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CLARIFICATIONS AND CORRECTIONS

Change: Core Rule Book, Rule 4.2.1,
•	 When using Extended Dice rolls, roll both 

dice together and check for the appropriate 
conditions.

Correction: Core Rule Book, Rule 5.3, Para-
graph 1, 
•	 The rule reference in the first paragraph 

should be 14.4.1
Correction: Core Rule Book, Rule 5.3, Para-
graph 1, 
•	 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, 
•	 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,
•	 The reference to 4.2.1 and 4.2.2. should be 

4.3.1 and 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-
er present on the Node. The event marker 

represents the Node being previously Re-
solved.”

Correction: Core Rule Book, Rule 7.1, Para-
graph 1, 
•	 The rule reference should be 4.7 rather than 

4.3.
Clarification: Core Rule Book, Rule 7.3.1, Para-
graph 1, 
•	 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, 
•	 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, 
•	 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: 
•	  Note: This means you must resolve the start 

Node before your squad can move onto it. 
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Clarifi cation: 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. 
Clarifi cation: 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. 
Clarifi cation: 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.
Clarifi cation: Cyber Behemoth Enemy Unit.
• 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.

Clarifi cation: Cuthonian Race Sheet, C on the 
Range Table.
• If 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 
• 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 
• 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”

Correction: Mission Card SB03,
• Special Scenario Instructions are in error, use 

the special scenario rules present on Mission 
Sheet SB03

Mission: SB03
Mission Type:

Hive
» Objective: Reach Special Node “I” and 

resolve the Event.
» See Scenario Sheet SB03.

Scenario Special Rules
» Map: Setup for a Hive Mission
» Special Node Pool: Randomly choose 

three Special Nodes From E,G, B,T, I.
» Special Node Table:

B: Sentinels Hangar. Event [Auto/
Sentinels] +1 RN 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/
Building]

Correction: Mission Card H006,
• The Objective and Alert Level 2 text are in 

error. The Objective should read: Locate and 
resolve the Event on Node “I”.

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

Mission: H006
Mission Type:

HIVE
» Objective: You must find the Exit to 

this Hive. You can try to link up with 
the lost soldiers, but are not required 
to.

» See Scenario Sheet H006.

» Add Special Node “T” to the pool. 
» “T” has the event String Auto/A+2

» Randomly select 3 units to be 
seperated instead of 2.

Alert Level  Alert Level  2

Alert Level  Alert Level  3
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Correction: Special Scenario Card FE06
• All instances of “Special Location Node: Hunt-

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

• 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
» Resolve Special Location Node:

Hunting Fields using Special Location 
Killing Fields card.

» If you kill the Enemy in the Campaign 
Objective Node, choose ONE of the 
following options:
» Reduce the AL of the mission by 1
» Gain 1 additional VP
» Gain 1 additional XP per unit
» Draw two STRATOP Cards

Scenario Resolution

» Continue to next campaign mission

Correction: War Theater Mission Node “WT02 
109”
• The AL in the upper right hand corner is in 

error. The AL should read 1-3 

Correction: Underground Node “Underground 
38”
• The AL in the upper right hand corner is in 

error. The AL should read 1-3

Correction: Map WT02, Mission Briefi ng, 
• The Mission should include Special Rule: 

Mission 14 Nodes: Use the Underground 
Node Deck to populate these spaces and roll 
an RN: 0-4 Use AL 1 Nodes, 5-6 Use AL 2 
Nodes, 7+, Use AL 3 Nodes.

Clarifi cation: Mission Map S018 
• Mission Map S018 uses the UT01 mission 

Nodes to populate the Mission 18 Node 
Spaces. 

Correction: Orders Quick Reference Sheet: 
RUN! order
• “...Increases” should read as “...decreases”
Correction: Space Infantry Resurgence Box, 
Component List: Enemy Race Cards
• This entry should read 17x Enemy Race and 

Boss Cards
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COMPONENTS LIST

1x Core Rules Manual

1

Core Rules

CORE RULES

2x 8.5” x 5.5” SINGLE SIDED 
Player Aids

Standard Play (5.0)
1. Mission Selection (5.3)
2. Set Alert Level (5.4)
3. Map Creation (5.5)
4. Timer Setup (5.6)
5. Enemy Selection (5.7)
6. Squad Selection (5.8)
7. Resource Selection (5.9)
8. Operations Phase (6.0)

1. Advance Turn (6.1)
2. Move your Squad (6.2)
3. Node Resolution (6.3)

A. Command Skill Check (4.7)
B. Squad Skill Checks (4.6)
C. Apply SL’s 

4. Event Check (6.4)
5. End Turn (6.5)

Combat (7.0)
1. Command Skill Check (4.7)
2. Combat Range Determination 

(7.2)
3. Generate Wounds (7.3)
4. Attack Resolution (7.4)

Campaign Play (14.0)
1. Mission Selection (14.7)
2. Draw and Play STRATOP 

cards (13.8)
3. Spend Reinforcement Points 

(13.9)
4. Squad Selection (13.10)
5. Resource Selection (same as 

5.4)

6. Operations Phase (same as 
Standard Play)

7. Campaign Mission Debriefing 
(13.11)

The Last Outpost (21.0) 
1. Enemy Activation (21.5.1)
2. Enemy Entrance (21.5.2)
3. Move Units (21.5.3)
4. Combat (21.5.4)
5. Resource Cache use (21.5.5)
6. Enemy Breach Check (21.5.6)

The Horde (22.0)
1. Initial setup (22.4)
2. Draw next Horde card (22.5)
3. Wave Setup (22.6)

1. Wave pool preparation (22.6.1)
2. Determine next Wave (22.6.2)
3. Assets management (22.6.3)
4. Unit setup (22.6.4)
5. Fortifications Setup (22.6.5)
6. Special Setup (22.6.6)

4. Wave Combat (22.7)
1. Enemy Entrance (22.7.1)
2. Enemy Movement (22.7.2)
3. Unit Movement (22.7.3)
4. Attack resolution (22.7.4)
5. End Combat Check (22.7.5)

5. End Horde Phase (22.8)
6. Victory Point calculation 

(22.9)

Regroup! (0 CP): Cancel the ongo-
ing effects of any previously given 
Order.

Support (1 CP): During a skill 
check, you can use 1 CP to apply a  
“+1” AP modifier to the check. May 
not be used on lasting orders.

Ambush (1 CP): During the first 
round of combat, you can spend 1 
Intelligence to gain the “Ambush” 
tactical advantage (5.4).

Intensive Fire (1 CP): At the stat 
of combat, spend 1 Ammo Counter. 
All Fire or Melee attacks gain a “+1” 
AP modifier for the remainder of the 
turn. 

Deploy (1 CP): +/- 1 to Range 
Determination roll this turn. 

Embark/Disembark (1 CP): Embark 
or Disembark one unit from a 
transport during combat.

Stealth Mode (1 CP*): Apply a -1 to 
all EPT RN Generations. All Node 
Requirements are increased by 1 
during Node Resolution (6.2)

Take Cover (1 CP*): While at Fire 
Range, All attacks made against 
your units take a “-1” AP Modifier. 
Canceled by Moving to Melee 
Range in addition to Regroup.

RUN! (1 CP*): All ADVANCE Node 
Requirements are increased by 1 
during Node Resolution (6.2). Apply 
a “+1” to all EPT RN Generation for 
events on those Nodes.

Withdraw! (1 CP): At the end 
of combat, generate an RN. If 
successful, move the Squad Marker 
to an Adjacent, previously explored 
Node. 2+ whie at Fire Range, 4+ 
while at Melee Range. Lose al SLs 
on this Node. Do not check for Event 
on the destination Node. Combat 
Node remains unresolved. Spend 
one “Grenade” or “Smoke” counter 
to apply a “-2” AP to the withraw RN. 
ON Failure, asquad applie a “-1” 
AP modifier on all attacks inthe next 
Combat Round. 

Supressive Fire (1 CP*): Chose 
any number of units. All Attack SLs 
generated by those units apply a “-1 
AP” modifier to their target’s skills 
instead of wounds. Not affected 
by armor. Use “-1 AP” counters to 
track these modifiers. Remove all 
counters at the end of combat.

Gather Intel (2 CP): During Node 
Resolution (6.2), gain one Intel 
Resource. Useable once per 
mission.

To find the full text for each of these orders, refer to section 17.2 of the rulebook
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1x 8.5” x 5.5” SINGLE SIDED 
Turn Record Track

SQUAD RESOURCES

-// START //-

1 2 3 4 5

6 7 8 9 10

11 12 13 14 15

16 17 18 19 20

21 22 23 24 25

26 27 28 29
-// FAIL //-

30

TURN RECORD TRACK

6x 8.5” x 11” SINGLE SIDED  
Campaign Sheets

C001 - C006

MISSION DECKCAMPAIGN LOG

STRATOPs END MISSION PROCEDURE

VICTORY POINTS EARNED

STRATOPs

VPs Victory Level Table
0-9 Major Defeat

10 - 14 Minor Defeat

15 - 17 Tactical Victory

18 - 21 Major Victory

22+ Decisive Victory

C003 - The Exodus Raids: New Carthage Lagrange point 
-//CY 2691 After Action Report, Cyber Frontier //-
A planetary disaster forced the colony on New Carthage to evacuate. The Cybers were 
waiting though. Nearly 3 million colonists were intercepted, pulled from captured ships 
and interned in live-ships before the Escort Fleet could intercept. By the time Earth had 
traced the Live-Ships back to the Cybers forward systems, dubbed the Cyber Frontier, 
the 8th 16th and 2nd Destroyer group had converged and things quickly spiraled out of 
control.

VPs Victory Level Table
0 - 15 Major Defeat

16 - 23 Minor Defeat

24 - 27 Tactical Victory

28 - 32 Major Victory

33+ Decisive Victory

Deck - A Deck - B

S001 S005

S002 H004

H001 S009

S003 H007

H002 H008

H006 S011

S006 S010

Al 1 Events x3 AL 2 Event
AL 3 Event

1. Recover units under Med. Treatment
2. Promote Green Units
3. Score Victory Points
4. Check for Leader Awards
5. Check for Incapacitated Units:

« 1 = Unit Killed
« 2-4 = Unit requires Med 

Treatment
« 3-6 = Unit recovers all wounds

VPs Condition
3 Mission Success!

2 Aborted mission Success

1 Mission Aborted (No other VPs 
may be earned)

-1 Mission Failed: Any Units Alive

-3 Mission Failed: All Units KIA

1 10 Unspent Squad Points

1 Every 2 Unspent Resources

1 Only 1 STRATOP chosen 

2 No STRATOPs Chosen

1  Mission Success by turn 14

# ID Mission Deck Notes
1 A ALERT LEVEL = 1      ENEMY = Cybers
2 A
3 A
4 A ALERT LEVEL = 2 

Add 1 AL2 Event tot he Deck

5 B
6 B
7 B ALERT LEVEL = 3

Add 1 AL3 Event to the Deck

8 B Add 1 AL3 Event tot he Deck

• Assemble the STRATOP Deck from all NON RESTRICTED cards.

• Restricted STRATOPs require 3 Intel Resources to use.

• Draw 2 STRATOPs when setting up a NEW mission. Do not draw STRATOPs 
when setting up a mission you have just aborted.

• Play up to 2 STRATOP Cards per Mission, even when attempting a mission 
you have just aborted.

Reinforce

+1 Intel Resource

+2 Medkit Resources

Max Resources = 9

+20 Squad Points

Personal Favor

New ATV

Mortar Support  
FIRE....2/2/3/3

Heavy Battlesuit

Beta Ammo

Plasma Gun

Plasma Grenades

Medical Support

+2 Resources

Scout Support

Platoon HQ Support

Experts

Mines

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

SqS01 - 04

LEADER

CORE UNITS

SUPPORT UNITS

VEHICLES

65TH COMPANY

REINFORCEMENTS

The 65th company are trained in close 
quarters combat and ranger tactics. 
Intended for the rural or agriculture 
colonies in the deep range, this com-
pany saw great success as forward 
scouts and targeted strike teams. 

COMPANY TRAITS
Bull Strength: This unit has 1 
extra wound.
Charge: The first Melee attack 
from this unit in each combat 
round gains +2 AP.
Fearless: This unit’s gains +2 AP 
on Morale Checks.
Battle Fury: Unit gains +1 AP to 
all Skill checks in combat for 
each wound it has.
Weapon Master: Unit can re-roll 
1 failed Melee Skill Check each 
Combat Phase.

SPACE INFANTRY TRAITS
Aide-de-camp:  Squad Leader 
gains +1 AP to all Command Skill 
Checks
Marksman: This unit gains +1 AP 
to all Fire Skill Checks.
Brawler: This unit gains +1 AP to 
all Melee Skill Checks.
Runner: This unit gains +2 AP to 
all Advance Skill Checks.
Tactician: Modify the Range roll 
by 1, up or down.

Name: Status:
Trait:

XP:Cost:

Cost: XP: Fire Team A Status:
Trait:

Cost: XP: Fire Team B Status:
Trait:

Cost: XP: Assault Team A Status:
Trait:

Cost: XP: Assault Team B Status:
Trait:

Cost: XP: CQC Status:
Trait:

Cost: XP: Shotgun Status:
Trait:

Cost: XP: Sniper Status:
Trait:

Cost: XP: Heavy Weapon Status:
Trait:

Cost: XP: Flamer Status:
Trait:

Cost: XP: Zero-G Team A Status:
Trait:

Cost: XP: PIllum Status:
Trait:

Maiko Squad 65th Company SqS 04

Green Recruit

Line Recruit

The 65th company are trained in close 
quarters combat and ranger tactics. 
Intended for the rural or agriculture 
colonies in the deep range, this com-
pany saw great success as forward 
scouts and targeted strike teams. 

 This unit has 1 

 The first Melee attack 
from this unit in each combat 

 This unit’s gains +2 AP 

 Unit gains +1 AP to 
all Skill checks in combat for 

 Unit can re-roll 
1 failed Melee Skill Check each 

SPACE INFANTRY TRAITS
  Squad Leader 

gains +1 AP to all Command Skill 

 This unit gains +1 AP 

 This unit gains +1 AP to 

 This unit gains +2 AP to 

 Modify the Range roll 

SqS 04SqS 04SqS 04SqS 04SqS 04
LEADER

CORE UNITS

SUPPORT UNITS

VEHICLES

65TH COMPANY

REINFORCEMENTS

The 65th company are trained in close 
quarters combat and ranger tactics. 
Intended for the rural or agriculture 
colonies in the deep range, this com-
pany saw great success as forward 
scouts and targeted strike teams. 

COMPANY TRAITS
Bull Strength: This unit has 1 
extra wound.
Charge: The first Melee attack 
from this unit in each combat 
round gains +2 AP.
Fearless: This unit’s gains +2 AP 
on Morale Checks.
Battle Fury: Unit gains +1 AP to 
all Skill checks in combat for 
each wound it has.
Weapon Master: Unit can re-roll 
1 failed Melee Skill Check each 
Combat Phase.

SPACE INFANTRY TRAITS
Aide-de-camp:  Squad Leader 
gains +1 AP to all Command Skill 
Checks
Marksman: This unit gains +1 AP 
to all Fire Skill Checks.
Brawler: This unit gains +1 AP to 
all Melee Skill Checks.
Runner: This unit gains +2 AP to 
all Advance Skill Checks.
Tactician: Modify the Range roll 
by 1, up or down.

Name: Status:
Trait:

XP:Cost:

Cost: XP: Fire Team A Status:
Trait:

Cost: XP: Fire Team B Status:
Trait:

Cost: XP: Assault Team A Status:
Trait:

Cost: XP: Assault Team B Status:
Trait:

Cost: XP: CQC Status:
Trait:

Cost: XP: Shotgun Status:
Trait:

Cost: XP: Sniper Status:
Trait:

Cost: XP: Heavy Weapon Status:
Trait:

Cost: XP: Flamer Status:
Trait:

Cost: XP: Zero-G Team A Status:
Trait:

Cost: XP: PIllum Status:
Trait:

Maiko Squad 65th Company SqS 04

Green Recruit

Line Recruit

The 65th company are trained in close 
quarters combat and ranger tactics. 
Intended for the rural or agriculture 
colonies in the deep range, this com-
pany saw great success as forward 
scouts and targeted strike teams. 

 This unit has 1 

 The first Melee attack 
from this unit in each combat 

 This unit’s gains +2 AP 

 Unit gains +1 AP to 
all Skill checks in combat for 

 Unit can re-roll 
1 failed Melee Skill Check each 

SPACE INFANTRY TRAITS
  Squad Leader 

gains +1 AP to all Command Skill 

 This unit gains +1 AP 

 This unit gains +1 AP to 

 This unit gains +2 AP to 

 Modify the Range roll 

SqS 04SqS 04SqS 04SqS 04SqS 04

LEADER

CORE UNITS

SUPPORT UNITS

VEHICLES

65TH COMPANY

REINFORCEMENTS

The 65th company are trained in close 
quarters combat and ranger tactics. 
Intended for the rural or agriculture 
colonies in the deep range, this com-
pany saw great success as forward 
scouts and targeted strike teams. 

COMPANY TRAITS
Bull Strength: This unit has 1 
extra wound.
Charge: The first Melee attack 
from this unit in each combat 
round gains +2 AP.
Fearless: This unit’s gains +2 AP 
on Morale Checks.
Battle Fury: Unit gains +1 AP to 
all Skill checks in combat for 
each wound it has.
Weapon Master: Unit can re-roll 
1 failed Melee Skill Check each 
Combat Phase.

SPACE INFANTRY TRAITS
Aide-de-camp:  Squad Leader 
gains +1 AP to all Command Skill 
Checks
Marksman: This unit gains +1 AP 
to all Fire Skill Checks.
Brawler: This unit gains +1 AP to 
all Melee Skill Checks.
Runner: This unit gains +2 AP to 
all Advance Skill Checks.
Tactician: Modify the Range roll 
by 1, up or down.

Name: Status:
Trait:

XP:Cost:

Cost: XP: Fire Team A Status:
Trait:

Cost: XP: Fire Team B Status:
Trait:

Cost: XP: Assault Team A Status:
Trait:

Cost: XP: Assault Team B Status:
Trait:

Cost: XP: CQC Status:
Trait:

Cost: XP: Shotgun Status:
Trait:

Cost: XP: Sniper Status:
Trait:

Cost: XP: Heavy Weapon Status:
Trait:

Cost: XP: Flamer Status:
Trait:

Cost: XP: Zero-G Team A Status:
Trait:

Cost: XP: PIllum Status:
Trait:

Maiko Squad 65th Company SqS 04

Green Recruit

Line Recruit

LEADER

CORE UNITS

SUPPORT UNITS

VEHICLES

COMPANY

SPACE INFANTRY TRAITS
Aide-de-camp:  Squad Leader 
gains +1 AP to all Command Skill 
Checks
Marksman: This unit gains +1 AP 
to all Fire Skill Checks.
Brawler: This unit gains +1 AP to 
all Melee Skill Checks.
Runner: This unit gains +2 AP to 
all Advance Skill Checks.
Tactician: Modify the Range roll 
by 1, up or down.

Name: Status:
Trait:

XP:Cost:

Cost: XP: Status:
Trait:

Cost: XP: Status:
Trait:

Cost: XP: Status:

Cost: XP: Status:
Trait:

Cost: XP: Status:
Trait:

Cost: XP: Status:
Trait:

Cost: XP: Status:
Trait:

Cost: XP: Status:
Trait:

Cost: XP: Status:
Trait:

Cost: XP: Status:
Trait:

Cost: XP: Status:
Trait:

Squad: SqS 03SqS 03SqS 03SqS 03SqS 03

COMPANY

Trait:

REINFORCEMENTS
Green Recruit

Line Recruit

1x 8.5” x 11” SINGLE SIDED 
Squad Coop Sheet

Exchange Resources (1CP): Any 
number of Resources can be ex-
changed between Groups A and B.

Redeploy (1CP): Move one single 
Unit from the Active Group to the oth-
er. The moving Unit will skip the cur-
rent Combat Turn. Rotate that Unit 
card 90 degrees as a reminder. At 
the end of the Combat Turn, rotate the 
Unit Card to the upward position and 
move it to the destination Group.

Suppressing Fire (1 CP): One or 
more FIRE Success Levels gained 
in this Combat by the Active Group 

(regardless the current Range) can 
be spent as “-1AP” modifiers for the 
wound generation against the units of 
the other Group; place one -1AP mod-
ifier for each SL on one Enemy Unit in 
the other group. 

Supporting Fire (1CP): one or more 
FIRE Success Levels gained in this 
Combat by the Active Group (regard-
less the current Range) can be direct-
ed against the Enemies of the Other 
Group.

Flanking Maneuver (1CP): Units 
in the Active Group may make AD-

VANCE skill checks in place of their 
Fire or Melee skill checks. Spend two 
ADVANCE Success Levels gained by 
the Active Group to move one Enemy 
Unit from the Enemy Group facing 
the Non-Active Group, to the Enemy 
Group facing the Active Group.

Advance Support (1CP): Spend 
one or more FIRE SLs gained in this 
Combat by the Active Group (regard-
less the current Range) to modify the 
next Range Determination Roll of the 
Non-Active unit up or down by one 
per SL spent.

Support Orders (20.3.2)

Advance Tactics
RN Effect

1-
Squad B is surprised: Enemy 
Group 2 gains +1AP in the 
first combat round.

2-3 No Effect

4 +/-1 Modifier to the setup 
Range Determination

5+ +/-2 Modifier to the setup 
Range Determination

Flank Tactics
RN Effect

1- Squad B is delayed one turn.

2-3 No Effect

4 Move an enemy unit from one 
Enemy Group to the other.

5+

Choose one: Gain +1 AP on the 
first Combat Round OR move 
an enemy unit from one Ene-
my Group to the other.

Rearguard Tactics
RN Effect

1- Squad B is delayed one turn.

2-3 No Effect

4
Squad leader gains 1 CP. Place a 
CP Marker on the Squad Lead-
er’s card.

5+
Set Combat Range to fire for 
the first combat round. Squad 
B Gains the “Take Cover” order.
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Space Infantry: Resurgence Sheet 01 of 03 Front
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1x 8.5” x 11” DOUBLE SIDED 
Map Sheet

1x 11” x 17” Double Sided War 
Theater Map Sheet

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

12 x 8.5” x 11” SINGLE SIDED 
Mission Sheets

SB01 - SB04
H001 - H008

SPECIAL NODE TABLE

Mission SB01 : Base Assault
MilSpec Intel called this planet LB33-X, but the SI just call it Can 
Town. Deep in the Cyber Frontier, our colonists are being herd-Town. Deep in the Cyber Frontier, our colonists are being herd-Town. Deep in the Cyber Frontier, our colonists are being herd
ed into massive factories, each of them guarded by fortress 
bastions.  A coordinated strike at both the factories and the 
fortress bastions is the only way to get this thing done before 
the fleet is blown out of orbit. And we picked the short straw. 
We need to infiltrate the Command Center of the central Bas-
tion, and “disrupt” communications to the rest of the network. 
And by “disrupt”, they mean melt every canner we find into 
molten slag. Some-days, the job is good.

Mission Essentials

Map
Use Mission Map S07. Disregard all rules present on 
the map sheet and use the objectives and rules pres-
ent on this sheet.

Objective
Find the Command and Control station 
for the Central Fortress node “I” and 
resolve the event.

Special Node Pool
Create the Special Node pool by Card “I”  and two 
additional Special Node Cards chosen randomly from 
“E”, “G”, and “T” (See Special Node 5.5.1).

Its the Command and Control station, and of course its heavily guarded. Don’t they 
have anything better to do!? Event [Auto/B]

Well this is a problem, MilSpec Intel’s target package said this was a surveillance 
nexus. NOT a 3 meter thick guard bunker. Someone is going to get a strongly 
worded letter about this. Written on my BOOT! Event [Auto/Building] See 23.3

It’s some Chemicals Storage tanks. Great for causing distraction when proper ex-It’s some Chemicals Storage tanks. Great for causing distraction when proper ex-It’s some Chemicals Storage tanks. Great for causing distraction when proper ex
plosive persuasion is applied. We’ll have to deal with the guards first though. Event 
[6/A]. If resolved, change event string on Node “I” to [Auto/A+1]

We’ve found one of their Weapon Depots! All those wonderfully shiny explosives 
just sitting there. It’d be a crime to just leave them...right? Event [3+/A]. Immedi-
ately Gain 2 Grenade Resource Counters is successfully resolved.
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15x 5.5” x 8.5” SINGLE SIDED 
Enemy Race Sheets

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

This threat is entirely home grown, better or worse. What 
started as a make shift police force come militia out in 
the deep ranges, has become the largest para-military 
organization in the United System. We were grateful for 
the patrol support until they began getting notions of 
secession and independence. After a brutal and perhaps 
over-zealous punitive action from the SMC, they calmed 
down... we thought. Now they’re back, in force, and with 
a legitimate grudge. Time for more punitive action. 

Range Table
RN Set M F
0-1 M M M
2 M M M

3-4 F F F
5+ F F F

Enemy Presence Table
RN Class A Class B Class C
0 1 Soldier 2 Soldiers 2 Soldiers, 1 Assault
1 2 Soldiers 2 Soldiers, 1 Sergeant 2 Soldiers, 1 Assault
2 2 Soldiers 2 Soldiers, 1 Sergeant 3 Soldiers, 1 Assault
3 2 Soldiers 3 Soldiers, 1 Sergeant 3 Soldiers, 1 Assault
4 3 Soldiers 3 Soldiers, 1 Sergeant 3 Soldiers, 1 Sergeant, 1 Assault
5 3 Soldiers 4 Soldiers, 1 Sergeant 3 Soldiers, 1 Sergeant, 1 Assault
6 4 Soldiers 5 Soldiers, 1 Sergeant 3 Soldiers, 2 Assaults
7+ 5 Soldiers 5 Soldiers, 2 Sergeants 4 Soldiers, 2 Assaults

Reinforcements: When you check 
for a Class A encounter on a Node, 
roll an additional RN. If the value 
is 5+, replace the soldiers with the 
same number of Battledrones. 
Gain 1 additional XP when facing 
Battledrones.

2x 5.5” x 8.5” SINGLE SIDED 
Enemy Boss Sheets
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Emerging from the Callus rift, this thing has grown to well over 3 
kilometers long, and seems to be feeding on the planet itself.

Range Table
RN Set M F
0-1 F F F
2 M M F

3-4 C M M
5+ C C C

C: Charge - The Beast burrows into the ground, then explodes 
out in a frontal assault at near Mach 1. Range C is conducted 
at Melee range but the Elder Leviathan receives +1 AP to each 
attack it makes.
Mission 04 AL3 -  During encounters outside the Lair, only the 
Mouth will attack and may be attacked.

12x 6” x 6” DOUBLE SIDED 
Hive Tiles

12x 2.75” x 4.75” Basic 
Mission Selection Cards S001 

- S012
Mission: S001

Mission Type:

SURFACE
» Objective: Explore all three mission 

nodes.

» Draw from the Mission Deck until 
you reveal an Encounter. Resolve it 
immediately after setting up your current 
mission, then reshuffle all drawn cards 
back into the deck.

» Mission Node Event String Increase: 
5+/B >>> 4+/B

Alert Level  Alert Level  2

Alert Level  Alert Level  3

8x 2.75” x 4.75” Hive Mission 
Selection Cards H001 - H008

Mission: H001
Mission Type:

HIVE
» Objective: Recon the cave network by 

getting 3 Recon Points (RPs). 
» See Scenario Sheet H001.

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

» “E” Node Event String Auto B/(-1) 

» Add a Second “Blank” node to the 
Special Node Pool.

» You Need 4 RPs to win.  

Alert Level  Alert Level  2

Alert Level  Alert Level  3
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4x 2.75” x 4.75” Steel Bones 
Mission Selection Cards SB01 

- SB04
Mission: SB01

Mission Type:

SURFACE
» Objective: Reach Special Node “I” and 

resolve the Event.
Scenario Special Rules

» Map: 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

19x 2.75” x 4.75” Encounter 
Cards

ENCOUNTER
AL 2

HIdden Patrol
» Activate all units with the ADVANCE 

skill. 
» Make an ADVANCE skill check for 

each activated unit. 
» If more than 1 unit fails to get at 

least 1 ADVANCE SL, one of your 
units (your choice) suffers 1 wound.

7x 2.75” x 4.75” Location 
Cards

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 1 enemy to the combat for each 
Uncovered (Collapsed) tunnel space.

19x 2.75” x 4.75” Scenario 
Cards

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 using 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 FE02
» VP <= 3 - AL 1, Proceed to FE03
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8x 2.75” x 4.75” Horde Cards

Starting 
Assets:

6 Resource Points
30 Squad Points

20 Building Points

INterwave 
Assets:

5 Squad Points
20 Building Points
Final Wave:

1 Queen, 5 Scouts

Horde: 001:
Flesh Eaters 1

Enemy activation
RN I II III
1- LA LA AA
2 RA RA A

3-5 A A A
6+ AA AA AA

Wave Composition
D 4 Scouts
S 1 Warrior, 4 Scouts
E 5 Scouts
B 2 Warrior, 2 Scouts

31x 2.5” x 3.5” Player Unit 
Cards

3x 2.5” x 3.5” Steel Bones Unit 
Cards

45x 2.5” x 3.5” Xeno Mind 
Cards

23x 2.5” x 3.5” STRATOP Cards

116x 2.5” x 3.5” Enemy Unit 
Cards

F

M

4

3

Tentacles: 
If this card 
activates with a 5+ 
RN, target unit is 
Grappled

Unearthly Speed: 
+1 AP on all Melee 
Attacks

Cthonians: Adult TYPE: II
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Cthonians

• 9x Mercenary Cards
• 19x Flesh Eaters - Xenotype Cards
• 6x Void Spiders Cards
• 3x Grav Tank Cards
• 9x Dark Faith Cards
• 4x Battledrone Cards
• 9x Flesh Eaters Cards
• 3x Titan Cards
• 9x Cthonian Cards
• 8x Beast Masters Cards
• 9x Mutant Cards
• 4x Armored Building Cards
• 12x Dark Roots Cards
• 12x Cybers Cards

7x 2.5” x 1.75” Space Nodes7x 2.5” x 1.75” Space Nodes

10x 2.5” x 1.75” Underground 
Nodes

7x 2.5” x 1.75” Passage Nodes7x 2.5” x 1.75” Passage Nodes

14x 2.5” x 1.75” Indoor Nodes

19x 2.5” x 1.75” Outdoor Nodes

24x 2.5” x 1.75” Hive Nodes
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4x 2.5” x 1.75” Hive Cave IN 
Nodes

HIVE

CAVE IN!

10x 2.5” x 1.75” Special Nodes10x 2.5” x 1.75” Special Nodes

10x 2.5” x 1.75” Scenario 
Location Nodes

SCENARIO

LOCATION NODE:
THE NEST

62x 2.5” x 1.75” Mission Nodes

• 4x Mission S001 Nodes 
• 8x Mission S002 Nodes 
• 2x Mission S003 Nodes 
• 10x Mission S004 Nodes
• 3x Mission S005 Nodes
• 4x Mission S006 Nodes
• 4x Mission S007 Nodes
• 4x Mission S008 Nodes
• 4x Mission S009 Nodes
• 6x Mission S010 Nodes
• 7x Mission S011 Nodes
• 6x Mission S012 Nodes

14x 2.5” x 1.75” War Theater  
Nodes

• 9x Mission WT 01 Nodes
• 5x Mission WT 02 Nodes

2x Dice
1x 1x
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2x 22” x 17” Single Sided Map 
Sheets

Forming UT01 Ultra Map

1x 8.5” x 11” SINGLE SIDED 
Campaign Sheet

C007

3 x 8.5” x 11” SINGLE SIDED 
Mission Sheets

PG01 - PG03

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

1 2 3 4
Warp Field Track

Range Table
RN Set M F
0-1 T M T
2-3 F F M
4-5 M T F
6+ T F F

Flame Immunity- This thing, whatever else it is, its made of 
fire. Don’t bring a flame thrower. No Node on this creature 
may be wounded by Flame Damage.
Fear [2]-  Something is... Screaming, in your Mind. Looking at 
this thing, let alone fighting it fills your Squad’s minds with 
terror. During the action point allocation step of the first 
round of combat, each unit must make a Morale check at -2. 
If you fail, the unit is Shaken. See 7.5.
Warp Field- This thing isn’t from our universe, and its affecting 
everything around it. When setting up, place a Multipurpose 
Counter on the Warp Track in space 1. Cancel a number of 
Wounds in each Zone equal to the current position of the 
counter on the Warp Track when assigning wounds.
Stunned: One Unit may not Activate next turn. Mark that Unit 
with a Multipurpose counter as a reminder.

T: Daemon Fire- The fire of 
its body grows stronger and 
brighter... Move the Warp 
Field counter up 1 Space on 
the Warp Field Track, add -1 
AP to your entire Squad.
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4x 2.75” x 4.75” Planet Cards

1x 2.75” x 4.75” Nightmare 
Mode Card

1x 2.75” x 4.75” Mission Card

12x 2.75” x 4.75” Encounter 
Cards
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3x 2.5” x 1.75” Nightmare 
Space NodesSpace Nodes

6x 2.5” x 1.75” Nightmare  
Underground NodesUnderground Nodes

4x 2.5” x 1.75” Nightmare 
Passage NodesPassage Nodes

8x 2.5” x 1.75” Nightmare 
Indoor Nodes

8x 2.5” x 1.75” Nightmare 
Outdoor Nodes

6x 2.5” x 1.75” Nightmare Hive 
Nodes

12x 2.5” x 1.75” Jungle Biome 
Nodes

12x 2.5” x 1.75” Urban Biome 
Nodes
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12x 2.5” x 1.75” Desert Biome 
Nodes

12x 2.5” x 1.75” Ice Biome 
Nodes

10x 2.5” x 1.75” Mission S018 
Nodes

10x 2.5” x 1.75” Equippable 
Cards
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REPLACEMENT PARTS

S008 Mission Card Front
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TEMPORARY PRINTABLE 
REPLACEMENT PARTS

S008 Mission Card Back
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TEMPORARY PRINTABLE 
REPLACEMENT PARTS
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1 2 3 4
Warp Field Track

Range Table
RN Set M F
0-1 T M T
2-3 F F M
4-5 M T F
6+ T F F

Flame Immunity- This thing, whatever else it is, its made of 
fire. Don’t bring a flame thrower. No Node on this creature 
may be wounded by Flame Damage.
Fear [2]-  Something is... Screaming, in your Mind. Looking at 
this thing, let alone fighting it fills your Squad’s minds with 
terror. During the action point allocation step of the first 
round of combat, each unit must make a Morale check at -2. 
If you fail, the unit is Shaken. See 7.5.
Warp Field- This thing isn’t from our universe, and its affecting 
everything around it. When setting up, place a Multipurpose 
Counter on the Warp Track in space 1. Cancel a number of 
Wounds in each Zone equal to the current position of the 
counter on the Warp Track when assigning wounds.
Stunned: One Unit may not Activate next turn. Mark that Unit 
with a Multipurpose counter as a reminder.

T: Daemon Fire- The fire of 
its body grows stronger and 
brighter... Move the Warp 
Field counter up 1 Space on 
the Warp Field Track, add -1 
AP to your entire Squad.
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