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WELCOME TO MUTANT CHRONICLES WARZONE RESURRECTION!

The richly visualised Mutant Chronicles dark future has been exciting gamers and sci-
ence fiction fans for over 20 years. Warzone Resurrection is the tabletop miniatures skirmish
game, set in the Mutant Chronicles dark SciFi Future.

N_—2>®yorlds apart in bitter, internecine war. United in faith under the Brotherhood, Mankind may
y " yet prevail — divided, they shall surely fall as the Dark Legion sweeps all before it.

"l
%, In this lavishly illustrated Rule Book you will find all the rules and Squads bios you need
~ to play Warzone Resurrection. You will meet, among many, the hero of the Bauhaus Corpo-
¥ ra n, Max Steiner, the Capitolian man-mountain Big Bob Watts, the beautiful but deadly
Y ':'-'. Blessed Vestal Laura, the cruel Lord Commander Nozaki of Mishima and Archmagus Val-
-4y putrgius, favoured of the Dark Legion..Where do your allegiances lie and who will command

W ]
our forces?
AL

ol
.

sedch fielding units of warriors drawn from one of the mighty megacorporations of Man-
d, the Brotherhood or its vile enemy, the Dark Legion.

Risa reimaging of the wonderfully dark Mutant Chronicles setting, bringing the 1990s
sion of the vibrant-and terrifying 27th Century bang up to date for the new millennium.
Prodos G }r’. s hasdesigned over 200 new miniatures (models), each and every one highly

=

The Solar System is besieged by abominations from the dark beyond, infernal hybrids ofp="
undead alien flesh brought into existence by the Dark Symmetry. Mankind is divided into®
five rival megacorporations, concerned only with profit and territory, as they tear #®inner -
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detailed, the cutting edge of model design. We have also commissioned new artwork an
prose from world renowned artists and writers and designed an all new and innovative rulé
set which centres on not only these beautiful models, but also enables both cinematic gnd
engaging battles, which elevate tabletop gaming to a whole new level!

Novel to table top gaming, the WZR game involves both Models and Cards. The Mode
your skirmish force, the cards represent in-game resources, additional wargear, global and
local effects on the battlefield etc.. Such unexpected effects may make the likelihood of com-
pleting your Priority, Secondary or Corporate Agenda Mission easier or near on impossible.
In a real battle it is likely that a soldier would not know his opponents wargear, whether the
enemy has grenades or laser-sights. Both sides might be surprised by a Martian earthquake
or a Mercurian solar flare. The Venusian jungle cover may be infested by the local fauna or
unexpectedly reinforced from a previous long forgotten battle. War is rarely predictable, es-
pecially when it takes place on the planets, planetoids and asteroids of the solar system. All =
these and many more variables are represented by the cards you and your opponent play;
making Warzone Resurrection a truly novel and the most realistic and exciting tabletop min-
iature skirmish game on the market.

$0, CAN YOU HELP MANKIND
HOLD BACK YHE DARKNESS OR WILL YOU BE
A KEY AGENT OF THE DARK LEGION BRINGING
MANKIND THE ANNIHILAY 10K IY
YRULY DESERVES?
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DICE ROLLS
In Warzone Resurrection, dice allow the el-
ement of chance to be represented, which is
key to a fun, exciting and tactically challeng-
" ing table top Game.

e "’"Warzone Resurrection uses 20 sided dice,
~ referred to as 'D20' throughout the War-
'\ zone Resurrection rules. If there is a num-
"5 -J" ber in front of 'D20', then that is the number
"~ of 20-sided dice that should be rolled (i.e.
'2D20' = Roll 2 20-sided dice). All tests, rolls
and rerolls in the Game are made by rolling
D20 dice.

. ' _ Reroll — A Player may only reroll once (play-

. ersmay notreroll areroll). If the Player is able

g v to reroll and chooses to do so, they must keep

_- oy the second result, even if it is worse than the
= -1 st result.

Off the Table! - D20 rolls count only if they
land on the gaming table. If a D20 happens
to roll off of the table, it must be rolled again,
the result only counts if it lands on the table.
(This is the only exception to the no rerolling
. areroll rule; i.e. rerolls that land off of the ta-
' ble must be rolled again).

® ‘Power Shot' — Dice rolls which result in a
" natural 1 (unmodified result of a 1) are always
™ successful. Armour, Impenetrable Armour
' and AV tests or 'Heal' rolls cannot be made
i, | } if the RS,CC or WP test results in a natural 1.

e B
&4 ‘Fumble' - Rolls of a natural 20 are always a

odel that rolls a natural 20 for any Skill
y spend no further Action Points in the
e furn. They also cannot ‘Turn to Burn' any
tier Resource Cards this Game Turn.

Example: A Chasseur uses his 1st Action
int,to make a Basic Shooting Action. The
asseur's 'AR3501 Chain Carbine' has RoF
e Piz / alio ates all RoF to an enemy

Model, then the Player rolls 2D20. One of the
rolls is a 20, meaning that the Chasseur loses
his 2nd Action Point, but may still complete
the initiated Action (one further shot).

SKILL TESTS

In order to pass a 'Skill test', roll equal to or less
than the relevant skill Value of the Model.

For Example: a Model with a ‘Range Skill' of
12 (RS 12) after any Modifiers, needs a roll of
12 or less on a D20 to successfully passes the
RS (Range Skill) test.

MODIFIERS

Modifiers follow the mathematical principle:
first multiply then divide, add then subtract
(ie.3x2+2=8).

MEASUREMENT

Players may measure any distance (ie.
movement, shooting, Squad Coherency etc.)
at any point in the Game. This is commonly
referred to as 'pre-measuring'.

Models without a base (and Terrain pieces)
are measured from the nearest point of the
Model to the target, unless stated otherwise.
Models with a Base should be measured from
nearest part of the Base edge to the target's
Base edge.




MODEL TYPES AND STAT LINES

A Model's Stat line represents the skills
and abilities of the Model. Each SkKill can be
temporarily or permanently affected as the
Game progresses. Most are used as the start-
ing point for calculating the number needed
toroll on a D20:

A
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STRIISTICS

M - 'Movement' is the distance in inches that
the Model can travel when making a basic
Move Action. A Model's minimum move-
ment distance can never be reduced below
2" unless specifically defined.

For Example: a Played Card states that a
Model's Movement Value is reduced to O.

The maximum distance a Model can travel in
inches in one Game Turn is twice its Move-
ment Value. Movement does not have to be
made in a straight line (unless stated other-
wise).

CC — Close Combat. The number required to
roll on a D20 for a Close Combat test.

RS — Range Skill. The number required to roll
on a D20 for a Range Skill test.

St - Strength. The strength of a Model will af-
fect the Armour Value of its target.

Con — Constitution. Constitution represents
the Models ability to resist factors such as
falling from height.

WP- Will Power. Used to cast and resist Psy-
chic Powers.

LD - Leadership. The number required to roll
on a D20 for a Morale test.

W — Wounds. This is a way of tracking how
much damage a Model can receive. If a Mod-
el's Wound Value is reduced to '0' or less by
Wound Effects, it is removed from the board
as a casualty.

A — Armour Value. The number required to
roll on a D20 for an Armour test to ignore a
Wound Effect. Occasionally an Armour Value
may include a second number in brackets
e.g. A:18(12), this is the Impenetrable Armour
Value. Armour cannot be reduced below the
Value in brackets.

MINIATURE DEFINITIONS

the Players to produce balanced opposing
army lists. :
For Example: each Player will write anfarmy
list to the Value of a set amount of Points

STAT VALUES
- MAXIMUM AND MINIMUM MODIFIERS
No Stat Value can be Modified below a Value
of 1, except for Wound Value.

No Stat Value can be Modified above a Value
of 20.

WEAPONS STAT VALUES

BAUFORCE HMG 1000 “DEATHLOCKDRUM® \l\
R 5T RoF AW TYPE

|
24 15 4 2 Piercing (A) |

R - 'Range'. The effective distance of the
weapon, measured in inches. For Close Com-
bat Attacks the R is used to determine Close
Combat Weapon Range (CCWR).
St - ‘Strength’. The Strength of a Model's
Weapon will Modify the Armour Value of its
target and for Close Combat weapons it will
Modify its user's St.
RoF/RoA — ‘Rate of Fire'/'Rate of Attack'.
The amount of a Skill tests that can be made
during a Ranged or Close Combat Attack.
AVV - 'Anti Vehicle Value'. This value will
Modify the Armoured Value (AV) of targets
with SP (Structure Points).
Type. The characteristic which represents the
type of ammunition or the weapon's con-
struction. The type of a weapon might be
found more or less effective depending on
the type of armour worn by a targeted Model.

Body- The body of a Model includes the legs,
torso, arms, head and backpack. Any other
details on the Model are not classified as part

of Models Body. i

Any parts of the Model that extend beyond 3
the Base circumference do not count as part
of the Body.



Small Bases are 30mm in diameter.

Bases are 40mm in diameter and
are used for Warlords and Lords, and larger
Models.

Large Bases are 50mm or more in diameter
and used for large Models and Light Vehicles.
~Heavy Vehicles often do not have a base or
have a special base (e.g. heavy flyers).

FACING AREA
All Models in Warzone Resurrection have a
4 Facing Area. This is used specifically to calcu-
—_ late the Cover Modifier for intervening Mod-
_els. The Facing Area is defined by the diam-
- ~ eter of the Model's Base and physical height
of the Model (or in the case of Models that do
® not have a base the 'footprint' and physical
. height of the Model).
B:
! ~ The minimum Facing Area is:
' Small Bases: minimum Facing Area

=
V1€ (] []

. Height: 1"
Medium Bases: minimum Facing Area
- SRS S Height: 1.5"
iy 4‘;‘;;.- « “.large Bases: minimum Facing Area
b e SR N eigh 2"

- Heavy Vehicles: Use the height to the top
,'1 of the hull or turret, whichever is higher.

For Example: The minimum Facing Area of an
infantry Model mounted on a Medium Base
equal to the diameter of the base x height of
15" regardless of the Model's pose.

(73 ==

& straight, unblocked, 'Line of Sight' (LOS)
the Body of the firing Model to any part
he:Body of the target Model can be drawn,
¢ firing Mode has 'Line of Sight' (LOS) to the

MODELS FACING
All Models in Warzone Resurrection have two
facings: Front and Rear. The two Facings split a
Model's Base or Footprint' into two equal parts.
The Front Facing will be in the same direction
as the model's chest or the front of the Vehicle.
Models only have LOS in their Front Facing.
Models can only perform Shooting and Close
Combat Actions in their Front Facing.

For Example: The Everassur has two Undead
Legionnaires within its Front Facing.




Fought at the opening of the Second Great War against the Dark Legion, the Battle of Alpha Regio saw the armies of Golgotha,
Mistress of Pain, assault a Cybertronic stronghold high on the Tessera. To exactly what end the battle was fought is still the
subject of much debate amongst corporate military strategists. The Cybertonic Jacility, coded Fac-9-Delta was litle more
than a militarised research expedition, Jor the megacorporation was not Strongly established in that region nor did it have any
apparent reason to seek g Joothold there, Nevertheless, the Nepharite named Golgotha was evidently determined to eject the
Cybertronic mission Jfrom the heights of the Tessera, perhaps in an effort to cleay corporate forces fiom any strategic strong-
point within range of her Dark Citadel.

It is evident from post battle reports and lactical down-links that the Cybertronic forces had anticipated interference firom Dark
Legion forces in the r, gl

on and had taken Steps to fortify their position while their scientists and technicians conducted their re-
search. Thus, when the jungles at the base of the Tessera swelled with Undead Legionnaires and the other numerous Joot troops
of the Mistress of Pain, the Chasseur s Commander was prepared. Instigating q pre-planned bombardment by three Eradicator
Deathdroids, the Cybertronic force exacted a fearsome toll on the approaching Dark Legion host. Soon, the Jungles at the base
of the Tessera were aflame, and so were the unnumbered hordes of Legionnaires that came swarming out of them. Implacable

The commander had ne need to seek out the enemy, for she had every intention to do the same. Even as the Dark Legion forces
smashed into and over the Cybertronic defences, the Chasseur Commander and the Nepharite later identified as Golgotha,
Mistress of Pain, clashed in hand 1o hand combat. The Cybertronic commander was a veteran of his corporation s wars. He
had faced the mightiest enemies on every warzone of the inner System, but this new Joes capabilities were beyond even his
prodigious skills. The commander performed admirably in keeping his tactical up-link active and Iransmitting for almost eight
Seconds before it was severed, but in that brief period Cybertronic military intelligence Strategists learned q great deal about

the Nepharite, categorising and quantifying her abilities in g way only they can.

Of the fate of that bold commander; the corporation knows very little and cares even less, for as far as they are concerned he
served his purpose well and is now counted as an expended asset. They have no idea that, in common with many of her greatest
Joes, Golgotha did not slay the commander outright. Rather, upon defeating him she Stayed her hand, ordering his broken form



In Warzone Resurrection, each Modelis anin- Designer Note: No Model may travel more
dividual. As such, these individuals are capa- than twice its Movement Value per Game
ble of making their own decisions (Actions). Turn in total regardless of Action used.
Whilst one Squad member may choose to

== advance on their opponent, spending all of For Example: A Model with Movement Value:
i their energy on running as fast as they can, 5 may use a Move Action to travel 5" in Open
® another in the same Squad might take amo- Terrain, taking it into LOS of an enemy Mod-
ment to take aim and then fire with pin-point el, then the Model can use an Engage Action

~ accuracy. to travel a maximum of 5" in to Engage. The
s Model has not travelled more than its maxi-
- A{&]‘j“}", POl NTS mum allocated Movement of 10",

. Each Model in the Game has 2 Action Points '

e (unless stated otherwise). For simplicity this
Value is not included on the Stat lines. Once
* a Model uses all of its Action Points, it is De-
- activated for the rest of the Game Turn. Ac-
i tivated Models that begin their Activation
! “a_lrgadv ‘Engaged’ have only 1 Action Point to
Lk ihg spend.

) '- | n
- GENERAL ACTION RULES 1
If more than one Action requires an imme- § '
diate reaction, the Player with the Initiative
decides the order that they are completed. No
Action can be Activated more than once per
. Model per Game Turn (unless stated other- Engage Action - Models can travel up to their
f‘wlse). Movement Value x2 in inches. An ‘Engage’
b Rall ) ] d Action can only be made if a CCWR (Close
B quASM:: A‘Cx“iﬂ’NS (1 ‘A‘GJEII}N; PMNJ \) Combat Weapon Range- see the Close Com-
" Requiring only a short burst of energy, Basic bat section) is reached. If the distance moved
Actions are the most common of all Actions is reduced and a CCWR cannot therefore be
V| in Warzone Resurrection. The Basic Actionsin reached, the Engage Action fails. The model
= Ly Wa_rzone Resurrection are as follows: loses its remaining Action Points and trav-
R els in the same direction as the failed Engage
. ove Action — Models can make a Move- Action atits Modified Movement Value.
_ment up to their Movement Value in inches.
This measurement is made from the Base For Example: A Model with a Movement Val-
edge of/the Model, (or 'footprint’ of a Model ue of 6, uses 1 Action Point to make a Move
whigh' as no base). Action, traveling 3"; then its Z2nd Action Point
Piveting is classified as a Move Action and making an Engage Action. In the Engage Ac-
erefore, the Model must spend an Action tion it may only move 9" (6x2 — 3=9).
Point in order to complete a pivot (even if it
dopsn't move inany other way). Unless otherwise specified, the Engage Ac-
frf tion must always be made in a straight line,
within LOS of the target and in the Front

| =
Ty
= LI




Facing of the Engaging Model; while the En-
gage Action is being made the controlling
Player may change the facing of their Model
as appropriate. Models cannot be Engaged
through Terrain gaps or Access Points nar-
rower than either Engaged Models Bases.

Models gain a Modifier to their St and AVV

based on their Base size when they complete

an 'Engage' Action:

» Small Bases: receive a +2 St and +1 AVV
Modifier

» Medium Bases: receive a + 4 St and + 2
AVV Modifier

» Large Bases: receive + 6 St and + 3 AVV
Modifier

The Engage Bonus is only applied to the 1st
Close Combat Attack of a Close Combat Ac-
tion completed in the same Game Turn (even
if the RoA of the weapon is more than 1).

A Model must travel at least its unmodified
Movement Value when completing an En-
gage Action to Claim the Engage Bonus.

Aim Action — A Model can spend one Action
Point to gain a +2 Modifier to RS and +2 to the
Ranged Weapon's St in the same Activation
Phase. The Modifier is added only to their first
Ranged Attack in the case of Model's weapon
with a RoF higher than 1, additionally if an
Aim Action is used to make a Ranged Attack
at a Vehicle, the Player can use this Action to
select the Hit Location instead of rolling for
it. This action cannot be used with Template
Ranged Attacks or Psychic Powers.

Hide Action — A Model can spend one Action
Point to turn a Claimed Light Cover Value
Modifier into a Heavy Cover Value Modifi-
er. This Action does not affect Heavy Cover.
The Hide Action Cover Bonus is lost once the
Model makes another Action (except for a
‘Pass' Action). Place a Hide token next to the
Model to indicate that this Action is in effect.

Shooting Action — A Model can spend one
Action Point to make a Ranged Attack at a
target. When making a Shooting Action, the
Model will make a number of RS tests equal
to the RoF of the weapon they are firing. The
target must be in LOS and within the Front
Facing of the Model that is making a Shoot-
ing Action in order to be a viable target for a
Shooting Action.

Close Combat Action - An Engaged Mod
el can spend one Action Point to perform 3
Close Combat Attack. When making a Clos€
Combat Action, the Model will make a niim-
ber of CC tests equal to their weapon's RoA.

Morale test to ‘Recover from Pinning' - As
described in the Morale Section.

Morale test to 'Regroup from Broken' - As
described in the Morale Section.

Pass Action — The Model may spend one Ac-
tion Point to end its Activation.

ADVANCED ACTIONS
(2 ACTION POINTS)

Sometimes, it is worthwhile taking some
time on the battlefield, to ensure that a task is
done correctly with a significant and lasting
effect. Advanced Actions do just this.

Run Action - Models can make a Movement up
to their Movement Value x2 in inches. A Run
Action follows same rules as a Move Action.

Rapid Fire — A Model completing a Rapid Fire
Shooting Action gains a +1 Modifier to their
Ranged Weapon's RoF and a -2 Modifier to
their RS for this Action. The weapon's Range
is halved during this Action. Template weap-
ons cannot Rapid Fire.
Designer note: Rapid Fire is a Shooting Action
and may not be done in the same turn as a
Basic Shooting Action.

Sentry Action —A Model may enter Sentry.
Models in Sentry can use 1 Action Point (which
cannot be increased by any means) during
the enemy's Activation Phase. The following
Basic Actions may be made during a Sentry
Action: Shooting, Close Combat, Move or Dive
for Cover.No more than 2 Models for every S
Models in a Squad can be placed into Sentry.
If the Squad contains less than 5 Models, up-
to 2 Models can be placed in Sentry. Models
using a Sentry Action remain on Sentry unti
the next Control Phase.

..‘-‘

A
Sentry Actions can be used between the
tions of enemy Models, but require the Model

on Sentry to pass a LD test first. If the te
failed then the Model is no longe '
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" For Example: Player 2 Activates the Ist Model
ift her Squad. Player 1 can now use a Model
in Sentrymode before Player 2 can use any
Action Points.

For Example: Player 2 Activates their 3rd
Model, Player 1decides not to use their Mod-
._el(s)in Sentry at that point, so Player 2 issues
an Engage Action, Engaging a Model in Sen-
try. Player 1 can choose to use the Model's
Sentry Action at this point, after successfully
passing a LD test before Player 2 can use its
Model's 2nd Action Point.

s If a Model in Sentry is targeted by a Ranged
\ B Attack it may make a Dive for Cover Action to
i%. enter a piece of Cover, causing an additional
= -2 Modifier to the enemy Model's RS. A Dive
= for Cover Action cannot be attempted if no
._I. " Cover is within Movement Value of the Model

¥

on Sentry (this can be affected by applicable
Modifiers as normal) and if the Model does
not have sufficient Movement allowance re-
maining. If the Model travels out of LOS of the
Model making a Ranged Attack, the Ranged
Attack is still completed but with a -6 Mod-
ifier to RS.

Dive for Cover is the only Sentry Action that
can occur during an enemy Model's Activa-
tion and only if targeted by a Ranged Attack.

For Example: A Capitol Light Infantryman in
Sentry passes his LD test when targeted by a
Ranged Attack from a Cybertronic Chasseur
and chooses to Dive for Cover into nearby
Light Terrain (thus Claiming the Cover). The
total RS Modifier taken by the Cybertronic
Chasseur is equal to -4 (-2 for Light Cover
and -2 for Dive for Cover).



‘Activated/Deactivated’ — A Model that is
Activated may spend Action Points and use
its Active Special Skills. Deactivated Models
are Models which have been Activated or
are counted as having been Activated in the
Game Turn.

‘Active: (X)' — A Special Skill/Rule can be
described as 'Active’. Active Special Skills/
Rules can only be used by the relevant Ac-
tivated Model and will cost the Model Action
Points, or the Player Resource Cards as stated
in the relevant 'Active: (X) Special Skill/Rule’.
All Active Skills last for 1 Game Turn, unless
otherwise stated in the description.

‘At the beginning of Squad Activation' — If a
Squad must make several Actions ‘at the be-
ginning of Squad Activation', ‘Recover from
Pinning' and ‘Recover from Broken' Actions
must always be made before any other Ac-
tions are made. The order of any other Ac-
tions that must be made ‘at the beginning
of Squad Activation' are made in a sequence
decided by the controlling Player.

‘Autohit’ — If a Ranged or Close Combat At-
tack is described as being an 'Autohit’, this
means the RS or CC test is always successful.
‘B2B' - an acronym for Base to Base.

‘Close Combat Attack' - Any kind of Action

which requires a Model to make a CC test is a
Close Combat Attack.

‘Count as' - Any action which is "counts as X
Action" follows the same rules as the X' Ac-
tion described in the Rulebook, thus, “counts
as a Shooting Action" costs a Model one Ac-
tion Point, needs LOS and can be completed
only in the Model's Front Facing.

‘Critical Force/Critical Damage' - Some
weapons are naturally so powerful that they
have what is referred to as Critical Force or
Critical Damage.

Other weapons can have their St increased to
Critical Force level (e.g. by 'Focus Fire' or by
the use of particular Gear Cards). If a Wound
Effect is caused with St18 or more, 'Critical
Force (X)'is caused. The 'Critical Force' level is
dependant of the St of the Attack.

e St 18 has Critical Force (2) — Each Wound
Effect inflicts 2 Wounds per failed Armour
test

e St 19 has Critical Force (3) — Each Wound
Effect inflicts 3 Wounds per failed Armour
test

e St 20 has Critical Force (4) — Each Wound
Effect inflicts 4 Wounds per failed Ar-
mour test

Regardless of Modifiers the Critical Force/

Critical Damage can never be higher than

(4). Failed AV tests against weapons with

Critical Damage (x) result in a loss of Struc-

ture Points equal to X.

‘Dividing’- If a skill test requires any math-
ematical division (for Example: ‘halved’) al-
ways round up.

For Example: for Squad Coherency, the LD
Value is divided by 2. If the LD Value is 17, di-
vide 17 by 2 which equals 8.5, which is round-
edupto 9.

‘Dash Values' — If any Value in the Stats of )
a Model or weapon has a '-' Value, it means = -
that it cannot be used. Models that are forced
to make a Skill test with a '-' Value always
pass the Skill test. ¢
For Example: An Eradicator Death Droid has
WP '~ if it is required to pass a WP t it au-
tomatically passes. Models with a '*"Value
cannot make Actions that require the use of |

the -’ Value.For Example: Moc(fds "f
cannot make Close CombatActJ S.




Destroyed' — Every ‘Destroyed’ Vehicle al-
Ways counts towards Body Count Value (see
Missions-Section), regardless of whether the
Vehicle remains in play as a piece of Terrain
Or not.

‘Elevation' - If the vertical distance between
._any Model is larger than ‘X' (where X' is de-
fined on the following table and is measured
from Base to Base) then the Models are con-
sidered to be at Different Elevations.
Elevation describes approximate vertical
“reach” of a model by listing a difference
between two Engaged models Elevations
_ (measured base to base) that can be ignored
B during Close Combat.
Y- Additionally Elevation describes the maxi-
- mum height of a Terrain Piece a Model may
"~ cross using Types of Terrain and Movement
' Modifiers rules (p.48). If the Terrain piece is
~ higher than the listed Elevation for a Mod-
- elon a given base size, the Model must use
- Climbing rules to cross this Terrain Piece.
o If both models are on Small Bases the X
isequalto1".
; . If either Model is on a Medium Base the X
| isequalto2".
1 ﬂ " If either Model is on a Large Base the X is
I equalto 4"
,,' ' b hi If either Model has no Base the X is equal
’ ‘: B0 4",
.« Always use the highest relevant number
on the table.

‘Passive: (X)' — A Special Skill/Rule can be
described as 'Passive'. Passive Special Skills/
i ;IRules are always in effect.

'~ 'Ranged Attack’ — Any kind of Action which
= requires a Model to make a RS test is a
* Ranged Attack. Any Psychic Ranged Attack
“ % isalso classified as a Ranged Attack.

ok ‘Removed as a casualty’ — Any model that
S is ‘removed from the Board as a casualty' is
& counted towards Body Count Value (see the
issions Section).

fect' — Models which receive a Stun

ci/ust, at the beginning of their next
efivation, spend their first Action Point to
dover from Stun Effect. A Model can only be
ed by 1/Sjcu_n Effect at any one time. If a
@del that, is unrecovered from 'Stun Effect’
g forced to travel-by any means from its lo-
atione##t’becormes Pinned or Broken, the

:-.é""

Model automatically recovers from Stun Ef-
fect. CC tests against unrecovered Models are
automatically successful.

‘Target priority' - Any 'Basic’, 'Advanced' or
'Squad Special' Actions made against another
Model (i.e. Shooting, Engage) must be directed at
the nearest enemy Model within 12" and with-
in LOS. Engaged Models are ignored for Target
Priority. If there are no enemy Models within 12"
from the Activated Model, then the Action may
be directed at any other Model on the board that
isin range and LOS of the attacker.

Models can ignore the Target Priority rule if
they have the 'Target Sense' Special Skill.

Models without the ‘Target Sense' Special
Skill gain it by passing a LD test with the ap-
propriate Modifiers for each Action. If the test
is failed, the Action Point is lost, although a
second Ranged Attack can be made.

If a Model with 'Target Sense' is participating
in a Ranged Squad Special Action, all Mod-
els participating in this Action gain 'Target
Sense'.

When there is more than one enemy Model
at the same and nearest distance, either can
be targeted as the Primary Target without
need for a Target Sense test.

For Example: The Armoured Chasseurs are
closing on the Razide and are all within 12" of
it. The Razide must target Chasseur B, as he
Is the nearest to the Razide, unless the Razide
passes a LD test to gain the 'Target Sense'
Special Skill,

‘Tokens' — some Special Rules or Skills often
ask to place a 30mm round token as a point
of reference. There are two types of tokens:

1. Tokens with Structure Points - These to-
kens, if not specified otherwise, count
as Light Terrain and cannot be placed on
Impassable Terrain.




2. Tokens without Structure Points- these
tokens are placed only as a point of refer-
ence and can be placed anywhere on the
Battlefield including Impassible Terrain
(if not specified otherwise).

Unless otherwise specified, Tokens with

structure points stay in play until destroyed.

Tokens without Structure Points are always

removed from play in the following Control

Phase, unless otherwise specified.

Models cannot stay Engaged with a token.

Designer's Note: Please note, any Model

(friendly or foe) counts as Impassible Terrain.

‘Towards/Away' - When a Model must travel
Towards or Away from a specific point, use a
tape measure to define a line from the cen-
tre of the Model and the centre of the specific
point. The Model must then move along this
line either Towards or Away from the specific

For Example: If the Armoured Chasseur
needs to travel Towards or Away from the
Razide , draw a straight line from the centre
ofthe Razide's Base and the Armoured Chas-
seurs Base and move the Armoured Chas-
seur along that line.

‘Within' — A Model is described as being
‘Within' when any part of its Base or Footprint
is within the measured distance, Template or
Footprint.

‘Wound Effect' — The Wound Effect is an ab-
stract term which combines two process-
es; hitting and wounding a"Model. For each
failed Armour test against a Wound Effect, a
Model reduces its Wound Value by 1. Wheth-
er a Model passes an Armour test or not, it is
always classed as having "“recejved a Wound
Effect". iR~
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A 'Squad' can consist of one Model, such as
the Warlord, or a number of Models. Each
Squad is Activated once per Game Turn. Ev-
ery Model in the Squad must be Activated
= before play moves to the next Player.

— ‘“'SU‘IJTAII COMMANDERS

Each Squad must have a designated Squad
" Commander which is nominated before the
Game starts; the designated Model is a heroic
individual, a veteran of many battles or the
most senior in the chain of command. Any
‘ Model in the Squad (unless otherwise spec-
 ified), regardless of armament, may be allo-
: ,' =3 cated as the Squad Commander.

'l'h Model in a Squad consisting of one Mod-
'eli the Squad Commander.

If the Squad Commander is removed from
~ play, an Acting Squad Commander must be
allocated and the Squad receives a -2 Modi-
fier to their LD Value for the rest of the Game.
The Acting Squad Commander is nominat-
. ed only for Squad Coherency purposes. If

this Model is lost, a new Acting Squad Com-
g ~mander is allocated. If any Acting Squad
~ Commander is removed from the Game, the
Squad does not take any further -2 Modifiers
% toLeadership for losing a Squad Commander.
Neither the Squad Commander, nor the Act-
% ing Squad Commander, can 'Get the Gun',
N although a Model with a Heavy or Special

Type weapon can become an Acting Squad
= Commander. Any special gear on the Squad
% Commander, or Acting Squad Commander,
yhen it is removed from play.

UAD COHERENCY

ads have to stick together, otherwise in-
A iyidual Models beceme scattered and the
 SQuad losés itsability to work as an effective

(i

fighting force. All Models in a Squad must
stay in Squad Coherency, which is defined
in inches by the LD Value of the Squad Com-
mander or Acting Squad Commander divid-
ed by two. Squad Coherency is measured as
per the Measurement rules.

For Example: A Squad Commander has a
LD Value of 16, so every Model in the Squad
must be within 8" of the Squad Commander.
If it is removed from play, the Squad suffers a
Squad Commander Lost Modifier of -2 to LD.
The Squad therefore has to be within 7" of the
Acting Squad Commander for the rest of the
Game to be in Squad Coherency.

During the course of a Game, it is possible that
a Squad member will find themselves out of
Coherency. If this occurs, any Model out of
Squad Coherency must be the first Model in
the Squad Activated and must complete a
Run Action (even if not normally able to do
so0) to return to Squad Coherency. If more
than 1 Model is out of Squad Coherency, Ac-
tivate all of these Models in Turn and before
any other Models in the Squad, starting with
the Model which needs to move the furthest.
Complete a Run Action for each. Once all
Models in the Squad are in Squad Coheren-
cy, Models not yet Activated from the same
Squad can be Activated in any order. Models
that begin their Activation out of Coherency
whilst Engaged in Close Combat ignore the
Squad Coherency rule, but suffer a Modifi-
er to their CC Value which reduces it by half,
rounded up.

L I :
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For Example: The Chasseur Squad Com-
mander has a Squad Coherency Value of 8

A Player can choose the take a model out of
Squad Coherency at any point, but it should
be remembered that a Model out of Squad
Coherency at the beginning of its next Acti-
vation must make a Run Action to return to
Squad Coherency.

Vehicle Squads are subject to Squad Coher-
ency rules exactly like Non-Vehicle Squads.
A vehicle model which finds itself outside of
Squad Coherency must be the first Model in
the Squad to be activated and must complete
a Tactical Move, Combat Move, Fast Move or
Full Throttle Vehicle Movement Action to get
back in to Coherency. Owner of the Model
may choose to use any Vehicle Movement
Action assuming the Movement Action used
is enough to bring Model back into Squad Co-
herency.

SQUAD COHERENGY
AT VARIOUS ELEVATIONS

When measuring for Squad Coherency at dif-
ferent Elevations, measure the shortest dis-
tance from the Squad Commander's or Acting
Squad Commander's Base to the other Model's
Base, or any part of the Model's Body if the Base
is not within LOS, measuring in a straight line.

SQUAD SPECIAL ACTIONS

Occasionally, the whole is greater than the
sum of its parts; if a team works together,
they can focus fire on an enemy Vehicle or
Monster or swarm a Warlord. Squad Special
Actions are a team approach.

Squad Special Actions can only be issued at
the beginning of a Squad Activation; each
Squad Special Action costs 1 Action Point for
every Model in the Squad, even if some of
the Models cannot or do not participate in
the Squad Special Action. Only one Special
Squad Action can be issued in a Game Turn
per Squad. After declaration, but before a
Squad Special Action takes place, the Models
can use their remaining Action Point(s).

For Example: If no Model has LOS to a tatge
enemy Model, the Player can still issue the
Focus Fire Squad Special Action against the
target enemy Model. However the Player
must then spend the participating Models re-
maining Action Points in order to bring'them 3§
in to LOS of the Model targeted by Focus Fire,
Once the last participating Model is Deacti-
vated, the Player rolls for Focus Fire.

For Example: The Player declares the Swarm
Squad Special Action against an enemy Mod-
el, then uses any remaining Action Points
in order to Engage the target Model with as
many Models from the Squad taking part in
the Swarm Squad Special Action. When all re-
maining Actions have been made, the Player
then rolls for the Swarm Squad Special Action.

FOCUS FIRE

A minimum of 3 Models from the same Squad
must be selected in order to issue the 'Focus
Fire' Squad Special Action.

The Models participating in a Focus Fire must
be in Range and in LOS of the target at the
end of their Activation.

The Models completing the Focus Fire Squad
Special Action cannot make any other Shoot-
ing Actions in the same Game Turn.

The Player makes a single RS test (ignoring
the weapon's RoF) with a +6 Modifier to RS,
using the highest RS Value of any one Squad
member participating in the Focus Fire.

The St of the weapon during this Squad Spe-
cial Action is equal to the lowest St Value of
Ranged weapons participating in the 'Focus
Fire' plus the sum of the RoF of all Models
participating in the Focus Fire.

The weapon type is always counted as Pierc-
ing in a Focus Fire Squad Special Action.

For every 3 Models participating in the Focu
Fire, the Ranged Attack gains Cntlcal
+1and AVV +1. \.‘*;.\

Designer Note: If the Focus ‘Fire St 1s=
to 18, the Ranged Attack would ga1n r
Force (2). For every 3 Models patl ticipating in



the Focus Fire the Critical Force gains an ad-
fonal'+1 Modifier. Regardless of Modifiers
the Critical Force/Critical Damage can never
be higher than (4)
Vlodels receiving a Wound Effect from the Fo-
cus Fire cannot use the 'Heal' Special Skill.
Focus Fire cannot be used against Engaged
- Models.
Weapon Special Rules or Modifiers (Skills,
Strategy Cards etc.) of participating Models
are not in effect during the Focus Fire Squad
Special Action.
Models with only Template Ranged weapons
cannot participate in a Focus Fire Squad Spe-
g Cial Action.
B For each Model participating in a Focus Fire
~ Squad Special Action with an obscured LOS
~ tothetarget (regardless of whether it is Light
or Heavy Terrain), a -1 Modifier to the Focus

Vg ,-'j Fire RS is applied.

- For Example: A Squad of 6 Models with RS
- 12 focus fires on a Razide; so would have
RS12+6, St 12 (Iowest St Value of participating
" range weapon) + (6x RoF1) = St18. Three of the
£ 'shooting Models have obscured LOS to the
»! Zf Razide as more than 25% of the Razide is be-

| ~ hind Cover. Therefore the RS of 18 is modified
. by -3(dueto3 of the participants having an
obscured LOS) to 15.

& SWARM

A minimum of 3 Models must be Engaged to
be able to complete a Swarm Squad Special
; :‘ction.

'~ The Player makes a single CC test (ignoring
= the weapon's RoA) with a +6 Modifier to CC,
~ % using the highest CC Value of any one Squad
xE ‘member participating in the Swarm.

ok The St of the weapon during this Squad Spe-
S cial Action is equal to the lowest sum of a
= ' participating Model's St Value and the St of its

= weapon plus the sum of the RoA of all Models

Swarming Models do not receive an Engage
Bonus.

For every 3 Models participating in the
Swarm, the Close Combat Attack gains Criti-
cal Force +1and AVV +1.

Designer Note: If the Swarm Squad Special
Action St is equal to 18, the Close Combat At-
tack would gain Critical Force (2). For every 3
Models participating in the Swarm the Criti-
cal Force gains an additional +1 Modifier.
Models receiving a Wound Effect from the
Swarm cannot use the 'Heal' Special Skill.

Weapon Special Rules or Modifiers (Skills,
Strategy Cards etc.) of participating Models
are not in effect during the Swarm Squad
Special Action.

SUPPRESSION FIRE

This Squad Special Action can only be carried
out by Squads with the 'Suppression Fire'
Special Skill. A minimum of 3 Models from
the same Squad must be selected in order to
issue the Suppression Fire Squad Special Ac-
tion.

The Models participating in a Suppression
Fire must be in Range and in LOS of the target
at the end of their Activation.

The Models completing the Suppression Fire
Squad Special Action cannot make any other
Shooting Actions in the same Game Turn.

The Player does not need to make a RS test to
use Suppression Fire.

If a Squad targeted by 'Suppression Fire' trav-
els more than 2" in the same Game Turn, it
must take a Con test. If the test is failed, the
Model receives an immediate Autohit with St
equal to the lowest St Value of Ranged weap-
ons participating in the Suppression Fire.

The weapon type is always counted as Blast
in a Suppression Fire Squad Special Action.



SQUAD COMMANDERS

Quite simply, their job is to command
Squads. Before the Game starts each Player
must nominate one Model from each Squad
to be the Squad Commander.

Squad Commanders have the Guarded Spe-
cial Skill.

LORDS

Lords are individuals that can join Troops and
Support Squads or act as an independent
Squad of their own.

The Player must choose to attach the Lord to
another Squad before the Game starts.

Lords cannot leave a Squad that they have
joined or join any other Squads during the
Game. Lords count as part of the Squad for
Activation purposes.

Squads lose Rapid Deployment and/or Infil-
trate if a Lord is attached, unless the Lord has
the same Special Skill. The Lord must be the
Squad Commander of any Squad it joins.

If a Lord is removed as a casualty, nominate
an Acting Squad Commander as normal.
Lords have the Shielded Special Skill.

WARLORD

This is your General; the ultimate communi-
cation link with HQ. All Squads can use the
Warlord's LD if at least one Model from the
Squad is within 10" of the Warlord. Warlords
always act independently and so cannot join
Squads.

Warlords have the Shielded Special Rule.
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Morale checks are required at certain points
within a Game of Warzone Resurrection.
Morale checks are made by rolling a D20
and comparing the result against the Squad
= Commander's or Acting Squad Command-
B er's LD Value with any appropriate Modifiers.
s 1f the D20 roll is equal to or less than the

] "'_ Squad Commander's or Acting Squad Com-
mander's modified LD Value, the test is
._ o J.rpassed and the Squad continues as before
- the test was taken. If the D20 roll is higher,
the test is failed and the Squad will suffer a
negative effect dependant on the kind of Mo-
rale check being taken.

B ,P‘INNING

3 Immediately, when a Squad loses 50% or
' 'more of the Squad members (100% equals
the number of Models in the Squad at the
start of the Game Turn) in one Game Turn,
~ a Pinning test must be taken. If the test is
failed, the Squad is Pinned. Pinned Squads
have a positive Modifier of +2 to Armour Val-
ue against Ranged Attacks, but cannot com-
plete any Actions apart from Recover from
. Pinning until they have successfully 'Recov-
- ered from Pinning'. A Squad can only make
~ one Pinning test per Game Turn.

¥ MORALE TEST
8 T0 RECOVER FROM PINNING

S8 To recover from Pinning, the Squad must
% spend one Action Point at the beginning of
- quad's Activation to attempt to 'Recover
rom Pinning' by taking a Morale test with a
-2 Moditier to LD. This attempt costs all Mod-
in the Squad one Action Point. This Action
ySt be repeated if failed the first time. If both
empts fail, the Squad is Deactivated and
 Pinned. Close Combat Attacks made
ainst a P" ned Model have a +4 Modifier to

- lés_ec ¢\alue.

BROKEN

Immediately when a Squad loses 75% or
more of the Squad members (100% equals
the number of Models in the Squad at the
start of the Game Turn) in one Game Turn, a
Break test must be taken. If the test is failed,
the Squad is Broken.

Broken Squads must immediately travel
x2 Movement Value Towards the nearest
friendly Deployment Board edge, taking the
shortest route possible (i.e. avoiding Im-
passable Terrain).

If playing a Mission in which an army does
not have its own Deployment Board edge,
Squads in that army that failed a Break test
must immediately travel towards the nearest
board edge, taking the shortest route possi-
ble (i.e. avoiding Impassable Terrain).

This counts as a free move and does not fac-
tor in to the Models maximum Movement
allowance per Game Turn.

Broken Models cannot interact with Objec-
tive Markers or hold Table Zones.

All Special and Basic Close Combat Actions
made against a ‘Broken’' Model are passed
automatically.

Engaged Models from a Broken Squad do not
lose an Action Point for their 1st attempt of
‘Regroup from Broken'. Broken Models can-
not complete a CC Action.

Broken Models which travel into or through
the CCWR of an enemy Model receive a Free
Slash immediately from the enemy Model.



MORAIE T test with a -6 Modifier to LD. Thils atternpt
M[IR‘A I'E ‘I‘ES‘[ costs all Models in the Squad one Action

M} REG ROUP FROM B RuKEN Point. This Action must be repeated if fai A

the first time.

To regroup from being broken, the Squad
must spend one Action Point at the begin-
ning of the Squad's Activation to attempt to
‘Regroup from Broken' by taking a Morale
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Warzone Resurrection is a Game that in-
volves not only dice, but also cards. Before
playing a Game of Warzone Resurrection, the
Players should decide whether they will play
== a Basic Game, where they use only Resource
 Cards, or whether they will play an Advanced
® ‘Game. The Advanced Game includes the use
~ of Resource Cards and also a deck of cards

which add an element of character and real-
_‘.rlSIn to the Game.

~ BASIC GAME RULES

- When playing the 'Basic Game Rules', the use
hs . of cards is limited to Resource Cards. No oth-
: i o er cards are required for this version of the
g "'-r Gaime. The number of Resource Cards that
. eacl Player starts with is dependent on the
‘1 elevant Player's Warlord choice and how
) 'ny Troop Squad Commanders are in their
- control.

WARLORDS AND RESOURCE CARDS

. Warlords are the conduit between their force
;and the higher echelons of the command
3 Structure they work for. Depending on the
. Warlord Type they have access to Resource
= (Cards as allocated:

IRIR 2 - N—

NUMBER OF RESDURCE CARDS

WUARLORD TYPE NO. RESOURCE CARDS

'_ "

' T -
P 1 1]

TECH 4
CLOSE COMBAT 3
RANGED 3
PSYCHIC 4

Each Troop Squad Commander also provides
1Resource Card. Resource Cards are allocated
by the Warlord and Troop Squad Command-
ers, but they can be ‘'Turned to Burn' for any
model in the Player's force.

For Example: Alakhai is a Close Combat
Warlord, so he starts with 3 Resource Cards.
Alakhai's army also contains 2 Squads of
Undead Legionnaires, each led by a Nec-
romutant Squad Commander. Each Nec-
romutant Squad Commander will allocate a
further 1 Resource Card. This means that Al-
akhai's army will have 5 Resource Cards, 3
from Alakhai and 1 from each Necromutant
Squad Commander.

RESOURGE CARDS

Resource Cards are not normally removable,
however if a Warlord is removed from play,
Half of the resource cards it provided at the be-
ginning of the Game are lost. If a Troop Squad
Commander is removed from play, a num-
ber of Resource Cards equal to the number of
Resource Cards it provided at the beginning
of the Game are also lost. It is the controlling
Player's choice which Resource Cards they
remove (i.e. a ‘Turned to Burn' Resource Card
may be removed). Under no circumstances,
can a removed Resource Card be returned to
the Game once it has been removed.

For Example: Player 1's Ronin Squad has just
lost its Squad Commander. The Model is re-
moved from play and with it, a Resource Card.
The Controlling Player chooses to remove a
Resource Card they had already 'Turned to
Burn' this Game Turn. Whereas Player 2 los-
es his Commander Dr. Diana. Commander
Dr. Diana is a 'Tech’ Warlord so Player 2 must
Immediately discard any 4 of his Resource
Cards.



/7= ‘TURN T0 BURN

(BASIC GAME ONLY)

Players can ‘Turn to Burn' a Resource Card in
any of the following ways:

A

To give the selected Model (but not to a
Vehicle) a third Action Point; can only be
used once per Model per Turn.

To add 'Heal (3)' to the selected Model; can
only be used once per Wound Effect.

To Activate a Squad Special Skill if appli-
cable or required.

To Modify the RoF or RoA Value of a sin-
gle weapon by +1. ‘Turn to Burn' and de-
clare before making a Shooting or Close
Combat Action. This cannot be used to
increase the RoF or RoA during Special
Actions. Only 1 Resource Card per Model
per Game Turn can be used in this way.

For Example: Player 1 'Turns to Burn'T Re
source Card, thus giving a Model a 3rd Ac

Model 'Heal (3)' by ‘Turning to Burn' an6
Resource Card. Player 1 cannot ‘Turn tg
a 3rd Resource Card to give a 4th Action
or 2nd 'Heal' test; although they may ‘Turnto %
Burn' a 3rd Resource Card to Modify the Mod-
el's weapon's RoF or RoA by +1.
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It is rare that a character enters the Warzone
with naught but the shirt on its back. To rep-
resent this, every non-Vehicle Model in War-
zone Resurrection has an Armour Value.

THE ARMOUR TEST DEPENDS ON FOUR FAGTORS:
. THE ARMOUR VALUE OF THE MODEL
2. THE TYPE OF WEAPON THAT HAS TARGETED THE
. MODEL.
3. THE ST OF THE WEAPON THAT HAS TARGETED THE
MODEL
4. ANY TAGTICAL, STRATEGY OR GEAR CARDS THAT ARE
IN PLAY WHIGH MAY MODIFY ARMOUR VALUE
AND/OR MODEL ST AND/OR WEAPON ST
AND/OR OTHER BONUSES.

The Armour Value represents the strength
of the wearer's Armour. The higher the Ar-
mour Value, the better the Armour is. Some
Armour Values have a second number in
brackets. This bracketed number represents
the minimum number an Armour Value can
be modified to, this is referred to as Impene-
trable Armour.

For Example: The Everassur's Armour Value
is 16 (12) meaning that if the Everassur need-
ed to take an unmodified Armour test a D20
roll of 16 or less would be needed. If there
were Armour Modifiers their cumulative Val-
ue can never reduce the Everassur's Armour
Value to below 12.

Unless otherwise specified, if an attack
states that no Armour test can be taken, then
the model cannot make any Armour test
against this attack. If no armour test may be
taken, and the model has an impenetrable
armour value, the model may roll on its im-
penetrable armour value.

WEAPON. TYPE

Often the weapon may be better or
at penetrating an armour type. To represent §
this, the Stat line of each Squad will often in-
clude Modifier information which needs to be
applied if the Squad is targeted by a particu-
lar weapon type.

For Example: Chasseurs are stated as wear-
ing 'Titanium plates (Blast-3), meaning if
they are targeted by a ‘Blast' Type weapon
they receive an additional -3 Modifier to Ar-
mour Value. Occasionally an Armour Type
may receive a positive Modifier against a
particular weapon type (e.g. Piercing +2), in
this case the Model would receive a +2 Modi-
fier to Armour Value if targeted by a Piercing r A
weapon. ’

WEAPON STRENGTH

The Strength (St) of the weapon also Modifies
the Armour Value as shown in the following
table:

WERPON STRENGTH AND MODIFICATORS

WEAPON STRENGTH MODIFICATOR

1 +§
1 +3
8 +2
9 +1
10 0
1 1
12 2
13 3
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/MOVEMENT VALUE

In the Movement Section of Warzone Resur-
rection there are two definitions, Movement
and Movement Value. The Movement Value is
a number stated on the Model's Stat Card and
Movement is the distance that a Model can
travel depending on the Type of Action Made.

For Example: A Model's Movermnent Value of 5
means that the Model can use a Move Action
for a Movement of 5", If a Run Action is made by
the Model, then the Movement is equal to 10",

Modifiers, unless stated otherwise, always
affect the Model's Movement not a Model's
Movement Value.

Regardless of movement modifiers, model
cannot travel more than twice its Movement
Value.

WOVEMENT VALVE =04
® L" #— MODIFERS "W~

" MOVE # ENGAGE ACTION = MAX 8"
'. #- MCDIFIERS
(BUT ONLY ONE POSITIVE MODIFIER TO ETHER ACTION)Y

a1

DUAL MOVEMENT ACTIONS
AND MODIFIERS

A Model completing two Movement Actions
in any combination (For Example : Move +
Engage) can only claim its positive Move-
ment Modifiers to one of the Actions.

g

TERRAIN

Warzone Resurrection takes place in rugged
and hostile locations throughout the Solar
System, be that in the depths of space or on
an alien planet. The deployed force might
be surprised by a Martian earthquake or a
Mercurian solar flare. The Venusian jungles
can be just as dangerous as the enemy and
an apparently benign city ruin provides the
perfect cover, but could collapse at any time.
A warzone is rarely predictable, especially
when it located on the planets, planetoids
and asteroids of the solar system.

TERRAIN AREA

Every feature of rough Terrain occupies a spe-
cific area on the battlefield; this is referred to
as its 'footprint'. Sometimes a Terrain feature
has a clearly defined footprint, i.e. a crater,
bunker or building, others however, might
be less defined; such as a woodland, ruined
building or scrubland. To avoid confusion,
the Players must determine the exact foot-
print of each piece of Terrain before the Game
starts.

For the purposes of movement, if the Base or
'footprint' of a Model touches or is partially or
wholly within the footprint of a Terrain fea-
ture it is considered ‘'within' the Terrain. Mod-
els that start or end their Activation within
Terrain or enter Terrain during a Movement
are affected by the appropriate Movement
Modifiers. >

When LOS is affected by a Claimed or inte
vening Terrain piece the RS of the shooti
Model is modified by the Cover as appropri- y
ate. Cover does not modify Armour VILaI‘ e
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S LYPES OF TERRAIN

g Ther; are 4 types of Terrain in Warzone Res-

urrection. Players should agree what their
scenery represents before the Game starts.

Open - e.g. flat plains, or light hills. Open Ter-
rain does not Modify Movement.

Light — e.g. shallow water, bushes. Light Ter-
L rain Modifies Movement by -2", to minimum
; ey 0f2".

- 4"'Heavv — e.g. walls, trees. Heavy Terrain Mod-
- ifies Movement by -4", to minimum of 2",

A

e ' Impassable — e.g. deep water, solid rock,
E ‘: pools of acid etc. Models cannot travel
~ through or into this type of Terrain.

~ If a Model travels more than 3" through a
- single piece of Light Terrain, its Movement is
~ reduced as if it had travelled through Heavy
" Terrain (i.e. reduce movement by 4", to min-
b E{lﬁm of 2"). Each separate piece of Terrain
~ causes the appropriate Modifiers. Move-
‘ment Modifiers are cumulative. Calculate
.~ all Movement Modifiers before moving the
~ Model.

For Example: A Hussar makes a Run Action
(Movement of 10") which would take him
through Light Terrain and then Heavy Terrain,
. as such his Movement is Modified by -2" and
. ‘then -4" a total Modifier of -6". This makes
‘his Movement 4"

e

LIGHT TERRAIN
-2"

FALLING FROM HEIGHT

A model which falls from height takes a
Piercing Autohit with a St equal to the verti-
cal distance in inches (rounded up) that the
Model has fallen, with an additional +6 Mod-
ifier to St.

A Vehicle takes a Autohit with AVV10 on a
random section.

Any Model which falls from height is always
place in B2B with the piece of Terrain it has
fallen from.

JUMPING OR DRIVING
FROM HEIGHT

As part of a Move, Run or Engage Action a
Model or Vehicle may jump downwards from
height. Models on Small Bases may jump 1"
downwards, Medium bases may jump 2"
downwards and Large Based Models may
jump 3" downwards without suffering the
penalties allocated for ‘Falling from Height'.
Vehicle can drive from height 3" down-
wards without suffering the ‘Falling from
height' penalties. This is referred to as 'Free
Jump'. When a Model uses ‘Free Jump' it does
not count the vertical distance as part of its
Movement. When the 'Free Jump' is complet-
ed, place the model at its new Elevation as if
it is in Base contact with its last position be-
fore it jumped.

For Example: A Razide has a Movermnent Val-
ue of 5 and is in Heavy Terrain, 3" above the
ground. It makes a Run Action. It travels 4" in
the Heavy Terrain before it 'Free Jumps' out of
the Terrain. As such it receives a -3" Modifier
for the Movement in Heavy Terrain, but does
not count the vertical distance saving 3" of its
Movement, allowing it to use the remaining
3" of Movement in the Open Terrain.



If a Model chooses to travel further down-
wards than its 'Free Jump' distance, it must
use its Movement to make the additional
distance. Additionally, if a Model chooses to
jump further downwards than its 'Free Jump'
distance (i.e. if a Small Based Model jumped
further than 1"), apply the rules for 'Falling
from Height', but as this has happened as
part of a 'Tump', the Controlling Player should
reduce the 'distance fallen' Modifier by an
amount equal to their 'Free Jump' distance.

For Example: A Hussar has a Movement Val-
ue 5 and chooses to make a ‘Jumping from
height' during its Move Action down a build-
ing to the ground floor, jumping 1". The 1"
Jump' that the Hussar made is free, so once
it reaches the Ground Floor, it may now move
its full Movement of 5",

However, if the Hussar had jumped down 2",
his Movement would be reduced by 1" for the
extra distance jumped and he would suffer a
St7, Piercing Autohit (1" extra distance fallen
beyond 'Free Jump' distance +6St for ‘Falling
from Height').

JUMPING ACROSS GAPS

As part of a Move, Engage or Run Action,
Models can attempt to ‘Tump across gaps'
between two pieces of Terrain. This cannot
be performed if the gap is across Impassable
Terrain or if the Model cannot be placed un-
der the gap for any reason. If this is the case,
the Model must use an alternative route.

When attempting to 'Jump across gaps' the
following distance restrictions are in place
depending on the Base size of the Model:
Small Bases: The maximum gap distance a
Model on a Small Base can jump across is 1".
If the gap is less than 0.5", the Model moves
across it as normal. If the gap is between 0.5"
and 1", apply an additional Light Terrain Mod-
ifier to Movement and cross the gap. Before
the Model attempts to cross the gap it must
immediately make a Con test. If this is failed,
the Controlling Player must place the Mod-
el at the bottom of the gap in Base to Base
contact with the Terrain it was attempting to
jump on to. The Model then must take an Ar-
mour test with the usual Modifiers for ‘Falling
from height'.

Medium Bases: The maximum gap distance

a Model on a Medium Base can jump across is

2".If the gap is less than 1", the Model movge

across it as normal. If the gap is between 1"

and 2", apply an additional Light Terrain'

Modifier to Movement and cross the'.gap. &

Before the Model attempts to cross the gap £

it must immediately make a Con test. If this

is failed, the Controlling Player must place

the Model at the bottom of the gap in Base to

Base contact with the Terrain it was attempt-

ing to jump on to. The Model then must take

an Armour test with the usual Modifiers for [

'Falling from height'.

Large Bases: The maximum gap distance

a Model on a Large Base can jump across is

3" If the gap is less than 2", the Model moves

across it as normal. If the gap is between

2" and 3", apply an additional Light Terrain

Modifier to Movement and cross the gap.

Before the Model attempts to cross the gap

it must immediately make a Con test. If this

is failed, the Controlling Player must place

the Model at the bottom of the gap in Base to

Base contact with the Terrain it was attempt-

ing to jump on to. The Model then must take

an Armour test with the usual Modifiers for

'Falling from height'.
e <

For Example: The Cuirassier 'Attila’ MK.III
Is on a Medium Base so it can Jump across = ®
Gaps’ of up to 2", In this case the Gap is just -~ =
under 1", so it crosses without needing to

make a Con test. Although the Cuirassier ‘At-
tila' MK III still takes a Movement Modifier for
moving in the Heavy Terrain (Ruins).



patt of a'Move, Run or Engage Action a
non-vehicle Model may change Elevation
by Climbing. Use the following measuring
approach: Firstly measure the horizontal
_ distance from the Models base to the point
where the Elevation change will occur.
Then measure the vertical distance needed
to reach the desired Elevation. Add the two
together with any appropriate Modifiers. The
Movement can be completed if the resulting
distance is less than the Model's Movement.
If a Model has completed a Run or Engage
| Action to Climb, it must immediately take a
Con test with a +4 Modifier.

Vehicle Models cannot Climb. The only way a
4 'J" Vehicle Models may change their Elevation
B is by using Ramps, Slope Hills and every Ter-
rain Piece agreed to be treated as such by all
players before the game begins.
Changing Elevation for non-Vehicle Models
~ always involve adding full vertical distance
' between the initial and final Elevations and
| may require a Con test if Run or Engage Ac-
[ ol 1—_‘ ﬂi". s were used to change Elevation.
If the test is passed, there is no further effect,
- but if the test is failed, the Model falls, fol-
‘lowing the rules for Falling from height and
is immediately Deactivated. Place the Model
at the bottom of the vertical Elevation. Free
Jump is not in effect in this situation.

" Designer Note: If a Model attempting to En-
" gage an enemy Model by Climbing fails the
: 'Con test then it will become disengaged an¢
' therefore the enemy Model will be allowed
mak ree Slash.

g

For Example: The horizontal distance re-
quired for the Armoured Chasseur to reach
the cliff face is 2" The vertical distance of
the cliff is 4". The Player decides that the Ar-
moured Chasseur will travel an additional 2"
on the new Elevation, therefore a Run Action
Is required. This means the Armoured Chas-
seur must pass a Con test with a +4 Modifier.
If the Con test is failed, the model will suffer
the effect of Falling from height.
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S tANIl PHASES

ame starts with the first Game Turn.
Due-to the nature of Warzone Resurrection,
all Players play in each Game Turn, there-
fore, each Game Turn is split into a number of
S Phases. The first Phase is the 'Control Phase'
which is superseded by a number of 'Acti-
vation Phases'. The number of Activation
Phases is dependent on the total number of
Squads in play.

* INITIAL INITIATIVE

* Each player rolls a D20 for Initial Initiative.
~ Thehighest roll wins. The winner may choose
to give Initiative to the opponent (or the play-
- . er of their choice, if there are more than two
.,. players) The player that has the Initiative
~ sets-up first following the mission rules. The
. player who set-up first must keep the Initia-
~ tive in the first Game Turn. The 'Battle Section'
- ofthe first Game Turn begins when the player
- with the Initiative Activates their first Squad.

o |

&

SGONTROL PHASE

From the Second Game Turn and onwards
the first Phase of the Game Turn is the Control
Phase. This Phase is used to reset or discard
Cards and tokens (as appropriate) from the pre-
. vious Game Turn and determine which Play-
. er will have Turn Initiative for this Game Turn.
gl Initiative is determined by the Players
_each rolling a D20. The Initiative winner is the
. Player with the highest D20 roll. In the case of
' a draw the Players reroll until one Player gets
e ~ a higher number. The winner chooses to keep
| or give away the Initiative (in the same man-
ner as the Initial nitiative). In the Control Phase
‘all ‘Turned to Burn' Resource Cards are reset to
ace the owning Player and can then be ‘'Turned
to Burn' in the Game Turn.

‘A‘BJ lI VAIIQN 1PH‘A SE

The Player with the Initiative for this turn has
the first Activation Phase.

The Player with the Initiative must perform
the following steps:

4 A. SELECT A SOUAD TD BE ACTIVATED

B. CGHECK IF THE SQUAD IS PINNED DR BROKEN. IF THE
ACTIVATED SQUAD IS PINNED OR BROKEN, THEN IT
MUST PASS A MORALE TEST TD BECOME UNPINNED
DR UNBROKEN [AS DESCRIBED IN THE MORALE

«  TEST SECTION) BEFORE MAKING ANY OTHER
ACTIONS.

C. CHECK FOR SQUAD COHERENCY. IF ANY MODEL(S)
FROM AN ACTIVATED SQUAD ARE DUT OF SQUAD
GOHERENCY THEY MUST BE THE AIRST MODELS IN
THE SQUAD TO BE ACTIVATED AND MUST COMPLETE
A RUN ACTION TO RETURN TO SQUAD COHERENCY
A DESCRIBED IN THE SQUAD COHERENCY
SECTION.

0. ACTIVATE A MODEL FROM THE ACTIVATED SQUAD.
AGTIVATE THE IST MODEL [GAN BE ANY MODEL.
UNLESS OTHERWISE SPECIFIED] FROM IH[

l{l]l'ﬂ][ﬂ SQUAD, A
L : P S A

All Models (unless otherwise specified) in
Warzone Resurrection have 2 Action Points.
By spending your Models Action Points the
Model can perform Basic or Advanced Ac-
tions. Each Action can be used only once per
Model's Activation.

All Models in an Activated Squad must be
Activated one-by-one. Each Model must use
at least 1 Action Point per Activation. Once all
Models in a Squad have been Activated and
have completed at least 1 Action, play moves
to the next Player, who then Activates their
chosen Squad in the same way.

Players continue this process until all of their
Squads have been Activated once per Game
Turn. If one Player has more Squads in play
than their opponent, they must Activate the
extra Squads in any order at the end of the
Game Turn. The last Squad Activated in the
previous Game Turn for each Player may
not be Activated first in the new Game Turn.
Ignore this rule if the Player has only one
Squad left. Once there are no more Squads
left to be Activated on either side, the Game
Turn ends. Start a new Game Turn with the
Control Phase.



For Example: Thomas and Jean are in Game
Turn 3 and Jean has 1 Squad remaining in
play whilst Thomas has 3. Thomas wins the
Initiative, so Activates first, they take it in
turns then, when Jean has used his Squad
Thomas Activates his 2nd and 3rd Squads in

=7

turn, completing at least 1 Action with eac.
Model. Thomas choose to Activate Alakha
the Cunning last in Turn 3, so cannot use h '.
first in Turn 4. Jean only has a Squad ofiFree

them first.
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Wherever there's a battle, firearms are nev-
er far away. Shooting is a valuable Action to
take in Warzone Resurrection, for quite often
one's life depends upon it.

RANGE ATTACK AND TERRAIN

A Model's ability to shoot is defined by the
Model's Range Skill (RS). Terrain, interven- %
ing Models and Line of Sight (LOS) affect the
ability of the shooting Model to hit the target
Model.

For Example: In the First Picture the Undead
Legionnaire receives Cover from the Wall
therefore the Armoured Chasseur receives a
-4 Modifier to its RS test. In the second picture
the Undead Legionnaire receives no Cover
from the wall and so the Armoured Chasseur
takes its RS test without a Cover Modifier.

If the target Model is partially Covered (mini-
mum 25% Coverage) by Terrain or the Facing
Area of an Intervening Model, the firing Mod-
el's RS receives a Cover Modifier as appropri-
ate:

If the shooting Model is inside or within 1" of
a piece of Cover it does not suffer the Cover
Modifier to shoot through or over the Cover.
This is referred to as Claiming Cover.

Light Cover (Light Terrain): -2 Modifier to RS.
Examples of this type of Cover include barbed
wire, low-lying scrub and bushes.

Heavy Cover (Heavy Terrain, intervening
Models, Impassable Terrain): -4 Modifier to
RS.

Examples of this type of Cover include walls,
trees, ruins and intervening Squad members.

Cover Modifiers are cumulative. As such, if
a target Model is behind Heavy Cover and
there are intervening Models in the way, it
will be very difficult to hit.

Designer note: Imagine shooting through
people whilst at a busy market, at a target 40
feet away and behind a brick wall.

A Model cannot make a Shooting Action at a

‘US‘I NG ‘A Nn clA TI M‘I NG GﬂVER target which is behind more than 3 pieces of
5 ! X Cover (including intervening Models), unless
To take advantage of Cover, the Model's Fac- @ ‘Lucky Shot' attempt is declared. On a D20

ing Area must be at least 25% Covered by it. roll of natural 1 a Lucky Shot attempt is re-
garded as a successful RS test.

Intervening Models (except Vehicles) cannot
completely block LOS to the target, as both .
are constantly moving.

If the Model is targeted by a Ranged Attack and
is more than 1" away from intervening-Terrain
Piece/Cover it counts as Claiming Cover Modifie
for every intervening Terrain Piece/Cover. (Model /
is not physically located within an _terr“ and s %f
- not Claiming Cover but Claims C0ve Modifiers fors,
<oy ‘ : JFHEF a]lmtervenmgterramp1eces/m dels) S
I.."'Iu‘ ___-_f".' o
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8 MULTIPLE COVER
CANDGOVER DENSITY

== .ILEhere is more than one type of Cover within
1" of each other, only the highest Cover Modi-
fier Value is taken into consideration.

- For Example: Valerie Duval is being targeted
B with a Shooting Action made by the Immor-
== tal Valerie has Claimed Light Terrain Cover
. (-2 Modifier to the Immortal's RS) behind a
=" * Jow-lying bush and has also Claimed Heavy
'-\,___,,__-r—,' fier to the Immortal’s RS). Both of which are

 within 1". The Immortal suffers a -4 Modifier
%ts RS,

1747220

e e
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For Example: 2 Hussars have Claimed Light
Cover, they are in B2B contact, one behind the
. other. A Razide decides to make a Shooting
Action at the further one, but only receives a
Modifier to RS (the Light Cover is negated)
. as his target has Claimed two types of Cover.

174 ==
=, . r _5

grEg T
‘The Player must select a Primary Target within range,

4.

I-Iq

Terrain behind a ruined brick wall (-4 Modi- |

MAKING A RANGED ATTACK

'L0S and Front Facing of the Model complefing a
Ranged Attack. Following the ‘Target Priority rule.

I the Mode! has a weapon with a RoF higher than I,
nominate a Primary Target following the Target
Priority’ rule and Secondary Targets which must be

within 3" of the Primary Target and within range, LOS |

and Front Facing of the Model completing a Ranged
Attack. Allocate a numberof D20 equal to the RoF
Value of the weapan to the targets. At least the first
020 must be allocated to the Primary Target.

& Amaximum of 1020 can be allocated per Secandary

Target. Cover Modifiers are calculated before any RS
test is made and alf‘shots are considered ta be fired
at the same time; therefare removal of one target

will not affect the Cover Modifiers of another farget.

The Player then applies Modifiers fo their Model’s RS
Value and rqlls al20 to-pass a AS test for each
allocated DZ0.

If the Player’s Model passes the RS test, the largeted

Model receives.a Wound Effect.

i

b

The St of the Wound Effect is equal to the weapon’s St
and any other Modifiers.

The target Model must successtully pass an Armour
test with the 5t Modifiers, weapon Type Modifiers and
any other Modifiers in order fo ignore the Wound
Effect,

I —

It the Armour test is unsuccesstul the fargeted Model :

loses a Wound.

Ifthe Model's Wounds are reduced fa.0 ir less. the
‘targe! Model is remaved from play.
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MAKING A RANGED ATTACK
AT ENGAGED MODELS

A Model may target an Engaged Model. If it
does, it receives a -8 Modifier to its RS. Any
failed RS test automatically inflicts a Wound
Effect or SP Damage on the nearest friendly
Model in LOS that is involved in the targeted
Close Combat. The friendly Model may take
Armour and 'Heal' tests as normal, using all
of the usual Modifiers. If the friendly Model is
removed from play as a casualty, its Squad
must immediately take a Break test. Only
basic Shooting Actions can be made against
Engaged Models (i.e. no 'Squad Special Ac-
tions').

s

MAKING A RANGED ATTACK 7
AT FRIENDLY MODELS

The Player can choose to target a friendly Mod-,
elin LOS. If a Wound Effect or SP Damage is ap- -
plied (after normal Armour tests), the Squad
it belongs to takes an immediate Break test.
Squad Special Actions and Advanced Actions
cannot be targeted against friendly Models.

If the RS test is failed, and the roll is within your
models unmodified RS, then the shot is an ac-
tualmiss, but if the roll is above the models un-
modified RS then any another friendly model
in the same Engagement with the target model
takes the hit. If there are not any more friendly
models in the same Engagement with the tar- P
get model the shot misses. i

MAKING A RANGED ATTACK
AT VARIOUS ELEVATIONS

When a Model is making a Ranged Attack
and its target is at a different Elevation,
measure the shortest distance between them
from the shooting Models Base edge, to the

targeted _odel%laase or any part of the tar-

‘ y if the base is not within
a straight line.
J ]
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There are times when, due to Cover or lack of
P light, you can't quite get a solid bead on your
target. For times like these, nothing beats
having a weapon where "Close enough"
works just as well as "bang on target".

. There are some weapons in Warzone Resur-
rection which use a Template.

, Template Weapons cannot be used in any
~form of Special Action.

- This is described in a Ranged weapon's
~ Range Value as follows:

Wy SE — Small Explosion — 3" diameter Template.
EE Large Exposion — 5" diameter Template.

ll'}l e

JANGEg

ST — Shotgun Template — 7" Trapezoid Template.

. SFT - Small Flamer Template — 3.5" Teardrop
_\| Template.
: ” T- Flamer Template — 7" Teardrop Template.
2 /Some of the weapons have a dual Value in

¥ their Range Value.

ample: Grenade Launcher

GRENADE LAUNCHER }
R ST RoF AW TYPE \ ]

/WSE] 0| T | 1| Bast(h)

7

! Fir 5t'Value under the Range Stat Value is the

Sctive djstarice-of the weapon (18"). The
eEond ;@ (SE.— Small Explosion) is the
Tema __5;;-’ hich is centred up to the first Val-

—- >
\
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MAKING A RANGED ATTACK WITH

SE AND I.E TEMPLAJE WEAP&NS

?

-I'." The Player must select a Primary Target within range,
'L08 and Front Facing of the Model completing a
Ranged Attack. Following the ‘Target Priority’ rule.

I, 11the Model has a weapon with a RoF higher than |,
nominate a Primary Target following the ‘Target
Priority’ rule and Secondary Targets which must be
within 3" of the Primary Target and within range, L0S
and Front Facing of the Model completing a Ranged
Attack. Allocate a number of D20 equal to the Rof
Value of the weapon to the targefs. A least the first
020 must be aliocated to the Primary Target. A
maximum of (020 can be allocated per Secondary |

_Targel, Cover Modifiers are calculated before any RS |
% \estis made and all shots are considered fo be fired
al the same lime; therefore removal of one target
will not affect the Cover Modifiers of anather target. |
2. The Player then applies Modifiers to their ModeVs RS |
Value and rolls a 020 to pass a AS test for each |
allocated D20.
If the Player's Model passes the RS fest, uanhe the
relevant Template on the targeted Model. Any Model's
Base or Footprint which is within the relevant
Template receives a Wound Effect, Models can be
within more than one Template and receive Wound
Efects equal to the number of Templates they have
" been within during the same Shooting Action. ,

3. The Stof the Wound Effect is equal to the weapon's §t |

and any other Modifiers. -

4, The target Model must successfully pass an Armour

test for each Wound Effect received with the St .
Modifiers, weaponType Modifiers and amy other
Modifiers in order fo ignore the Wound Effect(s).

G, Ifthe Armour test(s] are unsuccessful the fargeted

Model loses 2 Weund.

fi. Ifthe Model's Wounds are reduced to 0 or less, the

target Model is remaved from play.

7. 1t a RS testis unsuccessiul when making a Ranged

Attack with SE or LE femplates, the Template will
. ‘scater. Follow the mies for Snananngtﬂan '
h',; y 'Elnlnsmn lﬂmnraTE g,

Lot



A MODELS WITHIN LARGE
S=EXPLOS'ON TEMPLATE

SCATTERING OF AN
EXPLOSION TEMPLATE

If a RS test with an Explosion Template
weapon is failed centre the Template over the
nominated target with the number 1 on the
Template pointing Towards the Model which
made the Ranged Attack.

Roll a D20 and half the result. Refer to the
Template to see which direction the template
will scatter. Next, roll a D20 and half the re-
sult. Move the Template a number of inches
equal to the second result. Any Model's Base
or Footprint which is within the relevant
Template receives a Wound Effect or SP Dam-
age. Models can be within more than one
Template and receive Wound Effects or SP
Damage equal to the number of Templates
they have been within during the same
Shootmg Action.

2 FRST B2 ROLL =16
3,20 D20 FOLL =10

WAKING A RANGED ATTACK wuu
FLAMER TEMPLATE WEAPONS

To use a Flamer Template weapon, place the
smallest end of the Flamer Template in Base
contact with the Model making a Ranged At-
tack in any direction, ensuring that no part of
the Flamer Template crosses the Front Facing
of the Model using it.

Any Model's Base or Footprint fully or pa
tially within the Flamer Template receive

Weapon's St or AVV. "/
If any Engaged Model is within a H

Template, every Model within CCWR 'c
Model within the Flamer Template receives ¥
a Wound Effect or SP Damage at the Flamer
Weapon's St or AVV.
A model cannot be hit by a flamer more
times than the weapons RoF.
Flamer Templates are unaffected by any
kind of Range Modifiers.

ROF ON FLAMER
TEMPLATE WEAPONS

A Flamer's RoF represents the number of
times each Model's Base or Footprint within
the Flamer Template receives a Wound Effect
or SP Damage.
If the RoF is 1 any Model's Base or Footprint
within the Flamer Template receive 1 Wound
Effect or SP Damage. If RoF is 2, the Models
receive 2 Wound Effects or SP Damage.

COVER AND FLAMER
TEMPLATE WEAPONS

Flamers are particularly effectual at clearing
enemies from Cover, as the heat is intensified
in confined spaces and often the Cover itself
catches fire.
If a Model receives a Wound Effect from a
Flamer Template weapon and is within Ter-
rain that would give them Cover Modifier
from a non-template weapon, their Armour
Value is halved for this Ranged Attack.

For Example: An Etoiles Mortant fires her Ge-
henna Puker at a Praetorian Stalker which
Is Claiming Cover in a Ruined Structure. If
she was firing her Punisher Handgun at the
Praetorian Stalker she would have received ;
a RS Modifier of -4 because the Praetorian .-
Stalker is Claiming Heavy Cover, but instead
the Praetorian Stalker's Armour. Valueis ~=,
halved from16to 8. ' gk i
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SﬂNED SQUADS
AER TEMPLATE WEAPONS

Flamers can be used against Garrisoned
Squads in Intact Structures.

Place the Flamer Template as described in
- 'Making a Ranged Attack with Flamer Tem-
plate weapons'. If any part of the Template
reaches any Access Point of the Structure, roll
a D20 for each Garrisoned Model in the Intact
Structure, regardless of their location with-
in the Structure, on roll of 1-10 the Model re-
~  ceive a Wound Effect and its Armour Value is

'Jhalved for this Ranged Attack.

- Flamers can be used to make a Ranged At-
~ tack from an Intact Structure by a Garrisoned
;’Model Place the Flamer Template in contact
; ‘: with an Access Point that the Model making a
' Ranged Attack is within B2B contact of.

"SPECIAL ACTION FOR WEAPONS
wnlcu USE FLAMER TEMPLATES

‘1 EE ive: Wall of Fire: During the Activation of

3 Model with a Flamer Template weapon, the
~ Player can 'Turn to Burn' 2 Resource Cards to
" make a'Wall of Fire' Ranged Attack. The Play-
er places 2 30mm tokens onto the battlefield,
within 8" of the Model with a Flamer Tem-
plate weapon. This Special Action counts as a
‘Shooting' Action.

" The distance between the 2 tokens must not
~ exceed 8". Any Models which travel through
| the space between the two tokens or the to-
kens themselves, take an Autohit from the
= 'Wall of Fire' at the unmodified Weapon St of
R _'the Flamer Template weapon immediately.

._gnore the 'Cover and Flamer Template
8 Weapons' rules for any Terrain touched by
- this Ranged Attack.

SHOTGUN TEMPLATE WAEPONS

Shotgun (ST) — Shotgun Template weapons
can be used as a Close Combat weapon, re-
gardless of their Weapon Type, following the
rules of a Pistol (P) in Close Combat Attacks.
For Example: Mandible Autoshotgun with
Solid Bullets

MANDIBLE AUTOSHOTGUN WITH SOLID BULLETS \|
N
R ST RoF AW

TYPE e
18 | 12 1 1 Piercing (5)

MANDIBLE AUTOSHOTGUN WITH S0LID BULLETS -
R 5T RoF AW TYPE L 1Y

ST 10 2 0 Blast ($) 4

MAKING A RANGED ATTACK WITH
SHOTGUN TEMPLATE WEAPONS

Place the narrow end of the Shotgun Tem-
plate in Base contact with the Model making
a Ranged Attack in any direction as long as
no part of Template crosses the Front Facing
of the Model making a Ranged Attack.

Make an RS test as normal with 1D20 per RoF of
the Shotgun weapon for each Model within the
Template. Shotguns ignore Cover Modifiers.

Shotgun Template weapons are unaffected
by any kind of Range Modifiers.

GARRISONED SQUADS AND SHOT-
BUN TEMPLATE WEAPONS

Shotguns can be used against Garrisoned
Squads in Intact Structures. Place the Shotgun
Template as described in ‘Making a Ranged At-
tack with Shotgun Template weapons'.

If any part of the Template reaches any Access
Point of the Structure, make a RS test for each
Garrisoned Model within 1" of the Access Point.
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M Warzone Resurrection, there is every op-
PO ity for a character to engage in mortal
combat; of p'mﬁﬂl equally devastating effects
for their victim as shooting them from afar. In
fact, many Squads and characters specialise in
#  Close Combat.

ClﬂSE COMBAT WEAPON RANGE

G'lose Combat Weapon Range is a distance

~ measured in inches within which a Model can

. make a Close Combat Attack. Close Combat

i) :- pon Range is equal to Weapon's Range.

If not otherwise stated by the Model's weap-
‘g s), CCWR is dependant of size of the Mod-
el's Base:

~ Small Bases — CCWR is Base to Base (B2B)
Medium Bases — CCWR is 1"
Heroes on Medium Bases — CCWR is 1.5"
Large Bases or larger — CCWR is 2"

l;'ﬂll e CCWR may be affected by any Gear Cards
- or Upgrades applied to the Model.

For Example: A Small Based Model equipped
with Two Handed Sword has a 1.0" CCWR due

A to its weapon.
\

(|

ENGAGING

: . AN ACTIVATED MODEL MUST ISSUE AN ENGAGE '
ACTION AND SPEND AN ACTIDN POINT.

2. THE PLAYER MUST SELECT A TARGET WITHIN LOS TD
ENGAGE. PRE-MEASURE THE DISTANCE.
REMEMBERING T0 INCORPORATE ANY MODIFIERS

*  TOMOVEMENT. A MODEL CAN DNLY MAKE AN
ENGAGE ACTION IF IT 1S ABLE T0 END ITS ENGABE
MOVEMENT WITHIN (TS OWN OR THE TARGET'S
CCWR.

d. GCWR IS ONLY VIABLE IN THE FRONT FACING.
IF THE MDDEL IS ABLE T0 ENGAGE [MOVEMENT
VALUE X2 PLUS CLOSE COMBAT WEAPON RANGE
(GEWR]). MOVE THE MODEL IN A STRAIGHT LINE
TOWARDS THE TARGET.

e ey

If a Model passes through the CCWR of an en-
emy Model as it travels to Engage, a Counter
Charge can occur. A Counter Charge is com-
pleted on a successful LD test by the count-
er charger (if counter charging Model is in a
‘Sentry Action' the LD test is passed auto-
matically).

If 2 Counter Charge is successful the En-
gaging Model is stopped in the CCWR of the
Counter Charging Model. Engaged Models
cannot Counter Charge.

Models on a Small or a Medium Base cannot
Counter Charge Models on Large Bases or
Vehicles.

Activated Models that are already Engaged
have only 1 Action Point to spend. This Action
Point can only be spent on a Special or Basic
Close Combat Action or a Move Action.

Models in at least one enemy Close Combat

#%.. Weapon Range (CCWR) always count as En-

gaged.

If an Activated Model is Engaged due to an
enemy Model's CCWR, but the Activated
Model is not in range of its own CCWR, then



the Activated Model must perform a 'Free
Closing' Action to bring itself into CCWR.
The 'Free Closing' Action can only be made
as a part of activating a non-vehicle model,
before any Action Points are spent within the
Facing which the Model is Engaged with.
A 'Free Closing' Action does not cost any Ac-
tion Points.
A Close Combat 'Free Closing' Action must
be made against the closest Model. If more
than one Model is within the same CCWR,
the owning Player can select which Model to
make the 'Free Closing' Action against.
RS, T

"CAPITCL. TROOPER'S,

Picture above: Both Models are Engaged,
Alakhai can make a Close Combat Attack
without performing Free Closing in his Acti-
vation Phase, the Capitol Trooper is Engaged
but cannot make a Close Combat Attack as
his CCWR is only BZB, therefore the Capitol
Trooper must perform a Free Closing when
it is Activated. Free Closing can be performed
even If Models are both in their CCWR. This
may allow to bring other Models into the
Engagement. Models making Free (Closing
must stay within the enemy Model's Facing
they are Engaged with.

During the ‘Free Closing’ Action, Models are
unaffected by 'Free Slash'.

ENGAGE ACTIONS
MADE FROM HEIGHT

them from where they least expect it ca
a sound and quick method to dispatch one's
foe. In Warzone Resurrection Models can de-
clare an Engage Action from height, jump-
ing on their poor victim from a high vantage
point.

Models which Engage from height gain an
additional Modifier to their St and AVV Val-
ues for their 1st Close Combat test in the
same Game Turn, dependent on their Base
size:

» Small Bases: +1 St and +0 AVV Modifier
for each 1" of vertical distance (i.e. Engage
from 2" = +2 St)

e MediumBases: +2 St and +0 AVV Modifier
for each 1" of vertical distance (i.e. Engage
from 2" = +4 St)

« lLarge Bases: +3 St and +1 AVV Modifier
for each 1" of vertical distance (i.e. Engage
from 2" = +6 Stand + 2 AVV)

The Model that is Engaging from height must
complete an Engage Action following the
rules for 'Jumping from height'.

For Example: A Brotherhood Trooper Engag-
es from height. The vertical height of the Ter-
rain is 3", therefore the Brotherhood Trooper
gains an additional a +3 St Modifier. Once the
Engage Action is completed, the Brotherhood
Trooper takes a St 8 Piercing Autohit as per
Falling from height. Then the Brotherhood
Trooper can make a Close Combat Action.

- -‘..'.‘-.ﬁ: o B D 2!
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r Example: The Cuirassier ‘Attila’ MK.IIT En-
ges Indead Legionnaire from a height of
2 ass i \get's a Free Jump of the 2", It does
not get an Engage Bonus (because it has not
oved the required distance for an Engage Bo-

. nus), but it does get a +4 St Modifier to his first

Close Combat test for 'Engage from Height"

ENGAGING AND DIFFERENT
ELEVATIONS

To be Engaged both Models must be on the
same Elevation and within the CCWR of ei-
ther Model. If both Models cannot be placed
- on the same Elevation or within a Vertical
“reach” of the model listed on p.34 "Eleva-

 tion, the target Model cannot be Engaged.

" MAKING A CLOSE

!

3
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" 1. A Model must issue a Close Cambat Action and spend
v an Action Paint.
2. AModel can make a "Free Closing’ Action.
3. - The Mayer must select a Primary Target in their
Activated Maodel's Frant Facing within its CCWR.

4, The Player then applies Modifiers to their Model's BC

- Value and rolls a 020 to pass a GG test [regardiess of

the weapons Rod).

. Ithe Mayer's Model passes the GG test, the targeted

& Model receives a Wound Effect.

B. The 5tof the Wound Effect is equal to the attacking
Model's Strength Valug, plus its Close Gombal
weapon's 3 Modifier and any other Modifiers,

The target Model must successfully pass an Armaur

test with the 3t Modifiers, weapan Type Modifiers and
any other Modifiers in order fo ignore the Waund
tifect.

8. I1the Armour best is unsuccesshul the targeted Model
& - loses a Wound,

L If the Model's Wounds are reduced fo 0 of less, the

target Model is removed from play.

0, If the attacking Model uses a weapon with a Rod
reater than |, the Player may then choose to targel
the Primary Target again or target a Secandary Targe!

| within its GCWR. Secondary Targets cannot be

targeted more than once per Model Activation.
Il Repeat this process from step 4 again until the
weapon's RoA has all been used

=

JHT

el =

De igner Note: Only one Model in a Model's
ation be selected as the Pri-
y Target

,,,,,

FROM CLOSE COMBAT

Disengage — Models which move out of their
opponent's CCWR for any reason are classi-
fied as Disengaged.

Passive: Grab - If a Model on a Small or Medi-
um Base attempts to Disengage from a Mod-
el on a Medium Base, they must first pass a
St test. Ignore this rule if the '‘Disengage’ is
forced (i.e. failed Break test).

Passive: Seize - If a Model on a Small, Me-
dium or Large Base attempts to Disengage
from a Model on a Large Base, they must first
pass a St test. Ignore this rule if the ‘Disen-
gage'is forced (i.e. failed Break test).

Free Slash — Models which ‘Disengage’ take
a 'Free Slash' Autohit immediately from the
enemy Model(s).

The St of the 'Free Slash' is equal to the St of the
Model/Vehicle that is performing the ‘Free Slash'
plus their highest Close Combat Weapon St x2.
Vehicles making a Free Slash use the un-
modified St of their Close Combat Weapon.
For Example: Alakhai is Engaged with a
Chasseur. The Player decides to Disengage
Alakhai from the Close Combat. The Chas-
seur will now immediately make a ‘Free
Slash' of St 8 plus the Chasseur's Close Com-
bat Weapon St of 1x2. Alakhai will receive a St
10 Wound Effect from the Chasseur.

FREE SLASH AGAINST VEHICLES

Models with SP which Disengage' take a 'Free
Slash' Autohit immediately from the enemy
Model(s). The AVV of the ‘Free Slash' is equal
to the highest AVV of any Close Combat Weap-
on equipped by the Model(s). The Free Slash
is made against a random location. Models
equipped with ‘Anti-Vehicle Grenades' can use
them to make a 'Free Slash'.

ENGAGING INTO REAR FACING

A Model can be Engaged in its Rear Facing.
This only applies if the Engaging Model is
completely within the Rear Facing of the En-
gaged Model. Models making a Close Combat
Attack in the Rear Facing of a Model gain an
additional +4 Modifier to their CC Value. This
Modifier is not applicable if a Model is mak-
ing a Close Combat Squad Special Action.



SPECIAL CLOSE COMBAT
ACTIONS

Any Model can use a Special Close Combat
Action instead of the normal Close Combat
Action. If a Special Close Combat Action is
used, the Model's weapon's RoA is reduced
to 1 and cannot be increased by any means.
All Special Close Combat Actions are regard-
ed as Piercing (unless stated otherwise and
regardless of the attacking Model's weapon
Type). A Model can issue only one Special
Close Combat Action per Game Turn. Unless
stated otherwise, all Special Close Combat
Action count as a Close Combat Action.

SPECIAL CLOSE COMBAT ACTIONS
FOR MODELS ON SMALL BASES

Active: Back Stab — If a Model is Engaged in
the Rear Facing of an enemy Model, a Back
Stab Action can be initiated. The Model must
pass a CC test, if successful the enemy Model
receives a Wound Effect and the Armour Val-
ue of the enemy Model is halved. This Action
can only be used against Models on Small or
Medium Bases.

For Example: A Sacred Warrior is making a
Back Stab Action against a Praetorian Stalk-
er. The Sacred Warrior passes the CC test. The
Praetorian Stalker receives a Wound Effect
So must pass an Armour test, Because of the
Back Stab, the Praetorian Stalker's Armour
Value is equal to 8 (half of its normal Armour
Value of 16). If the Praetorian Stalker had a +2
Modifier to Armour Value the Armour test
would be successful on a roll of 10 or less (as
per mathematical principle).

Active: Hold him down! — If a Model is in or
Engages in a multiple combat which includes
at least one other friendly Model, a Hold him
down! Special Action can be attempted. The
Model attempting Hold him down! must be in
B2B with the target and in the target's Rear
Facing. The Model must pass a CC test, if the
test is successful then the targeted Model has
been 'Held Down' (no Wound Effect is taken
by the targeted Model). Any other unsuc-
cessful CC tests against Held Down Models
in the same Game Turn can be rerolled. This

MEDIUM BASES

Action can only be used againét Model ol
Small or Medium Bases.

‘SPECIAL CLOSE COMBAT’

Active: Charge — Nominate a point on the bat-
tlefield that is within Movement Value x2 of
the Model making a Charge. A Charge must be
made in a straight line Towards the nominat-
ed point and is subject to Terrain Movement
modifiers. If this move brings it into B2B with
any Model on a Small Base, the Model receives
an Autohit at the charger's unmodified St Val-
ue. Continue this process until the maximum
Movement has been reached, a Model in the
path of the charging Model is not removed,
the charging Model is killed or a Model with
a Medium or Large Base is met. As a Charge
requires some momentum, this Close Com-
bat Special Action cannot be made by a Model
that is already Engaged.

Active: Brutal Attack — The Player must make
a Close Combat Attack as normal, if this Close
Combat Attack causes an enemy Model to be
removed from play as a casualty, the enemy
Squad that the removed Model was a mem-
ber of must immediately take a Pinning test
with a -4 Modifier to LD.

Active: Swing- Allocate a single D20 per
Model in the 'Swinging' Model's CCWR and
within its Front Facing, then make a CC test
against each allocated D20 successively. For
each successful CC test the relevant Mod-
el receives a Wound Effect or SP Damage at
the unmodified St Value or AVV of the Model
completing the Swing.

Active: Throw — A Throw Action can be de-
clared against Models on Small Bases. Select
a Model within the CCWR of the Thrower.Ifa
successful CC test is made, the target Model is .
placed by the Player controlling the Thrower
up to 4" away from the Thrower. The thrown
Model must be placed on the same" El vation ;
or below the Thrower and in the Thrwer S "

Front Facing.

The thrown Model can be thr Wn ove “'"‘if
er Models, but cannot be pla ed o
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any other Model or in Impassable Terrain.
The rwn Model takes an Autohit with the
thrower'sSt and a +4 Modifier. Models that
become Disengaged by a Throw Close Com-
bat Special Action are not affected by Free
Slash. If a Model is thrown from height, add
+1'St for each 1" the Model travels to a lower
._Elevation, measuring from the bottom of the
thrower's Base.

For Example: A Model is thrown 3.2" down,
this will be rounded up to 4". The thrown
Model will suffer a St(x)+4+4 Wound Effect.

e Active: Hold him down! — If a Model is in or
B Engages in a multiple combat which includes
~at least one other friendly Model, a Hold him

~ down! Special Action can be attempted. The

~Model attempting Hold him down! must be in
" B2B with the target and in the target's Rear
Facing. The Model must pass a CC test, if the
_ testis successful then the targeted Model has
- been 'Held Down' (no Wound Effect is taken
b'V the targeted Model). Any other unsuc-
cessful CC tests against Held Down Models
. in the same Game Turn can be rerolled. This
' A on can only be used against Models on
all, Medium or Large Bases.

PE[}IAl GLOSE GOMBAT’
AEJIUNS FOR MODELS ON LARGE
BASES

" Acive: Squash — A Squash Action can be
| declared against any Model on a Small or a
‘Medium Base within the CCWR of the Mod-
¢ el making a Squash Action. Make a CC test,
: if the test is successful, the target Model re-
- ceives a Wound Effect equal to the St of the

_ ' Model which performed a 'Squash' Action at
\Critical Force (3). If the targeted Model is re-
3 ¥ moved from play as a casualty, the Squad of
the squashed Model must take a Pinning test
-4 Modifier to LD immediately.

i tlve ob — A Lob Action can be declared

ett a Model within the CCWR of the lob—
. If a successful CC test is made, the target

bber up tlS';; away from the lobber. The
gbbed Mode be placed on the same
levat1o r/ pelow-the lobber and in the lob-

# .-..t“' 1t F,écmg
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The lobbed Model can be lobbed over oth-
er Models, but cannot be placed on top of
any other Model or in Impassable Terrain.
The lobbed Model takes an Autohit with the
lobber's St and a +4 Modifier. Models that
become Disengaged by a Lob Close Combat
Special Action are not affected by Free Slash.
If a Model is thrown from height, add +1 St for
each 1" the Model travels to a lower Elevation,
measuring from the bottom of the lobber's
Base.

For Example: A Model is lobbed 3.2" down,
this will be rounded up to 4". The lobbed
Model will suffer a St(x)+4+4 Wound Effect.

Active: Thunderous Charge — Nominate a
point on the battlefield that is within Move-
ment Value x2 of the Model making a Thun-
derous Charge. A Thunderous Charge must
be made in a straight line Towards the nom-
inated point and is subject to Terrain Move-
ment modifiers. If this move brings it into
B2B with any Model on a Small or Medium
Base, the Model receives an Autohit at the
charger's unmodified St Value. Continue
this process until the maximum Movement
has been reached, a Model in the path of the
charging Model is not removed, the charging
Model is Kkilled or a Model with a Large Base
is met. As a Charge requires some momen-
tum, this Close Combat Special Action cannot
be made by a Model that is already Engaged.

Designer note: A model can only travel a dis-
tance in inches equal to its Movement Value
x2 regardless of any other Actions used in the
same Game Turn as a Thunderous Charge.




The most effectual weapon in the arsenal of
many is their mind itself. In Warzone Resur-
rection there are three types of Psychic pow-
ers.

General Rules: If not stated otherwise, a
Squad can cast more than one Psychic Pow-
er in the same Game Turn, but may not cast
the same power twice. Designer note: Shoot-
ing Powers follow rules of Making a Ranged
Attack, thus a model can only make one
Ranged Attack regardless of the type (Psy-
chic or normal Ranged Attack).

Shooting (S) — Shooting Psychic Power Ac-
tions count as Basic Shooting Actions, but
instead of using RS, the Model's WP Value
is used. Cover Modifiers are applied as if RS
was being used. If a Model receives a Wound
Effect from a Shooting Psychic Power it must
use its WP Value for its Armour test.

If a Vehicle receives SP Damage from a
Shooting Psychic Power it must use its AV
Value against the Shooting Psychic Power's
AVV.

Designer Note: As the WP is used instead of
Armour Value, Impenetrable Armour is ig-
nored. However, as Shooting Psychic Pow-
er Actions count as Basic Shooting Actions,
'Heal' rolls can be made.

For Example: Blast of Demnogonis:

BLAST OF CEMNOGONIS

Psychic (S)

Booster (B) - Booster Psychic Power Actions
canonly be targeted on friendly Models. A WP
test must be passed. The effect of the Booster
Psychic Power, if not stated otherwise, dis-
sipates at the end of the Game Turn. Booster

Psychic Power Actions can be completed by .}
Engaged Models and can be targeted at En-
gaged Models. There are no modifiers for any
Booster WP tests, but LOS is required. Booster
Psychic Power Actions, if not stated other-
wise, cost a Model 1 Action Point.

FRANTIC INSANITY OF MUAWIJHE

Psychic (B)

For Example: Frantic Insanity of Muawijhe

Passive: Frantic Insanity — Every model in
the Squad gains Impenetrable Armour (15).

Debuffs (D) — Debuff Psychic Power Actions
can target any Model. A WP test must be
passed. The effect of the Debuff Psychic Pow-
ers, if not stated otherwise, dissipates at the
end of the Game Turn. Debuff Psychic Power
Actions can be completed by Engaged mod-
els and can be targeted at Engaged Models.
There are no modifiers for any Booster WP
tests, but LOS is required. Debuff Psychic
Power Actions, if not stated otherwise, cost a
Model 1 Action Point.

GECAY OF LEMNOGONIS

Example: Decay of Demnogonis

Passive: Slow Rot- all models in the affected
Squad receive a -6 Modifier to their Armour
Value.
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GENERAL RANGED WEAPONS

Pistols (P) — a pistol can be used as a Close
. Combat weapon. Models using a pistol to
make a Close Combat Attack cannot Claim
¥ an Engage Bonus. Use the St, RoF (translate
this to RoA for the purposes of Close Combat
Attack), AVV and Type from the pistol's stat
! line. The Range of the pistol is reduced to the

‘ CCWR defined by the Models Base size. Pas-
* sive or Active Special rules cannot be used

weapon.
Dual-stats — If a weapon has multiple Stat
- Values, always use the highest St and RoF
. Value. When being used for a Close Combat
‘3 _ Attack, always use the pistol's unmodified
Sta Values, regardless of any Modifiers ap-
plied.
b,
.~ For Example: Sherman Model 7 "Enforcer
Revolver
ﬂ ISTIES __ -

SHERMAN MODEL 7 “ENFORCER” REVOLVER

n

Piercing (P)

Passive: Head Shot: If a natural 1 is rolled
= when making a RS test with this weapon, the
Wound Effect gains Critical Force (2).

sed as a Close Combat weapon.

- For Example Car 24 SMG with UBGL

GAR -24 SWMG WITH UBG”

Piercing (A)

Blast ()

if the pistol is being used as a Close Combat _

Auto (A) — Auto Type weapons cannot be |

*SE (Small Explosion Template)

Active: Grenade Launcher: 'Turn to Burn' 1
Resource Card, the nominated Model can use
the Grenade Launcher. Up to 2 Models in the
Squad can use the Grenade Launcher per
Game Turn.

Special (S) — Special Type weapons cannot
be used as a Close Combat weapon.

For Example: Chthonic Transfuser

T
i bt g L e

CHTHONIC TRANSFUSER

vy

Piercing (S)
Passive: Chthonic Ichor: Centre the Small Ex-
plosion template over the Model removed
from the Game with this weapon. Enemy
Models under the template take a St8 AVVO
Blast Autohit.

Passive: Sticky: Enemy Squads taking casu-
alties from the Chthonic Transfuser (includ-

_ing explosion damage) must pass a Pinning

test with a -3 Modifier to LD immediately.

Heavy (H) — Models equipped with Heavy
Weapons never gain an Engage Bonus and
the RoA is always equal to 1.

For Example: Charger HMG
CHARGER HMWG

Piercing (H)

| Grenades (G) - Grenades follow the normal

rules of a Ranged Attack, but instead of us-
ing a weapon's Range Value, Grenades use
the Model's St Value to represent how far the
Grenade canreach in inches.

| The player must nominate a point on bat-

tlefield within LOS and Range. To complete a
Ranged Attack, the player must make a RS
test using any Modifiers (Range, Cover, Card,



etc). Treat the nominated point as a target

Model. If the point is behind Cover, itis always #

treated as Claiming Cover (unless the model
making a Ranged Attack is also Claiming the
Cover).

If the RS test is passed, centre the relevant
Template on the nominated point. Every
Model within the Template receives a Wound
Effect at the Grenade's St or a SP Damage at
the Grenade's AVV.

If a natural 20 is rolled, the Grenade explodes
in active Model's hand,, so the Template is
centred on this Model. Templates do not
scatter in this situation. Grenades ignore the
‘Power Shot' Rule.

If the RS test is failed, follow the rules for
'Scattering of an Explosion Template'. Gre-
nades scatter up to 5" (roll D20 and divided
by 4).1tis possible for a Grenade to scatter out
of LOS.

Generic Types of Grenades
The ROF of thrown/B2B Grenades cannot be

increased by any means.

ANTI-INFANTRY GRENADES

ANTI-VEHICLE GRENADES

Passive: Sticky Grenade: Anti-Vehicle Gre-
nades can only be used as a Close Combat
weapon. A Model using an Anti-Vehicle gre-
nade as a Close Combat weapon does not re-
ceive an Engage Bonus.

FLASH-BANG GRENADES

Blast (G)

Passive: Stun: Every Model on a Small Base
within the Template automatically receives a
Stun Effect.

| making a Ranged Attack are on the same El-

cles inflicts Critical Damage (2).

ROF AW

Blast (G)

Passive: Incendiary: Models Claiming‘(gr?r
from the Model making a Ranged Attack's
have their Armour Value halved for Ranged
Attacks made with Fire Grenades.

Rail (R) - Rail weapons follow the rules for
making a Ranged Attack.
If the RS test is successful, draw an imagi-
nary line from the Model making the Ranged
Attack Towards the Primary Target (and any
Secondary Targets if the ROF is higher than 1)
to the maximum Weapon Range.
This imaginary line is the Rail.

Treat the Rail as a Imm wide template.
Every Model, token and Structure within the
Rail receives a Wound Effect or SP Damage on
a D20 roll of 1-10 at the same weapon St and
AVYV as used on the Primary Target (and Sec-
ondary Targets).
The Rail can only be drawn when the Prima-
ry Target (Secondary Targets) and the Model

evation.
Any successful Ranged Attack tests on a roll
of 1-4 with Weapon Type: Rail against Vehi-

Plasma Weapons:
Passive: Plasmatic Fire: All Ranged Plasma
type weapons have the Passive: Plasmat-
ic Fire Special Skill. Any model that receives
a Wound Effect from a Plasma type weapon
must reroll any successful Armour Test if the
result of the Ranged Skill test was a 2-4.






Special SKills are either Generic or Squad Spe-
cific. Generic Skills are seen in many Squads
across all the factions of Warzone Resurrec-
tion, whereas Squad Specific Skills are charac-
teristic to the Squads that have them.

GENERIC SPECIAL SKILLS

Advisor — Certain characters are not leaders,
but play a fundamental role in an army none-
theless. For the Points stated, an 'Advisor' may
be taken in the appropriate 00C Slot or may
join a Support or Troop type Squad before
the Game begins, (in so doing, does not take
a slot in the 00C). If an Advisor joins a Squad
they cannot leave or lead it even as the Act-
ing Squad Commander (unless the last Model
in the Squad), or 'Get the Gun' and their Lead-
ership is considered the same as the Squad
they join. The Advisor keeps their own Weap-
ons and Special Skills and does not gain those
of the Squad. The Squad Commander's Skills
overpower the Advisor's Skills if a Squad Test
is needed, (e.g. If a Fearless Squad is joined by
an Advisor without the Fearless Special Skill
and is required to take a Pinning Test, they au-
tomatically pass and vice versa).

Berserk - When a Model with the Berserk
Special Skill removes a Model from the Game
as a casualty for the first time with a Close
Combat Attack, it must immediately take a LD
test. If the test is failed, the Model becomes a
Berserker. A Berserker has the following Mod-
ifiers: +4 to CC, +2to St, -2to Aand -2 to RS. A
Berserker may only spend its Action Points on
Run, Close Combat or making Engage Actions
at the nearest enemy Model. A Model contin-
ues to be a Berserker until it loses a Wound.

Brutal - When a Model from a Squad is re-
moved from the Game as a casualty by a
Model with the Brutal Special Skill with a Close
Combat Attack, the remaining Squad must
immediately take a Pinning test.

Bulky — Any Models targeting a Model with
the Bulky Special Skill gain a +4 Modifier to RS
and CC.

Camouflage (X) - When a Model with the
Camouflage Special Skill Claims Cover and is
targeted by a Ranged Attack, the Model mak-
ing a Ranged Attack receives an additional RS
Modifier of (X).

Cartel Agent - Models with the Cartel Agent
Special Skill can be used by any Faction, ex-
cept for Dark Legion.

Contempt (X) — Once per Model Activation,
Models with this Special Skill may re-roll a
single failed CC test when the Close Combat
Attack is targeted at (-X).

For Example: Cardinal Dominic has the ‘Con-
tempt: Dark Legion' Special Skill Dominic
may, once per Activation, re-roll a single failed
CC test when the Close Combat Attack is tar-
geted at any Squad from the Dark Legion fac-
tion.

Crackshot - When a Model with the Crackshot
Special Skill makes an Aim Action, they gain
an additional +2 Modifier to RS.

Dispersible - Models with this Special Skill can
use their full LD Value for Squad Coherency.

Dissention - Any enemy Squad Commanders
and Acting Squad Commanders within 12" ofa
Model with Dissention receive a -2 Modifier to
their LD Value. [

Disposable - A Squad with a Squad Com- 3
mander or Acting Squad Commander with
the Disposable Special Skill always pass Break
tests.
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Doomtrooper - Models with the Doomtroop-
special skill may be paired. A Doomtroop-
er pair uses 1Lord slot on the Offensive Orga-
nization Chart. A Doomtrooper pair can only
be paired within a Brotherhood force or their
own faction (unless stated otherwise). If a
model with the Doomtrooper rule is the War-
._lord it loses the Doomtrooper special skill.

Duellist - Once per Activation, Models with
this Special Skill may re-roll a single failed CC
test when the Close Combat Attack is targeted
at Models with the same Base size or smaller.

Espionage - A Model with the Espionage Spe-
B cial Skill can use 1 Action Point per Game Turn
“‘;‘ to complete an Espionage Action. Select an
»  opposing player who must announce which
" Squad they will Activate next. The Espionage
! ~ Special Skill can be used no more than once
~ perplayer, per Game Turn.

L7 o
Execution -

* Warlord/Lord: At the cost of 1 Action Point,
L - Warlords and Lords with the Execution Spe-
= X cial Skill can choose to immediately remove

i g friendly Model within 6" from the Game
~ asacasualty. The Squad the Model was re-
. moved from, at the beginning of their Acti-
; b _1_\'ration, automatically pass a Morale test for

- 'Recover from Broken' and 'Recover from
Pinning'. Models from the Squad do notlose
Action Points for the recovery.
Squad Commander: At the beginning of the
Squad's Activation, a Squad Commander
with the Execution Special Skill can remove
a Model from its own Squad as a casualty to
- automatically pass a Morale test for 'Recov-
er from Broken' and '‘Recover from Pinning'.
Models from the Squad do not lose Action
Points for the recovery.
Fear (X) — If a Model starts its Activation En-
| Iaged or Engages a Model with the Fear (X)
x L Special SKill, it must make an immediate LD
: . test with a Modifier equal to (X). If the test is

X e Model's CC Value is halved. Mod-

|
» |
=

et Fear (X) Modifier.

_Jearless gdels with this Special Skill al-
- Wa

f ?ar, Pinningand Break tests.
R\ v,

Ferocity - A Model with Ferocity gains a fur-
ther +1 St Modifier to its Engage Bonus.

Fireproof - If a Model with the Fireproof Special
Skill is targeted by a Flamer Template weap-
on, it gains +4 Modifier to Armour Value and
ignore the 'Cover and Flamer Template weap-
ons'rule.

Flammable - A Model with the Flammable
Special Skill has a -4 Modifier to its Armour
Value against Flamer Template weapon
Ranged Attacks.

‘Get the Gun' - When a non-vehicle Model
with a Special weapon is removed from play,
a non-vehicle Squad Member within 3" can
attempt to utilize the weapon. Roll a D20, on a
roll of 1-10 the weapon is saved (swap another
Model in the Squad within 3" of the removed
Model), on a result of 11+ the weapon is dam-
aged and unusable. A Squad Commander or
Lord attached to the squad may not attempt
this roll.

Gunslinger - A Model with this Special Skill
can complete Shooting Actions in both its
Front and Rear Facing.

Guarded - This Special Skill can only be used
if a Model is in a Squad of more than 1 Model.
If the Guarded Model receives a Wound Effect
from a Ranged Attack, another Model without
the Guarded Special Skill in the Squad within
2" of the Guarded Model may be nominated
to receive the Wound Effect by the controlling
player.

Heal (X) — This Special Skill allows a Model
to ignore a Wound Effect if an Armour test is
failed, or not allowed to be made. (X) is the D20
roll needed to pass a Heal roll. Heal cannot be
used if a Wound effect is inflicted with a Power
Shot. The maximum Heal Value that a Model
can have is Heal (8) regardless of Modifiers.
For Example: A Model with Heal (4) needs, af-
ter an unsuccessful Armour test, to pass a Heal
test on 1-4 on a D20.

Infiltrate - Once both players have deployed
their Squads, but before the first Game Turn
starts, the Player may deploy their Infiltrating
Squad. Infiltrators must be deployed within
Light or Heavy Terrain. The Infiltrators cannot
be deployed within 12" of any enemy Mod-
els. If there is more than one Squad to be de-
ployed with the Infiltrate Special Skill, deploy



the Squads in turn, starting with the player
with the Initiative. If it is impossible to deploy
a Squad with the Infiltrate Special Skill, they
must be deployed in the controlling player's
Deployment Zone.

Inspiring Presence - Friendly Models with-
in 8" of a Model with the 'Inspiring Presence'
Special SKill receive a +1 Modifier to LD.

Leap (X) - A Model with the Leap Special Skill
can be placed without any negative Move-
ment Modifiers within (X) inches. This counts
as a Move Action. The (X) Value is also the
height of Terrain that the Model with 'Leap’ can
pass through.

Medic (X) — Any friendly Models within (X)
inches of the Model with the Medic Special
Skill can make 'Heal' rolls equal to (X).

For Example: Dr. Diana Clone has Medic (4),
this means that all friendly Models within 4"
of Dr. Diana Clone may make 'Heal' (4) rolls.

Pathfinder - Models with the Pathfinder Spe-
cial Skill travel through Light Terrain as if it
was Open Terrain, but are still entitled to Claim
the Cover as usual.

Predator Senses - A Model with the Pred-
ator Senses Special Skill does not need LOS
to make an Engage Action, nor does it need
to Engage in a straight line. If the Model with
Predator Senses completes an ‘'Engage Action'
without LOS and/or not in a straight line it los-
es the Engage Bonus.

Psychic (X) - A Model with the Psychic (X)
Special Skill can take up to X number of Psy-
chic Powers listed under their Faction General
Special Rules.

Ranger - Models with the Ranger Special Skill
travel through Light Terrain and Heavy Terrain
as if it was Open Terrain, but are still entitled to
Claim the Cover as usual.

Rapid Deployment - Some Squads in Warzone
Resurrection are capable of dropping into the
battlefield using parachutes, or digging up
from underground or shocking their oppo-
nents with a rapidly deployed assault.

Any Squad with the 'Rapid Deployment'Spe
cial Skill may choose not to deploy as norma
and instead be held in reserve to Rapid Deploy:
At the beginning of Turn 2 in the Control PHase
(on turn 1 you may deploy or delay without
rolling), both Players must nominate 'every &
not yet deployed Squad to arrive on the Bat="§
tlefield via Rapid Deployment. Players may
delay Squad deployment by taking Delay Test
on a D20 in the Control Phase per Squad. On
a roll of 1-10 the Squad can be deployed in a
subsequent Game Turn or can continue to be
delayed further on a successful Delay roll. On
the result of an 11-20 the squad must be de-
ployed this turn.
To Activate and deploy a unit, the player must
nominate a point on the battlefield as the ‘De-
ployment Point'. The Deployment Point must
be placed in unoccupied Open Terrain. Roll a
D20 using the Squad Commander's halved
LD, this is referred to as the Rapid Deployment
test. If the Rapid Deployment test is passed,
then the Squad successively lands on the De-
ployment Point; place the Squad Commander
on the Deployment Point, then deploy the rest
of the relevant Squad within 3" of the Squad
Commander. All deployed Models must be
placed in unoccupied and non-impassable
Terrain. If for some reason there is no room
to place any Models in this manner, they are
removed as casualties. The diameter of the
Deployment Point is equal to the Base of the
relevant Squad Commander.
Models that arrive via Rapid Deployment use
an action point to deploy and count as having
moved the full distance of 1 basic move ac-
tion in inches; this does not count as a basic
move action. Any model that Rapid deploys
Engaged has O Action Points, which can be
increased to one by Turning to Burn one Re-
source Card.
If an unmodified D20 roll of 20 is made for the
‘Rapid Deployment test', then something goes
very wrong; the Squad cannot be placed and
is removed from the game as a casualty. If a .
D20 roll of 1is made, then the Rapid Deploy- :
ment does not cost an Action Point (although ..
the Models still counts as having moved their
full Movement Value). It the test is failed, the
Deployment Point scatters, following the rule !
for 'Scattering of an Explosion Temﬁfa{g'. The| &%
scatter distance is D20/2. If the Deployme ’
Point scatters onto Impassable Terrain, off of+
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_'Tefer to the following table:
1=5: Delayed: The Squad is not deployed this
Game Turn-and may be deployed in any oth-
er Game Turn.
6-10: Emergency Deployment: Reduce the
scatter distance as much as necessary to
place the Deployment Point in any other form
. of Terrain (Open, Light or Heavy), ensuring this
is the nearest point to the impossible Deploy-
ment Point but still within the original orien-
tation of the scatter. The Squad is then imme-
diately Deactivated.
11-1S: Critical Deployment: Reduce the scat-
ter distance as much as necessary to place the
» Deployment Point in any other form of Terrain
P (Open, Light or Heavy), ensuring this is the near-
~ estpointto theimpossible Deployment Point but
~still within the original orientation of the scatter.
- All Models in the Squad receive a Stun Effect and
" the Squad is immediately Deactivated.
16-20: Perilous Deployment: Reduce the scat-
ter distance as much as necessary to place the
Deployment Point in any other form of Terrain
(Open, Light or Heavy), ensuring this is the near-
~ estpoint to the impossible Deployment Point but
stn]l within the original orientation of the scatter.
E Model in the Squad takes an St10 Piercing
I‘A11 ohit. The Squad is immediately Deactivated.
,in any case, the Deployment Point scatters
.qnto Light or Heavy Terrain, place the Mod-
~ els as per the Rapid Deployment rules. Each
Model in the Squad must take a Con test. Any
Model which fails the test must immediately
take a St10 Piercing Autohit.
Designer Note: If the result on the Rapid
_ Deployment table is '16-20', the Models which
* falled a Con Test suffer 2 St 10 Piercing Autohits.
~ Undeployed Models cannot be affected by any
. effects in the Game (ea. Cards, Skills) and the
. models cannot use any Special Skills or re-
. ceive any Tactical or Gear Cards, unless stated
£ otherwise. Once models are deployed they are
%\ immediately impacted by all effects in game
} Resource Cards generated by undeployed
= % Squad Commanders and Warlord cannot be
% Turned to Burn. However, the cards are affect-
~ed by-any Special Skills or other Cards as nor-
nal.
For Example: a Cybertronic player has played
the /strategy card: Economic Collapse, this
#id prevents all players from using Resource
ds this turn. If your RD unit is deployed on
@ table and they have a Resource Card it be-
giles available, but-may not be "Turned to
B n" this'turi.due to the Cybertronic strategy
dlready in play.

\
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Any Units not deployed on the tabletop at the
end of the Game count as destroyed for all
game purposes including Body Count value.

Relentless — Models with the Relentless Spe-
cial Skill can never receive a 'Stun Effect’'.

Shielded — All Lords and Warlords have the
‘Shielded' Special SKill. If the Shielded Model
receives a Wound Effect from a Ranged Attack,
another Model without the Shielded or Guard-
ed Special Skill within 2" of the Shielded Model
may be nominated to receive the Wound Effect
by the controlling player.

Slippery — Close Combat Attacks targeted at
Models with the Slippery Special SKill suffer a
-2 Modifier to their CC Value.

Sniper — Models with the Sniper Special Skill can
ignore the dosest single piece of Cover (to the
model making a Ranged Attack) when making a
Ranged Attack. Theignored piece of Cover does not
count towards the maximum number of pieces of
Cover amodel can make a Ranged Attack through.

Stalk - If a Model attempts to make a Ranged
Attack targeted at a Model with Stalk from
further than 12" away, the Model making the
Ranged Attack must pass an unmodified RS
test. If the test is passed, the Model can then
attempt to make a Ranged Attack. If the test is
failed, the Model can nominate another target.

Stay Frosty — An Acting Squad Command-
er with the Stay Frosty Special Skill does not
receive the LD Modifier for losing the Squad
Commander.

Target Identifier - Models with the Target
Identifier Special Skill always pass a ‘Target
Identified' roll.

Target Sense — Models with the Target Sense
Special Rule ignore the Target Priority Rule.

Transport — This Model uses the rules for
Transports found on Page 87.

Unique - Each Squad listed as Unique is 0-1
per Force. A Player can only have up to one
copy of the uniquely named Squad regardless
of 00C position. Therefore, for example, Lord
type Mitch Hunter can not be played more
than once in a Force, nor can he be played in
an Army Led by Warlord type Mitch Hunter.



RUINED STRUGTURES

Such as City Ruins, open entrenchments or
buildings with no roof.

Every Structure without a roof is classified
as a Ruined Structure. Each piece of Ruined
Structure Terrain counts as Heavy Terrain.

INTACT STRUGTURES

Such as Bunkers or Buildings with an Intact
roof.

Intact Structures can be garrisoned as long
as the Models can be physically placed in-
side the building via an Access Point.

The Access Point is an entrance to the Intact
Structure such as doors, windows or cracks
in the building structure through which a
Model's Base and Body will fit.

Structures which do not have any Access
Points for Models to be physically placed
cannot be garrisoned. In such cases consider
the Terrain piece as Impassable Terrain, de-
pending on its nature.

Players should agree before the Game starts
which sized Models can enter a particular
Access Point (i.e. only human sized Small
Bases, up to Nepharite sized Medium Bases,
etc.).
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Models garrisoning or attacking an Intact
Structure can shoot through any Access Point
as long as they can draw LOS to the target
Model. [

TARGETING TERRAIN
AND STRUCTURES

Every Terrain piece in Warzone Resurrection
can be destroyed.

Players can decide to make a Shooting or
Close Combat Attack at Terrain and Intact
Structures.

Models making a Ranged Attack at Terrain
and Intact Structures always hit the weak
point of the Intact Structure on roll of 1-16
regardless of any Modifiers or their RS skill.

All Close Combat Attack CC tests against
Terrain and Intact Structures are passed au-
tomatically.

No Model can stay Engaged with a piece of
any Terrain or Intact Structure once Deacti-
vated.

Terrain and Intact Structures do not have a
CCWR.

kled with green energy. A beam, blinding in light
way through the Martian air, exploding in a mo-
-shattering rumble, The stench of burning ozone was
e Scorpion from its slumber, were nothing more than



B JIAKING A RANGED ATTACK
P ALTERRAIN AND STRUCTURES
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“~ . “The player must select a Tenain piece or an Intact
Structure within range, L0S and Front Facing of the
Wodel completing 2 Ranged Atack. & Model targeting
a Terrain piece or an Intact Structure ignores the
Target Priority rule,

L1 Ifthe Model has a weapon with a RaF higher than 1,
all 205 must be aliocated to the same Terrain
piecear Infact Struchure.

25 The RS test is successful on a roll of -6 regandless
of any Modifiers anddhe Model's RS,

. It the player's Model passes the RS fest, the taigeted
Model receives a Structure Point [SP) Damage.

. The A¥V of the weapan ig equal o the weapon's AVY
and any other Modifiers.

. The opposing player must successfully pass an AV
Test to ignore the SP Damage.

. [t the A¥ test is unsuccessiul, the targel Inses a P

| Consult the ‘Structure Paints and Armour Values ol
Temain pieces and Intact Structures’ sechion.

TARGETING TERRAIN PIECES
WITH TEMPLATE WEAPONS

Ifa player decides to target a Terrain piece
. with a Template weapon, only the target-
' ed Terrain piece can receive Structure Point
. Damage (SP), even if the Template scatters.
| Any other Model or Terrain piece which is
Awithin a Template that has been targeted at
; ﬂ' Terrain piece is unaffected by this Ranged
N Attack.

STRUCTURE POINTS AND
ARMOUR VALUES OF TERRAIN
PIEGES AND INTACT
STRUGTURES

Each Intact Structure in the Game has a SP
(Structure Points) and AV (Armoured Value):

STRUCTURE POINTS
AND ARMOUR UALUES

AODITIONAL
SP MODIFIER

STRUCTURE
TYPE A sp

Concrete hunker | 20 | 8
Brick building 18 | 8
Wooden building | 16 | 6

Brick wall (upto 77) | 14 | 6 G

+2 for each storey
ahove ground floor

+2 for each storey
ahove ground floor

Wooden crates 12 | 4
Trees 12| 4

If not specified, players must agree before the
Game starts what AV and SP the Structures
will have.

Destroyed Terrain pieces are replaced with a
Light Terrain piece of the same Footprint.

If an Intact Structure has been destroyed, re-
fer to the 'Collapsing Intact Structures' sec-
tion.

Designer note: Destroyed trees, which pro-
vide Heavy Cover, can be reduced to Light
Cover by destroying them.

Template Weapons with an AVV (Anti Ve-
hicle Value) equal to or less than 2 have no
effect on Structures (the explosive force is
absorbed by the Structure).



COLLAPSING INTACT
STRUCTURES

An Intact Structure collapses when its SP is
reduced to O or less. Replace the collapsed In-
tact Structure with a Ruined Structure of the
same footprint. All Models within the foot-
print of the collapsed Structure take an Au-

tohit with a St equal to the collapsed Struc

ture's AV. Models within 2" of a the collapsed
Structure take an Autohit at a St equal 0
the collapsed Structure's AV divided bystwo.
‘Heal' tests cannot be used for Wound Effects!

caused by a collapsing Structure. Place  any £ )
surviving Models that were within the foot="{ 3=

print of the collapsed Structure within foot-
print of the Ruin. All Models placed within
the Ruin count as Pinned.
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CARD DECK FOR ADVANCED PLAY

If the Game is being played with Advanced
. Rules, each Player draws 5 cards from their
deck. Each player may discard their entire
B  initial hand to the 'discard pile', before the
~ First Game Turn starts and replace it with a
fresh hand from the top of their deck. They
must keep their second hand. Player's hands
are kept secret.

& CARD DECK

- Each player creates a deck with a minimum
. of 35 cards including Strategy, Tactical and
T G'e§r cards (but not Resource Cards). All decks
' must be shuffled by the controlling play-
A er and then cut before start of the Game by
“1 _q randomly determined opponent. A max-
v - imum of 5 cards may be in a players hand
at any time (although some Special Skills
or Cards may change this). Each player may
draw up to 1 card every Game Turn in the
Control Phase, starting with the player with
the Initiative, and must add this card to their
" hand. If a player has more than 5 cards in
~ their hand at any time they must immedi-
ately discard cards until they have S cards or
. less. Cards that are discarded for any reason
are placed in the Discard Pile. Continuation of
play is unaffected if any Player depletes their
Card deck and/or hand.

SN ‘TURN T0 BURN'

bol can be found on all Strategy,
and Gear Cards. The frequency of the
hol on the Card represents the number
Resource Cards a player needs to Turn to
m to use the card.

o if,the symbol is on the Card 3 times the
ayer will need to Turn to Burn 3 Resource

=

TYPES OF CARDS

Squad Reference Card — On these cards the
Stat lines and Squad Special Skills can be
found.

Resource Cards — The Resource Cards rep-
resent your resources. Strategy, Tactical and
Gear cards, as well as Active Special Skills,
generally need Resource Cards to be utilised.
To use a Resource Card the player must ‘Turn
to Burn' the Resource Card (an Action which
is represented by turning the Resource Card
upside down). Unless otherwise specified,
each Resource Card represents 1Resource.

Each Troop Squad Commander also provides
1Resource Card. Resource Cards are allocated
by the Warlord and Troop Squad Command-
ers, but they can be 'Turned to Burn' for any
model in the Player's force.

Resource Cards are not normally remov-
able, however if a Warlord is removed from
play, Half of the resource cards it provided
at the beginning of the Game are lost. If a
Troop Squad Commander is removed from play,
anumber of Resource Cards equal to the number
of Resource Cards it provided at the beginning of
the Game are alsolost. It is the controlling Player's
choice which Resource Cards they remove (ie. a
"Turned to Burn' Resource Card may be removed).



No. oF CARDS IN ADVANCED GAMES

WARLORD TYPE NO. RESDURCE CRRDS

TECH 1
CLOSE COMBAT 8
RANGED b
PSYCHIC 8

Strategy Cards — These cards mainly affect the
battlefield. They can only be played at the end of
the Control Phase, before any Squads are activat-
ed; starting with the player with nitiative. Only 1
Strategy card can be in play at any time. Unless
otherwise specified, Strategy Cards are removed
from play in the following Control Phase and add-
ed to the owning Player's Discard Pile.
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Tactical Cards — These cards affect Squads or
single Models. They can only be issued be-
tween individual Model Activations. Only 1
Tactical Card can be allocated to a Squad in a
Game Turn. The owning player may choose to
discard their own Tactical Cards from play at
any point in a Game Turn. The Tactical Cards
can be played on any Squad (friendly or foe).
Unless otherwise specified, Tactical Cards are
removed from play in the Control Phase and
added to the owning Player's Discard Pile. They
can only be played between Model Activation
Phases of any player. The player which will
Activate the next model may choose to play
any number of Tactical cards on any number
of squads (following card usage limitations:
only one Tactical card allocated to a given
squad at the same time, once this card is re-
moved another card can be allocated to this
squad ) before the opposing player.

For Example: Player 1 Activates a Squad, now
Player 1or 2 can play Tactical Cards before the
Ist Model gets Activated; once the Model is Ac-
tivated, none of the players can put any Iac-
tical Cards into play until the Model is Deacti-
vated. Once the Model has been Deactivated,
and before Player 1 Activates the 2nd Model,
either player may put a Tactical card into play.

BONDED CARDS

A Card with 'Bonded: (X)' rule may only beAn-
cluded in the Player's deck if (X) is included in
the Army. The Card may still be played during
the game, even if (X) is removed from the game-

Gear Cards — These cards are not normally re-
movable (unless specified otherwise) and can
affect a Squad, battlefield feature, individual
Model and/or Resource Card. Gear Cards may
be played between Squad and individual
Model Activations.
They can only be played between Model Acti-
vation Phases of any player. The player which
will Activate the next model may choose to
play any number of Gear cards on any number
of friendly squads (following card usage limita-
tions: only 3 Gear cards in play at the same time
per player) before the enemy player.
The Card owning player may choose to dis-
card a Gear Card from play at any point in a
Game Turn. The Gear Cards can be played on
any Squad (friendly or foe).

Fvoeny Mol 1 thr puiad veceives 5
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CONTROL PHASE

In the Control Phase Players must draw one
Card from their deck, starting with the player
with the Initiative. They may ‘Turn to Burn'
one Resource Card in play to pick up one ex-
tra card from their deck. This process can be
repeated until they have up to five Cards in.

their hand. No player may have more than
five cards in their hand at any point during
the Game; if they do they must instantly dis-
card down to five cards (in this case theplayer
does not have to ‘Turn to Burn' to disca'P .The L £
Cards to be discarded are selected by the own-
ing player; they cannot be uséq\ and .“
immediately placed into the dis:c d pile:

o il
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f SAJ Il!N BF CARDS ‘TURN TO BURN’

vl Strategy Card canbeinplay during In an Advanced Game Resource cards can be
the course of a Game Turn (regardless of 'Turned to Burn' in any of the following ways:
how many players there are).

»._ Only 1Tactical Card can be allocated to a

, Squad in a Game Turn. : 1. To give the selected Mode! (but not 1o a Vehicle) a
* Only 3 Gear Cards can be in play per third Action Point: can only be used once per Model
player. per Turmn.
1) neTIn B. Toadd ‘Heal (3] to the selected Model: can only be
DECK ﬁﬂ N SJ R U‘C:Ja !UN : used once per Wound Effect.
= A deck must consist of at least 35 cards and C. ToActivate a Squad Special Skill if applicable or
‘must follow the following construction rules: required.

2 There can be no more than 3 of the same

Strategy Cards in the deck D. - To Medify the RaF or RoA Value of & single weapon by

+1. Tum fo Bum’ and declare before making a
Ve There can be no more than of 5 of the Shooting or Close Combat Action. This cannol be

. same Tactical Cards in the deck. ¢ used to increase the RoF or RoA during Special

» There can be no more tha “. - 'r” Actions. Only | Resource Card per Model per Game
same Gear Cards in the deck. r" Tum can be used in this way.

E. Todraw an extra card from the deck. This can only be
campieted between Sguad Activation Phases of
gither player and only if 1he player has less than §
cards in their hand,

k. Todiseard one card from the players hand. This can
only be completed between Sguad Activation Phases
of gither player.
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We'd been briefed about the Undead Legionnaires, but nothing can prepare You for facing an enemy consisting of your own
comrades dug up from their consecrated graves and made 1o fight you. The briefings instilled the tactics in us, impressing on
all field officers the need 1o deploy in depth and make use of interlocking fields of heavy weapons fire, laying mine fields and
the likes. The idea is that these particular foe are generally found in large numbers and aren t the brightest of sparks, meaning
You should be able to drqy them onto your 8uns and whittle them down by sheer weight of fire, making use of standard fire
and manoeuvre doctrine as you fall back unti] they're ripe for q spirited bayonet charge.

Well, as I said, that’s what the field manuals say about fighting Undead Legionnaires. Here ' what happened the first time we
actually faced them in combat.

My battalion, the 4/33rd (Princess Charlotte’s) was tasked with clearing the basin Surrounding q refinery captured Sfrom
Mishima three days earlier in Warzone Delta 12. We'q encountered the usual Mishima Stubbornness, with Several companies
of the defence Jorce refusing to surrender and Sleeing into the thick Swamps at the heart of the basin, We were approaching
our phase line having defeated g platoon Strength force of enemy infantry, at a loss of four of our own dead and seven wound-
ed. At that point my company signaller received q garbled transmission Jrom the battalion HQ, attempting to warn of us of
something, but exactly what we couldn ¢ make out.

Then the field radio cut out entirely, all channels Jilled with a distorted drone before falling silent. The hairs on the back of my
neck stood on end and the air temperature dropped, the Swamp waters lapping around my ankles growing Suddenly clammy,
1 had an inkling of what was coming, and turned to my platoon sergeant to get the lads deployed.

But Sergeant Chalcraft was staring at Something across the swamp, the colour drajned Jrom his normally ruddy features,
1 followed his 8aze, catching sight of movement amongst the mangrove roots. Before that movement could resolye itself [
barked an order 1o get the HMGs up Jront, while the rest went firm.

Then a figure stumbled out from the shadows, splashing its way towards us. Sergeant Chalcraft called the shot, but before

anyone had the chance to fire I countermanded it. I recognised the Jigure, you see? It was a Corporal Sorensen, from 5t
Battalion, a man assumed 1o have been lost during the ill-fated assault on Hill 77,

Then I realised it couldy t possibly be that man, He, and in fact most of his company, were dead and buried having been lost
Irying boldly to take the 77}, Crest.

Some were carrying standard issue Jirearms while othey bore something entirely different. I am ashamed 1o say they opened
Jire before us, Jor most of the Dplatoon had never seen such a sight before and was rooted to the spot in shoct. Fortunately, the

Getting a grip, we returned fire, cutting down the entire first line of oncoming Legionnaires. Even as we fired we tried to block
out the sight before us. Most of those figures bore unit badges that marked them out as our brothers, but we had no choice
but to cut them down,

ltwas to no avail. The Pplatoon was too few and the sight of our own brought back to such hideous undeath was clearly unnery-
ing even the more seasoned of my men, Seeing that dozens more of the enemy were inbound, I ordered g fighting withdrawal,
drawing on the briefings I mentioned to account for as many of the Legionnaires as possible.

The last thing I saw that day was the refinery going up in a stunning explosion, and [ said 4 prayer for my fallen comrades -
that their second deaths would see them find peace for all time at last

——erEree— . = = —— - —



GENERAL VEHICLE RULES

Vehicles in Warzone Resurrection, unless
stated otherwise, have the following Special
Rules:

- —_—— .
< il Vehigles, except Bikes and Jet Bikes. have the
Bulky Special Skill,

2. Al ¥ehicles, except Bikes and Jet Bikes have the
Fearless Special Skill.

3. Engaped Tanks and Hoverers do not have their Action
Points reduced due o being Engaped.

4@ Enpaped Tanks and Hoverers can only complete Move :
Actions whilst Engaged and cannot complete any
Vehicle Special Actions,

§. MiVehicles, unless stated otherwise, can only-
complete the following Actions:
« Vehicle Move Action
= \ehicle Shoating Action
_= Aim Action
= Vehicle Engage Action
= \ighicie Special Actions
«Pass Action
= Glose Combat Action

B. All Ranged Attacks of AVWS or higher targeting a
Vehicle gain the “Target Sense’ Special SKill.

1, Vehicles can reroll an unsuccesshul AV test if the AV
of the Ranged or Close Combal Aftack isequal fo 0.

STATS AND TYPE OF VEHICLES

M - Movement is the distance in inches
that the Vehicle can travel when making a
basic Move Action. A Vehicle's minimum
movement distance can never be reduced
below 2", unless specifically defined.

The maximum distance a Vehicle can travel e\
in inches in one Game Turn is triple its £

Movement Value. Vehicles can also pivot, to ':'.' & f;i
varying degrees dependent on their Type, ! ;?‘
during their movement. - /a8 #

CC — Close Combat. The number required to
roll on a D20 for a Close Combat test.

RS — Range Skill. The number required to roll
on a D20 for a Range Skill test. .
WP- Will Power. Used to cast and resist L3>
Psychic Powers. "
LD - Leadership. The number required to roll

on a D20 for a Morale test.

Hit Location table — Each area on the Hit
Location Table has a unique SP Value (Structure
Point) and AV (Armoured Value) and lists the ﬁff in'**‘
effect on a Vehicle once its SP is reduced to 0 in ;';r "éﬁ
the relevant hit location. The top row of the Hit
Location table is used to randomly c}eterrnine o
the location of Structure Point Damage. S

"““

¥

SP RIDER SP WEeAPON
IRV

CoNTROLS / AV

SP DRIVING
SYSTEMS SP ENGINES
I I

v v
FRONT BACH

If SP=0 or less, the | If SP=0 or less, the vehicle
Vehicle is Destroyed | may no longer use its main
but remains in play | weapons.

as a piece of Heavy
Terrain.

If SP=0 or less, the vehicle | If SP=0 or less , the Vehicle
cannot move or pivot. explodes! Measuring from
the hull of the vehicle with
a range equal in inches to
D20/4. Each Model within
this range takes a $10
Pie;n]igg Autohit on a roll




_,__{,1:"‘

AV Front - Armoured Value Front. Modifier 4
to Vehicle's AV when targeted in the Front |

Facing.

AV Back - Armoured Value Back. Modifier
to Vehicle's AV when targeted in the Rear
Facing.

AP - Action Points. The number of Action
Points a Vehicle can spend during an
Activation.

Pts - Points. This number represents how
much the Model is worth and is used by the
Players to produce balanced opposing army
lists.

VEHICLE FACING AREAS

Walkers —The Facing Area of a Walker is
calculated by the size of its base and its
maximum height, with a minimum height
value of 1.75"

Heavy Vehicles: Walkers, Tanks and
Hoverers — uses the True Area, the actual
size of the Model is its Facing Area (excluding
Models weapons).

Tanks — uses the True Area, the actual size
of the Model is its Facing Area (excluding
Models weapons).

Hoverers - uses the True Area, the actual
_ size of the Model is its Facing Area (excluding
“Models weapons). Hoverers cannot be

Rammed.

=

ok Bikes - The Facing Area of a bike is calculated

by the size of its Base and its maximum
_height, with a minimum height value of 15"

Jet Bikes - The Facing Area of a Jet Bike is
calculated by the size of its base and its
maximum height, with a minimum height
value of 2". Jet Bikes must travel at least %
of their Movement Value every turn if they
are not Engaged. If for any reason a Jet Bike
cannot travel its minimum distance then it
will receive a St15 AVV10 Piercing Autohit on
the Body Location.

Jet Bikes cannot be Rammed.

Each Vehicle has an allocated number of
Action Points. This number can be found on
the Vehicle Stat Card.

VE H ":I.E A c\tl[\'l UNS

If more than one Action requires an
immediate reaction, the Player with the
Initiative decides the order that they are
completed. No Action can be Activated more
than once per Model per Game Turn (unless
stated otherwise).

VEHICLE MOVE ACTIONS

Only one type of Move Action described
below can be used per Model's Activation.

Tactical Move: Spend 1 Action Point to travel
a distance in inches equal to the Movement
Value. Unless stated otherwise a Vehicle can
pivot up to 45 Degrees during a Tactical Move
Action. As a Part of a Tactical Move, vehicles
(except of Jet Bikes) can reverse in straight line.

Combat Move: Spend 2 Action Points to
move the Movement Value of the Vehicle in
inches x2. Unless stated otherwise a Vehicle
can pivot up to 90 Degrees during a Combat
Move Action.

Fast Move: Spend 3 Action Points to move the

Movement Value of the Vehicle in inches x3.

Unless stated otherwise a Vehicle can pivot

up to 180 Degrees during a Fast Move.Action.
) by

N . b % -
Pivoting: Vehicles may-. chgngg_ - their 1'
orientation by pivoting on their centre p w.,q"
Pivoting does not reduce' the vehicle’
Movement Value. Depending “iiiii Vpe0L.
Vehicle. N ﬁ‘:ﬁ‘ ;

e
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bivoting can cost ‘Action Points or may be
ade as-part of a Move or Engage Action.

' _ :Er-ning a turret does not count as pivoting
can be made without spending a Model's
tlon Points.

Walkers In addition to a Move Action pivot
ance, the Vehicle can pivot 90 Degrees
hout spending any Action Points during
r Activation.

-r-ﬂ'
1

';'~.' Vehicles: Walkers: In addition to a
love Action pivot allowance, the Vehicle
N \pivot 45 Degrees without spending any
tion Points during their Activation.

- fanks and Heavy Vehicles: Tanks may only
pivot as part of a Move Action. A Tank can
pivot at any point during its Move Action.

| Hoverers and Heavy Vehicles: Hoverers may
nly pivot as part of a Move Action. Hoverers
an only pivot at the beginning and or end of
'eitMpve Action.

: .":Blkes must travel at least 1" as part of a
ve Action in order to pivot.

-! ri

=) Jet Bikes: Jet Bikes can pivot at any time
‘during a Move Action.

HICLE SHOOTING ACTIONS

Only one type of Shooting Action described
below can be used per Model's Activation.

ife: Spend 1 Action Point to make a Shooting
1on with any one Ranged Weapon
1ng the;, rules in the Shooting Section.

;,r g
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Torrent of Fire: Spend 2 Action Points to make
a Shooting Action with each of the Model's
Ranged Weapons simultaneously.

VEHICLE ENGAGE ACTIONS

Engage Action: Spend 2 Action Points, this
Action can only be completed by Walkers,
Heavy Walkers, Bikes and Jet Bikes.

Vehicle Engage Actions follow the Rules in
the Close Combat Section with the following
exception:

The Engaging Vehicle gains a Bonus to St and
AVV depending on its type:

f, =

BoNus To ST AND AUV
ST MODIFIER

AVY MODIFIER

SOUAD TYPE

BIKES/JET BIKES +] +
WALKERS +4 +1 £
HEAVY WALKERS +6 +J

The Engage Bonus is only applied to the 1st
Close Combat Attack of a Close Combat Action
completed in the same Game Turn (even if the
RoA of the weapon is more than 1).

Action to Claim the Engage Bonus.
Ram: Spend 3 Action Points —This Action
can only be completed by Tanks and Heavy
Walkers.

This Action counts as a Combat Move
(Vehicle Move Action). :
Nominate a point on the battlefield that is »jhﬂ e
within Movement Value x2 of the Vehicle _'”1?7 M 'é
making a Ram Special Action. Aram mustbe
made in a straight line Towards thenominated

point. If this move brings it into B2Bwithany =~ %
Model refer to the following rules: - ¥ :_&'5;__;@
Ramming non-Vehicle Models: Non-Vehicle ! .é
Models in the Vehicle's path must pass a . _-'-‘-r T
Con test to avoid being Rammed. If the test -

is passed the Model successfully dodgesthe
ramming Vehicle; move the rammed Model
minimum distance needed to avoid the path

of the ramming Vehicle.

Ifthe Contestis failed then the rammed Model

receives a Piercing Autohit at a St equal to the

distance in inches between the start point
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of the ram and the Base or Footprint of the
rammed Model.

Ramming Engaged Models: If multiple
Engaged Models survive a ramming, move
the Models the minimum distance required
away from the Vehicle's ramming path.

The Models must stay Engaged if possible, if
there is no space to place the Models so that
they stay Engaged, dis-engage the Models
and place them within the minimum distance
required from the Vehicle's ramming path (in
this case, the ramming player decides where
the models are placed).

Models which are forced to Disengage do not
receive Free Slash.

Ramming other Vehicles: Both the rammed
and ramming Vehicles receive 1 Autohit for
each 6" travelled by the ramming Vehicle
during the Ram Action. The AVV of the
Autohit is equal to the distance travelled by
the ramming Vehicle divided by 2.

The Ramming Vehicle takes an Autohit of an
AVV equal to the distance it travelled divided
by 3.

The location of damage needs to be rolled off
as normal for each Autobhit.

All Autohits against Vehicles are allocated to
the relevant Facing.

Continue this process until the nominated
point has been reached or a Vehicle is
rammed.

Full Throttle: Spend 3 Action Points.

This Action allows the Vehicle to travel an
extra 6" compared to Fast Move Vehicle
Action, but at the risk of damaging the Drive
Systems.

Vehicle must take an Autohit with AVV 1 on
the 15-18 Hit Location.

If the AV test is failed, one Structure Point

" is removed as appropriate. Vehicles may
- perform a Full Throttle Action even if there

are no Structure Points left on the 15-18 Hit
Location, but instead the Vehicle takes an

JAVV 10 Autohit on the 1-10 Hit Location.

Autohits due to Full Throttle are allocated to
the Front Facing.

MOVING JHR&UGH IERRA!N

Autohits caused by moving through Terrain
are allocated to the Front Facing of the Vehicle.

Walkers: Walkers are not slowed down by
moving through Light Terrain, but must take
an AV test at AVV2 on their Leglocation at the
end of their Movement.
The Movement of Walkers is Modified by -2"
if they move through Heavy Terrain and they
must take an AV test at AVV4 on their Leg
location at the end of their Movement.
Walkers cannot travel through Impassable
Terrain.

Heavy Vehicles: Walkers: Heavy Walkers are
not slowed down by Light or Heavy Terrain,
but must take an AV test at AVV?2 (which can
be rerolled if failed) on their Leg location at
the end of their Movement if they travelled
through Heavy Terrain.

Heavy Walkers cannot travel
Impassable Terrain.

through

Tanks and Heavy Vehicles: Tanks: Tanks are
not slowed down by Light or Heavy Terrain,
but must take an AV test at AVV?2 (which can
be rerolled if failed) on their Tracks location
at the end of their Movement if they travelled
through Heavy Terrain.
Tanks cannot travel through Impassable Terrain.

Hoverers and Heavy Vehicles: Hoverers:
Hoverers are not slowed down by moving
through Light Terrain.
The Movement of Hoverers is Modified by -2"
if they travel through Heavy Terrain ¥
Hoverers cannot travel through Impassable -
Terrain, except if moving over friendly or :
enemy models on Small or Medium bases g

Bikes: Bikes are not slowed down by moving
through Light Terrain, but they must take
AV test on AVV2 on their Driving Systems
location at the end of their Movement. .
The Movement of bikes is Modified by -2" if
they travel through Heavy Terrain and the
must take an AV test at AVV4.
Bikes cannot travel through Impassable'T nrajn
Jet Bikes: Jet Bikes are not slowed down by
moving through Light Terrain. The Move “'!.
of Jet Bikes is Modified by =2\ 1
through Heavy Terrain. -~ "~



t Bikes caﬁ'rfot_-}f'ra\vel through Impassable
[errain,” except if moving over friendly or
enemy models on Small or Medium bases.

—VEHICLE STRUCTURE POINTS

Warzone Resurrection each Vehicle has its
© own unique structural strength. In the Game
terms, this is defined by Structure Points.

K Erery Vehicle is divided into a group of Hit
g== Locations as shown in the Hit Location table.

. Each Hit Location has its own Structure Value
and Armoured Value.

If 5any of the Hit Location's Structure Points
e reduced to 0, then the Hit Location is
ssified as destroyed. If the destroyed Hit
~ Location receives any further SP Damage,
~  allocate the SP Damage to the Vehicle's 1-10
' Hit Location.

T "-' Structure Points can be repaired by relevant
. Special Skills, Psychic Powers or Cards.
= As long as a Vehicle is not classified as
d D b stroyed, its Structure Points may berepaired,
n if the Hit Location has been reduced to 0
f ructure Points. Any effects of Hit Locations
havi g been reduced to 0 Structure Points are
8 automatically ignored if any of that Location's
Structure Points are repaired.

MAKING A RANGED
SATTACK WITH A VEHICLE

. Vehlcles follow the Making a Ranged Attack
‘rules described in the Shooting Section with
ith e followmg additions:
| of a Vehicle's Ranged Weapons can
J“‘g{ ke a Shooting Action at a different target,
¢ b ;nust follow Target Priority rules.
A Primary Target must be selected for each

_If a LD test to gain the Target Sense Special

LINE OF SIGHT AND WEAPONS RANGE:

The Line of Sight for all Vehicles, unless oth-
erwise stated, is checked from the Ranged

Weapon that is being fired. Range is mea-

sured from the Base/Footprint to the Target s
Base/Footprint.

Jet Bikes and Hoverers always ignore Light
Cover Modifiers when making a Ranged At-
tack.

MAKING A RANGED

ATTACK AT A VEHICLE

The Player must select a Primary Target
within range, LOS and Front Facing of the
Model completing a Ranged Attack. Follow
the 'Target Priority' rule (unless the Ranged
Attack has an AVVS or higher).

1. “Ifthe Model has @ weapon with a RoF higher than |,
nominate a Primary Targe! {ollowing the ‘Target
Prinrity’ rule {unless AVY is § or higher] and
Secandary Tangets which must be within 3" of the
Primary Target and within range, LOS and Front Facing

of the Model completing 2 Ranged Atack. Allocate 3 & :I

number of 020 equal fo the RoF Yalue of the weapon

fo the fargers. At least the first B20 must be allocated |
o the Primary Target, A maximum of 1020 can be |

allocated per Secandary Target. Cover Madifiers are

calculated befare any RS test is made and all shots

aie considered fo be fired at the same fime; therefore

removal of one target will not affect the Gover

Madifiers of anather target.

2. The Player then applies Modifiers to their Model's RS
Value and rolis @ D20 fo pass & RS test for each
gllocated D20.

3. Ifthe Player's Model passes the RS test, the fargeted
Vehicle receives a Structure Point Damage.

e

4. Ifthe RS test is successhul, the Player making a
Ranged Attack rofls D20 for Vehicle Hit Location. |

- e
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B. The AWV of the Structure Point Damage is equal to the
weapon's AWV and any ather Matifiers.

——

B. Thefarget Vehicle must successfully pass an
Agmoured Value test with the AYV Modifiers and any
other Madifiers in arder to ignore the Structure Paint
Damage.

7. Itthe Armoured Value test is unsuccesstul the
targeted Mode! loses a Structure Painl,

B. Ifthe Model's SPis reduced 1o 0 in amy Hit Location,
refer to the relevant Hit Location table for the effect |
on the Vehicle. '

len

MAKING A CLOSE COMBAT
*AJ\ A VEH";I.E ;

Models making a Close Combat Attack
against Vehicles follow the Making A Close
Combat Attack rules describe in Close
Combat section with following exceptions:

- CC Attacks vs Tanks - the Player can select
the Hit Location instead of rolling for it.

TRANSPORT VEHICLES:

Troop and/or Support type Models may be
transported by friendly vehicles with the
Transport(X) skill. X denotes the capacity of
the Transport, calculated based on the size of
the boarding models' bases.

e

BASE SIZE TRANSPORT VALUE

SMALL 1
MEDIUM 2
LARGE 4

At any time, a Transport Vehicle or a Squad
of Transport Vehicles can transport Models
from a single squad only. 1
For Example: A Transport (6) vehicle ay
hold six models with a Transport Value_of
(1), three of Value (2) or any combination no
exceeding a total of (6).

Models cannot embark and disembark in
the same turn. Transported models do not
count the distance travelled while embarked
towards their maximum movement limit per
turn.

ENTERING A TRANSPORT:

Squads can be deployed already embarked,
if the transport vehicle doesn't deploy via
Infiltrate or Rapid Deployment.

Alternatively, during the game, a Model
within 2" of a Transport Vehicle and within its
rear arc may perform an Embark action for
1AP. It then immediately boards the vehicle
and is deactivated. Remove the Model from
the Board and place a marker next to the
Transport to show the Model embarked. T

EXITING A TRANSPORT:

A Transport Vehide that has not moved or moved
up to 2xits MV earlier inits Activation can perform
a Disembark Action for 1AP. Place all transported
Models within 2" of the transport vehicle’s rear
arc. The Transport vehicle then continues its ac-
tivation.

All models in the disembarked squad start their
Activation with 1 Action Point less than normal
and count as having moved the full distance of 1
Basic Move action in inches. This does not count
as a Basic Move Action. If the models are placed
engaged with any enemy model, they start their .
Activation with 0 Action Points. However, they
may still turn to bum a resource card to gain an
extra action point. P

()



DESTRUCTION OF THE
TRANSPORT VEHICLES:

If 2 vehicle transporting other models is
destroyed (or explodes), place all transported
~_ models as close as possible to the vehicle.
Every transported model then receives a St
16 Blast Autohit in addition to any hits from
the normal effects due to the vehicle being
destroyed. All surviving models receive a
Stun Effect.

— SQUAD COHERENCY AND ACTIVATION:

Squad Coherency for transported Squads is
. - measured from the Transport Vehicle Squad's
0 “ Commander.

While aboard, transported models start their
. activation with 1AP, regardless of whether
t_he vehicle is engaged or not.

= Except in the turn when they embark or
" disembark, the transported Squad activates
" directly after the Transport Vehicle (before
" the opponent's activation).
AR
T ‘When the transporting Vehicle performed
~ the Disembark Action and the transported
Models are placed on the board again, they
must be activated normally later in the turn.
[f a Model in a squad which has other models
on board a transport vehicle begins its
. activation outside a transport vehicle, they
must either perform the Embark action as
L« the first action in their activation, or count as
¥ being out of coherency.
Embarked Models may not use Active Skills.

L]
a

TYPES OF TRANSPORTS:

Enclosed Transports

Models aboard an enclosed transport are
immune to any damage and all in-game
effects and cannot be targeted. In their
activation they can only perform a Pass;
Action.

Open Transports < \

Models aboard Open Transports can perform
Basic Shooting with (P) and (A) type nen-

template-Weapons and Close Combat _ .

actions and can use psychic powers, however ; 5
they receive a (-4) modifier to CC, RS and WP. ‘
Transported models use the Vehicle's LoS for ™

their attacks, and treat the vehicle's base as
their own for the purposes of determining
who they can attack in close combat
(however, they still count as mounted on
their own base size for all other purposes). ‘
Transported models do not receive any :
Engage bonuses. s = I ‘

Models within an open transport vehicle
can be attacked in close combat instead E“:'
of the vehicle, but the attacker receives a
(-4) modifier to their CC value. They can be
targeted with a ranged attack only if the £
attacker has first performed an Aim action; '-;-ft'i
the attacker also receives a (-4) modifier to =
RS. Transported Models receive a (+2) Modifier -
to Armour against all attacks. Embarked
Models in Open Transports are vulnerable to J;' '

Template Weapons as normal.

Transport Squads

While some Transports are single vehicle
squads, some Transports are multiple vehicle
Squads (like Bike Squads). Each Model from
this Squad has its own Transport (X) Skill.
All Vehicle Models in one Squad of Transport
Vehicles must transport Models from the
same Squad. Place the transported Model
next to the Transport as a reminder which
transport carries whom.
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