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III

AMMO 1

BLAST
This Attack hits all Enemies 
on the Target’s space.

DEADLY
When you successfully hit 
with an Attack, additionally deal -1
to all Targets of the Attack.

1 SHOT +6

RPG-7U
MAX. RANGE …∞

10000

ACCURATE RANGE …4+
DF

This Attack hits all Enemies This Attack hits all Enemies 
on the Target’s space.

When you successfully hit 
with an Attack, additionally deal 
to all Targets of the Attack.

RPG-7URPG-7U

10000

ACCURATE RANGE

1

This Attack hits all Enemies 
on the Target’s space.

When you successfully hit 
with an Attack, additionally deal 
to all Targets of the Attack.

RPG-7URPG-7U
…∞
…4+

to all Targets of the Attack.to all Targets of the Attack.

This Attack hits all Enemies 

When you successfully hit 
with an Attack, additionally deal with an Attack, additionally deal 
to all Targets of the Attack.to all Targets of the Attack.to all Targets of the Attack.to all Targets of the Attack.

ACCURATE RANGE 1-3MAX. RANGE 5AMMO 6

3 BURST +3Gain +2  to the roll.You may spread  and e�ects between the Target and all Enemies adjacent to it and in your LoS.

1 SINGLE SHOT +3Pick a Body Part.

PRECISE
For every 2 : +1 .

FORA-221

10000

…4+

ACCURATE RANGEACCURATE RANGE

with an Attack, additionally deal with an Attack, additionally deal 

MAX. RANGE

BURSTBURST
 to the roll. to the roll.with an Attack, additionally deal  to the roll.with an Attack, additionally deal with an Attack, additionally deal  to the roll.with an Attack, additionally deal 

You may spread You may spread You may spread You may spread between the Target and all Enemies 
between the Target and all Enemies adjacent to it and in your LoS.

SINGLE SHOTPick a Body Part.Pick a Body Part.

FORA-221FORA-221

1000010000

ACCURATE RANGEACCURATE RANGE

with an Attack, additionally deal -1

1-3DF1-3DF

5
6

BURST
 to the roll.with an Attack, additionally deal  to the roll.with an Attack, additionally deal  to the roll.-1 to the roll.-1

You may spread You may spread You may spread You may spread  and e�ects  and e�ects between the Target and all Enemies 

SINGLE SHOTPick a Body Part.

: +1 .

FORA-221FORA-221FORA-221FORA-221

SINGLE SHOT +3

-1
+3

ACCURATE RANGEFORA-221FORA-221 0-1

1500

MAX. RANGE
1-31-31-31-3DF1-3DF1-31-3 2AMMO 4

BLAST
3 : This Attack hits all Enemies on the Target’s space.

X UNLOAD +XGain +1 to the roll.The number of rolled  is equal to the number of discarded Ammo.

1 SINGLE SHOT +2

M860

C40b

DUTY 
QUARTERMASTER
TRADER
`ɫers limited stock. For authoriĐed 
éersonnel only.

• You may buy Duty Armor and Weapons 
for their value.

• You may buy Attachments of any Tier 
for their value.

• You may buy Magazines for 300 each.

DUTY 
QUARTERMASTER

C40a

`ɫers limited stock. For authoriĐed 
éersonnel only.

You may buy Duty Armor and Weapons 
value.

You may buy Attachments of any Tier 

You may buy Magazines for 300

QUARTERMASTER
`ɫers limited stock. For authoriĐed `ɫers limited stock. For authoriĐed `ɫers limited stock. For authoriĐed 
éersonnel only.

You may buy Duty Armor and Weapons You may buy Duty Armor and Weapons You may buy Duty Armor and Weapons 
value.

You may buy Attachments of any Tier You may buy Attachments of any Tier You may buy Attachments of any Tier 
value.

You may buy Magazines for 300You may buy Magazines for 300You may buy Magazines for 300

QUARTERMASTERQUARTERMASTERQUARTERMASTERQUARTERMASTERQUARTERMASTERQUARTERMASTERQUARTERMASTER
`ɫers limited stock. For authoriĐed `ɫers limited stock. For authoriĐed 

You may buy Duty Armor and Weapons You may buy Duty Armor and Weapons You may buy Duty Armor and Weapons You may buy Duty Armor and Weapons You may buy Duty Armor and Weapons You may buy Duty Armor and Weapons 
value.value.

You may buy Attachments of any Tier You may buy Attachments of any Tier You may buy Attachments of any Tier You may buy Attachments of any Tier You may buy Attachments of any Tier You may buy Attachments of any Tier 
value.

DUTY ROOKIECOMPANION
lractice makes éerfect. �ith your helé, 
this rookie can soon become a fullŭɯed¸ed 
0uty trooéer.
Choose 1 Stalker to gain this card. It may be used during the next Mission.During Mission setup, place 1 Duty Trooper model on the space marked as “Starting Point” or an adjacent 

space. Then, flip this card and place 3  on it.When you finish the Mission return this card to the cardholder.

DUTY ROOKIECOMPANIONCOMPANIONCOMPANION
lractice makes éerfect. �ith your helé, 

C42a

`ɫers limited stock. For authoriĐed 

You may buy Duty Armor and Weapons 

You may buy Attachments of any Tier 

You may buy Magazines for 300

lractice makes éerfect. �ith your helé, 
this rookie can soon become a fullŭɯed¸ed 
0uty trooéer.
Choose 1 Stalker to gain this card. It may be used during the next Mission.`ɫers limited stock. For authoriĐed 
during the next Mission.`ɫers limited stock. For authoriĐed 
During Mission setup, place 1 Duty Trooper model on the space marked as “Starting Point” or an adjacent 

You may buy Duty Armor and Weapons 
on the space marked as “Starting Point” or an adjacent 

You may buy Duty Armor and Weapons space. Then, flip this card and place 3
You may buy Duty Armor and Weapons space. Then, flip this card and place 3
You may buy Duty Armor and Weapons 

When you finish the Mission return this card 
You may buy Attachments of any Tier 

When you finish the Mission return this card 
You may buy Attachments of any Tier to the cardholder.
You may buy Attachments of any Tier to the cardholder.
You may buy Attachments of any Tier 

DUTY ROOKIECOMPANIONCOMPANION
lractice makes éerfect. �ith your helé, 

`ɫers limited stock. For authoriĐed 

You may buy Duty Armor and Weapons 

You may buy Attachments of any Tier 

You may buy Magazines for 300 each.

lractice makes éerfect. �ith your helé, 

lractice makes éerfect. �ith your helé, 

lractice makes éerfect. �ith your helé, 
C40a

lractice makes éerfect. �ith your helé, 
C40athis rookie can soon become a fullŭɯed¸ed 

this rookie can soon become a fullŭɯed¸ed 

this rookie can soon become a fullŭɯed¸ed 
0uty trooéer.
Choose 1 Stalker to gain this card. It may be used 
Choose 1 Stalker to gain this card. It may be used 
Choose 1 Stalker to gain this card. It may be used during the next Mission.`ɫers limited stock. For authoriĐed 
during the next Mission.`ɫers limited stock. For authoriĐed 
During Mission setup, place 1 Duty Trooper model 
During Mission setup, place 1 Duty Trooper model 
During Mission setup, place 1 Duty Trooper model on the space marked as “Starting Point” or an adjacent 

on the space marked as “Starting Point” or an adjacent 

on the space marked as “Starting Point” or an adjacent 
You may buy Duty Armor and Weapons 

on the space marked as “Starting Point” or an adjacent 
You may buy Duty Armor and Weapons space. Then, flip this card and place 3
You may buy Duty Armor and Weapons space. Then, flip this card and place 3
You may buy Duty Armor and Weapons 

 on it. on it.When you finish the Mission return this card 
When you finish the Mission return this card 
When you finish the Mission return this card 

You may buy Attachments of any Tier 
When you finish the Mission return this card 

You may buy Attachments of any Tier to the cardholder.
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DUTY ROOKIEDUTY ROOKIECOMPANIONCOMPANION
lractice makes éerfect. �ith your helé, 

lractice makes éerfect. �ith your helé, 

lractice makes éerfect. �ith your helé, 

lractice makes éerfect. �ith your helé, 
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lractice makes éerfect. �ith your helé, 
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DUTY ROOKIEDUTY ROOKIE C42a

When you finish the Mission return this card 

FREEDOM SMUGGLERTRADER
rmu¸¸led and modified. All for the sake 
of Freedom.

• You may buy Freedom Armor and Weapons for their value.• You may buy Attachments of any Tier for their value.• You may buy Magazines for 300 each.

DUTY ROOKIE C42a

FREEDOM SMUGGLER
FREEDOM SMUGGLERTRADERTRADER

rmu¸¸led and modified. All for the sake 

rmu¸¸led and modified. All for the sake 

rmu¸¸led and modified. All for the sake 

DUTY ROOKIErmu¸¸led and modified. All for the sake 

DUTY ROOKIE C42a
rmu¸¸led and modified. All for the sake 

C42a

C45a

UNSCHEDULED EXCERCISE�ouŖre called for unscheduled field exercises. 
Your attendance is mandatory.

WHEN RESOLVEDPour Your Heart in It: If you choose the Duty Drill Instructor Contact during this Duty Camp step, the cost of the training is reduced by 8000 .Place this card at the bottom of the Consequences deck.
UNRESOLVEDSkip Your Rest: At the beginning of the Mission, each Stalker slides both of their Turn tokens down as if performing . Place this card at the bottom of the Consequences deck.

UNSCHEDULED 
�ouŖre called for unscheduled field exercises. 

Your attendance is mandatory.
Your attendance is mandatory.
Your attendance is mandatory.

Pour Your Heart in It:
Pour Your Heart in It:Instructor Contact during this Duty Camp step, the cost of the training is reduced by 8000Place this card at the bottom of the Consequences deck.

of the Consequences deck.
Skip Your Rest:Skip Your Rest:each Stalker slides both of their Turn tokens down as if performing 

of the Consequences deck.

UNSCHEDULED UNSCHEDULED UNSCHEDULED UNSCHEDULED 
�ouŖre called for unscheduled field exercises. 

Your attendance is mandatory.
Your attendance is mandatory.
Your attendance is mandatory.
Your attendance is mandatory.
Your attendance is mandatory.
Your attendance is mandatory.
Your attendance is mandatory.

Instructor Contact during this Duty Camp step, 
Instructor Contact during this Duty Camp step, 
Instructor Contact during this Duty Camp step, the cost of the training is reduced by 8000
the cost of the training is reduced by 8000
the cost of the training is reduced by 8000 .Place this card at the bottom 

Place this card at the bottom 
Place this card at the bottom of the Consequences deck.
of the Consequences deck.
of the Consequences deck.
of the Consequences deck.
of the Consequences deck.
of the Consequences deck.

UNRESOLVEDSkip Your Rest:Skip Your Rest: At the beginning of the Mission, 
 At the beginning of the Mission, 
 At the beginning of the Mission, 
 At the beginning of the Mission, 
 At the beginning of the Mission, 
 At the beginning of the Mission, each Stalker slides both of their Turn tokens down 

each Stalker slides both of their Turn tokens down 
each Stalker slides both of their Turn tokens down as if performing . Place this card at the bottom 

. Place this card at the bottom 

. Place this card at the bottom of the Consequences deck.
of the Consequences deck.
of the Consequences deck.

Instructor Contact during this Duty Camp step, 
Instructor Contact during this Duty Camp step, 
Instructor Contact during this Duty Camp step, 
Instructor Contact during this Duty Camp step, the cost of the training is reduced by 8000
the cost of the training is reduced by 8000
the cost of the training is reduced by 8000

Pour Your Heart in It:
Pour Your Heart in It:

WHEN RESOLVEDWHEN RESOLVEDWHEN RESOLVEDPour Your Heart in It:
Pour Your Heart in It: If you choose the Duty Drill 

 If you choose the Duty Drill 
 If you choose the Duty Drill 
 If you choose the Duty Drill 
 If you choose the Duty Drill 
 If you choose the Duty Drill Instructor Contact during this Duty Camp step, 

Instructor Contact during this Duty Camp step, 
Instructor Contact during this Duty Camp step, 
Instructor Contact during this Duty Camp step, 

EXCERCISEEXCERCISEEXCERCISEEXCERCISE�ouŖre called for unscheduled field exercises. 

�ouŖre called for unscheduled field exercises. 

�ouŖre called for unscheduled field exercises. 

�ouŖre called for unscheduled field exercises. 

UNSCHEDULED UNSCHEDULED UNSCHEDULED UNSCHEDULED 
UNAVAILABLEThe Freedom is not exactly famous 

for having proper discipline in their ranks. At times, it backfires. 
WHEN RESOLVEDThere’s Always a Way: Discard all Food Items from your Stash and place this card at the bottom of the Consequences deck.

ONGOINGFree Spirits Roam Free: When you choose a Freedom Contact roll the :  – The chosen Contact has no e�ect (you can’t choose it again during this Freedom Camp Phase). Place this card at the bottom of the Consequences deck. / /  – Nothing happens. Resolve the Contact normally.

FREEDOM II

6000 Lose 1HP less 
from Anomaly e�ects.

Artifact Container: ADVANCED

MAP RADIATION -3
DEFENSE 2

WIND OF FREEDOM DF

3000

 When you equip this card, 
you may attach 1 Grenade Item to it. 
This card can’t be unequipped 
during a Mission.

 You may perform the Action 
of the equipped Grenade Item, 
but it’s not discarded after use.

GRENADE 
BANDOLIER

FREEDOM

6000

Artifact Container: 

MAP RADIATION 

DEFENSE
WIND OF FREEDOMWIND OF FREEDOM

Artifact Container: 

MAP RADIATION 

WIND OF FREEDOMWIND OF FREEDOM

Artifact Container: ADVANCED

MAP RADIATION 

WIND OF FREEDOMWIND OF FREEDOMWIND OF FREEDOMWIND OF FREEDOMWIND OF FREEDOMWIND OF FREEDOMWIND OF FREEDOMWIND OF FREEDOMWIND OF FREEDOMWIND OF FREEDOM

Artifact Container: Artifact Container: 

WIND OF FREEDOMWIND OF FREEDOM
Artifact Container: IMPROVED

Gain +2  to Defense rolls.

MAP RADIATION WIND OF FREEDOMWIND OF FREEDOM -2

DEFENSE 3
PSZ-10D

12000

II

3000

 When you equip this card, 
you may attach 1 Grenade Item to it. 
This card can’t be unequipped 
during a Mission.during a Mission.

 You may perform the Action  You may perform the Action  You may perform the Action 
of the equipped Grenade Item, 

GRENADE 
BANDOLIERBANDOLIERBANDOLIER

during a Mission.during a Mission.

 You may perform the Action  You may perform the Action 

during a Mission.during a Mission.

 When you equip this card, 
you may attach 1 Grenade Item to it. 
This card can’t be unequipped 
during a Mission.during a Mission.

GRENADE 
BANDOLIER

 When you equip this card,  When you equip this card, 
you may attach 1 Grenade Item to it. 
This card can’t be unequipped 
during a Mission.

BANDOLIERBANDOLIER
 When you equip this card,  When you equip this card, 

you may attach 1 Grenade Item to it. you may attach 1 Grenade Item to it. you may attach 1 Grenade Item to it. 
This card can’t be unequipped This card can’t be unequipped This card can’t be unequipped This card can’t be unequipped This card can’t be unequipped 

 When you equip this card, 
you may attach 1 Grenade Item to it. 
This card can’t be unequipped 
during a Mission.

BANDOLIER
 When you equip this card,  When you equip this card,  When you equip this card,  When you equip this card,  When you equip this card,  When you equip this card, 

you may attach 1 Grenade Item to it. you may attach 1 Grenade Item to it. you may attach 1 Grenade Item to it. you may attach 1 Grenade Item to it. you may attach 1 Grenade Item to it. 
This card can’t be unequipped This card can’t be unequipped This card can’t be unequipped This card can’t be unequipped This card can’t be unequipped This card can’t be unequipped 
during a Mission.

DF

4000

BANDOLIERBANDOLIER Whenever you increase your Radiation dosage during Movement, increase your Radiation dosage equal to the lowest value of the  found on those spaces instead of the highest one.

ACTIVE FILTERS

ADVANCED
-3-3

WIND OF FREEDOM
2Artifact Container: 2Artifact Container: 2

WIND OF FREEDOMWIND OF FREEDOMWIND OF FREEDOMMAP RADIATION WIND OF FREEDOMWIND OF FREEDOMWIND OF FREEDOMWIND OF FREEDOM
DEFENSE
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WIND OF FREEDOM
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Artifact Container: IMPROVED

MAP RADIATION -2-2
MAP RADIATION -2Artifact Container: IMPROVED

IMPROVED Whenever you roll for an Anomaly Activation, ignore the result.

MAP RADIATION 33333 -2

DEFENSE 3

GUARDIAN OF FREEDOM

12000 This card can’t be unequipped This card can’t be unequipped 

 When you equip this card, 
you may attach 1 Grenade Item to it. 

40004000

 Whenever you increase your 
 Whenever you increase your  When you equip this card, 
 Whenever you increase your  When you equip this card, Radiation dosage during Movement, 

 When you equip this card, Radiation dosage during Movement, 
 When you equip this card, 

you may attach 1 Grenade Item to it. 
Radiation dosage during Movement, you may attach 1 Grenade Item to it. increase your Radiation dosage equal 

you may attach 1 Grenade Item to it. increase your Radiation dosage equal 
you may attach 1 Grenade Item to it. 
This card can’t be unequipped 

increase your Radiation dosage equal This card can’t be unequipped to the lowest value of the 
This card can’t be unequipped to the lowest value of the 
This card can’t be unequipped This card can’t be unequipped to the lowest value of the 
This card can’t be unequipped 

 found on 

ACTIVE FILTERS

you may attach 1 Grenade Item to it. 

 Whenever you increase your Radiation dosage during Movement, you may attach 1 Grenade Item to it. 
Radiation dosage during Movement, you may attach 1 Grenade Item to it. increase your Radiation dosage equal 

you may attach 1 Grenade Item to it. increase your Radiation dosage equal 
you may attach 1 Grenade Item to it. 

ACTIVE FILTERS DF
ACTIVE FILTERS

you may attach 1 Grenade Item to it. 

 Whenever you increase your Radiation dosage during Movement, you may attach 1 Grenade Item to it. 
Radiation dosage during Movement, you may attach 1 Grenade Item to it. increase your Radiation dosage equal 

you may attach 1 Grenade Item to it. increase your Radiation dosage equal 
you may attach 1 Grenade Item to it. 

 Whenever you increase your 

ACTIVE FILTERSACTIVE FILTERS
DF

ACTIVE FILTERSACTIVE FILTERS

you may attach 1 Grenade Item to it. 

 Whenever you increase your 
 Whenever you increase your Radiation dosage during Movement, you may attach 1 Grenade Item to it. 

Radiation dosage during Movement, you may attach 1 Grenade Item to it. increase your Radiation dosage equal 
you may attach 1 Grenade Item to it. increase your Radiation dosage equal 
you may attach 1 Grenade Item to it. 

ACTIVE FILTERS
DF

1000

 This Attachment may only be installed on the Attachment slot 1 of  Weapons (even if the Weapon doesn’t have a slot there). Whenever you increase your  Double the Ammo capacity of this Weapon.

TAPED MAGS

ƾǉǐǕ

DF

2000

 When you gain this Item 
and when preparing for a Mission, 
place 3  on this card (max. 3).

 RELOAD RPG (RANGE 0)
Discard 1  from this card to reload the 
RPG-7U Weapon of a Stalker on your space. 

RPG GRENADE 
POUCH
GRENADE, BLAST

20002000

 When you gain this Item 
and when preparing for a Mission, 

 on this card (max. 3).

 RELOAD RPG (RANGE 0) RELOAD RPG (RANGE 0) RELOAD RPG (RANGE 0) RELOAD RPG (RANGE 0) RELOAD RPG (RANGE 0)
 from this card to reload the 

RPG GRENADE 
POUCH
GRENADE, BLAST

2000

 When you gain this Item 
and when preparing for a Mission, 

 on this card (max. 3).

 RELOAD RPG (RANGE 0) RELOAD RPG (RANGE 0)

RPG GRENADE 
GRENADE, BLAST

DF

 When you gain this Item 
and when preparing for a Mission, 

 on this card (max. 3).

RPG GRENADE RPG GRENADE RPG GRENADE 
GRENADE, BLAST

2000

 on this card (max. 3). on this card (max. 3).

 RELOAD RPG (RANGE 0) RELOAD RPG (RANGE 0)

 When you gain this Item  When you gain this Item  When you gain this Item 
and when preparing for a Mission, and when preparing for a Mission, and when preparing for a Mission, 

 on this card (max. 3). on this card (max. 3). on this card (max. 3).

 When you gain this Item 

RPG GRENADE RPG GRENADE RPG GRENADE 
GRENADE, BLAST

 When you gain this Item  When you gain this Item  When you gain this Item 

DF

2000

RPG GRENADE RPG GRENADE  When you gain this Item and when preparing for a Mission, place 3  on this card (max. 3).
 RELOAD RPG (RANGE 0)Discard 1  from this card to reload the RPG-7U Weapon of a Stalker on your space. 

RPG GRENADE POUCHGRENADE, BLAST

COMPONENT LIST
* Contents of the Mission boxes can be found on page 5 of the D&F Scriptbook (the back of the D&F Rules & Mission guide).

PAPER TOKENS

OTHER

MODELS

CARDS
1 Duty&Freedom 

Rules & Mission Guide/Scriptbook

19 Weapon cards

6 Contact cards

18 Armor cards 11 Attachment cards

2 Item cards

3 Duty Trooper models

4 Map tiles

32 Skill tokens 11 -1  Enemy – HP tokens

2 Enemy Team tokens

4 Stickers sets

22 Consequence cards 1 Duty Exoskeleton model

1 Freedom Exoskeleton model3 Freedom Fighter models

3 Mission boxes*

2 Campaign binder dividers

Standard cards

Small cards

2 S.T.A.L.K.E.R. THE BOARD GAME Duty & Freedom ExpansionComponent List



S.T.A.L.K.E.R. THE BOARD GAME 
DUTY & FREEDOM EXPANSION
0uty and Freedom are tąo sides of the same coin, locked in a conɯict as old as the �one itself. Poinin¸ one ąill anta¸oniĐe 
the other and chan¸e your fortunes in the lon¸ run. �ill it be for better or for ąorseŽ `nly time ąill tell.

INTEGRATING EXPANSION WITH THE CORE GAME
Duty & Freedom Expansion adds additional components and 
Story to r.T.A.T.R.3.n. The )oard >ame. As soon as you open 
the box you may add its components to the Core box following 
these rules:

1. Add the RPG-7U Weapon card to the Weapon deck. 
You may obtain it following the standard rules.

2. Add the 2 RPG Grenade Pouch Item cards to the Item deck. 
You may obtain them following the standard rules.

3. Add the 11 Attachment cards to the Attachment deck. 
You may obtain them following the standard rules.

4. Add all 4 Map tiles to the core box Map tiles. D&F Map tiles 
have the following numbers: 60, 61, 62, 63.

5. Place the Enemy team and -1  tokens in their respective 
places in the token tray.

6. The remaining components may become available as you 
progress through the D&F Story.

All cards that are shuffled together with cards from the Core box 
have a DF mark in one of their corners for easier identification 
should you wish to remove the Duty & Freedom content from 
the Core game. Cards that are limited to one Faction are clearly 
marked as belonging to either Duty or Freedom.

Duty & Freedom Story
The Duty & Freedom box adds one additional Story that 
contains 3 Missions. You may add it to your playthrough at any 
moment by updating your Zone Map with the following sticker:

• 50. “Mission DF1 Rock and a Hard Place”.

For your storage convenience, you may swap already completed 
Mission boxes with the new ones from the Duty & Freedom box.

Completing “Mission DF1 Rock and a Hard Place” changes your 
Zone Exploration Phase and your Binder content, so to fully 
experience it we recommend completing it as soon as possible, 
but due to its difficulty level, it is advised to finish at least 1 
Story before you do.

FACTION RULES
After you join a Faction you will be able to obtain 
Faction-restricted equipment and skills. But joining a side brings 
consequences that a loner wouldn’t even think of.

Your Faction allegiance will be marked using sticker on your 
Zone Map.

Faction Weapons and Armor
DUTY

ACCURATE RANGE 0-1

3000

MAX. RANGE 2
AMMO 6

SUPPRESSING
For every 2 : Deal a .

1 SINGLE SHOT +2
Pick a Body Part.

1 QUICK SHOT +2
Once per Turn.

FINAL DUTY

FREEDOM

Artifact Container: IMPROVED
 Whenever you roll 

for an Anomaly Activation, 
ignore the result.

MAP RADIATION -2
DEFENSE 3

GUARDIAN 
OF FREEDOM

12000

C40 (Duty Quartermaster) and C45 (Freedom Smuggler) 
offer Weapons and Armor restricted to their Faction. When 
visiting these traders you may buy Weapon and Armor cards 
marked as Duty/Freedom on their back respectively. 

Additional Stalker Models
You can use any models of the Faction you have chosen after 
completing “Mission DF1 Rock and a Hard Place”.

Faction Skills

AIMED BURST
Once per Turn, 

you may pick a Body Part 
when you Attack 

with a Burst.

WITCH DOCTOR
Whenever you 

perform the Action 
of a Medicine Item, 
target of that Action 

additionally heals 4HP.

C41 (Duty Drill Instructor) and C46 (Freedom Mentor) can 
teach you unique Skills restricted to their Faction. Faction 
Skills are always active in the same way as Character abilities. 

Each Stalker may have up to 2 Faction Skills at a given time 
and you may redistribute them between Stalkers during Zone 
Navigation or every time you visit a trainer. There’s no limit 
to how many Skills your team can have in total, but each 
additional training session will cost more.
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STANDEE AND MODEL GLOSSARY
New Enemies appear in this D&F box. Here are the correct standees and models that represent them.

STANDEES MODELS

4 Military Enemies + 3 Bandits – Rifle 
(Warden of the Monolith)

2 Military Enemies 
(IPSF Grenadier)

3 Freedom Fighters

3 Duty Troopers

1 Freedom Exoskeleton 
(Freedom Fighter, Misha)

1 Duty Exoskeleton 
(Duty Trooper, Kulak)

Faction Consequences
At the beginning of the Faction Camp Phase you draw 
1 Consequence card. Consequences can provide you with 
positive and negative events alike, but if left unchecked they 
may quickly overwhelm you causing the loss of the campaign. 

Here’s an example of a Consequence card:

SHIFTING 
ANOMALOUS FIELDS

Anomalies frequently shift their location, 
rendering any charts and regular safe routes 

obsolete. However, every activity increase 
in the Zone comes with some perks – 
fresh anomalies breed more artifacts!

WHEN RESOLVED
Chart New Safe Routes: Place this card at the bottom 

of the Consequences deck.
ONGOING

Longer Routes: During this Duty Camp step, 
you may only choose up to 2 cards to resolve.

UNRESOLVED
Better Hauls: At the beginning of the Mission, 

all Stalkers discard 2 . For all Anomalies 
with an Artifact: place 1 additional 
in the center of each Anomaly overlay. 

Return this card to the cardholder.

5

1

2

3

4

1. Name.

2. Story.

3. When Resolved – Effect that is applied when you decide 
to resolve the card.

4. Ongoing – Effect that applies for as long as the Consequence 
is slotted in the cardholder.

5. Unresolved – Effect that applies if you finish the Faction 
Camp Phase without resolving this Consequence.

Duty & Freedom Team Tokens
This expansion uses two new team tokens: 

222222222222222222222DUTY 222222222222222222222FREEDOM

They are considered to be in an opposing team to Enemies 
in team 1 and 2 (unless they’re additionally marked with token 
of that team).

During the resolution of the Enemy Activation cards, apply all 
effects that influence  additionally to  and all effects that 
influence  additionally to .

If multiple Enemies should be Activated Activated at the same 
time, and there’s a tie we recommend to Activate them 
in the following order:

Duty & Freedom expansion 
in Zone Survival mode
To enhance your Zone Survival experience you may buy 
Equipment cards labeled Duty or Freedom but exclusively from 
one of the factions. 

The Skill tokens can be purchased for 4000 – draw 2 tokens, 
choose one and discard the other.

Each Stalker may have up to 2 Skill tokens.

2 Military Enemies 
+ 3 Bandits – Rifle 

(IPSF Trooper)
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Rock and a Hard Place 
Prologue

�ou donŖt like the territory you are about to enter. 
numor has it that it has been the bone of contention for the 0uty and the Freedom, 

tąo of the stron¸est factions in the �one. The 0uty, famous for their military disciéline, 
are determined to eradicate eĄerythin¸ the �one stands for, and the Freedom, 

inséired by its éredatory beauty, try to éreserĄe it. rmall ąonder the factions are conɯicted, 
and leaéin¸ into the middle of their beef is ¸enerally a bad idea. 

CoąeĄer, you haĄe a Êob to do. �ou need to infiltrate a coméound ąhich is also a *himeraŖs 
huntin¸ ¸round to shoot the beast doąn, cut its bloody head oɫ, and sélit. Fn case you ąondered 

ąhy anyone ąould need the seĄered head of a monster, you are éaid enou¸h to stoé.
All ri¸ht, carry on ąith it. The sooner you ¸et there, the better.

Mission Summary:
• You have to hunt a Chimera, get heavy guns and some medicaments in case it gets too close.
• You will operate in its nest - the ruined building complex, so forget about sniper rifles.
• Good news - there will be no anomalies!

Take Mission box DF1 “Rock and a Hard Place” from the game box. It contains all Mission-specific components you will need 
during setup and when playing this Mission.
Now, go back to the Zone Navigation, step 6 in the Campaign binder, and continue.

7Story DF/ Mission 1/ Rock and a Hard Place
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3 Special 
 have an Environment card number on them, 

draw and resolve the appropriate card 
when you Pick them up.

Keep this card.

D
F

1-0
6

a

EMISSION
The emission raging outside can and will 
kill you in an instant.

No Entity may Move to an Outdoor space. 
Treat them as non-existent.

LICKING WOUNDS
 and  Enemies are inactive. 

They don’t Activate, ignore all Entities, 
and are ignored by all Entities.

DF1-02a

DF1-03a DF1-04a

DF
1-0

5a

DF
1-0

7a

MISSION OBJECTIVE
 Ally with a chosen Faction.
 Escape.

If any Stalker dies: 
The Mission is lost, find and resolve 

Mission Event card IV (A Hail of Bullets).

DF1-01a

Mission
Objective

Emission Additional 
Objective

Environment 
deck

1. Map Setup
Find Map tiles: 12, 13, 14, 25, 29, and 
place them as shown.

2. Environment Setup
Environment cards:

• Take out all Environment cards 
from Mission box DF1.

• Find the DF1-01a (Mission 
Objective), DF1-02a (Emission), 

An emission is ¸atherin¸ and its intensity is ¸roąin¸ eĄery second. 
�ou donŖt haĄe to look to knoą that the clock is tickin¸. 

Tuckily, the coméound ąhere the chimera is said to éroąl is only a feą steés aąay. 
�ou êuicken ué your éace, leaé into the coméound, andƄ

FnstinctiĄely take coĄer as you end ué in the middle of a mad crossfire.
Tąo unidentified ¸roués do their best to slau¸hter the oééosition and bullets ɯy thick in the air.

0amn, you haĄe a Êob to do hereŐ

and DF1-13a (Additional Objective) 
cards, read them and place them 
next to the Map.

• Now, set the following cards on the 
Map as shown on the illustration 
below: DF1-03a, DF1-04a, DF1-
05a, and DF1-07a. These are your 
starting overlay cards.

• Keep the remaining Environment 
cards as the Environment deck next 

12
14

29
25

13

to the Map, as they will be needed 
during the Mission.

• In Mission Box DF1 find the Kulak 
(Duty) and Misha (Freedom) 
Enemy cards. Flip them and place 
them overlay side up on the Map 
as shown. 
They will be represented by Freedom 
and Duty Exoskeleton models.
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EXOSKELETON

EXOSKELETON

1
1

1
1

5
1

DOG 
MUTANT

BLIND
 Dog ignores Anomaly e�ects.
 After the Dog finishes Movement, 

each Stalker within Range 3 of the Dog 
places the  on that Stalker’s space.

BITE [CHARGE]

DAMAGE 6   
RANGE 1

TO HIT HEAD
8 -1

TO HIT TORSO
4
6

Light Wound
Heavy Wound

5
1

1
2 2

2

RODENT 
MUTANT

SPECIAL
Chomp: Each Stalker within Range 1 loses 3HP.

BITE [CHARGE]

DAMAGE 5   
RANGE 1

TO HIT TORSO
6 -1

0
0

0
3

1
1

ZOMBIE 
HUMAN

SPECIAL
Braindead: Go forward 1.

RIFLE [RANGED]
Before an Attack, roll the  and resolve:

• /  The Attack has 5 .
•  The Attack has 8 .
•  Go forward 1 instead of Attacking.

DAMAGE ?   
RANGE 3

TO HIT HEAD
7 -1

TO HIT TORSO
3
8

Light Wound
Heavy Wound

3
1

3
3

3
3

POLTERGEIST 
MUTANT, PSIONIC

SPECIAL
Telekinetic: If there is no Target in LoS, the Poltergeist Attacks 
the closest Target on the same Map tile regardless of LoS.

TELEKINESIS [RANGED]
+2  for each Loot token on the Poltergeist’s Map tile.

DAMAGE 8   
RANGE 3

TO HIT HEAD
13 -1

TO HIT TORSO
8 If the number of  is even: Heavy Wound.

If the number of  is odd: No e�ect.

3
3

3
3

5
1

BLOODSUCKER 
HIDDEN 
MUTANT

SPECIAL
Withdraw: Move up to  toward the closest space with no LoS 
to any Target. This Movement can’t be interrupted. Turn the model 
toward the last space it moved from.

CLAWS [CHARGE]
The Attacked Stalker rolls 1  fewer during Defense.

DAMAGE 9   
RANGE 1

TO HIT TORSO
1

14

If the number of  is odd: Flip this card. 
If the number of  is even: No e�ect.
Heavy Wound. Flip this card.

1

TORSO
If the number of 
If the number of 

 Move up to 
to any Target. This Movement can’t be interrupted. Turn the model 
toward the last space it moved from.

[CHARGE]
The Attacked Stalker rolls 1

Heavy Wound. Flip this card.Heavy Wound. Flip this card.

3
3

3
3

4
1

TICK 
MUTANT

SPECIAL
Latch: Move up to 2 toward the closest Target in LoS. 
The Target gains a 

 Move up to 2 toward the closest Target in LoS. 
.

STING [CHARGE]

DAMAGE 7   
RANGE 1

TO HIT LEGS
3

TO HIT TORSO
7 Heavy Wound

SPECIAL
Withdraw: Move up to  toward the closest space with no LoS 
to any Target. This Movement can’t be interrupted. Turn the model 
toward the last space it moved from.

IL-86 [RANGED]

DAMAGE 11  
RANGE 6

TO HIT HEAD
10 -2

TO HIT TORSO
8
10
16

Light Wound
Heavy Wound
-1 , Heavy Wound

TO HIT HEAD

ANOMALY PROTECTION
 The Freedom Fighter ignores Anomaly e­ects.
Whenever the Freedom Fighter Moves to, from, 

or through one or more spaces with Anomaly symbols 
they may Move a maximum of 3 spaces.

3
0

3
6

4
2

FREEDOM FIGHTER 
HUMAN

SPECIAL
Withdraw: Move up to  toward the closest space with no LoS 
to any Target. This Movement can’t be interrupted. Turn the model 
toward the last space it moved from.

AKM-74 [RANGED]

DAMAGE 12  
RANGE 4

TO HIT HEAD
12 -2

TO HIT TORSO
10
12
15

Light Wound
Heavy Wound
-1 , Heavy Wound

TO HIT HEAD

ANOMALY PROTECTION
 The Duty Trooper ignores Anomaly e ects.
 Whenever the Duty Trooper Moves to, from, 

or through one or more spaces with Anomaly symbols 
they may Move a maximum of 2 spaces.

2
1

2
4

3
2

DUTY TROOPER 
HUMAN

Dog/Rodent/Zombie

Poltergeist/Bloodsucker 
(Hidden)/Tick

1

1

3. Other
Stalkers:

• Place the Stalker models on the space 
marked as “Starting Point”.

Enemies:
• In Mission box DF1 find the Freedom 

Fighter Enemy card and place it 
next to the Map. Mark it with .

• In Mission box DF1 find the Duty 
Trooper Enemy card and place it 
next to the Map. Mark it with .

• You can read about their Faction 
on back of their cards. It might help 
you pick your side.

• Find the Dog, Rodent, and Zombie 
Enemy cards. Pick one at random 
and return the other two to the box. 
Mark it with 1 .

• Find the Tick, Poltergeist, and 
Bloodsucker Enemy cards. Pick one 
at random and return the other two 
to the box. Mark it with 1 .

• Find 3 Freedom Fighter models 
and 1 Freedom Exoskeleton model. 
Place them on spaces marked 
with  on the Map as shown.

• Find 3 Duty Trooper models 
and 1 Duty Exoskeleton model. 
Place them on spaces marked 
with  on the Map as shown.

STARTING 
POINT

• Find all standees (5 Dogs, 6 Rodents, 
or 8 Zombies) matching the randomly 
chosen Enemy card with 1 . Place all 
of them next to the Map.

• Find all standees (1 Poltergeist, 
2 Bloodsuckers, or 4 Ticks) matching 
the randomly chosen Enemy card with 
1 . Place all of them next to the Map.

Loot : 
• Map tile 13:
» Take 7 random Loot tokens and 

place them in stacks on the Map 
as shown.

• Map tiles 25 and 29:
» Depending on the player count 

you will fill di¢erent spaces 
on the Map tiles with .

» First, find 3 Special Loot tokens in 
Mission box DF1. Then, depending 
on how many stalkers there are:

» 1 Stalker: Shu£e 3 Special Loot 
tokens with 7  and place them 
in stacks on the spaces with red 
numbers.

» 2 Stalkers: Shu£e 3 Special Loot 
tokens with 9  and place them 
in stacks on the spaces with red 
and blue numbers.

» 3 Stalkers: Shu£e 3 Special Loot 
tokens with 11  and place them 
in stacks on the spaces with red, 
blue, and yellow numbers.

» 4 Stalkers: Shu£e 3 Special Loot 
tokens with 13  and place them 
in stacks on the spaces with red, 
blue, yellow, and green numbers.

Unknown tokens :
• Depending on the number 

of Stalkers, take a set of Unknown 
tokens, shu£e them, and place 
them on the Map as shown:
» Single Stalker: 2 × X , 2 × , 

4 × , 2 ×
» 2 Stalkers: 1 × X , 3 × , 4 × , 

2 ×
» 3 Stalkers: 2 × , 1 × , 4 × , 

3 ×
» 4 Stalkers: 2× , 2× , 2× , 

4×
Event deck:

• Take out all Mission Event cards 
from Mission box DF1.

• Stack the Mission Event cards in 
numerical order, face down. Mission 
Event card I should be on the top 
and number V should be on the 
bottom. This is your Event deck.

Mission begins! Start the first Round.
1

EXOSKELETONEXOSKELETONEXOSKELETONEXOSKELETONEXOSKELETONEXOSKELETON2

12
1

1

1

1

12

2

3
1

3
2

STARTING 2

1

2

11

2

2

25

2

25

9Story DF/ Mission 1/ Rock and a Hard Place Story DF/ Mission 1/ Rock and a Hard Place



Rock and a Hard Place 
Epilogue A (Duty)

[othin¸ in the �one comes easy, and you are thankful you haĄe saĄed your life. 
As you head for the rendeĐĄous éoint, you eye the 0eĄice, 

an unąieldy éiece of electronic eêuiément ąith a feą loose ąires, some knobs, 
and a small, cracked ¸reen screen. �hy is there so much ado about itŽ

�ou cannot hold it back, and you ask the oɬcer ąaitin¸ for you to arriĄe.
ŗF am not alloąed to reĄeal any details,Ř the oɬcer says in a standoɬsh manner.

ŗ�et youŖĄe éroĄen your ąorth and deserĄe to knoą more. 
Tet me Êust tell you that this is Êust a érototyée that needs to be fieldŭtested, 

but if all ¸oes as ąe hoée it ąill, it may stoé the séraąl of the �one. `r eĄen make it shrink.Ř
0eserĄe to knoą. Fine. TetŖs hoée that this fra¸mentary éiece of knoąled¸e 

is not the only éayment.
The oɬcer seems to be readin¸ your mind.

ŗAs to you, F am authoriĐed to inform you that you are oɬcially our allies noą. 
�ou ąill receiĄe trainin¸ ąith our best men, access to our most solid contacts, 

and our suééort throu¸hout your next missions. And, of course, there ąill be cash 
if you keeé ąorkin¸ ąith us. �ou canŖt buy Ąodka for ¸lory, can youŽŘ

Ce ąinks and you si¸h ąith relief. 
Ft seems that the headŭofŭtheŭchimera mission ąill turn out much more érofitable 

than you thou¸ht.

Scenario Rewards:
• Mark Mission DF1 as unavailable.

Then, update your Zone Map with the following stickers:
• 51. “Mission DF2 Kept in the Dark”
• 52. “Duty Trooper” Achievement

If you have card DF1-13b (Mission Complete) gain 6000 .
Then, update your Enemy deck by adding the “Freedom Fighter” and “Duty Trooper” Enemy cards to it. 
If the Freedom Exoskeleton model is on the Map, find Mission box DF3 “Final Countdown” and place the Misha Enemy card 
inside that box.
Then, excluding Equipment cards gained by players, return all Mission Event and Environment cards to Mission box DF1.
See script D11.
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Epilogue B (Freedom)
[othin¸ in the �one comes easy, and you are thankful you haĄe saĄed your life. 

As you head for the rendeĐĄous éoint, you eye the 0eĄice, 
an unąieldy éiece of electronic eêuiément ąith a feą loose ąires, some knobs, 

and a small, cracked ¸reen screen. �hy is there so much ado about itŽ
�ou cannot hold it back, and you ask the oɬcer ąaitin¸ for you to arriĄe.
ŗThisŽŘ the oɬcer bursts out lau¸hin¸. ŗThis, my friend, is our holy >railŐ 

�e ąill éatch it ué, ri¸ it to some éoąer suéély and ąeŖre ¸ood to ¸o.Ř
�ou ąant to knoą exactly ąhat he means by that. The man ¸ets serious.

ŗAll ri¸ht. F ¸uess no one ąill ¸ut me for sharin¸ some truth ąith you. 
�e reckon it ąill cause the �one to séread ąhich has been our dream for years. *ool, ehŽŘ

*ool or not, the idea that you haĄe risked your neck for someoneŖs dream does not sit ąith you ąell. 
The oɬcer, hoąeĄer, keeés talkin¸.

ŗAnd you, ¸uys, are Êust the best. FtŖs ¸reat to haĄe you around, and ąe oąe you a lot. 
Ff you ąant to train ąith our Ąeterans, ¸o ahead and tell us. [eed iméortant contactsŽ 

*ome on, they are all yours. ruééort durin  ̧your next missionsŽ �eŖre there for you. 
And for all those that ally ąith us there is of course cash. *ome on, ąe neĄer for¸et about our oąn.Ř

The future looks much bri¸hter noą. 
lerhaés tryin¸ to ¸et the head of the chimera you haĄe ąon much moreŽ

Scenario Rewards:
• Mark Mission DF1 as unavailable.

Then, update your Zone Map with the following stickers:
• 51. “Mission DF2 Kept in the Dark”
• 53. “Freedom Fighter” Achievement

If you have card DF1-13b (Mission Complete) gain 6000 .
Then, update your Enemy deck by adding the “Freedom Fighter” and “Duty Trooper” Enemy cards to it. 
If the Duty Exoskeleton model is on the Map, find Mission box DF3 “Final Countdown” and place the Kulak Enemy card 
inside that box.
Then, excluding Equipment cards gained by players, return all Mission Event and Environment cards to Mission box DF1.
See script F11.
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Kept in the Dark 
Prologue

The area you are about to exélore is occuéied by the Zonolith, 
and the man codenamed the rcientist, the creator and the only éerson 
able to oéerate the 0eĄice, is reéorted to be missin¸ someąhere there, 
if the last messa¸e he sent is to be belieĄed. Ff the éoor soul is still aliĄe, 

he ąill be hunted by the Zonolith and your oééosition. 
>et ready for a maĐe of ti¸ht tunnels and hi¸h radiation. 

rome anomalies are surely ¸onna be there, so a éocketful of nuts and bolts is a must.

Mission Summary:
• There will be a lot of narrow tunnels.
• You can expect high radiation levels.
• Mutants might show up, stay alert.
• You’ll face two enemy groups, don’t let them surround you.

Take Mission box DF2 “Kept in the Dark” from the game box. It contains all Mission-specific components you will need 
during setup and when playing this Mission.
Now, go back to the Zone Navigation, step 6 in the Campaign binder, and continue.
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FIRE
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FIRE TYPE

MISSION OBJECTIVE
 Find the Scientist.
 Evacuate the Scientist.

If any Stalker dies: 
The Mission is lost, find and resolve 

Mission Event card III (Beaten by the Monolith).

DF2-01a

TEAM ATTENTION
In this Mission, there are two new types 

of  tokens present.
Each has the name of the team: 

Monolith and Duty/Freedom.
They denote areas which interest those Factions. 

It will attract Enemies of that team 
(and no other Enemies) as any other  token.

They may be discarded due to Environment card e�ects, 
including this card, but not in any other way.

Other than that, they are treated 
as any other  token.

End of Round
Each Enemy discards matching Team Attention token 

from their space.

FAQ: D&F Mission guide pg. 17FAQ: D&F Mission guide pg. 17 DF2-03a
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 When a Duty Trooper/Freedom Fighter 

with the captured Scientist enters this space:

The Mission ends. Find and resolve 

Mission Event card IV (Beaten by the Opposition).
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Mission
Objective

Team 
Attention

Environment 
deck

DF2-08a

1. Map Setup
• Find Map tiles: 9, 18, 20, 21, 22, 23, 

24, 25, 29, 30, 60, 61, 62, 
and place them as shown.

2. Environment Setup
Environment cards:

• Take out all Environment cards 
from Mission box DF2.

• Find the DF2-01a (Mission Objective), 
DF2-03a (Team Attention) cards, 

�ou are ri¸ht in front of the under¸round comélex. 
[oą, time is of the essence. There are masses of shells scattered on the ɯoor 

ąhich means that some men haĄe already entered the élace.

read them and place them next 
to the Map.

• Now, set the following cards on the 
Map as shown on the illustration 
below: all three DF2-02a cards 
randomly, DF2-04a, DF2-05a, 
DF2-06a, DF2-07a, DF2-08a, 
DF2-09a, DF2-10a, DF2-11a, 
DF2-12a. These are your starting 
overlay cards.

• Keep the remaining Environment 
cards as the Environment deck next 
to the Map, as they will be needed 
during the Mission.

Anomalies:
• Draw 1 random non-moving Fire type 

Anomaly and place it next to the Map.
• Find 3 Fire Anomaly overlays 

(2, 9, or 10) and place them 
randomly on the Map so the tip 
of the triangle in the Anomaly center 
points toward the top of the Map.

• Place 1
points toward the top of the Map.

 in the center of each 
Anomaly overlay. Then, place 
matching Anomaly standees 
on those overlays.

62

62

20 21

DF2-02a
DF2-02a

61

9.

23

22

24

DF2-02aDF2-02a
60

30

25

11

DF2-11a
DF2-11a
DF2-11a
DF2-11a
DF2-11a
DF2-11a

29
18
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MONOLITH

MONOLITH

MONOLITH

D&F

D&F

D&F

D&F
D&F

MISSION EVENT

cE�T IN TNE DA�c

I

SPECIAL
Withdraw: Move up to  toward the closest space with no LoS 
to any Target. This Movement can’t be interrupted. Turn the model 
toward the last space it moved from.

AKM-74 [RANGED]

DAMAGE 12  
RANGE 4

TO HIT HEAD
12 -2

TO HIT TORSO
10
12
15

Light Wound
Heavy Wound
-1 , Heavy Wound

TO HIT HEAD

ANOMALY PROTECTION
 The Duty Trooper ignores Anomaly e ects.
 Whenever the Duty Trooper Moves to, from, 

or through one or more spaces with Anomaly symbols 
they may Move a maximum of 2 spaces.

2
1

2
4

3
2

DUTY TROOPER 
HUMAN

SPECIAL
Advance: Move up to 2 toward the closest  Enemy if present.

RIFLE [RANGED]

DAMAGE 10  
RANGE 5

TO HIT HEAD
12 -2

TO HIT TORSO
8
12

Light Wound
Heavy Wound

2
0

5
2

3
2

WARDEN 
OF THE MONOLITH 
HUMAN

SPECIAL
Withdraw: Move up to  toward the closest space with no LoS 
to any Target. This Movement can’t be interrupted. Turn the model 
toward the last space it moved from.

IL-86 [RANGED]

DAMAGE 11  
RANGE 6

TO HIT HEAD
10 -2

TO HIT TORSO
8
10
16

Light Wound
Heavy Wound
-1 , Heavy Wound

TO HIT HEAD

ANOMALY PROTECTION
 The Freedom Fighter ignores Anomaly e­ects.
Whenever the Freedom Fighter Moves to, from, 

or through one or more spaces with Anomaly symbols 
they may Move a maximum of 3 spaces.

3
0

3
6

4
2

FREEDOM FIGHTER 
HUMAN

Event deck

Duty Trooper

-OR-

Freedom Fighter

1

3. Other
Stalkers:

• Place the Stalker models on the space 
marked as “Starting Point”.

Enemies:
If you have the “Duty Trooper” 
Achievement sticker on your Zone Map:

• Find the Freedom Fighter Enemy card 
and place it next to the Map. Mark it 
with .

If you have the “Freedom Fighter” 
Achievement sticker on your Zone Map:

• Find the Duty Trooper Enemy card 
and place it next to the Map. Mark it 
with .

Then
• In Mission box DF2 find the Warden 

of the Monolith Enemy card and place 
it next to the Map. Mark it with 2 .

If you have the “Duty Trooper” 
Achievement sticker on your Zone Map:

• Find 3 Freedom Fighters and 
1 Freedom Exoskeleton models. 

They all represent Freedom Fighters. 
Place 4 of them on spaces marked 
with .

If you have the “Freedom Fighter” 
Achievement sticker on your Zone Map:

• Find 3 Duty Troopers and 1 Duty 
Exoskeleton models. They all 
represent Duty Troopers. Place 4 
of them on spaces marked with .

Then
• Find 4 Military Enemy and 3 Bandit 

with Rifle standees. They both 
represent the Wardens of the 
Monolith. Place 4 of them on spaces 
marked with  and 3 next 
to the Map.

Loot : 
• Take 17 random Loot tokens and 

place them in stacks on the Map 
as shown.

Other tokens:
• In Mission box DF2 find 5 Duty/

Freedom Attention tokens and 
3 Monolith Attention tokens 
and place them on the Map as shown. 
Place the Duty/Freedom Attention 
tokens with the side matching 
the Enemies up.

Event deck:
• Take out all Mission Event cards 

from Mission box DF2.
• Stack the Mission Event cards in 

numerical order, face down. Mission 
Event card I should be on the top 
and number V should be on the 
bottom. This is your Event deck.

Mission begins! Start the first Round.

STARTING 
POINT

2

2

5 3

2

3

1

22

1

3

3

1

3

3

2
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Kept in the Dark 
Epilogue A 

(the Scientist was evacuated by your group)
�ou éat the rescued rcientist on the back, and he mana¸es a tired smile of relief. 

Ff you let him rest and escort him back to the 0eĄice, 
you ąill actually make a diɫerence and cause the �one to chan¸e. 

Scenario Rewards:
• Mark Mission DF2 as unavailable.
• Gain 6000 .

Then, update your Zone Map with the following stickers:
• 54. Mission DF3 “Final Countdown”

Then, update your Enemy deck by adding the “Warden of the Monolith” Enemy card to it.
Then, place 1 Monolith/IPSF Attention token and the Scientist standee in Mission box DF3.
Then, excluding Equipment cards gained by players, return all Mission Event and Environment cards to Mission box DF2.
Open the Campaign binder to page 6 and resolve the Post-Mission cleanup.

Epilogue B 
(the Scientist was evacuated by enemies)

�ou retreat safely, but your faces are ¸rim. �ou haĄenŖt saĄed the rcientist. 
rtill, you haĄe the 0eĄice, and you knoą the routes of the oééosition. 

�ou can more or less estimate ąhich ąay the rcientist ąill be escorted. 
�ou still haĄe améle time to return for the 0eĄice 

and ¸o back to try to take the rcientist back by any means éossible.

Scenario Rewards:
• Mark Mission DF2 as unavailable.
• Gain 2000 .

Then, update your Zone Map with the following stickers:
• 55. Mission DF3 “Final Countdown”

Then, update your Enemy deck by adding the “Warden of the Monolith” Enemy card to it.
Then, place 1 Monolith/IPSF Attention token and the Scientist standee in Mission box DF3.
Then, excluding Equipment cards gained by players, return all Mission Event and Environment cards to Mission box DF2.
Open the Campaign binder to page 6 and resolve the Post-Mission cleanup.
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Team Attention FAQ

FREEDOM DUTY

MONOLITHIPSF

TEAM ATTENTION
In this Mission, there are two new types 

of  tokens present.
Each has the name of the team: 

Monolith and Duty/Freedom.
They denote areas which interest those Factions. 

It will attract Enemies of that team 
(and no other Enemies) as any other  token.

They may be discarded due to Environment card e�ects, 
including this card, but not in any other way.

Other than that, they are treated 
as any other  token.

End of Round
Each Enemy discards matching Team Attention token 

from their space.

FAQ: D&F Mission guide pg. 17FAQ: D&F Mission guide pg. 17 DF2-03a

TEAM ATTENTION
Team’s Attention token attracts Enemies of that team 

(and no other Enemies) as any other  token. 
They may be discarded due to Environment card e�ects, 

including this card, but not in any other way. 
Other than that, they are treated as any other  token.

When an Enemy from the team 
which has not captured the Scientist gains LoS to him, 

that team resolves “He’s there”.
Whenever the last Enemy on the space 

with the Scientist dies, that team resolves “He’s there”.
He’s there: Discard all team’s Attention tokens 

of the team that’s resolving “He’s there” from the Map. 
Then, place 1 of that team’s Attention tokens on 

the Scientist. This Attention will move with the Scientist.

End of Round
Each Enemy discards matching Team Attention token from 
their space except on the evacuation space (card DF2-13a

for Duty/Freedom and card DF2-14a for Monolith).

FAQ: D&F Mission guide pg. 17 X00x

TEAM ATTENTIONTEAM ATTENTION
FAQ: D&F Mission guide pg. 17 X00xDF2-03b

Team’s Attention tokens attract Enemies if their name contains the name of the team on the Attention token. 
Duty team’s Attention tokens will attract only Duty Troopers and Kulak (Duty). 
Freedom team’s Attention tokens will attract only Freedom Fighters and Misha (Freedom). 
Monolith team’s Attention tokens will attract Warden of the Monolith and Monolithian. 
IPSF team Attention’s tokens will attract IPSF Troopers and IPSF Grenadiers.
Team’s Attention tokens are High Attention tokens, so as long as one is on the Map, you have to draw a High Attention 
Enemy Activation card each turn (even if you have not been spotted). 
They are not moved due to Enemy Activation card e¢ects.
If Enemies have any High Attention token closer than their team’s Attention token (e.g. because they have spotted a Stalker), 
they will go toward that High Attention token instead of their team’s Attention token.
He’s there: this rule means that Enemies which didn’t capture Scientist and gain LoS to him can follow his movements 
through the map, because their team’s Attention token will move with Scientist. 
If they manage to capture the Scientist their team’s Attention token will be moved to their evacuation space (so they will 
try to move toward that space).

17Story DF/ Team Attention FAQStory DF/ Mission 2/ Kept in the Dark
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Final Countdown 
Prologue

The final sta¸e of the Êob seems easy enou¸h. 
All you haĄe to do is reach the location desi¸nated by the rcientist 

and deéloy the 0eĄice and then ąait for him to calibrate it.
)ut it is hi¸h time you learned that there are no easy Êobs in the �one. 

First of all, the Tocation is close to the *ordon. The Zonolith ąill érobably not disturb you, 
but the oéeration is bound to attract the attention 

of the Fnternational lerimeter recurity Force, aka FlrF, 
keen on killin¸ all that craąls out of the �one.

And your oééositionƄ �ou donŖt think they ¸aĄe ué on you, do youŽ

Mission Summary:
• Stand by until the device is calibrated.
• Expect open terrain with long sightlines and minimal cover.
• High radiation and anomalies present – prepare accordingly. Bring a detector; it may prove useful.
• Be advised: IPSF is a military organization. Heavy equipment is likely.

Take Mission box DF3 “Final Countdown” from the game box. It contains all Mission-specific components you will need 
during setup and when playing this Mission.
Now, go back to the Zone Navigation, step 6 in the Campaign binder, and continue.
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MISSION OBJECTIVE
 Survive until the Device 
is fully calibrated.

Calibration progress:

0 1 2 3 4
  

5 6 7 8 9

When the marker on the Calibration progress 
moves to 9, find and resolve 

Mission Event card VII (Cascade Resonance).

If any Stalker dies or IPSF Enemy gains a LoS 
to the Scientist: 

The Mission is lost, find and resolve 
Mission Event card VIII (Death).

MISSION OBJECTIVE
DF3-01a

IPSF TEAM ATTENTION
In this Mission, there is a new type 

of  token present.
It has a IPSF team name.

It denotes area which interests this Faction.
It will attract Enemies of that team 

(and no other Enemies) as any other  token.

FAQ: D&F Mission guide pg. 17FAQ: D&F Mission guide pg. 17 DF3-13a

ANOMALÍ

HELPING WITH CALIBRATION
I need some help with the Device’s 
calibration, If you lend me a hand we can 
accelerate the process.

Some Mission Event cards allow you 
to draw a Scientist’s Request card.
When you fulfill it, you will progress 
the Calibration track as a reward.

DF3-02a

MISSION OBJECTIVE: 
RECLAIM THE SCIENTIST

 Kill all the Scientist’s captors.

When there are no Enemies on the Map, 
flip this card.

If any Stalker dies: 
The Mission is lost, find and resolve 

Mission Event card VIII (Death). D
F

3
-11a

ANOMALÍ

DF3-04a

DF3-06a
DF3-08a

DF3-05a

DF3-07a

DF
3-1

0a

1111

1

2

33

222222222 5

333

2

DF3-05a
DF3-05a

ELECTRIC TYPE

FIRE TYPE

FIRE TYPE

FIRE TYPE

Mission
Objective

IPSF Team 
Attention

Scientist’s 
Request 

deck Electric type 
Anomaly

Helping 
with Calibration

Environment deck

Fire  type 
Anomaly

SCIENTISTɛS �E�UEST

DF3-03b

SCIENTISTɛS �E�UEST

DF3-03b

SCIENTISTɛS �E�UEST

DF3-03b

11ELECTRIC TYPE

DF3-09a

1. Map Setup
Find Map tiles: 1, 2, 3, 7, 11, 14, 16, 26, 
27, 28, 63, and place them as shown.

2. Environment Setup
Environment cards:

• Take out all Environment cards 
from Mission box DF3.

• Find the DF3-01a (Mission 
Objective), DF3-02a (Helping with 
Calibration), DF3-13a (IPSF Team 
Attention) cards, read them and 
place them next to the Map. Place 
1  in slot 0 of the DF3-01a card.

• Find all three DF3-03a cards, 
shu£e them and place face down 
next to the Map. They create the 
Scientist’s Request deck.

• Now, set the following cards on 
the Map as shown on the illustration 
below: DF3-04a, DF3-05a, 
DF3-06a, DF3-07a, DF3-08a, 
DF3-09a, DF3-10a. These are your 
starting overlay cards.

• Keep the remaining Environment 
cards as the Environment deck next 
to the Map, as they will be needed 
during the Mission.

Anomalies:
• Draw 1 random non-moving Electric 

type Anomaly card and 1 random 
non-moving Fire type Anomaly card 
and place them next to the Map.

�ou ąeaĄe amon¸ anomalies and finally reach the location chosen by the rcientist. 
The ¸round is ąet, and so are your shoes. �ou ąatch the man deéloy the contraétion, 

but your attention is draąn to all the sounds around. roon, you haĄe no doubt. 
There are some armed men around, and they are comin¸ for you.

• Draw 2 random Electric Anomaly 
overlays (6, 7, or 11) and place them 
randomly on the Map so the tip 
of the triangle in the Anomaly center 
points toward the top of the Map.

• Find 3 Fire Anomaly overlays 
(2, 9, or 10) and place them 
randomly on the Map so the tip 
of the triangle in the Anomaly center 
points toward the top of the Map.

• Place 1
points toward the top of the Map.

 in the center of each 
Anomaly overlay. Then, place 
matching Anomaly standees 
on those overlays.
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MISSION EVENT

FINAL COUNTDOWN

Ia

Event deck

28

2

55

SPECIAL
Withdraw: Move up to  toward the closest space with no LoS 
to any Target. This Movement can’t be interrupted. Turn the model 
toward the last space it moved from.

RIFLE [RANGED]
If the Target is not on a space with a , deal a  to them.

DAMAGE 10  
RANGE 5

TO HIT HEAD
13 -1

TO HIT TORSO
6
11

Light Wound
Heavy Wound

1
0

1
5

3
1

IPSF TROOPER 
HUMAN

SPECIAL
Withdraw: Move up to  toward the closest space with no LoS 
to any Target. This Movement can’t be interrupted. Turn the model 
toward the last space it moved from.

RIFLE [RANGED]
If the Target is not on a space with a , deal a  to them.

DAMAGE 10  
RANGE 5

TO HIT HEAD
13 -1

TO HIT TORSO
6
11

Light Wound
Heavy Wound

1
0

1
5

3
1

IPSF TROOPER 
HUMAN

SPECIAL
Withdraw: Move up to  toward the closest space with no LoS 
to any Target. This Movement can’t be interrupted. Turn the model 
toward the last space it moved from.

RIFLE [RANGED]
If the Target is not on a space with a , deal a  to them.

DAMAGE 10  
RANGE 5

TO HIT HEAD
13 -1

TO HIT TORSO
6
11

Light Wound
Heavy Wound

1
0

1
5

3
1

IPSF TROOPER 
HUMAN

SPECIAL
Withdraw: Move up to  toward the closest space with no LoS 
to any Target. This Movement can’t be interrupted. Turn the model 
toward the last space it moved from.

RPG / AKSU [RANGED]
Before an Attack, roll the  and resolve:

• / /  This Enemy moves toward the Target, 
this Movement can’t be interrupted, then they Attack. 
The Attack has 8  and Range 4.

•  The Attack has 16  and Range 7 and a�ects all Entities 
on the targeted space. Place a 

 and Range 7 and a�ects all Entities 
 on the targeted space and a 

on all Entities on that space.
DAMAGE ?   

RANGE ?

TO HIT HEAD
13 -1

TO HIT TORSO
6
11

Light Wound
Heavy Wound

1
0

1
7

3
1

IPSF GRENADIER 
HUMAN

DP-12F [CHARGE]
This Attack hits all Targets on one space.

DAMAGE 12  
RANGE 3

TO HIT HEAD
12
20

-1

-2

TO HIT TORSO
9
11

Light Wound
Heavy Wound

TO HIT

EXOSKELETON
 Misha can’t gain a .

33
5

0

4
4

MISHA (FREEDOM) 
HUMAN

PK [RANGED]

DAMAGE 13  
RANGE 6

TO HIT HEAD
12
20

-1

-2

TO HIT TORSO
9
11

Light Wound
Heavy Wound

TO HIT

EXOSKELETON
 Kulak can’t gain a .

33
6

1

3
4

KULAK (DUTY) 
HUMAN

DP-12F 
This Attack hits all Targets on one space.

DAMAGE

TO HIT

SPECIAL
Withdraw: Move up to  toward the closest space with no LoS 
to any Target. This Movement can’t be interrupted. Turn the model 
toward the last space it moved from.

IL-86 [RANGED]

DAMAGE 11  
RANGE 6

TO HIT HEAD
10 -2

TO HIT TORSO
8
10
16

Light Wound
Heavy Wound
-1 , Heavy Wound

TO HITTO HIT

EXOSKELETON
 Misha can’t gain a 

TO HIT HEAD

ANOMALY PROTECTION
 The Freedom Fighter ignores Anomaly e­ects.
Whenever the Freedom Fighter Moves to, from, 

or through one or more spaces with Anomaly symbols 
they may Move a maximum of 3 spaces.

3
0

3
6

4
2

FREEDOM FIGHTER 
HUMAN

SPECIAL
Withdraw: Move up to  toward the closest space with no LoS 
to any Target. This Movement can’t be interrupted. Turn the model 
toward the last space it moved from.

AKM-74 [RANGED]

DAMAGE 12  
RANGE 4

TO HIT HEAD
12 -2

TO HIT TORSO
10
12
15

Light Wound
Heavy Wound
-1 , Heavy Wound

TO HIT HEAD

ANOMALY PROTECTION
 The Duty Trooper ignores Anomaly e¢ ects.
 Whenever the Duty Trooper Moves to, from, 

or through one or more spaces with Anomaly symbols 
they may Move a maximum of 2 spaces.

2
1

2
4

 3
 2

DUTY TROOPER 
HUMAN

2

2 IPSF

3. Other
Stalkers:

• Place the Stalker models on the space 
marked as “Starting Point”.

Enemies:
• In Mission box DF3 find the 

IPSF Trooper and IPSF Grenadier 
Enemy cards and place them next to 
the Map. Mark the IPSF Trooper with 
2  and the IPSF Grenadier with 2

If you have the “Duty Trooper” 
Achievement sticker on your Zone Map:

• Find the Freedom Fighter Enemy 
card, and Misha Enemy card if it is in 
Mission box DF3. Place it/them next 
to the Map. Mark it/them with .

If you have the “Freedom Fighter” 
Achievement sticker on your Zone Map:

• Find the Duty Trooper Enemy card, 
and Kulak Enemy card if it is in 
Mission box DF3. Place it/them next 
to the Map. Mark it/them with .

Then
• Find 5 IPSF Trooper standees 

and place them next to the Map.
• Find 2 IPSF Grenadier standees 

and place them next to the Map.
• Find all models (3 Freedom Fighters 

and 1 Freedom Exoskeleton or 3 Duty 
Troopers and 1 Duty Exoskeleton) 
matching the Enemy card(s). Place 
them randomly on spaces marked 
with . If you don’t have the Misha/
Kulak Enemy card, the Exoskeleton 
model is treated as a Freedom 
Fighter/Duty Trooper.

Loot : 
• Take 12 random Loot tokens and place 

them in stacks on the Map as shown.
Other tokens:

• In Mission box DF3 find 1 Scientist 
standee and 1 IPSF Attention token, 
place them on the Map as shown.

Event deck:
• Take out all Mission Event cards 

from Mission box DF3.
• Return Mission Event cards Ib and II

back to the Mission box.
If you have the “Freedom Fighter” 
Achievement sticker on your Zone Map:

• Return Mission Event card VII-D
back to the Mission box.

If you have the “Duty Trooper” 
Achievement sticker on your Zone Map:

• Return Mission Event card VII-F
back to the Mission box.

Then
• Stack the Mission Event cards in 

numerical order, face down. Mission 
Event card Ia should be on the top 
and number VIII should be on the 
bottom. This is your Event deck.

Mission begins! Start the first Round.

STARTING 
POINT

2

22

1

11
1

1

3

1

22222222222

3

44

1
1

11

1

11

1

4

2

Scientist

– OR –
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Helicopter Attack and Movement
The following example shows how to resolve the Helicopter’s 
Movement and Attack, as well as how to determine its Line 
of Sight.
When the Helicopter appears during the mission, it is not 
placed on the Map, but next to one of the Map edges. 
The Helicopter Activates according to the Mission Event card, 
and it Attacks all Targets in its LoS, all instructions 
from the Enemy Activation cards should be ignored in case 
of Helicopter – the 2  determines only the Team 
the Helicopter is in.
The Helicopter has LoS to all spaces with an open edge 
(not a Wall) along the full extent of the Map edge it is 
adjacent to; and further in that direction, as per regular 
LoS rules (Helicopter can’t draw LoS through Windows). 
The Helicopter is always considered to be at Range 6 
from all marked spaces, and the Entities on those spaces 
are considered at Range 6 from the Helicopter, ignoring 
the distance between the Map edge with the Helicopter 
and the marked space with an Entity.

The Celicoéter starts next to the left ed¸e of the Zaé. 
Zarked séaces are considered 
to be in the CelicoéterŖs Tor.

After the Helicopter Attacks it moves toward the next Map 
edge in the clockwise order.

Celicoéter 
standee 

starts here

Celicoéter 
standee 

starts here

After the Helicopter moves to the next Map edge its LoS 
changes.changes.
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Final Countdown 
Prologue

[ot all is lost, it seems.
First of all, youŖre aliĄe and kickin¸, and this is by far the most iméortant.

recond of all, it seems that your faction has a séy in the enemy ranks. 
�ou haĄe been told that the enemy ąill be escortin¸ the rcientist close to the *ordon, 

and there is a conĄenient séot ąhere you may be able to ambush them.
Thin¸s may ¸et a little more comélicated later. `nce the rcientist is free, 

he may start ąorkin¸ ąith the 0eĄice, but nobody can eĄen ¸uess 
hoą much time its calibratin¸ may take. All that time, the rcientist must be shielded 

from enemies, and, since your action is to take élace near the *ordon, 
you are sure to attract the attention of the Fnternational lerimeter recurity Force, aka FlrF, 

keen on killin¸ all that craąls out of the �one. Ft neĄer rains but éours, doesnŖt itŽ
rtoé ąhinin¸ and moĄe on. This is the last éush.

Mission Summary:
• Secure the Scientist – quickly.
• Stand by until the device is calibrated.
• Expect open terrain with long sightlines and minimal cover.
• High radiation and anomalies present – prepare accordingly. Bring a detector; it may prove useful.
• Be advised: IPSF is a military organization. Heavy equipment is likely.

Take Mission box DF3 “Final Countdown” from the game box. It contains all Mission-specific components you will need 
during setup and when playing this Mission.
Now, go back to the Zone Navigation, step 6 in the Campaign binder, and continue.
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333

FIRE TYPE

FIRE TYPE

FIRE TYPE

DF3-04b

DF3-05a

DF3-09a

DF
3-1

0a
DF3-06a

DF3-08a

DF3-07a

ANOMALÍ

ANOMALÍ

Electric type 
Anomaly

Fire type 
Anomaly

MISSION OBJECTIVE
 Survive until the Device 
is fully calibrated.

Calibration progress:

0
1

2
3

4
  

5
6

7
8

9

When the marker on the Calibration progress 
moves to 9, find and resolve 

Mission Event card VII (Cascade Resonance).

If any Stalker dies or IPSF Enemy gains a LoS 
to the Scientist: 

The Mission is lost, find and resolve 
Mission Event card VIII (Death).

MISSION OBJECTIVE
D

F
3

-0
1a

Environment 
deck

MISSION OBJECTIVE: 
RECLAIM THE SCIENTIST

 Kill all the Scientist’s captors.

When there are no Enemies on the Map, 
flip this card.

If any Stalker dies: 
The Mission is lost, find and resolve 

Mission Event card VIII (Death).

DF3-11a

Mission 
Objective

11

DF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09aDF3-09a
ELECTRIC TYPE

1111

1

ELECTRIC TYPE

1. Map Setup
Find Map tiles: 1, 2, 3, 7, 11, 14, 16, 26, 
27, 28, 63, and place them as shown.

2. Environment Setup
Environment cards:

• Take out all Environment cards 
from Mission box DF3.

• Find the DF3-11a (Mission 
Objective: Reclaim the Scientist) 
card, read it and place it next 
to the Map.

• Now, set the following cards on 
the Map as shown on the illustration 
below: DF3-04b, DF3-05a, 
DF3-06a, DF3-07a, DF3-08a, 

�ou ąeaĄe amon¸ anomalies and finally reach a élace éerfect for the ambush. 
The ¸round is ąet, and so are your shoes, but you donŖt care. |é ahead, there is the rcientist, 

escorted by the soldiers of the oééosition. Curry noą and hide. 
Ff you élay it ri¸ht, they ąonŖt knoą ąhat hit them.

DF3-09a, DF3-10a. These are your 
starting overlay cards.

• Keep the remaining Environment 
cards as the Environment deck next 
to the Map, as they will be needed 
during the Mission.

Anomalies:
• Draw 1 random non-moving Electric 

type Anomaly card and 1 random 
non-moving Fire type Anomaly card 
and place them next to the Map.

• Draw 2 random Electric Anomaly 
overlays (6, 7, or 11) and place them 
randomly on the Map so the tip 

of the triangle in the Anomaly center 
points toward the top of the Map.

• Find 3 Fire Anomaly overlays 
(2, 9, or 10) and place them 
randomly on the Map so the tip 
of the triangle in the Anomaly center 
points toward the top of the Map.

• Place 1
points toward the top of the Map.

 in the center of each 
Anomaly overlay. Then, place 
matching Anomaly standees 
on those overlays.
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MISSION EVENT

FINAL COUNTDOWN

Ib

Event deck

SPECIAL
Withdraw: Move up to  toward the closest space with no LoS 
to any Target. This Movement can’t be interrupted. Turn the model 
toward the last space it moved from.

RIFLE [RANGED]
If the Target is not on a space with a , deal a  to them.

DAMAGE 10  
RANGE 5

TO HIT HEAD
13 -1

TO HIT TORSO
6
11

Light Wound
Heavy Wound

1
0

1
5

3
1

IPSF TROOPER 
HUMAN

SPECIAL
Withdraw: Move up to  toward the closest space with no LoS 
to any Target. This Movement can’t be interrupted. Turn the model 
toward the last space it moved from.

RIFLE [RANGED]
If the Target is not on a space with a , deal a  to them.

DAMAGE 10  
RANGE 5

TO HIT HEAD
13 -1

TO HIT TORSO
6
11

Light Wound
Heavy Wound

1
0

1
5

3
1

IPSF TROOPER 
HUMAN

SPECIAL
Withdraw: Move up to  toward the closest space with no LoS 
to any Target. This Movement can’t be interrupted. Turn the model 
toward the last space it moved from.

RIFLE [RANGED]
If the Target is not on a space with a , deal a  to them.

DAMAGE 10  
RANGE 5

TO HIT HEAD
13 -1

TO HIT TORSO
6
11

Light Wound
Heavy Wound

1
0

1
5

3
1

IPSF TROOPER 
HUMAN

SPECIAL
Withdraw: Move up to  toward the closest space with no LoS 
to any Target. This Movement can’t be interrupted. Turn the model 
toward the last space it moved from.

RPG / AKSU [RANGED]
Before an Attack, roll the  and resolve:

• / /  This Enemy moves toward the Target, 
this Movement can’t be interrupted, then they Attack. 
The Attack has 8  and Range 4.

•  The Attack has 16  and Range 7 and a�ects all Entities 
on the targeted space. Place a 

 and Range 7 and a�ects all Entities 
 on the targeted space and a 

on all Entities on that space.
DAMAGE ?   

RANGE ?

TO HIT HEAD
13 -1

TO HIT TORSO
6
11

Light Wound
Heavy Wound

1
0

1
7

3
1

IPSF GRENADIER 
HUMAN

2

2

DP-12F [CHARGE]
This Attack hits all Targets on one space.

DAMAGE 12  
RANGE 3

TO HIT HEAD
12
20

-1

-2

TO HIT TORSO
9
11

Light Wound
Heavy Wound

TO HIT

EXOSKELETON
 Misha can’t gain a .

33
5

0

4
4

MISHA (FREEDOM) 
HUMAN

PK [RANGED]

DAMAGE 13  
RANGE 6

TO HIT HEAD
12
20

-1

-2

TO HIT TORSO
9
11

Light Wound
Heavy Wound

TO HIT

EXOSKELETON
 Kulak can’t gain a .

33
6

1

3
4

KULAK (DUTY) 
HUMAN

DP-12F 
This Attack hits all Targets on one space.

DAMAGE

TO HIT

SPECIAL
Withdraw: Move up to  toward the closest space with no LoS 
to any Target. This Movement can’t be interrupted. Turn the model 
toward the last space it moved from.

IL-86 [RANGED]

DAMAGE 11  
RANGE 6

TO HIT HEAD
10 -2

TO HIT TORSO
8
10
16

Light Wound
Heavy Wound
-1 , Heavy Wound

TO HITTO HIT

EXOSKELETON
 Misha can’t gain a 

TO HIT HEAD

ANOMALY PROTECTION
 The Freedom Fighter ignores Anomaly e­ects.
Whenever the Freedom Fighter Moves to, from, 

or through one or more spaces with Anomaly symbols 
they may Move a maximum of 3 spaces.

3
0

3
6

4
2

FREEDOM FIGHTER 
HUMAN

SPECIAL
Withdraw: Move up to  toward the closest space with no LoS 
to any Target. This Movement can’t be interrupted. Turn the model 
toward the last space it moved from.

AKM-74 [RANGED]

DAMAGE 12  
RANGE 4

TO HIT HEAD
12 -2

TO HIT TORSO
10
12
15

Light Wound
Heavy Wound
-1 , Heavy Wound

TO HIT HEAD

ANOMALY PROTECTION
 The Duty Trooper ignores Anomaly e¢ ects.
 Whenever the Duty Trooper Moves to, from, 

or through one or more spaces with Anomaly symbols 
they may Move a maximum of 2 spaces.

2
1

2
4

 3
 2

DUTY TROOPER 
HUMAN

3. Other Setups
Stalkers:

• Place the Stalker models on the space 
marked as “Starting Point”.

Enemies:
• In Mission box DF3 find the 

IPSF Trooper and IPSF Grenadier 
Enemy cards and place them next to 
the Map. Mark the IPSF Trooper with 
2  and the IPSF Grenadier with 2

If you have the “Duty Trooper” 
Achievement sticker on your Zone Map:

• Find the Freedom Fighter Enemy 
card, and Misha Enemy card if it is in 
Mission box DF3. Place it/them next 
to the Map. Mark it/them with .

If you have the “Freedom Fighter” 
Achievement sticker on your Zone Map:

• Find the Duty Trooper Enemy card, 
and Kulak Enemy card if it is in 
Mission box DF3. Place it/them next 
to the Map. Mark it/them with .

Then
• Find 5 IPSF Trooper standees 

and place them next to the Map.
• Find 2 IPSF Grenadier standees 

and place them next to the Map.
• Find all models (3 Freedom Fighters 

and 1 Freedom Exoskeleton or 
3 Duty Troopers and 1 Duty 
Exoskeleton) matching the Enemy 
card(s). Place them randomly on 
spaces marked with . If you don’t 
have the Misha/Kulak Enemy card, 
the Exoskeleton model is treated 
as a Freedom Fighter/Duty Trooper.

Loot : 
• Take 12 random Loot tokens and place 

them in stacks on the Map as shown.
Other tokens:

• In Mission Box DF3 find 1 Scientist 
standee, place it on the Map as shown.

Event deck:
• Take out all Mission Event cards 

from Mission box DF3.
• Return Mission Event card Ia

back to the Mission box.
If you have the “Freedom Fighter” 
Achievement sticker on your Zone Map:

• Return Mission Event card VII-D
back to the Mission box.

If you have the “Duty Trooper” 
Achievement sticker on your Zone Map:

• Return Mission Event card VII-F
back to the Mission box.

Then
• Stack the Mission Event cards 

in numerical order, face down. Mission 
Event card Ib should be on the top and 
number VIII should be on the bottom. 
This is your Event deck.

Mission begins! Start the first Round.

STARTING 
POINT

2

22

1

11
1

3

1

22222222222

3

44

1
1

11

1

11

1

4

2

Scientist

1111

1

– OR –
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Final Countdown 
Epilogue (Freedom)

The air êuiĄers, and there is a shrill sound that makes you coĄer your ears. 
�ou fall to your knees and shut your eyes to ąait it out. roon, the sound disaééears, 

leaĄin¸ only rin¸in¸ in your ears and a tolerable headache. 
All of it stoés to matter ąhen you oéen your eyes and focus. 

The border of the *ordon has disaééeared. �ou still see the buildin¸s, 
but you knoą that mankind has lost some territory to the �one. 

As if to éush aąay all the doubts, neą anomalies croé ué here and there. 
The �one is bi¸¸er and hun¸rier than eĄer.

Scenario Rewards:
• Mark Mission DF3 as unavailable.

Discard all Consequences cards from the cardholder.
Draw 2 Freedom Skill tokens. Choose up to 1 of these tokens and assign it to a Stalker. You may choose not to, 
if you don’t want any of the drawn Skills (each owned Skill increases the cost of obtaining additional ones).
Then, excluding Equipment cards gained by players, return all Mission Event and Environment cards to Mission box DF3.
Open the Campaign binder to page 6 and resolve the Post-Mission cleanup.

Epilogue (Duty)
The air êuiĄers, and there is a shrill sound that makes you coĄer your ears. 

�ou fall to your knees and shut your eyes, but curiosity is stron¸er than the éain, 
and you mana¸e to oéen the eyelids in time to see the anomalies around Ąanish. 

The sound disaééears, leaĄin¸ only rin¸in¸ in your ears. The air smells fresher and sąeeter, 
the sun feels ąarmer on your skin. �ou look at the 0eĄice and realiĐe that it has ąorked. 

A small chunk of the �one Ąanished and yielded to the real ąorld. 

Scenario Rewards:
• Mark Mission DF3 as unavailable.

Discard all Consequences cards from the cardholder.
Draw 2 Duty Skill tokens. Choose up to 1 of these tokens and assign it to a Stalker. You may choose not to, 
if you don’t want any of the drawn Skills (each owned Skill increases the cost of obtaining additional ones).
Then, excluding Equipment cards gained by players, return all Mission Event and Environment cards to Mission box DF3.
Open the Campaign binder to page 6 and resolve the Post-Mission cleanup.
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Mission Box cleanup

Mission DF1 
“Rock and a Hard Place”

•Return all Mission Event cards to 
the box: I, II, III, IV, V.

•Return all Environment cards to 
the box: DF1-01, DF1-02, DF1-03, 
DF1-04, DF1-05, DF1-06, DF1-07, 
DF1-08, DF1-09, DF1-10, DF1-11, 
DF1-12, DF1-13, DF1-14, DF1-15, 
DF1-16.

•Return the “Duty Trooper”, 
“Freedom Fighter”, “Kulak”, and 
“Misha” Enemy cards to the box.

•Each Stalker may now sell any 
number of chosen Equipment cards 
for theirvalue.

•Open the Campaign binder 
to page 6 and resolve 
the Post-Mission cleanup.

Mission DF2 
“Kept in the Dark”

•Return all Mission Event cards to 
the box: I, II, III, IV, V.

•Return all Environment cards to 
the box: DF2-01, DF2-02, DF2-02, 
DF2-02, DF2-03, DF2-04, DF2-05, 
DF2-06, DF2-07, DF2-08, DF2-09, 
DF2-10, DF2-11, DF2-12, DF2-13, 
DF2-14, DF2-15, DF2-16.

•Return the “Guts” Artifact card 
to the box.

•Return the “Warden of the Monolith” 
Enemy card to the box.

•Each Stalker may now sell any 
number of chosen Equipment cards 
for theirvalue.

•Open the Campaign binder 
to page 6 and resolve 
the Post-Mission cleanup.

Mission DF3 
“Final Countdown”

•Return all Mission Event cards to the 
box: Ia, Ib, II, III, IV, V, VI, VI, VII-D, 
VII-F, VIII.

•Return all Environment cards to 
the box: DF3-01, DF3-02, DF3-03, 
DF3-03, DF3-03, DF3-04, DF3-05, 
DF3-06, DF3-07, DF3-08, DF3-09, 
DF3-10, DF3-11, DF3-12, DF3-13.

•Return the “IPSF Trooper”, 
“IPSF Grenadier”, and  “Helicopter” 
Enemy cards to the box.

•If you failed Mission DF3 and 
there is “Kulak”/”Misha” Enemy 
return that Enemy card to the box. 
Otherwise, return it to the Mission 
box DF1.

•If you failed Mission DF3, return 
1×Monolith/IPSF Attention token 
to the box. Otherwise, return it 
to the Mission box DF2.

•Each Stalker may now sell any 
number of chosen Equipment cards 
for theirvalue.

•Open the Campaign binder 
to page 6 and resolve 
the Post-Mission cleanup.

ScriptbookMission Box cleanup5



the Duty Trooper Enemy card. From now 
on  applies to both the Kulak and 
Duty Troopers cards.
Discard all Random Events from 
the Mission Event deck. Draw Mission 
Event III (Last Chance). This is your 
Active Mission Event now.
See script F05.

F09
�hen thefirst silhouettes aééear, 
forabrief moment you ąish 
you had taken the0uty doąn. 
There is no time forfurther 
considerations or re¸rets, thou¸h, 
as thesoldiers of theDuty come 
at theFreedom camé ąith 
unérecedented relentlessness. 
)ullets éierce theair, ¸renades 
shake the¸round. �our utter 
defeat seems unaĄoidable. 

Remove from the game:
–Contact card C47 (Zirka),
–1 random Freedom Weapon type 

(all cards, including those gained 
by Stalkers),

–1 random Freedom Armor type 
(all cards, including those gained 
by Stalkers),

–Consequence card Ambush 
Preparation.

Draw 1 Consequence and place it 
in the cardholder. Do not resolve its 
“unresolved” e¢ect.
Go back to the Campaign binder.

F10
Theterrain is merciless. 
Nohollows, no tree trunks, 
no for¸otten chests or ąalls. 
3Ąery moĄe attracts someoneŖs 
attention and you are not 
eĄen surérised ąhen you hear 
thecries of alarmed sentries. 
Zultiéle bullets rend thesilence. 
`Ąerąhelmed ąith terror, you 
ɯee like mad until you receiĄe 
ahot éunch in theshoulder. 
Adrenaline burns in your blood 
and suééresses theéain, but still, 
you knoą youŖĄe been hit.

Chosen Stalker loses half of their 
maximum HP (rounded up).
Go back to the Campaign binder.

F11
Freedom Camp
You decided to join theFreedom 
faction. As it oéens neą 
oééortunities to you it also brin¸s 
neą dan¸ers. 

Now perform the following setup:
–Exchange the Contacts page 

of the Campaign binder with 
the Freedom Camp page. It contains 
new instructions and splits 
the cardholder into three rows:

•Consequences – Various 
Events that influence your 
Zone Exploration providing new 
opportunities or restrictions. 

•Freedom Contacts – Three 
Contacts that from now are 
always available to you.

•Neutral Contacts – Three 
slots remain available 
for non-Freedom Contacts.

–Remove all Contacts from 
the cardholder and move them 
to your Stash.

–Find 3 Freedom Contact cards: 
C45 (Freedom Smuggler), 
C46 (Freedom Mentor), and 
C47 (Zirka), and slot them 
in the middle row of the cardholder.

–Find all Freedom Consequences, 
shu£e them draw 1 and slot it 
in the top row of the cardholder.

–Draw 2 Freedom Skill tokens. 
Choose up to 1 of these tokens 
and assign it to a Stalker. You may 
choose not to, if you don’t want any 
of the drawn Skills (each owned 
Skill increases the cost of obtaining 
additional ones). 

Open the Campaign binder to page 6
and resolve the Post-Mission cleanup.

F12
Zisha eyes the¸ift and ąhistles 
êuietly.
ŗThis is hu¸e,Ř he admits. ŗ�ery 
hu¸e. 0o you knoą thatyou 
haĄe Êust made some Ąery ¸ood 
friends in theFreedomŽŘ
Cis eyes ¸leam, as he rubs his 
hands.
ŗ`ur ąounded ąonŖt for¸et 
that. And ¸uess ąhatŽ �eŖre 

Êust about to shred those 0uty 
rascalsŐŘ

If you don’t have card DF1-10
(Friends: Duty/Freedom), find it 
now and place it Freedom side up 
next to the Map. Then flip card DF1-
01a (Mission Objective) and the 
oversized overlay card with the Kulak, 
Duty Commander on it and place it 
Kulak Enemy side up, next to the Duty 
Tropper Enemy card. From now on 
applies to both the Kulak and Duty 
Troopers cards.
Go back to the game.
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F01
ŗCey,Ř Zisha theFreedom team 
leader shakes your hand and 
hu¸s you. ŗ�ou éulled anice one 
out there. *ome and sit. �anna 
rinse your throat ąith somethin¸ 
stron¸ŽŘ
ne¸ardless of your ansąer, 
heéours afeą shots and 
eméties one. 
0o youŽ

»Yeah – reduce your Radiation dosage 
by 6 and discard a , then continue 
reading.

»No – continue reading.
ŗ�ou must be ąonderin¸ 
ąhatąeŖre ué to here. �ell, 
thatainŖt no secret. There is athin¸ 
ąe are lookin¸ for. Forthelack 
of abetter exéression, ąe call it 
the0eĄice. rhocker, ehŽ �eah, ąe 
need to ¸et it. Thatand thedude 
to oéerate it, ane¸¸ŭhead thatis 
roamin¸ around someąhere. Cell, 
ąe ąould already be on our ąay 
back, but the0uty shoąed ué to 
mess thin¸s ué.Ř
Ce takes asąi¸ from thebottle.
�e haĄe afeą casualties, 
andthereinforcements may be 
stoééed by theemission. Fam not 
sure if our ąounded ąill make it. 
*an you helé ąith your medsŽŘ

If you don’t have card DF1-06a, find it 
and place it next to the Map.
Do you want to:
»Ask about Freedom and their 

worldview – See script F02.
»Ask about Duty and their 

worldview – See script F03.
»Ask about the Device – See 

script D07.
»O¬er them medicine – Discard 

Medicine Items:
•1/2 Stalkers: 3 Items
•3/4 Stalkers: 4 Items

See script F12.
»Only if you have card DF1-09a

(Device) – Show the Device – See 
script F04.

F02
ŗ�e ainŖt no bad ¸uys,Ř theleader 
says ąith abroad ¸rin. ŗni¸ht, 
ąehaĄe ¸uns and ąe can 

use them, but ąe are neĄer 
thea¸¸ressiĄe ones. |nless 
someone makes us truly an¸ry, 
hahaŐ *atch my driftŽ Anyąay, 
ąe donŖt fi¸ht the�one, but only 
defend ourselĄes a¸ainst its 
monsters. �e adaét to it. �e tame 
it. �ebenefit from it. And you 
knoą ąhatŽ Ftmakes us haééy.Ř

Go back to the game.

F03
ŗThe0utyŽ 0amned bastards. 
�hodo they think they areŽ 
�hat¸iĄes them theri¸ht 
to decide about the�oneŽ 
�hatéossessed them and made 
them think thatthis is anevil 
¸round foreĄerybodyŽ �e thriĄe 
here and we do not need some 
fascist, brainŭąashed morons to 
tell us thatąe are in theąron¸. 
`ur name is Freedom and ąe 
meanit. �anna tell me hoą to 
liĄeŽ �anna take my �one from 
meŽ `Ąer my dead body.Ř

Go back to the game.

F04
ŗ�ou ¸ot thethin¸yŽ *ool. TetŖs 
Êoin sidesŐŘ

Decide:
»No way, give me some time to think 

about it – See script F06.
»Yeah, let’s do it together – read on:

If Mission Event III is still 
in the Event deck, see script F08.
Otherwise, see script F05.

F05
There is neĄer enou¸h chaos 
inthe �one. All of the sudden, 
thechimera aééears out 
ofthinair. )linded by fury 
andhun¸er, it éounces and éins 
Zisha to the ¸round.
ŗ)rin¸ the 0eĄice to the camé,Ř 
hemana¸es. ŗThere is money forƄŘ
Abruétly, the monster tears his 
head oɫ, sélatterin¸ the manŖs 
blood around. �ou take a steé 
back. ZoneyŽ All ri¸ht, itŖs ąorth 
checkin¸ out. TetŖs take the 
contraétion to the caméŐ

If you don’t have a Chimera Enemy card, 
draw it and place it next to the Map. 
Mark it with 2.

Find 1 Chimera standee and place it 
on a space closest to your space.
If you have card DF1-08b (Wounded 
Chimera), place -1 and a 

 (
 on 

the Chimera and discard card DF1-08b.
Discard cards DF1-01, DF1-07a, and 
DF11-a.
Place DF1-12a on the map and flip card 
DF1-09a (The Device).
Flip the oversized overlay cards 
remaining on the Map. Discard the 
Misha model and Enemy card, and place 
the Kulak Enemy card next to the Duty 
Trooper Enemy card if not there yet. 
From now on  applies to both 
the Kulak and Duty Troopers cards.
Continue the game.
F06
ni¸ht, but do not take too much 
time, okŽ The0uty is theąron¸ 
horse to bet on.

Go back to the game.

F07
ŗThe0eĄiceŽ *anŖt be sure. 
romeąhere in asealed éart of the 
coméound ąhereyou can exéect 
nothin¸ but craąlies and shit.Ř

Go back to the game.

F08
Tired and éantin¸, you reach 
theFreedom camé and hand the 
0eĄice oĄer to Zisha.
ŗ>ood,Ř he smiles. ŗro this is the 
thin¸yŽŘ
�ou are Êust about to inform him 
ąhat you haĄe been throu¸h ąhen 
a sentry comes runnin¸.
ŗThe 0uty are on the moĄe,Ř 
heąhiséers. ŗThey may haĄe seen 
our allies sneakin¸ oĄer here.Ř
ŗFf that is so, ąe may exéect their 
attack soon,Ř Zisha ¸rins ¸rimly. 
ŗ0onŖt ąorry. �eŖĄe been throu¸h 
ąorseŐŘ

If you don’t have card DF1-10 (Friends: 
Duty/Freedom), find it now, and place it 
Freedom side up, it determines your 
allegiance to one of the factions. 
Then flip the oversized overlay card 
with the Kulak, Duty Commander on it, 
and place it Enemy side up, next to 
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Fighter Enemy card if it’s not there 
yet. From now on  applies to both 
the Misha and Freedom Fighter cards.
Continue the game.

D06
Do you seriously think those 
Freedom freaks are worth your 
timeŽ Zake ué your mindŐ 

Go back to the game.

D07
ŗ[o one can éinéoint thelocation 
of the0eĄiceŽ �e exéect it to be in 
theinaccessible, Ąerminŭinfested 
éart of thefacility.Ř

Go back to the game.

D08
�ou did your best to safely carry 
the 0eĄice to the 0uty camé. �ou 
éass it on to Rulak and si¸h ąith 
relief, but the reséite is brief. 
ŗThere is some actiĄity amon¸ 
the FreedomŐŘ a sentry reéorts.
ŗ0amn,Ř Rulak looks at you. ŗThey 
may haĄe séotted you carryin¸ 
the 0eĄice. They may ¸o into 
action any minute noąŐŘ

If you don’t have card DF1-10 (Friends: 
Duty/Freedom), find it now, and 
place it Duty side up, it determines 
your allegiance to one of the factions. 
Then flip the oversized overlay card 
with Misha, Freedom Leader on it, 
and place it Enemy side up, next to 
the Freedom Fighter Enemy card. 
From now on  applies to both 
the Misha and Freedom Fighter cards.
Discard all Random Events from 
the Mission Event deck. Draw Mission 
Event III (Last Chance). This is your 
Active Mission Event now.
See script D05.

D09
TheFreedom soldiers aééear all of 
thesudden and char¸e like deĄils, 
their ¸uns blaĐin¸. Thecamé of 
the0uty becomes aninferno of 
blood and exélosions. Thesoldiers 
of the0uty do their best to reéel 
theattack, but their fire is not 
coordinated as if their leaders 

haĄe failed. Their defeat seems 
imminent. 

Remove from the game:
–Contact card C42 (Duty Rookie),
–1 random Duty Weapon type 

(all cards, including those gained 
by Stalkers),

–1 random Duty Armor type (all cards, 
including those gained by Stalkers),

–Consequence card Clash with 
Freedom.

Draw 1 Consequence and place it 
in the cardholder. Do not resolve its 
“unresolved” e¢ect.
Go back to the Campaign binder.

D10
There is aląays this one steé 
too many. �our boot ¸raĐes 
afor¸otten ¸lass bottle, and it 
rolls over with anoise thatcould 
make adead body Êumé. �our 
blood runs cold ąhen you hear 
theshouts of alarmed soldiers. 
You run like hell amidst thehail 
ofdeadly bullets. lanic takes oĄer, 
and you barely ¸limése thatyou 
haĄe lost some of your ¸ear. 
[eĄermind, Êust ¸et out of thereŐ

Discard 1 of your Weapons at random.
Go back to the Campaign binder.

D11
Duty Camp
You decided to join theDuty 
Faction. As it oéens neą 
oééortunities to you it also brin¸s 
neą dan¸ers. 

Now perform the following setup: 
–Exchange the Contacts page 

of the Campaign binder with 
the Duty Camp page. It contains 
new instructions and splits 
the cardholder into three rows:

•Consequences – Various 
Events that influence your 
Zone Exploration providing new 
opportunities or restrictions. 

•Duty Contacts – Three Contacts 
that from now are always 
available to you.

•Neutral Contacts – Three slots 
remain available for non-Duty 
Contacts.

–Remove all Contacts from 
the cardholder and move them 
to your Stash.

–Find 3 Duty Contact cards: 
C40 (Duty Quartermaster), 
C41 (Duty Drill Instructor), and 
C42 (Duty Rookie) and slot them 
in the middle row of the cardholder.

–If you have Contact card C04
(Glasses), remove it from the game.

–If there is an Artifact Smuggler 
Contact sticker on the Zone Map 
mark it as unavailable.

–Find all Duty Consequences, shu£e 
them draw 1 and slot it in the top 
row of the cardholder.

–Draw 2 Duty Skill tokens. 
Choose up to 1 of these tokens 
and assign it to a Stalker. You may 
choose not to, if you don’t want any 
of the drawn Skills (each owned 
Skill increases the cost of obtaining 
additional ones). 

Open the Campaign binder to page 6
and resolve the Post-Mission cleanup.

D12
Rulak looks at themeds, and 
nods his head. Then, he turns 
toyou and extends his hand. 
ŗFt is a¸enerous ¸ift,Ř he says 
in aserious Ąoice. ŗAnally like 
you does boost themorale. 
Theąounded haĄe abetter 
chance of surĄiĄal noą.Ř
Ce aɫords alittle smile.
ŗAnd noą ąe ąill fi¸ht like 
deĄils. Falmost feel sorry 
fortheFreedom bastards.Ř

If you don’t have card DF1-10 (Friends: 
Duty/Freedom), find it now and 
place it Duty side up next to the Map. 
Then flip card DF1-01a (Mission 
Objective) and the oversized overlay 
card with Misha, Freedom Leader on 
it and place it Misha Enemy side up, 
next to the Freedom Fighter Enemy 
card. From now on  applies to both 
the Misha and Freedom Fighter cards.
Go back to the game.
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D01
Rulak, the0uty team leader shakes 
your hand and looks you in theeye. 
ŗ�ou came in thenick of time,Ř 
he says, ąincin¸. ŗmuite amess, 
ehŽ Tisten, ąeare in ati¸ht 
séot. �ehaĄe been deéloyed 
to locate anobÊect codenamed 
the0eĄice. `urmission is of 
utmost iméortance not only forour 
faction but also forthe�oneŐ 
|nfortunately, it seems thatthose 
Freedom scumba¸s are lookin¸ 
exactly thesame thin¸. �e haĄe 
afeą ąounded, andƄ
Ce si¸hs and rubs his forehead.
ŗThereinforcements are on 
theąay, but ąith thatemission, 
there is no ¸uessin¸ ąhen they 
ąill arriĄe. �e ąould aééreciate 
your helé. >ot any meds to séareŽ Ř

If you don’t have card DF1-06a, find it 
and place it next to the Map.
Do you want to:
»Ask about Duty and their 

worldview – See script D02.
»Ask about Freedom and their 

worldview – See script D03.
»Ask about the Device – See 

script D07.
»O¬er them medicine – Discard 

Medicine Items:
•1/2 Stalkers: 3 Items
•3/4 Stalkers: 4 Items

See script D12.
»Only if you have card DF1-09a

(Device) – Show the Device – See 
script D04.

D02
ŗ�e are theones thatunderstand 
theseriousness of thesituation 
and thatcomérehend theeĄil 
of the�one. This élace is 
thecancerous ¸roąth on 
thetissue of our élanet, and all 
thathas séaąned here deserĄes 
only to die, includin¸ all theinsane 
éeoéle ąhocall it their home 
or try to benefit from its ąicked 
resources. �e canŖt let such trade 
thriĄe. �eąill stoé its séraąlŘ.

Go back to the game.

D03
ŗFcan smell those Freedom rats 
from here,Ř the0uty leader 
snarls. ŗFcanŖt belieĄe they are 
after thesame thin¸ and Fcannot 
ima¸ine ąhatthey are ąillin¸ to do 
ąith it. FreedomƄ 3Ąenthename 
of their faction is abloody 
deceétion. FtŖs not freedom 
they seek, but anarchyŐ *haosŐ 
0estructionŐ They are theąorst 
thatcould haééen to the�one, 
worse even than themutants 
because they are not determined 
to séread eĄil, but choose to do itŐŘ

Go back to the game.

D04
ŗ`k, it matches thedescriétionŽ 
>oodŐ �e are ¸onna secure it. 
�ou `R ąith thatŽŘ

Decide:
»No way, give me some time to 

think about it – See script D06.

»Yeah, let’s do it together – read on:
If Mission Event III is still in 
the Event deck, see script D08.
Otherwise, see script D05.

D05
Suddenly thechimera arrives, 
draąn by thesmell of human 
ɯesh, and sur¸es at you, aĄortex 
of claąs and muscles. Rulak 
curses and oéens fire.
ŗ>et the0eĄice to thecaméŐŘ 
heyells. ŗ�ou ąill be reŭŘ
Then his mad coura¸e is 
aérelude to afatal mistake. 
The*himera éounces at Rulak 
and he dies in anexélosion 
ofblood and torn ɯesh.
�hatdid he meanŽ �ou ąill be 
reąardedŽ rounds ¸ood enou¸h 
to try out.

If you don’t have a Chimera Enemy 
card, draw it and place it next 
to the Map. Mark it with 2.
Find 1 Chimera standee and place it 
on a space closest to your space.
If you have card DF1-08b (Wounded 
Chimera), place -1 and a 

 (
 on 

the Chimera and discard card DF1-08b.
Discard cards DF1-01, DF1-07a, and 
DF1-11a.
Place DF1-12a on the Map and flip card 
DF1-09a (The Device).
Flip the oversized overlay cards 
remaining on the Map. Discard the Kulak 
model and Enemy card, and place the 
Misha Enemy card next to the Freedom 
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