Effective December 17, 2025

MUTANT CHRONICLES®

Errata & Update Document

Rulebook Second Printing Changes

The following is a detailed list of the changes that were made between the first printing of the Warzone Eternal rulebook
(the “Kickstarter edition”) and the second printing of the Warzone Eternal rulebook. The second printing is quickly
identifiable by the addition of a “Warzone 30” badge on the front cover and the Trans Atlantis Games logo on the back

cover.

o Page 52 — Bullet 2, “Unit Type”

Change: Replace the text in its entirety with the following
(language revisions noted in bold and italicized type):

Each Unit is associated with a Unit Type, such as
Imperial's famous Blood Berets, and that Unit Type
is identified here. Some Unit Types may have
multiple variants, such as Leaders, Specialists, or
named characters, which will be listed here,
separated by a pair of slashes — “//” — with the Unit
Type listed before the slashes (in the example,
“Razide // Nazgaroth”).

Explanation: This change was made to reflect revisions
made to the Unit Cards that help clarify which text in a
Unit’s Profile constitutes its Unit Type.

e Page 53 — Card example illustration

Change: The example Unit Card has been changed from
a Necromutant to a Razide armed with a Nazgaroth.

Explanation: This change was made to provide a relevant
example in support of the revised wording in the “Unit
Type” language, as noted above.

e Page 54 —Bullet 7, "Faction Availability"

Change: Replace the text in its entirety with the following
(language revisions noted in bold and italicized type):

In rare cases, a Unit may be available to Forces from
Factions other than its main Faction. These other
Factions are identified by symbol here, and a Unit is
treated as part of these Factions when included in a
Force selected from one of these Factions.

Explanation: This change was made to clarify that these
non-Faction Units for all intents and purposes count as a
member of the Force’s Faction for any rules interactions.

e Page 63 —"End Turn Phase"

Change: Replace the text inits entirety with the following
(language revisions noted in bold and italicized type):

This Phase is the end of each Turn and is triggered
when neither player has any Units which can be
assigned an Activation Counter. In this Phase
players will determine whether Scenario objectives
have been achieved, reset the Battlefield, and
prepare for the next Turn in the following order:



Effective December 17, 2025

Explanation: This change was made to provide clarity on
when exactly the End Turn Phase begins.

e Page 70 - "Brace"

Change: The text of the Suppressive Weapon Special
Ability is inserted below this section as follows:

e SUPPRESSIVE: If all of the Shoot or Strike Tests
from a Shoot or Strike Action using this Weapon
target the same Enemy Unit (this must be a Primary
Target for Area of Effect Weapons), that Enemy Unit
receives a Pinned Counter after the action, regardless
of the Success of the Shoot or Strike Action.

Explanation: The text of the Weapon Special Ability was
included to ease reference for players.

o Page 93 - "Cloud Area of Effect"

Change: Replace the text of the second paragraph of this
section (the first full paragraph on page 93) in its entirety
with the following (language revisions noted in bold and
italicized type):

Upon a Successful Shoot Action Test against the
Primary Target, all Secondary Targets are hit as well —
separate Shoot Action Tests against Secondary
Targets are not performed. A Unit suffers the
Weapon’s effects the first time it is caught in the
Threat Zone and then again at the end of any of its
Activations in which it qualifies as a Secondary
Target.

Explanation: This change was made to provide clarity on
exactly when the Cloud Area of Effect Weapon effects are
resolved.

o Page 94 — Projected AOE example illustration

Change: “Unit 1” has been moved so that its base
extends slightly outside of the Projected Area of Effect.

Explanation: This change was made to make it clear that
the Projected Area of Effect does not need to be centered
on an Enemy Unit.

e Page 106 & 107 — "Enclosed"

Change: Replace the text inits entirety with the following
(language revisions noted in bold and italicized type):

This Terrain Feature represents an intact structure or
intact portion of a larger structure (such as a single
floor in a multi-story building or a single room within
a large multi-room building) consisting of walls and a
roof with one or more discernible points of entry. If
the Terrain Feature has no Units within it, or only
Friendly Units, a Unit may enter the Terrain Feature
through a point of entry as part of a Move Action. If
the Terrain Feature has any Enemy Units within it,
the Unit seeking access must additionally Succeed on
a TN(LD) Test. On a Failure, the Unit ends its Move
Action in base-to-base contact with the Terrain
Feature at the point of entry.

Explanation: This change was made to address confusion
in the original language which didn’t explain how to
handle Enclosed Terrain Features which included both
Friendly and Enemy Units.

o Page 114 — "Helicopter Deployment"

Change: Replace the text inits entirety with the following
(language revisions noted in bold and italicized type):

HELICOPTER DEPLOYMENT (1 DP): Designate a Unit.
This Unit is not deployed during Game Setup.
Instead, when Activated in the first Turn, it must
perform an eligible Movement Action (Move,
Charge, or Fly) as its first Action to enter the
Battlefield from an edge of the Battlefield other than
Side A or Side B and not within the opposing Force’s
Deployment Area. The distance of this movement is
measured from the selected edge of the Battlefield.

Explanation: This change was made to clarify which types
of Movement Actions may be used when entering the
Battlefield under this Asset.
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Rules Errata
The following represents those changes that have been made to the text of the second printing of the Warzone Eternal
rulebook, amending the applicable text effective as of the date noted in the header of this document.

e Page 93 & 94 - “Projected Area of Effect”

Change: Replace the text of the last paragraph of this
section in its entirety with the following (language
revisions noted in bold and italicized type):

Unlike standard Shoot Actions, Shoot Actions with a
Projected Area of Effect Weapon may still be performed
when the Unit is Engaged. If that happens the Threat
Zone still extends outward to the rest of the weapon’s
range, potentially hitting other Units as well. The Unit
performing the Shoot Action is not considered a
Secondary Target of that Shoot Action.

Explanation: This change was made to correct the
potential interpretation under the original language that
a Unit performing a Shoot Action with a Projected Area
of Effect Weapon that was targeting an Engaged Enemy
Unit could be considered a Secondary Target of its own
attack.




