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SHAEE NN RESURGENCE

COMPONENTS LIST

7x 11" x 17" Double Sided Map B @i §rad LT CRIGELRNTET,
Sheets Theater Map Sheet

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

12 x 8.5" x 11" SINGLE SIDED

Mission Sheets
SBO1 - SB04
HOO01 - HOO8

Milsnec hte! Hsdh/s alonet LS33-K, but the §) iust cal.
Tourr. Deen ontier our Colon'sts are ed-
ed TR et g
asfiors. 4 Loordinoted rike o bath e foctories and th
Faress bastians is the ool way to gex this thing dane before
the fleetis blown out of o bic. &d v picked the she. t surave,
We reed ca infilurate the Zommand Certer of the cent-ol Bos-
o the rest of the netwark.
oy canner e find o
ad

Mission Essentials
Ma

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

Objective
Fndthe Cov mand anc Cort-al swatian
“or the Central Fartrass nade " and

1 8 5" 1 1 ” D o u B E SI D E D . i
x L] x L Special Node Pool
{reae the Special Node pool by Ca=d 1" a1 d two

addtional Special Nde Cards chasen rendamly from

%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
bave anything herrer T de? Event (Auto/8)

asureilnce
astongly
ing) See 23.3

1t's some Cheomicals Storage tanks, Great for cousing distraction vie’ p-oper ex-
plosise persuasion i< appuea. \iel hove to deal with the cuards firsr thavgh, Event
[6/). f resalved, ehange event string an Nade “I" to [Auta/A+1)

We've “ound ooe f their ¥ Depots! Al thoss
utelboermifcl avicdest it v e, i Event [BOIA] Immedr
ately G

el this s 6 aroblem. AtlSpe: Intel's rorget pocege stid
rexus NIT &3 meter ek suard unker Someane  gol
sworded lorce ou (3%, WFkie) o) oy BT Evertt [Auto/Bui
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SHANEE NFNNTRY RESURGENCE

COMPONENTS LIST

15x 5.5" x 8.5"” SINGLE SIDED
Enemy Race Sheets

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

- S012

This number includes the Mercenary Enemy

Race Sheet which is missing in some games.
MISSION: SO?

mission TYPE:

SURFACE

» Objective: Explore all three mission
nodes.

RANGE TABLE  Reinforcements: When you ch

RN__Set M_F fo ter o

01 M MM

MM
F Gai
F

2 M
34 F _F
5+ F F
ENEMY PRESENCE TABLE
RN Class A Class B Class C
0__1Soldier 2 Soldiers. 2 Soldiers, 1 Assault
2Soldiers.... 2 Soldiers, 1 Sergeant 2 Soldiers, 1 Assault
2Soldiers 2 Soldiers, 1 Sergeant 3 Soldiers, 1 Assault
2 Soldiers .3 Soldiers, 1 Sergeant 3 Soldiers, 1 Assault
3 Soldiers 3 Soldiers, 1 Sergeant 3 Soldiers, 1 Sergeant, 1 Assault
3 Soldiers 3 Soldiers, 1 Sergeant, 1 Assault
45Soldiers 5 Sol 3 Soldiers, 2 Assaults
+ 5 Soldiers 5 Soldi ergeants 4 Soldiers, 2 Assaults

ALERT LEVEL a ,p"]

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

Battledrones.

3

»

Draw f Mission Deck until
you reveal an Encounter. Resolve it

back into the deck.

This group contains a duplicate S006.
The duplicate contains the watermark “Mis-
| sion 62” in the lower right of the card
The card with the watermark “Mission 62”
This should read as S008
Bad Card Good Card

mission: Soo6 mission: sooe

Y LI

SURFACE SPACE

» Objective: Destroy the ammunition Objective
stores bg complete the Event String :
on both DEPOT Nodes

|
|
|
|
|
|

12% 6" x 6" DOUBLESIDED | “iiscac
|
|
|
|
|

Mission 62

iv_e Tiles

3

0" EVENT: Aista Radiation. Allacate
RANJ2 wourds to your squad.
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mission: Hom

miSsion TYPE:
HIVE

» Obijective: Recon the cave network by
getting 3 Recon Points (RPs).

» See Scenario Sheet HOO1.

=

» Add a Second “Blank” n-ode tothe
Special Node Pool.

» You Need 4 RPs to vgln
_‘.‘_!\.i"' A
Replace a “Blank” Node with an “E”
Node.
“E” Node Event String Auto B/(-1)

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

-SBO4

missian: sSsom

miSSION TYPE:

SURFACE

Obijective: 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

8x 2.75" x 4.75"” Hive Mission
Selection Cards I_-I(!H - HOO08

SHAEE NN RESURGENCE

COMPONENTS LIST
19x 2.75" x 4.75"” Encounter

CNCoOUNTER
AL2

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

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.
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SHAEE NN RESURGENCE

COMPONENTS LIST

19% 2.75” x 4.75"” Scenario 3x 2.5" x 3.5" Steel Bones Unit
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

Scen 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

FL?sh aters have the FEAR special
rule.

SCENARIO RESOLUTION

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

HORDE: 001
FLESH EATERS

STARTING INTERWAVE
ASSETS: ASSETS:

6 Resource Points 5 Squad Points
30 Squad Points 20 Building Points
20 Building Points e ave:

10Queen, 5 Scouts

WAVE COMPOSITION
4 Scouts

1 Warrior, 4 Scouts
5 Scouts
2 Warrior, 2 Scouts

ENEMY ACTIVATION
1 ] 1}

LA LA
RA RA
A A
AA  AA

Cards

Copyright © 2020 Lock ’n Load Publishing, LLC. All Rights Reserved. Rev 4

45x 2.5" x 3.5” Xeno Mind
Cards

Tue HORDE

STRATEGIC STRATEGIC
OFTIOMN OFTION




7x2.5"x1.75" S

SHAEE NN RESURGENCE

COMPONENTS LIST

116x 2.5" x 3.5" Enemy Unit

Cards

TYPE:I

I TenTAcLES:
IF THIS CARD
ACTIVATES WITH A 5+
RN, TARGET UNIT IS
GRAPPLED

UNEARTHLY SPEED:
+1 AP ON ALL MeLee
ATTACKS

CTHONIANS

» O

A

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

==
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SHAEE NN RESURGENCE

COMPONENTS LIST
24x 2.5" x1.75"” Hive Nodes 62x 2.5” x 1.75"” Mission 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 SO008 Nodes
4x Mission SO009 Nodes
6x Mission SO10 Nodes
7x Mission SO11 Nodes
6x Mission SO12 Nodes

14x 2.5" x 1.75"” War Theater

10x 2.5" x 1.75"” Scenario
Location Nodes

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

2x Dice

1x
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SHAEE AR RESURGENCE

EXPANSION PACK COMPONENTS LIST

2x 22" x 17" Single Sided Map 3 x 8.5" x 11" SINGLE SIDED

Sheets Mission Sheets
Forming UTO1 Ultra Map PGO1 - PGO3

[Mission UTO1: Extremis Ultra

i Jo con RO Vit D 20T e~ 707 ) the D Der o ery. 112y ool hod 11 €har e 10 i
w0 wiards: Dlaneton £ ort-ess. It wos mo ked Carensis Litro. The anly ofber ncident of s cade being
wssed vios uring th encounter wit: the Clesh Eater queen durlg the frst cantart war, Whatewe: ey
fating down there, they now bave our FULL aterttion

Webe insesting you from ot nd el b 1o ke you: way 1o che fortess cn oot Pac enaug’
gew for o loog exoect w supplement. Your shie wil make 6 close
puss auer the DP Zore but we wo't Fove Hng enough P A
e pothfinder teom, we oy risk ficping our pand before vie®e eadly.

Goad Hupting Commander, & diffeule misslon yr

Mission
Base Hive Node Requirements 2
- Scout. 3

will 5 pour.

Object

j e
You must resalive tae Commande- event hafare trn 42

Scenarlo Speclal Rules \

Anvytim
ycu e e b svemrot (sed o s i sl be >+ Sl (iDearaie
Cere aner-ides any ane of ese, Use t e Scenarla Rl arinted an the Scensta car
1. AKnesm Quantity: This Missian uses the Dark Faitt 31d ercensry Enemy Races. Gather their carr
par ente nearhy. All Camhat e ts an fitaor Nadks are resolved Me-zenary Exemy Race Sreet
g her Nan-Hfission Zambal Zvenls ére resalved using e Dark Failh Semy Race
2. Security Latk: Drey 00 of e s ey foriress e eyt
oo 2 piy L frtiely. ol o s toel »mr/uh.ﬂ o
00 00 10 Yo 0 vissir Yol Fyow
L e e e ot L Vi have Lok s on 6 o, Thece e ora Unscsbts bk
the assaciztad Sec.ty Code
Security Codes: The enesy base is - ied dow wth quantur level e
7855 okt If ot wart ity cay medrs o e, you
waodes ont Litra Map certan Securty Cade cons.
When a Squad raves - a Nade wita  Security N-de ‘can, place 3 Mdpurpase caunter an the
matching ican an the tacking sheet. Cnce dane, vaLr squad ay mave <n thes that cantain the
matching ca.or Lack Every Cime » 5cusd maves an & Line with alazk of the s2me color as the cade
yeu have aceulred, rall an RN, 7n 3 5+ trgger a lase & Event efore attempring taresabve the nade
Uara try'r g ta aceen. ar noving fa the already recalved ade
E=ii==2 1 4. Bas Seaure: T ey 5 v < ot s of e mlrmenic
B S0 e s ke 2y 0 (ot e B b e,y e
7 o s o T A
“her, e’ your squad maves cn a line with che of thase icor s, Activate your Lrits anc make Ac-
var ce SkiL Checks. I you ganerate lass -var £ 5Ls, assign 2 waunds ta your Squad
S o @I et g Aok orction of excic 5t
e koo tFe LI s bec tryng ic [CLASSIFIED) ot (CLASSIFIED)] cu vilsreciel
A o e ihen yo wigor 12 Commander Epéounier Rl for 3 Clacs CEncounter
S Dok P 83 0 e ET ol 2dd e Boarncn - 1hs ey orcon

w

uptizn 03 il nas erticol 6
Lnave to fiaa e cage:

Wity

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

EREMY: WARFAITE - GREATER DEMEN

WARP FieLD TRACK

1x 8.5" x 11" SINGLE SIDE

|

|

|

|

|

Campaign Sheet I
007 i

|

|

|

|

|

~The Devil Betwean: The Decp Periphery ory Lovl Table
Y2632 At Acan Bt 11
R et ctora v pearior
P (it e A el el i
et Rl 2
e i s et A o o o1 oo St o
ST S
B e
T o e e ST
RANGE TABLE =
SCENARIO SEQUENCE il eeedllos YRR
CAMPAIGN LOG RSat
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[+ oo ] e T
T [ ey
2 X Pt e
5 s ) e
5 Slier— wl [ o [me e
s A v e e
. B R T
e 23ur s
5 g [ e
O E S ™ B [ ooy
Sl T Nors uﬁ"x,.ng.mm e L —
. & v = Aieentsxs | ALzeventx3
AL3 Event 2
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Pl Up (012 STRATOP Carcl per MIsias, 2vea when attermpting a misiin vy 2 Urspent Resources
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4x 2.75" x 4.75" P’laﬂet 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 1 Science SL
all Medical Treatment rolls receive -1
Modifier during Mission Debriefing.

BENEFIT

You receive +1 VP.

1x 2.75" x 4.75” Nightmare

Mode Card

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

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.

SHAEE INFANURY RESURGENCE

EXPANSION PACK COMPONENTS LIST

1x 2.75" x 4.75" I\l!isiion 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

mission: uTo

misSsion TYPE:

SURFACE

Lock Objectives
Code Event

Security

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

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

When you trigger the Commander
Event, use the Greater Daemon

Boss Sheet.

12x 2.75" x 4.75" Encounter

Cards_

CNCOUNTCGR
AL

Death Mark

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 +1to the RN roll.

Remains in play until you resolve a

combat against the Mercenaries.
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SHAEE AR RESURGENCE

EXPANSION PACK COMPONENTS LIST

3x 2.5" x 1.75" Nightmare 8x 2.5" x1.75" Nightmare
Outdoor Nodes

6x 2.5" x1.75” Nightmare
Udr round Nodes

4x 2.5" x1.75” Nightmare 12x 2.5" x 1.75" Jungle Biome
Passage Nodes

8x 2.5" x 1.75" Nightmare 12x 2.5" x 1.75" Urban Biome
Indoor Nodes

Copyright © 2020 Lock ’n Load Publishing, LLC. All Rights Reserved. Rev 4



SHAEE INFANURY RESURGENCE

EXPANSION PACK COMPONENTS LIST

12x 2.5" x 1.75"” Desert Biome 10x 2.5" x1.75" Equippable
Cards

1 :'| SSIE!SJ]_@HJ@TE
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SHAEE NN RESURGENCE

TEMPORARY PRINTABLE
REPLACEMENT PARTS

S008 Mission Card Front

mission: soms

mission TYPE:

SPACE

» Objective: Repair three power

couplings

_ALERT LEVEL _?
During EEh.lp.Na:Id a second Specia

ode "E"

3

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

“D" EVENT: Auto Radiation. Allocate
RN/2 wounds to your squad.

Copyright © 2020 Lock ’n Load Publishing, LLC. All Rights Reserved. Rev 4



SHAEE NN RESURGENCE

TEMPORARY PRINTABLE
REPLACEMENT PARTS

S008 Mission Card Back

— —_—
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SHACEE INEANUTRY RESURGENCE
TEMPORARY PRINTABLE
REPLACEMENT PARTS

S))Nessy Z ‘sJalp|os & sjueadiag z ‘sJalpjoS G SJAIPIOS G +L
SINesSY Z "SJ3IPoS € JUeaBIas [ 'SIAIPI0S & SIAPIOSH 9
}Nessy [ JUesBIsS [ 'SISIPIOS £ JUP3dIsS [SIPIPIoS Yy SIIPIOSE  §
NNessy [ JUessIag [ 'SIBIPI0S € JUeS3IsS [ 'SISIPI0S E  SIPIOSE ¢
1NessY [ "SJ3Ip[oS € JUe38 a5 [ 'SISIPIOS € SIAPOS T €
JNessy [ 'sIaIp1os € WeasIag [ 'SIBIPI0S Z SMPIPIOS T ¢
JNessy [ 's1alp1os Z JUes81ag [ 'SISIP0S Z  SIBIPIOS T |
TNessy | "SJI31pjoS 7 SIBIPIOS Z
JSsep) g55ep V'ssep Nd
378V1 JIN353d AW3N3
"Sauo.pajed 4 4 +5
Buiey uaym dx Jeuonippe | uien d 4 uE
"S3U0.pa)Ieg JO Jaguinu awes W W z
3y} YuMm sJaiplos ayy adeydad 4GSl
ameA 3y 4| "NY JeuoiIppe ue ol W w 10
‘3PON B U0 133UN0Jua Y Sse)) e 10y W 185 Nd
3232 NOA U3y :SpUBWIBII0UIBY J78V1 JINVY

* - -e AR ]

"uonde aapiund aJow Joj awi] 3

UIM pue ‘32404 Ul Yoeq ad,Aayl moN "3ySnoyi am " umo
pawned Aayy ‘IS 3yl Wo.j uonde aAiund snojeaz-Jan
sdeyJad pue jeiniq e 131y "3auapuadapul pue uojssadas
Jo suopou Sunad uedaq Aayy Jaun 1doddns joaied ayy B
10} Ny33e48 3uam 3 "WwiasAs panun ayy ul uoneziued.io
Ateyniw-eed 3sadue) ayy awodaq sey ‘sagued dasp ayy
Ul 3N0 BljIW W03 32404 3dnod HIYs ayew e se paliels
1eUM "3SJ0M 10 131330 ‘UMOIS auuoy Aj311ua sl 1ealyy siy |

SJIHYNIJYIW

199YS acey Awauz Areuadiayy

Copyright © 2020 Lock ’n Load Publishing, LLC. All Rights Reserved. Rev 4



ENEMY: DARKFAITH - GREATER DEMON TYPE: -//NO DATA//-

WARP FIELD TRACK - GREATER DAEMON: ELDER RUNE 1 ]

ELnER RUME
WHILE THIS ZONE
HAS AT LEAST
OME HIT POuNT,
THE WaRP FIELD
RULE REMAING IN
| EFFECT.

F g

. GREATERDAEMON:-FREAXE @

ASH WHIP ELDER SIGHT:

WHILE THE ASH +1 AP WHEN

WHI? ZoME HAS & poLLmG MELEE

AT LEAST 1HP . AND FIRE RiNs
Warp LASH:

! REMAINING, L.
i SouaD MeLEE “-——p

I A SKILL CHECK

SkiLL CHECKS iIN b RN = 5+ OME LisaT |
T JIE-.GPND:}F =  d E@;ﬁcn |
~ " GREATER DAEMON: TORSD 21 -
BLLBUVVLY h, T S )
| p " GREATER DAEMON: ARM 21!
F ADLY. 1
- GREATER DAEMON: ARM 2 v — S oo

RATES 2 WounDs

‘“‘_‘J \ DeADLY: L 5

) - .
EACH SL GEME- | -
RATES 2 WOUNDS : ! o

md4E m =
y . 2_1

D - GREATER DAEMON: TORSO .
T: Daemon Fire- The fire of Rl‘% E “‘““E‘_] : l
its body grows stronger and gt o ,
brighter... Move the Warp 0-1 T mMmT NS,
Field counter up 1Spaceon 23 F _F M
the Warp Field Track, add-1 45 M T F —~
AP to your entire Squad. e+ 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 U

may be wounded by Flame Damage. n

Fear (2)- Something is... Screaming, in your Mind. Looking at C—— )
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 B4 Ahiies

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

If you fail, the unit is Shaken. See 7.5.
Warp Field- This thing isn’t from our universe, and its affecting

IF 4 SKILL CHECK
BM = 6+ ONE Ltam

everything around it. When setting up, place a Multipurpose | Emm'l 40
TOALL ZOMES IF
Wounds in each Zone equal to the current position of the THIS ZONE IS

Counter on the Warp Track in space 1. Cancel a number of

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.

im:nucm TOOHP

—




EhnEeeR =EUnEEER

MISSJDN LUTDT
BTEEL SOUL

OBJECTIVE: EXPLORE ALL THREE “?" NODES AND
ELIMINATE ALL ENEMIES THEREIM. THE
BATTLEDROMNE MUST COMPLETE THE MISsION
UNDAMAGED.

Drop ZONE: AFTER SETTING UF THE MISSION,
GEMERATE AN RM. THIS WILL DETERMINE WHICH
MODE MARKER YOU WILL SETUP ADJACENT TO:
RM 2-: ADJACENT NODE MARKER 1

FM 3-4: ADJACENT NODE MARKER 2

RN 5+ ADJACENT MODE MARKER 3

@Hmmu
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MISSION WWTOZ2 I

Striker MAJESTIC l
OeiEcTIVE: MiSSION OBIECTIVES TO FOLLOW ON
MISSION! REACH MARKER “A”, FURTHER MissioN 3
OBIECTIVES WILL BE PROVIDED AT THAT TIME. ‘

Drop ZoME: AFTER SETTING UP THE MISSION,
GEMERATE AN RM. THIS WILL DETERMINE WHICH
MNODE MARKER YOU WILL SETUR ADJACENT TO:
RM 2-: ADJACENT NODE MARKER 1

RM 3-4: ADJACENT NODE MARKER 2

RN B+ ADJACENT MODE MARKER 3
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ARHER 2 _‘.\r ARHER - .
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