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BOOK 2. PERKS 
òThe power to wage war is the power to wage war successfully.ó 

Charles Evans Hughes 

Welcome to the Perks section. Here we will explain every WARSURGE Perk in detail and how to use them. 

WARSURGE Books  
Book 1. Core Rules                                                                                      
The Core Rules teach you how to play WARSURGE, which includes links to video demonstrations. Learn to play the two 

Playstyles Standard® and Advanced®, which tailors for both battle and skirmish players respectively. 

Book 2.  Perks Ÿ You Are Here!  
This book contains descriptions of all of WARSURGE®s Perks and how to use them. There are Perks for both Units and 

Weapons, creating countless options for customisation. 

Book 3. Competitive Games                          

Learn how to play competitive games against other players, including placing scenery and establishing Deployment Zones. 

There are three competitive Game Types: Deathmatch, Tactical Strike and Mission. 

Book 4. Narrative Games 

This book describes how to play solo, cooperative and special competitive games. Narrative Games focus on recreating 

legendary battles and adventures for one or more players. 

Quick Reference 

This handy reference covers many gameplay details at a quick glance. 

Templates 

A guide to acquire or make your own templates. 

D10 Mode 
WARSURGE allows the use of ten-sided dice. Read this if you intend to use D10 Dice instead of D6.  

Son of War (left) by Megalith Games and Warrior of Wrath (right) by Avatars of War 

v 1.3.1

WARSURGE® COPYRIGHT OF THREE BROTHERS GRIM 

Copyright 2014-2021, All Rights Reserved 

First Edition: October 2020 

 

More details can be found in WARSURGE Book 1. Core Rules. 

 

https://www.warsurge.com/downloads
https://megalith-games.com/
https://en.avatars-of-war.com/
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12. PERKS 
òKnow thy self, know thy enemy. A thousand battles, a thousand victories.ó 

Sun Tzu, The Art of War 

 

Perks are customisations that allow additional power, defences, abilities or tactical flexibility to a Unit or the weapons they 

wield. They can also downgrade a Unit or weapon, reducing the Point Cost for a game. 

12.1 PERK DEFINITIONS, TERMS AND CLARIFICATIONS  

Before we delve into the specifics Perks, here are some terms and clarifications to be aware of: 

Unit Perks: These adjust how the Unit functions under certain conditions or grants additional abilities, enhancements or tactical options. For example, 

the Unit may be able to teleport off the Battlefield or regenerate lost HP. 

Weapon Perks: You can use Perks to make weapons more potent, providing circumstantial benefits or even changing the method of its use. For 

example, each of a Weapon®s Attacks are an explosion, striking multiple models at once. 

Roster Perks: These provide tactical utility or are additional effects available to every Unit in an entire Roster. 

Traits: A Trait is an additional adjustment to how the Unit is used, functioning like a Perk. 

User: When mentioned, the User® refers to the Unit using a Perk. 

Wielder: When mentioned, the Wielder® refers to the individual model using a Weapon or Weapon Perk. 

Target: The Target® refers to a Unit selected by the User. In some circumstances, it can instead refer to a specific model or area on the Battlefield, 

which will be detailed in a Perk®s description. 

Friendly: These are Units that are in the same Roster. 

Negative Perk Effects: These are Perks caused by enemy Units such as Weapon Afflictions, or Unit Abilities that reduce the effectiveness of a Target. 

Perks that weaken the User (self-inflicted), such as effects of the Descend Transformation Perk, are not considered negative Perk effects. When effects 

occur or last until the end of a Game Turn, apply all ongoing Perk effects before removing any of them, as some Perks may affect others. 

Objective: This is a marker, terrain piece or model on a Battlefield that is used in a variety of games discussed in Book 3: Competitive Games. 

Current Point Cost: The value of a Unit will change during the game as it loses (or regains) HP. To calculate the Unit®s Current Point Cost, do the 

following: when a Unit with several HP has taken damage, divide the Unit®s Point Cost by total HP, then multiply the result by remaining HP to determine 

its current value, or use the Warsurge App. 

Example: A damaged Unit has one model remaining. Originally, the Unit consisted of two models worth 120 points in total including their Weapons. 

All up, the Unit had 6 HP at full strength. 

120pts divided by 6 is 20pts per HP. 

If the Unit had 3 HP remaining at the end of the game, then: 20pts x 3 HP = 60pts value. 

Duplicate Perk Effects 
Stacking Perk Effects: When there are multiple Perks that alter Stats, cause damage, tests, Dice Modifiers or Rerolls, these 

effects are accumulative, though identical Perks do not normally accumulate. Affliction® Perks are the exception, which unless 

stated otherwise, do not accumulate (see Stackable® under Activating Perks on Page 6 for more details). 

Example 1: A Unit that has Defence 4 and is increased by +1 from two different sources would have Defence 6. 

Example 2: A Unit with a 5+ Armour Save reduced by -2 or more will not have an Armour Save. 

Example 3: A Unit that suffers 3 HP Loss from an Affliction (Weapon Perk) effect that requires a Skill Test 

will test three times. The successful effects will only stack if applicable (some Affliction Perk effects do not 

stack, but the tests will, with any successful tests causing it to be active). 

Multiple Models using the same Weapons: When Units have multiple models with the same 

Weapon equipped and it provides an effect to the User, each model using the Weapon receives the 

same effect. When rolling dice to determine a Perk effect, all Users share the same result. 

If multiple models with the same Weapon require a test to use the Weapon, these can be rolled 

individually or together. If no choice is declared before rolling, one test will apply for all Weapons. 

Example: A Unit contains models using a Weapon that increases Power by +D6. The Unit rolls a 

result of 2, increasing the Power of models using that Weapon in that Unit by +2. Dead Dog by Wargame Exclusive 

https://wargameexclusive.com/
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Perks and Transports 
Transports with Perks may still use them even if 

an embarked Unit does not have the same Perks. 

For example, a Transport can arrive with a 

Deployment Perk carrying a Unit that does not 

have the same Deployment Perk. 

If the User is embarked in a Transport, then 

Perks that affect all Units within a certain distance 

of the User will only affect the User, embarked 

Units and/or the Transport. Perks with a Range or Radius for 

Targeting another Unit can be used from inside a Transport if it 

has Fire Points. Furthermore, a Transport®s Movement does not 

count for the Perk®s User if it is a passenger. Perks that need time to take effect (be on the Battlefield) work in a Transport. 

Restored HP to Embarked Units in a Transport: Sometimes Units may recover HP or models while inside a Transport. If this 

causes the Unit to exceed a Transport®s capacity, the entire Unit must disembark immediately (base contact with Transport). 

Pseudo Transport Perks 
Some Perks, such as Imprison, Seed II and Breach will cause one Unit to embark® another Unit, even if they are not a 

Transport. If the Unit is a Transport and has passengers, the embarked® Units can attack each other, being treated as engaged 

in a Melee. 

Some of these Perks refer to Point Costs. If Point Costs exceed a limit, affected Units will disembark® immediately (the Unit 

must be placed in base contact with the transport®). 

Movement Upgrades that Ignore Terrain and Units 
Sometimes Units have Perks that allow them to pass through terrain and other Units. When a Unit wants 

to move where another object is, the object that was there first gets priority and isn®t moved. 

Perks and Stat Changes 
Several Perks can increase or decrease Stats on Units and Weapons. When this occurs, always apply addition 

or subtraction before applying multiplication or division. Apply any Dice Modifiers afterward. 

Example: A Weapon is using three Perks. Two of the Perks increase its Power Stat (total of +3), while 

the other Perk doubles it. The Weapon®s original Power Stat was 5. First, we increase it to 8, then double 

it which has a final total of 16 Power. 

Armour and AEGIS: Stat Changes and Dice Modifiers 
Several Perks can outright raise or lower an Armour or AEGIS Save, while others are a Dice Modifier. If it is 

an outright change such as the Corrode® Perk, it will affect AP (-1 to a 3+ Armour Save will cause AP 4+ 

Weapons to ignore it). Dice Modifiers on the other hand, such as those caused by Penetrate and Puncture 

Perks, will only lower its chance of success and have no effect on AP. Apply stat changes then Dice Modifiers. 

Damage Increasers 
Many Perks can increase the attributes of a Unit or Weapon. When inflicting damage, most of the time it 

will be self-explanatory, but multiple Perks that increase damage or HP Loss can be more complex. 

When determining the increase in Stats, do so as follows: apply Stat bonuses, then any multipliers. 

In the most extreme case when using Weapons: add bonus Attacks then multiply Attacks, multiply successful 

Attack Dice, add HP Loss increasers then multiply HP Loss. An example would be to apply Perks in this order: Clash (+) 

+Attacks II (+) Arc I (x) xD6 Attacks. Obliterate I. Destroy I (+) Devastate I (x) Annihilate I.  

Hunter Car by Wargame Exclusive, Scenery by Micro Art Studio 

Mat by Deep-Cut Studio 

https://wargameexclusive.com/
https://microartstudio.com/
https://www.deepcutstudio.com/
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12.2 USING PERKS 

Playstyles and When to Use Perks 
Standard: Perks are used by a Unit once per Game Turn. There are exceptions, such as Passive and some Specific Perks. Any 

number of Perks can be used by a Unit before and/or after any action, such as Move, Attack, Dash or Deploying in their 

respective Phases. If a Unit wants to use a Perk but does not wish to make an action, they may still use the Perk but it forfeits 

their opportunity to make an action later in the Phase. 

Advanced: In Advanced Games, Perks can be activated multiple times with the Use Perks® Action, but will cost additional CP 

with each use. Passive Perks do not need to be activated, therefore do not cost any CP. The Use Perk Action lets Units use 

all their available Perks at once. 

Activating Perks 
Whether it is a Unit Perk, Weapon Perk, Roster Perk or Trait, there are different methods to use them, often referred to as Activate. Unless 

otherwise stated by a Perk or an Activation Term, the following applies to activating Perks: 

- Perk effects are applied when the Perk is used. 

- Weapon Perks that do not specify when the Perk occurs (or applies) will do so at the end of the Unit®s Attack Sequence. 

- The effects of different Unit Perks stack with each other. Identical Perk effects only stack with the Stackable® term.  

- Units in Reserve can use Perks on other friendly Units (Units in the same Roster) in Reserve. 

- Perks that occur passively or under certain circumstances must be used whenever they occur. 

- Unit Perks are used simultaneously by all models in a Unit. In a similar fashion, multiple Weapons with identical profiles within 

a Unit are activated together. 

Perk Activation Terms 
Perks have terms to indicate how they are used, and in some cases requirements to be equipped by the Unit. The following Activation 

Terms are a global ruling for the Perk that works alongside a Perks description. 

Activate: The player can choose to activate the Perk when they are able. In Standard Games, this is once per Game Turn before or after 

an action, such as Move, Dash, Attack or Deploy. In Advanced Games this is with the Use Perks® Action. 

Aether: The player can choose to activate the Perk when they are able with a successful Aether Test. 

For Unit Perks in Standard Games, this is once per Game Turn before or after an action, such as Move, Dash, Attack or Deploy. In 

Advanced Games this is with the Use Perks® Action. 

For Weapons, the Aether Test must be successful to use the Weapon during the Attack Sequence. Weapons with the same profile roll 

one Aether Test. 

To perform an Aether Test. Roll 2D6 and add them together, then refer to below: 

- If the result is equal to 9 or lower, the Perk can be used. 

- If the result is equal to 10 or higher, the Perk cannot be used. 

- If the result is 2, the Perk effect is upgraded, or the Stat bonus is doubled. 

- If the result is 12, the User suffers D6 HP Loss (no Saves allowed). 

Attack Dice: The Perk takes effect if any of the Weapon®s Attack Dice have been successful, before rolling Saves. 

Auto Test: Some Weapon Perks have a chance of causing an effect when certain numbers are rolled on the Attack Dice. Automatic 

Damage (caused by high Weapon Power vs low Target Defence) bypasses the Attack Dice roll, but Perks with Auto Test® will still need 

to roll a dice to determine if the Perk effect occurs. Roll a dice for each Attack Dice the Weapon would have rolled, applying the Perk®s 

effect if the dice meets the Perk®s requirement. 

Casualty: The Perk takes effect or is available when the User or a potential Target is reduced to 0 HP and becomes a casualty. If being 

Targeted for a Perk such as Revive or Reanimate, the Unit can only be selected after it would have been removed as a casualty. If there 

are several Perks equipped that activate with Casualty, the player may choose which one to use first and may save others for later. 

Commander: The Perk requires or refers to the Leader, Sergeant or War Master Perks. 

D6 (x+): The Perk is activated with a successful dice roll, specified by (x+). For example, 4+. 
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Damage Bonus: The Perk has an effect on HP Loss. If other Perks that affect HP Loss are in effect, apply addition or subtraction, then 

apply multiplication (such as double or triple) or division (such as half). If a fraction, round down but apply at least 1 HP Loss (after 

tallying all identical Weapons in the Attack Sequence). 

End of Turn: The Perk®s effects occur at the end of the current Game Turn, which may apply to the following Game Turn (or continue 

indefinitely) depending on the Perk. Where applicable, the Perk®s effects occur before reviewing Objectives and OP. 

End of Phase/Step: The Perk®s effects occur at the end of the current Phase in Standard Games (for Weapons, this is the Attack Phase). 

In Advanced Games, this is after the Action Step has ended (which will be one or two Actions and any Counter Actions). 

HP+: A Unit can only ever gain half of their maximum HP (rounding up, including casualty models) in a single Game Turn from any and 

all sources of Perks with HP+. This can exceed a Unit®s maximum HP, but the excess HP is discarded at the end of the Game Turn. A 

Unit that has become a casualty cannot regain HP. 

HP Loss: The Perk takes effect or becomes available when the Unit (or Target) has lost HP. 

Instruct: This Perk can seize control or command Units that may not belong to the player®s Roster. If the Perk is active and is controlling 

an enemy player®s Unit, the enemy player will move the miniatures on behalf of the player using this Perk.  

Limited Use (x): This Perk can only be used a number of times as indicated per game. If Activation fails, it does not count as used. 

Linked Unit (x): The Unit needs to be linked to one or more Units from the start of the game, and will remain linked for the rest of the 

game. Their full point cost must be within 10% of the other linked Units. For example, a Unit with the Form II® Perk is worth 100pts and 

linked with two other Unit profiles; the other two Units cannot be lower than 90pts, nor higher than 110pts. Linked Units must factor the 

total Point Cost of Unit Profiles and Weapons. Units that are linked must all have the same maximum HP, and will share current HP. For 

example, a Unit with Form I is reduced to 5 out of 10 HP. If they change to the other profile, that Unit will also have 5 out of 10 HP. 

Lingering negative Perk effects will remain between profiles. Any beneficial Unit Perk effects will deactivate when exchanging for another 

Unit. Perks that require a Unit to be on the battlefield for a Game Turn do not count if the User changes into a different form. When the 

User is a casualty, all linked Unit profiles associated with that Unit are casualties. 

Linked Weapon (x): The Weapon needs to be linked to one or more Weapon profiles from the start of the game, and will remain linked 

for the rest of the game. Their full point cost must be within 10% of the other linked Weapons. For example, a Weapon with the Triune® 

Perk that is linked with two other Weapon profiles is worth 100pts; the other two Weapons cannot be lower than 90pts, nor higher than 

110pts. 

Mastery Test: The player can choose to activate the Perk when they are able with a successful Mastery Test. In Standard Games, this is 

once per Game Turn before or after an action, such as Move, Dash, Attack or Deploy. In Advanced Games this is with the Use Perks® 

Action. For the Perk to function, the User must first pass a Mastery Test. Roll a D6 before using the Perk, if a 4+ then the Perk was 

successfully activated. This can be upgraded or reduced with other Perks. If failed, the Perk does not take effect at this time.  

Melee: The Perk can only be used when the Unit is engaged in a Melee. 

Multi Element: Element Perks can have multiple instances of being Effective and/or Resistant to other Elements. 

When multiple Elements are on a Unit or Weapon, the bonus or disadvantage against a Target can accumulate. Count the number of 

Effective and Resistant Elements from the Weapon against the Target (an Element can be both Effective and Resistant if a Unit has multiple 

Elements). Add the Effective Elements, then deduct the number of Resistant Elements. 

If the result is 0, no change occurs from the Elements. The Elements are neutralised. 

If it is a number that is 1 or greater, double the HP Loss that number of times. If it is a number less than 0, halve the HP Loss by that 

number of times (ignoring the negative number). 

Example 1: A Water Weapon attacks a Unit with Fire and Earth. This causes quadruple HP Loss (double HP Loss twice, or 4x HP Loss). 

2 Effective and 0 Resistant. 

Example 2: An Ice Weapon Targets a Unit with Ice and Spirit. This causes HP Loss to be divided by four (halved twice, rounding down). 

0 Effective and 2 Resistant. 

Example 3: A Weapon with Fire, Electric and Ice causes double HP Loss against a Unit with the Water Element. 2 Effective and 1 Resistant. 

Example 4: A Unit and/or Weapon with every Element equipped will always be neutral, which is the same as not equipping any Elements. 

12 Effective and 12 Resistant. 

Passive: A Passive Perk is continuously active the entire game. 
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Point Cost (x): This Perk can only be used against a Target if the Point Cost factor of the Perk is met. The bracket will say (Lesser), 

(Greater) or (Double). Lesser means that a Target must be equal or less Point Cost than the User, Greater means it must be equal or 

higher and Double means that a Target may be up to double the Point Cost of the User. By default, Perks refer to the Current Point Cost 

of Units (discussed on Page 3) which refers to remaining HP, but sometimes a Perk will also have (Max), which instead refers to the full 

Point Cost of the User and the Target, even if either Unit has lost HP. If the User and/or Target doesn®t meet the requirement, the Perk 

cannot be used against them. Check the Point Cost of Units before using a Weapon or Perk. 

With regard to Current Point Cost, changes to HP can interrupt or stop such Perks that are active. Also, a Perk may specifically refer to 

the value of a Unit at full HP, even if it has received damage. 

Units with Fusion, Respawn and Summon must adjust their Current Point Cost in a Roster. Fusion Units multiply their current value by 

10, Respawn Units divide it by 2, and Summon divides the Unit®s cost by four. 

Radius (x): The Perk has an effect or Targetable range within a distance of the User in all directions, indicated by (x) in inches. Unless 

stated otherwise in the Perk®s description, line of sight is needed. 

Scatter Arrow (xD6): The Scatter Arrow and a number of dice are needed as indicated by (x) to resolve random direction and the distance 

travelled. The WARSURGE Dice Generator includes a Scatter Arrow, allowing for eight random directions and a Hit® symbol (where the 

Perk®s original Target will remain). You will need a point of reference, for example true north®, or a location on the Battlefield to follow 

the direction that is generated. Alternatively, Scatter can be resolved with a normal D6, where a result of 1 or 6 is a Hit®, and any other 

result the 1® is followed for the Scatter direction. The other D6 are totalled to determine the distance of the Scatter in inches. If a Hit® is 

rolled, the other D6 for distance are not necessary unless specified otherwise by a Perk. 

Single Model: The Perk requires the User to be a single model Unit. 

Skill Test: For Weapon Perks that require a Skill Test, roll a D6 when the Perk will take effect or before using the Perk. If a 4+ then the 

Perk was successfully activated. This can be upgraded or reduced with other Perks. If failed, the Perk does not take effect at this time. 

Most Weapons can roll a Skill Test for each application of the Perk, even if it does not stack (increasing the likelihood of success). 

Specific: Each Specific Perk has its own method of activation or usage written in its description. 

Stackable: The Perk effect is applied for each HP Loss caused or successful application, causing an accumulative (stacking) effect. 

Stat Change: The Perk applies a change to a Unit or Weapon®s statistics. If there are multiple stat changes in effect, always apply addition 

or subtraction, then apply multiplication or division (or percentage changes). If Dice Modifiers are present, apply them after Stat Change. 

Trait: Traits are added onto Units while designing a Roster. A Unit must be worth at least 50pts before adding one or more Traits. 

Weapon Use: The Perk takes effect before rolling Attack Dice, and will last for an Attack Sequence. 

  

Models by Puppetswar, Wargame Exclusive and Scenery by Micro Art Studio 




































































































































