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Grymn Army list for Void

The Grymn are a race of space-dwarfs that are manufactured by Kevin White. There isn’t an official game for them, but they make a wonderful addition to any SF-Tabletop. The following article gives you rules and suggestions, of how the Grymn could be fitted into the Void universe. All of these rules are inofficial and not supported by the manufacturer Urbanmammoth in any way. Always check with your opponent first, if it’s OK to use these houserules, before you game with them

The Grymn

The Grymn are a race of short humanoids, that have build a small empire in a cluster of systems with a large number of mineral rich asteroid belts. They stayed independent of any of the Tripartite powers and were swept away by one of the first Koralon offensives. The Grymn claim, that none of their strongholds has fallen to the Koralon and there haven’t been any reports of Grymn-Hybrids spotted in any Koralon force. However, some worlds are conquered by the Koralon, but only on the surface. In the deep tunnels and caverns underneath savage fighting erupts and the Koralon invaders are still repelled with heavy losses.

The origins of the Grymn

The Grymn are an accident that happened to a Syntha research facility. During the early days of colonialisation, the Syntha still had problems with SPOMM-controlled deepmining factories. Somehow the conditions deep below a planets surface interfered with the AI-circuits. To solve the problem, a research team was ordered to breed a new generation of workers. For mining purposes, small bodies with great strength and endurance would be needed. Independent thought was not necessary according to the specification of the project. In fact the goal was to create a more or less Zombie-minded working slave. Somehow the experiments went wrong or one could say were too successful, because the Grymn were not only short, strong and did remarkably well under stress conditions but where the specification required only moderate intelligence, they where as smart as any other citizen of Prime. Rumours say, that the head scientist did not want to see his prize invention reduced to moronic slaves, so he sabotaged the project, but nothing official is known.

With their Intelligence and a great distrust to anyone who was not a Grymn, the workers soon refused to be handled as slaves and demanded full citizen rights from the Syntha. The project leaders ashamed of their failure wanted to keep everything under the carpet and called in the troops to erase any trace of the uprising Grymn.

With the tunnels as their natural environment, the Grymn managed to repel any attack against them. Accusations from Prime, that the defenders had a good supply of weapons and military advisors from third parties have never been proven.

Shortly after a big Syntha offensive came to a standstill, an ambassador from the Grymn appeared before the VASA and asked for acknowledgement of their independence in exchange for a trading agreement. 

Due to the pressure of the other powers, Prime respected the Grymn as independent and officially stopped all hostile actions against the Grymn.

The Grymn empire is now cut of from human space and lies deep within ‚Slug-Space‘. Little is known, of how the Grymnworld fare against the invading aliens, but the Grymn have never ceased to man Blockade runners, that penetrate deep into enemy territory to keep supplies flowing. To finance these operations, the Grymn have built a reputation to be one of the best mercenary outfit in the known galaxy.

The Grymn Army

The Grymn army is more or less based, on what kind of models are available to this day. As more Grymn are being published, I’ll add new units.

You can either hire Grymn as Soldiers-of-Fortune for any human force or field them as an independent army. If you use the first Option and build your armies according to the new army structure rules, Grymn units count as special forces and may never be assigned to be the leader of the force. If you play without the structure, I’d suggest, that at least 75% of your points should be spend on non-Grymn units.

If you field the Grymn as independant army and use the army structure rules the units are classified as follows:

Basic: Marines, Tunnelrats

Support: Chain Gun Support Team, O-grymn,

Heavy: 

Elite: Airborne Troopers, Tin Soldiers, Jetfighters

Leader Options: Any non-Heavy Unit Individual or Squad Leader may be nominated as the force’s leader.
Army List

Grymn Marines

Marines are the standard fighting forces of the Grymn. They wear bodyarmor to give them additional protection and are equipped with a choice of support weapons to add some firepower.

	AS
	SH
	ST
	T
	W
	CD
	SZ
	MV

	4
	4
	4
	5
	1
	5
	2
	3


Structure: Squad

Unit Size: 4-12

You may include a maximum of 1 Support model for every 3 other models.

	Troop Type
	Equipment
	No. Per Unit
	Cost

	Marine
	Pulse Carabine, Combat Blade
	4-12
	20

	Chain Gunner
	Chain Gun, Combat Blade 
	0-2
	24(s)

	Snipers
	Sniper Rifle, Combat Blade
	0-2
	32(s)

	Heavy Pulse Rifle
	Heavy Pulse Rifle, Combat Blade
	0-2
	30(s)

	Sergeant
	Pulse Carabine, Combat Blade
	0-1
	22


Special Rules

All: Tough Guy, Rough Terrain Specialist (Broken Ground)

Heavy Pulse Rifle: Tactical Awareness

Sniper: Sniper, Marksman

Sergeant: Tactical Awareness, High Morale (+1)

Grymn Airborne Troopers

The Grymn bodyarmor can be converted into a sealed spacesuit by adding a helmet and a life support unit. While carrying out their infiltration missions in enemy terrain, landing a spaceship is often dangerous or simply impossible. The only way to deploy your troopers in these cases is to drop them from extremely high altitudes. The Spacesuits make sure, that the Grymn survive the long drop down.

	AS
	SH
	ST
	T
	W
	CD
	SZ
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	4
	4
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	1
	5
	2
	3


Structure: Squad

Unit Size: 4-12

	Troop Type
	Equipment
	No. Per Unit
	Cost

	Trooper
	Pulse Carbine, Combat Blade
	4-12
	20

	Sergeant
	Pulse Carbine, Combat Blade
	0-1
	22


Special Rules

All: Tough Guy, Rough Terrain Specialist (Broken Ground)

Sergeant: Tactical Awareness, High Morale (+1)

You may purchase the Drop Trooper special ability for 15 points. If you choose to so, all members of the unit have to purchase it.

Grymn Tunnelrats

The mines of a Grymn stronghold are a maze of tunnels, caverns and twisting passages. Often, there is not enough room to either dodge or evade, if you encounter the enemy. This kind of terrain favours ‚Hit and Run‘ tactics. Most Tunnelrats wait in hiding, until the enemy is near. They then quickly fill the area with hot lead, before retreating again into the dark tunnels below.

Tunnelrats are guerilla fighters, that often operate in occupied territory. They rely on being able to maintain their fighting ability without regular supply lines. This is why they are only armed with ‚primitive‘ weapons. 

	AS
	SH
	ST
	T
	W
	CD
	SZ
	MV

	4
	4
	4
	5
	1
	5
	2
	3


Structure: Squad

Unit Size: 4-12

You may include a maximum of 1 Support model for every 3 other models.

	Troop Type
	Equipment
	No. per Unit
	Cost

	Tunnelrat
	2 Autopistols
	4-12
	19

	Wrecker
	Grenade Pistol
	0-2
	45 (s)

	Sergeant
	2 Autopistols
	0-1
	21


Special Rules

All: Tough Guy, Rough Terrain Specialist (Broken Ground)

Tunnelrat: Multiple Shots (x2)

Sergeant: Multiple Shots (x2), Tactical Awareness, High Morale (+1)

Grymn Jetfighters

Lack of high mobile troops has always been a weak point in the Grymn army. While slow, cautious movement guarantees your survival down below, it means, you will be outmanoeuvered in battles above ground. The solution presented itself when VASA forces were first stationed on Gymn colonies. Soon afterwards, the Grymn started issueing Jumppacks to some handpicked units. The hardware is not in shot supply, but there are only a few Grymn in each Division, who like to soar high in the air, so Jetfighters are a relatively rare sight.

	AS
	SH
	ST
	T
	W
	CD
	SZ
	MV

	4
	4
	4
	5
	1
	5
	2
	3


Structure: Squad

Unit Size: 4-10

	Troop Type
	Equipment
	No. per Unit
	Cost

	Jetfighter
	2 Autopistols
	4-10
	34

	Sergeant
	2 Autopistols
	0-1
	36


Special Rules

All: Tough Guy, Rough Terrain Specialist (Broken Ground), Jump Trooper

Jetfighter: Multiple Shots (x2)

Sergeant: Multiple Shots (x2), Tactical Awareness, High Morale (+1)

Grymn Chain Gun Support Team

Grymn forces deploy machine gun teams to lay down covering fire.

	AS
	SH
	ST
	T
	W
	CD
	SZ
	MV

	4
	4
	4
	5
	1
	5
	2
	3


Structure: Squad

Unit Size: 1

	Troop Type
	Equipment
	No. per Unit
	Cost

	Crew (2)
	Mounted Chain Gun, Autopistol
	1
	32


Special Rules

Tough Guy, Tactical Awareness, Mounted Weapon Team

O-grymn Chain Gunner 

A common mutation among the Grymn are the O-grymn. Because of a gene-defect, these individuals grow to massive proportions. The Grymn High Command instantly saw the potential, such individuals have for warfare outside the confined spaces of the mines and began drafting the O-grymns into the army. O-Grymn are armed with a chaingun normally mounted on a Ronin APC, that has been modified to be carried by a footsoldier. Thus armed, the O-grymn lay down a curtain of bullets, forcing enemies to keep their heads down.

	AS
	SH
	ST
	T
	W
	CD
	SZ
	MV

	4
	4
	5
	6
	2
	5
	3
	4


Structure: Individual

Unit Size: 1

	Troop Type
	Equipment
	No. per Unit
	Cost

	O-grymn
	Mounted Chain Gun, Combat Blade
	1
	48


Special Rules

Tough Guy, Tactical Awareness, Lethal Strike (x1), Supressive Fire 10

Grymn Tin Soldiers

Sometimes, you just have no choice. There is no way to run and no way to dodge. You just have to stand your ground and rely on your armor and raw force. This happens quite often in narrow passages in a mine. This is why a heavy powerarmor was developed. Because of it’s bulk, their wearers are referred to as „Tin Men“ or if they are not within hearing range „Soup Cans“. Tin Soldiers are the elite shock troopers of the Grymn. They are always deployed in squads of three. One Captain and two guards.

	AS
	SH
	ST
	T
	W
	CD
	SZ
	MV

	5
	5
	6
	6
	1
	6
	2
	3


Structure: Squad

Unit Size: 3

	Troop Type
	Equipment
	No. per Unit
	Cost

	Tin Soldier
	Power Axe, Grape Gun
	2
	38

	Captain
	Power Axe, Grape Gun
	1
	42


Special Rules

All: Tough Guy, Fearless, Immune to Panic, Heavy Armour 3, 

Captain: Tactical Awareness, High Morale (+1)

Individuals

Captain Kristian Armstrong

Starting his carrer in military intelligence, Kristian became an expert on psychological warfare. After completing a study, dealing with the superior morale of special combat outfits like Fenrir’s Assault Marines or the effects of Junker standard bearers, he started his own experiments. Modifying his armor and using a special rune-covered broadsword, he appears to be some fierce, ancient warrior, that sets an example for all troops serving with him.

	AS
	SH
	ST
	T
	W
	CD
	SZ
	MV

	5
	4
	4
	5
	2
	6
	2
	3


Structure: Individual

An army cannot contain more than one Kristian. You may add Kristian to a unit of Tunnelrats

	Troop Type
	Equipment
	Cost

	Kristian
	Broadsword
	45


Special Rules

Tough Guy, Rough Terrain Specialist (Broken Ground), Tactical Awareness, High Morale (+2), Immune to Panic, Shock Trooper

Skills

Tough Guy

Grymn are a tough lot that can still keep fighting after taking hits that would make a normal human a casualty.

To represent that, every Grymn has a special unmodified save of 10 for the first wound it suffers during the game. If a 10 is rolled, the model is not removed as casualty, but keeps on fighting . Place a marker next to the model to indicate this. If the model takes a second wound, it is removed as casualty as normal.

Rough Terrain Specialist (Broken Ground)

Living mostly underground gives the Grymn ample opportunity to climb rocks and rubble and generally finding a route through the most dense rock formations. They can move with ease through Broken Grounds. Models with this special rule suffer none of the normal penalties for moving on Broken Ground. 

Weapons

Pulse Carbine

The Grymn, being of Syntha origin have inherrited a high level of technology. They have modified the standard Pulse Rifle and shortened it to fit their smaller size, sacrificing some of it’s range and punch.

	Pulse Carbine

	CC
	Short
	Medium
	Long
	Extreme
	Type
	Special 

	Hit
	Dam
	Hit
	Dam
	Hit
	Dam
	Hit
	Dam
	Hit
	Dam
	
	

	0
	5
	+1
	5
	0
	5
	
	
	
	
	2 Handed
	


Autopistol w. Laser Sight

The autopistols used by the Grymn are slightly modified and have a special integrated laser sight installed. The result is a cheap, reliable weapon that is deadly accurate at short ranges.

	Autopistol w. Laser Sight

	CC
	Short
	Medium
	Long
	Extreme
	Type
	Special 

	Hit
	Dam
	Hit
	Dam
	Hit
	Dam
	Hit
	Dam
	Hit
	Dam
	
	

	+1
	4
	+1
	4
	 
	 
	
	
	
	
	1 Handed
	


Grenade Pistol

Firing a normal grenade launcher in a tunnel is a simple way to commit suicide. Since the Grymn didn’t want to miss the big advantages of support weapons in close corners, they invented the grenade pistol. The Grenade pistol is a cross between a shotgun and a grenade launcher. It fires a big calibre round at the enemy, without having to rely on indirect fire arcs.

There are two different rounds in service in the Grymn army. The first one is the AP round, that fires a single armour piercing bullet at the target and the second one is the scatter round, that turn the grenade pistol into a big sawn-off shotgun.

	Grenade Pistol – AP Round

	CC
	Short
	Medium
	Long
	Extreme
	Type
	Special 

	Hit
	Dam
	Hit
	Dam
	Hit
	Dam
	Hit
	Dam
	Hit
	Dam
	
	

	0
	ST
	0
	6 (x2)
	-1
	6 (x2)
	
	
	
	
	2 Handed
	Armour Piercing 3

	Grenade Pistol – Scatter Round

	CC
	Short
	Medium
	Long
	Extreme
	Type
	Special 

	Hit
	Dam
	Hit
	Dam
	Hit
	Dam
	Hit
	Dam
	Hit
	Dam
	
	

	-
	-
	Use small teardrop shaped template. The Weapon does DAM 4


Power Axe 

The power axes of the Tin soldiers have been specially modified to be wielded with only one hand.

	Power Axe

	CC
	Short
	Medium
	Long
	Extreme
	Type
	Special 

	Hit
	Dam
	Hit
	Dam
	Hit
	Dam
	Hit
	Dam
	Hit
	Dam
	
	

	0
	ST
	
	
	
	
	
	
	
	
	1 Handed
	Armour Piercing 2


Heavy Pulse Rifle

Another weapon inherited from the Syntha. The heavy pulse rifle from the Teratosynths was stripped down, so that a single Grymn could take it into battle. 

	Heavy Pulse Rifle

	CC
	Short
	Medium
	Long
	Extreme
	Type
	Special 

	Hit
	Dam
	Hit
	Dam
	Hit
	Dam
	Hit
	Dam
	Hit
	Dam
	
	

	-2
	7
	+1
	7
	0
	7
	0
	4
	
	
	2 Handed
	Armour Piercing 3
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