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Introduction
 Welcome to the universe of Relic Worlds.  Humanity 
has thrust itself into the cosmos and settled on distant worlds, 
but they have not encountered any alien civilizations.  Instead 
they have only found the ruined remains of their once glorious 
cities, and the shattered pieces of their ancient relics.
 Various kinds of people seek these ancient treasures 
for very different reasons.  Some seek them for understanding, 
others for riches, and others wish to use them as weapons 
against their enemies.  These factions collide within the 
boundaries of those ruins; all of them trying to claim as many 
treasures as they can while they accomplish their own goals.
 In Relic Worlds Expeditions, players choose one 
of these factions, then compete with each other, or work 
cooperatively to locate treasures and accomplish their faction’s 
goals.  They start by getting the rulebook, then they get the 
faction book of the group they wish to play.  The players then 
choose units from their faction books to be part of their team.
 To play Relic Worlds Expeditions, you will need a copy 
of the core rulebook, which can be found at Drivethru and 
Amazon, but can also be found at the series website:

www.relicworlds.com

 This booklet introduces you to the DARK AGENTS, 
a faction that is covering up the existance of former alien 
civilizations. Fanatical and subversive, their cult seeks out 
relics to destroy them, and to kill all witnesses.
 Their greatest strength is their morale, and they are best 
at spreading fear.  Their cultists aren’t great fighters, but they’re 
good at scaring their opponents into staying away without 
having to fight it out.
 Their goals are also the easiest. They get a lot of points 
by just destroying relics so they don’t have to hold onto them 
until the end of the game. 5



Corporate Armies
 As humanity spread out into the cosmos, corporations 
led the way, colonizing planets and clearing place for settlers.  
Nations became a thing of the past as corporate empires took 
control.  Their armies fight one another for control of land, and 
take part in “hostile takeovers” of one another’s territories.

Motivation: At the beginning of the game, divide the table into 
even sections, (preferably 4-6.)  At the end of the game, each 
of these sections that has a corporate army unit in it with no 
enemy forces or uncovered discoveries counts as 5 points for 
the corporate army.

Units
Major hero:   Minions
 Armored walker  Barony soldiers
     Corporate soldiers
Heroes:    Company soldiers
 Executive
 General  Minor minions:
 Galek Navarus   Drones
 Cereliseta Navarus
 Bela   Extras:
 Ivar Cordova   Recon information
     Extra training
Minor heroes:    Weapons
 High ranking officer
    Allies:
Major minions:   Mercenaries
 Low ranking officer  Scientists
 Weapon team
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Armored Walker (Major hero)

Strength: 10   Shooting: 6
Agility: 2   Melee: 2
Knowledge: -   Endurance: 10 (Armor: 4)
Initiative: 1   Morale: 6
Evade: 0   Luck: 1

Special:
Machine: Cannot climb or take any actions beyond attacking.  
When turning, lose 1” of movement.  When it runs through 
terrain and it rolls a 1 on agility, it becomes stuck.  It cannot 
move until it rolls strength as an action.

Large: +1 to hit.  Cannot enter buildings unless each fl oor is 20 
feet tall or more.

Weapon Range  RoF Damage 
Feet  -  1 3d10+2 (Ignore 3 armor)
Laser cannons Long  2 2d10

Wounds
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Executive (Hero)

Strength: 4   Shooting: 3
Agility: 2   Melee: 2
Knowledge: 6   Endurance: 4
Initiative: 2   Morale: 7
Evade: 1   Luck: 2

Special:
Bureaucrat: Executive gets 5 power points at the beginning. 
His/her action can be to do 1 of the following for 1 power point:

Build morale:  Boost 1 trait of any unit within range 1 
(6)” by 1.

Call in an airstrike:  Medium burst template anywhere 
that the executive can see unblocked by terrain.  Roll his/her 
knowledge with negatives as though shooting at the target.  
Success means all under template are attacked with as though 
at short range with a shooting ability of 4 and d12 damage.  A 
failure on the executive’s smart roll means the tamplate drift s 
2d10 inches, (see “Area Eff ect.”

Datapad:  When within range 1 (6”) of a discovery, may 
peek at what it is and roll/draw to see what it will be.

Call on reenforcements:  May remove executive from the game 
to place 1 point of a reinforcement onto the board.  It enters the 
following turn from the corporate army’s side of the table.

Wounds
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General (Hero)

Strength: 6   Shooting: 6
Agility: 4   Melee: 6
Knowledge: 4   Endurance: 6
Initiative: 3   Morale: 8
Evade: 2   Luck: 2

Special:
Battle plan: When rolling initiative, roll for all units on your 
side. Th e general then assigns these initiative dice to the units in 
its expedition.

Activate: Th e general can use its action to have another unit 
take its turn.  It must be the only action the general takes.

Chain of command: Th e general may give its luck points to any 
offi  cer that is within range 1 (6”) as an action.

Weapon Range  RoF  Damage 
Laser pistol Short  1  2d6

Wounds

10



Galek Navarus (Hero)

Strength: 4   Shooting: 4
Agility: 2   Melee: 4
Knowledge: 6   Endurance: 6
Initiative: 1   Morale: 4
Evade: 1   Luck: 2

Special:
Relic collector: At the end of the game, relics in Galek’s 
possession are worth 1 extra point each and artifacts in his 
possession are worth 2 extra points each.

Respected & feared: Any enemy hero that sees Galek must roll 
morale the fi rst time they see him.  Failure makes them rattled.

Focused: When taking one action that is anything but shooting, 
may roll twice and take the best result.

Wealthy: All weapons that are chosen for this army are 
doubled, so 2 units get them rather than 1.

Weapon Range  RoF  Damage 
Laser pistol Short  1  2d6

Wounds
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Ceriliseta Navarus (Hero)

Strength: 4   Shooting: 4
Agility: 6   Melee: 4
Knowledge: 8   Endurance: 4
Initiative: 3   Morale: 7
Evade: 3   Luck: 3

Special:
Hurt them!: Can use luck points to add +1d6 damage to a target 
that comes from any ally within range 1 (6”).

Inspire: +1 to morale roll for all friendly units within range 2 
(12”) and in sight.

Outmaneuvered the Galaganet: Once during the game, 
she may use 2 luck points and name a weapon type.  Until 
Ceriliseta’s next turn, that weapon is useless for the enemy to 
use.

Ruthless: Can always re-roll 1 damage die from her own 
weapon, but she must accept the second roll.

Weapon  Range  RoF Damage 
Laser pistol  Short  1 2d6

Wounds
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Bela (Hero)

Strength: 4   Shooting: 6
Agility: 6   Melee: 8
Knowledge: 4   Endurance: 6
Initiative: 2   Morale: 8
Evade: 3   Luck: 2

Special:
Very loyal: At the beginning of the game, the player with Bela 
chooses 1 of his/her other heroes.  Bela may exchange luck 
points with that hero.  He may also take his turn at the same 
time as that hero if he’s within 2” and has not taken his turn yet.

Wing man:  When within 2” of a unit, he may be used to fi ght 
someone who’s attacking, or take the shot if it scored a hit.

Take a hit:  Ignore 1 wound penalty.

Command:  Can use an action to roll morale. If successful, 
remove 1 fear marker from a unit within range 1 (6”).

Weapon Range   RoF Damage 
Sonic staff  Large template  1 *
* Large template centers on Bela. All enemy stands within the 
template must roll endurance or be rattled and lose 1 action.
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Ivar Cordova (Hero)

Strength: 4   Shooting: 4
Agility: 4   Melee: 4
Knowledge: 8   Endurance: 5
Initiative: 3   Morale: 6
Evade: 2   Luck: 3

Special:
Consolidated Power: Ivar begins the game with 3 power points.  
He can use them at the specifi ed times below:

Cunning: When an enemy unit is about to use its special 
power, it does not happen:

Devious: Uses any special ability that has been used this 
game.

Exploit: If a unit within 2” of Ivar scores a hit on an 
enemy, Ivar Cordova may spend 1 power point to cause an extra 
d6 damage on the target unit.

Weapon  Range  RoF Damage 
Laser pistol  Short  1 2d6

Wounds
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High Ranking Officer (Minor Hero)

Strength: 6   Shooting: 6
Agility: 6   Melee: 6
Knowledge: 6   Endurance: 6 (Armor: 4)
Initiative: 3   Morale: 6
Evade: 2   Luck: 3

Special:
Commander: All units within range 1 (6”) of this offi  cer get +1 
to all morale rolls.

Leader (Action): Can give 1 point of luck to any unit within 2”.

Weapon  Range  RoF Damage 
Laser pistol  Short  1 2d6

Wounds
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Low ranking Officer (Major minion)

Strength: 6   Shooting: 6
Agility: 6   Melee: 6
Knowledge: 4   Endurance: 6 (Armor: 4)
Initiative: 2   Morale: 6
Evade: 2

Special:
Fervor: Th e unit or units these offi  cers are attached to get +1 to 
melee.

Toughen up: Units that low ranking offi  cers are attached to get 
+1 to their endurance.

Weapon  Range  RoF Damage 
Laser pistol  Short  1 2d6
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Weapon Team (Major minion)

Strength: 6   Shooting: 4
Agility: 4   Melee: 4
Knowledge: 4   Endurance: 6 (Armor 3)
Initiative: 1   Morale: 4
Evade: 1

Special:
Heavy weapon: Choose 1 weapon below. Th is is the heavy 
weapon being used by the team.

Weapon Range  RoF Dmg    Special
Heavy laser Medium 4 3d6
Sniper  Long  1 3d6 Shooting: 8
Heavy cannon Long  1 2d10 Ignore 4 armor
Mortar  Medium 1 2d8 Medium template
      Smoke
      Area eff ect
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Soldiers (Minion)

Strength: 4   Shooting: 6
Agility: 4   Melee: 4
Knowledge: 2   Endurance: 5 (Armor: 4)
Initiative: 1   Morale: 4
Evade: 2

Special:
Unit type: Choose a unit type below and adjust stats 
accordingly.
Barony: Morale +1
Corporate: Endurance +1
Company: Melee +1

Weapon  Range  RoF Damage 
Laser rifl e  Medium 1 3d6

Soldier Soldier Soldier

Soldier
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Drones (Minor minion)

Strength: 1   Shooting: 4
Agility: (See below)  Melee: 2
Knowledge: -   Endurance: 3
Initiative: 4   Morale: -
Evade: 3

Special:
Drone type: Choose a unit type below and adjust stats 
accordingly.
 Flying: Agility: 8. Not slowed by terrain. Cannot be 
charged. Cannot carry items or discoveries.
 Ground: Agility: 4. -1 to be hit. +1 to shooting when not 
moving. Cannot carry items or discoveries.

Unshakable: Does not take fear tokens.

Cannot run: Cannot choose to run as an action.

Weapon  Range  RoF Damage 
Laser   Short  1 2d6
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Extras
Each item listed below costs 1 point to purchase.  Th ey are not 
represented by fi gures, but are used as described.

Recon information: Th e enemy sets up all its units, then you 
place all of yours.

Extra training: Raise 3 traits on a single unit by +1.

Weapons: Alter one of the following:
 Make all laser pistols on your side to laser rifl es.
 Give a heavy weapon (from the Weapon team unit list) 
to a minion unit. Two stands in the unit can use the heavy 
weapon as long as they are alive and not rattled.
 Give everyone in your army grenades. Grenades can be 
thrown as an action with the following statistics:

Weapon Range RoF Damage Special
Greanade Short 1 3d6  Area eff ect
      Small template      Small template


