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Change: Core Rule Book, Rule 4.2.1,

e When using Extended Dice rolls, roll both
dice together and check for the appropriate
conditions.

Correction: Core Rule Book, Rule 5.3, Para-
graph1,

e The rule reference in the first paragraph
should be 14.4.1

Correction: Core Rule Book, Rule 5.3, Para-
graph1,

e \When the paragraph instructs players to
gather all the mission cards from S001 -
S0014, this is a typo and should read S012.

Clarification: Core Rules, Special Nodes, 5.5.1

In some instances of play, such as the higher
alert levels of difficulty, you may be required to
use Special Nodes that are not present. In the
event you do not have the needed amount, we
included the two Blank Special Nodes. When a
situation requires the use of an additional letter
Special Node that you are not provided with,
please substitute a Blank Node in. These are the
equivalent of Multipurpose Counters and take
the value assigned to them when substituted.

Correction: Core Rule Book, Rule 5.7, Para-

graph 2,

e Do not roll a die to determine the back or
front of the card.

Clarification: Core Rule Book, Rule 6.3.2, Para-
graph 5,

This paragraph means that you don'’t count as
having triggered an Event, and that you can still

have an event on a 0 even if the Node already
has an Event counter.

Correction: Core Rule Book, Rule 6.4, Para-

graph 5,

e The reference to 4.2.1 and 4.2.2. should be
4.3.1and 4.3.2

Addition: Core Rule Book, Rule 6.4, Last Para-

graph,

At the end of the this paragraph, please

. add “... and remove the multipurpose count-
Ner present on the Node. The event marker
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represents the Node being previously Re-
solved.”

Correction: Core Rule Book, Rule 7.1, Para-
graph1,

e The rule reference should be 4.7 rather than
4.3,

Clarification: Core Rule Book, Rule 7.3.1, Para-
graph1,

e When a Unit Attacks, it counts as targeting
every enemy card present in the combat.

Clarification: Core Rule Book, Rule 7.5.7, Am-
bush,

e You may only gain ambush if you spend
BOTH a CP and an Intel. This entry only cov-
ers the effects if you have ALREADY spent
a CP as per 16.2.2 when using the optional
rules for Orders.

Correction: Core Rule Book, Rule 7.5.7, Am-
bush, last paragraph,

e The paragraph should read: During an Am-
bush Combat Round, only units from the side
that has gained Ambush may be activated.
During the Remove Casualties Step of the
Ambush Combat Round any Units or Ene-
mies that have been assigned a number of
Wound counters equal to or greater than
their Hit Points are removed. Combat then
proceeds normally.

Clarification: Core Rule Book, Rule 8.1, Scorpio,

The Scorpio is a Steel Bones Upgrade capable
of being given to a Basic unit.

Clarification: Core Rule Book, AP vs A.P.

The letters AP without any periods refers to Ac-
tion Points. The letters A.P. with periods refers to
Armor Piercing.

Example is the Beast Masters Warbeast enemy
unit card. The Special Attribute Fury states that it
adds +1 AP to all melee skill checks per wound.
This means it adds 1 to the dice roll.

Addition: Optional Rules 16.8,
This optional rule should include the following:

e Note: This means you must resolve the start
Node before your squad can move onto it.



HACEE INFNUTRY RESURGENGE

CLARIFICATIONS AND CORRECTIONS

Clarification: Core Rule Book, Rule 17.4.3,
Structure Points,

Normal wounds done to the Armored Building
are cumulative, and are not removed between
activations until they can be converted into A.V.
wounds.

Clarification: Core Rule Book, Rule 22.7.2,
Enemy Movement,

When two letters are present when rolling for
enemy movement, these are two separate move-
ments done one after the other. For example, LA
means move left, and then Advance.

Clarification: Core Rule Book, Rule 22.7.4,
Attack Resolution,

Command Point are generated at the start of this
phase, and they can only be used for the sup-
port and Suppressive Fire.

Clarification: Cyber Behemoth Enemy Unit.

e This unit has both structure and normal HP.
Each Structure Point icon counts as an Armor
icon. You may assign normal Wounds to the
Behemoth, but its armor functions at 3+ due
to the Bulwark attribute.

Clarification: Cuthonian Race Sheet, C on the

Range Table.

e |f you are not on a Hive tile when this is
rolled it has no effect and the range does not
change..

Addition: Encounter Card HOT DROP

e The third bullet on this card should end with
“if using rule 16.8. If not, then add 1 Event
Counter”

Addition: Encounter Card DROPSHIP DAMAGE

e The third bullet on this card should end with
“if using rule 16.8. If not, then add 1 to your
next event check string”
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Correction: Mission Card SB03,

e Special Scenario Instructions are in error, use
the special scenario rules present on Mission
Sheet SB0O3

mission: Sso3

mission TYPE:
Hive
» Objective: Reach Special Node “I" and
resolve the Event.
» See Scenario Sheet SBO3.
Scenario Special Rules
» Map: Setup for a Hive Mission

» /pecial Node Pool: Randomly Choos.
three Special Nodes From E,G, B,T, I.

»  Special Node Table:

B: Sentinels Hangar. Event [Auto/
Sentinels) +1RN on EPT

I: Command Center. Event [Auto/A).
Gain one Intel Resource

G: Gun Turret. Event 6/A

T: TRAP! Your squad suffers 4
wounds. Activate your Basic Units:
for each Advance SL you can reduce
total wounds by one.

E: Armored Building. Event [Auto/
Ruilding]

Correction: Mission Card HOO6,

e The Objective and Alert Level 2 text are in
error. The Objective should read: Locate and
resolve the Event on Node “I".

e The Alert Level 2 text should read: add 2
to the RN when rolling the EPT for any Class
“‘A"Event .

mission: Hooe

mission TYPE:

HIVE

» (Jbjective: You must find the Exit to
this Hive. You can try to link up with
the lost soldiers, but are not required

fa]

»  See Scenario Sheet HOO6.

-

» Aandomly select 3 units to be
<eperated instead of 2.

3
» Add Special Node “T” to the pool.
» “T" has the event String Auto/A+2
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Correction: Special Scenario Card FEO6

e Allinstances of “Special Location Node: Hunt-

ing Fields" should read “Special Location
Node: Recon Area".

e All instances of “Special Location Card: Killing

Fields" should read "Special Location Card:
Hunting Fields".

mISSION TYPE:
Surface

OBJECTIVE:
Kill (Resolve) the Creature in Special
Location Node: Hunting Fields

Locate and Place the Special Location

Node: Hunting Fields according to 18.3.

This represents the Objective.
Scenario Special Rules

7~ Resolve special Location Node:
Hunting Fields using Special Location
Killing Fields card.

» If you kill the Enemy in the Campaign
Ob'lective Node, choose ONE of the
following options:

» Reduce the AL of the mission by 1
» Gain 1additional VP

» Gain 1additional XP per unit

» Draw two STRATOP Cards

SCENARIO RESOLUTION

» Continue to next campaign mission

Correction: War Theater Mission Node “WTO02

109"

e The AL in the upper right hand corner is in
error. The AL should read 1-3

Correction: Underground Node “Underground
38"

e The AL in the upper right hand corner is in
error. The AL should read 1-3

Correction: Map WTO02, Mission Briefing,

e The Mission should include Special Rule:
Mission 14 Nodes: Use the Underground
Node Deck to populate these spaces and roll
an BRN: 0-4 Use AL 1 Nodes, 5-6 Use AL 2
Nodes, 7+, Use AL 3 Nodes.

Clarification: Mission Map S018

e Mission Map S018 uses the UTO1 mission
Nodes to populate the Mission 18 Node
Spaces.

Correction: Orders Quick Reference Sheet:
RUN! order
e “ Increases” should read as “...decreases”

Correction: Space Infantry Resurgence Box,

Component List: Enemy Race Cards

e This entry should read 17x Enemy Race and
Boss Cards
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1x Core Rules Manual

“Wcore RULES

2x 8.5” x 5.5" SINGLE SIDED
Plaver Aids

EQUENCESIOEPEAY
(59) Standard Pay)
edan Secion (531

7. Campalgn Mission Deb
1)

- Enamy Activaton (21.5.1)
. Enemy Entrance (21.52)
Hove Units (21.53)

. Resource Cacho use (21,55

.
2

a

4. Combat (2154 2
s

6. Enomy Broacn Cheok (215.6)

1. niial soup (224
2. Draw nextHorde card 228 1

2. Combat Range Dotermination
@2)

3. Ganerate Wounds (73)
4. Attack Resolution (1)

2 Enemy ovement (272

1 Solction (147) 3 ot ovement 2273)
Draw and Piay STRATOP 4 Aack resoiion G27.4)
cards (138) 5. End CombatCheck 2275)

143 Spond Reinforcoment Poins 5. End Hordo Phase 2.9
(ts9)

5
H
H
i

4. Squad Seecton (13.10)
Resourco Selocion (same a5
= e

1x 8.5" x 5.5" SINGLE SIDED
Turn Record Track

TURNIRECER RGN
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COMPONENTS LIST

6x 8.5" x 11" SINGLE SIDED
Campaign Sheets

C001 - CO06

€003 - The Exodt
~11CY 2691 After Action Report, Cyber Frontier //-

jus Raids: New Carthage Lagrange point ey Tarata

waitng though.

The Cybers were

CAMPAIGN LOG

4x 8.5" x 11" SINGLE SIDED
Squad Roster Sheets

1 A ALERT LEVEL =1 _ENEMY = Cybers

2 A

3 A

0 A ALERT LEVEL =2

AddTALZ Even ot he Deck

5 5

0 B

7 O A -

AL Eoent i e D Alteventsx3 | ALZ Event

s B AddTALS Event ot e Deck ‘ i
STRATOPs END MISSION PROCEDURE
Relnforee =t oo ot nder e Tesment
el Resouree 00 rusmacn O
+2 Medkit Resources (O Plasma Grenates 00
MaxResurces =3 O Medcatsupport 0
squirams (D) 2Reserees O
— O s 0
New ATV () Pratoon Ho suppert (@]
Mortar Support Q eers 0
FIRE..212/3/3 — 0
Hemvy Batiensit 00

Aborted mision

Mission Abortd (Ko other VP
may b eamec)

Assemble the STRATOP Deck from all NON RESTRICTED cards.
Restricted STRATOPS require 3 Intel Resources to use.

Draw
when setting up a mission you Fave just aborted.

Play up to 2 STRATOP Cards per Mission, even when attempting a mission
you have fust abortet

SqS01 - 04

[
Ol =
=

1

=

—_—————————
SUPPORT UNITS
m—
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COMPONENTS LIST

7x 11" x 17" Double Sided Map B @i &yt LT CRIGELRNTETS
Sheets Theater Map Sheet

This double sided sheet contains Missions WT
01 and WT 02.

Cl=EER

3x Counter Sheets

i e

12 x 8.5" x 11" SINGLE SIDED

Mission Sheets
SBO1 - SB04
LERE TR R HOO01 - HOO8

- Gremade.

=g =g et et T e bl
o s ks e

Mission Essentials
Ma

Use Missian M3p 507, Cisregard 2L rules present an
the map ehee” ane Use th e abjectives and rules pres-
ent on thie sheet

Objective

Find the tar mand anc Cartal station

“ar the Central Fartress nade 1" and
1 8 5” 1 1 ” D o u B E SI D E D Xr
x L x L Special Node Pool

Creare the Special Node pool by (a4 “T" a1 d hia
addtional Special Nade Cards chasen rendamly from

M s| t 2%, 76", 3nd T {5ee Saecial Nade 5.5.1)

SPECIAL NODE TABLE

1t the Command and Control station, 6o of cousse Its neavily guarded. Do’ they
bae anything herrer ra des? Event (Auto/8)

tels torget pockace suid s wos o surveilunce
rd nker. Somcone i

H
well this is o aroblerm. MIS;
sexus. NOT 012 meter ek 2o
L worded lextes Jnui (. Vet 61 nyBJJT’qum[AumIB

e e e s e
plosise persuasion i appued. \ie hove to de
[6/2). f resalved, ehange avent string an Nade

the quards first thavgh Event
o [Auta/A+T)

St NGISSIN

e “ound ooe f their ¥ Denots! A thoss
ittt soere R e e it e e, i Event [BOIA] Imimedr
ately G

m
z
]
<
[y
D
2
i
3
D
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COMPONENTS LIST

15x 5.5" x 8.5"” SINGLE SIDED 12x 2.75" x 4.75" Basic
Enemy Race Sheets Mission Selection Cards S001
- S012

This number includes the Mercenary Enemy
Race Sheet which is missing in some games.

mission: sam

SURFACE

» Objective: Explore all three mission

AT EASE COMMANDER.
YOUR BRIEFING IS ENCLOSED. LOOK AT IT,
MEMORIZE IT, AND THEN ASSE YOUR TEAM.

P orce come militia out in
the deep ranges, has b argest para-military
organization in the We were grateful for

notions of

nodes.

Reinforcements: When you check
fi

for a Class A encounter on a Node,
roll an additional RN. If the value
is 5+ replace the soldiers with the

Cain 1 aditonal XP when. ALERT LEVEL ‘;

Battledrones. — =
» Mission Node Event String Increase:
5+/B >>> 4+/B

5 Soldiers 5 Soldiers, 2 Sergeants 4 Soldiers, 2 Assaults

»

ou reveal an Encounter. Resolve it

back into the deck.

2x 5.5" x 8.5" SINGLE SIDED

Enemy Boss Sheets 8x 2.75" x 4.75" Hive Mission
Selection Cards HOO1 - HO08

misSsion: Hom

mission TYPE:
HIVE

Objective: Recon the cave networl
getting 3 Recon Poaints (RPs).

» See Scenario Sheet HOO1.

FF

1

W
()
T c

< ek ReanLezs
R LTITRTY)

AT EASE COMMANDER.
YOUR BRIEFING IS ENCLOSED. LOOK AT IT,
MEMORIZE IT, AND THEN ASSEMBLE YOUR TEAM.

ERT LEVEL F1
» Add a Second “Blank” node to the
; Special Node Pool. E =

@./.;@
Y

m
=
-

DavL: N/A
APS: N/A

» Replace a “Blank” Node with an “E”
Node.

» “E” Node Event String Auto B/(-1)

w4
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4x 2.75" x 4.75" Steel Bones
Mission Selection Cards SBO1

mission: Ssm

mISSION TYPE:

SU RFACE AT COMMANDER.

YOUR BRIEFING IS ENCLOSED. LOOK AT IT,
MEMORIZE IT, AND THEN ASSEMBLE YOUR TEAM.

Objective: Reach Special Node “I" and
resolve the Event.

Scenario Special Rules
Macr: Use Map S007. Disregard any
and all Map Sheet text. The following
SSRs override any printed rules on
that sheet, as well as the objective.

Special Node Pool: Randomly choose
two Special Nodes From E,G,T, and
add Node I.

Special Node Table:

I: Command Center. Event Auto/B
G: Chem Storage. Event 6/A

T: Weapon Depot 3+/A. Resource
Cache - Grenades

E: Armored Building. Event Auto/
Building

APSI: N/A

19x 2.75" x 4.75" Encounter
Cards

CNCOUNTCER
AL2

Hldden PatI'Ol AT EASE COMMANDER.

YOUR BRIEFING IS ENCLOSED. LOOK AT IT,
MEMORIZE IT, AND THEN ASSEMBLE YOUR TEAM.

Activate all units with the ADVANCE
skill.

Make an ADVANCE skill check for
each activated uni

If more than 1 unit fails to get at
least 1 ADVANCE SL, one of your
units (your choice) suffers 1wound.

SHAEE NN RESURGENCE

COMPONENTS LIST

Tx 2.75” x 4.75" Location

TUNNELS ENCOUNTER:
When resolving the Tunnels Encounter
string, generate a Class A Encounter
and initiate combat as normal.

During a combat turn, you may select
one unit to attempt to close one of the
three tunnels below instead of firing
at the enemy. To do so, generate an
RN. On 5+, you seal one tunnel: Place
a Multipurpose marker on one of the
Tunnel spaces below. Once all three
spaces are covered, the encounter is
resolved successfully.

During each Range Determination

phase after the first Combat Turn, add
a Type 1enemy to the combat for each
Uncovered (Collapsed) tunnel space.

SrccxnL LocATtIon
EXIT TUNNELS

-// MISSION REPORT,
TAu-012
UNIDENTIFIED XENO LOCATION //-

WE'VE REACHED THE LOCATION NOTED BY THE
SCIENCE TEAM, AND ITS DEFINIELTY NOT
SOMETHING IN A TESTUBE. 2 KIA ALREADY.
IMMEDIATELY AFTER CONTACT THE ENEMY
RETREATED INTO TO WHAT SENSORS SHOW TO BE
A MASSIVE TUNNEL NETWORK. WE DON'T HAVE
THE RESOURCES TO DIG THEM OUT, 50 WE'RE
OPTING TO SEAL THEM IN. FIRE IN THE HOLE!

19% 2.75” x 4.75" Scenario

MISSION TYPE:
Surface
OBJECTIVE:

Collapse (Resolve) the Special Location
Node: Exit Tunnels

Locate and Place the Special Location
Node: Exit Tunnels according to 18.3.
This represents the Objective

Scenario Special Rules

Resolve Special Location Node: Exit
Tunnels usir{\jg Special Location Exit
Tunnels card.

Encounters on this mission may only
be Class A. Resolve All non- Class A

Encounters as follows: Class B = A+3,
Class C are resolved by rolling twice
on the EPT for class A+2.

Lose 2VP if you don’t resolve the
Campaign Objective Node.

During the first Combat Turn, all
Flesh Eaters have the FEAR special
rule.

SCENARIO RESOLUTION

» VP>3- AL 1, Proceed to FEO2
» VP <=3 - AL 1, Proceed to FEO3

Copyright © 2020 Lock ’n Load Publishing, LLC. All Rights Reserved. Rev 5

Cards

—

! FED - FIrst ConTRCT

AT EASE COMMANDER.
WE'VE GOT A PRIORITY FLAG, COURTESY OF THE
EXPANSION BUREAU. THREE WEEKS AGO, A DEEP
RANGE PATHFINDER OUTPOST WENT DARK OVER
TAU-012. THEY RECORDED CONTACT WITH AN
UNKNOWN ALIEN SPECIES BEFORE ALL HELL
BROKE LOOSE. THEY'RE JUST COLONISTS;
PROBABLY GOT SPOOKED BY SOMETHING IN A
TESTUBE THAT DIDN'T LIKE GETTING POKED, BUT
WE NEED AN EXPERT “OPINION". GEAR UP FOR A
BUG HUNT COMMANDER, WHATEVER IT WAS
WENT UNDERGROUND.
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COMPONENTS LIST
8x 2.75" x 4.75" I-!oﬂe Cards 45x 2.5" x 3.5” Xeno Mind

HORDE: 0OI: :
FLESH EATERS @ Cards
STARTING INTERWAVE

ASSETS: ASSETS:

6 Resource Points 5 Squad Points
30 Squad Points 20 Building Points
20 Building Points

XENO MIND

FINAL WAVE:
1Queen, 5 Scouts

WAVE COMPOSITION
4 Scouts
1 Warrior, 4 Scouts
5 Scouts
2 Warrior, 2 Scouts

ENEMY ACTIVATION
1 ] [}

LA LA AA
RA RA A
A A A
+ AA  AA AA

STRATEGIC E STRATEGIC
OPTION | IS OPTION

3x 2.5" x 3.5" Steel Bones Unit 116x 2.5" x 3.5" Enemy Unit
Cards Cards

CTHONIANS: ADULT TYPE: Il
® H%%Yy bl —
N j

ACTIVATES WITH A 5+
RN, TARGET UNIT IS
& GRAPPLED
#'S 17 UNEARTHLY SPEED:
\[ +1 AP ON ALL MeLEE
ATTACKS
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COMPONENTS LIST

CTHONIANS
5N N LE

T 2.5x.75" Pssa e Nodes

9x Mercenary Cards

19x Flesh Eaters - Xenotype Cards
6x Void Spiders Cards

3x Grav Tank Cards =
9x Dark Faith Cards 2
4x Battledrone Cards —

9x Flesh Eaters Cards e
3x Titan Cards i!,'NE'EL@.E“
9x Cthonian Cards

8x Beast Masters Cards

9x Mutant Cards

4x Armored Building Cards
12x Dark Roots Cards

12x Cybers Cards

7x 2.’ 1.75" Space Nodes

Copyright © 2020 Lock ’n Load Publishing, LLC. All Rights Reserved. Rev 5




COMPONENTS LIST

' SEANEE NEANTRY RESURGENCE

4x 2.5" x1.75"” Hive Cave IN 62x 2.5” x 1.75"” Mission Nodes
Nodes

4x Mission SO01 Nodes
8x Mission S002 Nodes
2x Mission S003 Nodes
10x Mission SO004 Nodes
3x Mission S005 Nodes
4x Mission SO06 Nodes
4x Mission SO07 Nodes
4x Mission SO08 Nodes
4x Mission SO09 Nodes
6x Mission SO10 Nodes
7x Mission SO11 Nodes
6x Mission SO012 Nodes

10x 2.5" x 1.75"” Scenario
Location Nodes 14x 2.5" x 1.75"” War Theater

e Ox Mission WT 01 Nodes
e 5x Mission WT 02 Nodes

2x Dice

1x
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2x 22" x 17" Single Sided Map
Sheets

Forming

[}

HUNTER UNIT: JUNGLE
%% g

SHAEE NN RESURGENCE

EXPANSION PACK COMPONENTS LIST

3 x 8.5" x 11" SINGLE SIDED

Mission Sheets
PGO1

TYPE:|

UTO1 Ultra Map

Campaign Sheet

C007

- The Devil Betwaen: The Deep Periphery.
/1Y 2632 After Actan Reprs /-

o e ianow Fat thare e Hnga sord wr
e b dosgh 1 15 At he bt - Al srTad ren 3 o

Victory Level Table

e e e e drie
ey s a ik Mlspecite picked 1p o it and wint s S11a vsali
o e ad e >uvve!\vuawec>\vmlthL Jver bt -eblaste:

' GF ¥ 247 ard e calactin gt thatregiin dnce ga 2 ong
e

CAMPAIGN LOG
[+ o ok e ]

a K bsima 81 1>

1 A i vk ot = =

2 » ) ave

B 3 [tov s vaprdl 1 2 | enerrye mereemies

* % [aertovanz B & [ Butie 30 e

= 3

= " B [ Merchevetes

= B " s

== = S | ey Mston Sheet.
Rt | dn ol

a s s

STRATOPS

Reinforce _ BetaAmma
e ==

2 Madit Resources T s renades

Mo Resaurces=3 T MedicalSuppart

+20 Squad Points S r2Resources

Persansl Favar 7 Scout Support

N Pltaen HQ Suppart

Martar Supart = et =
FIRE. 212533 . =
Heavy Batiesue Dy Mne —

i ol the STRATOD Dace fra s ILNGN 325"RICTED carcs.
Reatrcted STRATOFS uavallable ur UL unlacked via Scenaria Card.

Drow 2 STRATEPs whe sel 123 Uf 2 NEW =tissicr. Da . dr s STRATOPS
sbenzetirg Up s mssian you have ust sbartec.

Py Up t0 2 STRATOP ardk per Iiseian, 2ven whet ATtermpting s =i
v haze ust sEar-ad.

AllEventsx6 | AL2Eventx3
AL3Eventx2

END MISSION PROCEDURE

v ed. Tre

VICTORY POINTS EARNED
[condtion ______|

Mission Succes!
Aborted mission Success
Mssion Aborted (No other VP
may be cared)

Nisson Flled: Any Units Alve
Mssion Falc: AllUnits KA

Every 2 Unspent Resou
Only 1 STRATOP played
NoSTRATOPS

Mission Succes by tun 10

1x 8.5”" x 11" SINGLE SIDED
Greater Demon Boss Sheet

ENEMY:

WARP FiELD TRACK

PGO

‘Cormoct vith o ot e £0r ) 0 i
TR A = rgs o ted Dxremss i

used vios auring th enccunter vi
Sau do e o s b o UL et

3

e nodent of i code beng
Cesh tater queen dor )g E P tenireiiies s by

Webe insesting you from orit nd sl i 1o ok you: way 1o che fortess cn oot Puc enug'

gew for long evpect 1o supplermert

e pothfinder teom, we oy risk ficping our pand before vie®e eadly.
Go0d Hunting Commander, i vl 52 your mest dfficult mission .
Mission

Your <hie wil make 6 close
s over the O 2one but we won't Fave tine :nouqﬁf&’¢ru&4 seans \ihotever It wos thot

Base Hive Node Requirements
Scout

Objective

You must resalve te Cammande- event hefare turn 4.
Scenarlo Speclal Rules

Anytim
ycu e e ot sventrot (sed o e i il be >+ Sl (e
Cere aner-ides any ane of ese, Use t e Scenarla Rl arinted an the Scensta car

1. A Knowm Quantiy: This Wision uses the Dark Faitt a1d Wercenary Enemy Races Gather thar com-

Al her Non-Mission Zormbst.
2. Securlty Latk: Diey 4 ot e
o thfortusmely: o

wiiios the snerny foreree.
réin nonve

U e it o Yo sther s
L e e Uhes ot Ui Vi have Lok s on o o, Thece
the assaciztad Sec.ty Code
Security Codes: The enery b
cess £aints. f you wart i

w

e ratin e, v
IwaNades an t ¢ Uitra Map cantain Securfy Cade icans.

e acrleg sumer
kil o ik vk

bty el Ty

¥ you
L iveasre uniZzhie Wi

ched done eth guiptlevel 9= pti a0 3l o o tiol o
Untsie to g e con

When a Squad raves - a Nade wits  Security N-de ‘can. place 3 Mdpurpase caunter an the

matching icon on the tracking sheet. Cnce dane, vaLr squad vay mave

2n Unes ths

at cantain the

matching ca.or Lack Every Cime » 5cusd maves an & Line with alazk of the s2me color 35 the cade
yeu have aceulred, rall an RN, 7n 2 5+ trgger a Zlase & Event efore attempring taresabve the nade

e 32 ryT g fa aecean or n g ta the alrcady revalved Nede
S ocmy il R
1z b

»

i e, e o
Ky i (o

Gt i)
E

1wty erlereni

jaid the st of 2 Same Lines wil have a Base Securty lcan an
Whea yaur squad moves cn a line with cne of those icors, ACtivate yor Lt its anc rmake Ac-
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BR[AT[R DA[MIIN FIRE AX[ 2

Stunned:

with a Mult

GREATER DAEMOI
THEHVVVSY

GREATER DAEMON:
FILVLINNY
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EREAT[H DAEMON: ASN WM\P

TYPE: -//NO DATA//-

GREATER DAEMON: ARM
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4x 2.75”" x 4.75" P!aget Cards

BIOME TYPE:

Desert

Something was here long before us or
our enemy. Ancient secrets and traps
lurk beneath the sand...

After triggering a Desert Event,
Generate an RN.

1-2 Sandstorm: Activate all Units and
make ADVANCE Skill Checks. If you
achieve less than 5 SLs, Lose Two Turns.

3-4 Alien Radiation: Class A encounter.
Randomly distribute 4 Mutation
counters to the Enemies.

5 Ancient Ruins: Activate all Units. If
ou achieve at least 1Search or Scout
L. you gain 1 Intel Resource.

6 Bioweapon Trace: Activate all Units. If
you don’t achieve at least 1Science SL
all Medical Treatment rolls receive -1
Modifier during Mission Debriefing.

HAZARD ANALYSIS:
INDIGENOUS HAZARDS DETECTED. STUDY
ENCLOSED SURVEY -DATA AND PREPARE
ACCORDINGLY.

BENEFIT

You receive +1 VP.

APSI: /A

1x 2.75" x 4.75” Nightmare
Mode Cgri

Nightmare

Sometimes things just go wrong. You can
prepare for it, worry about, make ZDIG”S
against it, but every once and a while, life
just plants its foot on you and says “what
now?”

After triggering an Event on a
Nightmare Node refer below.

Power Surge: One Unit of your choice is
Stunned

Weapon Damage X: X=RN. X Random
Unit(s) cannot execute FIRE attack until
one REPAIR roll is executed.

Explosion: Select RN/2 Units and roll an
RN for each one. (1-5) Stunned (6) One

10:1 AGAINST
RECOMMEND MISSION ABORT

Wound.

Stunned: Place a Multipurpose

counter on a Unit. That Unit may not

be activated on it’s next opportunity
for a Skill Check. Instead, remove the
counter. The unit is then able to activate
normally on the next check.

BENEFIT

You receive +3 VP.
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SHAEE NN RESURGENCE

EXPANSION PACK COMPONENTS LIST

1x 2.75" x 4.75” nl[iSjion Card

» Objective: Trigger the Commander
Event and survive until Extraction.
Refer to Mission Sheet for:

»Extraction  »Security »Coop

»Mission
Events »Security »Commander

»Special
Nodes »Base
Security

ALERT LEVEL E

»

missian: uTm
MISSION TYPE:

SURFACE

AT EASE COMH
YOUR BRIEFING IS ENCL
MEMORIZE IT, AND THEN A BLE YOUR TEAM.

Lock Objectives

Code Event

Add +1 to all EPT rolls when
resolving a “Mission” Event.

Base Security rule now Needs 4 SLs
or it assigns 2 Wounds.

ORaDI: N/A
OREPE: N/A

3

RADI: N/A
DAY

When you trigger the Commander
Event, use the Greater Daemon

Boss Sheet.

12x 2.75" x 4.75" Encounter

Cards

CNCOUNTCGR

DeatrMark

Each time you finish a Combat during
any Mission, generate an RN.

8+, Generate a Class B encounter
against the Mercenary Enemy Race.
Failure to trigger, place a
Multipurpose counter on this card.
Each counter adds +1 to the RN roll.

AT EASE COMMANDER.
YOUR BRIEFING IS ENCL!
MEMORIZE IT, AND THEN ASSEMBLE YOUR TEAM.

Remains in play until you resolve a
combat against the Mercenaries.

MERCENARIES




Y SAEE NI RESURGENCE

EXPANSION PACK COMPONENTS LIST

3x 2.5" x 1.75" Nightmare 8x 2.5" x 1.75"” Nightmare
Space odes 70tdoo Nodes

4x 2.5" x1.75” Nightmare

Pssa :

e
R ——
e
jES—

-

(NEEER
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SHAEE NN RESURGENCE

EXPANSION PACK COMPONENTS LIST

12x 2.5" x 1.75” Desert Biome 10x 2.5" x 1.75" Equippable
Cards

EQUIPPABLE }

ISSIENIETEN}

Uhsim (MR

Copyright © 2020 Lock ’n Load Publishing, LLC. All Rights Reserved. Rev 5



SHAEE NN RESURGENCE

TEMPORARY PRINTABLE
REPLACEMENT PARTS

S008 Mission Card Front

mission: sooa

mission TYPE:

SPACE

» Objective: Repair three power
couplings

ALERT LEVEL m

During setup, add a second Special
Node “€”

Mission 62

3

During setup, replace one Special Node
“Blank” with a “D” Special Node.

“D” EVENT: Auto Radiation. Allocate
RN/2 wounds to your squad.
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SHAEE NN RESURGENCE

TEMPORARY PRINTABLE
REPLACEMENT PARTS

S008 Mission Card Back

AT EASE COMMANDER.
YOUR BRIEFING IS ENCLOSED. LOOK AT IT,
MEMORIZE IT, AND THEN ASSEMBLE YOUR TEAM.

RANGE: N/A
MiL: N/A

ORBDI: N/A
ORBPE: N/A
RADI: N/A
DAYL: N/A
APSI: N/A
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SHACEE INEANUTRY RESURGENCE
TEMPORARY PRINTABLE
REPLACEMENT PARTS
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ENEMY: DARKFAITH - GREATER DEMON TYPE: -//NO DATA//-

€

 GREATER DAEMON: ELDERRUNE 1 }
, “tbﬂ ELDER RUNE .

WHILE THIS ZONE ||
HAS AT LEAST
| ONE HIT POINT,

RP FIELD TRACK

| THE WARP FIELD
RULE REMAINS IN
EFFECT.

{

)

I

- ‘/ =_—

. GREATERDAEMON:FREAXE & 1 | GREATERDAEMON:ASHWHP 3
__ W\ I ] oo (RIS
y =5 = ~ lll WHIP ZONE HAS = A~ I " ROLLING MeLEE
ft’” _=_75-=- = = | i‘ATLEAST1HP = % AND FIRE RNs |

2 P '%Egﬁ:ymgﬁ \"' b I I\:,?RSPKIFSSEL(ECK 5“
& i SKILL CHECKS IN » RN =&+ ONE UNIT If
7' Ti,_;i_; — ﬁ T1H/l\?3 NODE HAVE I 1S ALSO 3
- - '~ ¢ GRAPPLED i
~ % GREATER DAEMON: TORSO 23 - A
= SHHHBBEES) A W & 2 -8
= = — //’ - GREATER DAEMON: ARM 2

14 : Lk DEADLY: '

~ GREATER DAEMON: ARM 2 - B U | i— = N i

= DeADLY: o= RS 1 , RATES 2 WOUNDS

BR8N

EACHSL GENE- | = . E
RATES 2 WOUNDS i : 5 £

E L—J 77u
— | :
, , 2
e : - GREATER DAEMON: TORSO I
T: Daemon Fire- The fire of Rl‘% £ GEEEEEEES ﬂ '
its body grows stronger and £l — = ,
brighter... Move the Warp (5 N - ""‘“m-—«‘ =
Field counter up 1Space on 2‘: ;‘ 'II:' '\: | g Et
the Warp Field Track, add -1 3= ‘ | ,
AP to your entire Squad. &+ T F F =l E |
2 B e v EENHA T N Ev‘ -

Flame Immunity- This thing, whatever else it is, its made of

fire. Don’t bring a flame thrower. No Node on this creature u

may be wounded by Flame Damage. I

Fear (2)- Something is... Screaming, in your Mind. Looking at e 3
this thing, let alone fighting it fills your Squad’s minds with GREATER DAEMON: LEGS 3 :
terror. During the action point allocation step of the first “‘%JI e

round of combat, each unit must make a Morale check at -2. — et Hooves:

If you fail, the unit is Shaken. See 7.5. IF A SKILL CHECK
' RN =6+ ONE UNIT

Warp Field- This thing isn’t from our universe, and its affecting |
- - - - | IS STUNNED.
everything around it. When setting up, place a Multipurpose ¥ ORSTABLE AP
Counter on the Warp Track in space 1. Cancel a number of | TO ALL ZONES IF
Wounds in each Zone equal to the current position of the | THIS ZONE IS
counter on the Warp Track when assigning wounds. g EDHEEDTOUHE
Stunned: One Unit may not Activate next turn. Mark that Unit —
with a Multipurpose counter as a reminder.

, ,\,.
&J‘@m
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MISSION WTO1N
STEEL SOUL

OBJECTIVE: EXPLORE ALL THREE “?” NODES AND
ELIMINATE ALL ENEMIES THEREIN. THE
BATTLEDRONE MUST COMPLETE THE MISSION
UNDAMAGED.

DROP ZONE: AFTER SETTING UP THE MISSION,
GENERATE AN RN. THIS WILL DETERMINE WHICH
NODE MARKER YOU WILL SETUP ADJACENT TO:
RN 2-: ADJACENT NODE MARKER 1 : 5

RN 3-4: ADJACENT NODE MARKER 2 A‘ }l\ [l

RN 5+: ADJACENT NODE MARKER 3

MARKER 1

Q
Q@

MARKER 3
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MISSION WTOS

STrRKER MAJESTIC

OBJECTIVE: MISSION OBJECTIVES TO FOLLOW ON
MISSION! REACH MARKER “A”, FURTHER MISSION
OBJECTIVES WILL BE PROVIDED AT THAT TIME.
DROP ZONE: AFTER SETTING UP THE MISSION,
GENERATE AN RN. THIS WILL DETERMINE WHICH
NODE MARKER YOU WILL SETUP ADJACENT TO:
RN 2-: ADJACENT NODE MARKER 1

RN 3-4: ADJACENT NODE MARKER 2

RN 5+: ADJACENT NODE MARKER 3
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