Endurance, Science, Stealth 
Equipment: Battle Armor (included in profile), Magnum Pistol, Combat Knife, one primary weapon chosen from the standard 
gear layouts options for characters 
 
Life: +1 life every 5 levels 
Damage Threshold: +2 damage threshold every 3 levels 
Defense: +1 defense every 2 levels 
Toughness/ Resolve/ Morale Bonus: +1 toughness, resolve, and morale bonus every 3 levels 
Damage Resistance: +1 damage resistance every 3 levels 
Attack Bonus: +1 attack bonus every 2 levels 
Bonus Attack Power Rating: +1 power rating of damage every 10 levels 
Primary Skills: +1 to every 2 levels  
Secondary Skills: +1 every 3 levels 

 
 Many of these values, including life, damage threshold, defenses, and movement speed work the same way they did 
before. Others work differently. 
 
 Attack bonus is the overall attack bonus the squad member gets with their attack when firing on their own. Note that 
this bonus includes their skills and strikes. Generally, the attack bonus is modified by the base accuracy of the weapon, assisted 
attacks with other squad mates, and special fire methods when applicable. Otherwise, this is the attack bonus.  
 
 There is now a category for primary skills and secondary skills. These are the total skill bonuses the character has with 
the different skills. Primary skills are the higher of the two, what the squad member is best at, while secondary skills is their 
weaker attributes. The skill bonus for primary and secondary skills is their total bonus when making those sorts of skill checks. 
 
 Marines don’t have much options for equipment, but you do get to chose a primary battle weapon for your squad 
members. Typically, you want them to use the same type of weapon as your character, so they can assist with attacks, but you 
can also chose for them to provide support with different weapons. Supporting attacks works the same way it does in the 
current version of the game.  
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Specialists 
 To customize your squad beyond picking rifles for marines, you can purchase marines with specialist roles. Every 
marine in your squad can be upgraded to be one type of specialist. A specialist costs an amount of requisition based on the 
default marine cost (5) but modified by the extra cost of the specialist. Thus, hiring a medic, with an extra requisition cost of 3, 
would cost 8 requisition. This allows you to personalize your squad to do whatever you need. A single marine can only be one 
type of specialist, but you can purchase any number of the different types of specialists and any or all of your marines can be 
specialists. 

 

Comms Operator 
+1 requisition 
Comms Gear: A comms operator has a military transmitter. 
Transmit Orders: A comms operator can place command orders for their unit leader using their own standard action. They use 
their leader’s tactics bonus or their own, whichever is higher. They can issue an order in the same action that the unit uses to 
make an attack. Because of their military transmitter, they gain advantage on the tactics skill check and +2 accuracy with any 
artillery strikes. 

 
Engineer 
 +2 requisition 
Engineer Supplies: The battlefield engineer has a plasma torch, hacking tool, and 4 repair kits. 
Technical Expertise: A battlefield engineer mixes combat training with scientific knowledge. For the battlefield engineer, 
science and computers are both primary skills. When the leader needs to make science or computers checks, they can use the 
battlefield engineer’s bonus instead of their own. The engineer also has the equipment to perform 4 vehicular repairs before 
they are out of supplies and can cut through many doors and obstacles given enough time. 
 

Grenadier 
 +5 requisition 
Heavy Weapon’s Specialist: In addition to their primary weapon, the grenadier carries a grenade launcher or missile launcher. 
When firing this weapon, they can fire at a different target than the rest of their squad, assuming their target is a vehicle, 
object, terrain feature, or an enemy of large-sized or larger.  
Armored Specialist: The grenadier gains +5 damage resistance over a typical marine.  

 

Medic 
+3 requisition 
Triage: A medic can perform first aid on the squad leader or try to revive dropped squad members. They have six medipacks 
they can use heal or revive allies. They can perform medicine in the same standard action used by the unit to fire. If a squad 
member is dropped but not killed, they can spend a medipack to revive them with 1 life. Otherwise, they can use their 
medipacks to either restore 2 life to a wounded squad member or perform a normal heal action on their squad leader or any 
other adjacent ally. Medicine is also a primary skill for the medic.  
 
 

Pilot 
+5 requisition 
Independent Pilot: The pilot can function independently as the pilot of a vehicle that was requisitioned by the player or called 
down using command abilities. While they control a vehicle, they are not in the player character’s unit, although their vehicle 
may carry the player’s unit. The NPC controlled vehicle does still act on the player’s autonomy and need to stay close to them. 
As always for a squad member, those NPCs still follow normal rules for life and lack of strikes and attack overages, although 
they still use the vehicle’s hit points. The pilot has piloting as a primary skill and have an effective ranks of the pilot skill equal to 
½ their pilot bonus. This is for determining whether the pilot can control a vehicle and how their skill relates to vehicle traits 
such as Extremely Maneuverable.  
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Saboteur 
 +3 requisition 
Explosives Supply: The saboteur has eight explosives pulled from the following list: breaching charge, demolition charge, 
fragmentation grenade, or land mine. 
Demolitions Expert: Any explosives used by a unit with a saboteur gains +5 penetration. In addition, the saboteur can act on 
their own to plant explosives where directed by their commander. When they plant explosives they can choose to key them 
into their remote detonator at the same time. When the unit performs an attack action, the saboteur can spend their standard 
action to activate their remote detonator.  
 

Scout 
 +2 requisition 
Reconnaissance Gear: All the scout’s pistols and rifles have the Suppressed weapon trait. These scouts also have a survival kit, a 
grappling hook launcher, and a smoke grenade. 
Stealth Troopers: While in a unit with the leader character, if the leader has the Hidden condition, the scout has it as well. If 
apart from the leader, the scout can gain stealth as a standard action as long as they have cover or concealment and are at least 
3 squares away from any enemy. Stealth troopers also have stealth as a primary skill and gain +2 move speed. 
 

Sniper 
+4 requisition 
Sniper Rifle: The sniper specialist gains access to a sniper rifle as their primary weapon.   
Precision Marksman: The sniper specialist gains +2 accuracy and +1 power rating of damage with their sniper rifle. 
 

Veteran 
+6 requisition 
Skilled Combatant: The veteran marine gains +2 to the following attributes: life, attack accuracy, defense, toughness, resolve, 
morale bonus, damage resistance, and damage threshold.  
 

Requisitioning Vehicles 
 Using the new requisition system, players can requisition vehicles for their missions. The requisition costs are 
drastically lower than the comparative costs for purchase, making requisitioning vehicles cheaper and more useful than they 
were in the previous edition.   
 

UNSC Handbook 
Hornet: 20 requisition 
Mantis: 18 requisition 
Mongoose: 7 requisition 
Pelican (fully armed, rear turret): 55 requisition 
Pelican (No missile pods, rear turret): 45 requisition 
Scorpion: 25 requisition 
Warthog (chaingun): 10 requisition 
Warthog (gauss cannon): 12 requisition 
Warthog (transport): 9 requisition 
 

Advanced Warfare 
Colossus: 60 requisition 
Condor Transport: 70 requisition 
Condor G81: Cannot be requisitioned 
Cyclops: 10 requisition 
Darter: 12 requisition 
Elephant: 50 requisition 
Gremlin Combat Support: 25 requisition 
Jackrabbit: 8 requisition 
Kodiak: 28 requisition 
Nightingale: 32 requisition 
Cobra: 25 requisition 
Vulture Gunship: 60 requisition 
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Covenant Requisition Rules 
 Covenant requisition rules function similar to UNSC, with some differences. The slots you can fill for Covenant 
equipment are: 
 
Primary Weapon: Your main battle rifle or heavy weapon 
Secondary Weapon: Your backup weapon 
Close Quarters Weapon: This is a compact weapon mean for close quarters combat.  
Armor: Your chosen set of armor 
Supply Kits: A supply kit is an equipment belt loaded with usable supplies. You start with one equipment belt filled with 
supplies, and can purchase up to 2 more, each one loaded with the supplies you require. 
Backpack: You can have one back slot item. Normally, a back slot item is your backpack that is filled with two supply kits worth 
of items, minus the equipment belt itself. There are some alternate items you can fill your backpack with.  
Squad Member: For Covenant characters, you have four different options for squad members, based on different Covenant 
races. The races you have as an option for Covenant squad members depends on what race your character is: 
 -Grunts: Grunts can only have grunt squad members 
 -Jackals: Jackals can have grunt or jackal squad members 
 -Elites: Elites can have grunt, jackal, or elite squad members 
 -Brutes: Brutes can have grunt, jackal, or brute squad members  

 

Standard Gear Layouts 
 
Primary Weapon: For your primary weapon, you can always select ONE of the following weapons: plasma pistol, needler, 
carbine, plasma rifle, or storm rifle. In addition, Jiralhanae characters can chose a mauler or spiker 
 
Armor: Every character gains the combat harness associated with their own race. 
 
Supply Kits: Every character starts with 1 equipment belt with 3 slots of ammunition for any of their weapons, 2 plasma 
grenades, and a holster for a knife or pistol.. 
 
Backpack: Every character starts with 1 backpack with nothing in it. 
 

Primary Weapon Upgrades 
 Covenant characters can upgrade their primary weapon to one of the following weapons. Note that some Covenant 
weapons have race requirements.  
 
Beam Rifle: +5 
Concussion Rifle: +5 
Needle Rifle: +2 
Plasma Repeater: +3 
Brute Shot: +10 (Jiralhanae only) 
Fuel Rod Gun: +10 
Plasma Cannon: +15 
Gravity Hammer: +15 (Jiralhanae only) 
 

Secondary Weapon 
 Secondary weapons are important for customizing your arsenal. 
 
Plasma Pistol: +2 
Directed Energy Heavy Shield: +2 (Jackal only) 
Directed Energy Light Shield: +1 per shield (Jackal only) 
Needler: +2 
Mauler: +2 (Jiralhanae only) 
Carbine: +5 
Plasma Rifle: +5  
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Spiker: +5 (Jiralhanae only) 
Storm Rifle: +5 
Beam Rifle: +10 
Concussion Rifle: +10 
Needle Rifle: +7 
Plasma Repeater: +8 
 

Close Quarters Weapon 
 Close quarters weapons include pistols and melee weapons. Covenant do not have a close combat weapon by default 
but have a number of attractive close combat options. 
 
Combat Knife: +1 
Combat Blade: +3 
Energy Sword: +10 (Sangheili only) 
Plasma Pistol: +2 
Needler: +2 
Mauler: +2 
 

Supply Kits 
 You have 2 additional equipment belt slots, allowing you to requisition two more equipment belts and the requisite 
supplies. These are known as supply kits; belts full of themed supplies you can carry into an operation. Most supply kits have 
options. You chose what you want to fill the slots with out of the options presented. You can buy more than 2 supply kits to 
load your backpack with additional supplies (see Backpacks below) 
 
Empty Belt 
Requisition Cost 0 
Equipment Belt with 6 empty inventory slots 
 
Arms Kit 
Requisition Cost 1 
Equipment Belt with 6 inventory slots of ammunition or plasma grenades 
 
Explosives Kit 
Requisition Cost 2 
Equipment Belt with 6 inventory slots of plasma grenades, firebombs, flash grenades, plasma charges, plasma mines, and spike 
grenades. 
 
Medical Kit 
Requisition Cost 1 
Equipment Belt with 6 inventory slots of medipacks.  
 
Rations Kit 
Requisition Cost 1 
Equipment Belt with 6 inventory slots filled with rations 
 
Exploration Kit 
Requisition Cost 2 
Equipment Belt with 6 inventory slots of air tanks, methane tanks, energy bindings, binoculars, scanning devices, navigation 
units, or rations. 
 
Engineer’s Kit 
Requisition Cost 2 
Equipment Belt with 6 inventory slots of laser cutters, repair kits, hacking tools, data disks, and hand consoles. If you are a 
battlefield engineer character, you can also include basic science devices in this kit. 
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Science Device Kit 
Requisition Cost 2 
Equipment Belt with 6 inventory slots of basic or advanced science devices. You must have the requisite battlefield engineer 
specializations in order to take basic or advanced science devices. 

 

Backpack 
 Backpacks work the same for Covenant characters as they do for UNSC characters. They can be filled with supply kits 
or mix supply kits with generic supplies. The generic supplies filled in the backpack for 2 requisition points are beacons, trauma 
kits, grappling hook launchers, medipacks, repair kits, survival kits, or science devices (any type allowed by specialization, 
including master.  
 
 Unlike the UNSC backpack, you cannot replace a covenant backpack for a jetpack or similar item. 
 

Squad Requisition System 
 The requisition system has changed in a similar way for Covenant characters. However, as mentioned before, you 
have four different options for squad members, based on different Covenant races. The races you have as an option for 
Covenant squad members depends on what race your character is: 
 -Grunts: Grunts can only have grunt squad members 
 -Jackals: Jackals can have grunt or jackal squad members 
 -Elites: Elites can have grunt, jackal, or elite squad members 
 -Brutes: Brutes can have grunt, jackal, or brute squad members  
 
 Each different race of squad member has their own statistics, weapon loadouts, scaling benefits, and different 
specialists they can recruit. This section will discuss the different squad members one at a time.  

 

Grunt 
Requisition Points: 4 
Life: 2   Damage Threshold: 18 
Defense: 11  Toughness: 11   Resolve: 10 
Speed: 5   Shift Speed: 1   Morale Bonus: +2 
Space: 1 square  Reach: 1 square    
Damage Resistance: 7 
Attack Bonus: +2 

Primary Skills (+3 bonus):  Athletics, Acrobatics, Influence, Perception, Pilot 
Secondary Skills (+1 bonus): Endurance, Science, Stealth, Tactics 
Equipment: Unggoy Combat Harness (included in profile), Plasma Pistol 
 
Life: +1 life every 5 levels 
Damage Threshold: +2 damage threshold every 3 levels 
Defense: +1 defense every 2 levels 
Toughness: +1 toughness every 3 levels 
Resolve/ Morale Bonus: +1 resolve and morale bonus every 4 levels 
Damage Resistance: +1 damage resistance every 3 levels 
Attack Bonus: +1 attack bonus every 2 levels 
Bonus Attack Power Rating: +1 power rating of damage every 10 levels 
Primary Skills: +1 to every 2 levels  
Secondary Skills: +1 every 3 levels 
 

Grunt Specialists 
 These are the options of specialist customization for grunts.  
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Grunt Major 
 +3 requisition 
Advanced Weaponry: The grunt replaces their plasma pistol with a plasma rifle or needler 
Senior Unggoy: The grunt gains +2 damage resistance and +1 life.   
 

Grunt Heavy 
 +5 requisition 
Heavy Weapon’s Specialist: In addition to their primary weapon, the grunt heavy carries a fuel rod cannon. When firing this 
weapon, they can fire at a different target than the rest of their squad, assuming their target is a vehicle, object, terrain feature, 
or an enemy of large-sized or larger.  
Armored Specialist: The grunt heavy gains +4 damage resistance over a typical grunt.  

 
Grunt Medic 
+3 requisition 
Triage: A grunt medic can perform first aid on the squad leader or try to revive dropped squad members. They have six 
medipacks they can use heal or revive allies. They can perform medicine in the same standard action used by the unit to fire. If 
a squad member is dropped but not killed, they can spend a medipack to revive them with 1 life. Otherwise, they can use their 
medipacks to either restore 2 life to a wounded squad member or perform a normal heal action on their squad leader or any 
other adjacent ally. Medicine is also a primary skill for the medic.  
 

Grunt Morale Officer 
 +2 requisition 
Rally the Gang: The grunt is very adept at rallying the horde. When the squad takes a standard action to attack, a single morale 
officer can spend an action to rally the squad. As long as a single target was hit by the squad’s attacks, the squad gains 1 
morale.  
 

Grunt Pilot 
+5 requisition 
Independent Pilot: The grunt pilot can function independently as the pilot of a vehicle that was requisitioned by the player or 
called down using command abilities. While they control a vehicle, they are not in the player character’s unit, although their 
vehicle may carry the player’s unit. The NPC controlled vehicle does still act on the player’s autonomy and need to stay close to 
them. As always for a squad member, those NPCs still follow normal rules for life and lack of strikes and attack overages, 
although they still use the vehicle’s hit points. The pilot has piloting as a primary skill and have an effective ranks of the pilot 
skill equal to ½ their pilot bonus. This is for determining whether the pilot can control a vehicle and how their skill relates to 
vehicle traits such as Extremely Maneuverable.  
 

Suicide Grunt 
+1 requisition 
Suicide Troops: Grunts have no weapons except for 2 plasma grenades.  
Suicidal Rush: When the squad makes a standard action to attack and the suicide grunt still has a plasma grenade, they can 
send the suicide grunt forward in a destructive rush. The grunt makes an immediate move action outside the unit. At the end of 
the movement, they explode with two plasma grenade in hand, killing themselves and heavily damaging nearby enemies. They 
gain +5 accuracy with the plasma grenades when they are used in this way.  

 

Jackal 
Requisition Points: 6 
Life: 2   Damage Threshold: 18 
Defense: 13  Toughness: 11   Resolve: 10 
Speed: 6   Shift Speed: 1   Morale Bonus: +2 
Space: 1 square  Reach: 1 square    
Damage Resistance: 6 
Attack Bonus: +2 

Primary Skills (+3 bonus):  Athletics, Acrobatics, Perception, Stealth 
Secondary Skills (+1 bonus): Endurance, Influence, Tactics 
Equipment: Kig-Yar Combat Harness (included in profile), Plasma Pistol OR Carbine 
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Life: +1 life every 5 levels 
Damage Threshold: +2 damage threshold every 3 levels 
Defense: +1 defense every 2 levels 
Toughness/ Resolve/ Morale Bonus: +1 toughness every 3 levels 
Resolve/ Morale Bonus: +1 resolve and morale bonus every 4 levels 
Damage Resistance: +1 damage resistance every 4 levels 
Attack Bonus: +1 attack bonus every 2 levels 
Bonus Attack Power Rating: +1 power rating of damage every 10 levels 
Primary Skills: +1 to every 2 levels  
Secondary Skills: +1 every 3 levels 
 

Jackal Specialists 
 These are the options of specialist customization for jackals. 

 
Jackal Engineer 
 +2 requisition 
Engineer Supplies: The jackal engineer has a laser cutter, hacking tool, and 4 repair kits. 
Technical Expertise: A jackal engineer is trained in science and technology, and solves technical problems for advanced units. 
For the jackal engineer, science and computers are both primary skills. When the leader needs to make science or computers 
checks, they can use the jackal engineer’s bonus instead of their own. The jackal engineer also has the equipment to perform 4 
vehicular repairs before they are out of supplies and can cut through many doors and obstacles given enough time. 

 
Jackal Saboteur 
 +3 requisition 
Explosives Supply: The jackal saboteur has eight explosives pulled from the following list: plasma grenades, firebombs, plasma 
charges, and spike grenades 
Demolitions Expert: Any explosives used by a unit with a jackal saboteur gains +5 penetration. In addition, the saboteur can act 
on their own to plant explosives where directed by their commander. Must of their planted explosives operate off of a timer. 

 
Jackal Shield Bearer 
 +4 requisition 
Shield and Pistol: The jackal shield bearer is equipped with a plasma pistol and a heavy directed energy shield instead of the 
normal weapon options 
Shield Bearer: When the leader’s squad is hit, they can allocate the hit to a shield-bearing jackal. If they do, roll a d20. On a 12+, 
the attack is negated. If they suffer multiple hits from a burst weapon, only one hit can be allocated to the jackal, as normal 

 
Jackal Shield Bearer Major 
 +6 requisition 
Shield and Pistol: The jackal shield bearer is equipped with a plasma pistol and a heavy directed energy shield instead of the 
normal weapon options 
Shield Bearer: When the leader’s squad is hit, they can allocate the hit to a shield-bearing jackal. If they do, roll a d20. On a 12+, 
the attack is negated. If they suffer multiple hits from a burst weapon, only one hit can be allocated to the jackal, as normal 
Senior Kig-Yar: The jackal gains +2 damage resistance and +1 life.   
 

Jackal Sniper 
+4 requisition 
Jackal Marksman: The sniper specialist gains access to a beam rifle or needle rifle as their primary weapon.   
Headhunter: The sniper specialist gains +2 accuracy and +1 power rating of damage with their sniper rifle. 
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Elite 
Requisition Points: 12 
Life: 6   Damage Threshold: 22 
Defense: 14  Toughness: 14   Resolve: 14 
Speed: 6   Shift Speed: 1   Morale Bonus: +2 
Space: 1 square  Reach: 1 square    
Damage Resistance: 10 
Attack Bonus: +3 

Primary Skills (+3 bonus):  Athletics, Acrobatics, Pilot, Tactics 
Secondary Skills (+1 bonus): Endurance, Influence, Lore, Medicine 
Equipment: Sangheili Combat Harness, one primary weapon chosen from the standard gear layouts options for characters, 
Plasma Grenade 
 
Challenge Accepted: When in a squad with an elite leader, elite minors can assist the leader with their Challenge Accepted 
opportunity attacks if they are equipped with the same weapon.   
 
Independent Pilot: The elite can function independently as the pilot of a vehicle or turret that was requisitioned by the player 
or called down using command abilities. They pilot the vehicle as directed by the leader of their unit and perform whatever kind 
of support is needed.  
 
Life: +1 life every 4 levels 
Damage Threshold: +2 damage threshold every 2 levels 
Defense/ Toughness/ Resolve/ Morale Bonus: +1 defense, toughness, resolve, and morale bonus every 2 levels 
Damage Resistance: +1 damage resistance every 3 levels 
Attack Bonus: +1 attack bonus every 2 levels 
Bonus Attack Power Rating: +1 power rating of damage every 10 levels 
Move Speed: +1 move speed every 10 levels 
Primary Skills: +1 to every 2 levels  
Secondary Skills: +1 every 3 levels 
 

Elite Specialists 
 These are the options of specialist customization for elites. 
 

Elite Support Staff 
 +5 requisition 
Medical Support: An elite support staff can perform first aid on the squad leader or try to revive dropped squad members. They 
have six medipacks they can use heal or revive allies. They can perform medicine in the same standard action used by the unit 
to fire. If a squad member is dropped but not killed, they can spend a medipack to revive them with 1 life. Otherwise, they can 
use their medipacks to either restore 2 life to a wounded squad member or perform a normal heal action on their squad leader 
or any other adjacent ally. Medicine is also a primary skill for the support staff.  
Tactical Support: An elite support staff can place command orders for their unit leader using their own standard action. They 
use their leader’s tactics bonus or their own, whichever is higher. They can issue an order in the same action that the unit uses 
to make an attack.  
 

Elite Heavy Weapon Trooper 
 +4 requisition 
Heavy Weapon’s Specialist: In addition to their primary weapon, the elite heavy carries a fuel rod cannon or a plasma cannon. 
When firing this weapon, they can fire at a different target than the rest of their squad, assuming their target is a vehicle, 
object, terrain feature, or an enemy of large-sized or larger.  
 

Elite Veteran 
 +6 requisition 
Extra Weapons: In addition to their primary weapon, the elite can pick a weapon from the secondary weapon category of 
Covenant weapons. This weapon must cost 5 requisition or less. The elite also gains 2 plasma grenades and a combat blade. 
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Lethal Elite: The elite gains +3 damage resistance, +2 damage threshold, and +1 life.   
 

Brute 
Requisition Points: 12 
Life: 6   Damage Threshold: 30 
Defense: 11  Toughness: 16   Resolve: 11 
Speed: 6   Shift Speed: 1   Morale Bonus: +1 
Space: 1 square  Reach: 1 square    
Damage Resistance: 11 
Attack Bonus: +2 

Primary Skills (+3 bonus):  Athletics, Acrobatics, Pilot, Tactics 
Secondary Skills (+1 bonus): Endurance, Influence, Lore, Medicine 
Equipment: Jiralhanae Combat Harness, one primary weapon chosen from the standard gear layouts options for characters, 
Spiker Grenade 
 
Brutish Resilience: When in a squad with a brute leader, brute minions regain 1 lost life when the leader activates their rage. 
 
Independent Pilot: The brute can function independently as the pilot of a vehicle or turret that was requisitioned by the player 
or called down using command abilities. They pilot the vehicle as directed by the leader of their unit and perform whatever kind 
of support is needed.  
 
Life: +1 life every 3 levels 
Damage Threshold: +2 damage threshold every 2 levels 
Defense/ Toughness: +1 defense and toughness per 2 levels 
Resolve/ Morale Bonus: +1 resolve and morale bonus every 3 levels 
Damage Resistance: +1 damage resistance every 3 levels 
Attack Bonus: +1 attack bonus every 2 levels 
Bonus Attack Power Rating: +1 power rating of damage every 10 levels 
Primary Skills: +1 to every 2 levels  
Secondary Skills: +1 every 3 levels 
 

Brute Specialists 
 These are the options of specialist customization for brutes. 
 

Brute Bodyguard 
 +6 requisition 
Vicious Protector: The brute body guard has +4 damage threshold and +2 life. If the squad suffers any attacks against them, the 
brute bodyguard must take at least one of the hits. If an attack hits the brute body guard for damage equal to their damage 
threshold, they do not go down. Instead, they lose twice as much life.* 
*When using the new alternate squad life system (see rules changes later on), the brute bodyguard takes 1 less life damage 
from all sources, to a minimum of 1. This is instead of taking extra life damage for a critical hit, because that is now baseline.  
 

Brute Heavy Weapon Trooper 
 +4 requisition 
Heavy Weapon’s Specialist: In addition to their primary weapon, the brute heavy carries a fuel rod cannon, brute shot, or 
plasma cannon. When firing this weapon, they can fire at a different target than the rest of their squad, assuming their target is 
a vehicle, object, terrain feature, or an enemy of large-sized or larger.  
 

Brute Veteran 
 +6 requisition 
Extra Weapons: In addition to their primary weapon, the brute can pick a weapon from the secondary weapon category of 
Covenant weapons. This weapon must cost 5 requisition or less. The brute also gains 2 spiker grenades and a combat blade. 
Brutal Warrior: The brute gains +3 damage resistance, +2 damage threshold, and +1 life.   
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Requisitioning Vehicles 
 These are the vehicles that can be requisitioned for Covenant characters in the Halo RPG. A separate section is 
included for vehicles of the Banished sub-faction. Only banished can requisition these vehicles.     
 

Covenant Handbook 
Banshee: 18 requisition 
Chopper: 10 requisition 
Ghost: 8 requisition 
Phantom: 50 requisition 
Prowler: 15 requisition 
Spectre: 15 requisition 
Spirit: 46 requisition 
Wraith: 23 requisition 
 

Advanced Warfare: Covenant Vehicles 
Locust: 26 requisition 
Vampire: 36 requisition 
 

Advanced Warfare: Banished Vehicles 
Blisterback: 35 requisition 
Marauder: 18 requisition 
Reaver: 22 requisition 
Shroud: 30 requisition 
 

  



20 
 

Part 2: Command Call-down, Character 
Options, and Equipment (1-26-2022 
Version) 
Command Call-down Changes 
 Command call-downs have received a number of changes to make them more actively useful in practice. The first is 
the number of command points that you have for a mission. The formula is similar to as it was before, but now all command 
levels gain +3 command points for a mission.  
 

Command Level Command Points 

Poor Command ½ Tactics Ranks +3 

Average Command Intelligence + ½ Tactics Ranks +3 

Good Command Intelligence + Tactics ranks +3 

Excellent Command Intelligence + Instincts + Tactics ranks +3 

 
 In addition, if you had unspent requisition before going on a mission, you gain a bonus to your command points for that 
mission equal to ½ the unspent requisition points.  
 
 In addition, different character options are changed for how they work with command points.  
 

ONI Operative 
 Oni Operatives maintain their Excellent Command value. In addition, they reduce the command point cost of all command call-
downs by 1, to a minimum of 0. They reduce the cost of command powers by an additional 1 per 10 levels. Finally, they retain 
their +5 bonus to artillery strikes, even though the artillery strike mechanic has changed (see below).  
 

T’vaoan Jackal Skirmisher 
Jackal skirmishers now have Average Command value instead of Poor Command value. In addition, they can issue orders as a 
standard action instead of a full-round action.  
 

Artillery Strike Bonuses 
Artillery strikes now work very differently, as will be discussed. Because they work differently, all talents, specialization, and 
other features that give a bonus to artillery strike accuracy, now gives half as much accuracy (rounded down, minimum +1). The 
exception to this is the ONI Operative’s base artillery strike bonus, which remains at +5.  
 

Artillery Strike Changes 
 Artillery strikes are changing in a big way. Instead of being based on getting lucky with a very inaccurate attack, 
artillery strikes now work on random chance. You will roll a d20 and see if the attack hits or not, comparing a natural d20 roll 
versus the check result. For example, for a UNSC mortar strike, you will roll 3d20 against every target in a Burst (2) area. Every 
14+ that is rolled, a target is hit by 1 mortar blast. For a plasma mortar strike, you will target a Burst (4) area and roll 2d20 for 
the whole area. For each 14+ you roll, the entire area is hit by a powerful attack. Artillery strikes will have many variations and 
formulas on how effective they are.  
 
 Artillery strike modifiers still apply on these random chance rolls, and are the only way to modify these ‘luck’ checks. 
For example, the ONI Operative still possesses a +5 bonus on artillery strikes. If he/she were to issue a mortar strike, they would 
gain +5 on the random roll, only requiring a 9+ to hit a target with a mortar blast. Artillery strike bonuses stack together, but 
remember all other artillery strike bonuses are half what they are in current publications. 
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 In addition, another change is the modification to the Targeting Laser command power that both factions possess. 
First of all, it is instantaneous now; it activates as soon as you use it. Second, it now synergizes with artillery strikes. You can use 
a targeting laser to redirect an incoming artillery strike to a different target location. If that artillery strike arrives within 1 
round, it also gains +4 artillery strike accuracy. This sets up lots of coordinated effectiveness with artillery strikes, letting you 
redirect to make sure it hits and give it additional accuracy. This rewards good tactical play. 
 

Command Power Changes 
 This section will give a brief look on how all command powers in the game have changed. None of this is final, but this 
is the current playtest notes.  
  

Basic UNSC Orders 
 

Ammunition Drop 
-Still drops 3 pistols or rifles of the user’s choice, excluding rail gun and grenade launcher. Now drops 6 equipment slots worth 
of ammunition for each chosen weapon. See the Carrying Ammunition section later on. Can still replace a weapon and all 
associated ammunition with 3 medipacks or 3 explosives. 
 

Mortar Barrage 
-Surface Distant reduced to 2 rounds. 
New Effect: You order a barrage of long ranged mortar shells to blast apart an area. This an artillery strike that effects all 
targets in a Burst (3) area. It only effects surface targets. When the barrage hits, roll 3d20 for every target in the area. For every 
14+ rolled against a target, it deals a hit of 30 damage to that target.. 
 

Reinforcements 
-Surface Immediate changed to 1 minute 
-Surface Distant changed to 10 minutes 
-Underground Immediate changed to 5 minutes 
-Underground Distant changed to 1 hour 
 

Replacement 
-Surface Immediate changed to 1 minute 
-Surface Distant changed to 10 minutes 
-Underground Immediate changed to 5 minutes 
-Underground Distant changed to 1 hour 
 

Scanner Sweep 
-Surface Immediate and Surface Distant changed to instantaneous 
 

Targeting Laser *Complete Rework* 
Basic UNSC Miscellaneous Command 
Tactics DC: 5   Command Points: 1 
Surface Immediate: Instantaneous Underground Immediate: NA 
Surface Distant: Instantaneous  Underground Distant: NA 
Effect: You order orbital assets to provide additional targeting data on a single target. You chose a target within line of sight. 
After a round, the targeting laser marks the target. Until the start of your next turn, all allies with a digital uplink gain +5 
accuracy against that target. In addition, when you use targeting laser, you can redirect one incoming artillery strike command 
to be centered on the targeted location, instead of its previous ordered location. If that artillery strike arrives within 1 round, it 
also gains +4 to the artillery strike random roll(s). 
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Advanced UNSC Orders 
 

Artillery Bombardment 
-Surface Immediate reduced to 2 rounds 
-Surface Distant reduced to 4 rounds 
New Effect: You order a long-ranged artillery to bombard an area. This may be from a distant scorpion tank, defensive siege 
turret, or similar weapon. This attack targets a Burst (4) area. It only effects surface targets. When the barrage arrives, roll a 
d20. On a 12+, it deals 60 damage to all in the area with Penetration (30) and High Explosive trait. The round after the attack 
lands, roll on that same area again, but hitting on a 9+. The next round, a third identical attack hits the location for a final time, 
hitting on a 6+.  
 

Heavy Weapon Drop *New* 
Advanced UNSC Resupply 
Tactics DC: 14   Command Points: 4 
Surface Immediate: 5 rounds  Underground Immediate: NA 
Surface Distant: 2 minutes  Underground Distant: NA 
Effect: You call for heavy weapon supply drops to be delivered on the battlefield. This drop pod contains weapons and 
ammunition that can be used in the field. The pod contains two heavy weapons of the character’s choice from the following list: 
grenade launcher, railgun, flamethrower, heavy machine gun, rocket launcher, or spartan laser. The pod also has 12 equipment 
slots of ammunition for each weapon. If the pod drops into an active encounter, they take up 1 square and can be used for 
cover. 
Note: Optionally, you can pay 4 more command points to have an additional ammunition drop. This drop can be filled with the 
same weapons or a different selection. This can be performed multiple times, each ammunition drop costing an additional 4 
command points.  
 

Pelican Drop: Engineering Crew 
-Surface Immediate changed to 3 rounds 
-Surface Distant changed to 2 minutes 
 

Pelican Drop: Soldiers 
-Surface Immediate changed to 3 rounds 
-Surface Distant changed to 2 minutes 
 

Pelican Pickup 
-Surface Immediate changed to 3 rounds 
-Surface Distant changed to 2 minute 

 
Secure Position 
-Surface Immediate changed to 1 minute 
-Surface Distant changed to 10 minutes 
-Underground Immediate changed to 5 minutes 
-Underground Distant changed to 1 hour 

-Power now summons 1 group of marines (small sized-swarm) and 1 marine sergeant 

 

Sniper Support 
-Surface Immediate changed to 1 minute 
-Surface Distant changed to 10 minutes 
-Underground Immediate changed to 5 minutes 
-Underground Distant changed to 1 hour 
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Precision UNSC Orders 
 

Carpet Bomb 
-Surface Immediate changed to 1 round 
-Surface Distant changed to 3 rounds 
Effect: You order an area to be struck with a series of long-ranged ordinance bombardments, usually by aircraft flying by and 
dropping a payload of bombs and missiles. You mark a rectangular area for bombardment that is 10 squares wide and 60 
squares long. Roll 5d20 for every target within the area. It only effects surface targets. For every 14+ rolled against a target, it 
deals a hit of 40 damage to that target, penetration (5). 
 

Heavy Weapon Drop *Removed* 
-Power reworked moved to Advanced UNSC Orders 

 
ODST Reinforcements *Removed* 
-ODST Minions removed, may be readded when ODST Background is added 
 

Pelican Drop: Light Vehicles 
-Surface Immediate changed to 3 rounds 
-Surface Distant changed to 2 minutes 
 

Recon Flight  
-No Changes 

 
Strafing Run 
Effect: Your order a fleet of aircraft, usually hornets, to do a flyby over an area and shred opposition with machine gun fire. Pick 
5 targets within line of sight. Each target must be within 50 squares of another target when the order is placed. Roll a d20 for 
each target when the attack arrives. On a 6+, a target suffers 30 damage with Penetration (8), with hailfire +1 for every 2 points 
the artillery attack surpassed the DC.   
Note: Optionally, you can choose to mark more than 5 targets with this ability. Doing so increases the tactics DC to activate this 
power by 2 per additional target. Furthermore, the attack roll suffers -2 accuracy for each target beyond the 5th.  
 

Commander UNSC Orders 
 
Anti-Air Cover 
-Surface Immediate changed to 2 rounds 
-Surface Distant changed to 5 rounds 
Effect: Your order anti-air artillery support to clear an airspace of enemy aircraft. The area fills with shrapnel and anti-air missile 
fire. Mark a 100 by 100 area that is at least 6 squares off the ground. This ability only effects flying targets. The area persists for 
3 turns. At the start of the commanding character’s turn, all targets within the area must roll 3d20. For every 12+, those targets  
suffer a hit of 60 damage with Penetration (20). In addition, any pilots flying in the area must make a DC 20 pilot check at the 
start of their turn or suffer another hit 40 damage with Penetration (20). The area also counts as difficult terrain.  

 
Archer Missiles 
Effect: Your order a barrage of powerful archer missiles from a command ship in orbit. Pick 5 target locations within line of 
sight. Each target is a Burst (8) area that must be within 100 squares of another target when the order is placed. Roll a d20 for 
each target. If the attack is an 8+, all targets within the area suffer 100 damage with Penetration (30) and the High Explosive 
rule. This attack can be used to reliably destroy bridges, buildings, and even bomb bunkers. Destroying some structures may 
require multiple designated missile strikes (GM’s discretion).  

 
Escort Craft 
-Surface Immediate changed to 3 rounds 
-Surface Distant changed to 2 minutes 
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Pelican Drop: Heavy Vehicles 
-Previously a Generals Order 
-Surface Immediate changed to 3 rounds 
-Surface Distant changed to 2 minutes 

 
ODST Drop 
-Surface Immediate changed to 1 round 
-Surface Distant changed to 3 rounds 
 

General UNSC Orders 
 

MAC Blast 
-Surface Immediate changed to 5 rounds 
-Surface Distant changed to 1 minute 
Effect: You order a command ship in orbit to bombard an area with their potent primary weapon: a MAC cannon. Pick a Burst 
10 location within line of sight. The attack automatically hits when the artillery strike arrives, but still roll an artillery strike 
check. For every point you roll above a 10, increase the damage by 10 against all targets. For every point you roll below a 10, 
decrease the damage by 10 against all targets. When the barrage hits, all targets with a Burst (10) of the blast suffer 300 
damage with the Piercing trait. All targets within a Burst (10-20) instead suffer 100 damage with Piercing trait. This attack is 
incredibly powerful and will frequently destroy all structures within the impact zone.  
 

Pelican Drop: Heavy Vehicles *Removed* 
-Now a Commander Order 

 

Basic Covenant Orders  
 
 

Ammunition Drop 
-Still drops 3 pistols or rifles of the user’s choice, excluding concussion rifle. Now drops 6 equipment slots worth of ammunition 
for each chosen weapon. See the Carrying Ammunition section later on. Can still replace a weapon and all associated 
ammunition with 3 medipacks or 3 explosives. 
 

Fuel Rod Cannon Blast 
-Surface Distant reduced to 2 rounds. 
New Effect Effect: You order a banshee or artillery unit to strike a target with a single fuel cannon blast. When the attack 
arrives, roll a d20. On a 12+, the attack hits the target, dealing 80 damage with Penetration (40).  

 
Grunt Mob 
-Surface Immediate changed to 1 minute 
-Surface Distant changed to 10 minutes 
-Underground Immediate changed to 5 minutes 
-Underground Distant changed to 1 hour 
New Effect: Now summons a group of grunt minors (small sized swarm). At level 8 can add an accompanying grunt major for 1 
command points apiece (maximum 4). At level 12, can add an accompanying grunt heavy for 2 command points apiece 
(maximum 2).  
 

Reinforcements 
-Surface Immediate changed to 1 minute 
-Surface Distant changed to 10 minutes 
-Underground Immediate changed to 5 minutes 
-Underground Distant changed to 1 hour 
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Replacement 
-Surface Immediate changed to 1 minute 
-Surface Distant changed to 10 minutes 
-Underground Immediate changed to 5 minutes 
-Underground Distant changed to 1 hour 
 

Scanner Sweep 
-Surface Immediate and Surface Distant changed to instantaneous 
 

Targeting Laser *Complete Rework* 
Basic Covenant Miscellaneous Command 
Tactics DC: 5   Command Points: 1 
Surface Immediate: Instantaneous Underground Immediate: NA 
Surface Distant: Instantaneous  Underground Distant: NA 
Effect: You order orbital assets to provide additional targeting data on a single target. You chose a target within line of sight. 
After a round, the targeting laser marks the target. Until the start of your next turn, all allies with a digital uplink gain +5 
accuracy against that target. In addition, when you use targeting laser, you can redirect one incoming artillery strike command 
to be centered on the targeted location, instead of its previous ordered location. If that artillery strike arrives within 1 round, it 
also gains +4 to the artillery strike random roll(s). 
 

Advanced Covenant Orders 
 

Deployable Lookout Tower 
-No Changes 
 

Heavy Weapon Drop *New* 
Advanced Covenant Resupply 
Tactics DC: 14   Command Points: 4 
Surface Immediate: 5 rounds  Underground Immediate: NA 
Surface Distant: 2 minutes  Underground Distant: NA 
Effect: You call for heavy weapon supply drops to be delivered on the battlefield. This drop pod contains weapons and 
ammunition that can be used in the field. The pod contains two heavy weapons of the character’s choice from the following list: 
concussion rifle, brute shot, fuel rod gun, or plasma cannon. The pod also has 12 equipment slots of ammunition for each 
weapon. If the pod drops into an active encounter, they take up 1 square and can be used for cover. 
Note: Optionally, you can pay 4 more command points to have an additional ammunition drop. This drop can be filled with the 
same weapons or a different selection. This can be performed multiple times, each ammunition drop costing an additional 4 
command points.  

 
Jackal Support Team 
-Surface Immediate changed to 1 minute 
-Surface Distant changed to 10 minutes 
-Underground Immediate changed to 5 minutes 
-Underground Distant changed to 1 hour 
 

Plasma Mortar Strike 
-Surface Immediate changed to 2 rounds 
-Surface Distant changed to 5 rounds 
New Effect: You order a wraith tank to make a long-ranged bombardment to the targeted Burst (4) location. This strike can only 
effect ground targets Roll two separate d20s. For each 14+ that you roll, all targets in the area suffer 60 damage with 
Penetration (30) and Burst (4).   
 

Shade Turret Drop 
-No Changes 
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Transport Drop: Reinforcements 
-Surface Immediate changed to 3 rounds 
-Surface Distant changed to 2 minutes 
 

Transport Pickup 
-Surface Immediate changed to 3 rounds 
-Surface Distant changed to 2 minutes 
 

Precision Covenant Orders 
 

Engineer Support 
-Surface Immediate changed to 1 minute 
-Surface Distant changed to 10 minutes 
-Underground Immediate changed to 5 minutes 
-Underground Distant changed to 1 hour 
 

Incursion 
-Surface Immediate changed to 1 minute 
-Surface Distant changed to 10 minutes 
-Underground Immediate changed to 5 minutes 
-Underground Distant changed to 1 hour 
New Effect: You order forth several squads of reinforcements to help secure a location. Once they arrive, they help you with 
either a single battle. After the battle is over, they will secure that position and prevent any enemies from taking that location. 
When summoned, the incursion marches to the party on foot, so they will arrive slowly. The players might need to hold their 
location until they arrive or have the attack force meet them at the objective location. The incursion consists of the following: 
two brute or elite minors, 4 jackal shield minors, and 3 groups of grunt minors (small-sized swarms). 
Note: Optionally, if you are at least level 15, you have the additional following customization options: 
-You can pay 2 points to replace a brute or elite minor with a brute or elite major 
-You can pay 1 point to replace 2 jackal shield minors with either grunt majors, elite minors, or brute minors. 
-You can pay 1 point to replace 1 jackal shield minor with a jackal shield major  
 

Phantom Covering Fire 
-Surface Immediate changed to 3 rounds 
-Surface Distant changed to 2 minutes 

 
Reconnaissance Flight  
-No Changes 
 

Scorch and Burn 
-Surface Immediate changed to 2 rounds 
-Surface Distant changed to 5 rounds 
Effect: You order a full, focused bombardment on the target area. Your artillery forces focus all their wrath on the target area, 
using plasma mortars, fuel rod cannons, and plasma fire to eviscerate all enemies. This power effects a square area that is 20 by 
20 squares. Roll 6d20 for every target within the area. On every 12+, a target suffers 40 damage with the Penetration (30) and 
Plasma weapon traits. The area persists for 3 rounds once in place. It counts as an area of difficult terrain. The triggering 
character rolls another 6d20 for every target within the area at the start of their turns.  
 

Transport Drop: Light Vehicles 
Surface Immediate changed to 3 rounds 
Surface Distant changed to 2 minutes 
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Commander Covenant Orders 
 

Anti-Air Barrage 
-Surface Immediate changed to 2 rounds 
-Surface Distant changed to 5 rounds 
New Effect: Your order anti-air wraiths to target up to 3 enemy aircraft. Each aircraft must be within 50 squares of one other 
target. This ability only effects flying targets. Roll 3d20 for each aircraft. For every 15+, those targets suffer a hit of 80 damage 
with Penetration (40) and Hailfire (3).  

 
Banshee Escort 
-Surface Immediate changed to 3 rounds 
-Surface Distant changed to 2 minutes 
 

Orbital Beam 
-Surface Immediate changed to 5 rounds 
-Surface Distant changed to 1 minute 
Effect: Your order a Covenant capital ship to fire a glassing beam at the target location. These devastating beams, when 
properly calibrated, can be used to annihilate worlds. Even a lesser powered beam, such as the ones this power calls down, can 
devastate an area and disintegrate all enemy combatants. Mark a Burst (10) area when using this power. The attack 
automatically hits when the artillery strike arrives, but still roll an artillery strike check. For every point you roll above a 10, 
increase the damage by 20 against all targets. For every point you roll below a 10, decrease the damage by 20 against all 
targets. If you low roll enough that you would reduce the damage by 80 or more, the beam is not properly aimed and does not 
strike.  
 

Once the beam sets down, all targets within the area suffer 80 piercing damage. The beam persists for 5 rounds, 
dealing damage on initial impact and to every target that ends their turn within the effect. This beam does excessive damage to 
terrain, and usually disintegrates buildings, collapses tunnels and structures, and leaves a large glass crater where it lands. 
Targets still within the area when the orbital beam begins carving into the ground will fall into the crater. 
Note: Unlike many artillery strikes, this power could possible target enemies that are underground. This is because the beam 
tears through terrain very quickly. For every round the beam is active, it blasts through 10 squares of solid ground. Therefore, 
on its final round, it bypasses 30 squares of terrain. This may allow it to reach underground targets after a number of rounds. 
For example, targeting an enemy that is 10 squares underground, the first round the beam spends bypassing the ground, and 
the second and third rounds will be spent attacking the target. Of course, targeting an underground opponent is a good way to 
simply destroy the building and cause a collapse. It is up the GM’s discretion whether this function can be done and what its 
consequences will be.   
 

Transport Drop: Hunters 
-Surface Immediate changed to 3 rounds 
-Surface Distant changed to 2 minutes 
 

Transport Drop: Wraith *New* 
-Previously a Generals Order 
-Surface Immediate changed to 3 rounds 
-Surface Distant changed to 2 minutes 
 

General Orders 
 

Rain of Destruction 
-Surface Immediate changed to 1 minute 
-Surface Distant changed to 2 minutes 
 

Transport Drop: Wraith *Removed* 
-Now a Commander Order 
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New and Revised Specialization Themes 
 As there have been changes to the way the Halo military campaign and requisition rules work, specializations that 
relate to them also have been updated and improved. In addition, we finally have a leader theme that does not relate to 
squads, like we have in other game systems.  

 

Field Commander Theme *Revised Theme, previously the Leader theme* 
Theme Skill Focuses: Leadership, Medicine, Tactics 
 Leaders know that strength comes from a cohesive group, not one lone wolf. Leaders focus on leader squads of 
combined units to ultimate effectiveness. Trained leaders keep their squads alive and performing. Their raw leadership means 
many others will volunteer to serve in their divisions.   
Note: This leadership-focused specialization focuses on leader squadrons of NPCs, not other players. Its effects only relate to 
your own squadron. 
 

Basic Specialization: Sergeant 
Ability Score: +1 Willpower 
Talent: Inspirational Presence 
Special Ability (Inspired Comeback): When commanding a unit, the character can spend a morale point to make a DC 15 
leadership check. If they succeed, they restore 1 life to one troop. For every 10 points that they exceed the DC, they can restore 
1 additional life. They also gain +3 requisition for purchasing squad members.      
 

Advanced Specialization: Lieutenant 
Special Ability (Calculated Movement): When commanding a unit of at least 3 squad members, your squad gains +2 defense, 
and gains +5 damage resistance against burst attacks.  In addition, once per round when a squad member makes an attack or 
skill check, you can spend a morale to act as if you made the roll in their place (with all of your normal bonuses).  Finally, you 
gain +3 requisition for purchasing squad members 
. 

Master Specialization: Colonel 
Ability Score: +1 Willpower 
Special Ability (Strategic Mastery): When commanding a unit of at least 5 squad members, your squad gains +3 defense and 
accuracy.  In addition, once per round when a trooper in your unit would drop or be killed, you may make a tactical gambit as a 
free action, spending two morale to make a DC 25 tactics check.  If you succeed the gambit then instead of the squad member 
dropping, they are instead restored to full life and have their gear refreshed.  Finally, you gain +2 maximum squad members in 
your unit.  
 

Tactical Coordinator Theme *Revised Theme* 
Theme Skill Focuses: Defensive Training, Science, Tactics 
 Tactical coordinators are experts at calling in tactical support in difficult operations. They are familiar with the 
command structure of the military and the capacities of artillery and air support. Their skill in tactics allows them to order 
elaborate, coordinated tactical strikes with long ranged artillery and always have support ready in heavy engagements.    
 

Basic Specialization: Tactician 
Ability Score: +1 Intelligence 
Talent: Close Combat Shot 
Special Ability (Effective Orders): At the end of any encounter that the character spent command points, they regain 1 
command point, +1 command point for every 4 points of tactics. They also gain access to advanced orders as per the Tactical 
Clearance 1 talent if they did not already have it. If they already had advanced orders, or would gain so later, they recover 1 
additional command point after every encounter. 
 
 
 
 
 



29 
 

Advanced Specialization: Field Officer 
Special Ability (Master Plan): When the character orders a command call down effect, they can instantly make a second 
command call down of equal cost or less. The cost of the first effects is increased by half the cost of the second command. They 
also gain access to precision orders as per the Tactical Clearance II talent if they did not already have it. If they did not have 
access advanced orders when gaining this, they will have access to precision and basic orders but not advanced. If they already 
had precision orders, or would gain so later, then the cost of their first order every encounter is reduced by 2. 

 

Master Specialization: Master of Ordinance 
Ability Score: +1 Instinct 
Special Ability (Precision Bombardment): When the character makes a command order that involves an artillery against a 
location, the artillery strike rolls gain advantage. In addition, the character gains +5 command points.  They also gain access to 
commander orders as per the Tactical Clearance III talent if they did not already have it. If they did not have access advanced or 
precision orders when gaining this, they will have access to commander and basic orders but not advanced or precision. If they 
already had commander orders, or would gain so later, then all ordered artillery strikes arrive in half the normal time. 

 

Fireteam Leader Theme 
Theme Skill Focuses: Influence, Leadership, Tactics 
 Squad leaders organize fireteams of trained individuals in battle so that everyone performs their job to the best of 
their ability. Squad leaders inspire and organize their comrades; beacons of charisma that their allies perform their jobs to the 
best of their abilities. Squad leaders organize  
Note: This leadership-focused specialization focuses on leading other individual characters, such as other player character. It 
does not function with squadron mechanics.  
 

Basic Specialization: Leader 
Ability Score: +1 Willpower 
Talent: Inspirational Presence 
Special Ability (Rallying Boost): Whenever the character uses the Rally function of the Leadership skill, each ally that gains a 
morale point also gains temporary hit points equal to the leader’s ranks in leadership. These temporary hit points do not stack. 

 

Advanced Specialization: Military Commander 
Special Ability (Push Forward): When the military commander generates morale points using the rally ability, the rally action 
generates 1 more morale and you can give two morale to a single ally.  In addition, the character’s allies under the effects of his 
leadership gain a bonus to their movement speed equal to their current morale level (minimum 0). 
 

Master Specialization: Inspirational Icon 
Ability Score: +1 Willpower 
Special Ability (Inspirational Rally): When the character uses Rally on an ally, their ally can spend a morale point that turn 
without losing a morale level. In addition, allies under your leadership gain +2 morale bonus.  
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New Human Background: ODST 
 

Orbital Drop Shock Trooper 
Characteristic Points: 15 
Ability Score: +1 fortitude, +1 instinct, +1 agility 
High Requisition: The ODST has a high requisition value. In addition, they always requisition ODST Battle Armor for no cost. 
Average Command: The marine maverick gains command points equal to 3+ their Intelligence + ½ their ranks in Tactics. 
No Squad Members: An ODST operates with their equally skilled squad members. They function as a team, not generally 
leading lesser troops in battle. An ODST cannot requisition squad members and cannot generally form a squadron. 
 
Elite Troopers: The ODSTs have special training that sets them apart from most of humanity’s soldiers. They gain +1 to the 
following attributes: defense, toughness, resolve, initiative, and attack accuracy. These bonuses increase by 1 for every 5 levels 
they possess.  
 
Shock Assault: An ODST can perform a full rounds worth of activities on a surprise round. In addition, at the start of an 
encounter in which the ODST was not surprising a foe, they can roll tactics skill check. If they get at least a 20, they can perform 
a standard action in the surprise round. If they get a 30, they can perform a standard and a minor in the surprise round.  
 
Orbital Drop: If the situation permits, an ODST can deploy into a mission area via an orbital drop pod, rather than via a 
transport or though foot slogging. If in a party with non-ODSTs, they can be held in reserve until they are ready to deploy into 
battle. At the start of any encounter round, or any time outside an encounter, they can announce that they deploy into battle 
that moment. Their pod arrives at any exposed, outdoor location in a battlefield that does not have anti-air cover. The pod 
occupies a 2 by 2 area that must be unoccupied. The ODST instantly emerges from the pod and performs two full round actions, 
the rolls initiative. As this requires deployment from an orbital vessel, it can only be performed once per mission.  
 
Fireteam Role: When in the preparation and requisition phase of a mission, every ODST in a party must chose a field role. They 
gain a bonus based on which role they chose. Each role can only be chosen by one ODST, unless there are more than 5 ODST 
players in a group. Then, up to 2 ODST players can assume the same role. The benefits for the role only last for the mission, 
after which new roles are determined for the next mission (you can always choose the previous role again).  
 

-Leader: The leader role provides tactical authority and leadership over their squad. The leader has a Good Command 
value instead of average. In addition, when using a leadership combat augmentation over allied ODST characters, they can 
employ three different leadership combat augmentations with the same dice roll.  
 

-Assault: The assault role is for the ODSTs wanting to push towards the enemy ranks. In a turn that the assault ODST 
moves, they gain bonus ranged weapon accuracy equal to the number of squares they moved.  
 

-Heavy: The heavy role is for the armored heavy weapons specialist ODSTs. In a turn that the ODST does not move, 
they gain +2 accuracy with heavy weapons and +3 damage resistance.  
 

-Sniper: The sniper role is for characters that provide long ranged fire support. If a sniper ODST is prone, aiming using 
a scope or digital scope, does not move on their turn, and spends a move action to aim, and firing a single shot, they gain +1 
hailfire with their attack.  
 

-Recon: The sniper role is for the fireteam’s stealth specialist. At the start of an encounter, if the recon ODST succeeds 
their Shock Assault tactics check to get an action, and there is other allies within the enemies line of sight, they are Hidden at 
the start of the encounter. In addition, recon ODSTs gain flanking bonuses to attack against an enemy that is within 2 squares of 
an ally and 6 squares of themselves.  
 

-Medic: The medic attends to the team’s wounds. The medic can perform first aid on an ally as a move action, and 
heal 10 additional hit points on first aid checks. When using first aid on an ODST ally, they also give them 10 temporary hit 
points. These hit points do not stack.  
 

-Vehicle Specialist: The vehicle specialist handles transportation and heavy equipment. The vehicle specialist gains +2 
accuracy and +1 power rating with vehicle weapons, gains +2 defense with piloted vehicles, and increases vehicle maximum 
speed by 10%.  
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Revised UNSC Race: Spartan 
 

Spartan 
Characteristic Points: 22 
Ability Score: 4 Strength, 3 Instinct, 3 Agility, 4 Fortitude, 2 Intelligence, 3 Willpower 
Bonus Talents: Jaded 
 
Spartan Focus: Spartans have a unique mechanic known as Focus. Spartans gain focus by eliminating enemies and hyper 
concentration. Spartans begin combat with no focus. They gain a focus the first time they reduce an enemy to 0 hit points in a 
turn, or if they spend a full-round action channeling their focus. They can have a maximum of 3 focus points at a time.  
 
 Focus can be used on the Spartan’s turn to enact ONE of the following effects: 
 
 -Assault: Instantly make a standard action attack 
 -Tactical Movement: Move equal to their movement speed or shift their shift speed 
 -Heightened Concentration: Gain +10 on their next attack or skill check 
 -Spartan Vigor: Spend a healing threshold to recover 5x Fortitude hit points 
 
 Using Spartan Focus requires no actions. Spartans only gain focus while within an encounter and lose all focus once 
outside an encounter. They begin every encounter with 0 focus. A Spartan cannot gain a focus from an action that they spend a 
focus on.  
 
Giants Amongst Men: Spartans are literally larger than life, towering over other humans. Spartans are giant-sized characters. As 
such they gain +2 toughness and +2 maximum strength and fortitude. They have 50 + 3x fortitude base hit points and gain 8+ 
fortitude hit points per rank of durability. They can use rifles with the Compact weapon trait as pistols, and thus use them in a 
single hand with no penalty in melee.  
 
Inhuman Resilience: Spartans can survive conditions far beyond ordinary beings. They gain advantage on all Endurance skill 
checks. They can hold their breath three times longer than their fortitude would normally allow. They also suffer half damage 
from poison, suffocation, and falling, rounded down. They gain +10 damage threshold.  
 
Military Authority: Spartans are designed to be one-man (or woman) armies that do not rely on numbers to overcome their 
foes. Therefore, Spartans cannot requisition squad members. They possess a high requisition value to determine their gear. 
Finally, Spartans can call in some support. They have an average command value, giving them command points equal to 3+ their 
intelligence + ½ their ranks in the tactics skill.  
 
MJOLNIR Armor Focus: All Spartans have a personal suit of MJOLNIR armor that they can use without having to purchase it 
with requisition or salary. Their armor is like a second skin for them and they become more proficient with it as they become 
more skilled in battle. The MJOLNIR armor of a spartan has a base damage resistance value of 13. Similarly, the armor provides 
an energy shield of 40. The shield has 5 shield armor, and regenerates 20 shield points per round after the user has not been hit 
or damaged by an attack for at least 2 rounds.    
 
Enhanced Martial Prowess: As a Spartan gains levels, they become closer to maximizing their true potential. The Spartan gains 
a bonus to many combat attributes as they increase levels. This comes from them making better use of their implements, 
improved physique, combat training, and powered armor.  
 

-Precision Firearm Training: The Spartan gains +1 accuracy and penetration with ranged weapons for every 5 levels 
they possess, starting at level 5. This does not apply to area of effect weapons, such as explosives, bursts, or cone weapons. It 
does apply to bursts that come from automatic fire, however.   

-Hyper Tuned Muscles: The Spartan gains +1 to athletics and acrobatics checks for every 3 levels they possess, 
starting at level 3.    

-Improved Reaction Time: The Spartan gains an additional reaction each turn at levels 7, 14, and 21.  
-Calibrated Shields: The Spartan’s MJOLINIR armor gains +10 shield pool, and restores an additional 5 points per 

round when recharging, at level 5 and every 5 levels afterwards.  
-MJOLNIR Proficiency: Expert usage of the MJIOLNIR armor improves its base damage resistance by 1 ever 4 levels, 

starting at level 4.  
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-Enhanced Concentration: Enhanced combat experience allows better concentration, causing the Spartan to gain a 
free Spartan focus at the end of a turn. At level 10, the Spartan gains a Spartan focus at the end of every turn in an encounter. 
Their maximum Spartan Focus also increases by 1. At level 20, this increases to 2 Spartan focus at the end of every turn, and +2 
maximum Spartan focus. At level 30, this increases to 3 Spartan focus at the end of every turn, and +3 maximum Spartan Focus.  

-Spartan Veterancy: At level 12, a Spartan can use two Spartan focus in a single turn, but they must each be different 
Spartan focus options. For example, they cannot use Assault twice in a turn, but they can use Assault and Heightened 
Concentration in the same turn, assuming they have enough focus. At level 24, they can spend 3 Spartan focus in a single turn, 
following the previously listed restrictions.  

 

Enhanced Martial Prowess Quick Table 
Level Precision 

Firearm 
Training 

Hyper 
Tuned 
Muscles 

Improved 
Reaction 
Time 

Calibrated Shields MJOLNIR 
Proficiency 

Enhanced 
Concentration 

Spartan 
Veterancy 

1 - - - - - - - 

2 - - - - - - - 

3 - +1 - - - - - 

4 - +1 - -- +1 - - 

5 +1 +1 - +10 shield pool, +5 recovery +1 - - 

6 +1 +2 - +10 shield pool, +5 recovery +1 - - 

7 +1 +2 +1 reaction +10 shield pool, +5 recovery +1 - - 

8 +1 +2 +1 reaction +10 shield pool, +5 recovery +2 - - 

9 +1 +3 +1 reaction +10 shield pool, +5 recovery +2 - - 

10 +2 +3 +1 reaction +20 shield pool, +10 recovery +2 +1 focus - 

11 +2 +3 +1 reaction +20 shield pool, +10 recovery +2 +1 focus - 

12 +2 +4 +1 reaction +20 shield pool, +10 recovery +3 +1 focus 2 focus  

13 +2 +4 +1 reaction +20 shield pool, +10 recovery +3 +1 focus 2 focus  

14 +2 +4 +2 reactions +20 shield pool, +10 recovery +3 +1 focus 2 focus  

15 +3 +5 +2 reactions +30 shield pool, +15 recovery +3 +1 focus 2 focus  

16 +3 +5 +2 reactions +30 shield pool, +15 recovery +4 +1 focus 2 focus  

17 +3 +5 +2 reactions +30 shield pool, +15 recovery +4 +1 focus 2 focus  

18 +3 +6 +2 reactions +30 shield pool, +15 recovery +4 +1 focus 2 focus  

19 +3 +6 +2 reactions +30 shield pool, +15 recovery +4 +1 focus 2 focus  

20 +4 +6 +2 reactions +40 shield pool, +20 recovery +5 +2 focus 2 focus  

21 +4 +7 +3 reactions +40 shield pool, +20 recovery +5 +2 focus 2 focus  

22 +4 +7 +3 reactions +40 shield pool, +20 recovery +5 +2 focus 2 focus  

23 +4 +7 +3 reactions +40 shield pool, +20 recovery +5 +2 focus 2 focus  

24 +4 +8 +3 reactions +40 shield pool, +20 recovery +6 +2 focus 3 focus 

25 +5 +8 +3 reactions +50 shield pool, +25 recovery +6 +2 focus 3 focus 

26 +5 +8 +3 reactions +50 shield pool, +25 recovery +6 +2 focus 3 focus 

27 +5 +9 +3 reactions +50 shield pool, +25 recovery +6 +2 focus 3 focus 

28 +5 +9 +3 reactions +50 shield pool, +25 recovery +7 +2 focus 3 focus 

29 +5 +9 +3 reactions +50 shield pool, +25 recovery +7 +2 focus 3 focus 

30 +6 +10 +3 reactions +60 shield pool, +30 recovery +7 +3 focus 3 focus 

New Talent 
 

Armor Mastery I-III 
Requirements: Fortitude 5/7/10, Defensive Training 4/8/12 
Benefit: Any armor the character wears improves their damage resistance by 1 resistance rating per rank of this talent.  
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Weapon Balance Changes 
 There is a lot of drastic overhauls to weapons as part of this update. Nearly every weapon in the game was touched 
upon in some way. In the first part of this update series, we covered how requisitioning gear functioned. This section will talk 
about the currently proposed rebalance of equipment.  
 
 If you are playing in a current campaign, your Game Master should design if you want to go ahead and use these 
updates or keep with the old versions. Obviously, the NPC entries in the game right now will still have the old versions, so there 
will be a disconnect if you are using the current NPCs. If that is not a problem for you, I encourage you to test out the updated 
weaponry. 
 

Item Slots for Ammunition 
 An important change to Halo gear is the change for ammunitions. Unlike previous iterations, every magazine type for 
a weapon will require a certain number of equipment slots, instead of taking a standardized 1. Unlike most items, ammunition 
magazines will be able to be held on an equipment belt regardless of the number of slots it requires, overriding an equipment 
belts limit’s normal limit on 1 slot items. Thus, if you have a 2-slot magazine, you could hold 3 of those on a 6 slot belt.  
 
 This change is to push in a slightly more realistic direction (avoiding the equipment belt with 6 rocket launcher 
magazines) and a game balance purpose. Previously, there was an exploit where characters could tell heavy weapons and load 
up on a dozen heavy weapon magazines and not need any other weapon. This was unbalanced and not very fluffy. Now, heavy 
weapons have, appropriately more cumbersome magazines, so you will use a heavy weapon as needed or for a short term, 
rather than it being your only weapon.  
 
 This also synergizes with the command call-downs listed earlier. When calling down a weapon with associated ammo, 
the supply pod usually comes with 6 slots of ammunition with it. If you are calling down an assault rifle with a magazine item 
slot of 2, then the pod would give you the weapon and 3 (6/2) magazines of ammunition for that weapon. 

  
Weapon Item Slots for 

Ammo 
Weapon Changes 

Heavy Handgun 1 +2 base damage 

Magnum Handgun 1 +2 base damage 

Sporting Handgun 1 +2 base damage 

Assault Rifle 2 +2 base damage 

Battle Rifle 2 +2 base damage 

Combat Shotgun 2 +2 base damage 

Designated Marksman Rifle 2 +2 base damage, +2 penetration, Fast attack speed, power rating now +4 

Grenade Launcher 6 High Explosive trait 

Railgun 2 +20 base damage, +20 penetration, Distant Range, Loses the Burst trait 

Sniper Rifle 3 -10 base damage, +4 penetration 

Squad Automatic Weapon 3 +2 base damage 

Submachine Gun 1 +2 base damage 

Tactical Shotgun 2 +2 base damage 

Flamethrower 6 High Explosive trait, power rating now +4, +2 penetration 

Heavy Machine Gun 6 +2 base damage 

Rocket Launcher 4 High Explosive trait, +10 base damage 

Spartan Laser  6 +30 base damage 

Combat Knife ---- +5 base damage 

Pistol Whip --- +3 base damage, +1 accuracy 

Rifle Butt ---- +3 base damage, +1 accuracy 

Unarmed ---- +3 base damage 

Reinforced Unarmed ---- +3 base damage 

Spartan Unarmed ---- -2 base damage, +1 accuracy 
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Weapon Item Slots for 

Ammo 
Weapon Changes 

Mauler 1 +1 base damage 

Needler 1 +2 base damage 

Plasma Pistol 2 +2 base damage 

Beam Rifle 3 -15 base damage, power rating reduced to +3, Focusing Beam trait 

Carbine 2 +6 base damage, power rating increased to +4 

Concussion Rifle 6 +5 base damage, +1 burst area, reduced to 0 penetration, High Explosive 
trait 

Needle Rifle 2 -5 base damage, Fast attack speed, Distant Range, +2 penetration 

Plasma Repeater 3 +2 base damage 

Plasma Rifle 3 +2 base damage 

Spiker 2 +2 base damage 

Storm Rifle 3 +2 base damage 

Brute Shot 6 High Explosive trait 

Fuel Rod Gun 6 High Explosive trait 

Plasma Cannon 6 +2 base damage 

Energy Sword 4 Unchanged 

Gravity Hammer 6 Unchanged 

Combat Knife ---- +5 base damage 

Pistol Whip --- +3 base damage, +1 accuracy 

Rifle Butt ---- +3 base damage, +1 accuracy 

Unarmed ---- +3 base damage 

Reinforced Unarmed ---- +3 base damage 

 

Weapon Traits 
 A few weapon traits have been reworked or added for balance purposes. The most important one of these is the new 
one, High Explosive. High Explosive is a new trait that gives ordinance a special effectiveness at destroying swarms and clusters 
of enemies. As NPC squadrons are going away, the multiple tier swarm system is going to be more important for the Halo RPG, 
and it will be important to have weapons that can counter them.  
 

Grenade *Updated* 
Description: This is a grenade-type explosive. Grenade weapons can be thrown blindly around corners and over obstacles. They 
can be thrown over walls and barricades to ignore cover, however, in doing so, they suffer a concealment penalty to accuracy 
equal to the bonus defense the target would have gained from cover. Ignoring cover still allows grenades to deal half damage 
on missed attacks, however. Because grenades are fired in a downward arc, if they miss a flying target, they deal no damage if 
the target is more squares above the ground than the burst area. Characters can make evade attempts from grenade weapons.  

 
High Explosive *New* 
Description: When the primary target of a weapon with this trait is a swarm, the attack gains +1 hailfire for every 3 points of 
attack overage the attack gains on the attack, to a maximum of +3.  
 

Overheat *Updated* 
Description: If this weapon is fired two or more turns in a row, roll a d20 after attacking with the weapon. On an 18+ the 
weapon overheats and cannot be fired on the next turn.  
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Weapon and Armor Mods 
 The mod system replaces weapon and armor upgrades. When you requisition gear, you can increase the cost of the 
item to apply a mod template to the item, which may help, or hurt, it. You can apply multiple mods to a single item, and the 
effects and costs stack. Mods can only be requisitioned at mission deployment. When you order ammo drops, you just find 
base, stock weapons.  
 
 Many mods have requirements of what type of weapon or armor they apply to. In addition, some mods have 
restrictions about being applied to another similar mod. For example, you cannot have a weapon be both special issue and 
custom issue. In addition, there is also Exclusive Mods. When exclusive mods are applied to an item, no other exclusive mod 
can also be applied to that item. Exclusive mods will be listed so in the Restrictions section of mods. 
 
 Meanwhile, some Covenant equipment is has skill requirements attached to them. This is because these are specialist 
job or role issued suits of equipment, where a member must prove themselves to the hierarchy to be worthy of the armor. To 
requisition armor with that mod, you must possess the necessary skill ranks listed. The requirements are skill ranks, not total 
bonus.  
 
 The mods here will be organized by whether they are weapon or armor mods, and whether they can be taken by the 
UNSC faction, the Covenant faction, or by anyone. For now, only requisition cost, not credit cost, is listed for mods.  
 
 Remember, that this system REPLACES weapon and armor upgrades, as well as variant ammunition, and is not in 
addition to it. 
 

Universal Weapon Mods 
Custom Issue 
Restriction: Cannot also possess Special Issue mod 
Requisition Modifier: +30 
Effect: These powerful weapons are custom ordered and designed to a custom by exact specifications by a dedicated 
craftsman. Custom issue weapons gain +2 base accuracy and improve their damage by 2 power ratings.  
 

Heavy Frame 
Restriction: Cannot also possess Light Weapon 
Requisition Modifier: +3 
Effect: Heavy frame weapons are much heavier to carry but have extra force. They are ideal for high strength characters, such 
as Spartans, jiralhanae, and sangheili. The weapon’s weight is increased by 100%, but they gain +3 penetration.   
 

Light Weapon 
Restriction: Cannot also possess Heavy Frame 
Requisition Modifier: None 
Effect: Light weapons have reduced weight and stopping power, making them ideal for low strength characters. The weight of 
light weapons is reduced by 50%, but also reduce their damage by 1 power rating.  
 

Special Issue 
Restriction: Cannot also possess Custom Issue mod 
Requisition Modifier: +10 
Effect: These weapons are given to specialists in special forces squads. Special issue weapons gain +1 base accuracy and 
improve their damage by 1 power rating. 
 

UNSC Weapon Mods 
Bayonet 
Restriction: UNSC Rifle 
Requisition Modifier: +2 
Effect: Bayonets are blades attached to the front of weapons, making them superior for striking foes in melee. Bayonet rifles 
gain 2lbs of weight, but their rifle butt attack gains +2 accuracy, +2 penetration, and +5 base damage.    
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Extra Payload 
Restriction: Grenade Launcher or Rocket Launcher 
Requisition Modifier: +5 
Effect: This mod applies extra firepower onto an ordinance weapon. The weapon gains -1 accuracy, but +2 power ratings of 
damage and +10 penetration.  
 

Extended Magazine 
Restriction: UNSC Pistol or Rifle 
Requisition Modifier: +3 
Effect: Extended magazine weapons have space for an extra magazine to be loaded in for when they run out of ammunition. 
Extended magazine weapons weight 30% more but have room for 2 weapon magazines. They can automatically switch 
magazines when the first magazine is expended, even in the middle of an attack. 
 

Longshot 
Restriction: Any non-area or explosive UNSC ranged weapon 
Requisition Modifier: +2 
Effect: Longshot weapons are designed for range and precision rather than accuracy. They reduce their base damage by 1 
power rating. However, they gain +1 accuracy and increase their base range by 1 increment.     
 

Recon 
Restriction: UNSC Pistol or Rifle 
Requisition Modifier: +1 
Effect: Recon weapons are designed for stealth missions and operations in dark environments. Lighter weapons, recon weapons 
suffer -1 accuracy and their base range is reduced by 1. Recon weapons gain suppressors, meaning that firing the weapon does 
not reveal the user while hidden if the user has cover or concealment. If a recon weapon is a rifle, then it also gains the Digital 
Scope trait.  
 

Covenant Weapon Mods 
Brute Plasma Weapon 
Restriction: Plasma Rifle  
Requisition Modifier: +3 
Effect: The jiralhanae variant of the plasma weapon has a faster fire rate but is much less stable. The weapon gains the Twin-
linked trait, but suffers -2 accuracy and gains +4 to Overheat checks.   
 

Efficient Battery 
Restriction: Plasma Pistol, Plasma Rifle, Plasma Repeater, Plasma Rifle, Plasma Cannon  
Requisition Modifier: +3 
Effect: This modified plasma weapon has a much improved, in-built, power source. The weapon possesses twice as much shots 
as normal but cannot be reloaded. Once it uses its ammunition, it can no longer fire.   
 

Incendiary 
Restriction: Mauler, Spiker  
Requisition Modifier: +3 
Effect: This brute weapon has a generator that heats up the ammunition to melt through armor. The weapon gains +3 
penetration, but also gains the Overheat trait.    
 

Illuminate 
Restriction: Plasma Pistol, Plasma Rifle, Plasma Repeater, Plasma Rifle, Plasma Cannon  
Requisition Modifier: +2 
Effect: Illuminate plasma weapons can produce light in a narrow cone when wielded. As a minor action, the weapon can 
produce light in a 6 square cone. It cannot fire while it is being used as a light source.    
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Overcharged 
Restriction: Plasma Pistol, Plasma Rifle, Plasma Repeater, Plasma Rifle, Plasma Cannon  
Requisition Modifier: +5 
Effect: Overcharged plasma weapons put more energy into every shot, rapidly burning through plasma cells for an improved 
blast. Overcharged weapons gain +2 power ratings of damage but use up twice as many shots for every fire methods. If the 
weapon does not have the Overheat, then it gains the overheat trait. If the weapon did have the Overheat trait, it gains +2 to 
Overheat checks.     
 

Universal Armor Mods 
Customized Personal Protection 
Restriction: Cannot be used with MJOLNIR 
Requisition Modifier: +30 
Effect: This armor is designed specifically for the user, to give them extra protection for no loss of mobility. The armor improves 
its damage resistance by 1 resistance rating and decreases the armor’s defense penalty by 1.   
 

Extra Storage 
Restriction: Any 
Requisition Modifier: +3 
Effect: This armor has additional pockets and slots for storage. The armor can carry 5 item slots worth of items. Items can be 
drawn from the armor as if it was an equipment belt.   
 

Reinforced Combat Armor 
Restriction: Cannot be used with MJOLNIR 
Requisition Modifier: +10 
Effect: This armor is covered with extra layers of reinforcement, providing improved armor at a cost of mobility. The armor 
improves its damage resistance by 1 resistance rating but increases its defense penalty by 1 and reduces the user’s movement 
speed by 1.  
 

Space Assault 
Restriction: Any 
Requisition Modifier: +3 
Effect: This armor has full environmental protection so it can function in space or a vacuum. The armor gains the Elemental 
Protection, Radiation Shielding, and Oxygen Supply traits, but increases its defense penalty by 1. 
 

UNSC Armor Mods 
Bullfrog-class Armor 
Restriction: Battle Armor, Environmental Armor, Light Battle Armor, Mjolnir Powered Assault Armor, Exclusive Mod 
Requisition Modifier: +15 
Effect: This armor has a built-in jet pack used for crossing dangerous terrain. The armor gives +1 agility, and comes with a jet 
pack built in. Because the jet pack is attached to the armor, the wearer can still use a backpack.  

 
COMM-class Armor 
Restriction: Battle Armor, Environmental Armor, Light Battle Armor, Mjolnir Powered Assault Armor, Exclusive Mod 
Requisition Modifier: +8 
Effect: This armor is designed for unit leaders and gives advanced tactical information and communications equipment. The 
armor allows the wearer to order a call-down command as a standard action instead of a full-round action. They also gain +1 to 
artillery strike rolls. If the wearer orders an artillery strike from Surface Distant range, it arrives 1 round sooner.   

 
DEFNDER-class MJOLNIR Armor 
Restriction: Mjolnir Powered Assault Armor, Exclusive Mod 
Requisition Modifier: +15 
Effect: The defender pattern is a Mjolnir patter armor designed to draw fire away from civilians. The armor increases its 
damage resistance by its resistance rating. The armor also gains +20 shield pool. The armor can be used as a minor action to 
automatically taunt all enemies within 6 squares of the user.  

 



38 
 

DEMO-class Armor 
Restriction: Battle Armor, Environmental Armor, Light Battle Armor, Mjolnir Powered Assault Armor, Exclusive Mod 
Requisition Modifier: +12 
Effect: Demo armor is designed to help with ordinance disposal and helps blunt the impact of explosives. The armor gains +10 
damage resistance against any area of effect attack. It also reduces the penetration of explosives, grenades, rockets, and 
missiles by half against the wearer. 

 
HVY-class Armor 
Restriction: Battle Armor, Environmental Armor, Light Battle Armor, Mjolnir Powered Assault Armor, Exclusive Mod 
Requisition Modifier: +12 
Effect: HVY, or heavy, armor helps the user make best use out of their heavy weapons. The wearer gains +2 accuracy with all 
heavy weapons and fully automatic weapons. In addition, the armor comes with an ammunition pack that can connect to a 
flamethrower, heavy machine gun, or squad assault weapon that is requisitioned at the same time. This ammunition pack is 
filled with 3 extra magazines of ammunition for the attached weapon. This ammunition can be used freely with the weapon 
without needing to reload. The associated weapon must be on the wearer’s person and not detached from the belt connecting 
to the armor to benefit from this extra ammo. The armor only works with the weapon type it was designed with. Once the 
armor’s ammo is empty, it takes 30 minutes to refill.  

 
PPE-class Armor 
Restriction: Battle Armor, Environmental Armor, Light Battle Armor, Mjolnir Powered Assault Armor, Exclusive Mod 
Requisition Modifier: +5 
Effect: This armor has been designed to take and sustain impact. The armor improves its damage resistance by its resistance 
rating and gives the wearer +4 damage threshold while worn.  

 
Recon-class Armor 
Restriction: Battle Armor, Environmental Armor, Light Battle Armor, Mjolnir Powered Assault Armor, Exclusive Mod 
Requisition Modifier: +5 
Effect: Recon armor is designed for stealth and infiltration. The armor gives advantage and +5 to stealth checks. It gives the 
wearer +1 agility.  

 
Scout-class Armor 
Restriction: Battle Armor, Environmental Armor, Light Battle Armor, Mjolnir Powered Assault Armor, Exclusive Mod 
Requisition Modifier: +5 
Effect: Scout armor is designed to help the user with espionage and raids. The armor gives +2 to the following skills: acrobatics, 
athletics, and stealth. The user also gains +2 move speed.   

 
Sharpshooter-class Armor 
Restriction: Battle Armor, Environmental Armor, Light Battle Armor, Mjolnir Powered Assault Armor, Exclusive Mod 
Requisition Modifier: +10 
Effect: This armor is designed to help aiming and making precision shots. The armor gives +2 instinct, and its defense penalty is 
reduced by 1. While the user is performing an aim action, they gain +4 maximum attack overages.  

 
TAC-class Armor 
Restriction: Battle Armor, Environmental Armor, Light Battle Armor, Mjolnir Powered Assault Armor, Exclusive Mod 
Requisition Modifier: +8 
Effect: This armor is designed for tactical support to help skilled soldiers make the best use of their skills. It increases the 
armor’s damage resistance by its resistance rating. The user also gains +3 to all checks to activate a tactics combat 
augmentation. The user gains advantage on tactics checks to order a command call-down. If this is used on a Mjolnir armor, it 
can also support 2 armor powers.  

 
WARRIOR-class MJOLNIR Armor 
Restriction: Mjolnir Powered Assault Armor, Exclusive Mod 
Requisition Modifier: +8 
Effect: The warrior pattern is a common upgrade pattern for Spartan Mjolnir armor. The armor gives +1 agility, and also 
provides +2 movement speed and +1 shift speed. 
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Covenant Armor Mods 
 

Covenant Honor Guard Combat Harness 
Restriction: Combat Harness (Brute, Elite), Requires 9 Defensive Training, Durability, Mental Training, Melee, and Tactics, 
Exclusive Mod 
Requisition Modifier: +30 
Effect: The elaborate red and gold honor guard armor is designed for the high guardians of the Conclave and the rest of the 
Covenant leadership. The armor provides +80 shield pool, +5 shield armor, and the decorative flanges give +3 defense. In 
addition, the damage resistance of the armor is increased by its resistance rating. 
 

Covenant Jump Combat Harness 
Restriction: Combat Harness (Brute), Requires 4 Athletics and Tactics ranks, Exclusive Mod 
Requisition Modifier: +15 
Effect: The blue powered combat harness for brutes also includes a jump pack allowing a jiralhane to quick leap about in battle. 
The armor gives them +1 strength and +1 move speed. The jump pack has three charges of use; it regains 1 charge at the start 
of each turn. Using a single charge, the character can instantly launch themselves 6 squares into the air, moving horizontally, 
vertically, or both. They can spend multiple charges to move an additional 6 squares in a single round. If the character doesn’t 
end on solid ground, they fall. Alternately, the jump pack can be used to boost the user’s own movement for a single round by 
spending one or more charges. For each charge spent, the character gains +3 movement speed. If the user ends their turn in 
the air, where they are not touching ground, they can spend an additional charge to hover in place and not fall.  
 

Covenant Major Combat Harness 
Restriction: Combat Harness (Brute, Elite, Grunt, Jackal), Requires 6 Defensive Training and 2 Leadership ranks, Exclusive Mod 
Requisition Modifier: +10 
Effect: This armor is designed to outfit Covenant majors, the veterans soldiers of the various races. All variations of major armor 
increases base damage resistance by the armor’s resistance rating. It provides a different benefit based on which race it was 
designed for: 
-Brute: Brute major armor is dark blue. It gives +20 shield pool and gives the character +3 requisition points for determining 
their squad. 
-Elite: Elite major armor is dark red. It gives +20 shield pool and gives the character +3 requisition points for determining their 
squad. 
-Grunt: Grunt major armor is red. It gives the character +5 requisition points for determining their squad and +1 strength. 
-Jackal: Jackal major armor is yellow. It gives the character +3 requisition points for determining their squad and +1 strength. If 
the jackal is using a Directed Energy Heavy Shield with the armor, it turns the shield a yellow hue, gives it +80 shield pool, and 
+5 shield armor.  
 

Covenant Ranger Combat Harness 
Restriction: Combat Harness (Elite, Grunt, Jackal), Requires 4 Athletics, Stealth, and Tactics ranks, Exclusive Mod 
Requisition Modifier: +12 
Effect: The green ranger armor is designed for fast attack and outflanking commando units to overwhelm foes. The armor gives 
+2 move speed. This armor also gains a jet pack that allows slow but maneuverable flight. This armor allows its user to fly 
indefinitely at a speed of 5 squares per round. When they use a move action to move, they can either walk normally or fly with 
their jet pack. Finally, this armor has full environmental protection so it can function in space or a vacuum. The armor gains the 
Elemental Protection, Radiation Shielding, and Oxygen Supply traits. 
 

Covenant Sniper Combat Harness 
Restriction: Combat Harness (Jackal), Requires 5 Ranged and Tactics ranks, Exclusive Mod 
Requisition Modifier: +8 
Effect: This jackal armor is designed with an advanced HUD and visor to help with aiming long rifles. The armor gives +2 instinct. 
While the user is performing an aim action, they gain +4 maximum attack overages. 
 
 
 
 
 
 
 



40 
 

Covenant Special Operation Combat Harness 
Restriction: Combat Harness (Elite, Grunt), Requires 8 Defensive Training, Mental Training, Stealth, and Tactics ranks, Exclusive 
Mod 
Requisition Modifier: +20 
Effect: This armor is designed to outfit Covenant special operations troops, the elite operatives and problems solvers of the 
Covenant. All variations of ultra armor increases base damage resistance by the armor’s resistance rating, gives +1 strength and 
agility, and reduces the defense penalty by 1. Special operations armor is always dark purple. It provides a different benefit 
based on which race it was designed for: 
-Elite: Elite special operations armor gains +40 shield pool and +3 shield armor. 
-Grunt: Grunt special operations armor has Cloaking ability. Once per minute, the cloaking field can be activated as a minor 
action, keeping the grunt cloaked for 3 rounds. It comes with a digital uplink as well. 
 

Covenant Stealth Combat Harness 
Restriction: Combat Harness (Brute, Elite), Requires 6 Stealth and 6 Tactics ranks, Exclusive Mod 
Requisition Modifier: +15 
Effect: This advanced armor is designed for Covenant veteran stealth troops. The armor can activate cloaking as a minor action 
and can remain cloaked indefinitely. You can unlock as a free action at the start of your turn. However, while the armor is 
cloaked, it cannot regain energy shields by any means. In addition, the advanced armor is rather soft compared to other combat 
harnesses, reducing its base damage resistance by 2 and providing 10 less shield pool. Elite stealth armor is pale white, while 
brute stealth armor is black with a glowing red visor.  
 

Covenant Ultra Combat Harness 
Restriction: Combat Harness (Brute, Elite, Grunt), Requires 7 Defensive Training and Tactics ranks, Exclusive Mod 
Requisition Modifier: +15 
Effect: This armor is designed to outfit Covenant ultras, the elite soldiers of the Covenant empire. All variations of ultra armor 
increases base damage resistance by the armor’s resistance rating, and gives +1 strength. The armor gives the Elemental 
Protection, Radiation Shielding, and Oxygen Supply traits. It provides a different benefit based on which race it was designed 
for: 
-Brute: Brute ultra armor is dark violet. It gives +40 shield pool and +3 command points. 
-Elite: Elite ultra armor is pale silver. It gives +30 shield pool and +3 command points.  
-Grunt: Grunt ultra armor is pale silver. It gives an additional +1 resistance rating, +1 strength, and +3 command points. It 
comes with a digital uplink as well. 
 

Covenant War Master Combat Harness 
Restriction: Combat Harness (Brute, Elite), Requires 10 Defensive Training, Durability, Leadership, Mental Training, and Tactics, 
Exclusive Mod 
Requisition Modifier: +50 
Effect: The finest Covenant armor available, the war master armor is designed for the grand leaders of the Covenant. For the 
sangheili, it is worn by their zealot, marshals, and generals. The jiralhanae chieftains and war chieftains also make use of their 
own form of this armor. This mod improves the damage resistance of the armor by 2 resistance ratings. It also gives +120 shield 
pool, +1 move speed, +2 strength, and +1 agility. The armor also gives +10 command points for requisitioning squad members.  
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New Science Devices 
 New science devices are added to the game to give scientist characters a more mainline role in the game. These 
science devices are designed to be less situational and more mainstream in functionality.  

 

Basic Science Devices 
Bio-Recharger 
Basic Science Device 

The bio-recharger is an injector filled with nano-bots that causes rapid regrowth of blood cells and internal organs, 
and sparks skin rebirth. It can be used on an adjacent biological ally as a standard action. When used, the target regains 3 
healing thresholds and removes 2 fatigue.   

 
Pulse Grenade 
Basic Science Device 

The device is modified into a small sphere that explodes in an energy pulse. This grenade can be thrown at short 
range and uses science device accuracy -1. It effects a Burst (1) area and deals energy damage equal to 10 + 5x intelligence with 
the Plasma trait, or half damage on a missed attack.. If it deals a crippling wound, the target is Tormented for 2 rounds.    

 

Expert Science Devices 
Charged Blast 
Expert Science Device 

You convert your module into a single-shot energy cannot that deals a powerful blast of energy. This is used as a 
standard action, making a science attack roll against defense and toughness at medium range with +2 accuracy. On a hit against 
defense, the charged blast deals 10x intelligence damage. On a hit against defense and toughness, the target is pushed 5 
squares away from the attacker.   
 

Shield Jumpstart 
Expert Science Device 

This disk causes massive shield recovery in a small area when deployed. This device can be deployed as a standard 
action to a location within 6 squares. It effects a Burst (2) area. When used, all targets with energy shields within the area, 
friend or foe, instantly recover energy shields equal to 20+ 5x intelligence.  

 

Masterwork Science Devices 
Nano Reconstruction 
Masterwork Science Device 

The nano reconstruction is a field of nanobots that helps restore all within a cloud around you. When you use this 
power, it effects a Burst (3) area centered on yourself. All living characters, friend or foe but including yourself, within the area 
regain 2 healing thresholds, lose 2 fatigue, and recover 50 shield points.  

 
Singularity Blast 
Masterwork Science Device 

Your science device becomes a powerful conduit for a warp rift that damages all enemies in a large line. This power 
effects all targets in a Line (40). It automatically deals 4x intelligence piercing damage, ignoring energy shields and not requiring 
an attack roll. However, these devices are unstable. After using the power, roll a d20. On a 1-5, you suffer no ill effects. On a 6-
12, you are also harmed by the device, following the same damage and mechanics as normal. On a 13-16, you suffer the attack 
against you, but it deals 6x intelligence damage to you instead. On a 17-20, you suffer 8x intelligence to yourself instead.  
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Future Update Content Coming 
 These are just a preview of the changes coming to the Halo RPG with the next update. While this is important for 
people going ahead and playing the new rules, there are many other changes coming to the Halo RPG with the next update.  

Updated Rules 
 Halo will receive an update to encounter rules, talents, and skills that will bring it up with the changes that have 
occurred in StarCraft. Most of these will be changes you have seen before in StarCraft, such as combat augmentation 
adjustments, talents like defensive fighting and power strike, and encounter rules with details such as order of operations. 

Squad Life Changes 
 We are proposing a new change to how squad life works, to make minions less expendable and generally more tough. 
While the change to the squad member system in general allows for tougher minions, we are proposing more changes. 
Essentially, when a squad member takes a hit, they lose 1 life, +1 life lost for each hailfire the attack had, and +1 life lost for 
each wound they would suffer on damage versus damage threshold. This prevents minions from going down the moment their 
damage threshold is surpassed, making them die very quickly. We’ll have to see in practice how this effects squad characters, 
but it should make them much better. 

Experience Reward Changes 
 As calculating experience in Halo is very challenging, we are going away from an experience point system, and going 
to a more narrative system; milestones, as they call it these days. You will have a number of achievements you will need to gain 
in order to level, achievements gained by completing encounters and fulfilling mission objectives.  

NPC Changes 
 This is a pretty big one. There are going to be lots of changes to NPCs across all books. First, NPCs are generally going 
to lose squadrons and command powers, at least in the form they have them right now. Instead, NPCs will have specific 
command abilities, similar to command powers, but simplified so that NPCs can make better use of them. Every NPC with these 
powers will be able to spend a standard or full-round action to instantly unleash a command power on the players. In the 
meantime, enemies will not have squadrons of their own any more, but they will often have mechanics such as summoning or 
bolstering minions instead.  
 
 In addition to this, many new enemies are going to be added to the game. Many of these enemies were originally 
going to come out in the next Halo supplement, but now they are going to be coming out in this resource instead. The game 
needs more base faction NPCs, and the next Halo supplement is being pushed increasingly farther back. Expect things like 
covenant ultras, zealots, field marshals, human insurrectionists, and more.  
 
 Finally, we will be working on balance tweaks for the baseline NPCs. Most of them are a little weak now for their 
level, and they will become even weaker when we take away weapon mods and specialist ammos. We will probably introduce a 
trait system that scales enemies in power based on their level, sort of like what we are implementing in Doom. I haven’t figured 
out how this will work yet. 
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