
[bookmark: _56cs6bqtq8sw]Duvalasur Wallflower Combat Juicing
[bookmark: _k3ag7xihqze2]Duvalasur’s Combat Juicing Guide

A rough guide to provide some additional JUICE to the wallflower fights without changing the as-written enemy tactics too much (YMMV on that). This is meant for experienced players and groups. Season or spice to your group’s liking and your preference. 
As a general rule, most of the combats can be JUICED by removing grunt templates from units, turning Elites/Veterans into Elite Veterans, and adding more templated enemies. Apply Veterancy HASE bonus either to a Skill they are really good at or just okay at.
Note that all of these adjustments are almost guaranteed to increase the length of fights as well.
These are balanced around 4-5 players. 
[bookmark: _efli47dpezlb]Mission 1
[bookmark: _imsc2yubf04f]Protect the Engineers
Spawn:
1x Assault (Underslung Grenade Launcher)
2x Bastion (Death Counter)
1x Ronin Veteran (Chaff Launchers, Slippery)
2x Scouts (Dataveil)
Reinforcements (Add 1-2 per round, whatever keeps enemy activations at 1.5x number of players)
2x Assaults (Underslung Grenade Launcher)
1x Archer (Hail of Fire)

Note: Have enemies surrender or retreat if reinforcements are fully depleted + half of their squad is eliminated. 

[bookmark: _liyc7th8rll5]Trapdoor Spider
1x Venom (Elite Veteran Strider - as written)
1x Veteran Scout (as written)
2x Bastions (Deathcounter)
2x Squads (Ambushers, Disciplined)
Note: Kind of a simple fight. As before, have enemies surrender or retreat if half their squad is eliminated. Maybe venom is a nastier one who takes more effort to take down.

[bookmark: _2afinbh52290]The Horde
1x The Broadcast - Elite Commander Spite (As written, with Bolster Network)
2x Scourers (Melt, Emergency Vent)
1x Witch Veteran (As written, with Lightning Reflexes. If you wanna be a proper bastard, give it Hacker [I don’t recommend this unless your group has utterly crushed the last fights])
2x Berzerkers (Harpoon Cannon)
Reinforcements (keep the count at 1.5-2x depending on how much you want to JUICE this)
2x Berzerkers (Harpoon Cannon)
2x Scouts

Note: The subaltern dangerous terrain fields should be liberally scattered across the map, so much so that the players have to eliminate them to get to the control zone. For extra JUICE, have them move onto any players who ends their turn adjacent to them.
[bookmark: _tfu1riive4pz]Mission 2
[bookmark: _ew172xv89xp1]Night Strike
2x Archer (Hail of Fire, Blinding Shells)
1x Strider Veteran (Siege Kit, Slippery)
1x Bombard Commander (Cluster Seeker, Press On)
2x Bastion (Deathcounter)
1x Scout Veteran (same as the one in trapdoor spider)
[bookmark: _ikw9us8nx70j]Reactor Defense
Note: Cannot stress enough that if you want this fight to be a challenge, the Demolisher should be in bonking range of the reactor by round 2
Spawn
1x Veteran Commander Demolisher (as Written)
2x Ronin (Chaff Launchers)
2x Barricade (Seismic Repulsor)
1x Priest (Sanctuary)

Reinforcement (on round 2 or 3)
1x Strider Elite Veteran (Sapper Kit, Legendary. If Venom wasn’t attacked/escaped/survived, this should be them)

[bookmark: _at8qcqfa8vt4]Regret
Regret: Ultra Veteran Berzerker (as written. Give Regret Supreme Melee and Hardened Target)
1x Support Elite (as Written)
2x Assassins (Spinning Kick, Cloud Projector)
2x Pyro (Siege armor, Explosive Jet)
Note: Regret is always the star of the show, with the rest of the crew working to either keep him alive, re-arrange the battlefield, or punish players if ignored for too long. Let them suffer. Let them Ragret uxu

[bookmark: _chthmlsqnbw1]Mission 3: 
[bookmark: _b1swtz7otiop]Sepulchre (4 Player Balance)
Waves spawn indefinitely. A massive wave of subalterns should advance across the map 3 spaces from left to right each round, dealing 5AP damage to any character who gets caught in the advance. 
Repeat all the spawns on each wave on alternating rounds.
Enemy Wave Contingent 1


2x Berserker (Harpoon Cannon)
1x Barricade Veteran (Drag Down, Hardened Target)
Enemy Wave Contingent 2
2x Scourer (Flash Lens)\\\4
1x Goliath Commander (Power Knuckle, Military Discipline)
If you need extra juice: Add the Broadcast (Elite spite, same build and setup as the Machine Horde) on round 3.
Remember the goal is for the players to run, and to reinforce that any attrition battle against the Machine is a losing game. The enemy will eventually utterly outnumber them through activations alone.

[bookmark: _esco5xk5pp6n]Roadblock (4 Player Balance)
Think of each contingent as a “pool” to draw from. Deploy two units from each one on alternating rounds. Do not deploy two of the same units on round
Enemy Wave Contingent 1
1x The Weapon - Elite Veteran Avenger (As written, give it the Legendary Optional)
2x Pyro Veteran - (Siege Armour, Explosive Jet, Shock Armour) 
4x Breachers (Superior Ram)
Enemy Wave Contingent 2
1x The Other Weapon - Elite Commander Avenger (As the Weapon, give it the Bolster Network optional)
2x Hive Veteran (Driving Swarm, Motile Swarm, Headshot)
4x Scout (Expose Weakness)
If you need extra juice: Add 1x Bombard with Bunker Buster to both Contingents
[bookmark: _5wskvzopmsdu]
[bookmark: _895wdxn2z1k3]Mission 4A:
[bookmark: _l3hpzjefd7h5]Homecoming
Think of this one as a ‘take 2’ on the Mission 1 finale of the Horde. The Machine is in full force here, with more nastiness. The machine swarms should move now, advancing 2-3 spaces a turn towards the nearest player.
Spawn
1x Goliath Commander (Power Knuckle, Military Discipline)
2x Archers (Impending Threat)
1x Bombard (High Impact Rounds)
1x Spite Elite (as the broadcast)
Reinforcement Pool (Deploy 2 per round. Deploy 2 unique ones per round. Aim to keep it at 2x player activations per round, don’t go above 2.5x player activations at round start)
4x Berzerker (Harpoon Cannon)
2x Pyros (Explosive Vet
1x Goliath Commander (Power Knuckle, Military Discipline)

[bookmark: _oolc7krrr65]Opportunity Knocks
1x [The End] - Ultra Veteran Lurker (as written, give it the Devastator and either Insulated or Slippery traits)
2x Witch (Petrify, Spread Suffering)
1x Hive Veteran (Driving Swarm, Motile Swarm, Headshot)
Reinforcement Pool (Deploy 2 per round. Deploy 2 unique ones per round. Aim to keep it at 2x player activations per round, don’t go above 2.5x player activations at round start)
3x Breachers (Superior Ram)
3x Priests (no optionals)
For extra juice: Add 3x Scouts (expose weakness) to the Reinforcement pool
[bookmark: _48ahsw9beqab]
[bookmark: _2x2ihpw29jz3]In through the closed door
Short and fast encounter and one of my least favourites in the book. The Enemy Composition can easily annihilate the objective. I recommend doubling the explosive caches to six.
Spawn
2x Aces (Bombing Bay, Rapid Response)
2x Scout Vehicle (Expose Weakness, Flier, Transport - change to size 2)
2x Archers - Should be onboard the Scout vehicles, deployed by them in key strategic locations
Reinforcement Pool (Deploy 2 per round. Deploy 2 unique ones per round. Aim to keep it at 2x player activations per round, don’t go above 2.5x player activations at round start)
3x Aces (Bombing Bay, Rapid Response)
3x Hornets (Hex Missiles)
[bookmark: _49fw6ujue7ah]Slap in the face
aka , Finally, some real food
This one actually works pretty well as written. Chain and Punishment are fun, thematic dual boss encounter that really only need some minor JUICING through their supports
Spawn
Chain (as written)
Punishment (as written)
Goliath Commander (Power Knuckle, Retribution, Military Discipline)
Have lots of Machine Horde patches out on the field
Reinforcement Pool (Deploy 2 per round. Deploy 2 unique ones per round. Aim to keep it at 2x player activations per round, don’t go above 2.5x player activations at round start)
· 3x Berzerker (Harpoon Cannon)
· 3x Hornets (Hex Missiles)

[bookmark: _idq4imcxn3qy]Breakpoint
You monster.


>>>>>>WIP Section>>>>>
[bookmark: _kwtkkyc7c9s]Mission 4B: (WIP)
[bookmark: _c051y26k2k69]Death Valley
If you’re planning on sticking to Part 1 only, reflavour the enemies here as specialized Machine units. Otherwise this is where the players meet the Bicameral Alliance for the first time and have a unique narrative opportunity to introduce clues about each faction. I’ve grouped the recommended enemies here by the associated faction (ST = ST Tellan, BH = Bem Honoran)
If you’re using my map, spawn the seeders and the sniper at the very bottom. Spawn the rest in from the sides of the map. The Spectre(s) should make extensive use of the Hide Action during the first couple of rounds. The Sentinels should deploy in the middle, covering one another’s backs while the Spectre corners anyone who tries to breakaway from the group (they have a STRONG BOND). Seeders should cover as much of the lower battlefield with mines during the early rounds. 
Fight dirty. The Bicam is smarter and more opportunistic than the Machine.
Spawn
1x (ST) Spectre (Step, Weakness Analyzer)
2x (ST) Sentinel Mercenary (Bodyguard+Reflexive Blow, Rapid Response, Last Word)
2x (BH) Seeder (Grav Spike)
1x (BH) Sniper Commander (Moving Target, Deadmetal rounds)
Reinforcement Pool (Deploy 1-2 per round. Aim to keep it at 1.5x player activations per round, don’t go above 2x player activations at round start for this encounter. 
1x (BH) Barricade (Drag Down, Titan Snare Drone)
2x (ST) Scout (Expose Weakness, Orbital Strike)
1x (ST) Spectre (Step, Weakness Analyzer)
1x (ST) Operator (Fade Generator, Skirmisher) - deploy if you need EXTRA JUICE
[bookmark: _ndvrvgrvm7xi]Annelida
The worms. The worms!
This is balanced around my version of the Annelida map, which is a two layer map.
Players should start split between levels one and two as a result of a cave in, starting near the rubble on both maps. Players can ascend or descend to each level at the areas marked with the yellow crystals. The height different between each level should be two spaces.
To keep things interesting, I introduced swarms of larval worms (represented by Squad-class) and juvenile worms (represented by single Human-class) with Monstrosity optionals. Remember that these are all Biological enemies, and that the sitrep goal is to wipe them out. They’re horrible. 
Spawn
Upper Level:
2x Adult Worms {Monstrosity Pirates}(Corrosive Bite, Grasping Claws reflavoured as Crushing Coil, Coreworms Pod reflavoured as the Adults spitting their young into the mechs and the ability to make an Agility check as a quick action to attempt to shake them off)
1x Elder Worm/Ol’ Biter {Monstrosity Ultra} (Argus Armor, Evasive, Corrosive Bite, Acid Spittle, Grasping Claws reflavoured as Crushing Coil)
Lower Level:
6 x Juvenile Worms {Human Class} (Adhesive Secretions, Melee Weapon, Burrower)
2x Larval Worm Pods {Squad Class} (Natural Camoflage, Regenerator) Replace Base Squad Weapons, with Claws from Monstrosity and halve its damage when they reach half health)
Reinforcement Pool (Split evenly across both levels. The worms. The Worms!)
Deploy no more than 3 per round. Don’t let activations go above 3x Players. The Juvenile worms only deal 1 damage each. Encourage the players to use the mining traps as written to cut through the sheer numbers. Even though it looks like a lot of Juveniles, remember that Melee Weapon only deals one damage. They’re chaff.
12x Juvenile Worms {Human Class} (Adhesive Secretions, Melee Weapon, Burrower)
2x Larval Worm Pods {Squad Class} (Natural Camoflage, Regenerator) Replace Base Squad Weapons, with Claws from Monstrosity and halve its damage when they reach half health)
2x Adult Worms {Monstrosity Pirates}(Corrosive Bite, Grasping Claws reflavoured as Crushing Coil, Coreworms Pod reflavoured as the Adults spitting their young into the mechs and the ability to make an Agility check as a quick action to attempt to shake them off)

[bookmark: _gprdx732vrro]Abbadon
Tumbling down, tumbling down.
If the players have only done this route, this is where you bring in [the end]. You can also bring back [The End]. I recommend taking a look at Abaddon Minor Objective by Ravnica42 for ideas on how to make this fight more engaging from a story perspective. 
Spawn
2x Goliath (Power Knuckle, Pin)
2x Hives (Motile Swarm)
4x Priest Grunts (no optionals)
2x Subaltern wave - Environmental Hazard
 (Size 3 Difficult and Dangerous terrain, similar to the ones in The Horde encounter. Each wave Advances 2 spaces at the start of each round towards the nearest player, or the player that last damaged them on a tie. Deals 3AP Kinetic damage to any player that starts their turn adjacent to them, or when they become adjacent to a player for the first time in a round.)

Reinforcement Pool - effectively infinite unless stated otherwise. Keep the waves coming one after another. Spawn 1-2 unique enemies per round. Grunts should spawn as pairs. Do not let activations go over 2x per player this time. Ignore this limit if you want it to feel overwhelming. 
1x [The End] - Ultra Veteran Lurker (as written, give it the Devastator and either Insulated or Slippery traits)
6x Pyro (Napalm Bomb)
4x Goliath - (Power Knuckle, Pin)
6x Scourer (Melt, Flash Lens)
12x Priest Grunts (no optionals)

[bookmark: _qjpdki117s6t]Mission 5: 
Note: Since Mission 5 is largely non-linear, it’s had to balance each fight against one another. Remember that players effectively have as many long rests as they require. These fights benefit from being shorter to prevent burnout if the players go for a lot of them
[bookmark: _d8oc3hn39r0d]Breakout
Spawn
1x Elite Commander Barricade (Bolster Network, Dragdown, Titan Snare Drone)
2x Mercenary Archers (Impending Threat, Covering Fire, 
1x Goliath (Power Knuckle, Pin)
Reinforcement pool
4x Berzerkers (Harpoon Cannon)
[bookmark: _1wshfx2wt90s]Behemoth
Spawn
1x [The Accumulation] (As written)
1x Elite Priest (Greater Investiture, Sanctuary)
4x Hornets (no optionals)
Reinforcement Pool
4x Hornets (no optionals)
2x Scourers (Melt, Emergency Vent)

[bookmark: _kyol4tz5dqjv]Hitchhikers and Strays
Reinforcements should arrive first as the Ships, with the subsequent NPCs deploying from each associated Fleet group.
Spawn
Fleet 1:
1x Ship Commander Rainmaker (Endless Rain, Atlas Missiles, Press the Attack)
1x RPV Spacer Aegis (Adaptive Shielding, Thumper Grenades)
1x RPV Spacer Scout (Spotter, Orbital Strike)
1x Spacer RPV Assault (High Impact Rounds, Gravity Rifle)
Reinforcement Pool
Fleet 2
1x Ship Veteran Support (Empowered Cloud, Remote Reboot)
1x RPV Spacer Aegis (Adaptive Shielding, Concussive Gun)
2x Spacer RPV Assault (High Impact Rounds, Gravity Rifle)

Fleet 3
1x Ship Veteran Support (Empowered Cloud, Remote Reboot)
2x Spacer RPV Assault (High Impact Rounds, Concussive Gun)
1x RPV Spacer Scout (Spotter, Orbital Strike)

[bookmark: _thc3kfgu8yvn]Sins of the Father
Spawn
1x Wolf Spider Drone/Ultra Spacer Sentinel (Gravity Rifle, Rapid Response, Impaler, Bodyguard, Superior Targeting, Repulsion Field)
2x Lurkers (Ripping claws)
1x RPV Witch (Petrify)

Reinforcements
4x Grunt Aegis (Ring of Fire)
1x RPV Witch (Petrify)


[bookmark: _nkw3n7fbu594]Rolling Thunder

[bookmark: _mb6ro0vtbauy]High Water

[bookmark: _l4he8mt7dz1n]Hellgate

[bookmark: _gdawyqgn8mq8]Firewalk with me


