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1 INTRODUCTION

In the Year of Darkness, 2029, the rulers of this planet devised the
ultimate plan. They would reshape the Future by changing the Past. The -
plan required something that felt no pity. No pain. No fear. Something
unstoppable, They created the Terminator,

PROLOGUE: FUTURE 2029 AD

John Connor had finally mobilized the regimental fragments of the
Human Resistance into a cohesive fighting force, Battle after battle was
waged and won by these Resistance forces. Human blood covered every
inch of ground that they gained, but the altemative was even worse. The
Machines had to be stopped. SkyNet had to be destroyed.

SkyNet, the self-aware supercomputer, analyzed the oulcome in
seconds; it was going to eventually lose this war. Lose the war in the
Future... but maybe not the Past. Using experimental time displacement
equipment, SkyNet sent its most advanced Terminator, an Infiltrator, back
through time. Its mission was to exterminate the ancestors of humans
that would stand in the way of SkyNet's total victory in the Future.

Connor's forces stormed the Time Lab minutes after the Infiltrators
were senl back in time. After a moment of discussion, the Resistance
mobilized its own squad and stepped through the Time Portal, Their
mission: to save the Future by preserving the Past. Welcome to 1984,

GAME OVERVIEW

The Terminator Collectible Card Game (CCG) brings you and your
friends into the epic struggle between Man and Machine. The Resistance
and SkyNet factions vie for supremacy not only in the Future but also in
the Past. This CCG, unlike others, is specifically designed for not only
standard 1-on-1 dueling through its "Termination Scenario’, but also for an
extensive Multiplayer format supporting an unfimited number of players
through its 'Future War Scenario’.



As the SkyNet player, you are in command of the relentless Terminator
assault units and their insidious flesh covered brethren known as
Infiitrators. To ensure continual cybemetic rule of the Future, you send
your most advanced Infiltrator back through time. Its mission is to destroy
the Resistance of the Future before it even forms in the Past.

As the Resistance player, you are in command of the best soldiers
humanity has to offer, These veterans of the Future do not possess the
raw physical power of the Terminators, but their true power comes from
their shared strength of will and knowledge that the survival of their
species is on the line. There are no options; there is no surrender. They
must win and preserve the Past or the Future will be lost forever,

JOIN THE FIGHT

Each player will need a deck of Terminator CCG cards to play the
game. You can use either a Pre-Constructed Starter deck or build your
own customized deck. Terminator CCG Starter decks are pre-constructed
to ensure that new players will receive everything they require for a
balanced game. The Starter decks consist of 50 fixed cards. Booster
packages contain 1 Rare, 3 Uncommon, and 5 Commen cards. The
Premier Edition of Terminator CCG contains over 350 individual playing
cards. These cards allow you to step into the Terminator universe and join
the fight as either the SkyNet or Resistance player. In the standard two
player “Termination” scenario (recommended for your first game), one
player must use a SkyNet Starter Deck while his opponent uses a
Resistance Starter Deck

In addition to each player's deck, a six-sided die and a selection of
markers are provided with each starter deck. These markers can be
used to keep frack of characters' movement throughout the Battleground.
Designate a character or group of moving characters using one copy of
the marker. Place the same named marker on the card representing their
current location. For hidden movement, use multiple tokens with the
same name to represent different possible locations. The marker with an
“X" on the back represents the actual location of the hidden character.
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Each game is played in a specific game simulation called a Scenario,
The Scenario chosen defines whether you are fighting in the Future or in
the Past, how to set up the game, how many people can play, and the
requirements for victory. In addition, each Scenario’s "Special Notes"
section may also provide special rules that apply only to that scenario,
The Scenario chosen determines the number of Resistance and SkyNet
factions that can oppose each other on the same Battleground.

The Termination Scenario is the official toumament scenario thatis
built for 1-on-1 play, SkyNet vs. Resistance, set in the Past. This Smn@m
replicates the atmasphere and feel of the onginal Terminator movie. Itis a
blood-pumping, shotgun-toting, action adventure ride through the early
1980s.

The Future War Scenario is an advanced game that is built for
intensive Multiplayer action. The number of players is limited only to the
size of your play area and is set in the early days of the Future War. The
newly designed Infiltrator units have successfully infiltrated various
Resistance groups. Not knowing who is truly human and who can be
trusted, the Resistance groups begin to isolate themselves from one
another. This scenario raises the bar for intensive Multiptayer action.

2: CARDS

CHARACTERS

There are 2 types of character cards in Terminator CCG, Main
Characters and Suppoarting Characters. Main Characters represent
important characters from the Terminator universe, It is imperative that
you protect your Main Characters as you lose the game immediately
when you no longer control any Main Characters. Supporting Characters
represent all the secondary characters from Terminator universe that your
Main Characters have the possibility of interacting with. Some examples
are; reporters, police, mechanics and so on,



MAIN CHARACTERS

1 - Name: The name of the card

2-Speed: Speed is an attribute used for two different abilities; Defense
(how hard the character is to hit in combat) and Movement Points (how
many locations a character may mave)

Example: A character with a Speed of 2 has 2 Movement Points and 2
Defense. He can move 2 locations during the Movement Step of the
Staging Ro In addition, anyone altacking him must roll To Hit greater
than 2 in order to actually hit the character

3 - Power: Power is another attribute used for two different abilities:
Damage (the base damage a character inflicts in “hand-to-hand” Close
Combat) and Resistance (how much damage a character subtracts from
it done to him). Close Combat items typically add to a character's
Damage, while Ranged ltems (quns) usually replace it, When a
acter's Power is reduced to 0. the character dies (see page 23 for
consequences of death).

Example: The T-800 CSM-101 attacks (and hits) Sgt. Reese by rolling
higher than Sgt. Reese's Defense of 3. The T-800 CSM-101's Power is 7.
h means his base Damage = Reese's Power is 3, which

his base Resistance Is 3, and so resists the first 3 points of

t. Reese will gain the difference: 7 (Damage) - 3 (Resistance)
4 (Dam Kens gained). Sgt. Reese gains 4 Damage tokens, which
s enough 1o cause death (refer to THE EFFECT OF DAMAGE. page 23),
4 - Resources: Main Characlers possess Resources. Resources
represent characteristics or skills. A character's Species and Faction are
rescurces printed in bold followed by all other resources. Resources
allow a character to be a valid targel for cerlain Events. Resources are
printed in white, Restrictions are printed in yellow. In addition, some
characler resources have a direct effect on game piay. For example only
cnaracters with the SkyNet resource can use SkyNet ltems. See
Appendix A. (page 46) for a complete listing of all resources and
rastrictions. Another example, only Terminator characters that have the
Infiltrator resource can have the Infiltration attribute This attribute is
unique 1o specialized Terminators and grants them special abilities
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5- Effect Text: If a Main Characler has any special rules, they will be
detailed here

6- Regiment ID: Every Resistance character belongs 1o a specialized
fighting unit collectively called a Regiment (refer to Section 6) and every
SkyNet character has a specific Call Sign/Unit ID

T - Caption: The card caption, often a quole from one of the movies,
adds to the flavor of the card, but has no effect on game play

Regiment 1D /



SUPPORTING CHARACTERS

Supporting Characters represent all of the beings that are not Main
Characters. They must be discovered during the course of game play.
They enter play during the Search Round (see Search Round in the Tumn
Summary). In most cases, Supporting Characters are only controlled by
Human Main Characters. However Terminator Main Characters with the
Infiltration attnbute may also control Human (and only Human)
Supporting Characters. To remain controlled, they must remain at a
location with or move with a Human Main Character or a Terminalor Main
Character with the Infiltration attribute at all times. An uncontrolled
supporting character becomes controlled when it is found by a character
who can centrol it, or when it is at a location with one or more characters
that can control it that are owned by the same player.

If @ Supporting Character is ever at a location without a controlling
Main Characer present (for any reason), that Supporting Character
immediately becomes uncontrolled. When your character declares an
attack agains! a Supporting Character that you control, your Main
Characters immediately lose control of that Supporting Character for the
remainder of the game. Uncontrolled Supporting Characters can perform
NO actions whatsoever (unless specifically allowed to by another card)
This includes any action thal requires rotating or taking Free Attacks
While controlled, Supporting Characters can perform any action that Main
Characters can perform (i.e.: declaring attacks, searching moving,
picking things up elc.).

Supporting Characlers may not normally declare attacks against other
Supporting Characters. Human Supporting Characters may not declare
attacks against other Human characters or against Terminators with the
Infiltration attribute unless the character they wish to attack is carrying a
weapon (a Ranged or Close Combat Item) or has already attacked them
previously. Supporting Characlers cannot be forced 1o cause themselves
immediate harm (i.e.. walking through a Raging Infema)

1 - Restrictions: Supporting Characters always have Restrictions that
tell you where {what location) and when (during what time line) the
character can be found. To bring a Supporting Character into play (from
your hand), you must search Locations that possess the Resources

(printed in white on the Location) that match the Supporting Characler's
Restrictions (printed in yellow on the Supporting Character). Some
characters are restricted to Past or Future scenanos, while others can be
found in either time line

Example: Sarah J. Connor has the Restriction "Past - Tech Noir" A
character in a Past Scenario can rotate to declare a search at the Tech
Moir Location to bring Sarah J. Connor into play from his player's hand

2 - Importance: This special rating displays how crucial this character,
his actions, or the actions of his children will be in the Future, The higher
the rating, the more crucial it is to either Terminate or Protect the
individual. Importance is not reduced by damage, but is otherwise treated
as an attribute.
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LOCATIONS

Locations can be compared to scenes in the movies. New locations
are played during the Play Locations step of the Staging round. Character
maovement between locations is discussed in Section 3 Movement Step.
The Battleground is all locations currently in play. Your in-play locations,
lined up in front of you, are your HUD (Heads Up Display). A player must
have a character present at a location lo search it

There are lwo classes of locations: Exterior Locations and Interior
Locations. Exterior Locations are the main type of locations in the
Terminator CCG. They represent various key locations that you will come
across as you travel through the city. All location cards with exactly the
same name represent exactly the same physical location, unless labeled
as Distinet, Interior locations are always Distinct. More than one player
might have the same location displayed in their HUD, each represented
by his own card, but it is physically the same location for purposes of
maovement, combat, and all other card play.

1- Effect Text: If a Location has any special rules, they will be listed
here. If the location becomes Damaged by gaining the Damaged
resource, the location's effect text is ignored,

0

ITEMS

ltems are weapons and other devices that can be found during the
Search Round or built during the Production step. Once found or built,
items can be used whenever appropriate. Animals, Drones and Hunter-
Killers may not search for, pick up, or use any Items. Only SkyNet
Characters may use SkyNel ltems. Only Resistance or Marine
Characters may use Military Arms items. You may include more than 3
copies of any item in your deck. Characters may carry duplicate items
but gain no benefit from additional copies of the same item

1- Restrictions: Items always have restrictions that tell you where the
item can be found

Example: A Trenchcoat has the Reslriction "Equipment”. During the
Search round, a character can rotate lo declare a search at a location
with the Equipment resource to bring a Trenchcoat into play from his
player's hand

2 - Effect Text: Any special effects of an item will be listed here. If an
ltem becomes Damaged by gaining the Damaged resource, the effect
text is ignored. llems that are rotated may not be used again until they
are Readied (unrolated)
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EVENTS

Event cards are played at any appropriale time to cause the described
effect. Most Event cards target (are played on) a specific Location,
Character, or Item, but some Event cards target one or more of your
oppanents, or affect all players in the game. All events resolve as they
are played. Events are not normally cumulative. A specific Ability (To Hit,
Resistance, Damage, Defense) may only be increased by one Event card
at any given time. If multiple Events are played that increase that specific
Ability, the owner of the character may choose which one Event is applied
to that characler and the rest are ignored. Other kinds of cards (i.e. LS-81
Laser Sight) may modify an ability in addition to one Event. Identical
cards that modify an ability are not cumulative. However, any number of
Events may decrease an Ability. Also, any number of Event cards may
together increase or decrease a character's Altributes (Speed or Power)

Example: Exertion and Target Acquired both affect a character's “To
Hit", which is an Ability. Therefore, only one of them can be used to
increase a character's "To Hit” for that Round and the other is ignored. On
the other hand, you may use multiple events in conjunction that increase
Speed or Power. which are Attributes.

Unless otherwise stated, the effects of any given event expire al the
end of the Round in which it was played. Some Event cards have the
word "Permanent” in their effect text. This means they remain in play and
continue o affect the game. Other events specify how long their ongoing
effect lasts, and indicate whether they remain in play, or whether the card
1s played and discarded

1 - Restrictions: Many Events have Restrictions. These Restrictions
define which player may play this event, which scenario the card may be
used in, elc.

Example: Ineffective Weaponry has the SkyNet player Restriction. That
means only the SkyNet player can play this event

2 - Combat Pool: Some powerful cards require you to spend Combat
Pool in order to play or use the card. The combat pool cost is located in
the target symbol, This cost tells how much of your Combat Pool you are
required to spend in order to play or use the card.

cCoNnDITIONS

A Condition card must be played before the start of the game. The
Condition is played before any other cards, including Starting locations,
items and characters. Conditions are optional; you are not required to
play a Condition. Each player may play at most one Condition. All players
reveal their Conditions at the same time. If two players play the same
Condition, the effects are not cumulative. Event cards may not target
conditions. The effects of Conditions can be cumulative with events,
items and other effects.

1 - Effect Text: The effect text of a Condition is typically broad based
and wide reaching. In some cases, the effects of a Condition affect all
players including the owner of the card.

missions

Mission cards represent the hidden agendas that characters can
accomplish during the game. Each Mission card describes when it may
be played. A player can play only one mission card per round. A
completed Mission is removed from play and set aside to easily tabulate
the current Mission Point total. Completed Missions may still have an
effect on the ongoing game play and can still be targeted by certain
effects/events that specifically target completed Missions. When a player
altains the required number of Mission Points, thal player immediately
wins the game.

Note: It is critical that the player pays attention to the timing
requirements of the Mission card. It must be played as soon as the
Mission requirements are mel. If game play is allowed to continue before
the player realizes his error, he has lost the opportunity lo play his
Mission and the Mission card requirements will need to be completed a
second time

1 - Effect Text: Every Mission card has its own unique Mission Point

value. The specific mission requirements that need to be completed are
listed here




3: GAME PLAY

THE TURN SEQUENCE
RESIST ANCE-SHYNET (R-S) ORDER

The Terminator CCG is played in game tumns. Every player acts during
each game tum. Each Tum is divided into 5 separale Rounds. Some
Reunds are further divided into Steps and some Steps are even further
sub-divided into Segments. In each Round, Step, or Segment, each
player Is given the chance to act before the next player proceeds. The
Resistance Player acts first followed by the SkyNet Player in what is
knawn as R-5 Order. If you are playing in a game that has more than one
player of a certain Faction (i.e.: two SkyNet Players in the Future
scenario), before Conditions are chosen and revealed those players
should roll a die before the game to determine what order they will
proceed in for the remainder of the game.

If more than one player wishes to act, or one is trying to take multiple
actions, the players take tums acting and playing cards in the R-S
(Resistance - SkyNet) Order. So, first the Resistance Player may act or
play an Event card, then the SkyNet Player may take one action and
back to the Resistance again and so on until everyone has completed all
ihe actions they wish to take in that Round, Step, or Segment.

For this purpose, actions include moving, playing an event card, using
a card's effect text, searching, and anything that is considered a Main
Action (See the Ready Cards Round on the next page for more
information on Main Actions),

Events that counter other cards (including other events) can only be
piayed immediately following the card they are to counter. They can be
played regardless of R-S order. If not countered themselves, they cause
the card they target to have no effect.

1. THE READY CARDS ROUND

All characters in the game (and some Items, Locations, and Events)
are required to rotate to perform certain actions. These actions are
collectively called Main Actions. For characters, Main Actions include
Combat and Searching, as well as other actions that specify rotating.
Movement is not @ Main Action and does not require rotating. A character
can move whether it is rotated or not.

Cards set upnght (unrotated) are referred o as Ready to take a Main
Action. When a card takes a Main Action, it is rotated sideways to show
that its action has been taken. Dunng the Ready Cards Round. all rotated
cards are set back to their upnght position.

Actions that require rotating include (but are not limited to}:
+ Declaring an Attack.
+ Searching
+ Activating card effects that specifically require rotating
+ Picking up ltems during the Search Round.
+ Moving another character (see dragging).

Arotated character may not rolate again to take another action unless
that character is first readied somehow, For example, a character that
rotated to declare an attack during the Combat Round could not normally
then declare a Search action during the same tum

Note: ltems that are rotated may not be used again until they are
readied during the Ready Cards Round.



2. THE STAGING ROUND

Note: Complete these steps in sequential order, EACH player completes
all his desired actions in a Step before play moves to the next Step.

STEP % PROTECTION

Many Scenarias require players to Protect certain Supporting
Characters in order to win the game, To Protect Supporting Characters,
you must rotate them at the required location during the Protection Step
al the beginning of the Staging Round, Protected characters are normally
removed from play, along with any items they are carrying.

Note: Supporting Characters CANNOT be Protected if there is an
opposing character present at their Protection Location. Hidden opposing
characters will not interfere with the Protection Step, uniess they choose
to reveal themselves.

STEP 2: PLAY LOCATION STEP

During this step, you must play the top location of your Location Deck
or a location from your hand. If during this step you pull a location from
the Location Deck that is a duplicate of a non-distinct location that you
already have In play, it is removed from play and you continue drawing
locations until you find one that is playable. New Exterior locations are
placed to the left or right end of your row of Exterior locations in your
HUD. Interior locations are placed above an Exterior or Interior location
already in play. New locations can never be placed into an epponent's
HUD. At this time, a player can reveal any duplicate location cards in his
hand (which are not distinct) that he already has in his HUD: he then
remaves the duplicate location from play. All Starting Locations are
considered Distinct e
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STEP 3: MOV EMENT

After locations have been played, each player may move his
characters. Players take tums conducting movement in R-S Order: First
the Resistance player moves all characters under his control, then the
SkyNet player moves all characters under his control. At the beginning of
each player's Movement step, that player's characters begin with
Mavement Points equal to their Speed. Each time a character moves into
another location, reduce his Movement Points by 1. A player may move

| any number of characters together as a group (including 1 character ata

time). A character with no Movement Points remaining may not normally
move. Characters may only move into locations adjacent (directly left,
right, or above for exterior locations; directly above or below for intenior
ones) to that character's current location. A duplicate non-distinct location
in another player's HUD is considered to be the same location.

Example: Assume two players are competing on the following
battieground:

Tech Dark Dumpster| |Pawn City

Noir Alley Shop Street
Resistance Player

Isolated Observatory| |Tech Alamo Dumpster
Side Street Noir Sport Shop
SkyNet Player

The two Tech Noir localion cards are considered the exact same
location since they have the same name. So are the two Dumpster cards.
The Isolated Side Street and City Street are not considered the same
location, as their names are not identical.

Assume Sgl. Reese is al the Tech Noir card next to the Dark Alley and
the Terminator is in the Tech Noir next to the Alamo Sport Shop. Both are
considered to be at the same location. Players can use these identical
locations to allow their characters to gain access to their apponent's
HUD. If Reese wants to move to the Dumpster, he could go through the
Dark Alley, or he could move through the Sport Shop.
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Outnumbering Rules

At the beginning of a player's Movement segment, his characters gain
Movement Points equal to their current Speed. Whenever a characler is
al a location with more opposing characters than his awn characters,
Movement Paints are reduced by 1 for every extra unhidden opposing
Main Character card, This effect is called Outnumbering Conceptually,
large groups of the enemy are in your character's way, or forcing him o
slay under cover.

If opposed by characters contralled by more than one player, use only
the largest number of opposing main characters controlled by a single
opponent.

Example: Sgt. Reese (Speed 3) starts his turn alone, at a location with
4 Terminators, Since there are three more opposing characters than Sat.
Reese, his Movement Points are reduced by 3 to 0. He cannot move as
the Terminators have outnumbered him. If Reese were with his full squad
(making 4 Resistance fighters total), he would suffer no penalty to his
Movement Points as he is not Quinumbered. By moving together as a
squad, they can avoid being outnumbered.

STEP 4. PRODUCTION STEP

(Future and Past/Future Scenarios Only)

In Future scenarios the SkyNet player controls vast armies of
Terminators, Infiltrators, Drones and Hunter-Killers. SkyNet characters
and SkyNet ltems are brought into play by paying the Production cost of
the characters or items you wish to build while at the appropriate location.
(The following 2 steps can be repeated as necessary)

Segment 1) Generate Production

While at one undamaged location with the Factory resource, rotate
any number of your Drones 1o generate an amount of Production. You
then move onto Spend Production.

Segment 2) Spend Production

Generated Production can be used at that location to build SkyNet
characters, SkyNet ltems. In addition, it can sometimes be used as
currency for other Effects. Unused production Is lost at the end of this
segment

1) To build a new SkyNet Character: After the Drones have all
generated an amount of Production at one location with the Factory
resource, you may use some or all of that Production to pay for the cost
of a SkyNet character(s) presently in your hand. With the Production cost
paid, that character(s) immediately comes into play, ready, at the Drones'
location.

For example: Any time during the Production step the SkyNet Player
may decide to bulld a new D-40575 Construction Drone that is currently
in his hand. The SkyNet Player must pay the full Production cost of this
new character to bring it into play. Therefore, the SkyNet Player chooses
# location in play that has the Factory resource and contains some of his
Drone characters. Then he rotates as many of his Drones at that location
wilh the Factory resource as are required to pay the full Production cost
of the D-40575 Construction Drane. In this case he needs to generate 2
Production. Once the Production cost is paid in full, the newly built
character immediately comes into play, rotated, at the location where the
Drones rotated to generate the Production.

I1) To build a new SkyNet ltem: After the Drones have all generated an
amount of Production at one location with the Factory and SkyNet ltem
resources, you may use some or all of that Production to pay for the cost
of a SkyNet ltem(s) presently in your hand. With the Production cost paid,
that SkyNet Htem(s) immediately comes into play at the Drones' location
or may be added to one of your characters at the Drones’ location, If the
SkyNet Item built was an Implant, it is immediately and permanently
added to a Terminator character at the Drones' location.



3. DISCARD AND DRAW ROUND

At this time all players may discard as many cards from their hands as
iney wish. You are never forced to discard cards during Discard and
Draw. Players must then refill their hands back to their current hand size.
Whichever Scenario they are currently playing sets out the base hand
size of each player. During the game, each player's hand size may
change with factors like characters with the Leader resource or the play
of various Event cards. Any player who begins the round with more cards
in his hand than his currently allowed hand size may not draw unless he
first discards down below his current hand size (however, he is not
FORCED to discard down lo his allowed hand size). All cards that are
discarded are placed one at a time face up in the Discard Pile.

Piayers who draw through their entire play deck must immediately
shuffle their discards to creale a new play deck. Each time they do so,
their hand size is permanently reduced by one card, This action is called
Cycling your deck. You can reduce your hand size 1o zero, or even
further, if you Cycle your deck enough times

Note: No Event cards may be played and no card effects may be used
during the Discard and Draw Round. Location cards may not be
discarded during this round. See the Play Location Step in the Staging
Round for information on removing location cards in a player’s hand from
the game.

4. THE COmMBAT ROUND

Each ready character may rotate to declare an attack against one
character during this round. During combat, any players who wish to play
events may do so at any time unless the card modifies a character's
Speed, Defense, To Hit, or the die roll itself; these must be played before
the die is rolled. {As always. if two players wish to play an event at the
same fime, R-5 order is used.) While a character's basic Attributes
(Speed, Power and Infiltration) can be increased by multiple event cards,
each of a character's specific Abilities may only be increased by one
Event card in any given combat (the owner of the character may choose
which event he wants his character to use). Damage, To Hit, Resistance,
Movement, and Defense are all considered Abilities. Howaver, ANY
number of negative modifiers may be applied. Any player may play event
cards to modify a combat, even if none of his characters are involved. All
event cards played are discarded at the end of each Round, unless
specifically stated otherwise

STEP 1: DECLARE ATTACHS

Characters must rotate if they wish to declare an attack; they must at
this time declare the type of attack (whether Ranged or Close Combal) as
well as the target and any Item (including Attachments and Amme) used
for the attack. Close Combat and Short Ranged attacks can anly target
characters at the same location as the attacker. Long Ranged attacks can
larget characters at the same location as the attacker OR characters at
any location adjacent to the altacker

Segment 1: Declare Unhidden Close Combat

First, if unhidden characters using Close Combat (hand-to-hand) want
o attack, they must rotate to declare their attacks at this time, in R-S
Order. (All characters controlled by the first player, followed by all
characters controlled by the second player.)

Segment 2: Declare Unhidden Ranged Combat

Second, if unhidden characters using Ranged Items (guns and the
like, with the Ranged Resource) want to attack, they must rotale to
declare their attacks at this time, in R-S Order.
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Segment 3: Declare Hidden Close Combat

Third, if hidden characters using Close Combat (hand-to-hand) want to
attack, they must rolate (revealing themselves) to declare their attacks at
this time, in R-S Order.

Segment 4: Declare Hidden Ranged Combat

Fourth, if hidden characters using Ranged ltems (quns and the like,
with the Ranged Resource) want to attack, they must rotate (revealing
themselves) to declare their attacks at this time, in R-S Order.

STEP 2: RESOLVE RANGED ATTACHS
Attacks made with Ranged Items are resolved first. If a character has
not dectared an aftack in the previous step, he may NOT make one now,
even if he himself is the target of an attack, unless specifically allowed by
a card in play. Even though players take turns rolling the die, all Ranged
Combat is resolved simultaneously, as if everyone is shooting at once.

Segment 1: Resolve Hits

(Alsa referred to as the Roll to Hit Step)

All hits in Ranged combat are resolved before any damage is applied.

To resolve an atiack, the attacker first adds any "To Hit" bonuses from
events or effect text etc,, and then rolls the die. You may not alter
Defense or To Hit abilities after the die is rolied. Compare the attacker's
lotal “To Hit" against the target's total defense (Speed plus any modifiers),
If the final "To Hit" roll s higher than the target's final defense then the
targel is HIT.

Segment 2: Resolve Damage

[Also known as the Damage Resolution Step)

To apply damage in Ranged combat, compare the attacker's final
damage (weapon damage plus modifiers) to the defender’s final
resistance (Power plus modifiers). In Ranged combat, damage is not
typically increased by the altacker's Power: the Ranged item the attacker
is using takes the place of the Damage the altacker would have dealt in
Close Combat. Subtract the defender’s tolal Resistance (including any
Armor] from the attacker's total Damage. The difference is the number of
Damage tokens the defender gains, Place that number of Damage
tokens on the defender. NOTE: Only cards thal modify Damage,
Resistance; or Power may be played during Damage Resolution,
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The Effects of Damage

For each Damage token on a character, Speed, Power and Infiltration
attributes are each reduced by 1 and the character suffers a -1 penalty to
his roll “To Hit". Speed cannot be reduced below 0: if a character's Power
reaches 0, the character dies. Dead Human Main Characters are
removed from play. Dead Supporting Characters are removed from play,
and if appropriate o the scenario, are kept accessible so that SkyNet
players can tabulate their current Importance Rating. Dead SkyNet
Characters are simply placed in the owner's Discard Pile. Any Item cards
carried by a dead character are placed at the location where he died.

Example: Pvt. Rensy with a Power of 4 is hit by three Close Combat
attacks that will cause 5 Damage, 4 Damage, and 4 Damage
respectively. During the Damage Resolution step, all the incoming attacks
are compared to Pvt. Rensy's lotal Resistance, which is 4. All incoming
damage is applied simultaneously. Pvi, Rensy resists all the Damage
from each attack doing only 4 Damage. However. the attack doing 5 ]
Damage exceeds Pvi. Rensy's Resistance by 1. Thus Pvi. Rensy gains 1
Damage token, which in turn lowers his Speed, Power, and To Hit rolls by
1at the end of the Damage Resolulion Step

Dead characters are removed at the end of the Damage Resolution
step. Note that all damage for the segment is applied at once:; it is not
possible lo heal a character in the middle of a shot to save his life.

STEF 3: RESOLVE CLOSE COMBAT
After all ranged attacks are resolved and damage from those attacks
has been applied, resolve all close combat attacks (by survivers) using
the same procedure as that used for resolving ranged attacks.



Segment 1: Resolve Hits
All hits in Close Combat are resolved before damage is applied, using
the same procedure that was used to resolve hits in Ranged Combat

Segment 2: Resolve Damage

In close combat, the attacker's Damage is equal to his Power plus any
card modifications, plus a hand-to-hand weapon bonus if he is using one.
As with Ranged Combat damage, Close Combat damage is resolved by
subtracting the defender’s total Resistance (+ Armor) from the attacker's
total Damage. The difference is the number of Damage tokens that the
defender gains.

5. THE SEARCH ROUND

STEP 1 DECLARE SEARCH ACTIONS

Characters may rotate to declare a search of their current location
during this round. If a player has an Item or Supporting Characler in his
hand. it can anly be found by searching a location that has the necessary
Resource (or the location the card is specifically Restrictad to). Ordinarily,
characlers can only find cards that you have in your hand, However,
certain special locations and other cards allow characters lo search your
deck to find things.

STEP 2: FIND ITEMS AND CHARACTERS

Players now play cards found in the searches previously declared. A
player cannol use a First Aid Kit simply by playing it directly from his hand
onlo a wounded target character. The character must search a location
with the matching Resource (in this case Equipment) in order to find the
First Aid Kit. ltems and Supporting characters are only found now, after
the Declare Search Step is over; any found characters cannat
themselves be used to search or assist in a search on the same tum In
which they are found.

An ltem just found goes onto the characler that declared the search
for it, even if the player has other characters present at that location. See
also picking up and ransferring items under special rules.
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4: SPECIAL RULES

SPECIAL RULES THAT APPLY
TO ALL PLAYERS

VICTORY: WINNING THE GAME
When one player succeeds in fulfiling any one of his Victory
requirements, determined by the Scenario, he wins immediately and the
game ends

HIDOEN MOVEMENT

Characters capable of hidden movement can begin using it any time
they are allowed to move. This means if a characler is outnumbered or
damaged to the paint of being unable lo move, he cannot use hidden
movement. To use hidden movement, take a number of markers (the
exact number of markers is determined by the cards enabiing hidden
movement) all of which should have the same identifying name or symbol
on the top. One of the markers has a symbel on the bottom to represent
the actual character. All of the other markers should have blank bottoms
representing decoys. Being careful not to allow another player to see the
bottoms, place all markers at the hidden character's location. When
moving, the player may move the markers, treating each as if it were the
actual character. The marker with the marked bottom designates the true
location of the hidden character at all times.

All hidden tokens are always +1 Defense greater than the actual
characler’s defense while they remain unrevealed.

At the end of any round, when two or more "hidden” markers
representing the same character are found at the same location, remove
decoy markers from that location until only one marker ramains.

If a hidden character is ever capable of using more decoy markers
than he currently has in play, he may add the additional markers to the
battleground before he moves any markers. They may be placed at the
location of any of the character's hidden markers, A player adding new
decoy tokens is nalurally allowed to pick up and “shuffie* markers at the
same location with the aim of misdirecting his opponents from knowing
which may be his "actual” character marker.



A player may examine the bottom of any of his own markers at any
time
There are several ways thal markers may be revealed (showing
whether or not the marker represents the actual character). These include
(but are not limited to):
* The player controlling the character can voluntarily reveal any or
all markers al any time (removing any decoy marker revealed).
+ A hidden character must reveal his location to declare an Attack.
+ A hidden character must reveal his location to declare a Search.
+ A hidden character must reveal his hidden token when that
specific hidden token takes damage or is hit

In general, a hidden character must reveal his true pasition if he wants
o interact with a location he is at (i.e.: pick up something, attack, search,
of piay an event card that makes reference to that location).

All attacks against a hidden loken are resolved just as if they were
made against the actual character (the owner may even play Event cards
if he wishes, whether or not the token is, in fact, a decoy or the actual
character). If an altacker successfully *hits” the marker, it must be
revealed. And if it designates the actual character, the character takes
damages normally. If the marker revealed is a decoy, the damage is
ignored, but the hidden marker token is removed from the battleground.

Whenever an effect allows a player to "view" a hidden marker, he
loks at the botiom to see if it s the actual character or simply a decoy.
This knowledge is not imparted to the other players and does not reveal
the marker, When instructed to “reveal” a marker, however, tum it over for
all players o see. Whenever a decoy marker is revealed, remove it from
ihe battleground. Whenever an actual character is ever revealed. all his
corresponding decoy markers are immediately removed

PICHING UP AND DROPPING ITEMS

Your character(s) can pick up llems at their location during your
segment of the Movement step for the cost of one Movement Point per
ltem. Alternatively, your character may rotate at any time during the
Search Round to pick up an Item, for no Movement Point costs. A
character may drop items anytime during the Movement or Search
Rounds. Hunter-Killers, Drones and Animals can never pick up or use
any ltems.
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DRAGGING/MOVING OTHER CHARACTERS
A character may rolate and spend one extra Movement Paint per
location to drag another of his characters that has not moved this turn
dlong with them. The character being dragged is immediately rotated (if
not already rotated) and loses all other movement for the turn. This is
called Dragging and is useful for moving injured characters.

ENVIRONMENTAL DAMAGE

Environmental Damage is a special form of damage that stems from
some potent or pervasive environmental state that ignores the target's
nomal Armor and Resistance. Plasma, Fire, and Drowning are comman
examples of Environmental Damage that can occur, each of which may
require separate and special means of protection. Characters may
become immune 1o specific forms of Environmental Damage by means of
Items that confer such immunities. Environmental Damage can only be
augmented by Damage increasing events/effects that specifically refer to
