
Resistance Q&A, 30/08/2013 
Hi everyone! 
 
Since we revealed our work in progress for the new faction in the works for Dropzone Commander, 
the Resistance,  there's  been a flood of speculation about them and their place in the DZC universe. 
We wanted to be quite open about many aspects of this exciting new race's development, so with 
that in mind, we asked the Forum for a few questions! The Resistance is still work in progress, but I've 
done my best to answer most of these - enjoy! 
 

 
 
 
Can you give a rough estimate of the release schedule? Are we talking 2013, q1 2014 or later?  
 
We are definitely talking next year as a lot of work still needs to be done. We are aiming for the first 
half of next year though with a full announce and reveal time in Q1. However, I wouldn't like to be 
too specific as there are still several unknowns and a lot can change in a short time! Now that we 
have completed the 2 Player starter Set, we will be able to focus on the Resistance much more 
heavily in the coming months. 
 
 
Will it be part of the same expansion as the Monorail and/or the new units for the other factions?  
 
The Resistance will be the main feature of the first DZC expansion book. This book also will include 
printed rules for all the newly released units for the existing factions in addition to several more yet 
to be seen! 
 
The Monorail Scenario Pack will be released much sooner than this (we're working on box art now) 
and will be a stand-alone 'add on' to the game, including two new printed scenarios. 
 
 
 
 



Will it be a full race or just allies? 
 
It will be a full race, able to take to the battlefield on its own and with a unit 'pool' which equals that 
of the other races. However, there is obviously connections between certain branches of the 
Resistance and the UCM, so things like UCM air support/ strike teams may be accessible. We're still 
in the early stages of rules writing here, so this may change! 
 
 
Will you release the faction at one time or will you spread the release out? 
 
We are still working on our release strategy at the moment, but it is likely that the release will be 
slightly staggered, although not over a lengthy time period. 
 
 
Will there be any need of modifications to the battlefield for this army to work well? 
 
Not at all - you'll be able to use the Resistance on any battlefield that would normally be used for 
DZC games. 
 

 
 
Will the Resistance have access to dropships? And if not, how will they relate to the basis of rapid 
deployment? 
 
The Resistance WILL have dropships (it is Dropzone Commander after all!). However, these will only 
be usable for the Resistance's ex-military kit (i.e. their remaining/ scavenged/ repaired tanks, APC's 
ect). It makes no real sense for high-tech dropships to be carrying improvised pickup trucks after all! 
They will not have access to a 'heavy dropship', as such large fliers would have been destroyed many 
years ago. 
 
However, the Resistance will be able to get their improvised units to the frontline quickly in other 
ways. We are still at the conceptual stage for certain units, but think hovercraft, ambush and 
underground tunnels for a start... 
 
 



Will the resistance be a hoard army? 
 
The Resistance will certainly be more of a 'hoard' army than the other races, largely due to the 
inferiority of most of their tech and points balancing. However, the number of models will not be 
massively higher than other races in general, but you may be able to choose to run large numbers of 
technicals and few tanks for example. However, it's worth bearing in mind that while the Resistance 
will often have poor quality materiel, they have excellent soldiers, since virtually every one is a 
seasoned veteran, used to a life of extreme hardship! Again, we are still in the early stages here. 
 
 
Will there be motor bikes ? 
 
No comment at all.... 
 
... and will my dream of an army of light vehicles zipping around causing chaos be realized? 
 
There's a very good chance that it will be, if that's the kind of list you want to build for them! 
 
 
Since the resistance has just normal trashy cars/trucks will they have active countermeasures? 
Also what type of Speed and Armour should we expect with this faction, I imagine around 6-7 
armour? 
 
The Resistance will feature ex-military equipment as well as improvised vehicles. Military gear can 
generally be expected to have countermeasures, whereas the technicals most likely will not 
(although possibly with a points upgrade). We are still in the early/ conceptual/ argument stage at 
this point, so I wouldn't want to get too specific about armour values, but they will be in line with 
existing units and plausibility. 
 
 
Could we see Resistance Heli/Jet Copters ? 
 
It's fairly safe to say that the Resistance will have at least one loitering gunship-type unit, as VTOL 
craft work well for jungle/ concealed bases of operations. However, I wouldn't like to comment too 
much on the design at this stage. 
 
 
Also, what would the Resistance use as a Fast Mover? Are they likely to even have access to that 
kind of tech? 
 
If the Resistance have any Fast Movers at all, they will be scarce in number. They are likely to be 
somewhat unconventional as well. However, certain facets of the Resistance may be able to call on 
UCM air support. 
 
 
Will the Resistance be able to "raise from the dead" (e.g., salvage) fresh units from destroyed 
enemy units? 
 
While it's a nice idea as a mechanic, it's highly unlikely that it will be seen. Scourge and Shaltari 
vehicles are impossible for humans to commandeer, which would make the Resistance less effective 
against them specifically. Since we strive for balance, this is something we would try to avoid. 
However, some Resistance units may feature certain modified/ stolen Scourge tech - a human can 
simply pick up a Scourge plasma rifle use it, but it would take many weeks to hack and rig heavier 
weapons. Either way, the Resistance would begin the game armed with such weapons, as they 
would have 'acquired' them in past engagements. 



As the Resistance appears to be entirely happy with the Reconquest and logically in complete 
agreement with the broad goals of the UCM what fluff mechanic do you have for Resistance vs 
UCM battles? 
 
Not ALL the Resistance will be entirely happy with the Reconquest... Each Resistance society has 
developed in isolation for over 150 years. As such, there is little consistency. You'll see everything 
from warlords accustomed to absolute power within their own small communities, civilised groups 
desperate for liberation or feral savages that will literally eat outsiders!  
 
 
It has been mentioned that the faction will play differently based on what "type" of army you 
choose to build. Is this going to be some sort of trait system where you choose specific abilities for 
your army out of a list, or is it going to be a set of a couple types of "mini-factions" that give 
specific bonuses? 
 
The wide variation of Resistance societies will lead to very different mindsets. This will be reflected 
in the rules and list building. At the moment, we are considering at least two 'sub-lists'  (call them 
'Friendly' and 'Feral' for now). Your choice will affect your options and may grant bonuses. For 
example, 'Friendly' lists may be able to draw on UCM air support, whereas 'Feral' lists may gain CQB 
bonuses and/or access to special Resistance units. 
 

 
 
We hope you've enjoyed this informal Q&A and hopefully this will answer many of the big unknowns 
for the Resistance to give you all a better idea of what we're aiming for with this new faction. We 
won't be able to talk Resistance again for a little while, as there's a lot more work to do!  We may 
preview some new units periodically though - watch this space! 
 
- Dave 


