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Welcome to tRerksectiorHere we will explain every WARSURGE Pamdimoetsil use them

- Book 1. Core Rules
The Core Rules teach you how to play WARSURGE, Jihich tivaliededemonstrations. Learn to play th
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Book 2. Perks You Are Here!
This book contains descri pt i emEheredre ParkslfollmtandWA R §
Weapons, creating countless options for customisation.
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f Book 3. Competitive Games 2
i . | Learmow to playompetitigames against other players, including placing scenery and establishing Deplby
! ! There atbreecompetitive Game Types: Deathawichl, Striked Mission !
’é E |
, Book 4. Narrative Games §

. This book describes how te@lagooperatiand speciabmpetitive gamiarrative Games focus on recreall
' legendary battles and adventures for one or more players.
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Quick Reference e —— _
: . VYARSURBEOPYRIGBI—THREE BROTHERS GRIl
' This handy reference covers many gameplay details at a qU|ck glanegpyrigio14201, Al Rights Reserved |
First Editio®ctobe2®0
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' Templates !:,‘ More details carftnend in WARSURGE Book 1. Core ||

A guide to acquire or make your own templates L = : ———
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12. PERKS WA
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Sun Tzu, The Art of War 6 ﬂ
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Perks areustomisatiotistallonaddtionapowerdefencespilities or tactical flexibilitytotar the weapons théy
wieldThey canlsadowngradeUmitor weaporeducing theoint Cosbra game.

12.1PERBEFINITIONERMAND CLARIFICATIONS

Before we delve thaspecificBerks, here are some t@mohslarificatidnse aware of:

UnitPerksThesadjust how thinitfunctions under certain conditions or grants additional abilities, enhancements or tactical options
theUnitmay be able to teleport ddatitiefielor regenerate lost HP.

Weapon Perké&u can use Perks to makeonsiore potergrovithg circumstantial benefits or evenngihagnethod of its use. Far
example, each ¥aa p AttacRssean explosipstrikngmultiple modelt once

Roster Perkshes@rovideactical utililyareadditional effeatailabl®everynitinan entirRoster
TraitsA Trait is an additied@ishent thlow thé&nitis usegfunctioning like a Perk

UserWhen mentionednUse®- r e f @nitusingta ®erkt h e

WieldetWh e ' me n Wi e reerd o @rdikidual modeling a Weapon or Weapan Perk

Targefl h Barg&efergo aUnitselected by the Usesome circumstanitesininsteadefer t@ specifiecnodel or area on Batlefield
whi ch wil | Dbdescipon.ai | ed in a Per k®s

Friendlyfhese are Units #neih the same Roster.

Negative Perk Effattsse are Perks caused by enemy Units such as Weapon Afflictions, or&thicAbiigiesfdeatyenesS afget.

Perks that weaken the(&senflictel] such asffects dfie Descend Transformation Perk, are not considered e#getiwéhParéffects |
occur or last until the end of a Game Turn, apply all ongoing Perk effects before reras\@omarBeoksheay affect others

Obijectivéhis is a marker, terrain piece or moHett@fielthat is used in a variety of games disdBesk®BirCompetitive Games

Current Point Cdaste value ofUmitwill change during the game as ifolosegain$)P.To calculate tHei® Gurrent Point Codb the
followingsthen &Jnitwith several HP has @&keage, divide the®RointCosby total HP, then multiglyesulty remaining HP to determine
itscurrentalue, or use the Warsurge App. |

Examplés damagedhithas one model remaining. Origin&iyiidbesisted of two models worth 120 points in total including their We:
All up, thenithad 6 HP at full strength.

120pts divided by 6 is 20pts per HP.
If theUnithad 3 HP remaining atrnideof the game, then: 20pts x 3 HP = 60pts value.

Duplicateerkeffects

Stadkg Perk Effedtghen there are multiple Perks that alter Stats, cause damage, tests, Dice Modifiers or
effects are accumulative, though identical Pedkendtiynatcumul#t#lictig@Perksaretheexceptiomwhichunless
stated otherwise, do not accufmulate - St a ¢\kiabnh lec®mrs Pagé hremore detdils

Exampli AUnitthat has Defence 4 aimdiisasealy+1 fromwodifferent sources would have D&fence
Example &:Unit with a 5+ Armour Save redt2ed impre will not have an Armour Save.
Example 3: Unit that suffers 3 HP ftasanAfflictior{Weapon Pedfject that requires a Skill |
will test three timEke successful effecteniytbtack if applicable (sAffietioPerk effects do nt
stackbut the tests wilith ansuccessftgsts causing it to be ctive

Multiple Models usthg sam&/eapan \WhenUnis have multiple models with the
Weapon equipped and it provides tomtbiddseeach model using the Weapon recelj|
same effect. When rolling dice to detBenineffellUses share the same result.

If multiple models with the same Weapon require a test to use the Weapon, thg
individually or together. If no choice is detbaeaallingne test will apply for all Weayj

Examplé&Unitcontains models usitjeapon that increases Power by tiddrollba
result of 2, increasing the Power of models using that Weagbyr2 that Dead Dog by
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Perks and Transports
Transports with Perks may still use the
an embarked Unit does not have the sa
For example, a Transport can arrive |
Deployment Perk carrying a Unit that d¢
have the same Deployment Perk.

a4

w s T,
T Y P e

If the User is embarked in a Transpor
Perkshat affect all Units within a certain d§
of the User will only affect the User, eny

. et arm s

Units and/dhe TransporPerks with a RamgeRadiufor ; g

!rl {er Car ty 1s8cenery by ! 4
Targetingnother Urdain be used from inside a Transport | Mat by i
has Fire Pant Furt her mor e, a TiLansnport @&sd MO0 Wi de

count for the PePekk®that ndesdd@me totdke effect (he sn the Baitiekeldpasaplyie ; !

RestoredP to Embarkéxits in a Transpdrtmetimes Units may rekiévemodels while inside a Transport. I1fth_|'
causes the Unit t o entwddnd emubstdsemiiarkediasely (base (®r$tact0NthT)ﬁmsg)oi:

PseuddranspoRerks |
Soame P e mKs . gucH . as/ | yp .S o Seed Nl | Land Bre}é
TrEanspoOMIRS I/t he "Unjalg | s\ a Tran’s pey\ ataddasdmwge@d
in a Melee. 5
Somme T off tWR S\EH®RE s reirer N\NOYRFSNA CoEt s . | ft 'P’c
musts b plja%gevd=* N b'as e® C oM cht===WiFft Il 'L ie -tran§p
’! rE
~ Movement Upgrades that Ignore Terrais and Unit ‘
Sometimésnits have Perks that allow them to pass through terrain and other Units. When |

gy to move where another object is, the ob!.

Perks and Stat Changes :

or subtraction before appiwittgplication or diviskpply any Dice Modifiers afterward.

A BT L 7 AU NIAGE ST

o/
Several Perks can incoradecreasiad on Units and Weapons. When this occurs, alamyiﬁm;p;s/ C

Examplés Weapors using three Perks. Two of thernezksis PowebEtaitotal of +3)vhile
the othd?erldoubled. Th&Ve a pooigin@swebtatvas. First, wiacreaseti8, then double
itwhich has a final total of 16 Power.

Armouand AEGIStat Changasd Dice Modifiers |
Several Perks can outright raise or lower am AE®i8ave, while others are a Dice Modifier.: IIf lt
an* outright change 9‘factAtP-11naS+tAhmurSa@eO\MIIrcamsb@3®4
Weapons to ignore it). Dice Modifiers on the other hand, such as those caused by Penetra?u
Perks, will only lower its chance of success and have nd\gifbcstat Aiftanges then Ditielvio |

|

Damage Increasers

i
Many Perks can increase the attributes of a Unit or Weapon. When inflicting damage, § [Sgime it
will be sedxplanatory, but multiple Perks that increase damage or HP Loss can be mQra

N

When determining the incre@ta,inlo so as follows: apfponuseshen any multipliers.

In the most extreme case when using WaEhponasattatckenultiply Attacks, multiply successful
Attack DicagddHP Loss increasiiesn multipitP LossAn example woulddeapplyerksn this orde€lash+)
+Attacks(+)Arc (x)xD6 AttackSbliterateDestroy(#)Devastatéx) Annihilate |
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122 USING PERKS
Playstylemdwhen tbkse Perks ;.
. N4

Standaréerks are used tynitonce per Game TurrreTdreexceptionsuch aBassive and some Specific Agr
number d?erks can be used binitbeforand/orfter any action, such as Moek, Baah or Deploying in tM \
respective PhasesUHivants to use a Perk but does not wish to make an action, they may still use the %rk b%t forfe
their opportunity to make an action later in the Phase.

Advanceth Advanced Games, Pankise activated multiplewimes h  t h e - Hutsvél coBt @addikosaRC
with each use. Passive Perksndedotbe activated, therefore do not cosfldmeyl@¥e. Perk Action lets Unltd
all theiavailableerks at once.

ActivatinPerks

Whether it idmitPerk, Weapon Perk, Roster Perk or Trait, there are diffevargentie¢imofien referred to as Actirdiss
otherwise statgda Perk or an Activation fhefollowing applies to activaéric: ‘

i

I-O»-I’

. '
N
¥

!
- Perk effects are applied when the Perk is used. :

- Weapon Perks that do not specify when the Rerlapptiessill do so at the end obtineiAtta@sSequence. \
- Theeffects afifferertnitPerkstackvith eachotherd ent i cal Per k effects onl y
- Unis in Reserve can use Perks on othetJinig(dlyits in the same Rast&gserve. Ej
- Perks that occur passively or under certain circumstanceswheasigveusesy occur.

- UnitPerks angsed simultaneolshall modein dJnit In a similar fashion, multiple Weapons with |denmﬂhmoflles
a Uniare activated together. »
Perk Activation Terms ’

Perkdave terms to indicate how they argmndsadsome caseguirements to be equippédide Unithe following Actlvatloh
Termsre a global ruling for the Perk that works alongside a Perks description. ,

;

Activat@:he player can choose to activReektinhen they are éblStandard Games, this is once per Game Turn before
an action, such as Move, Dash) At jadcdkf orsngDepl oy. [ @

Aethelthe player can choose to activate the Perkamhabligly a successful Aether Test.

For Unit Perks $tandard Games, this is once per Game Turn before or after an action, such as Move, Dash, Atté
Advanced Games this is with the -Use Perks® Acti on-’

For Weapons, the Aether Tesemsustéssful to use the Wedapiag the Attack Sequence. Weapons with the same prdﬂ
oneAether Test.

To perform &ether 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 isfigngradedttheStat bonus is doubled.

- If the result is 12, the User suffers D6 HP Loss (no Saves allowed). :
Attack Dicéhe Perk takes effecgifan f t he Weapon®s Attack Dice have bée:e

Auto TesBome Weapon Perks have a chance of causing an effect when certain numbers are rolled on the Attac
Damage (caused by high Weapon Power vsloe/ fTaggetc e ) bypasses the Attack Di|
to roll a dice to determine if the Perk effect occurs. Roll a dice for each Attack Dice the Weapon wguldthdve roll@ds
effect I f t hrequickkmene meets t he Per k®s

Casualty:he Perk takes effect or is available when the User or a potential Target is reduced to@&tlllaltgnm‘éjagome§
Targeted for a Perk such as Revive or Reanimate, the Unit can only be selected aftembwed ldscaseditsiéthese :
are several Perks equippedtivatievith Casualty, the player may choose which one to use first and may save others fc

Commanddrhe 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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DamagBonusThePerk has an effecHenLoss. If other PerksaffedHP Loss aie effecapply addition or subtradtien ¢
apply multiplicat{soch as double or triptedivisiofsuch akalf. If a fraction, round down but apply at least ](&*ﬂtlérLoSsq
tallying all identical Weapons in the Attack .Sequence) '

Endof Turm:he Per k®s e f f e cutrenit Gancecluvimich may @ytolhefoll@vingl Gamé Tiattbngnue '
indefinitelylepending on the Pafikerapplicabl¢he Bri®@effectoccuibefore reviewing Objectives and OP. .

End of Phase/Steft e Per k ®s e f f ecortest Phase instandard Gamds gor \Weaapbnsotliis istthe Atiacg,k
In Advanced Games, this is after the Action Step has ended (which will be one or two Actions and any Counter EA\C?I

HP+A Unit can only ever gain half of their maximum gRgronclditing casualty models) in a single Game Turn frof’n él
alkspurcesiPerksvigrah HP + % T hh s,y e.an e xefelds a Unigte@SIBmaiXx i mum |
Unit that has become a casualty cannot regain HP.

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

O s

Instructl his Perk can seize control or command Units that may not beld@g to tRHoafeerkris actind is controlllng
an enemy,tmednemy play® will rhbrei the miniatures on behalf of the player using this Perk.

T

Limited Use (Xhis Perk can only be used a number of times as indicated per game. If Activation fails, it does noé cél

LinkedUnit(x): The Unit needs to bedit&kene or more Units from the start of the game, and will remain linked for thé
gameTheir full point cost must be within 10% of the otbeitfifkcedxampleJaitw i t IFornild e P wartk 100pts and i
linked with two otblait profilethe other twdnitannot be lower than 90pts, nor higher than 110pts. Linked Units m@st;f
totaPoint Cositf Unit Profiles and Weapons. Units that are linked must all have the same maximeicuHentaide vﬁkbg;hdr
example, a Unit with Form | is reduced to 5 out of 10 HP. If they change to the other profile, that Uoit20ilH&so, hé\
Lingering negative Perk effects will remain between IpeofigsahrityPerk effects wikteate when exchanging for anothe
Unit. Perks that require a Unit to be on the battlefield for a Game Turn do not count if the User chamyyéisenttha dlffel
User ia casualtgllinkedJnit pofilesassociated with thatdoesasuséies ; ,L

LinkeWeapofx): The Weapon needs to be linked to one or moprdMedpmn the start of the game, and will remaln.ilnk
for the rest of the gafneir full point cost must be within 10% of the otMedpdesl For exampl e, a ; W\
Perk that is linked with two\Wtmegpoprofiles is worth 100tbis other tWeaporsannot be lower than 90pts, nor hlgher*tlfta
110pts. '

Masty TestThe player can choose to activate the Perk when thitly arsugbkessful Mastery Test. In Standard Games, it
once per Game Turn before or after an action, esrukcsh®
ActionFor the Perk to functionJtiee must firsass a Masy TesRoll a DBefore using the Péik 4+ thethePerk was | |
successfulitivate@his can be upgraded or reduced with othefaitedsshe Perk does not take effect at this time. |

MeleeThe Perk can only be used when therigaijésl in a Melee. | |
Multi ElemelitemerRRerksan have multiplstancesf being Effective/arfdesistaim other Elements \ '

i |
When multiple Elements are on a Unit or Weapon, the bonus or disadvantage against a Target can accuofiulate.|
Effective and Resistant Elements from the Weapon against the Target (an Element can be both Effdfl}iwmﬁtlﬂlReSIStc

Elementshdahe Effective Elements, then deduct the number of Resistant Elements. i |
If the result is 0, no chawegars from the Elements. The Elements are neutralised.

If it is aumber that i greater, double the HP Loss that numbetfdf tenesmber less thahdve the HRsdy that |
number of tim@gnoring the negative number)

Example A:Water Weapdtacks a Unit with Fire and Earthu$eguadruple HP Lédsuble HP Loss twicdx HP Loss) | |
2 Effective and 0 Resistant. ‘3 i

Example 2n Ice Weapon Targets a Unit with Ice.alriis Suises HP Lagedivided by fofimalved twice, rounding ):Iown ’
0 Effective and 2 Resistant i

Example B:Weapon with Fire, Electric and Ice causes double HP Loss against a Unit witR ﬂﬁﬁaﬁtateralﬁtémaasistahtgf
Example A:Unianddr Weapon with every Element equipped will always be neutral, which isgbippangeyasSleotes f
12 Effective and 12 Resistant 't

Passivet Passive Perk is continuously active the entire game. |
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Point Cost (X)his Perk can only be used against a Target if thdaetontoCtdst Pesknet. The bracket will say (LesSer)
(Greatepr (Double)esser means that a Target must be equal or lesthBaime Osstr, Greater means it must be eqija]
higheand Double means that a firegpet up to double the Point Cost of thigyldiesault, Perks refer to the Current Point (3(
of Units (discussed on Page 3) which refers to remaining HP, but sometistelsev® kel which instfesdo the full |
Point Costfthe Usesind the Targeten iéithetnit has lost HPtheUser and/@rar get does n ®t me el;t
cannot be used against Gleack theoint Costf Units before using a Weapon or Perk. i

ey

With regard to Current Point Cost, changes to HP can interrupt or shep atechdigeksAlso, a Perk may specnﬁcally-refe

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

Units with Fusion, Respawn and Summon must adjust their Curireat Rodtfliegin Units multiply their current valer
10 Respawdnitel’ i deipd e @t bW 2 084and S uammosE o di v issEe s i th eX @i t*-®

Radius (XJhe Perk hasdfiecor Targetable rangghin a distance of the User in all directions, indicated by l(i()lerssmches

stated otherwisen t he P e link @sigiiheededr i pt i on §

Scatter Arr@aD6)The Scatter Arrow and a number of dice are needed as indicatedriay¢oniodiesciios and the dlstahce
travelled. The WARSURGE Dice Generator incl ud eethea]

Pir kc®RsE or wgli nal g ge.t willl remaonbh®YourwaIIouaeldo
the direction that is generated. Alternat. yamday]yothéh:h
result the -1® is folDoéowadefbot ahleebctadoteet di lmlenei p
rolled, the other D6 for distance are not necessary unless specified otherwise by a Perk. i '
!

Single Modédlhe Perk requires the User to be a single model Unit. | i
| |

SkillTestFor Weapon Perks that redikiTastroll a Dévhen the Perk will take effeetove usiribePerklif a 4+ then the { :
.\

Perk was successfully activhie@an be upgraded or reduced with otHefdetkshe Perk does notffeke at this tlme
Most Weapons can roll a Skill Test for each application of the Perk, even if it does not stack (incseasiegsghe Ilkehhd(
Specifi¢ach Specific Perk has its own method of activation or usage written in its description. ! ‘
Sackabl&he Perfecis appkd for each HP Loss caused or successful application, causing an accumulative (stacfkiric
StatChangehe Per k applies a change to a Unit atwaysaMplyaarjdmm@i

or subtractiotherapply multiplication or diisigrercentage chantfeBice Modifiers are present, apply theat &ienge. | !
TraitTraits are added onto Units while designing a Roster. A Unit must be worth abdisgbepts neddead. é
Weapon UsEhe Perk takes effect before rolling Attacl idast #or Attack Sequence
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