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NOW
32 PAGES!!

Well, here it is -
Chronicles, packed with
32 action-crammed
pages! So why twice the
number of pages? To
give you twice as much
info about what's up,
naturally. First off this
month, we've got a lot
(and 1 mean A LOT) of
figures. Then, if that
wasn't enough, we give
you the first official
preview of Dark Eden,
where we bring the
Mutant Chronicles home
to Mother Earth. Get
your extensive preview
of this spring’s brand
new Warzone super-
release right here. | just
have one thing to say:
Brotherhood Beware!

So, what else is
new? Dawn of War was
released before
Christmas, and the
second Warzone Com-
pendium, Beasts of War,
should have reached
your store any day now.
We've got two archives
books coming up for all
you Imperial players
out there (the
Wolfbanes and the
32nd Trench Battalion).
But don’t despair if you
don't play Imperial -
there are archives
books coming up for all
the other corporations,
the Dark Legion, and
the Brotherhood. The
next in line is for
Mishima.

Chronicles also has
the World of Mutant
Chronicles now, an
entirely “new"” section
(well, it has been seen
in an other variant in
CRW#3) totally
devoted to all you great
Warzone players out
there. Tune in, turn on,
and check it out!

Have a nice one,
and don’t enter a
Warzone without your
latest issue of
Chronicles!l!

Editor in Chief
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THE WORLD OF MUTANT CHRONICLES ..

Here's where you find Mutant Chironicles-related information from around the world. This
manth: Essen, TenCon, and an Interview with Paul Bonner.
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Here is some information from your own local distributor: Heartbreaker.
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FEATURES
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Obeying his captain’s call, the soldier ran through the trenches to headquarters and saluted.
The captain said, “Sergeant, the attack begins at 1500 hours. Prepare your men!" Back
through the trenches the sergeant ran, holding his hand on the Brotherhood cross around his
neck. As he ran, he muttered, “Bless the Cardinal....” Painted figures, drawings, trenches and
mare in this article about the Imperial Regulars and Trenchers, including rules for Trencher
Assault Troops and how to build your own trench.

INFINHE PERMUTATIONS ... onramrndil ool o218

A special scenario with a focus on vehicles. With this randomized system for troaps, vehicles,
terrain, and additional optional rules, you can play this scenario over and over without losing
interest.

THE BANSHEES ..............

New Banshees, new rules, and a personality for your Capitol force.

BRING YOUR MINIATURES DOWN TO EARTH ............crsvrvvssinnnnnn26

Once the world was a green, fresh, and wonderful place, but no more. Now Earth, home of the
vast populations left behind by the Exodus, is the Dark Fden - the Lost Paradise. See what is
on the Target Games/ Heartbreaker horizon for 1997 in this special preview.
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Leading the Legions of Darkness, the co-operating crews
[rom Heartbreaker and Target Games tried to force the
Corporations to kneel before the Dark Apostles. But did
they succeed? On the above photograph we see Stefan
Ljungqvist (black t-shirt with the Dark Legion mark),
Chris Bledsoe’s hair and cheek from behind on the left
(frey, are you trying to hide, Chris?) and Warzone players
kicking some Dark Legion butt,

TENCON “96 TENCON ‘96 TENCON ‘96 TENCON “96 TENCON “96 TENCON ‘96

Hi Folks! sAhem!» we “convinced" them to go back to the store for more «wipe

Les Robertson and myself just got off the plane after three days of
representing HEARTBREAKER HOBBIES at TENCON. We had an
awesome time spreading the religion of WARZONE and the MUTANT
CHRONICLES universell BRRAAAAPPP went the sound of my Charger
as we converlted players of other TTGs Lo the Warzone system.

Tennessee is a hothed of miniatures gaming. The local hobby store
{and our host for the occasion), GAMESTOR has three locations in the
area. As for TENCON, the event was a huge success, overrunning ils
original small area to fill a 33,000 square foot convention hall.

Popular events at TENCON included showings of Japanese
animation and a Mechwarrior 2 tourmament run on a couple of
Pentium computers, along with a series of lectures given by Lester
Smith «creator of Dragon Dices, a sanctioned Magic: The Gathering
tournament, and a Sunday afternoon gaming auction. The Society for
Creative Anachronism was present and gave non-stop combat
demonstrations with swords and fill armor. But despite their valiant
attempt to make some noise, our WARZONE system was the big
attraction of the convention!

We met many enthusiastic gamers and taught several dozen of them
how to play WARZONE. We also met Charles Jenkins from the Mutant
Chronicles mailing list «f hate consumer goodsl» and taught him the
[iner points of diving for cover when a RAZIDE starts shooting al you!

By early Saturday, Les and | had managed to teach enough peaple
the system to almost sell out GAMESTOP's WARZONE rack, so

that blood off your sword, Lesis. At the end of the convention on
Sunday, the area had been pretly well picked over - they'll carry more
of Hearthreaker's stuff now!

The original TENCON plan was to have just one WARZONE event
stated for the entire convention. When we arrived on Friday, it only
had two players signed up. After the demo, though, we'd added
several players to the list — even when ather demos were being
cancelled due to lack of judges and interested players! Our players had
a great time, it was LOUD AND FUNI CHAAARRGGGEEE!!!

Ultimately, the growth of the MUTANT CHRONICLES world is
deeply tied to the success of WARZONE. The more that we players
teach the system to our friends and acquaintances, the more quality
gaming opponents you'll be able to find. Right now there are very few
FREELANCERS out there to learn the system from Hearthreaker. This
has to changel

Freelancers are needed in every state in the USA. The basic
requirement is quite simple: YOU HAVE TO LOVE WARZONE!
Anything else, we can teach you - just email Les (thingfish@internet-
95.com) or myself and we'll get you an application package, or write
directly to Heartbreaker for info.

Heartbreaker
PO. Box 544
Secane PA 19018

C'va Later,

Pat Cannon (patc@internet-95.com)

TENCON "96 TENCON "96 TENCON 96 TENCON "96 TENCON "96 TENCON "96



THE WORLD OF MUTANT CHRONICLES

We thought that it was time to talk with one of the men that
has created a lot of the atmosphere and mystic of Mutant
Chronicles with his great artwork. So we fixed this interview.
The man | am talking about is C. Paul Bonner, age of 38, born
in Yorkshire, England...

Chronicles: So Paul, lets start somewhere... How did it all
begin?

Paul: in college | took a 3 year Diploma Course in [llustration.
Harrow Art College. After that | started with an agency in London
doing children's books, leaning towards folk tales and fantasy,
which I always loved since | was a kid. And then after doing some
Jreelance work for GW (Games Workshop. Editors note) | was
offered a full-time-job — and so moved to Nottingham in '89. This
became known as my “ork-period". It was exciting work, but
restricting so | jumped ship to Kopenhavn, Denmark after 2 years.

Chronicles: And when and how did you come in contact with
Target Games?

Paul; Nils found me (probably through Interpol) and persuaded me
to do my first MC piece in about 91/92 {guy in blue armor with
chimneys) — and with the help of various threats and promises
has been persuading me ever since.

Chronicles: And how do vou feel about working with the
Mutant Chronicles universe? It is not exactly the normal type
of Fantasy setting.

Paul: Because I've been involved with MC from the beginning (I
think?) I've seen it grow and have seen my work grow with it. The
guys at Target Games have given me a lot of freedom in how [
portray the scenes they want — and so with mutual respect we
create the best we can. A painting they are happy with, and one |
can really throw myself into.

There is something special about the MC universe that pulsates

with life. I guess it's a world built to give life to these games —
but it has such vibrancy, colour and logic of its own that it
demands to be a visual thing.

Chronicles: You've made lots and lots of Mutant Chronicles
paintings! Is there any painting that you're especially proud of?
Paul: it is difficult to say which painting I'm most proud of. I usually
only see the bits | wish [ could have done better. I'm sure lots of
artists would tell you the same — that they spend so long with
their eyeballs to the paper that they are usually sick of the sight of
it and can't wait to get rid of it in exchange for some food and

drink tokens of course).
Often it is some months later you see it again, and think that "if
I ignore that crappy bit il is okey!", | was proud of “bits" in “Red
Monster with girl hostage”, and the one I'm doing so far is
behaving itself so far. it's a kind of WWI trench scene. More mud
than blood and... Imperial grunts going "over the top".

Chronicles: Which
part of painting do
you think is most
challenging? And
what kind of
technique do you
use when
painting?
Paul: Drawing it. This
is where I think |
should have listened
to my parents and
teachers and become
a fireman. Juggling
huge machines and
huge figures with
huge guns and huge
spikes — all onto a
small rectangular
piece of paper can
lead to psychotic
behavior. But if you don't get the drawing right nothing else
works,

When [ paint | use watercolour splodged on thickly — and just
recently some inks and occasional 2 second bursts from a borrowed
airbrush.

Chronicles: It sounds like you have a lot of work... Do you have
any freetime, to do
whatever you want?

Paul: If I have any time left

for sleeping and stuff'I do

my own work. Dinosaurs
have been a life long
passion, so I'm working
on a collection of
paintings and models
purely for my own
pleasure.

Books: Moomintroll,
Flashman, Pratchett,
Paleontology

Music: Rockabilly.

Honkytonk; Rock

‘n'Rythym ‘n'Roll ‘n'Blues

‘n'Boogie: Tchkaikowsky,
Wagner, Sibelius.

Film: Many different - but stand out ones:

Braveheart, Dracula (Coppolas'}, True
Romance, Last of Mohicans

Arlists: Many, many but these come to mind:
Bauer, Frazetta, Kirby, Shishkin.

See page 26-27 for more of Paul Bonner's
Dark Eden artwork.
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“To The Bitter End!!!

mask shut and tightened his grip on his Destroyer LMG,
ducking down as the Ghosts detonated their charges. THRGET

The mortar teams and Southpaws opened up on the breach .
the Ghosts had created in the fortress wall, firing tear gas and
high explosive rounds. Artillery shells whistled overhead,
detonating in the air and shredding the Bauhaus soldiers
caught on the battlements.

Jones leapt up to fill the breach as the Trenchers poured
out of their trenches and stormed the fort. The heavy weapons
Hurricane walkers advanced, mowing down the flight of
Bauhaus Cobras that had just cleared the wall.

" the colonel shouted as he lead the
charge into the breach. “To the bitter end indeed,” thought
Jones, “The end for the enemy!”

OVERVIEW
The Warzone Archives series continues with the 32nd Trench
Battalion. This exciting new addition to the Warzone universe covers
the history and structure of one of Imperial's most famed regular
army units. New troop types, weapons, and tactics are just some of
the ways this book will expand your battles.

REGULARS

TO THE BITTER END

Private Jones squinted through the early morning fog and rain at the

ragged outline of the Bauhaus fortress. Bauhaus had invaded
Imperial territory, killing the settlers outright and erecting this
prefabricated fortress which had stood up to weeks of Imperial
bombardment, but that was all about to change. Jones grinned to
himself as he squinted into the fog, occasionally glimpsing the faint
shapes slipping around the trenches and razor wire on their way to
the fortress wall, right under the Bauhaus sensors.

“I'd almost feel sorry for those poor fools in that fort,” he thought

to himself. They had yet to deal with the mighty 32nd Trenchers.

Jones slid back down his trench wall and looked along it to the
command post where the colonel was watching the deployment
unfold, his personal detachment of Young Guards ever watchful for
signs of danger. “We'll give you a good show, sir,” Jones thought as
he looked down the other end of his trench to where the mortar

teamns were setting up alongside the heavy weapons teams with their Southpaw rocket
launchers. He almost instinctively gripped his gas mask bag, checking for the umpteenth
time that it was in good working order. He had no desire to breathe in the tear gas that

filled the rounds his fellow soldiers were readying.

Jones's sergeant spoke to him over the commlink. “Jones, confirm that the spotters and
Grey Ghosts are in position.” Jones edged up the trench wall once more, squinting into the
gloom. Sure enough, the Grey Ghosts were out there, setting their deadly charges scant
inches from the fortress wall. The spotters had taken up their positions, triangulating
ranges to the fortress and relaying the information to the artillery units niles away.

“Confirmed, sir,” Jones whispered

into his mike. He snapped his gas

HES

WARZONE




TRENCHERS

A CLOSER LOOK
Naturally, the trench troopers will be the main attraction in
the 32nd Trench Battalion Archives book, burt here is where
vou'll also find rules for the Imperial Regulars, Young Guards,
Grey Ghosts, and the deadly Hurricane Walkers, along with a
lot more.

TRENCHERS
The 32nd Trench Battalion is one of the most famous regular
military units in the entire solar system. In this book you can
find everything you need to command them on your
battlefield, with rules for deploying the 32nd and their
artillery barrages in trench-style battlefields. General rules
and tactical suggestions for Imperial offensive, defensive,
and neutral missions are also covered in detail, along with
plenty of rich background material.

IMPERIAL REGULARS

The Imperial Regulars are the most common type of force
fielded by the Imperial Corporation. Regulars are well trained
and disciplined soldiers, willing to sacrifice their own lives for
Her Serenity Victoria Paladine. The legendary trenchers are
part of the Imperial Regular force and can be seen wherever
the normal regulars are found.

REGULARS

GREY GHOSTS
The Grey Ghosts act as the assault engineers of the Trencher
Battalions. The Ghosts are famous for sneaking into enemy
territory before a attack in order to damage barbed wire
fortifications and set explosive charges behind enemy lines.
During the main attack, the Ghosts detonate the explosives,
adding to the mayhem and destruction.

HURRICANE WALKER
The Hurricane walker is an Imperial Steam-Powered Combat
Machine, IAF's most powerful squad-level weapons platform.
It is equipped with a mighty armory of multiple heavy
weapons and has special reinforced-strength armor.

For all this and a lot more, see Archives #2, The 32nd Trench
Battalion (coming soon).

A Trencher Sergeant peaks
out of a Trench as a

flashgrenade lights up the
sky..
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TRENCHER
ASSAULT °) iouss
TROOPERS

Green letters and numbers scrolled over Keslowski's line of sight. He had only
gotten the implant last month, before his unit had been ordered to the fiont,
and he still wasn't used to being fed with all this information.

It had been quiet for a while now, except for the meter that constantly went
off to alert him to the slight toxic fume build up. One day, he was going to have
to go through the implant programs and turn some of these functions off;

All of a sudden hell broke loose. Keslowski made the mistake of peeking over
his trench and got hit by a wall of flame. As his integral systems started
shutting down, his hearing sensors registered: “Trencher Assault Troopers!
Retreat! Retreat!”

The Trencher Assault squads sweep the battlefield spearheading Imperial
attacks. When the order for attack is given, they leap out of their trenches
incinerating everything in their path. Behind them, the regular Trenchers
mount the main attack.

The Assault Troopers work as a screen in front of the main attack, clearing
a path for the Regulars to follow. Since little or nothing provides cover from
their Hellfires and Wyrmbreaths, they usually manage to sweep a relatively
clean path, often forcing their enemies to fall back to earlier positions.

The cover provided by the smoke of Trencher Assault weapons makes
their head-on tactic less reckless than it might initially seem. But nobody
would be wrong if they said the Trencher Assault Troopers were a bit crazy...

SPECIAL RULES
There are special rules that apply to the Imperial Trencher Assault Troopers.
All rules that apply to Regular Trenchers also apply to the Trencher Assault
Troopers.

DEPLOYMENT AND TACTICS

The Assault Troopers' role brings them all the way to the front of the battle
line, where all the action is. When an attack commences, they leap out of
their trenches, carbonizing everything in their path. During deployment the
controlling player must deploy Assault Troopers in front of all of his other
units.

Since their preferred tactic is to charge towards the enemy with their
weapons blazing, they will never Hide and may subsequently never Infiltrate.
Because of this, they will also never Panic or Rout.

COMMAND DISTANCE
Because of the wide area their weapons cover, the Assault Troopers are
trained to operate in dispersed formation. Assault Trooper squads are
leaderless (with no model ever acting as squad leader), and troopers need be
no closer than 6” from any of the other troopers in the squad to be within
command distance,

COHERENCY
Both the Hellfire flamethrower and the Wyrmbreath gas weapon tend to leak
vaporized flame liquid, toxic gas and other highly flammable fumes. Because
of this, Assault Troopers should never fire their weapons when they are
within 3" of another Assault Trooper.

TRENCHER ASSAULT TROOPERS
€CC MW PW LD AC W ST MV A COST
FDRSS]. - 133 1 0 3 260 40




ASSAULT
ARMOURY
HELLFIRE FLAMETHROWER
CR MX RM DAM
Hellfire F - = 18

The Hellfire is the standard flamethrower produced by Clan Bartholomew’s
second-largest arms corporation, FlameATec. Use the standard flamethrower
templates with the Hellfire. Unless otherwise noted, the Hellfire can only be
bought for the Trencher Assault Troopers.

WYRMBREATH GAS WEAPON
CR MX RM DAM
Wyrmbreath F - = .

The Wyrmbreath is Imperial's infamous gas weapon, creating a green cloud
of death in front of the Trooper which then sinks into the trenches to ravage
enemy positions. Use the special gas spray template with the Wyrmbreath.
Once the Wyrmbreath has been fired, the spray template remains in play
until the Trooper uses an action to stop firing. If the unit moves, the
template moves with him. If he is killed, the template stays in play for the
rest of the turn, at which time it dissipates harmlessly.

All models caught by the template (Dark Legion models too) must roll
under their Leadership or suffer a wound; there is no armor roll, although
models with gas masks roll 15 or less to avoid the damage. Roll for each model
that is hit by the template, enters the template, or is activated under the
template, but models never need to roll more than once per turn. When fired,
the dense clouds of smoke produced by Wyrmbreath lower battlefield
visibility. Missile weapons fired through the gas spray template are at -4 to hit.

Trencher Assault Troopers are equipped with special protection units and
are unaffected by Wyrmbreath. Unless otherwise noted, Wyrmbreath can
only be bought for the Trencher Assault Troopers.

If an Assault Trooper does fire (or is firing; see the Wyrmbreath below) his
weapon within 3" of another Trooper, he must roll under his Leadership
value. If he fails the roll, he has set the other model on fire. Treat this fire as
if it was a normal flamethrower attack. If there are several Assault Troopers
within 3", only the closest one will be set ablaze on a failed roll.

If the Leadership roll is a fumble, something has gone terribly wrong. Not
only has he set his poor fellow Trooper ablaze, but the victim turns into a
deadly inferno as his fuel/gas tank explodes. Place the explosion template,
centering on the victim. Models within the template are caught in the
explosion, which should be treated as an ordinary flamethrower attack that
inflicts DAM 18 on all affected victims.

EQUIPMENT

Due to their frontal tactics, the Assault Troopers are equipped with
Imperial MK 11l Heavy Assault Armor, which is reflected in their
slightly higher Armor value compared to Regular trenchers. All
Assault Troopers also wear gas masks. Each squad of Trencher
Assault Troopers will be armed with one of two weapons: the
Hellfire flamethrower or the Wyrmbreath gas
weapon.

This equipment is already included in the
Trencher Assault Trooper's cost.

STRUCTURE
Imperial Trencher Assault Troopers always act as
aderless squads of 2-3 models.

TROOPERS
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NARZONE

NEW TEMPLATE FURY ELITE
GUARD

The Fury Elite Guard is very seldom seen on
the battlefields, as their
normal assignment is to
guard members of the
Curia and protect the
Cathedrals from Dark
Powers. If they are
found on the field of
battle, they are most
often accompanied by a

Cardinal in the name of the whole

Brotherhood.

FURY ELITE GUARD
#9525

CARDINAL DOMINIC
#9601

WYRMBREATH TEMPLATE

For use with the Trencher Assault Troopers




COMBAT
WARHEADS

The Combat Warheads are just that: droids, fearless and
cold, the ultimate warriors. The ability to make the
Warheads is the one of the great achievements of
Mishima and Cybertronic technology, as the Combat
Heads handle their swords and Dragonfire HMGs with
unbelievable skill. And, being droids, they never run from
combat.

COMBAT WARHEADS
#9522

SUICIDE WARHEADS

Suicide Warheads are frightening robotic soldiers. Because normal ashigaru, samurai,
and hatamoto refuse to work
with them, most Suicide Heads
are deployed as support troops
for the Mishima Combat
Warheads. Still, others can be
seen in all kinds of forces. They
are very useful warriors,
programmed to run against the
nearest enemy and blow
themselves up.

SUICIDE WARHEADS
#9523




DRAGONBIKE

The Dragonbike was specially developed to be used on the
watery surface of v, but when Mishima discovered
how effective it is, Dragonbikes spread to all the populated
planets of the solar system. It is armed with integrated
Dragonfire HMG and a rocket ramp.

MISHIMA DRAGONBIKE
#9641

SHADOW
WALKER

SHADOW WALKER
#9637




KARNOPHAGES

Unless heretics somehow manage to stop the degeneration
process, most eventually become either Kadavers or
Karnophages. Karnophages are what remains of heretics
possessed by the Black Hunger, which forces them to eat
fresh meat every day, no matter what (or who) it comes from.
This terrible hunger draws them to the battlefields.

REAPER OF
SOULS

The Reapers of Souls are the
dreaded assassins of the Heretic
Cults of Algeroth. They are armed
with sharp Soulscythes that cut
through bone and flesh like knives
through butter and wear huge
black- cowled cloaks which swirl
about them in enormous folds.

KARNOPHAGE KARNOFPHAGE
#9527 #9527

GOLEM OF
DARKNESS

All human troops have reason
to fear the Golems of Darkness.
Bless the Cardinal that it takes
a long time for the Legions of
Darkness to create them! The
Golems are droidlike beings
who feel no pain or fear, and
although their Dark Technology
brains can only act on orders,
they can learn and will never
repeat a mistake.

REAPER OF SOULS
#9655

GOLEM OF DARKNESS
#9649

EAONIAN JUSTIFIER

These monsters are anather of the Tekrons' creations, a complex blend
of human DNA mixed together with spider and insectoid features. Their
enormous claws are their main combat weapon, horribly infected with
the black disease.

EAONIAN JUSTIFIER
#9653




VENUSIAN RANGERS

The Venusian Rangers are the most famous of all Bauhaus Special
Forces. Their deeds of valor amid Venus's steaming jungles are
legendary. It is the dream of every Bauhaus youth to wear the white
skull mask and unadirned armor of the Rangers.

VENUSIAN RANGER
SERGEANT

#9861

VENUSIAN RANGER
KAPITAN

VENUSIAN RANGER WITH
MG-80 HEAVY MACHINE GUN
#9867

VENUSIAN RANGER VENUSIAN RANGER
#9526 #




MACHINATOR

With the exception of the Machinator SW4100, the
Machinators only fight in close combat. Their preferred
tactic is to attack foes with the close combat units while
the SW4100s kill anyone who tries to flee.

MACHINATORS

PERSONALITIES

TATSU
#9651

#9662

b b il
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INFINITE PERMUTATIONS

INFINITE PERMUTATIONS

BY JEREMY WEBB, WITH ADDITIONAL MATERIAL By JONATHAN W. COULTER
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INFINITE

SCENARIO =7

In order to maintain an edge in combat, Cybertronic
regularly conducts studies to determine its military strength
in relation to its competitors. Corporate policy dictates that
these studies frequently take the form of computer
simulations detailing corporate forces in relation to

TABLE ONE

ROLL # OF PIECES
1-3 none

49 one

10-15 two

16-20 three

ROLL SCENERY TYPE
1-5 hills

%] foliage (trees, bushes, etc)
10-13 rubble

14-18 rocks

19-20 fortification.

TABLE THREE

ROLL MAXIMUM FORCE STRENGTH
1-3 2000 points

4-10 1500 points

11-17 1000 points

18-20 500 points

TABLE FOUR

ROLL PERCENTAGE OF VEHICLES

1-4 25% of total force

5-12 50% of total force (at least 1 vehicle)
13-17 75% of total force (25%)

18-20 100% of total force (50%)

PERMUTATIONS

Cybertronic in
a variety of
troop sizes,
composition,
and terrain.
After studying
the conclusions
of these
simulations,
Cybertronic
then
restructures
itsell as
necessary.
This
scenario is
designed to
help players
become
familiar with
the new vehicle
rules from

Warzone #0629

Compendium

#2. It uses random generation tables to determine the entire
battle. These tables will generate random troop size,
percentage of vehicles in the force, and the terrain involved.

TABLE SETUP
The playing area should be four feet by six feet (120 cm by
180 em), divided into 12 equal zones, each two square feet
in area. Now roll once on Table One for each area. This will
tell you how many pieces of scenery, if any, occupy that
square. For each piece of scenery, roll once on Table Two to
determine its type. Of course, you are always welcome to
substitute your own scenery categories,

FORCES
Each player rolls on Table Three to determine the number of
points available to him in constructing his force, then rolls
on Table Four to see approximately how many vehicles he
may have in his force. Determine deployment zones at all
times using the standard Warzone rules.

VICTORY
After five rounds of combat or one player has lost all forces
(whichever comes first) the players may either check scores
to determine a winner or roll for reinforcements for each
side (see below). If reinforcements are called, play continues
for another three rounds of combat. In any case, the game
ends after no more than eight rounds total.

To score the game, each player receives five points for
each broken enemy squad and seven for each broken enemy
individual. Routed or destroyed units are worth double their
break value.

BE B B B BB ES
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THE END




INFINITE PERMUTATIONS

individual must be activated like any other,
rolling on Table Six to determine the status and
deployment options of each unit. Note that
unless a unit is delayed, it may always enter
the battle on the owning player’s table edge.
Once the deployment option has been
determined, place the unit on the appropriate
table edge (or where otherwise specified by
Table Six) with its rear edge even with the edge
of the table. The model may then be activated
as normal with it full complement of actions.

OPTIONAL VARIATION
The option listed below is a variation of the
same scenario with minor modifications. Both
players should agree whether to use this
option before starting the game.

This option automatically assumes that
reinforcements will be called, extending the
game to the full eight round duration. Before
the game begins, roll on both Table Three and
Table Five to determine the strength of both
starting forces and reinforcements.

Reinforcement units may be deployed
during any turn including turn one. Before
rolling on Table Six to see how the

REINFORCEMENTS reinforcements arrive, roll 1d20 to determine
If rolling for reinforcements, each plaver rolls once on Table whether they arrive at all. Subtract the number of turns the

‘e to see how many points worth of reinforcements will game has been played from the die roll, and if the result is
arrive are coming into the battle. Make an additional roll on eight or less, the reinforcements arrive normally and deploy

Table Four for vehicle requirements as well, using figures in according to Table Six. Otherwise, the unit has gotten lost or
parentheses when applicable. detained and will not be available to participate in the battle

All reinforcement forces are initially kept off table. During (lost reinforcements do not count toward victory scoring).
the activation phase of turn six, each reinforcement squad or

TABLE FIVE

ROLL POINTS WORTH OF REINFORCEMENTS
1-3 1000 points

4-10 750 points

11-17 500 points

18-20 250 points

TABLE SIX

1d20 ROLL - DEPLOYMENT OPTION/STATUS

1 - Rear Attack: The activated squad or individual has pulled off a tactical surprise. Do not place the unit on the table during this
turn; instead, hold the unit in reserve until turn seven. During turn seven, the unit may deploy anywhere along the enemy’s table
edge once activated.

2-3 - Flank Attack: The activated squad or individual was able to outflank the enemy and may enter anywhere along either table
side during this turn.

4-6 - Flank March: The activated squad or individual is attempting to outflank the enemy. Do not place the unit on the table
during this turn; instead, hold the unit in reserve until turn seven. During turn seven, the unit may deploy anywhere along either
table side once activated.

7-9 - Airdrop: The activated squad or individual is helicopter deployed according to the rules in the Warzone rulebook, Enemy
units under Wait orders may shoot at the helicopter using the same rules.

10-19 - Normal Deployment: The activated squad or individual may deploy anywhere along its own table edge.

20 - Delayed: The activated squad or individual has been delayed and may not be deployed this turn. Roll again on this table
next turn when it is activated.




BANSHEES

THE BANSHEES

It was the first day at her new assignment. Yesterday, she had finally passed the last test and given her vath, and now she had her new red
uniform and her flight pack. Now she was a corporal. Corporals usually had a number of men under their command, but not her...not here.
Here, she was just a mere “trooper,” but for the first time since her parents had been killed, she felt happy. Now it was time for vengeance,

time to kill the heretic Mishimen who had slaughtered her entire family. Trained to fight Mishima and the Dark Legion, she was now a

Martian Banshee.

The Banshees are one of the more unusual special units in
the Capitol ground forces. Each Banshee carries a 60-pound
heavy rocket pack on his backs which allows them to fly up
to 200 mph with frightening skill. They use this
maneuverability to wreak utter havoc on the battlefield.

In particular, the Martian Banshees have proven to be one
of the most durable of the Capitol special forces, surviving
when others have disappeared. They were first seen in the
Great Rust Desert of Mars during the first Cardinal's reign.
When several innocent families were slaughtered by Mishima
Samurai, their children who had gone off to army basic
training were devastated by the senseless destruction. They
swore that their families would be avenged.

The determined youths stole several Mars infantry armor
suits and rocket flight packs, then left the training camp
armed only with standard-issue M-50s. Filled with righteous
fury, they hunted the enemy until they had slain every last
Samurai, giving the Mishima force no chance to survive.

Since most of the Samurai had been wearing warrior masks
with demon faces and forehead symbols resembling a knifelike
cross, the avengers took these masks as trophies. Ever since that
time, all Banshees have worn ceremonial masks of similar design.

So began the Martian Banshee special forces units. At
first, the CAF (Capitol Armed Forces) refused to accept the
vigilante youths who comprised the Banshees, so the
Banshees made several raids into Mishima territory on their
own initiative. When the pervasive Capitol media made
heroes out of the Banshees, the CAF was forced to recognize
them as a legitimate part of the corporate military.

When the Dark Legion revealed its rotting face on the
surface of Mars, it also became a major enemy of the
Banshees. As it turned out, the cross/knife mark on the
Samurai masks was the sign of Algeroth. Although by this
time the hatred between the Martian Banshees and Mishima
was too deep to ever peacefully resolve, this knowledge gave
the Banshees someone new to hate.

Initially, the Martian Banshees were made up only of
people who had lost family members in the struggle against
the Mishima corporation or the Dark Legion. However, today
they consist of all kinds of people who have lost their
families in the seemingly eternal ongoing war. During the last
decade, the Banshees have also spread to the other
colonized worlds in the solar system; these different types of
Banshees have kept a common background, training
regimen, and armaments along with the famous name.

The standard tactics employed with the Banshees is to
spearhead AFC operations - a dangerous role, as the fact that
the Banshees have the largest death rate of any force in the
entire CAF demonstrates. But those who become Banshees
aren't afraid of dying . Instead, they care only for the death
of their enemies, no matter what the cost. For this reason,
members of other Capitol units tend to keep their distance
from the Banshees. A person with only death in their eyes,
after all, does not make for a pleasant companion.

BANSHEES

'3Y.$AMJ:$1NERVA
coNranurlous

FROM 7. JORDAN
PEACOCK

APPEARANCE
The Martians are by far the best known of all Banshees, but
there are currently three main branches: Martian, Venusian
and Mercurian. Some Banshees with variant rocket packs
have been deployed in the Asteroid Belt, but these have not
yet been seen in conventional ground-based conflicts.
Because all Banshees deliberately want to be seen by their
enemies during attacks, no Banshee will ever wear sky-like
or other aerial camouflage colors. Instead, they rely on the

intimidation value of whole squads of Banshees dropping out
of the sky all at once, a sight which prompts most normal
soldiers to take flight or at least forget everything but going
on the defensive.

In Warzone, the differences between the different
types of Banshees are largely cosmetic. Unless otherwise



BANSHEES BANSHEES

noted, all Banshees follow the same rules as the
Martian Banshees in the Warzone rulebook.
Banshees, regardless of type, are traditionally
armed with the M-50 assault rifle. They cannot use
heavy weapons, due not only to the weapons'
weight and bulk but because it is impossible to
brace in mid-air.

Martian Banshees' armor is colored in the
traditional “Banshee” colors (red, with some details
in black). These are the most common of the
Banshees, and therefore this uniform is the most
widely recognized.

Venusian Banshees are the newest branch to the
Banshee forces. Their armor is either skull white (in
the Rings of lce and Winter) or in a green camouflage
scheme (in the other Rings of Venus).

Mercurian Banshees are known for special

Martian Banshee Hero (#9859)

guerrilla-style attacks in strategic locations on Thes_e models can see the \r'enu?ian Banshees without )
Mercury. Their armor is usually black, with some restrictions, and vice versa, While at Treetop Level, \l’euu_smn
variations in dark blue. Their facemask differs from Banshees cannot engage in close combat, they cannot Hide,
the normal design, being a split between a white and the speed of movement and the wlhme_qf thg1r rocket
“happy face” and a black "sad face.” They also carry packs cancels out any penalty to Spotting (if applicable) that

melee weapons such as Punisher short swords or their cover might offer.

Ceremonial Blades confiscated from defeated
Mishiman foes.

RANK STRIPES
The Banshees only recognize five ranks: Corporal,
Sergeant, Captain, Colonel and General. Very few
ever reach the grade of colonel or general, but a
prospective Banshee must have reached the rank of
corporal to even join the force. Typical Banshee
squads consist of 3 to 5 corporals, led by one i
sergeant, who is responsible for training and is CORPORAL SERGEANT
assigned to corporals since they first arrived at the
Banshee training camp on Mars. Captains are solo
Banshee warriors who are not attached to any squad.
Above the captains, four colonels (one for each
colonized part of the solar system where the
Banshees may be deployed: Mars, Venus, Mercury,
and the Asteroid Belt) report to the General, who is
the head of all Banshee forces. The General runs the
Martian training camp and is very rarely involved in CAPTAIN
actual combat, but he does still take to the field
personally.

THE VENUSIAN BANSHEES
The Venusian Banshees wear a lighter variation of the
Ranshee uniform, sacrificing protection for the
greater maneuverability needed for skimming along
the treetops of the Venusian jungles and the forests
in the Rings of Ice and Winter.

Venusian Banshees have an Armor of 22 and the :
special ability of Treetop Skimming, but otherwise COLONEL
they have the same points cost and statistics as
Martian Banshees. Treetop Skimming allows Venusian
Banshees ta fly through jungle/wooded terrain,
although they still are subject to the usual Difficult
Terrain penalty to movement. While skimming, their
flight movement drops to 5" per move action.

Flying at “Treetop Level” counts as being in Soft
Cover, and lines of sight to and from treetop units are
subject to the normal restrictions that apply to
Jjunglefwooded areas, with the exception of models
that are airborne or otherwise at higher elevations.

i
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THE MERCURIAN
BANSHEES

The confines of the tunnel
networks of Mercury limit
the usefulness of airborne
assaults, so the Mercurian
Banshees have modified the
Banshee rocket pack to
sacrifice the highest speeds
in exchange for increased
maneuverability. They are
specially trained in guerrilla
warfare tactics suited to their
unusual equipment.

Mercurian Banshees are often
armed with weapons such as

Punisher swords or Ceremonial Blades scavenged from their

enemies.

Mercurian Banshees have the same statistics and cost as
Martian Banshees, with the exception that they have a CC of
14, a MW of 12, and a MV of 6 whether on the ground or in
flight. Their rocket packs are so maneuverable that they may
use them to aid in movement on the ground. They may pass
over gaps, pits and water hazards with no penalty to
movement, and may even move straight up sheer surfaces.

However, it should be noted that the Mercurian Banshee
cannot Infiltrate while using the rocket pack in this way.
Although Banshees of any sort may Hide, the noise and fury
created by their rocket packs is too much to allow Infiltration
except by foot. If Mercurian Banshees wish to Infiltrate, they
have to do so at a base MV of 3, with the appropriate
penalties for doing so.

They also have a special tactic: the Mercury Ambush. If a
member of the squad is Waiting, and sees an enemy model take
a visible action that he can react to, you may use not only his
Wiait action but those of all other Waiting members of the unit
to perform Charge actions. Even members of the unit who do
not initially have line of sight to any enemy can use this tactic.
As per the new combat rules in Compendium #1, each Banshee
may each make a close combat attack with a +2 bonus to hit
and to damage at the end of the Charge action. This ability
allows a single member of the
unit to act as a “scout,” with
the others ourt of line of sight
waiting to charge in once
enemies are spotted nearby.

PERSONALITIES
At 40 years old, General
Connor N. Panzer is the
oldest surviving Martian
Banshee, having survived
hundreds of battles through a
combination of skill and
dumb luck. He once saved
the President’s life, and when
the General before him died,

Martian Banshee Trooper (#9521)

there was no need to look

Martian Banshee Trooper (#9521)

BANSHEES

around for a successor. Colonel
Connor N. Panzer was the
obvious choice. He can count
the number of battles he has
personally been involved in
since then on the nine fingers
of his hands, each of them at
the direct request of either the
Brotherhood or the President.
General Panzer wears a
special set of Cybertronic
armor with an enhanced flight
pack. The flight pack has
superior speed and
acceleration. In battle, he
carries a normal M-50 with an
attached Type Il grenade
launcher that shoots AP (armor-
piercing) grenades (see p. 8 of

Chronicles from the Warzone
#4 or Compendium #1: Dawn of War) for rules on Type Il
grenade launchers). He also carries the Capitol Honor Sword
as a token of his exemplary service to the corporation.

SPECIAL RULES
Gen. Connor N. Panzer follows all the rules for the Martian
Banshees in the Warzone rulebook, except that his modified
Banshee pack gives an air movement of 12", He never Panics
or Routs.

EQUIPMENT
Gen. Connor N. Panzer is armed with the M-50 assault rifle
with Type Il grenade launcher attached. The grenade
launcher fires AP grenades. He also carries a Capitol Honor
Sword. This equipment has already been figured into the
Gen. Panzer unit cost.
The statistics for the Capitol Honor Sword are as follows:

CR MX RM DAM
cC - - 13{x2)

The Capitol Honor Sword is awarded to individuals who have
shown exemplary performance in Capitol's military.

STRUCTURE
Gen. Conner N.
Panzer is an
individual model,
and as heis a
personality, you
can only have one
General Panzer on
the field and
cannot give him
any Heroic Abilities
under the Optional
Rules. He can only
be fielded if you
have at least three
squads of Banshees
in your force.

Martian Banshee Sergeant (#9858)

GENERAL CONNOR N. PANZER
cc MWw PW LD AC w ST MV A COST
16 17 - 19 5 3 1 3 26 80
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CARTEL AFFILIATED

CARTEL

AFFILIATED

The Dark Legion approaches, leaving a wave of
destruction in its path. New Citadels are erected,

some even crushing outposts that were loyal to
their Rark Soul. Can nothing stop their que

A Cartel affilia
about the MU
especial
DOOMT
selection ¢
Heartbreaker eve
will be for

WAR & PIECES
7 South Main St.

W. Hartford, CT. 06107
(860) 232-0608 :
* Call Jim about Warzone Leagues

MYTHICAL REALMS

12909- U.5. 71 HWY.

Grand View, MO 64030

(816) 763-5075

* Warzone Every Saturday Morning

MISSION GAMES

33128 First Ave.

Mission, B.C. V2V1G4 CANADA
(604) 820-3224

*Call for info on the Mission Games rag
and the the Warzone League
LEGENDS

376 State St.

North Haven, CT 06473

(203) 582-6486

* Warzone League every Friday on
awesome dio-tables!

nite Run Mall
cdia, PA 19065
(610) 891-9229

SHOWCASE COMICS Il
620 South St.
Philadelphia, PA 19147
(3215) 625-9613

GREENHOUSE GAMES

279 Harrison Ave.

Gardiner, ME 04345

(207) 582-6486

* Mutant Chronicles event every month

GAMING REALM

69 5. Market 5t.
Frederick, MD 21701
(301) 662-4263

* Contact - Tony

THE GAME PLACE

12107 DARNESTOWN RD.
GATHERSBURG, MD, 20878
(301) 208-1970

THINGS FOR THINKERS #1
4500 E. Speedway Suite #40
Tucson, AZ 85712

(520) 326-7679

* Contact - Lorna

THINGS FOR THINKERS #2
2155 E. University Dr. #101
Tempe, AZ 85281

(602) 968-8819

* Contact - John Bass




WANTED! FREELANCERS

WANTED!
FREELANCERS

The Solar System is a mayhem of chaos.The Dark
Legion’s heretical minions conspire and makes war
anywhere possible. Desperate humans try to do
anything to protect themself from the growing ggarghy
Thoughjthe darkest age is yet to come!!! But th 1
faith in the number of still anonumous warﬂbr&“ that .
can be found all ovér.the Solar
System.The Freelancers!

game featuring. the
Setting; WARZONE

|nclud|ng any future releases A FREELAN
also be willing to attend at l:onver?aons and hit Retall 4
 of our games. Of B 4
course, as a FREELANCER you do never anything for

the MUTANT CHRONiC  Universe before
anyone else. )

ON PACKA L
BREAKER
L US NOW!

APPLICATI
FROM HEART
WRITE OR E-MAl

FOR MORE INFORMATION ON THE FREELANCER OR CARTEL AFFILIATED STORE PROGRAM, PLEASE
CONTACT:

Heartbreaker
P.O. Box 105
Folsom, PA 19033
U.S.A.

E-mail: hrtbrkrO00@aol.com
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DARK EDEN

BRING YOUR MINIATURES

DY STEFAN
LJUNGAVIST,
CHRIS "BLEDSOE
AND DAVE JONES

DARK EDEN FOR WARZONE
In the Mutant Chronicles universe, Dark Eden is forsaken
Earth. Soon, you'll be able to command your very own tribal
force, and even pit large resin beasts against your friend’s
Dark Legion or corporate force.

Dark Eden will be a complete new expansion line for
Warzone including both metal and resin figures sculpted by
the awesome Heartbreaker Design Studio: Phil Lewis, Tim
Prow and Neil Mckenzie and other. The first figures will hit
the store shelves around the world in the middle of '97
together with the European Sourcebook, the first
Heartbreaker/ Target Dark Eden Warzone release featuring

DOWN TO EARTH

-DARK EDEN FOR WARZONE -

the four major European tribes: The Sons of Rasputin, The
Templars, Crescentia, and The Lutheran Triad.

Here you can see a selection of sketches that provide
inspiration for the miniature designers’ work, along with
some artwork from Paul Bonner and Peter Bergting.

We'll have more and detailed info for you in the
Chronicles soon. Until then!

THE SONS OF RASPUTIN
The Sons Of Rasputin are strong in the northern and
northeastern portions of the area once known as Europe.
Their vast smoke-spewing, coal-driven cities are like blisters
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CRESCENTIA
With roots in southeastern Europe, the
nomadic tribes of Crescentia are constantly on
the move in their eternal quest to find a home.
These nomads breed enormous beasts trained
to serve as workers, protectors, and battle
support. The largest beasts arc used to carry
whole parts of their villages from locale to
locale. Crescentia’s chosen leader, the Khan,
guides them with pride and confidence through
the power of their legends, channeled through
the holy Prophets.

THE TEMPLARS
The Temple of the Deified Children of Mother
Earth reigns supreme in the southwest and central
part of what used to be Europe. Their symbol of
supremacy - two crossed tusks - is everywhere.
Not only are they the best organized of the
European tribes, they are also the most zealous.
They are a race of genetically mutated humans,
perfectly adapted to the Earth’s toxic
environment. Feeling that this is nature’s way of
giving them dominion over the Earth, the
‘Templars have proclaimed themselves the true
rulers of Dark Eden and see “normal” people as
slaves and workers for the new world - the
Temple's new world.

The Templars

on the surface of the world, further
corrupting the already-polluted atmosphere.
Their constantly-expanding reich knows no
bound, and those who refuse to surrender
to their huge war machines and
technological advantages suffer dire
(‘ﬂl'I.Sl'_‘qu'_‘nCl'_‘S.

THE LUTHERAN TRIAD
In the northwest, the Lutheran Triad struggles
to defend their lands against the ruthless Sons
of Rasputin invading from the east and the
malicious Templars from the south. Hopelessly
outnumbered, they place their hope in kin,
courage and faith. Their holy Patriarchs lead
them with words of devotion and rituals of self-
sacrifice. In order to survive in their forsaken
world, each Lutheran is surgically altered at
birth, resulting in a completely smooth lower
face. Communication is by sign language and
telepathy, with breathing and nutrition
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provided by a small metallic filtering apparatus inserted into the
back of the gullet and windpipe. This necessary mutilation,
combined with telepathic bonds, has a powerful effect on the
Lutherans' common faith and dedication to the tribe.




QUESTIONS

ANSWERS

QUESTIONS & ANSWERS

QUESTION: Someone has told
me that all close combat weapons
that have a DAM multiplier are
automatically Sweep weapons. Is
this true?

ANSWER: No, it is not true. A
weapon without a DAM multiplier
could be used to make Sweep attacks
with, and vice versa. Sweep
capability, like Heavy Weapons and
Fireburst capability, depends on the
weapon description. You're only
allowed to create firebursts with
weapons with fireburst in their
description; sweeping is the same.
QUESTION: What are the Blood
Beret sergeant’s official statistics? I've found two different
versions in the rulebook (in the Examples and the Army List),
ANSWER: The Army List stats on page 87 in the rulebook are
correct. The Examples point costs on page 63 were incorrect in the
FIRST EDITION of the book.

QUESTION: Another Blood Beret question. Does the BB
captain really have an Armor Value of 26 (when all other BBs
get 24) and 3 wounds (when all other captains get 2)? Are
this values good, or simply misprints?

ANSWER: A: 26 and W: 3 is correct.

QUESTION: The “beam in” ability that the Triangled Wheel
Templars have (seen in Chronicles from the Warzone #2)
raises a few questions. First of all, when you beam a unit in,
does it immediately get to take its actions, or does it end its
turn just waiting like airborne troops would?

ANSWER: It works in the same way as helicopter deployment:
the Templars have to wait,

QUESTION: Also, since Triangled units deviate, how does
one place them?

ANSWER: The central point indicates the location of the High
Templar of the unit, with the rest of the units placed anywhere
within command radius. The Templars' owner decides their initial
facing.

QUESTION: Last “beam in” question: Since | have a lot of
catwalks and buildings, | need to know whether units
targeted to “beam into” a multi-level structure can beam
directly into the lower levels, or can they only beam down
into areas open to the air?

ANSWER: They

can only beam to
an area that is
open to air.
QUESTION:
We're playing a
lot of multiplayer
games. When a
scenario says that
the opponent
gets the option
of doing
something, which
of the opponents
is allowed to do
it? We roll a die

and the one who
#9610

rolls the highest gets the right to
do it.

ANSWER: Yes. That is exactly how
you should do it. You all roll once;
the highest roller gets the choice.
QUESTION: Can flying models
Hide/Infiltrate while fAying?
ANSWER: No.

QUESTION: How often can the
Combat Medic unit be used in a
turn?

ANSWER: Every time o figure
with a Combat Medic unit gets
wounded, he is allowed to roll for the
unit. But remember: If a figure only
has one wound left, and he is
wounded again, he will be dead
before the Combat Medic unit will

take effect. This goes for the ability
called Luck too.

QUESTION: If you are wounded by a Flamethrower and
you use your Combat Medic unit to heal the wound, are you
still on fire?

ANSWER: Yes.

QUEsSTION: What kind of Grenade Launchers does the
Chemiman have (see Compendium #1).

ANSWER: Both of them are counted as a Grenade Launcher
Mk.II that uses the explosives template.




CLARIFICATION

SECONDARY ATTACKS

the secondary attack rules, so we've tried to clarify them
here. [All examples use the new Close Combat rules from
Compendium #1 and Chronicles from the Warzone #1).

We've heard that people have had a hard time understanding

OTHER

hand and a M13 Bolter in the other.

In some special occasions it happens that a figure may
even have three weapons, but only one of the three is a
“primary” weapon and one other the secondary. You must

nominate the third weapon as a "primary” or

secondary weapon, or else you're not allowed to
use it at all.
Example: The Samurai above has two swords on his
back and one Shogun Assault rifle, totaling three.

Whenever you activate these figures, you can
choose which weapon will be secondary. A figure
with a secondary weapon gets one extra action
with it per turn, but only the “primary” weapon
can be used with any other actions.
Example: You activate a Mishima Samurai and say
that his secondary weapon is one of his Ceremonial
Swords and his “primary” is his Shogun Assault Rifle.
Inn your turn, the Samurai moves once, fires the
Shogun, charges into close combat with his third
action fhe can't attack again because he is not
allowed to use the Shogun in close combat). Then he
uses his secondary attack to strike his opponent. The
next time the Samurai is activated you nominate both
his swords as “primary” and secondary. The Samurai
starts with striking with his “primary” weapon the
three first actions, then he uses his secondary attack
(the fourth total) to strike with the other sword.

The secondary attack action can be

i‘:;-‘]:.ﬂ'

Any figure with two visible weapons is allowed to use a
secondary attack.
Example: A Samurai carrying a Shogun Assault Rifle and
Ceremonial Swords on his back is allowed to make one secondary
attack, as would be a Capitol sergeant with a Chainvipper in one

performed anytime during the other actions.
Example: The Samurai in the example above is
activated again and you nominate the Shogun as his secondary
weapon. The Samurai kills his foe with the first strike with his
blade and uses his next action to move, For his third action, he
uses his secondary attack to fire at a foe 4" away from him.
Finally, as his third normal action (his fourth total), he charges the
foe in close combat and strikes him down.

OFFICIAL TARGET GAMES/HEARTBREAKER
MAILING LIST:
Welcome to Target Games' mailing list, the email list on the
internet for discussion and information about products and
universes created by Target Games. This is how you do to
join the list:

The list is divided into different subtopics which can be
subscribed to separately. The different topics are:

TOPIC: Relates to:
MC = Mutant Chronicles RPG
Warzone = The Warzone Table Top Game

Doomtrooper
DarkEden

= Doomtrooper Collectible Card Game
= Dark Eden Collectible Card Game and
the Dark Eden setting.

KULT = Kult RPG and CCG
DoD = Drakar & Demoner RPG (in Swedish
only)

To set your subscription to the topics you're interested in,
send email to ‘LISTSERV@pi.se’ with the following text in
the body:

KEEP YOURSELF UPDATED! YOUR LIFE MAY
DEPEND ON IT...

SET target TOPICS: topicl, topic2, etc....

To send mail to the list, address new messages to:
m-list@list.target.se

Put the topic name in the subject followed by a colon.
Example:

Warzone: When you play with this scenario...
If you have any questions, please email listmanager Patric
Backlund (patric.backlund@target.se).

OTHER MAILING LISTS
To join the (inofficial) Warzone mailing list:
Send a message to: game_mgr{@dark-ages.com
with "join warzone” in the message body

Website info:
http/iwww.dark-ages.com/gamesite/warzone/

(List archives are available on the website).
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“THERE’'S NO PLACE LIKE HOME.,..”

MUTANT CHRONICLES RETURNS TO FORSAKEN EARTH
NEW COLLECTABLE CARD GAME
UNLEASHED MARCH 1997
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