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SUBFACTION: Crypt Keepers  

Crypt Keepers subfaction has access to two 
specific types of upgrades: Mutations  and Psionics . 

Mutations represent the ability of some Models to 
undergo physiological changes as the combat 
rages on, making them more deadly and resilient 
on the battlefield. These upgrades are repre-
sented by a Mutation Chart that includes 6 possi-
ble results for a Mutation Test. The roll of 1 allows 
the Player to select a desired result from the 
chart, and the roll of 6 has no effect on the Mod-
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2 to 5 correspond to the respective Mutations 
that may differ from one set of Mutations (or 
strain) to another. Effects of Mutation are not cu-
mulative, and if the same result is rolled on the d6 
test, it needs to be rerolled. We recommend placing 
a die or counter on the respective slots of the 
Mutation Upgrade Cards to track the Mutation ef-
fects that apply to a Unit, or write the Mutation 
down.  
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trol mutations that alter their bodies, while others 
do not, the exact way to use Mutations is de-
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The Player does not need to share the effects of 
the Mutations that he/she acquired with the oppo-
nent, and may declare them once they affect an 
action or a saving throw.  

 


