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WELCOME T0 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.

e e
-

undead alien flesh brought into existence by the Dark Symmetry. Mankind is divided into

_ yet prevail — divided, they shall surely fall as the Dark Legion sweeps all before it.
B, Yas

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-

_: *" ‘ration, Max Steiner, the Capitolian man-mountain Big Bob Watts, the beautiful but deadly

‘“,- B 'sed Vestal Laura, the cruel Lord Commander Nozaki of Mishima and Archmagus Val-

] rg1us favoured of the Dark Legion..Where do your allegiances lie and who will command
! ﬁr forces?

o = .‘

L

rzone Resurrection is a 28mm scale table top skirmish wargame for two or more play-
sedch fielding units of warriors drawn from one of the mighty megacorporations of Man-
d, the Brotherhood or its vile enemy, the Dark Legion.

/
R is a reimaging of the wonderfully dark Mutant Chronicles setting, bringing the 1990s
sion of t ibrant-and terrifying 27th Century bang up to date for the new millennium.
Prodos G flf’f eshasdesigned over 200 new miniatures (models), each and every one highly

T~

Q

The Solar System is besieged by abominations from the dark beyond, mfema] hybrids of‘;f

five rival megacorporations, concerned only with profit and territory, as they tear #®inner .
N> ®Worlds apart in bitter, internecine war, United in faith under the Brotherhood, Mankind may

detailed, the cutting edge of model design. We have also commissioned new artwork and
prose from world renowned artists and writers and designed an all new and innovative rule
set which centres on not only these beautiful models, but also enables both cinematic an@
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 Modeéls are '
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.

S0, CAN YOU HELP MRNKIND
HoLD BACK THE DARKNESS OR WILL YOU BE
4 A KEY AGENT OF THE DARK LEGION BRINGING
MARNKIND THE ANNIHILAY 10K 1T
YRULY DESERVES?

i e e chialioll b ¢

‘ : b A ,_ -} ".'.. .
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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.

" Warzone Resurrection uses 20 sided dice,

referred to as 'D20' throughout the War-

~ zone Resurrection rules. If there is a num-

J. "F " 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 not reroll a reroll). If the Player is able
1. to reroll and chooses to do so, they must keep
the second result, even if it is worse than the
1 h_:rst 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 and AV tests or ‘Heal'
| rolls cannot be made if the RS,CC or WP test
=, results in a natural 1.

L%
‘Fumble' - Rolls of a natural 20 are always a

“ Any Model that rolls a natural 20 for any Skill
test may spend no further Action Points in the
10 furn. They also cannot ‘Turn to Burn' any
(er Resource Cards this Game Turn.
Example: A Chasseur uses his 1st Action
int,to make a Basic Shooting Action. The
seur’s ’AR3501 Chain Carbine' has RoF
e Pl.r allo 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 (i.e.
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

[ 3 ST CON wp 1] u 0 PTS
16 16 10 9 16 17 3 | 16(12) | 200

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 'O’ 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.

Pts - Points Value. This number represents
how much the Model is worth and is used b
the Players to produce balanced oppos £ie
army lists.
For Example: each Player will write an army
list to the Value of a set amount of Poin

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

BRUFORCE HMG 1000 ‘DERTHLOCHDRUM’
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.

MINIATURE DEFINITIONS
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
the Base circumference do not count as part
of the Body.



' BASES

- ) Omm in diameter.

:u?' . 'll a:szie:re 40mm in diameter and
re used for Warlords and Lords, and larger
Ilylaigzlslgases are 50mm or more in diarrllelter
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).

The Battle of Alpha Regio

Fought at the opening of the Second Great War

g,
Mistress of Pain, assault g Cy

gainst the Dark Legion, the Battle of Alpha Regio saw the armies of Golgotha,

bertronic 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 facilit

Y, coded Fac-9-Delta was Iittle more than a militarised
research expedition, Jor the megacorporation was not strongly established in, th,
a foothold there, Nevertheless,

at region nor did it have any apparent reason to seek
the Nepharite named Golgotha was evidently
] st " heights of the Tessera, perhaps
- P i =23 £ .

determined to ¢ject the Cybertronic mission Jfrom the
in an effort to clear corporate forces from any strategic strongpoint within range of her Dark Citadel,

" e F‘A’B\‘rl NE wAREA i have a .. I 7 1t is evident from post battle reports ang tactical down-links that the ¢
= All Models in Warzone Resulrfriectliortl0 caaYCU MODELS FACIN ﬁ
i isi d specifically = |
Facing Area. This is use

Ybertronic forces had anticipated interference from Dark Le-
gion forces in the region and had taken, steps to fortify their position while their scientists and technicians conducted their research.
A All Models in Warzone Resurrection have tFNO Thus, when the Jungles at the base of the Tessera swelled with, Undead Legionnaires an,
_ late the Cover Modifier for intervening Mod— facings: Front and Rear. The two Facings split a
i is defined by the diam- '
els. The Facing Area is

d the other numerous foot troops of the Mis.
tress of Pain, the Chasseur’s Command

o £ arts.

i ' 'Footprint' into two equal p

"~ eter of the Model's Base and physical height Model's Base or Footp

¢rwas prepared. Instigating o pre-planned bo
the Cybertronic force exacted a fearsom

mbardment by three Eradicator Deathdroids,
¢ toll on the approaching Dark Legion host. Soon, the jungles at the base of the Tesserq were
pp g g Jung
: ; » and so were the unnumbered hordes of Legionnaires that came swarming out of them. | mplacable as any of his rank, the
1 1 . direction aflame, an
The Front Facing will be in the same : Cybertronic commander instigated the next stage of the prepared defence even as the scientists gnd technicians withdrew to the
d ¥ g g p
of the Model (or in the case of Models that. 2 as the model's chest or the front of the Vehl_de' atmospheric craft stationed at the crest, loading a number of crates into their loading bays.
ot have a base the footprint’ and physical Models only have LOS in their Front Facing.
‘11. I"‘I"' 'y height of the MOdel)- Models can only perform Shooting and Close The Chasseurs and Cuirassiers manning the defence line gunned down dozens
T A ¢ o bat Actions in their Front Facing. d, necrotic fluids. The defenders remained cqlm despite the overwhelming numbers swarming up
"1 o Facing Area is: Comba ; the slopes towards them, their implants and conditioning overriding any notion of fear or selfpreservation, Even when a trio of
The mlnlllinuBm minimum Facing Area metal-skinned Razides strode Srom the treeline and began the ascent up the flanks of the Tessera, the Cybertronic soldiers did not
\ - Sma ases: )
" Height: 1 | P even flinch.
Medium Bases: minimum Facing | An hour into the assault, the slopes carpeted with the ruined bodies of hundreds of Undead Legionnaires, Cybertronic’s researchers
Height: 15" a L | completed their evacuation, leaving the Chasseur Commander and his Jorces to hold the crest of Alpha Regio. The Jact that this
A ! ini acing | Jorce had no racting made it clear that 1
+ . Large Bases: minimum ‘ g
%Heigght: 2

Heavy Vehicles: Use the heightl to t.he top

of the hull or turret, whichever is higher.
For Example: The minimum Fa cjng/.lrea ofan
Infantry Model mounted on a Medlurr{ %la‘se}’r
equal to the diameter of the base x height o
15" regardless of the Model's pose.

{ indoctrinated programming told him, was to confront the enemy i
For Example: The Everassur has two Undead
: Legionnaires within its Front Facing.

The commander had no need to seek out the enemy,
smashed into and over the Cybertronic defences, the Chasseur Commander and the Nepharite later identified as Golgotha, Mistress
of Pain, clashed in hand to hand combat. The Cybertronic commander was 4 veteran of his corporation’s wars, He had faced the
mightiest enemies on, every warzone of the inner system, but this new foe’s capabilities were beyond even his prodigious skills. The
commander performed admirably in keeping hi
severed, but in that brief period Cybertronic mili,

s tactical up-link active gng transmitting for almost eight seconds before it was
ary intelligence strategists learned g gre
and quantifying her abilities in @ way only they

at deal about the Nepharite, categorising
can.

Of the fate of that bold commander, the corporation knows very little and cares even less,
his purpose well and i now count,

for as far as they are concerned he served
ed as an expended asset. They have no idea that, in
Golgotha did not slay the comman

iri 1 to any part
the Body of the firing Mode
0 'ody of the target Model can be drawn,
¢ firing Mpaélehas__',l.ine of Sight' (LOS) to the
drget.




In Warzone Resurrection, each Modelis anin-
dividual. As such, these individuals are capa-
ble of making their own decisions (Actions).
Whilst one Squad member may choose to
=~ advance on their opponent, spending all of
iy their energy on running as fast as they can,
#  another in the same Squad might take a mo-
. mentto take aim and then fire with pin-point
accuracy.

¥
i

~ ACTION POINTS
~ Each Model in the Game has 2 Action Points
(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-
- B | tivated Models that begin their Activation
Rl v already 'Engaged’ have only 1Action Point to
P §Pend.

~ GENERAL ACTION RULES

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-
~ wise).

55 BASIC ACTIONS (1 ACTION POINT)

“" Requiring only a short burst of energy, Basic
~ . Actions are the most common of all Actions
* V| in Warzone Resurrection. The Basic Actions in
it ’ Warzone Resurrection are as follows:

f ove Action — Models can make a Move-
- ment up to their Movement Value in inches.

edge c_)f the Model, (or ‘footprint’ of a Model
which has no base).

sT't move in any other way).

| =

Designer Note: No Model may travel more
than twice its Movement Value per Game
Turn in total regardless of Action used.

For Example: A Model with Movement Value:
5 may use a Move Action to travel 5" in Open
Terrain, taking it into LOS of an enemy Mod-
el, then the Model can use an Engage Action
to travel a maximum of 5" in to Engage. The
Model has not travelled more than its maxi-
mum allocated Movement of 10"

If more than one Action requires an imme- §

Engage Action - Models can travel up to their
Movement Value x2 in inches. An 'Engage’
Action can only be made if a CCWR (Close
Combat Weapon Range- see the Close Com-
bat section) is reached. If the distance moved
is reduced and a CCWR cannot therefore be
reached, the Engage Action fails. The model
loses its remaining Action Points and trav-
els in the same direction as the failed Engage
Action at its Modified Movement Value.

For Example: A Model with a Movement Val-
ue of 6, uses 1 Action Point to make a Move
Action, traveling 3": then its 2nd Action Point
making an Engage Action. In the Engage Ac-
tion it may only move 9" (6x2 — 3=9).

Unless otherwise specified, the Engage Ac-
tion must always be made in a straight line,
within LOS of the target and in the Front

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:

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

e 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. 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 At-
tacks 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 Close
Combat Action, the Model will make a __rri—
ber of CC tests equal to their weapon's RoA.

S
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 *A‘cit]-;ilj ﬂN AP&"E! NIIS)

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 Ac-
tion.

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.

Sentry Action —A Model may enter Sentry.
Models in Sentry canuse 1Action 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 5
Models in a Squad can be placed into Sentry.
If the Squad contains less than S Models, up
to 2 Models can be placed in Sentry.

Sentry Actions can be used between the Ac-
tions of enemy Models, but require the Mode
on Sentry to pass a LD test first. If the te _
failed then the Model is no longer in’ entry. y



§ For Examp]e P]ayerZAct1vate5 the Ist Model
er quad 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.

If a2 Model in Sentry is targeted by a Ranged
¥ Attack it may make a Dive for Cover Action to
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
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).

AT
AL

'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

Failed AV tests against weapons with Crit-
ical Damage (x) result in a loss of Structure
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 Dr01d has
WP '~ if it is required to pass a WP testit au- _
tomatically passes. Models with a ’J’. alue
cannot make Actions that require thﬁ use of |

the '-' Value.For Example: Modgls wi w’

cannot make Close CombatAct_r
ﬂb

-
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"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.

If both models are on Small Bases the X
isequalto1".

If either Model is on a Medium Base the X
is equal to 2".

If either Model is on a Large Base the X is
equal to 4"

If either Model has no Base the X is equal
to 4"

Always use the highest relevant number
on the table.

‘Passive: (X)' — A Special Skill/Rule can be
described as 'Passive’. Passive Special Skills/
o R}lles are always in effect.

requires a Model to make a RS test is a
 Ranged Attack. Any Psychic Ranged Attack
. isalso classified as a Ranged Attack.

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

‘Stun Effect’ — Models which receive a Stun
. Effect must, at the beginning of their next
% Activation, spend their first Action Point to
= recover from Stun Effect. A Model can only be
o\ affected by 1 Stun Effect at any one time. If a
S\ Model that is unrecovered from 'Stun Effect’
= is forced to travel by any means from its lo-
B ation or if it becomes Pinned or Broken, the

Model automatically recovers from Stun Ef-
\ . €€ tests against unrecovered Models are
automatically successful.

jd within L.OS/Engaged Models are ignored
or Target/Priarity. If there are no enemy
I in 12" from the Activated Model,

then the Action may be directed at any other
Model on the board that is in 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).

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

‘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- a4
er a Model passes an Armour test or not, it is
always classed as having "received a Wound

Effect".
For Example: If the Armoured Chasseur

needs to travel Towards or Away from the
Razide , draw a straight line from the centre
of the 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 partof its Base or Footprint
is within the measured distance; Template or

Footprint., ' AZAR.
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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.

= SQUAD 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-

g . ified), regardless of armament, may be allo-

ol A s Cthd as the Squad Commander.

- Nalk ;’ The Model in a Squad consisting of one Mod-

'el is the Squad Commander.

1 -

~ 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-

“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/,
salthough 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.

JAD COHERENCY

. Sqpa ds have to stick together, otherwise in-
diyidual 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.

"‘|
LGMMMBE:]
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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.

SQUAD COHERENCY
AT VARIOUS ELEVATIONS

When measuring for Squad Coherency at dif-
ferent Elevations, measure the shortest dis-
tance from the Squad Commander's or Act-
ing 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 target
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
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 Swari
Squad Special Action against an enemy Mod
el, then uses any remaining Action Pol
in order to Engage the target Model with.as
many Models from the Squad taking part'
in the Swarm Squad Special Action. When

all remaining 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 Focus
Fire, the Ranged Attack gains Critical Force
+land AVV +1.

Designer Note: If the Focus Fire St is equal =
to 18, the Ranged Attack would gain Critical
Force (2). For every 3 Models participating in
the Focus Fire the Critical Force gains an ad—
ditional +1 Modifier.

Models receiving a Wound Effect fror"r'lh eFo-
cus Fire cannot use the 'Heal' Special 'Sk :

Focus Fire cannot be used agémst
Models. e
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"Weapon Special Rules or Modifiers (Skills,

. G i) egy-Cards etc.) of participating Models
o ' are not in-effect during the Focus Fire Squad

Special Action.

Mlodels with only Template Ranged weapons

cannot participate in a Focus Fire Squad Spe-

cial Action.

-._For each Model participating in a Focus Fire

Squad Special Action with an obscured LOS

to the target (regardless of whether it is Light

or Heavy Terrain), a -1 Modifier to the Focus

Fire RS is applied.

™ For Example: A Squad of 6 Models with RS
12 focus fires on a Razide; so would have

I RS12+6, St 12 (lowest St Value of participating
 range weapon) + (6x RoF1) = S5t18. Three of the
shooting Models have obscured LOS to the
. Razide as more than 25% of the Razide is be-
" hind Cover. Therefore the RS of 18 is modified
by -3 (due to 3 of the participants having an
obscured LOS) to 15.

- SWARM

~ i ;r '} ,I' A‘ inimum of 3 Models must be Engaged to
! beableto complete a Swarm Squad Special

Action.

E
1

L3
= 'Fﬁe 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
member participating in the Swarm.

The St of the weapon during this Squad Spe-
- 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
S8 participating in the Swarm.

e The weapon type is always counted as Pierc-
- _ - _T, ing in a Swarm Squad Special Action.

S 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.

-
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SQUAD GOMMANDERS

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
Squades.

Warlords have the Shielded Special Rule. '



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-
er's LD Value with any appropriate Modifiers.
> ~If 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
. passed 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.

“ an 1PI NN I NG

naSquadloses S0% or more of the Squad
~ members (100% equals the number of Mod-
1 els 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 Value against Ranged Attacks, but
cannot complete any Actions apart from Re-
cover from Pinning until they have success-
. fully 'Recovered from Pinning'. A Squad can
: - only make one Pinning test per Game Turn.

SN MORALE TEST
S\ 10 RECOVER FROM PINNING

&% )To recover from Pinning, the Squad must
S spend one Action Point at the beginning of

. ! the Squad's Activation to attempt to ‘Recover
om.Pinning' by taking a Morale test with a
2 Modifier to LD. This attempt costs all Mod-
els in the Squad one Action Point. This Action
must Be repeated if failed the first time. If both
pts fail, the Squad is Deactivated and

BROKEN

When a Squad loses 75% or more of the Squad
members (100% equals the number of Mod-
els 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.

MORALE TEST
T0 REGROUP FROM BROKEN

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

test with a -6 Modifier to LD. This attempt
costs all Models in the Squad one Actio
Point. This Action must be repeated if fa1 od
the first time.
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 GAMES

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
p 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-
. ismtothe Game.
W

&= B BASIC GAME RULES

- When playing the 'Basic Game Rules', the use
. ofcardsis limited to Resource Cards. No oth-
.= er cards are required for this version of the

"~ Game. The number of Resource Cards that
N . .

~ each Player starts with is dependent on the
elevant Player's Warlord choice and how
- many 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
- Structure they work for. Depending on the
- Warlord Type they have access to Resource
" Cards as allocated:

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.

RESOURCE CARDS

Resource Cards are not normally removable,
however if a Warlord or Troop Squad Com-
mander is removed from play, a number of
Resource Cards equal to the number of Re-
source Cards it providedat 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.

%y
3

7= ‘TURN T0 BURN

B (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'1Re
source Card, thus giving a Model a 3rd Ac
tion Point. Player 1 also gives the samie
Model 'Heal (3)' by ‘Turning to Burn' anéther
Resource Card. Player 1 cannot ‘Turn to Burn' g&
a 3rd Resource Card to give a 4th ActionPoint |
or 2nd 'Heal' test; although they may ‘Turnto 1
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:

I 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 CADS 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, regardless of whether it
has Impenetrable Armour or not.

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
weapon.

WEAPON STRENGTH

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

T

WWEAPON STRENGTH AND MODIFICATORS

WEAPON STRENGTH MODIFICATOR

17 +§
1 +]
8 +2
9 +1
10 0
1 1
12 2
13
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MODIFIERS TO MOVEMENT
/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 Movement 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.

For Example: A Model with a Movement Value
of 5 makes a Run Action. The Model receives a
+2" Modifier to Movement, this means that the
total Movement that the Model is allowed to
travel is equal to 12" (Movement Value: 5 multi-
pliedby 2 for the Run Action and a +2" Modifier).

“MOVEMENT VALUE =4

MOVE .ﬁ_tL'I""f.':l_ & L" s— MODFERS o>~
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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.

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 shooting
Model is modified by the Cover as a‘ﬁ];ropri-
ate. Cover does not modify Armour Valte:




i ur TERRAIN
' OVEMENT MODIFIERS

There 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-
rain Modifies Movement by -2", to minimum
=T 0f2".

= ‘heaw — e.g. walls, trees. Heavy Terrain Mod-
ifies Movement by -4", to minimum of 2".
."lmpassable — e.g. deep water, solid rock,
- 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-
1] ‘ mﬂm of 2"). Each separate piece of Terrain
@uses 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".

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 Movemnent 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 Movemnent in the Open Terrain.

If 2 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 'Jump', 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 'Jump 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 'JTump 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 moves
across it as normal. If the gap is betwegn 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'.

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).



part of a Move, Run or Engage Action a
Model may change Elevation by Climbing.
Use the following measuring approach: First-
ly 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 Eleva-
tion. Add the two together with any appro-
priate Modifiers. The Movement can be com-
pleted 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.
Ifthe 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
.J mp is not in effect in this situation.
e
Designer Note: If a Model attempting to En-
ge an enemy Model by Climbing fails the
then it will become disengaged and
e the enemy Model will be allowed to
ee Slash.
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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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B TURNS AND PHASES
4 b

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
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.

7

B\ T1AL NITIATIVE
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* Each player rolls a D20 for Initial Initiative.
. Thehighestroll wins. The winner may choose
 to give Initiative to the opponent (or the play-
. er of their choice, if there are more than two
e 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'
- of the first Game Turn begins when the player
- with the Initiative Activates their first Squad.
'l .‘.. "t‘."

o N@mm PHASE

, om 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.
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
- a higher number. The winner chooses to keep
: "01' give away the Initiative (in the same man-
% \ner as the Initial Initiative). In the Control Phase
/all 'Turned to Burn' Resource Cards are reset to

N face the owning Player and can then be ‘Turned
= _-" to Burn' in the Game Turn.

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

The Player with the Initiative must perform
the following steps:

A. SELECT A SQUAD TO BE ACTIVATED

B. GHECK IF THE SQUAD IS PINNED OR BROKEN. IF THE
ACTIVATED SQUAD IS PINNED OR BROKEN, THEN IT
MUST PASS A MORALE TEST T0 BECOME UNPINNED
OR 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
COHERENCY THEY MUST BE THE FIRST MODELS IN
THE SOUAD TO BE ACTIVATED AND MUST COMPLETE
A RUN ACTION TO RETURN TO SQUAD COHERENCY
AS DESCRIBED IN THE SQUAD COHERENCY
SECTION.

0. ACTIVATE A MODEL FROM THE ACTIVATED SQUAD.
ACTIVATE THE IST MODEL (CAN BE ANY MODEL.
UNLESS OTHERWISE SPECIFIED] FROM TH

ACTIVATED SQUAD. G
Nl " P S A T

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

turn, completing at least 1 Ac’tion. witheac
Model Thomas choose to Activate Alakha
the Cunning last in Turn 3, so cannot use hijr

them first.
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ISSUE A SHOOTING : l:

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.

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:

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.

USING AND CLATMING COVER

To take advantage of Cover, the Model must
be at least 25% Covered by it.

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 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.
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A Model cannot make a Shooting Action at a
target which is behind more than 3 piecesof =
Cover (including intervening Models), unless N
a 'Lucky Shot' attempt is declared. On a D20 ™ ,' :
roll of natural 1 a Lucky Shot attempt is re-
garded as a successful RS test.

Intervening Models (except Vehicles) canno
completely block LOS to the target, as both
are constantly moving. “—~




B JLULTFIE COVER
AND_GOVER DENSITY

N

*If there 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
with a Shooting Action made by the Immor-
tal. Valerie has Claimed Light Terrain Cover
\ (-2 Modifier to the Immortal’s RS) behind a
low-lying bush and has also Claimed Heavy

¥ ifier to the Immortal's RS) Both of which are
) - within I". The Immortal suffers a -4 Modifier
toits RS.

(174
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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
. -4 Modifier to RS (the Light Cover is negated)
as his target has Claimed two types of Cover.
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. Terrain behind a ruined brick wall (-4 Mod- |

MAKING A RANGED ATTACK

-'-' 1 “The Player must select a Primary Target within range,
'L0S and Front Facing of the Model complefing a
Ranged Attack. Following the ‘Target Priority rule.

Il Ifthe 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, 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 Secondary
Target. Cover Madifiers are calculated before any RS
test is made and alf’shots are considered to be fired
at the same time; therefore removal of one farget
will not affect the Cover Modifiers of another farget.

2. The Player then applies Modifiers to their Model's RS |
Value and rqlls a 020 to-pass a RS test for each
allocated DZ0.

3. II'the Player's Model passes the RS lest, the largeted
Model receives.a Wound Effect.

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

9. The target Model must successfully pass an Armour
test with the St Modifiers, weapon Type Modifiers and |
any other Modifiers in order fo ignore the Wound -
Effect.

B. Ifthe Armour test is unsuccesstul the targeted Model
loses a Wound, i

1. \fthe Model's Wounds are reduced TELﬂli”ESE.HIE :
‘targe! Model is removed from play. :

W R

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').

o

MAKING A RANGED ATTACK ~
AT FRIENDLY MODELS

The Player can choose to target a frig
Model in LOS. If a Wound Effect or SP D
age is applied (after normal Armour tes
the Squad it belongs to takes an immediate
Break test. Squad Special Actions and Ad-
vanced Actions cannot be targeted against
friendly Models.

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
target odels Base or any part of the tar-
( del's Body if the base is not within
uring in a straight line.




There are timclzs when, dueto Fover or lack of M AKI NG A Ri A NGE n | AJ;J\ Ach wwl JH

light, you can't quite get a solid bead on your
target. For times like these, nothing beats SE AN n I_E IEM PlAJE WE A PﬂNs
having a weapon where "“Close enough" ‘ ‘ . it
works just as well as "bang on target". 8

) There are some weapons in Warzone Resur- % ' 1he player must select a Primary Target within range,

e rection which use a Template. "L0S and Frant Faging of the Model completing a

3% Ranged Attack. Following the Target Priority” rule.

. Ifthe Model has a weapan 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

Bt 1y Value of the weapon Io the targets. At least the first

AT 2= 0N _ _ 020 must be aliocated fo the Primary Taiget. A
T el G ; maximum of 1020 can be allocated per Secondary

- Template Weapons cannot be used in any Y
b L f‘:form of Special Action. '
This is described in a Ranged weapon's
Range Value as follows:

SE — Small Explosion — 3" diameter Template.
LE- Large Exposion — 5" diameter Template.

¥ {est is made and all shols are considered to be fired
al the same lime; therefore removal of one target

will not affect the Gover Modifiers of anather farget.

2. The Player then applies Modifiers to their Model's RS

Value and rolls a 020 to pass a AS test for each

allocated D20.

If the Player's Model passes the RS fest, Eantie the
SANEFY relevant Template on the fargeted 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

Eftects equal to the number of Templates they have
" been within during the same Shooting Action.

ﬁ.,l _ *_’ ST — Shotgun Template — 7" Trapezoid Template.

: SFT — Small Flamer Template — 3.5" Teardrop

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

T- Flamer Template — 7" Teardrop Template. and any other Modifiers.
ome of the weapons have a dual Value in 4. The targe! Model must successiully pass an Armor
test for each Wound Effect received with the St
Modifiers, weaponType Modifiers and any other
Modifiers in order fo ignore the Wound Effect(s).
G, Ifthe Armour test(s] are unsuccessful the fargeted
GRENADE LAUNCHER \ Model loses 2 Weund.
4 i 51 RoF w TYPE : ] B. [Ifthe Model's Wounds are reduced to O of less, the
18t ! I Blast (A) target Model is removed from play,
'/ \ 7. Ifa RS testis unsuccessful when making a Ranged  *}
Fir st'Value u.;lder the Range Stat Value is the Attack with SE or LE femplates, the Tempiate will
~ efféctive distarice-of the weapon (18"). The seatter. Follow the rules for Suananngtﬁan :
. econd _f gASE-— Small Explosion) is the ‘ 'flﬂlﬂﬁ]ﬂﬂTEmi}TETE o A e
Tena __@- ich is centred up to the first Val- GG

\ <

¥ "1 eir Range Value.

ample: Grenade Launcher

#xall

Targe!. Cover Modifiers are calculated before any RS |

AMOBELS WITH'N LARGE
XPLOSION TEMPLATE

SCATTERING OF AN

EXPLOSION TEMPLATE

If 2 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
Shootlng Action.

/2. PRST 20 FOLL =16
3. 2WD b20 nmr. =10

MAKING A RAN‘ﬁEnAmcK WITH
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 receives
a Wound Effect or SP Damage at the Fla Rer
Weapon's St or AVV. g
If any Engaged Model is within a B amer_ =
Template, every Model within CCWR 'of the §

Model within the Flamer Template receives T
a Wound Effect or SP Damage at the Flamer
Weapon's St or AVV.
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 - ﬂﬂ."ﬁ
a RS Modifier of -4 because the Praetorm
Stalker is Claiming Heavy Cover, but instead ~ +._ -
the Praetorian Stalker's Armour Valueis = &
halved from 16 to 8.



B ARRISONED SQUADS

‘N“F MER 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-

reaches any Access Point of the Structure, roll
I 2 D20 for each Garrisoned Model in the Intact
_Structure, regardless of their location with-

ceive a Wound Effect and its Armour Value is
} halved for this Ranged Attack.

2% 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
S WHICH USE FLAMER TEMPLATES

AN !
. o L

w

T

ct ¢: Wall of Fire: During the Activation of
Aodel 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.

A il D )

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
2 Eﬂie Flamer Template weapon immediately.

[
i /Ignore the 'Cover and Flamer Template
% Weapons' rules for any Terrain touched by
B this Ranged Attack.

plate weapons'. If any part of the Template

in the Structure, on roll of 1-10 the Model re-

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 S0LID BULLETS ‘_\\
| R ST RoF AW TYPE !

Vool 1 | 1| Piercing (§) I

MANDIBLE AUTOSHOTGUN WITH S0LID BULLETS ‘_\\
] R 5T RoF AW TYPE

Vost w2 |0 Bast(S)

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 a RS test as normal with 1D20 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.

GLOSE COMBAT ACTION - |
CAN BE ONLY ISSUED IF A MODEL ]
S ENGABED

| |

SPEND AN ACTION POINT
T0 ISSUE GLOSE COMBAT ACTION |

MAKE A
'FREE CLOSING’ AGTION

i -.;..;; Sk ,,,"H:j_,:af.__-.g Y e R -

& :
NOMINATE A PRIMARY
®  TARGETWITHIN MODEL'S CCWR.
ALLOCATE THE IST ROATO
THE PRIMARY TARGET .
F FAILED AND weaccesr U rooan )|
=== N0 MORE AOA @omemeee WITH APPROPRIATE MODIFIERS e NOREROATO 0 —— |
| 10 ALLGEATE : - ALLOGATED -
1 |
P e =S5 MODELMAKINGEE. | |
| . S opic . TESTLOSESONEAcoN | | |
CANNOT MAKE & ARMOUR TESTeese [F1IS . IF _TF2DIS *
| . ORHEALROLLS. FOLLED ™ PASSED ™ ROLLED™ e e o et | | |
| | | CLOSECOMBATACTION ™ | |
TARBET MOGEL

ey RECEIVES A WOUND EFFECT. i !

| i. t |

; NOMORERDA RO THAN) !
[0 ALLOGATE '

ND
| ‘_:]

. | ]
L.u ’

| | B,
. | ,: ALLOGATE ANOTHER ROA. |
WODELENDS IS _. | TOTHEPRIMARY TARGET OR ,-
CLOSE CONBAT acTioy P — | ASECONDARY TAET WTHI CEWR — D
-~ [ONLY ONE ROA PER SECONDARY

TARGET PER GAME TURN)

-—

e
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! Warzone Résufregtion, there is every op-
-portunity. for a character to engage in mortal
combat; often with equally devastating effects
for their victim as shooting them from afar. In
fact, many Squads and characters specialise in
Close Combat.

_. ;

" CLOSE COMBAT WEAPON RANGE

L - Close Combat Weapon Range is a distance

4 measuredininches within which a Model can

-+ = make a Close Combat Attack. Close Combat
' ' Weapon Range is equal to Weapon's Range.

-y

r

ot otherwise stated by the Model's weap-
on(s), CCWR is dependant of size of the Mod-
el's Base:

e )

. 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"

; w’i;he 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
% toits weapon.

ENGAGING

J . 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.

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 3 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
within the Facing which the Model is En-
gaged 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.

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'.

?ﬁm

ENGAGE ACTIONS
MADE FROM HEIGHT

Surprising an enemy from above, jumping on *.
them from where they least expect it can be
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:

e 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)

» Large 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.

A fﬂ'ﬁ(x'!_._.,,-_m
L
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r Example: The Cuirassier ‘Attila’ MK.IIl En-
-gages th ‘Undea_d Legionnaire from a height
of 2" a h'ﬁc.h it gets a Free Jump of the 2", It
oes not get an Engage Bonus (because it
as not moved the required distance for an
Engage Bonus), but it does get a +4 St Mod-
Ifier 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, the target Model
- cannot be Engaged.

.
" MAKING A CLOSE
¢ "l" - QQMB‘AJ ‘AEI;E.I-EA‘[::K

A i
{. -A Model must issue a Closs Cambat Action-and spend

an Action Paint,
2. AModel can make & ‘Free Closing’ Action.
3. - The Mayer must select a Primary Target in their
Activated Madel's Fron! Facing within its CCWR.
4. The Player then applies Modifiers to thelr Mode!’s GG
o - Value and rolls 3 D20 fo pass a GG test {regardiess of
the weapons Rod).
. Ithe Mayer's Model passes the GG test, the targeted
w Modal 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 31 Modifier and any oiher Modifiers.
7. The target Model must successfully pass an Armour
' test with the 3t Modifiers, weapan Type Modifiers and
any other Madifiers in order fo ignore the Wound
tifect.
8. I1the Armour best is unsuccesshul the targeted Model
* {oses a Wound.
| 0. Ifthe Model's Wounds are reduced fo 0 or less, the
target Model is removed from play.
0, 1f the atacking Model uses a weapon with a Rod
ol reater than |, the Player may then choose to targel
' the Primary Target again or target a Secandary Targe!
' within its CCWR. Secondary Targets cannot be
| targeted mare than once per Model Activation.
A Il Repeat this process from step 4 again until the
weapon's RoA has all been used

T SL— ' e
De ;;'Jner Note: Only one Model in a Model's
ation Phase can be selected as the Pri-
fary Target

f
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DISENGAGING
FROM CLOSE COMBAT

Disengage — Models which move out of their
own or their opponent's CCWR for any reason
are classified 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.

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.

WARZONEGAME.COM

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
S0 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
testis 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

Action can only be used agaiiqst Model
Small or Medium Bases.

‘SPECIAL CLOSE COMBAT' /" /8
ACTIONS FOR MODELS ON.  “\._§
MEDIUM BASES

Active: Charge — Nominate a point on the
battlefield that is within Movement Value x2
of the Model making a Charge. A Charge must
be made in a straight line Towards the nom-
inated point. If this move brings it into B2B
with any Model on a Small Base, the Model
receives an Autohit at the charger's unmod-
ified 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 killed or
a Model with a Medium or Large Base is met.
As a Charge requires some momentum, this
Close Combat 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 Modelis
placed by the Player controlling the Thrower
up to 4" away from the Thrower. The thrown
Model must be placed on the same Elevation
or below the Thrower and in the. hro er's
Front Facing. ' =) o
The thrown Model can be‘tlg_rowxwzv‘er oth- L‘
er Models, but cannot be placed o "‘@f

any other Model or in Impassable Terraifm,

o,
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The thrown Model takes an Autohit with the

tower's.St 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.

. 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
Actlon can only be used against Models on
i Sn'{all Medium or Large Bases.

| .‘,S*PEBfINAl CLOSE COMBAT'
& ACTIONS 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,
3 . 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
o | Critical Force (3). If the targeted Model is re-
) ’ moved from play as a casualty, the Squad of
&/ the squashed Model must take a Pinning test

with -4 Modifier to LD immediately.

{,
FLu

!z a Model within the CCWR of the lob-
a successful CC test is made, the target

Bvation .,,y he lobber and in the lob-
ber's Front Eacing:-.

WARZONEGAME.COM

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. If this move brings it into B2B
with any Model on a Small or Medium Base,
the Model receives an Autohit at the char-
ger's unmodified St Value. Continue this pro-
cess 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 Large Base is met.
As a Charge requires some momentum, 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.

o
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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.

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 GEMNOGONIS
AV
Psychic (S)

Booster (B) - Booster Psychic Power Actions
can only 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.

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.

Example: Decay of Demnogonis

GECAY OF GEMNOGONIS

Passive: Slow Rot- all models in the affected
Squad receive a -6 Modifier to their Armour
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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
-‘r -. ; Attack, always use the pistol's unmodified

“Stat Values, regardless of any Modifiers ap-
~¢L

plied.
= For Example: Sherman Model 7 "Enforcer
Revolver

ﬂ ISTIES -

SHERMAN MODEL 7 “ENFORCER” REVOLVER

"'J

n

Piercing (P)

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

sed as a Close Combat weapon.
W L

For Example Car 24 SMG with UBGL

GAR -24 SWG WITH UBG”

Piercing (A)

Blast ()

if the pistol is being used as a Close Combat _

‘I-_'IT. 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_ SLRERE. e R

o

GHTHONIC TRANSFUSER

v

14 12 2 1 Piercing (§)
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 HMG

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,

WARZONEGAME.COM

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-iINFANTRY GRENADES

S_t/SE* 13 1 0 Blast (G)

Piercing (G)

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.

i s FLASH-BANG GRENADES

_St/SE = 1 = 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).

Passive: Incendlary Models Claiming kover
from the Model making a Ranged Atta\l(‘:ks
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
AVV 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-
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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 OOC 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.qg. 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 -2to 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- :
mander or Acting Squad Commander with
the Disposable Special Skill always pass Break
tests.
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; oomtrooper Models with the Doomtroop- Fearless - Models with this Special Skill al-

e #—CT Specia al Skill may be paired. A Doomtrooper

= ' pair use Hord and 1 Support Slot on the Offen-
I sive Organisation Chart. Only 1 Doomtrooper
pair can be taken per army. A Doomtrooper
pair can only be played within a Brotherhood
force or their own faction (unless stated oth-
—_erwise). If a Model is the Warlord 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-
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
per player, per Game Turn.

Execution -
Warlord/Lord: At the cost of 1 Action Point,
=Ty Warlords and Lords with the Execution Spe-
V .Ir Qlal Skill can choose to immediately remove
. a friendly Model within 6" from the Game
as a casualty. The Squad the Model was re-
“moved from, at the beginning of their Acti-
" vation, 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.

W Fear (X) — If a Model starts its Activation En-
gaged or Engages a Model with the Fear (X)
- : Sk111 it must make an immediate LD

ghe Fear Value in the same Game Turn,
mustl e another LD test with the
gher Fe fod

ways pass Fear, Pinning and Break tests.

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 Model with a Heavy
or a Special weapon is removed from play,
a Squad member within 3" can attempt uti-
lise the weapon. Roll a D20, on a roll of 1-10
the weapon is saved (swap another Model in
the Squad within 3" with the removed Model
equipped with a Special/Heavy weapon), on a
result of 11+ the weapon is damaged and un-
usable. A Squad Commander or Lord attached
to a Squad cannot 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.
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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' gbe:‘
cial Skill does not deploy as normal. During
the course of any Game Turn, the player may
choose to Activate a Squad with the Rapid
Deployment Special Skill during their normal
Squad Activation phase. To do this, the play-
er must nominate a point on the battlefield
as the 'Deployment Point'. The Deployment
Point must be placed in unoccupied Open Ter-
rain. Roll a D20 using the Squad Commander's
halved LD, this is referred to as the Rapid De-
ployment test. If the Rapid Deployment test is
passed, then the Squad successively lands on
the Deployment Point; place the Squad Com-
mander on the Deployment Point, then de-
ploy the rest of the relevant Squad within 3" of
the Squad Commander. All deployed Models
must be placed in unoccupied and non-im-
passable Terrain. If for some reason there is no
room to place any Models in this manner, they
areremoved as casualties. The diameter of the
Deployment Point is equal to the Base of the
relevant Squad Commander.
Rapid Deployment counts as a Basic Move Ac-
tion of the Models full Movement Value.
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
it still counts as Basic Move Action of the Mod-
els full Movement Value).
It the test is failed, the Deployment Point scat-
ters, following the rules for 'Scattering of an
Explosion Template'. The scatter distance is
D20/2. If the Deployment Point scatters onto
Impassable Terrain, off of the board or onto a
Model, then roll D20 and refer to the following
table:
1-5: Delayed: The Squad is not deployed this
Game Turn and may be deployed in any other
Game Turn.
6-10: Emergency Deployment: Reduce
scatter distance as much as necéss_ary to, =
place the Deployment Point in any other-form”
of Terrain (Open, Light or Heavy), ensuring
is the nearest point to the impossible Deplo




ment Point but still within the original orien-
ation of the scatter. The Squad is then imme-
diately Deactivated.
11-15: Critical 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 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 De-
activated.
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
. nearest point to the impossible Deployment
S Point but still within the original orientation of
i _the scatter. Every Model in the Squad takes an
. St10 Piercing Autohit. The Squad is immedi-
~ ately Deactivated.
If, in any case, the Deployment Point scatters
onto 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

s s ) 'I:"T Itaﬁf a St10 Piercing Autobhit.

= De g.igner Note: If the result on the Rapid Deploy-
ment table is '16-20', the Models which failed a
Con Test suffer 2 St 10 Piercing Autohits.

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" o he_'»,." hielded Model
~ may be nominated to recet t\;\t Wound Effect

hy ‘the controlling player. “
i Y
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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 closest single piece of Cover
when making a Ranged Attack. The ignored
piece of Cover does not count towards the
maximum number of pieces of Cover a model
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.

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 ¢an he'be p,ﬁémd in
an Army Led by Warlord type Mitch'Hunter.
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RUINED STRUCTURES

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.
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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.).

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.
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B JLAKING A RANGED ATTACK
\L_TERRAIN AND STRUCTURES

“i.""The player must select a Terrain piece or an Intact
Structure within range, 103 and Front Facing of the
Model completing  Ranged Attack. A Model fargeting
a Terrain piece or an Intact Structure ignores the
Target Prinrity rule,

L1 Ifthe Model has a weapon with a RaF higher than 1,
all D205 must be aliocated to the same Terrain
piece-ar Intact Struchure,

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

. Iithe player's Model passes the RS test, the laigeted
Model receives a Structure Point [SP] Damage.

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

. Thé opposing player mus! successhully pass an AV
Test to ignore the SP Damage.

. I the AV test is unsuccessiul, the tarpel loses a SP.

| Gonsult the ‘Structure Points and Armour Values of
Terain pieces and Intact Structures’ section.

TARGETING TERRAIN PIECES
L 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.
4| Any other Model or Terrain piece which is
SN iwithin a Template that has been targeted at
. _a Terrain piece is unaffected by this Ranged
» 1§ Attack.

Il:\\..
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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

STRUCTURE AODITIONAL
TYPE A sp SP MODIFIER

Concrete hunker | 20 | 8

Brick huilding | 18 | 8 gt
Wooden building | 16 | 6 gt
Brick wall (up to 7”) | 14 | 6 o e

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).
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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-

ture's AV, Models within 2" of a the collapseg
Structure take an Autohit at a St equal 40
the collapsed Structure's AV divided byytwo.
'Heal' tests cannot be used for Wound Effects.
caused by a collapsing Structure. Place any
surviving Models that were within the foot="f
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
' 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
" | '_r r cards (but not Resource Cards). All decks

£ must be shuffled by the controlling play-
& er and then cut before start of the Game by
= q randomly determined opponent. A max-
- 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 5 cards or
W less. Cards that are discarded for any reason
~ are placed in the Discard Pile. Continuation of

. play is unaffected if any Player depletes their
I« Card deck and/or hand.

BN (> ‘TURN T0 BURN’

bol can be found on all Strategy,
and Gear Cards. The frequency of the

Resource Cards a player needs to Turn to
n touse the card.

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.

No. oF CARDS IN ADVANCED GRAMES

WARLDRD TYPE NO. RESOURCE CRRDS

TECH 1
CLOSE COMBAT 8
RANGED b
PSYCHIC 8
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Strategy Cards — These cards mainly affect
the battlefield. They can only be played be-
tween Squad Activation Phases of any play-
er. The player which will Activate the next
Squad may choose to play a Strategy Card
before the enemy player. Only 1 Strategy
card can be in play at any time. Unless oth-
erwise specified, Strategy Cards are removed
from play in the Control Phase and added to
the owning Player's Discard Pile.

Frearfv ey Soxdcls Engaggnd with
amny Pornthverhoosl kel whem Ty

Targs” b playd Lafie ¢ o817 Aahiil o1
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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. A player may choose to discard
a Tactical Card 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.
For Example: Player 1 Activates a Squad, now
Player 1 or 2 can play Tactical Cards before
the 1Ist Model gets Activated; once the Model
Is Activated, none of the players can put any
Tactical Cards into play until the Model is De-
activated. Once the Model has been Deacti-
vated, 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 be
included in the Player's deck if (X) is includ-
ed 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 normall
removable (unless specified otherwise) and
can affect a Squad, battlefield feature, indi
vidual Model and/or Resource Card. Each
player may have up to three Gear Caxds in '
play. The Active Gear Cards should be placed
next to the relevant Squad Reference Card.
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).

Foeey hlodl 1 the St vecrtves 4
U Mondifiar wy gy,

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 the play-
er does not have to 'Turn to Burn' to discard).
The Cards to be discarded are selected by
the owning player; they cannot be used and
must be immediately placed into the discard
pile.

UTILISATION OF CARDS

» Only1Strategy Card canbe in play during
the course of a Game Turn (regardless.a
how many players there are).

+ Only 1Tactical Card can be alloca d toa N
Squad in a Game Turn. -

e Only 3 Gear Cards can be in pla per
player. \, .
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eck rnast consist of at least 35 cards and Inan Advanced’ Qarr:le %?ilc;l;l;z?lg:;id;gc;;]r):
: t-follow the following construction rules: 'Turned to Burn'in any
- There can be no more than 3 of the same
. '?]tq?rtee g{:zrsa]:r)gsrig tr}rlleo(rjee Ctllflan of S of the [ A To give the sﬂigctgd “ndil[nh;ig:{srsni :T:rgrnﬁlnagr
same Tactical Cards in the deck. third Action Pain: can only
» There can be no more than of 3 of the per Tum.
same Gear Cards in the deck.

B. Toadd ‘Heal (3] to the selected Modek: can only be
used once per Wound Effect.

ﬁ To Activate a Squad Special Skill if applicable or
required,

e

0. - To Modify the RoF or Rod Value of 8 single weapon by
: +, Tum o Bumn’ and declare before making a
Shoating or Close Combeat Action. fi!lS cannol b
used fo increase the RoF or Rok during Special
Actions. Oniy | Resource Card per Model per Game
Turn 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,

To diseard one card from the ula_;-ers hand. This can
only be completed between Squad Activation Phases
of gither player.

—
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We'd been briefed about the Undead Legionnaires, bt nothing can prepare Yyou for facing an enemy consisting of your own
comrades dug up from their consecrated graves and made to fight you. The briefings instilled the tactics in us, impressing on all
field officers the need to deploy in depth and make use of interlockin,

g 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 draw them onto your guns and whittle them down by sheer weig

ht of fire, making use of standard fire and manoeuvre
doctrine as you fall back until they’re ripe for a spirited bayonet charge.

exactly what we couldt make out.
Then the field radio cut out entirely,
neck stood on end and the air tempera,

But Sergeant Chalcrafi the colour drained from his normally ruddy features. T fol-
lowed his gaze, catching sight of movement amongst the mangrove

roots. Before that movement coyld resolve itself T barked gn
order to get the HMGs up front, while the rest went Sfirm.

was staring at something across the swamp,

Then a figure stumbled out from the shadows, splashing its way towards ys, Sergeant Chalcraft called the shot, but before anyone
had the chance to Sire I countermanded it [

recognised the figure, You see? It was g Corporal Sorensen, from sth Battalion, g
man assumed to have been lost during the ill-fated assauls on Hill 77,

Then I realised it couldms possibly

be that man. He, and in Jact most of his company,
trying boldly to take the 77th Crest,

were dead and buried having been lost

I'raised my aggressor, the words of a sermon I'd hegrd once as a child coming unbidden 1o my lips. I fired, and the target went
down, fetid black blood staining the swamp all about.

xploded as a wave of what I now know to he Undead Legionnaires spilled outwards. Some
whil

ile other bore something entirely different. [ am ashamed to say they opened fire before
us, for most of the platoon had never seen such a sight before and was rooted to the spot in shock. Fortunately, the Cardinal muyst
have been watching over us for no one was hurt in that initial salyo,

The last thing I saw that day was the refi

Nery going up in g stunning explosion, and I said g
their second deaths would see them find

prayer for my fallen comrades - that
peace for all time at lgst.

EE——



GENERAL VEHIGLE RULES

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

F Al Vehicles, except Bikes and Jet Bikes: have the
Bulky Spacial Skill

2. Al Vehicles, except Bikes and Jet Bikes have the

I'. 4 2 o Fearless Special Skill.

B B

. i, o e

T 3. Engaped Tanks and Hoverers do nat have their Acfion
f . __al: Points reduced due o being Engaped.

4 s Engaped Tanks and Hoverers can only complete Move
Actions whilst Engaged and cannat complete any
Vehicle Special Actions,

Cl
SR i e
1

I:; s

§. MiVehicles, unless stated olherwise, can only
complete the following Actions:
« Vehicle Move Action
= \ehicle Shoating Action
_= Aim Action
= Vehicle Engage Aclion
= \ighicie Special Actions
«Pass Action
! = Close Combal Action

ot
-

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 Combat Aftack isequal fo 0.

WARZONEGAME.COM

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 move-
ment distance can never be reduced below

2", unless specifically defined. ! i

The maximum distance a Vehicle can travel Ly r
ininches in one Game Turn is triple its Move- . -
ment Value. Vehicles can also pivot, to vary- a7 Ll I'Il 1

TLH "
ing degrees dependent on their Type, during = ’ f "
their movement. : r

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. : g
WP- Will Power. Used to cast and resist Psy- 4 )
chic Powers. =
LD - Leadership. The number required to roll

on a D20 for a Morale test. ?
Hit Location table — Each area on the Hit Lo-
cation Table has a unique SP Value (Structure Sl B
Point) and AV (Armoured Value) and lists the w | B . i
effect on a Vehicle once its SP is reduced to O

in the relevant hit location. The top row of the
Hit Location table is used to randomly deter-
mine the location of Structure Point ]5amage..

|

SP RIDER SP WERPON
LD I

CoNTROLS / AV

SP DRIVING v av
SYSTEMS SP ENGINES
I I FRONT BACR AP  PTS

If SP=0 or less, the
Vehicle is Destroyed
but remains in play
as a piece of Heavy
Terrain.

If SP=0 o less, the vehicle
may no longer use its main
Weapons.

If SP=0 or less, the vehicle
cannot move or pivot.

If SP=0 or less , the Vehicle
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
Piercing Autohit on a roll

of 15

L
.

R e i
o
o

LT
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AV Front - Armoured Value Front. Modifier to g

Vehicle's AV when targeted in the Front Fac-
ing.

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

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

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 cal-
culated by the size of its base and its maxi-
mum height, with a minimum height value
of 1.75"

Heavy Vehicles: Walkers, Tanks and Hover-
_ers — uses the True Area, the actual size of the
- Model is its Facing Area (excluding Models
~weapons).
B
' Tanks — uses the True Area, the actual size of
the Model is its Facing Area (excluding Mod-
els weapons).

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

ey Rammed.

:Z_;kes - The Facing Area of a bike is calculat-
1 by the size of its Base and its maximum
height, with a minimum height value of 1.5".
Jet Bikes - The Facing Area of a Jet Bike is cal-
re’tllated by the size of its base and its maxi-
mum 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 re-
ceive a St15 AVV10 Piercing Autohit on the
Body Location.

Jet Bikes cannot be Rammed.

B

VEH“GI.E *A‘GJJIBN‘, Pﬂl NIIis

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

VEHICLE ACTIONS

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-
wise).

VEHICLE MOVE ACTIONS

_r-:ll.-lrn:!- rIJ.E;-.l r LA D

Only one type of Move Action described be-
low 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.

-
1

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 ACtiﬂl.
Pivoting: Vehicles may change their diignta— .
tion by pivoting on their centre point! !
Pivoting does not reduce the vehicle's Moye=+ J
ment Value. Depending en th_.e type o eh
cle, A =

"L -



o
'*'::.' P ;::'__ :
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I —=:" . )
pivoting can cost Action Points or may be
e ;:’_ 4rrade as part of a Move or Engage Action.

e

rming a turret does not count as pivoting
d can be made without spending a Mod-
- el's Action Points.

(1]

~ Walkers: In addition to a Move Action pivot
adllowance, the Vehicle can pivot 90 Degrees

- 7 q q :
Tl out spending any Action Points during
. their Activation,

! !- Vehicles: Walkers: In addition to a
Move Action pivot allowance, the Vehicle can
ivot 45 Degrees without spending any Ac-
)n Points during their Activation.

o ;;11{5 and Heavy Vehicles: Tanks may only
pivot as part of a Move Action. A Tank can
L pivot at any point during its Move Action.
[ ]

overers and Heavy Vehicles: Hoverers may
only pivot as part of a Move Action. Hoverers
ican only pivot at the beginning and or end of
their Move Action.

B T:gs: Bikes must travel at least 1" as part of a
*+ Move Action in order to pivot.
o g
-.l
% 1 Uet Bikes: Jet Bikes can pivot at any time
% during a Move Action.

EHICLE SHOOTING ACTIONS

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

ite: Spend 1 Action Point to make a Shooting
ion-with any one Ranged Weapon follow-

WARZONEGAME.COM

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:

BoNus To ST AND AUV
ST MODIFIER

SOUAD TYPE AVY MODIFIER

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 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 unmodlﬁeal .

Movement Value when completing an En- =

L

gage Action to Claim the Engage Bonus.
VEHICLE SPECIAL ACTIONS
Ram: Spend 3 Action Points —This Actioq'_

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 *

within Movement Value x2 of the Vehicle
making a Ram Special Action. A ram must be
made in a straight line Towards the nominat-
ed point. If this move brings it into B2B with
any Model refer to the following rules:

Ramming non-Vehicle Models: Non-Vehi-

cle Models in the Vehicle's path must passa

Con test to avoid being Rammed. If the test
is passed the Model successfully dodges the
ramming Vehicle; move the rammed Model
minimum distance needed to avoid the path
of the ramming Vehicle.

WARZONEGAME.COM

If the Con test is failed then the rammed Mod-
el receives a Piercing Autohit at a St equal '
to the distance in inches between the start
point of the ram and the Base or Footprint of
the rammed Model.

Ramming Engaged Models: If multiple En-
gaged 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 dis-
tance required from the Vehicle's ramming
path (in this case, the ramming player de-
cides 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 Au-
tohit 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 Autohit.

All' Autohits against Vehicles are allocated to
the relevant Facing.

Continue this process until the nominat-
ed point has been reached or a Vehicle is
rammed.

Full Throttle: Spend 3 Action Points.
This Action allows the Vehicle to travel an ex-

{ra 6", but at the risk of damaging the Drive

Systemns.

" Vehicle must take an Autohit with AVV 0 on
- fhe 15-18 Hit Location.

! If the AV test is failed, one Structure Point is
removed as appropriate. Vehicles may per-

form a Full Throttle Action even if there are no
Structure Points left on the 15-18 Hit Location,
but instead the Vehicle takes an AVV 10 Au-
tohit on the 1-10 Hit Location. Autohits due to
Full Throttle are allocated to the Front Facing.

"-H
MOVING THROUGH TERRAIN = | =

Autohits caused by moving through Terrgin
are allocated to the Front Facing of the Vehi-
cle.

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 lo-
cation 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 through Im-
passable Terrain.

...-#. L .... Ll .

Tanks and Heavy Vehicles: Tanks: Tanks are
not slowed down by Light or Heavy Terrain,
but must take an AV test at AVV2 (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 Ter-
rain.

.:_-_T'.T-au-.um..' II-H..I.—-I .

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 L
Hoverers cannot travel through Impajsahle
Terrain. .
Bikes: Bikes are not slowed down by moving
through Light Terrain, but they must take AV
test on AVV2,
The Movement of bikes is Modified by -2" if
they travel through Heavy Terrain and-they
must take an AV test at AVV4. e Lo
Bikes cannot travel through Irnpassa‘]qu' Ter-
rain. ¥ e

_I -
Jet Bikes: Jet Bikes are not slowed down+by
moving through Light Terrain... _‘- .



e Moverttent of Jet Bikes is Modified by -2"
i ey mqve through Heavy Terrain.
Jet Bikes“eannot travel through Impassable
Terrain.

_:: ; '\V.EH!I‘G:[E SJR’“‘GI“RE PM NJ‘S
'-I " In Warzone Resurrection each Vehicle has its
own unique structural strength. In the Game
_terms, this is defined by Structure Points.
Every Vehicle is divided into a group of Hit
- Locations as shown in the Hit Location table.
‘Each Hit Location has its own Structure Value
and Armoured Value.
~ If any of the Hit Location’s Structure Points
-a!e reduced to 0, then the Hit Location is
=1 assified as destroyed. If the destroyed Hit
"+ Location receives any further SP Damage,
. allocate the SP Damage to the Vehicle's 1-10
~ HitLocation.

o e
-2,

* Structure Points can be repaired by relevant

-] Special Skills, Psychic Powers or Cards.
=1

L
-

: iEong as a Vehicle is not classified as De-

yed, its Structure Points may be repaired,

- evenifthe Hit Location has been reduced to 0

i cture Points. Any effects of Hit Locations

- Tﬁi':ing been reduced to 0 Structure Points

are automatically ignored if any of that Lo-
cation's Structure Points are repaired.

'r ".I-'._-_r_'-_lnﬁln'ﬁ'l -!'—-
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MAKING A RANGED

H

RATTACK WITH A VEHICLE

L ‘Vehicles follow the Making a Ranged Attack
g Iules described in the Shooting Section with
'} thefollowing additions:
o E.J . of a Vehicle's Ranged Weapons can
ol ai';e a Shooting Action at a different target,
..- .4 but must follow Target Priority rules.
A Primary Target must be selected for each
51 Weapon,
a.LD fest to gain the Target Sense Special
Skill i ailed, the Weapon's RoF is reduced to
0 fer'the Game Turn and cannot be increased
any means.
="

-5

e
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LINE OF SIGHT AND WEAPONS RANGE:

The Line of Sight for all Vehic-les, unless oth-
erwise stated, is checlée'd': 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
*Az‘[\t‘[\A‘ciK ‘At‘[\ ‘A VEH‘IIGI.E

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 AVVS5 or higher). -

¥

1. Ifthe Model has a weapon with a RoF higher than |, |
nominate a Primary Targe! {ollowing the ‘Target
Priority’ rule [uniess AV is B or highes] and . ! /
Secondary Targets which must be within 3" of the .
Primary Target and within range, LOS and Front Facing '
of the Model completing & Ranged Attack. Allocate a
number af 020 equal fo the RoF Yalue of the weapon
to the targets. At least the first D20 must be allocated | i

* to the Primary Target, A maximum of 1020 can be i el

allocated per Secandary Target. Cover Modifiers are 3
calculated befare any RS test is made and all shots b, =
are considered to 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
¥alue and rolis a D20 fo pass & RS fest for each
gllocated D20.

3. Itthe Player's Mode! passes the RS test, the tarpeted
Vehicle receives a Strueture Point Damage.

4, Ifthe RS tes! is successhul, the Player making a 14
Ranged Attack rolls 020 for Vehicle Hit Location. | w 4

i

. The target Vehicle must successfully pass an

. Ifthe Armoured Valug test is unsuccesshul the

Against the Citadel the soldiers of the Capitol forces char

shees and Purple Sharks Slew overhead. Their mission obj

Dark Citadel where the Capitol Air For
of the higher ranks had become a FUB

WARZONEGAME.COM e

LY

. The AWV of the Struchure Point Damage is equal to the 1

weapon's AVY and any ather Modifiers.

Aymoured Value test with the AV Modifiers and any
other Modifiers in order to ignore the Structure Pain!
Damage.

targeted Model loses a Structure Point.

. I11he Mode!'s 3P is reduced fo Din any Hit Location, 1

tefer to the relevant Hit Location table for the effect
on the Vehicle,

ce would bomb t

AR mess. The tide of battle was turnin,
headlong into g horde of Necromutan

MAKING A CLOSE COMBAT
AT A VEHICLE:

Models making a Close Combat Attack: ]
against Vehicles follow the Making Ap}.lose
Combat Attack rules describe in Close Com--.
bat section with following exceptions:

- CC Attacks vs Tanks - the Player can select ' fg Il_r.
theit Location instead of rolling for it. L

B

T L s s o

gefi, their Punisher Short-swords held high as Martign Ban-
hectwe was to dr’ive the ravaging hordes of Saladin back to their
em to destruction. It was not long before the well Placed plans
g in Capitol's favour as the Free Marines
ts, which were supported by a number of

A
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Close Combat

Ranged
Tech
Psychic
LORD

There are many Heroes in the Solar System, some are famous, some infamous and others as-
pire to be. Which one will become the next Mitch Hunter or Alakhai the Cunning?
Creating a Warlord or Lord is easy, just follow the 5 Steps below:

1. Give the Hero a name and choose the Stat Line and Warlord/Lord Type:

. 2: Modify the Stat Line:

Close Combat

Ranged

Tech
Psychic
LORD

ke a

Slowly, he begins to experienc

the realm of physical realiy.

TYPEOF WARLORD R ROF AWV TYPE

Close Combat Piercing Piercing or Plasma
- h A B . , The Dr. Digng Clo

Ranged 2 | Pigrcing or Plasma 1.5 Piercing or Plasma P g its hulking form. She places @ hand on is Shoulde firies

Tech Plasma 1.5 Plasma ha”“” Sahhan, your role as a Chasseur was shorter than the
Psychic Piercing 15 Piercing i )I ;n; :’;Z;hhz Zalue lqn 'l:;s;t of your ‘nature’ has, you have

, are limited, Y
LORD Piercing 1.5 Piercing i Recognise the honoyr.” ou are now an Everassur, an honoyr
' The Doctor nonchalani}
s . ' 3 y - y shuts down Sahhans syste
LA T 'q_,d!-' e, Lo I:’ Wake it in 6, 32 Hours' she commands Systems.

AW

INSTALLATION COMPLETE <Uption> Wi
"BLNK* >//New Software detecter
TEM >>UNNSTALL NOwy <Action> Sel
With a sound akin to cutlery being
echoing around him, He lays idle, ui

RBA AVY TYPE T

WARZONEGAME.COM

4. Modify the Weapon Stat line:
EachR or St point cost 5 pts, RoF/RoA cost 10 and AVV points cost 15pts.

CHANGE TYPE FOR:

&
0
Rail (30 Pts), Blast (20pts) 0 N/A
Blast (20 pts) 0 Blast (20pts)
N/A 0 N/A
Piercing 0 Piercing \
s g o w Tl e

Blast (20pts), Plasma (5pts)

?m_

screams without screqm;
the

5. And finally, select the Hero Special Skills and Psychic Powers:

pr——— Allocate the Hero to a Faction. The Hero uses the Faction General Rules. (Lords can be given
- any combination of Special Skills). The Hero may not be given the same Special Skill moré y

Close Combat [N 5 [ 12 | 10| 12| 16 | 1 3 | 412 | 15 | Fear R Shiglded | Duelist ]

*- o i e e - than once. A Hero may only take Psychic Powers from it's own Army list for points cost list-

Ranged 5 12 16 8 10 16 16 3 12(11) 15 Fearless | Crackshot | Shielded | Target Sense ; .
1 - Tech [ 13 13 8 12 16 16 3 11(10) 80 Fearless | Relentless | Shielded - e Qyent Army i
ec_ _ _ For example: A Brotherhood Hero of the Solar System may only take Brotherhood Psychic
R Lo : H NN R L] | el | ’ E Powers. A Bauhaus Psychic Warlord is not allowed any Psychic powers, as there are no
LORD 5 12 12 8 8 16 16 2 12(10) | 45 Fearless & ,
y =k 1 Bauhaus Psychic powers.

. ] ] i - Close Combat CC weapon Critical Heal (3) Brutal Contempt (All) Fear (1) Infiltrate Predator Sense
II;ll' dch increment is worth 5 points (Wounds cost 15pts). You can Add or Remove to maximum num- Force (2) - 10 pts. - 15 pts -5 pts - 10pts - 10pts - 10pts - 10pts
£ ; ; = 1 i Heal (3) Camouflage (2) Gunslinger Pathfinder Sniper
_bersshownin the relevant Stats Boxes (i.e. +2/-1means that the Hero's Stat can be increased by up Ranged 1o s ~ Tips 1 P s o
0 +2 for a total of 10 pts or can be reduced by 1reducing the cost of the Warlord by 5 pts). i Tech Heal (3) Espoinage Camouflage (2) |  Contempt (All) Infiltrate | Predator Sense
Rl = & - 15 pts - dpts -15pts - 10pts - 10pts - 10pts
e : -H Psychic Heal (3) Espoinage Fear (2) Pathfinder Stalk
f . A e ] J 15 pts - Gpts - 10pts - pts -20 pts
i = T e =

ould you ke tos> gPEN NOW >>
([YB//MK!VIMMRTL//PTTRN4EVR)

Ect(TPEN NOW). Loading Loading

forcefully scraped across an eg;

nable to move, in an unimagi

‘ ing. Sahhan can no lo
megacorporation by choice, not by force.

‘It should be reset, if not end it and repurpose the suit.”

Sl—éU[ OOWN NOw >>§TANDBY NOW <Action> Select (OPEN NOW) Loading.
ption> Would you ke to < >>OPENNOW >>REMIND ME RE!

Loading Loading: COMPLETE S>>+ =R

rthenware DPlate, Brian Sahhan cries out in distres

nable darkness. He attempis to flicker open his eyeli

<<<YDJ ave 53 Dtificatio S E’]a ']
j’ g recel datE’S U UL
trs is 50, SO ”luCh more. / %ﬂm ne

Corporation, even that he joined
what he knows to what he knew,

enha; 1
nced, he is now an Everassur. He was dehumanised before as a Chasseyr but
o ngzr' recc'zll many of his actions since joining the Cybertr’onic
- NOW, s mindis further wiped, even his name is slipping from

thei = , 5 /
fth t K I ‘ . 0 S, Cfba lg an Ler assul ’ eels h ‘S oute 56'”' 0] p’ OteCtiLE allOV a”rd h@ais }le Mbbub
9f the corporation’s scientists outside. The aural-link is tinny, not Brian Sahhan's eufrs in;tead a Sulbre{l node, T g

3 > 4 strange sensory level, beyond

s, his scream merely
ds, but cannot; unbe-
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lding vou; Offensive Force: When planning a game of Warzone Resurrection, play-
-.. should agree' on a poirllt level and the Offensive Organisation Chart they wish to use.
e first few games we recommend using a small Force of S00 Points. We expect that
Sttnal Games will be 1000-1500 Points and played on a 4x4 or 6x4 foot Board using the

tandard Offensive Organisation Chart. The other Offensive Organisation Charts are great if

players want longer games or want to include some of the infamous Warzone Resurrection
Heavy vehicles like the Bauhaus Grizzly or the Capitolian Leviathan.

Points: Each Model has a Points Value which depends on the Model's likely effectiveness
in the game. Building your skirmish force using the points system is a key part of the fun
of Warzone Resurrection. It is not unusual for a squad to be given additional gear as part of
their initial cost in the form of a variety of upgrades. Once paid for in points, this gear is a
constant part of the Squad's characteristics. Gear cards in the decks represent ‘'special or-
ders', gear found on the battlefield and parachuted in as the battle progresses and as such

are not part of the Squad's points cost.

Offensive Organisation Charts (00C): To ensure balance in the game, Warzone Res-
urrection follows an 'Offensive Organisation Chart' approach. There are four Offensive Or-
ganisation Charts available depending on size of game wanted. These game sizes are de-
scribed as Standard, Heavy, Mega and Gargantuan.

P The Standard OOC: The Standard 00C is likely to be the Tournament version of Warzone

Resurrection as well as the normal Game played most of the time. We would expect this

| o)
pe of Game to last between 1and 3 hours depending on Points Level used. Every Force in
S -; one Resurrection must have a Warlord and Standard Games are no exception. In the

.I dard 00C Game each player must also take two Squads of Troops. All other Slots are

optional.

- Equally, Kunshu Dragonriders are listed as maximum Squad size 6,50 can be fielded in Squads of up to 12: Min-

WARZONEGAME.COM

The Heavy 0OC: The Heavy 00C is very similar to the Standard 0OC, but with a-cou-!
ple of variations. Firstly, a Heavy Vehicle can be taken and additionally a second optiona
‘Light Vehicle/Monster' Slot is available. Secondly, the two ‘Light Vehicle/ Morﬁterl" 516

can be swopped for one 'Heavy Vehicle' Slot and conversely, the ‘Heavy Vehicle' Slot cdn be

swopped for two 'Light Vehicle/ Monster' Slots. !

For Example: Andre and Marshall are playing a Heavy Game and Andre wants to play 4 Orcas, so he has swopped

his Heavy Vehicle slot for 2 Light Vehicle/ Monster Slots. Marshall, on the other hand, wants to play two Bauhaus
Grizzly Tanks, so he has swopped his 2 Light Vehicle/ Monster Slots for an additional Heavy Vehicle Slot.

e
-

.!E-I'-I'I-H

The Mega 00C: In the Mega 00C the number of Slots is doubled from that available in the
Standard OOC. Still only 1 Warlord must be taken and the compulsory Troop requirement
is doubled to four. The maximum Squad size for 'Light Vehicles/Monster' slots is doubled
from that stated in the Squad entry. b

For Example: Orcas are listed as maximum Squad size of 1, so in a Mega Game Squads of 2 Orca can be fielded.

imum Squad size is unaffected so stays at 1 for both the Orca and Kunshu Dragonriders.
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argantuan 00C: In the same way that the Mega 00C is the doubling of the Stan-
1d 'Q(ic, the Gargantuan OOC is double that of the Heavy OOC. Still only 1 Warlord must be
and the compulsory Troop requirement is doubled to four. Additionally, at least one
_. - vy Vehicle must be taken. The maximum Squad size for 'Light Vehicle/Monster' slots is

i - ot-}i)led from that stated in the Squad entry. Two (or four) ‘Light Vehicle/ Monster' Slots can

be swopped for one (or two)'Heavy Vehicle' Slot(s) and conversely, the one optional 'Heavy
iF =
icle’ Slot can be swopped for two 'Light Vehicle/ Monster' Slots.

4 he C()l()nel gl’ [¢ )Wled nto the Cld tele hOUﬁ T llll baCk to hase llne 7 SllO” Do (0) ¢
lid company,’ t u hear me

A Zurst of static was the colonel’s only reply, followed a moment later
of his command bunker. That rumble was a high yield, airbursting i

by a deep rumble audible even through the three  feet thick walls
enemy marching relentlessly towards his lines.

neendi iti j
ndiary munition, a new weapon in the fiendish arsenal of the

shadows behind, You re confident
‘What treason is this?’ the colonel
‘Guards! Get this...’

The ministry,” the colonel started. “They sent you to.. ’

‘They sent me to decide your fate,” she stated calmly, b

) g efore casti e
the Cybertronic army might have decided it already..,'f P18 @ glance through the bunker's armoured viewing port. ‘But it seems

Even as he turned to follow Drachens goz

case, the advance elements would be..

r
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To add an extra dimension to Warzone Resurrection, a novel three tier approach to the Missions
has been designed and incorporated. There are three types of Missions: Priority, Secondary and
Corporate Agenda Missions. The number and type of Missions played in the Game are depen-
dent on the ‘Battle Level'chosen.

Jaine Levels

Once the Players have chosen their army and the scenery has been setup the Player with 1ni—= __ .

tiative must roll a D20 to determine Battle Level or in friendly Games the Players can decide th,l:iE 1
without the use of a D20. ok

LEVEL
Alpha
Beta
Delta

MISSIONS G20 ROLL

Priority Mission only

_"LIEI'-II II-H.:.:I .

6-10
1115
16-20

Priority and Secondary Missions

Priority and Corporate Agenda Missions

Epsilon Priority, Secondary and Corporate Agenda Missions

e

s

|
=,

i

ki iE

]

-HI"I.?I_.-__,-HI e i gt 1t e
f !I ¥ IQHUW KA AL
wligsion Uypes
Priority Mission /
_Before Deployment, the Player without the Initiative rolls a D20 to define the Priority Mission ._

l.-L-‘-I

e Rl

i i = :
The Priority Mission is worth up to 10 Mission Points for each Player. v e b L
] i = - e
e ~
~ Secondary Missions L

\If playing a Beta or Epsilon ‘Battle Level' Game and after Deployment, each Player_'. a t 1 C 14¢
their Secondary Mission. If the result of the D20 roll is a 1 or a 2 the Player may choose whid] .

Mission they play. Each Player should make a note of their Mission and target Model (if a oL
priate) on a piece of paper to be revealed at the end of the Game. Secondary Missions are_wbr_th 3 -
5 Mission Points when completed and may have some value if partially completed. CI%"eck he

Secondary Mission description to confirm. R s =
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- Corporate Agenda Missions
© Ifpla a Delta or Epsilon ‘Battle Level' Game and after Deployment, each Player must roll
-for their Corporate Agenda Mission. If the result of the D20 roll is a 1 or a 2 the Player may

- “choose which Mission they play. Each Player should make a note of their Missionand target

i -ﬁach Mission varies and is listed in the Corporate Agenda Mission description. -

%ﬂons 2,
—ta ba.ttleﬁelds_of Warzone Resurrection the margins of success or faﬂure can.

CONDITION:

Priority Mission complete:

MISSION POINTS
Partial completion: +5
Secondary Mission complete: +5

Variable

Additional +10

Corporate Agenda complete:

CoCompleting all 3 Missions

| B

i - ,:lg filayer with the most Mission Points at the conclusion of the Game wins. In case of a
_ydraw the Player with the lowest Body Count Value receives an additional Mission Point. If
" still a draw the Player who lost his Warlord first loses the Game. If both Warlords are alive
i the Player who has lost the most Troop Squad Commanders loses the Game. If, in the very
'_un]jkely situation that everything is still drawn, the Warlords enter a ‘Duel'. Players roll for
1 : nitiative as normal and the Warlords are placed in B2B contact in their Front Facing. The
Warlords start their Duel with all the Modifiers they had when the Game ended (including
; e m:a.jnjng Wounds). The Duel begins with the Player with the Initiative and continues until

: one of the Warlords is dead (reduced to zero or less Wounds). No other Models can take part
:m-affect the Duel and Players may only ‘Turn to Burn' the Warlords Resource Cards to use

. the Warlords Special Skills.

“Table Zones

e en the Convergence is not in play a Table Zone is equal to a Quarter of the Battlefield
ds defined in the Quarters Deployment Section. When the Convergence is included divide
the Battlefield as described for Quarters, but consider the Convergence in its entirety as the
il Tat_&g-quI'. as'such each Quarter loses its centre pointing corner taken by the Conver-

gencek T

e Model (if appropriate) on a piece of paper to be revealed at the end of the Game. The valt:.ﬁ__cf a

r Designer note: If playing for fun or narrative we strongly suggest each Player roll theu' Sé—r i I
dar and Corporate Agenda Mission secretly. It will add so much more narrative to the iy

= 15,
e sub_t_lg t!) Hetérmine For each Mission completed the Player eamns the follovung - W T
lission Points: \ .'55-:- A _31':,_':-".
a ’ s I:-E.:'. 2" ;- !
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Deployment
Deployment is dependent on the Priority Mission being played. There are five possible Deploy-
ment set-ups in Warzone Resurrection:
Quarters: In Missions using Table Quarter Deployment, the Player with Initiative chooses!.their
Table Quarter first, the opponent has the opposite. For 4x4 foot tables Deployment is allowed in_ "y
the 18" corner, as shown in the Quarter diagram. For 6x4 foot tables and larger use 24" Deploy-
ment Zones. If Squads cannot be deployed hold them in reserve and bring them on in Turn 2
from either board edge of the Deployment Zone. If they cannot be deployed in Turn 2 they count
as casualties and add to the Body Count Value.

m%{m &

ey
5

P

e
:I —
] g v ¥ 3
= " 4‘»-[;3@ EP :mu : CT 3
Pt o
'-I:_r ik Quarters Battieing CIRYRgence e 'r-_i
i, £ 1 E]
= — [ ] | f 3
T e
o Battle Line: In Battle Line Missions the Player with the Initiative chooses a long table edge the L z

iy

opposing Player take the opposite table edge. The Player with Initiative deploys first, entirely

within 6" from their table edge. Once the Player with Initiative has deployed the opposing Play-

FR

er deploys their Models. If Squads cannot be deployed hold them in reserve and bring them on
in Turn 2 from your board edge. If they cannot be deployed in Turn 2 they count as casualties
and add to the Body Count Value.

Escalation: In Escalation Missions all Models begin the Game off of the table, including Squads

=

that can Infiltrate. The Player with the Initiative chooses their Primary table edge, the opponent

=7

takes the opposite table edge. At the beginning of each Turn, roll individually for each Squad in
a Force. That Squad will arrive on a D20 roll of 10 or less in Game Turn 1, 15 or less in Game Turn
2 and automatically on Game Turn 3.

Once a Squad becomes available, roll on the following table to determine where they arrive.

TABLE EBGE
Any table edge - Playér’s choice.
The Player’s Primary table edge.
The table edge left of the Player.

The tahle edge right of the Player.

Anytable edge - opponent's choice, but the owning Player
still decides where they deploy along that edge.
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; A Sé[ﬁ'a:dmust not enter the Game within 10" of an enemy Squad already deployed. If a Squad
B T is ur?ébl-e. to enter the Game because of this restriction, it will remain off the table and will roll
-again'ﬁ??he. following Turmn. The Squad may be placed up to 6" from the board edge and can
“beActivated as normal in this and subsequent Game Turns. Squads that can Inﬂ;tp'ate may be

placed up to 12" from the determined board edge and can be Activated as normal. = -

- L |
ush: In Missions where a Player is using Ambush Deployment they must a'llocate :;.. Squad Tan ,.-__
to.l'dch table edge and deploy within 5" of it. Extra Squads above the first four Squads are tﬁen- f - o ::."'

P yed within 5" of any table edge. Squads that can Infiltrate or use Rapid Deployment e, s ; .

X dllas normal. 4 i g Y

ergence The Convergence is defined from the centre point of the table. Measuxe 6" ! ._'-i_' ]
oy ': he 1n 01nt in all directions and mark the resultant circle, this is the Convergence The l'"; u ol

a ." ence is sq counted asa ‘Table Zone' for some Objectives. g 1 "-;1,_._"

:] ssmns-tl]:at ret[uﬁ'e the use of Convergence Deployment, each Squad in the Force must =
ve at least 2 Models (in Coherency with the Squad Commander) deployed w1th]n the d1— -E-_-" .:1'.I.
Iil!kneter of the Convergence. Squads consisting of only 1 Model must be deployed i in the Con- L
vergence. The Player with Convergence Deployment may not use the 'Infiltrate' Special Skill.
Squads using Rapid Deployment must deploy wholly within 12" of the centre point of the table.

,or wholly within 6" of the Convergence.

0b|ect1ve Markers.

After the table has been set up and Deployment decided, place three 30mm Obijective mar}?- |

8¥s on the table as follows: One marker will always be situated in the centre of the table, in the
ile of the Convergence. The remaining two markers are placed an equal distance from :ch_e .
vergence marker and the table edge along a central axis measured through the remaining g :E
|10~ man's land (diagonally in a quarter's Deployment or across the centre line in Battle Line - T
De loyment). Markers cannot be placed in Impassable Terrain nor in Terrain where there is no

. '.phvs.ical access for ground troops; in such cases move the marker to the nearest appropriate

position closest to intended position.

o OhneRgRe OO

urpulwlm . @
& &5
b {
]
GONVERBENCE
[ [ L
ulvgggzm: @."sg
Battlelines . Quarters Impassable Terrain

qu Example if Battle Line Deployment is being used, place one marker in the centre of the Con-
ergeng:g..ﬂr’ place the centre of the other two markers equidistance between the table edge
and the

marker. In the case of a 4 foot wide board this will be at 12" from the Convergence
er, fof a six foot long board this will be at 18".

L ._.Body Count:

) ] -, =
WARZONEGAME.COM gl oS

Target Identifying
Often the Warlord's Objective may be small or hard to find, or Control may not have seen it pru~
dent to inform him of its nature. As such and to represent this, the ‘Target Identified' rule is uséd.
When a Modelis in base contact with an Objective marker a D20 must be rolled. If this is the. first
marker reached by the Force a roll of 1-10 identifies the marker as the correct target. If not the _ !
second marker is correct on a D20 roll of 1-15. If this too is incorrect it is clear that the third and
final marker is the Target. If an Objective marker must be 'destroyed' to fulfil a Secondary or
Corporate Agenda Objective, it must remain in play (it may be needed for another Mission). Ad-
ditionally any single Objective marker may only be destroyed once per Game, so if both Players
have the same Secondary or Corporate Agenda Mission only the first Player that destroys the
marker may claim that Mission a success.

Objectives
Many Objectives require a Model to be in control of them. A Model counts as in control if it is
within its CCWR distance from the Objective marker (or completely within the appropriate ta-
ble Zone). If there is an enemy Model within 3" the Objective counts as contested (unless the
- enemy Model cannot claim or interact with Obijectives). Heavy Vehicles cannot hold or contest
Objectives. Some Objectives may need to be picked up and carried; the holding Model counts
s controlling the Objective. Such Objectives cannot be contested. Models that are classified as
‘Light Vehicles/Monsters and Heavy Vehicles cannot carry Objectives, no matter what Offensive
Organisation slot they are in.

« Every Model, including Vehicles, has a ‘Body Count Value' equal to its Points Value. Add the
Points Value together for all Models from a Force that have been removed from play (includ-
ing destroyed Vehicles). This is the ‘Body Count Value'. Models that have fled the table count
towards the Body Count Value. The Force with the lowest Body Count Value at the end of the
Game wins Body Count Missions and or the extra Mission Point when the Game is drawn.
In some cases a Squad is bought with a minimum number of Models. In this case divide the
Squad cost by the number of Models.
For Example: Kim has a Squad consisting of five Models, which with all upgrades, cost 100
points, So each Model is worth 20 points (100/5=20) for Body Count purposes.

Ending the Game:

There are three possible ways to end a Standard Game of Warzone Resurrection:
The Spoils of War: At the conclusion of Turn 5 the Game will end if one Player has achieved their
Priority Mission Objective. If the Game does not end on Turn 5 it may end at the conclusion of

any subsequent Turn as long as a Priority Mission has been achieved.
Disengage: The Game will end automatically at the end of Game Turn 8. g L
Target Achieved: Some Missions resultin ending of the Game at the end of an earlier Game TurT
Designer Note: This uncertainty adds another level of excitement to the Game, lzutm ears:i .,‘“ o
Players really need to pay attention to their opponent's actions. A good Vl{arl_q.rgi. doesn‘t.ge g-"

blinded by the fog of war!

T
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DEPLOYMENT: QUARTERS (D20:1-10) OR BATTLE LINE (D20: 11-20) (PLAYER WITH INITIATIVE ROLLS)
BOTH PLAYERS MUST DESTROY ALL THE ENEMY FORCES IN THE AREA.

yV e ..
~ 0 hehtino Withdrawal[UZ039=10]

DEPLOYMENT: BATTLE LINE
Squads that can use Infiltrate or Rapid Deployment may not be initially placed beyond the centre line of their half of the table (although
they may scatter outside it).

THE TWO FORCES HAVE FOUND THEMSELVES ON THE WRONG END OF NO-MAN'S LAND AND HAVE BEEN ORDERED TO MAKE A
FIGHTING WITHDRAWAL FROM THE AREA.

A Player must get half of its original Point Value into the enemy's Deployment Zone, if this has occurred for at least one Player at the end of
Game Turn 5 (or any subsequent Game Turn) the Game ends. If the Game ends with ‘Disengage’, a Player is considered as partially com-
pleting the Mission if they have all surviving Models out of their Deployment Zone but only one quarter of their original Point Value in the
enemy Deployment Zone. ]

At the end of the Game each Player must work out the percentage of their Point Value that is removed from play. A Player that reduces the
enemy force to below one quarter its original Point Value successfully completes this Mission. Partial completion occurs when a Player reduces
the enemy to below one halfits original Point Value.

For Example: Steve and Rich are playing a 1000 point Game. At the end of it Rich has lost 751 points of his Army (75.1%) and Steve 520 points
(52%). As such Steve has completed his Mission as he has reduced Rich's force by more than 75%, whereas Rich has partially completed-his
Mission as Steve has lost more than half (50%).

ol - | - | it | = FEx"
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DEPLOYMENT: BATTLE LINE

IN THE SUPPLY RUN, EACH PLAYER MUST SEIZE AND RETRIEVE VITAL RESOURCES.
A 30mm 'Supply Run' token should be placed on each Objective marker. When a Model makes contact with a token the Model may use an Ac-
tion Point to pick it up. A Model may carry a single token. The Model carrying the token may only complete the Move Action or Run Action (Run
receives an additional -3 Modifier). If the Model is eliminated, Broken or Pinned it drops the token in base contact. Tokens cannot be moved by
Models on a Large Base or Warlords. Models with the token cannot use any Special Skills, cannot be affected by any Cards in play or equipment
that increases Movement or Movement Value in any way (although they can be decreased as normal).

In order to complete this Mission, a Player must have at least two ‘Supply Run' tokens completely in their Deployment Zone at the end of any
Game Turn from Game Turn 3 onwards. At this point the Game ends. Partial Mission completion occurs if at the end of the Game a Player has
one token in their Deployment Zone and another Model in possession of a second token.

f 0
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DEPLOYMENT: CONVERGENCE, ESCALATION

THE MAJOR HAD THEM IN HIS SIGHTS, BUT JONES TRIPPED A BOOBY TRAP ALERTING THE ENEMY, THE AMBUSH HAS GONE TO HELL!
THE COMBAT ZONE HAS JUST TURNED INTO A F.U.B.A.R. MESS AND NOW IMMEDIATE EVAC. IS NEEDED.

f:f s [ 7P
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DEPLOYMENT: BATTLE LINE

EACHPLAYER MUST CAPTURE AND CONTROL A VITAL AREA IN NO MAN'S LAND

A Player must have at least half their surviving Models, including Vehicles in the Convergence and no enemy Models in the Convergence to
successfully complete this Mission. This can occur at the end of any Game Turn from Turn 4 onwards. If the Game ends with 'Disengage’ a
Player is considered as partially completing the Mission if they do not control the Convergence, but have half of their surviving Models within
the Convergence.

The Player with the Initiative chooses to be the attacking or defending Player. The attacking Player goes first, deploying using ‘Escalation'
Deployment. The Defending Player deploys second, using a Convergence Deployment. The attacking Player must end the Game with a
quarter of their starting Point Value inside the Convergence, ready for extraction. The defending Player must end the Game with a quarter
of its starting Point Value within 6" of any table edge. There's nothing for Partial Completion of this Mission, it's all or nothing.

N 4
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DEPLOYMENT: QUARTERS (WITH THE CONVERGENCE ZONE IN PLACE) DEPLOYMENT: QUARTERS (D20: 1-10) OR BATTLE LINE (D20: 11-20) (PLAYER WITH INITIATIVE ROLLS) “ja
EACH PLAYER HAS BEEN TASKED WITH SCOUTING AHEAD OF THE MAIN FORCE TO CHECK FOR ENEMY PRESENCE. THE MORE RECON- COMMAND HAS DECIDED THAT IT WANTS TO SET UP A NEW FORWARD OPERATING BASE. THE WARLORD HAS BEEN CHOSEN TO TAKE LT
NAISSANCE PERFORMED IN THE FIELD, THE BETTER. AND HOLD THE AREA READY FOR THE ENGINEERS I d
A Player controls a Table Zone (including the Convergence) if they have at least one Model and no enemy Models completely in the particular The Players must capture and hold all 3 Objective markers uncontested at the end of the Game to complete this Mission. If neither Player is .- v
K

Zone at the end of the Game. The Zone counts as contested if it contains any Model (except Heavy Vehicles or Models which cannot claim or in-
teract with Objective markers) from more than one Player's force. To complete the Priority Mission a Player must control three of the five Zones
at the end of the to '‘Game Turn 5'. If the Game ends with ‘Disengage’, a Player is considered as partially completing the Mission if they control
three Zones. Each Squad may only claim up to two Zones.

doing this at the end of Turn S continue the Game until one is. If the Game ends with 'Disengage’, a Player is considered as partially com-
pleting the Mission if they control two Objective markers.
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Vestal Adisa strode into the Cathedral. Her helmet was slung low off her hip,
ebon features. She advanced, very cognisant of the contrast her appearance set
. ; Valkyries who walked i, step behind her; each the perfect embodiment of the

) v | where the Brotherhood  found so many platinum blonde white girls inthis day g
. 1 KING. THE in the Cathedral, Adisq approached the seat of the Blessed Ethan, knelt, and
DIFEOCENER. = CONVERGENCEORD WANTS THEM; BIVOUACKED JUST OVER THE HILL AND THEIR SENTRIES ARE LAC 'pp of
- E THE WARL!
THE ENEMY IS RIGHT WHER!

exposing the corded raven braids of her hair and dark
compared to the three alabgaster skinned, flaxen-haired
unit’s mythological namesake, Offen, Adisa wondered
nd age. Fully aware of the spectacle her presence created

waited. Ethan was a. man, with a love of flair and the
dramatic, which might well explain his obvioys enjoyment whenever Adisa was i, his presence.
1 . D 17 ‘ ’ . o7
ENEMY WILL BE THE PERFECT PREY FOR THE AMBUSH! - . lRlse, my child.” he commanded T gm glad to see’you 7 retL’mm.i to us tjlgm.n. Does this mean you. have successful news to report
. ' ckill’lg Player sets-up using Ambush Deployment and will go ‘Not as much success as I had hoped, Your Grace’, Adisq said with trepidation as she stood.
defender. The atta
I i itiative chooses whether to be the attacker or
The Player with the Initiative

first. The Defendir 1J Flayel' deploysnext. g (0] [©) ofits start-
the eneth a quaIter 1 less
The attad(]ng Player mustreduce
usIn Convergence Deplcylnent.
ng P oint Value by the end of Game Turn S. The Defend]ng FVE must end the Game with above a half of its StaItlng Point Value to a.chlevq their Ob-
ective. Ifthe defelldmgl:layel is above athJId butbelow a ha.]f) of their StaItIIlg Point Value at the end of Game Turn 5 they win apaItlal victor y Ifthe
defendlnglayer is below a third (but abD Ve a quar ter) of their star tlllg Point Value at the end of Game Turn S the attadﬂng Playel WIn a par tial victor y

as well as two units of Troopers supporting her; more than

egion worshippers, The cleansing zone was in the shipping district of the Bauhaus controlled

Graveton Archipelago on Venys, Adisa’s forces had cornered and surrounded the worshippers in g large warehouse and were set to

storm, destroy and take prisoners for subsequent information, gathering.

— ER - GEFENDING PLAYER  GEFENDING PLAYER i , , . 2
LILAD'NG PLAYER  DEFENDING PLAYER  GEFENDING PL}““ LP ?mm“d‘ L» ; i The silence of the night was broken only by the sound of; heavy boots advancing. In a heartbeat, everythi,

; REMAINING ARMY ~ REMAINING ARMY  REMAINING ARMY 3
PLAYER REMAINING /7MY . KthMNﬁ ARM - e did! A thunder-crack of weapon fire erupted from the roof and windows of the building,
Defending Player 50% -ur - 25%or -helow * Between 24.9% - 33%  Between 33.1% - 49.9% - - : y i
remaining army ;

ng that could have gone wrong
a unified cacophony of calibers, The Valkyries

> While actively avoiding the ballistics directed towards them,
N Communication Srom her troopers confirmed it was the same on all fronts. The troopers were holding their ground but unable to gd-
Objctive Completed for | Objctie Complted for ~ Objectve Pty Objctive Partaly -

1o assault carbines to retum fire, Adisa and her Valkyrie
Defender Attacker Completed for Attacker - Completed for Defender

ion from an unseen projectile to her helmet convinced Adisa
ruction.

Result

= Lo P
(¥ !.:_"F:-I'-I'I HE

e s g T e e

b of the door. Melanie’s Castigator spear cleanly sliced ':II
the fatigued hinges, which Separated with an anguished metq] groan as she took position to the right of the doorframe. Adisa planted o
=l R ¥ : the ball of her Castigator into the ground and vaulted through the door way. Leia and Kimberley entered, taking flanking Ppositions to o
y rﬂ r‘, A .’F! \ [ ﬂ :::' -] - ! ;_f B E 1 f . r ‘ cither side of Adisa, while Daymn and Melanie swung into the room behind them with practiceq preasion. What awaited them were :_':- k=
L LB st G L ERA T R I T e . no mere cultists. In the warehouse were a dozen well organized necromutants, surrounding o Razide, The red-skinned terror howled F o
-E rapnd (WITH THE TABLE ZONED INTO QUARTERS AND THE CONVERGENCE ZE;FEINAI;[_.EA: '?()')0 ORDERS ARE TO as the Yalkynes entered, levelling its Nazgaroth at the group. Blasts. of necrotech energy em%vted aro‘und the Valkyries as they quickly '_ - ._ 2
:':'E .-DEPLOYME(:‘I:];BS‘;T;:E:II:EN APATROL IN NO MAN'S LAND; HE KNOWS THE ENEMY IS PATBOU-]N clooslzjlm OZ thh: Razid:;i Tlhe ne;romutants seemed torn; half of their number continued firing outside, while the rest turned inwards
= "HE WARLORD"" v Y - . to with the new and closer ¢ reat.
i ?gARCH e Hof.ll)'lL'ES. ontrol of four of the five table Zones at the end of Turn 5. If neither Player is doing this the Game
- 4 To Win this Mission a Player must be in c

i im or interact with objec-
til one is. A Zone is claimed by any Model completely in the Zone (except Models which Ezﬁzz'; S:]tl:z Zone e Adisa bolied through the room at o e realising
continlues until one is. : n:)nModels also in the Zone at the end of a Game Turn Each Squ'ad ﬂclalll:’ ;):IZI st BT cnor P ) . diving sweep, she brought the weighted engd of the Castigator round, intending to trip the Razide before twirling it around to drop a fatal
— Itl:li entWOy Zones they cannot hold or contest any Zone. Additionally t.o mn W ]_tthye Game ends with Disengage, a partial | blow into its chest, The monster parried the sweep away, bunching out at Adisa as it did 50, but striking nothing but air. Crouched low
spread over more than § e above a quaties tDWillthis Missipr,
L i hile keeping their own army
half ofits original Point Value w

under its swing, she delivered tuwo quick cuts before it regained its footing. The other members of the Valkyrie team had swept in to en-
victory is won if three of the Zones are controlled:at the end of the Game. ; 8age the necromutants, allowing the troopers to close o
(¥ 1 i - #

n the building. Outnumbered o mere three to one, the Valkyries used their supe-
rior combat training and weaponry in equal measure to deadly effect. Foul blades dripping with toxins were simply no match for them.

that this threat needed to be eliminated quickly, or not gt all. With a

The Razide was g brute, but no fool. He took a lucky shot at the back of one
100 | %asteltdng H !F ' f‘ﬂ f}lﬂ . fp:] Lo was too much for her light armour at such a range, and Leia slumped to the ground. Adisa screamed, gnd Plunged the Castigator
! _] m E "'_: Koyt U | SEETTRLIRN AL il o TR through the beast’s chest. A strange mixture of blood, bile, and hydraulic fluid issued from the wound, Adisa took a step backwards gs
§ \ e FOR the creature howled in rg e, and delivered g forcefi] roundhouse with the balle
DEPLOYMENT: ESCALATION ONE HAS BECOME A TOTAL ‘FREE FOR ALL', IT'S EVERY MAN & Jorcefi
4 ITHE BIG ASSAULT ON THE ENEMY FORCES HAS FAILED; THE WARZ

HAS CHOSEN THE SAME RENDEZVOUS LOCATION. D l T Y Zlde. Nlemomentum npped th«?l]’?] 6 I f 'g 5 usi lgth‘e ilansitmn fobrce
i g la. it SCI.'Eﬂ ICh Ses s down an Ob]eCthe marker p . e creature Cmsl l I ” g a gap;ng woun d even i
F A al. At the eg]_n_n_]n of the G [ chP ly c dnot ki i lOIOgy Could not re; 45 1 € monster’s torso, lga
Obectlve markers are set Up as Normm > aIme eal (& 00Ses ananote: air. th VN

surviving Models within 12" of their marker and no enemy Models within 15" at the end of any Game Turn from Game Turn 4 OlIwaldS i
gag D Iy 1S nifa la.er ends the Game with all surviving Models within 12" of their Ob]ectlve
the Game ends with Disenga e, a artial victo: WO! P

of the Valkyries. The bigst from the heavy Nazgaroth

marker, independent of the location of enemy Models.
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B. RED|(DZ0518520)

o SECRETLY IDENTIFY AND RECORD ONE ENEMY SQUAD COMMANDER OR LORD MODEL. COMMAND HAS ISSUED ORDERS TO RECOVER
T JEENE T - - —— A PIECE OF THEIR GEAR FOR THE RESEARCH AND DEVELOPMENT BOFFINS TO EXAMINE.

e L &
! i l.'.’.‘ Ti Wf ’1[ I"Jg F i r"f r: f n ?[} . 3 - F:; T : The identified Model must be eliminated in Close Combat to successfully complete this Mission Obijective.
THE AMMO DUMP MARKER MUST BE DESTROYED.

When the Objective Marker is correctly ‘Target Identified' any Model in B2B contact with the marker may use one Action Point to set
charges on the ammo dump. When this is done it will explode at the end of the Game Turn. An explosion is centred on the Objective
marker: causing a S17 Blast AVV3 Autohit within a range of D20/4" (measured from Objective marker Base edge). The ammo dump
must explode before the end of the Game in order to successfully complete this Mission Objective.

2. ExperimentalyechiZUabeE)

ONE MARKER REPRESENTS AN INVALUABLE PIECE OF EXPERIMENTAL TECH; THE WARLORD HAS A CLEAR OPPORTUNITY TO GAIN -:J
FAVOUR WITH THEIR SUPERIORS, FAILURE IS NOT AN OPTION. i ._|:
/ 5
In order to complete this Mission, one Model must end the Game in control of the 'Target Identified' marker. If the Objective is contested,
the Mission failed.
]
; |
9 U?rfgl fr.-?;:‘j','liﬁgr”ﬂp ROMAL F]_”'I ;:
. g L AU (AL, & | 1
|
ONE MARKER REPRESENTS A VITAL INTELLIGENCE WHICH THE WARLORD MUST RECOVER AT ALL COSTS. =
=
/ '
In order to complete this Mission, a Model (which can claim or interact with objective markers) must be in B2B contact with the 'Target F ':II
Identified' marker and must remain in contact with it for one full Game Turn (‘Recovery Turn'). The Model may only perform basic Shoot- 5 "
ing Actions during this ‘Recovery Turn', if Engaged the recovery fails for that Game Turn, but can be reattempted in subsequent Game J'_.
Turns. Recovery of the vital intelligence completes the Mission Objective. |
et
Bty ik T
. ot |
3 n T i § TIre 1] - al
@ 4 CommunicationsiPElav De oA ikt
e
THE OPTIMUM PLACE FOR A COMMUNICATIONS RELAY IS THE HIGH GROUND. 1 - r'
When the Game ends, at least one Model must hold the highest non-Impassable level of Terrain on the table with no enemy Models P % . : 4 b 1:E l-
within 2". If two or more pieces of elevated Terrain are of equivalent height, the one with the largest footprint/base is the Objective. If there ; Q/j/t ane o7 Luna i
is still a tie, the piece of Terrain that is closest to the centre of the table is the Objective. If there is still a tie, either one can be chosen as the i : N 9 Mag lllfllfwtatec() @ L'A)g_g S
Objective (Players choose before the Game start). In the case that there is no high ground on the table the Objective must be placed in the ﬁ"' mtema{ te,étem:eg 014{ b ! .
centre of the Convergence. To avoid contention the Players should agree on the location before the Game begins. } i
o
Insoinneleadershov ISRy ol
J. -J!,-=~f = IEdl “E“ﬁ ALYl ol o P ) - ey
o
THERE ARE WHISPERS ABOUT THE WARLORD'S CAPABILITY AND MORALE IS LOW. HE MUST SET AN EXAMPLE: EACH MEMBER OF g
THE FORCE LOOKS TO HIM FOR AN UNSPOKEN, UNQUANTIFIABLE BOOST. IT IS TIME TO INSPIRE THE TROOPS. e
i ¥
The Warlord must survive the Game, inflict at least two Wounds on the enemy and end the Game closer to an enemy Model than any ; j , . 1 E'-t
friendly Model in order to successfully complete this Mission Objective. If he is Engaged with an enemy Model at the end of the Game the I i
Mission is automatically completed. arms of a bewy Gt S ind ey " , \ 'S{-.- ¥
in business almost on his own, H, ' ' vy
- e was so savagely drunk the mil; 3 '
be able to fight i e gery military police who located hi 1 i1 , !
- Sight in less than three hours’ time, yet following my orders they broughs hi im believed it impossible that he would B
my briefing. €y brought him back to my command where I delivered .:'_

1t never fails to amaze me how th
lute to the noblest of heroes almost
Just as quickly. I have great d
use of him and the commone,

is noble-born son of our glorious co,
in the blink of an eye. Still more i
ifficulty reconciling the two or determ,
s adore him so, I shall stay my judge

rp:;t;fzo;:; can transform from an arrogant, swaggering disso-
neredible is the fact that he seems able to transform back again

ining which is the trye Steiner. While the

Ministry of War ha,
ment, so long as it serves us to do 50. ) S
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NG WARZONE RESURRECTION:
~ STARTING A GAME!

1. Decide whether a Basic or Advanced Gameistobe played.

2. What Offensive Organisation Chart (OOC) is being used
tandatr fensive Organisation Chart
for normal Gan

3. The Point Level of the Game.
ecommend 10661500 Points for a nonmal Gamie
by 12 hours in duration

4. Build your Army and Card Deck (for Advanced Games),
remembering the OOC, Points allowance and Card Restrictions.

5. Decide what board (battlefield) size will be used.

For a standard Game we recommend a 4x4 orox4 board

6. Add Terrain - as Warzone Resurrection is a skirmish Game and Terrain
is important, we would recommend at lgast 45% Coverage of Terrain,
 takeitin turns to place Terrain onto the board, starting with a randomly chosen
| player. Agree the footprint, AV and SP (if required) and the type of Cover
;-? i for each Terrain Piece. -

7 Roll for Initial Initiative and then Missions.

8. Place Objective markers as ascribed in the appropriate Mission.
9. Place the Resource Cards and Deck (for the Advanced Game) on the Table.

10. The Players forces are set-up on the board in Squad Coherency,
as ascribed by their Squad types and the Mission Rules.

11. The Player with the Initiative the first Game Turm
by Activating their Squad.

12. Once the Player with Initiative has Activated all the Models in the Active
Squad, play moves to the opposing Player, who Activates a Squad etc..,

-
Designer Note: For your first Game of
Warzone Resurrection we would suggest ;
playing a Standard OOC Game, using

a Stater Set each. Points and Force

Balance are not so important as you and
your friends learn how to play Warzone
Besurrection. Maybe in your second |
Game you cold add a Priority Mission |
and balacne the opposing forces r
to 500 or maybe 750 Points. As you I
become more confident in the rules
introduce the Advanced Rules and
Secondary and Corporate Agenda

Misssions and increase

1o 1000+ Points.
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