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INTRODUCTION
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Huge war machines tower over the battlefield, their super-heavy
weapons blasting apart even the most robustly armoured tanks and
cutting bloody swathes through the enemy ranks. Aircraft scream
through the smoke-palled skies, making devastating bombing runs or
landing to disgorge hordes of bloodthirsty fighters. Orbiting spacecraft
unleash punishing barrages that pound the enemy into the ground and
reduce fortifications that have stood for millennia to rubble. Throngs of
warriors and squadrons of armoured vehicles surge towards the foe. This
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1S war on a scale undreamt of...
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THIS IS APOCALYPSE!
On the pages that follow, you will find all the information you’ll need to fight

apocalyptic battles of Warhammer 40,000. No longer will you lead a single detachment
of troops into battle. Now you can have hundreds of troops and squadron after
squadron of armoured vehicles under your command, and the greatest heroes of the
age will battle at their side. First, though, you will learn how to set up and organise your
own Apocalypse games, and all the rules you will need to play them. In fact the only
limit to what you can achieve is your own imagination. So have fun, and remember:
victory may not always go to the side with the biggest guns — but they certainly do help!
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FORGING A NARRATIVE
Throughout this book you’ll find little boxes of advice much like

this one. They include everything from tips on how to get the
most from your Apocalypse games to how best to construct an
inbuilt storyline — after all, games that have a narrative side are

a lot of fun, and this goes double for Apocalypse. From desperate
alliances formed in the fires of battle to nail-biting struggles that determine

the fate of a planet, a game that features some real end-of-the-world drama
will be remembered for a long time to come by your entire gaming group.
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WHAT’S IN THIS BOOK?

RULES OF ENGAGEMENT

This section explains how to set up and fight an Apocalypse battle. It covers
all the basics of preparing the battlefield, choosing and deploying the armies
and determining who has won the game. Six Apocalypse missions, complete
with some truly fearsome Apocalypse mission special rules, are also provided.

ORGANISING THE APOCALYPSE
The Organising the Apocalypse section that includes some practical advice

for those organising the game (like finding a venue and remembering to
take a break!).

APOCALYPSE FORMATIONS

This section includes the rules for the different types of formations, such as
Psychic Choirs and Armoured Spearheads, and the rules and profiles for the
devastating weapons they use. It ends with a huge collection of datasheets for
use 1n your games of Apocalypse, providing information and rules for
everything from a Necron Tesseract Vault to a full company of Space Marines.

APOCALYPSE MINIATURES AND HOBBY SHOWCASE

Here you'll find a dazzling array of beautifully painted Apocalypse
miniatures, units and terrain, followed by useful advice and guidance for
organising your apocalyptic collections and battlefields.

WAR ZONE: ARMAGEDDON

This Apocalypse War Zone 1s a self-contained mini-supplement that
includes background information, special rules and famous Apocalypse
Formations from the climactic Third War for Armageddon.

APPENDICES
This section explores the titanic war machines of the 41st Millennium, and
contains rules summaries, tables and other handy information.
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There comes a time in every gamer’s life where their collection of Citadel

miniatures has grown so large that they can no longer use all of their
models in a single game of Warhammer 40,000. Although it’s always
handy to have enough extra units to be able to ‘fine tune’ your army for a
battle, we all know it can be frustrating too; every now and then you want

to be able to fight a battle where you get to use your entire collection.

Apocalypse 1s designed to be played between two teams of players, where every player can
field all of the Citadel miniatures in their collection. This means that Apocalypse games
are large — at least as big as a large game of Warhammer 40,000, and often much larger.

If the players are hardened veterans with several Warhammer 40,000 armies, then
Apocalypse games otter them the opportunity to field all of their armies 1n a single game!

Although this may seem daunting, the good news is that in practice it really isn’t.
We've found that it 1s actually very easy to play huge games of Warhammer 40,000 if

you want to; all that is required are two sizeable armies, a large playing area, a bit of
time and some advance planning. Half a dozen players, each with a 1,000 point army,

have everything they need to take part in an Apocalypse battle.
We've found that Apocalypse games can usually be completed in the course of a long
evening, unless the players’ collections are exceptionally large. Bigger games can take longer

to complete, but are still very enjoyable and remarkably straightforward to take part 1n.

This was shown quite clearly in our very first game of Apocalypse, a massive game
between two sides of three players each. The game started off at 10 in the morning
with the deployment of the two armies, and had been fought to a conclusion and

packed away by 6 that evening, including a one hour break for us to have our lunch.
More importantly, it had been a breeze to organise and left everybody who took part

eager for their next game.
The aim of this book, then, is to inspire you to fight large battles like ours, and to

make sure that we teach you everything you need to know so that the games you
play are as much fun as the battles we have fought. This brings up another
important point: while Apocalypse battles don’t require any changes to the rules




Apocalypse battles also require more
preparation, mainly because of their sheer
size and the time they take to play. You
shouldn’t let this put you off, as the
rewards far outweigh the time taken to set
up the game, but you do need to be aware
of what you're letting yourself in for so you
can prepare accordingly. A lot of this book
1s taken up with advice on how to go about
organising large games, based on our own
experience of doing just that!

However, Apocalypse otfers far more than
just the chance to get together with your
mates and fight a battle with all of your
Citadel miniatures. Most notably, it has given
our miniatures designers the opportunity to
make new war machines and biological

! NUMBER OF PLAYERS

For this expansion, we assume that
most games of Apocalypse will be
played with two sides of multiple
players. It 1s not impossible for a single
player to command an Apocalypse
army on their own, but 1t’s easier for
teams of players to field the number of
models needed. The number of players
on each side does not have to be equal,
but we try to keep it even.

SIZES OF GAMES

Games of Warhammer 40,000 and
Apocalypse can take more or less time
depending on the size of the game.

include in the Eternal War missions of the
Warhammer 40,000 rulebook. So,
Apocalypse not only allows you to use your
whole collection, but also to field things like
the enormous super-heavy tanks of the
Imperial Guard, Space Marine Thunderhawk
gunships, and even the vast and destructive
god-machines of the Titan Legions.

On top of this, Apocalypse offers unrivalled
opportunities for those players who enjoy
converting and scratch-building models,
inventing narrative scenarios, and making
their own elaborate terrain. All of these
aspects, and much more besides, are
discussed in the pages that follow.

Warhammer 40,000 : !
A regular Warhammer 40,000 or small 'ig
Apocalypse game, with 1 player per
side, takes an evening to play.

Apocalypse

A typical Apocalypse game, with 4 or
more players split into two sides, takes
up to a day to play.

Mega-Apocalypse

A massive Apocalypse game, with 8 or
more players split into two sides, may
take a weekend to play.
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would normally use in a regular game of Warhammer 40,000, plus the
additional materials described below.

APOCALYPTIC ARMIES
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Apocalypse 1s played between two teams of players, or ‘sides’. Each player will usually
command an army made up of all of the models in their collection.
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In your first game of Apocalypse, you will probably find yourself referring to this book

quite often. Soon, however, the rules will become second nature, and you will mainly
use the book to look up specific details.

T

)
AN APOCALYPTIC BATTLEFIELD

Apocalypse battles require suitably large battlefields. The gaming area needs to be at
least 6 feet by 4 feet, and is typically much larger; we've heard of games being played on
the tloor, where the battlefield is 40 feet long and 30 feet wide! Large playing areas like
this can require quite a lot of terrain, but just as the players in each side combine their

miniatures into a single army, all of the players in an Apocalypse battle should combine
their terrain collections together to ensure they have enough scenery for the battle.

APOCALYPSE TEMPLATES

You will be used to the blast markers and templates used in games of Warhammer 40,000.
These are used 1in Apocalypse games too, but are complemented by additional
markers and templates of suitably massive dimensions. These are needed to account
for the effects of the extremely powerful weapons used in the game. More detail on

these Apocalypse markers and templates, including their sizes, can be found in the
Apocalyptic Weapons section.
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The following pages will give you an idea of what it is like to take part in a

game of Apocalypse.

THE GAME ORGANISER

Setting up a game of Apocalypse requires a bit more preparation than most games of
Warhammer 40,000. Because of this, it’s best to have one player as the ‘game
organiser’. They will make sure all of the players know where and when to meet,
decide on the scenario to be played, and set up the terrain for the battle.
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THE TIME LIMIT
Apocalypse games usually take the best part of a day to play, and therefore have a

schedule to determine when the battle starts and ends. Typically, a battle will start at
g or 10 1n the morning and end at 7 or 8 in the evening, though it 1s not uncommon
for games to go on longer than this, or even to take place over two or more days. In
addition to the start and end times, a number of breaks should be scheduled in; these
allow the players to stop and grab a drink and a bite of food. They also serve as a

suitable point to bring reinforcements and reserves into the battle.
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THE ARMIES DEPLOY
With the schedule set, the players gathered, and the terrain set up, it is time to begin

the battle. Because Apocalypse 1s a team game, some time needs to be set aside for a
group discussion of the strategy to be employed for the coming battle. During this
process the two sides are allowed to pick one or more Strategic Assets to use in the
coming contlict. Strategic Assets allow each side to carry out special battlefield
strategies or execute cunning ruses, and 1f used wisely can spell the difference

between victory and defeat.

Once all of the commanders 1n a side are clear about their objectives and any assets
have been chosen, the armies can deploy. This can take some time for Apocalypse-
sized armies, and because of this there will often be a time limit for deploying each
army — any models that are not deployed within this time start the battle in reserve!
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With both sides deployed, the battle begins! All of the Warhammer
40,000 game rules apply in a game of Apocalypse, along with some
additional special rules to cover things like Super-heavy vehicles and the
massive weapons unleashed on an Apocalypse battlefield.

During their turn, each side moves, shoots and assaults with the units in their army.
Each player in the side will have command of certain units taking part in the battle,
and it 1s their duty to decide what these units will do and to execute their actions on the
tabletop. An Apocalypse battle will often be won by the group of players that works
together best as a team, combining their etforts in order to achieve a joint victory.

An Apocalypse battle is not for the faint-hearted. Some weapons are perfectly capable
of destroying entire units of even heavily armoured troops with a single shot — in fact,
there are weapons that can destroy several such units or whole squadrons of
armoured vehicles with a single blast! In a game of Apocalypse you can frequently
expect to see more models destroyed 1n a single turn (or even a single shot) than
would be lost in the entirety of a game of Warhammer 40,000. Fortunately, the sheer
size of Apocalypse armies means that they can soak up these heavy casualties and
keep on fighting. More often than not, new units will arrive on the battlefield to take
their place and keep up the fight after each break in the scheduled gaming,
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VICTORY

The winner of most Apocalypse battles is determined by control of Strategic
Objectives. These are placed on the table at the start of the battle. Each side scores a
number of Strategic Victory Points based on the number of Strategic Objectives they

control during each break and at the end of the battle. The side with the most points
at the end of the battle is the winner.

However, while winning the battle is a bonus, the real reason for taking part in a
game of Apocalypse 1s the sheer spectacle. There will be moments of courage
and drama 1n every game that will stick in your memory for years to come.
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FIGHTING AN
OCALYPSE BATTLE
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! For Apocalypse, we have developed a new set of missions to use when
BF" fighting larger battles, instead of the Eternal War missions found in

the Warhammer 40,000 rulebook. The following pages explain how to
use the missions, and also how to go about setting up and organising a

game of Apocalypse.
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There are six Apocalypse missions included in this book. They are designed to make it as
easy as possible for you to play exciting games of Apocalypse using all of the Warhammer
40,000 miniatures in your collection. This is very ditferent to the way that the Eternal
War missions are played, and because of this we’re going to explain each element of
the Apocalypse missions, and how to use them, in some detail on the following pages.
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Don’t worry if the amount of information seems a little bit overwhelming at first —
we've also included a summary of all the main points you need to know, with links to
the full rules, and there 1s also a reference section at the back of the book that should
prove a quick, in-game guide once you've read through the rules once.

Following the missions, the Organising the Apocalypse section describes how to set up
and run a game of Apocalypse, including how to find players, what they’ll need to know,
and how to personalise your games to be ditferent to any other game of Warhammer
40,000 you have played. The number of possibilities really 1s endless.
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FIGHTING AN APOCALYPSE BATTLE SUMMARY

1) THE MISSION

Pick the Apocalypse mission to be used
for the battle. The Apocalypse mission
will specity how to set up the battlefield
and deploy the armies, what special
rules apply, and how the winner

1s determined.

2) THE ARMIES

Each player gathers an army. Each army
may include any or all of the
Warhammer 40,000 miniatures in the
player’s collection, unless the mission
being played sets restrictions on which
armies may be used. Players may field a
mixed force drawn from two or more
codexes 1f they wish, and no Force
Organisation chart restrictions or allies
restrictions apply.

Apocalypse Formations may be included
in the army.

CHOOSE SIDES

If there are more than two players,
divide them into two sides. Each of the
sides should have roughly equal sized
armies and numbers of players.

CHOOSE A WARMASTER
Each side should agree on which character
will be the Warmaster of their side.

Each player receives at least one
Strategic Asset. If one side’s army seems
overly large compared to the other’s, the
game organiser can give extra Strategic
Assets to the smaller of the forces in
order to even things up.

3) THE BATTLEFIELD
Set up the battlefield terrain following
the instructions given in the mission.

4) DEPLOYMENT
Deploy your armies following the
instructions given in the mission.

5) GAME LENGTH

The game organiser should set a time
limit for the game, and set break times
for the sides.

6) FIRST TURN
The mission will explain which side gets
the first turn, or how you determine this.

7) VICTORY CONDITIONS

Each mission will tell you what the sides
needs to achieve to win the battle. Most
Apocalypse missions use Strategic
Victory Points to decide this, but some
might present ditferent objectives for
the sides to achieve.
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MISSION SPECIAL RULES

Apocalypse missions have their own set of
mission special rules that introduce all
sorts of tlavour to the game, including
allowing the players access to powertul
Strategic Assets, presenting the unique
challenge of fighting amongst a variety of
Unnatural Disasters including a Zombie
Apocalypse, and allowing heroes their
Finest Hour. The rules for all of this and
more are contained in this section.

THE MISSION
The players decide which of the

missions to play (or devise one of their
own, following the guidelines here). Each
mission tells you how to set up the battlefield,
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Above: An example
Apocalypse mission

how to deploy the armies, what special rules apply to the game, and how the winner

1s decided.

The six missions in The Missions Chapter are good for ‘general purpose’ games ot
Apocalypse, and represent the types of apocalyptic battle that have been fought many

times over the millennia.

In addition, War Zone: Armageddon contains four more missions specific to that
campaign, which recreate key battles in the Third War for Armageddon. You can
freely choose from any of the missions included in this book when you fight an

Apocalypse battle.

£8Pz n 2 @ mamr B
,~“' THE GAME ORGANISER

4 In order to play a game of Apocalypse, it helps i1f someone is the ‘eame organiser’.
They will make any decisions about how and where the game 1s going to be played

ahead of time (see the Organising the Apocalypse section).




Each player taking part in an Apocalypse battle needs to have an army. Some
missions may place restrictions on the armies that can be chosen (some of the War
Zone supplements are examples of these), but other than that you can use any army
in a game of Apocalypse. If you have more than one army, you may combine them all
together into a single force if you wish to do so.

Armies may include any number of units from any codex, plus any number of
fortifications and Apocalypse Formations. No Force Organisation chart restrictions
apply to the army — just bring along all of the models you can! In addition, you can
ignore any restrictions on units that are normally limited to 0-1, 0-2 or that say ‘you
may field one of unit X for each unit Y'. Really, the only rule 1s that unit sizes must be
correct. If in doubt, just ask the game organiser for a ruling.

Players can take any upgrades permitted by their army lists, but any such upgrades
should be represented on the model; otherwise, keeping track of which model has




which upgrade becomes very hard. This
is important because detailed army
rosters and points values are not usually
used in games of Apocalypse. Instead,
players simply bring along the models
they are going to use. The game
organiser can ask the players to work out
roughly how many points their army 1s
worth, but this is not strictly necessary.

This 1s because Apocalypse is designed
to allow you to field your entire
collection, so a lot of the restrictions that
apply to picking an army for an Eternal
War mission simply don’t apply. Points
can only be seen as a rough guide in
Apocalypse; it helps if each player has an
idea of how many points they are
bringing, but the exact value of each
army 1S not important.

This might seem to confer an advantage
to players with larger collections of
models, but as you'll see, we’ve included
a number of methods that will allow you
to ‘balance’ a game without having to

‘We stand at the crossroad of
Annihilation and Glorious Destiny;

leave models on a shelf (well, unless you
want to leave them on the shelf thatis —
you don’t have to use that broken model
if you don’t want to). We're labouring
this point because, during playtesting,
people found it hard to believe that we
were saying ‘Just bring all of your
collection and play’, but this is exactly
what we mean. Using the rules and
guldelines from this book you can field
your entire collection and have a
fantastic game!

That being said, a game organiser should
feel free to set a maximum points limit
for the game 1f they wish. We've played
many battles with a points limit of
between 3,000 and 6,000 points, all of
which proved extremely enjoyable and
only took slightly longer than an Eternal
War mission. Even in these games,
though, we recommend that upgrades
are dictated by what a model 1s carrying,
if only to ensure that the games are
played in the right spirit.

Only the Emperor can decide the path we take.’




MORE THAN ONE ARMY

Remember that you can bring along units
from more than one codex, so if your
collection includes Imperial Guard and
Tau, plus a squad of Harlequins you
bought just to paint, then all these
models can fight as a single force. The
great thing about this system is that it
allows you to vary your painting routine,
collect units you like even 1f you have no
immediate plans of building them up into
a tull army, or start the core of a new
force and field it in battle straight away.

SPECIAL CHARACTERS

It can be difficult to use more than one
special character in an Eternal War
mission; they cost rather a lot of points
and often use up valuable ‘HQ slots’ of
the Force Organisation chart.

FORGING A NARRATIVE

One of the simple delights of playing games of Apocalypse is the
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Fortunately, such obstacles do not
matter in Apocalypse. In fact, we
consider it appropriate to field as many
special characters as possible, as 1t
makes the game feel suitably apocalyptic
in nature — huge battles are just the
place for such legendary individuals as
Abaddon the Despoiler and Commissar
Yarrick. Also, it would seem a waste to
leave any special characters out of such
a game. That being said, you can still
only have a single instance of any
unique special characters in each army.
In the event that two players want to
field the same unique special character,
the game organiser makes the call. Only
one Abaddon the Despoiler strides the
battlefields of the 41st Millennium,
regardless of how grand in scale they
may be.

freedom to field your entire collection of miniatures against your

opponent(s). However, many hobbyists prefer to field armies
| that are themed around famous battles, campaigns or specific
military structures, and fighting an Apocalypse game with such a

host can be quite rewarding.

This is easily achieved either by limiting the codexes that can

be used for either side, or by stipulating that certain units or
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CHOOSE SIDES

Apocalypse battles can be fought
between just two players, but they are
especially suited to team play. While 1t’s
possible to play ‘all against all’ games, or
games where there are three or more
sides taking part, all of the Apocalypse
missions 1n this book assume that the
players will be split into two sides.
Because of this, if there are three or
more players taking part, they are split
into two sides at the start of the game.
The number of players in each side
doesn’t have to be the same, but it helps
if neither side has more than one player
more than its opponents (for example,
three players versus four players is
better than two versus five).

Players are usually split into sides
by comparing their collections and
then putting the players into two
sides that have similarly sized
armies. Alternatively, you may want to
consider using the Allies matrix from
the Warhammer 40,000 rulebook to
help decide which side each player
belongs to. If one side or the other looks
like 1t 1s more powerful, then the weaker
side can be given extra Strategic Assets
in order to balance the game. However,
it’s best to aim to create two sides whose
armies are roughly equivalent in terms
of size and power.
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The players 1n a side each command
their own army, and all armies on the
same side are treated as Allies. Armies
from the same codex that are
commanded by different players count
each other as Battle Brothers for the
purposes of the Allies rules. Armies that,
according to the Allies matrix, ally only
‘Come the Apocalypse’ count each other
as Desperate Allies.

WARLORDS AND WARMASTERS
Before a game of Apocalypse begins,
each player nominates one model to be
his Warlord, just like in a game of
Warhammer 40,000. As aresult, there
may be several Warlords on each side,
each of whom will have a Warlord Trait,
as normal, and get a chance to use the
Finest Hour rules.

However, i1t is important to establish
who 1s in overall control of each side,
so the players need to agree on
which of their Warlords is going to
be the Warmaster for that game.
The Warmaster 1s in overall control of
whatever alliance or war etfort is taking
place. If the players on a side cannot
agree which Warlord should be
Warmaster, they should roll-otf. A player
that 1s hosting, or organised, the game
gets +1 to their dice roll.
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The player that controls the Warmaster
gets precedence when his side
disagrees upon matters of overall
strategy that directly affect more than
one specific person in that side. Be
warned, though — the head of the
enemy’s overall commander 1s a trophy
greatly prized by the foe...

CHOOSE STRATEGIC ASSETS

At this point the two sides select their
Strategic Assets. These represent high-
level military strategies that can swing
the battle in your favour.

THE BATTLEFIELD

As mentioned earlier in this section, an
apocalyptic battle requires a suitably
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PAIRING UP

- One thing that we’ve found works very well in our games is to ‘pair up’

- players from opposing sides. The two players are given responsibility for the
opposing units in a certain area of the battlefield, moving the units, making
attacks, and rolling saving throws. Pairing up like this allows several pairs of
players to resolve the action in their area of the table simultaneously, which

large playing area as well as enough
terrain to fill it. We’ve found that eight
feet is about the maximum width that
can be used while still allowing players
to reach the middle without knocking
models over. Similarly, twenty-four feet
1s about the maximum length than can
be used without the table starting to
look too long and thin.

With the table ready, you need to add
terrain. First, set up any fortifications
taken by either side, and then set up the
rest of the terrain as you would for an
Eternal War mission. You should try to
get your hands on as much terrain as
you can, and then set it up in any
mutually agreeable manner. We

greatly speeds up play. For example, a player on the Imperial side night
choose to pair up with the Chaos player opposite him. When the Imperial
player fires, his opposite number oversees his To Hit and To Wound rolls, and
makes armour saves for whichever units on his side have taken Wounds - even
If those units aren’t part of his army. This avoids situations where multiple

¢ players on one side need to get the attention of one of their fellows on the




recommend ‘clumping’ the terrain to
form larger features rather than
spreading it out evenly over the
battlefield. For example, you could
clump all of the buildings near to each
other to create a town, all of the woods
together to create a forest and so on.
Don’t worry if there are wide-open
spaces — 1n fact, these are quite
desirable, as you'll soon fill the space
with models!

PLACING STRATEGIC OBJECTIVES
Once the table is set up, each side must
place three Strategic Objectives on the
table. Roll a dice to see which side sets
up one of these first. That side sets up
one, then the opposing side sets up one
of theirs, and so on, back and forth
until all six Strategic Objectives have
been placed. If for some reason you
find you can’t place a Strategic
Objective, adjust those already in play
by the minimum amount to ensure it
can be placed.

Each side must set up one
Strategic Objective in their own
deployment zone, one in the
opponent’s deployment zone, and
one anywhere on the table.

A Strategic Objective may not be set
up within 12" of another that has
already been placed, or within 12" of
any table edge.

DEPLOYMENT

It’s now (finally!) time to deploy your
armies. Each mission’s instructions
will tell you how to set up, and
which side goes first. It’s a good idea
to specify a time limit for
deployment, to avoid this stage
dragging on too long. For example, you
might say that deployment will start at
9:00 a.m. and everyone must be
finished by 10:00 a.m., with each side
allowed a maximum of 30 minutes for
deployment.

Usually, the side setting up first 1s
allowed a few minutes to look over the
layout of the table and discuss their
deployment, and then has the amount
of time specified in the schedule to
actually set up their army. Once the
first side has set up, their opponents get
the same planning period followed by
the specified amount of time to deploy
their army.

In some missions, Scouts will be
allowed to redeploy and Infiltrators to
be set up atter both sides have deployed,
but again, it i1s a good 1dea to impose a
time limit on each side for carrying out
these special deployments.

If the time limit runs out while a side 1s
mid-way through setting up a unit, then
that unit is placed in Strategic Reserve,
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along with any other units that have not
yet been set up on the table. Any units
that have accidentally been set up
incorrectly are moved into Strategic
Reserve too.

GAME LENGTH

Eternal War missions are fought for a
certain number of turns (usually six),
but we've found that this doesn’t work
that well for Apocalypse battles.
Whenever we used a turn limit, we
found that we’d either not had time to
finish our game, or that we finished too
soon. So instead of a turn limit,
Apocalypse battles have a time
limit, which is determined by the
players or the game organiser before
the battle starts. For example, you
might say ‘We’ll play until 7 p.m.
tonight, or ‘We’ll start at 10 a.m. on
Saturday morning and finish on
Sunday at 5 p.m. with a few pre-
planned breaks in between.’

It’s difficult to say how long a game will
take, as different groups of players tend
to play at different speeds. The simplest
solution 1s to assume that your
Apocalypse game will take a full day to
play. Once you've fought a battle or two
you’ll learn how quickly your group
plays, and will be able to judge more
precisely how long you need for a game.

’

nx i ; =y C - - -, o N ] et .E.r ; Lo
- '-:.1 . - T h "# %‘-— Jl- ] 5 <as, N,
e o T A d ) (\ ; e ==l
——— .- £ w4 .-I T, 417 &

T el | A N

Lo VAT 2 M e
R

=k - -": 4

______

-

When the agreed time limit is
reached, keep on playing long
enough for both sides to complete
the same number of turns. For
example, at the agreed time, side Aisin
the middle of their fourth turn and side
B has had three turns. Therefore side A
completes its turn (taking it up to four
game turns), and then side B gets to
take a turn (so they have played four
turns also). The game 1s then over.
Because the game will almost always
overrun the time limit, you should set
the time at least an hour and a half
before the game really needs to finish.

As an aside, teams can of course agree
to play on after the time limit has been
reached, or to pause the game and come
back to finish it the next day, and so on.
Sometimes you'll find that the battle is
at such a crucial stage that it sitmply
feels wrong to end the game right then,
and so will decide to play an extra turn
or two until there 1s a natural
conclusion. At other times, you may be
enjoyling the sheer carnage of the battle
so much that you simply don’t want to
stop! In any case, it is perfectly
acceptable to keep on playing if both
sides agree to do so.

SET BREAK TIMES
In addition to a finish time, you will
need to arrange a number of ‘break
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times’. A break gives players a chance to
have a rest and grab a bite to eat and
drink, and depending on the special
rules being used, may allow one or both
sides to score Strategic Victory Points
and gather reinforcements. At the very
least, it will give you a chance to put
your feet up for a while and come up
with the next stage of your battle plan.

There should ideally be a break
after every three to four hours of
play. When the break time is reached,
keep on playing until both sides have
had the same number of turns, as
described earlier. Then, halt play for
fifteen minutes to an hour before
starting the next session of play.

As an aside, there is nothing wrong with
taking informal pauses during play it
you want to. Stopping the game for a
few minutes so that players can take a
rest and get refreshments is a good 1dea.
However, the special rules that apply to
the scheduled breaks obviously don’t
apply to the informal ones, and any time
the rules refer to a break, this means a
scheduled one.
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Typical One Day Schedule

9:00 a.m. Arrive and deploy
10:00 a.m. Start 1st session
13:00 p.m. Lunch break
14:00 p.m. Start 2nd session
17:30 p.m. Dinner break
18:00 p.m. Start 3rd session
21:00 p.m. End battle

FIRST TURN

Some Apocalypse missions will specify
which side gets the first turn, whilst others
will require the sides to roll-ott to
determine this. Other missions allow the
side who deployed their army first to start
the first turn, unless their opponents can
Seize the Initiative (below).

SEIZE THE INITIATIVE

In war, no plan survives contact with
the enemy — even a lightning advance
can be halted if the foe is swift enough
to counter it.

If a side who are due to go second wishes
to Seize the Initiative, one player from
that side can roll a D6 before the
beginning of the first turn. On a roll of a
6, they successtully Seize the Initiative
and go first instead. Their army has
clearly outwitted that of their opponents!
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APOCALYPSE TURN SEQUENCE
You can now fight the battle. Apocalypse battles use the standard Warhammer 40,000

rules, plus any of the special rules from this expansion. Each game turn in Apocalypse
uses an expanded sequence of play, detailed in the Turn Summary box, below.

Continue this sequence until the time limit or a break 1s reached, and then finish the
player turn in progress and play an extra player turn if needed to make sure each side
has the same number of turns, as described in Game Length. Once the final time limit
is reached, and both sides have played an equal number of turns, the game is over.

However the winners are decided, and whatever the result, it 1s traditional to shake
hands at the end of the battle, and then spend some time discussing how things went.
Often you will ssmply want to swap war stories and blame any failures on poor luck
with the dice rather than bad tactics, but sometimes you may have ideas for future
games of Apocalypse based on what happened in your latest game.

TURN SUMMARY

1. Determine Unnatural Disasters.

2. 1st Side Player Turn:
a. Determine Divine Intervention.

b. Declare Finest Hours.
c. Take Player Turn (as described in the Warhammer 40,000 rulebook).

3. 2nd Side Player Turn:
a. Determine Divine Intervention.

b. Declare Finest Hours.
c. Take Player Turn (as described in the Warhammer 40,000 rulebook).

4. Return to Step 1.
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VICTORY CONDITIONS

Once you have finished, it is time to determine which side has won. You will often
need to keep track of Strategic Victory Points to determine the winner, but
sometimes other objectives will need to be completed instead.

If one side concedes the battle, or all of the models on that side are wiped out, the
victory goes to the opposing side. Likewise, if at the end of any game turn, one side
has no models on the battlefield, the opposing side automatically wins.

STRATEGIC OBJECTIVES

Strategic Objectives are key points on the battlefield, the capture of which will give
their side a strategic advantage in the ongoing campaign of which this battle is just a
part (albeit a very important part!). Tap here for how these are placed.

The winner of an Apocalypse battle that uses the Strategic Objectives mission special
rule is decided by the capture of Strategic Objectives. They can be represented by a
marker, a coin or a bespoke token themed for army or the specific battle, but because
of their importance, you may want to put some ettort into making suitably large and
impressive objectives instead. Veteran players may already have some such markers
in their collections.

Note that Strategic Objectives are considered to be objectives for the purposes of
Warlord Traits and special rules that interact with objectives.

MYSTERIOUS OBJECTIVES
If the Apocalypse scenario has the Mysterious Objectives special rule, it applies to all
Strategic Objectives.

STRATEGIC VICTORY POINTS

After each session of play (i.e. the start of each break), Strategic Victory Points are
scored for controlling Strategic Objectives. Strategic Victory Points are also scored at
the end of the final session of play.

A Strategic Objective is controlled by the side that has the nearest unit to
it — if two or more units are equally close, each side rolls otf each time Strategic
Victory Points are scored. Note that all units are scoring units in Apocalypse, though
a unit can still only control one Strategic Objective at a time, and fleeing units cannot
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control objectives. If a unit is the closest one to several objectives, it controls the one
closest to it. Each Strategic Objective is worth one Strategic Victory Point at
the end of the first session of play, two Strategic Victory Points at the end
of the second session of play, three Strategic Victory Points at the end of
the third session of play, and so on.

Note that Strategic Victory Points are earned after each gaming session, not just at
the end of the whole game — this means you will need to capture Strategic Objectives
early on and hold them for as long as possible if you wish to win!

BONUS POINTS
Bonus Strategic Victory Points are scored immediately for carrying out the following
actions:

Destroying a Super-heavy Vehicle
Killing a Gargantuan Creature
Killing a Warmaster

Stopping a Finest Hour

SPENDING STRATEGIC VICTORY POINTS

The side that ends the game with the most Strategic Victory Points wins the battle.
However, these Strategic Victory Points can also be ‘spent’ to carry out
special Strategic Actions. These can be very powerful, but spending a Strategic
Victory Point to use them could mean the difference between victory and defeat, so
do so wisely!

Each player 1s allowed to spend a maximum of one Strategic Victory Point each turn.
It 1s entirely each player’s choice as to when or if they spend a point, but we
recommend they confer with the other players on their own side before doing so!
Note that you may not spend Strategic Victory Points you do not yet have — so if one
player spends their side’s last one, no other players can spend any Strategic Victory
Points until some more have been earned. There are two types of Strategic Action:

Strategic Reinforcements

Strategic Resource




MISSION SPECIAL RULES

Much like the Eternal War missions
featured in the Warhammer 40,000
rulebook, Apocalypse missions have
specific special rules that attect how the
game 1s played. Some of these special
rules, such as Mysterious Objectives and
Night Fight, simply follow the rules in
the Warhammer 40,000 rulebook.
Others are special rules specific to
Apocalypse that represent events on a far
grander scale; their rules are detailed
throughout the next section of the book.
They are loosely summarised as follows:

DIVINE INTERVENTION

In the most spectacular of the galaxy’s
battles, the god-like beings of the
universe sometimes take an active hand.

The rules for Divine Intervention allow
powerful miracles of war; each race 1s
able to call upon its deity once certain
epic or deadly criteria have been met.

FINEST HOUR

When the fate of their race hangs in the
balance, true heroes will push themselves
to superhuman feats of prowess.

Similar in nature to Warlord Traits but
on a far more impressive scale, the
Finest Hour rules allow your Warlord a
timely boost that can see him single-
handedly turn the tide.

SONS OF THE PRIMARCH
Amongst the Space M arines there are
those whose gene-seed runs pure enough
to manifest the glory of the Primarchs.

A specialised form of the Finest Hour
rules, these give Space Marine players
the ability to channel their Primarch’s
greatness in their hour of need.

STRATEGIC ASSETS

The generals of the 41st Millennium
have access to strategic elements
ranging from orbital strikes to
lightming-fast flanking manoeuvres.

Each player gets a number of Strategic
Asset cards with which to tip the scales;
self-contained events and ploys for you
to unveil as the game unfolds.

STRATEGIC RESERVES
A wise general ensures he has reserves
waiting to strike...

These rules allow you to hold a portion of
your force in reserve, ready to pounce.

UNNATURAL DISASTERS
The battlefield 1s ravaged as the
planet’s doom unfolds.

These rules allow you to fight battles as
the apocalypse erupts around your
troops. Be warned, these cataclysmic
rule sets pack a punch!
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Faith is one of the most powerful weapons used by the Imperium of Man.
Belief has power; a raw and undeniable force that can be manifested by a
collection of the faithful or even channelled by devout individuals. It is
the bedrock upon which the Imperial creed has been founded, and the
driving force behind Mankind’s continued conquest of the galaxy.

The warriors of the Imperium hold tight to the belief that “The Emperor Protects’,
and in many ways, they are right. Some claim to have witnessed small but
important miracles, or even to have felt his blessing upon them when the fighting
raged fiercest. There are also scattered reports of major phenomena that have
manifested in the most terrible of battles and inspired the Imperial soldiery to
victory — the Vaustin Eagle, the Angel of Tirisiphon, and the Thorian Choir

amongst them. Some claim these are merely psychic overspill brought about by
mass hysteria or the deliritum of war, but those recidivists are inevitably caught and

painstakingly reconditioned by the Adeptus Ministorum.
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Though the zealot priests of the Imperial Creed are loath to admit 1t, there are also
those deities worshipped by the alien and the heretic. The foul names by which they
are known are recorded in the ebon-bound grimoires of the Black Library — Khaine,
the Bloody-Handed God of the Eldar; Nurgle, the Father of Plagues; Gork and Mork,
the thuggish gods of the Orks. The worshippers of these entities also have a potent

faith, and they too number in their billions. Though only a traitor to the Imperial
creed would admut it, the old gods existed long before Mankind conquered the stars,

and the Emperor is amongst the ranks of youngest divinities.
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ACTS OF THE GODS

In the most spectacular and bloody of battles, the gods themselves have been known
to intervene. To represent this, in a game of Apocalypse, you can attempt to invoke
divine intervention. The various godly powers of the 41st Millennium are attracted by
different deeds and acts of heroism, so the circumstances under which you can
invoke divine intervention vary from army to army. They have one thing in common,
though — their ettects are truly epic!

INVOKING DIVINE INTERVENTION

At the start of each of your turns after the first turn, each player checks
the conditions under the relevant Codex & Criteria columns. If those
criteria are met, that player’s Warlord can invoke Divine Intervention.
The Warlord selected must belong to the army listed in the Codex & Criteria column.
The ettect listed in the Miraculous Effect column then immediately takes place. Only
one Warlord may invoke Divine Intervention each turn.

Once a Warlord has successfully invoked Divine Intervention, they
cannot attempt to call upon Divine Intervention again that game.
However, other Warlords on the same side can try to make their own attempts,
providing they invoke a ditferent god. An alliance of three Space Marine players
cannot call upon the God-Emperor three times — he’s got better things to do than bail
the players out over and over again!

The Miraculous Effect from the table applies only to units from the appropriate
codexes listed in the Codex & Criteria column, and they only atfect units on the same
side as the Warlord who invoked Divine Intervention. Any effect granted lasts
until the start of that side’s next turn.

Designer’s Note: Not all races in Warhammer 40,000 have a deity to call upon.
Though the Tau do not have a deity as such, faith in their manifest destiny and the
Greater Good can empower them in a sinilar fashion. Likewise, the Tyranid Hive
Mind 1s not a god in the traditional sense, though its mind-boggling scale and
galaxy-devouring ambition can directly empower its constituent organisms.
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Imperial Guard, Sisters of Battle,
Space Marines, Dark Angels,

For The Emperor!: The power
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e
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: us G- Blood Angels, Space Wolves, of the Emperor invigorates the
ganperor,of Black Templars, Grey Knights army, shining through their
2 Mankind | ’ Ly ALY
At least half the units in your army have been souls like liquid gold.
| removed as casualties.
Ruinous
Powers Chaos Daemons, Chaos Space Marines Rewards of Chaos: The fickle
(Khorne, | The number of units in the opposing side that have Chaos Gods delight in the
Tzeentch, | heen removed as casualties equals or exceeds the | slaughter and mayhem inflicted
Nurgle, number the opposing side currently has in play. on thetr enemies.
Slaanesh)
o Orks Foot of Gork (or is it
. Mork?): The Orks’ deity
- Gork At least half of the total number of non-vehicle : sy g
& Mork units from Codex: Orks on the battletield (friend manifests more diréclly, GAIol
’ . green foot stamps its approval
: or foe) are engaged in close combat. sl KSERRL e
Z
Children of the Bloody-
Khaela Eldar, Dark Eldar Handed God: The blood of the
Mensha More than 50 Eldar and/or Dark Eldar models Eldar boils in their veins,
Khaine have been removed as casualties (friend or foe). | driving them on to ever greater
feats of murder.
‘ The Tau Empire Desperate Strength: Selfless to
g Greater Your side has at least 5 fewer Strategic Victory | the last, the Tau give their lves
Good Points than the opposing side. to buy their comrades time.
' Tyranids The Jaws Snap Shut:
1 The Hive Mind shares its
The.Hlve 3 or more models from the HQ section of Codex: | . finith buriger withthea i
Mind Tyranids are within 6" of a Strategic Objective P : o
o . o cide's denl of its constituent parts, driving
. marker in the opposing side’s deployment zone. them into aiGiIBe
E Anti-C’tan Protocols:
E A coalescing Ctan swims from
g The Star Necrons the stars to reclaim the freed
Gods of A C'tan Shard, Tesseract Vault or Transcendent shard of its power, and the
the C’tan Necrons below fall back on

N R I [ —

Ctan has been removed from play as a casualty.

ancient anti-C'tan progranmining
to resist its fell energies.
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In times of extreme adversity, true leaders are born. Exemplary warriors
rise like phoenixes from the fires of war, their heroism inspiring the men

the galaxy is at stake, and Imperial commanders, Chaos worshippers and
alien warlords alike fight with every iota of their souls to secure victory
against impossible odds. Should such a desperate act end in lasting glory,
the hero’s story can spread throughout the galaxy, and monuments will
be raised in his name.

Even proven lords of war have their defining moments. Outside the ash-covered
buttresses of Hades Hive, Commissar Yarrick repulsed Warlord Ghazghkull and

his horde, though it nearly cost him his life. Upon the world of Stormvald, the
Phoenix Lord Maugan Ra single-handedly scattered a Tyranid swarm by systematically
destroying every one of its synapse leader-beasts. The renegade Huron Blackheart
orchestrated the downfall of the Marines Errant, seizing their precious gene-seed
from the inner sanctum of their fortress-monastery of Vilamus and damning an entire
Chapter to a slow death. Such acts of epic heroism and inspired villainy usually occur
when the inferno of battle rages fiercest, for great peril breeds the greatest of deeds.
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All this boundless heroism 1s of course the meat and drink of a game of Apocalypse.
That moment when your general darts forward and takes out the enemy Stompa
with a well-placed vortex grenade, the duel where the Imperial Guard Colonel
somehow takes down the rampaging Hive Tyrant, the last-ditch charge that turns
the course of the battle at the eleventh hour — they are the images that stick in our
minds when thinking back to the highlights of the game, and the cherished
moments of glory we will remember for years to come. Moments like this are so
synonymous with Apocalypse that we decided to provide a system to encourage as
much heroic derring-do as possible.
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COMETH THE HOUR...

A player may choose to take his
Warlord’s Finest Hour once per
game, at the start of any of their
turns. Simply state that the Warlord
will do so at the appropriate time. The
Finest Hour lasts until the start of their
next turn.

An Apocalypse War Zone may feature
characters with specific restrictions
upon their finest hours: Commissar
Yarrick, for instance, only has the
opportunity to use his Finest Hour rules
as long as his nemesis Ghazghkull
Thraka 1s alive, and vice versa. These
characters may also have special rules
that can be used in addition to their
Finest Hour. These extra rules modity
the Finest Hours detailed here, and all
the relevant details are contained in the
rules section for the War Zone.

...COMETH THE MAN

Until the start of his next turn, that
Warlord has a 3+ invulnerable save
and the Eternal Warrior special
rule to represent the touch of destiny
upon him, and is allowed to order an
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All-out Attackin the same manner as a
High Command Apocalypse Formation.
If the Warlord is already part of a High
Command formation, this 1s in addition
to his usual one. Furthermore, at the
beginning of the first turn in which
a Warlord’s Finest Hour is in effect,
choose one of the Exemplar tables
on the following pages and roll a D6
to find the special rules that govern
that Warlord’s Finest Hour. The
effects generated will last until the start
of that Warlord’s next turn. If a Warlord
is killed whilst his Finest Hour 1s in
progress, 1ts effects cease immediately
and the enemy scores 1 Strategic Victory
Point.

Important Note: Instead of rolling

here, Space Marines and Chaos Space
Marines characters can opt to consult
the Sons of the Primarch chart instead.

Once the Warlord’s Finest Hour is over,
he returns to his usual incarnation — his
moment of glory has passed (though
don’t let that stop you from trying any
subsequent heroics).
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CoOMMAND EXEMPILAR TABLE
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:i 1 Implacable Advance: Your Warlord, and all friendly units :..
55 within 24", gain the Relentless special rule. &
§ 2 | True Grit: Your Warlord, and all friendly units within 24", E
= have the Feel No Pain special rule. =
= 3 | Never Give Up, Never Surrender: Your Warlord, and all ;
; friendly units within 24", have the Stubborn special rule. _'-3"‘
;i 4 The Great Push: Your Warlord, and all friendly units within Ei
p 24", can both Run and then shoot in the same Shooting phase. If a i
\E unit does so, it cannot charge unless it also has the Fleet ability. |
¥ 3
E ;
F 5 Inspiring Oratory: Your Warlord, and all friendly units within .\f
; 24", gain the Crusader special rule. f
{

Kill ‘em All: Your Warlord, and all friendly units within 24",
gain the Preferred Enemy special rule.
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PERSONAL EXEMPIAR TABLE
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:i 1 Exceptional Display of Skill: Your Warlord re-rolls all failed :.
EE ~ To Hit rolls. 5
§ 2 Bloody Rampage: Your Warlord triples his Attacks E
= characteristic (before any bonuses are applied). 2
; :
2 3 | Violent Display of Power: Your Warlord re-rolls all failed =
‘:;'_ - To Wound rolls. 3
E: 4 Hero’s Might: Your Warlord doubles his Strength and Ei
E - Toughness characteristics. ;!1
et ' :
- | \*
E 5 Temporarily Unkillable: Your Warlord has Toughness 10 i
f and a 2+ invulnerable save. -\E
i ?
‘ 6 None Can Stand Before Me: Your Warlord has +2 Attacks.

- Furthermore, his attacks in close combat have the Instant Death
special rule and are AP1.
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STRATEGIC EXEMPILAR TABLE

EFFECT

Additional Asset: Your Warlord immediately gets an
additional Strategic Asset for his side.

SN0 ALy PIELITE bFiw

The Whites of their Eyes: All friendly units within 24" of the
Warlord use their normal BS when firing Overwatch.

il .l'll"fl_l'll'hFﬂ‘l'l"ﬂ.ﬂ“‘“]l"?\i i

Coordinated Firing Solution: Nominate an enemy unit
within your Warlord’s line of sight. Re-roll all failed To Hit rolls

against the nominated unit.

Set Piece Kill: Nominate an enemy unit within your Warlord’s
line of sight. Re-roll all failed To Wound rolls against the
nominated unit, or failed armour penetration rolls against it.

PN TR AN A L NS M B YWV L
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Zone of Death: Nominate a Strategic Objective within your
Warlord’s line of sight. All friendly units within 12" of the
nominated Strategic Objective have the Zealot special rule.

-,

Perfect Timing: The Warlord can return one unit that has
been completely destroyed to his Ongoing Reserves.
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SONS OF THE PRIMARCH

The Primarchs of the Adeptus Astartes were the pinnacle of the Emperor’s arcane art.
Each was a demigod of battle with his own particular style of warfare, whose deeds
are sung across the length and breadth of the galaxy. Their legacy lives on through
the miracle of gene-seed — each and every Space Marine has the essence of their
Primarch in his blood. When a Space Marine falls in battle, his progenoid glands are
recovered by an Apothecary, returned to the Fortress Monastery and ultimately
transferred to a new recruit so that the gene-seed can bond with a new subject and
hence keep the Chapter whole.

However, the Emperor’s masterwork is little understood by mortal men. Even the
Apothecaries sworn to maintain its sanctity do not wholly comprehend the strange
science that bonds gene-seed to a new recruit. Yet, together with decades of training,
that gene-seed transtorms the aspirant into a Space Marine.

A rare few bond so completely with the spiritual essence of their Primarch that they
come to bear a striking resemblance to their Chapter’s forefather. The genetic

-§ All Space Marine Chapters are

| engineered from the original First
Founding Legions, and can hence trace
their genetic inheritance back to one of
the Primarchs. If you play a Second
Founding or other such Chapter, or a
Chaos warband, you might need to look
into your Chapter’s background to find
out which Primarch’s powers you can
call upon.

-
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As an example, let’s assume a player has
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resonance 1s so powerful that it manifests

not only in physical appearance but also
in battle prowess. In these individuals,
the true greatness of the Emperor’s
Primarch program 1s made manifest.
They inevitably become the heroes and
leaders of their Chapter, respected and
held in awe by their fellows as warriors
beyond compare. It is whispered that the
famously heroic Wolf Lord Ragnar
Blackmane 1s the very image of Leman
Russ, and none can deny that the
mysterious individual known as the
Sanguinor 1s uncannily reminiscent of
his Primarch, Sanguinius. When all hope
seems lost, such heroes can call upon a
portion of their forefathers’ greatness to
snatch a bloody victory from certain
defeat. These are the golden sons of the
Primarchs — when the horrors of war are
at their most dire, they stride the
battlefields of the 41st Millennium like
the warrior gods of old.

The Traitor Legions had Primarchs too,
arch-heretics and rebel warlords who
long ago sided with the Dark Gods
during the Horus Heresy. Their diabolic
majesty is still present in the genetic
make-up of the Chaos Space Marines
wreaking havoc across the galaxy. Just

occasionally, this Chaos-tainted gene-
seed will confer a measure of the fell
power within the Daemon Primarchs to
one chosen by the Ruinous Powers.

USING SONS OF THE
PRIMARCH IN
APOCALYPSE

Instead of using the normal rules
for their Finest Hour, a Space
Marine or Chaos Space Marine
player can opt to have his Warlord
channel his Primarch instead.

This system works exactly like the rules
for a Warlord’s Finest Hour. However,
instead of generating the effects that
will take place during your Warlord’s
Finest Hour, your Warlord instead uses
the specific etfect that represents the
unique battle skills of his Primarch (see
Sons of the Primarch chart on the next
page). The Chapter or Legion that your
Space Marines or Chaos Space Marines
army belongs to will determine which
effect your hero will be able to call upon
during the battle. For instance, a White
Scars player consults the chart, finding
that he must use the Son of the Khan
special rule to represent the Primarch
Jaghatai Khan's heritage.
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SONS OF THE PRIMARCH CHART

CHAPTER
Dark Angels
Emperor’s Children
Iron Warriors
White Scars
Space Wolves
Imperial Fists
Night Lords
Blood Angels
Iron Hands
World Eaters
Ultramarines
Death Guard
Thousand Sons
Black Legion
Word Bearers
Salamanders
Raven Guard

Alpha Legion

PRIMARCH
Lion El'Jonson
Fulgrim
Perturabo
Jaghatai Khan
Leman Russ
Rogal Dorn
Konrad Curze
Sanguinius
Ferrus Manus
Angron
Roboute Guilliman
Mortarion
Magnus the Red
Horus

Lorgar

Vulkan

Corax

Alpharius

'\._‘ 'H
.u -
ry wwn

EFFECT

Son of the Lion
Lord of Excess
Lord of Destruction
Son of the Khan
Son of the Wolf
Son of Dorn

Lord of Terror

Son of the Angel
Son of Iron

Lord of Wrath

Son of Honour
Lord of Corruption
Lord of Flux

Lord of the Black Crusade
Lord of Heresy

Son of the Forge
Son of the Raven

Lord of the Hydra
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The commander of an Apocalypse army has access to a wide range of
resources that are too valuable to use in a smaller battle. They can call

down a barrage from an orbiting spacecraft, authorise the use of highly
dangerous weaponry, or order a flank march. Careful use of these assets
can often make all the difference between victory and defeat.

STRATEGIC ASSET CARDS

Each side taking part in the battle will require its own set of Strategic Asset cards.

A set of Strategic Asset cards can be found here. Additional Strategic Asset cards are

included in War Zone: Armageddon; these can be added to the standard deck of Strategic
Assets when you are fighting a battle set in that War Zone.

Note that many Strategic Asset cards will refer you to new rules and weapon types
included in this book.

FORGING A NARRATIVE

:':h 'l.”
D O #}\

The game organiser can give out additional Strategic Assets
cards to either side in order to balance out the game or

compensate for unforeseen advantages. In your first few
games, we recommend working out roughly how many points
each side is worth, and if one side has less points, give them
an extra Strategic Asset for every 250 points or so that they
are outnumbered by. With experience you will be able to

judge if one side or the other needs any extra cards without
having to work out the points totals.
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NUMBER OF STRATEGIC ASSETS
The number of Strategic Assets each
side starts with is equal to the number
of players in the largest side; so, if one
side had two players and the other
three, then both sides would get three
Strategic Assets. Note that the number
of cards 1s per side, not per player! In
addition, the game organiser can choose
to give one side or the other additional
Strategic Asset cards. This 1s usually
done to balance up games where the
forces on one side are outnumbered by
their opponents.

When selecting Strategic Assets, each
player selects one Strategic Asset. The
player who controls a side’s Warmaster
then selects any additional Strategic Assets
(in the above example, the Warmaster of
the side with two players would select the
third Strategic Asset). During play, the
game organiser can elect to give a side
extra cards for achieving certain objectives
within the game (see Organising the
Apocalypse).

Finally, High Command Formations
and some special rules included in this
book allow players to take ‘bonus’
Strategic Assets.

SELECTING STRATEGIC ASSETS
Each side must pick the Strategic Assets
they can take from their own deck of
Strategic Asset cards. No Strategic Asset
may be taken more than once by each side.
In addition, certain Strategic Assets can
only be chosen if certain armies are
included on the side that takes the asset.
For example, you can only choose Space
Marine Strategic Asset cards if there are
Space Marines units on your side.

Once selected, Strategic Assets can either
be given to individual players in the side,
or they can all be held by the player who
controls the army’s Warmaster. In either
case, the player holding the card decides
when and how to use the asset. Itis up to
the players on the team to decide which of
them gets to take each asset; if you can’t
decide amicably, roll otf for each card.




USING STRATEGIC ASSETS

Each Strategic Asset card says when it can
be used, and what eftect it has when it 1s
played. Each asset may be used once per
battle and must then be discarded.

The player that used the card decides how
its ettects are applied. So, for example,
they would choose where an attack is
made, which units are replaced or where a
marker 1s placed, and so on. This aside,
Strategic Assets can atfect any units of the
appropriate type, not just those belonging
to the player that used the card. When a
card refers to ‘friendly units’ it means all
units on the side of the player that used the
card; similarly ‘enemy’ units are all of
those on the other side.

SPACE MARINE STRATEGIC ASSETS
The Strategic Assets on the following
pages that are labelled as ‘Space Marines’
can be taken by armies that include units
from the following codexes:

« Codex: Space Marines
« Codex: Black Templars
« Codex: Blood Angels

« Codex: Dark Angels

« Codex: Space Wolves

« Codex: Grey Knights

In addition, when played, they atfect all
eligible units from these codexes.

STRATEGIC RESOURCES

Some Strategic Assets are marked as a
Strategic Resource.




ANY ARMY
Blind Barrage

Camoutlage

Flank March
Minefield

Orbital Strike
Precise Coordinates
Re-arm
Replacements
Shield Generator
Supreme HQ
Trophy Kill

IMPERIAL GUARD
Bombardment

On My Coordinates!

Tunnel Rats

SPACE MARINES
Crusade Banner

Fury of the Just
Hail of Fire
Heroic Stand
Relic Weapon

¥ Vortex Grenade

STRATEGIC ASSET CARDS

Tap each link below to go direct to the relevant asset card.

CHAOS SPACE
MARINES
Chaos Altar

Corrupt & Despoil
Daemon Shell
Daemonic Allies
Mass Slaughter

Time of Vengeance

CHAOS DAEMONS
Blood Thirst

Grand Pavane
Lies of Tzeentch

Plaguestorm

ORKS
‘Ere We Go, Ladz

Get 'TEm Boyz
Idol of Gork
Mek Workshop

ELDAR
Eldritch Tempest

Phantasm
Strands of Fate

Waygate

DARK ELDAR
Combat Stimms

Glorious Pain
Lords of Twilight
Webway Assault

TYRANIDS
Reanimator

Spore Chimneys
Surrounded!

World Digestion

NECRONS
Cannibalise

Entropic Plague
Star Pulse
Subvert Machine

TAU EMPIRE
Darkstar Warhead

Drone Network
For the Greater Good
Icefire Warhead
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ANY ARMY :

A thick barricade of smoke protects your troops’ advance.

Use this Strategic Asset at the start of any enemy turn. Place two markers
4 36" apart, and scatter each 2D6". Any line of sight that crosses the invisible
line between the markers 1s blocked. Remove the markers at the start of
the next enemy turn.

i
»

CAMOUFLAGE ,,%
5w L SIS N S-SR S e TR RS 2
ANY ARMY |

Low cunning can sometimes be the
difference between life and death.

Use this Strategic Asset after deployment i1s complete and nominate a .
' model from a friendly HQ unit. All friendly units within 24" of that |
model have the Shrouded special rule for the first game turn.
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ANY ARMY :

Your reserves attack from an unexpected direction.

Use this Strategic Asset when an Apocalypse Formation enters play from
Strategic Reserve. That formation may enter play from any table edge.

MINEFIELD ﬁ
=z L SRR N P R B e SRR S
ANY ARMY ‘

Every foot of ground the enemy takes must be paid for in blood.

Use this Strategic Asset during deployment. Mark a minefield 6" by 36". It
must be located 1n open ground, in your deployment zone. The minefield 1s
7 dangerous terrain. |
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ANY ARMY

The ships of your fleet are poised
to turn their weapons upon the foe.

ORBITALSTRIKE __,,3,,»%

Use this Strategic Asset in your Shooting phase to make the following
shooting attack with a friendly Warlord model:

Range S AP Type

|
i

’ Infinite D/7/4 1/3/- Ordnance 1,
Apocalyptic Mega-blast

t STRA TEGIC
( RESOURCE

e

PRECISE COORDINATES ,,%
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ANY ARMY

Careful planning ensures that reinforcements arrive exactly
where their support is needed.

Use this Strategic Asset at the start of any of your turns. All friendly units
' that Deep Strike that turn will not scatter (no roll i1s required). |
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ﬁ" RE- ARM
', '

Supply dumps just behind the frontline allow your army to
refuel and rearm.

1 Use this Strategic Asset at the start of any of your turns. All friendly units
immediately replenish any One Use Only weapons they have used.

i
»

STRATEGIC
RESOURCE

e
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ANYARMY

Carefully mustered replacements
can be used to replace your losses.

REPLACEMENTS ,,%
o e SRR . 1

Use this Strategic Asset at the start of any of your turns. One friendly .
'. Apocalypse Formation that has been completely destroyed may be |
replaced at full strength in your Ongoing Reserves. This cannot be used
to replace Apocalypse Formations in which one or more models have 15 or
more Hull Points.

t STRA TEGIC
( RESOURCE

\m e
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ANY ARMY i

A technological marvel guards your army with a invulnerable
force field.

1 Use this Strategic Asset at the start of any enemy turn. Place a marker

‘ anywhere more than 6" from an enemy model. No friendly unit that has the

' majority of its models within 6" of the marker may be targeted by the enemy’s
shooting attacks that turn. At the end of the turn, remove the marker.

EP .-‘1 "
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SUPREME H .%
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ANY ARMY |

Your High Command provides inspirational leadership.

Use this Strategic Asset during deployment. Pick one High Command
formation in your army. All friendly units with models within 12" of a
' model from the High Command have the Zealot special rule.

(3
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ANY ARMY ;

Proof of a hated enemy’s death will make
all the difference in this war.

4 Use this Strategic Asset after deployment is complete. Nominate an enemy |
Warlord. If this model is destroyed, your side scores 3 additional |
Strategic Victory Points (on top of any bonus points for

‘Killing a Warmaster).
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BOMBARDMENT ,_%
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IMPERIAL GUARD ‘

Long-range artillery adds its firepower to your own.

Use this Strategic Asset in your Shooting phase to make the following
shooting attack with a friendly Imperial Guard player’'s Warlord:

i Range S AP Type

>

Infinite 8 3 Ordnance D6,
Apocalyptic Barrage

¥ EP .‘l
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IMPERIAL GUARD

Troops in danger of being overrun call
down an attack on their position.

4 Use this Strategic Asset to make the following shooting attack with a model
instead of that model resolving Overwatch:

i
»

Range S AP Type

b

-

12" 8 3 Ordnance D6,
Apocalyptic Barrage

(3
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TUNNEL RATS ,,%
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IMPERIAL GUARD ‘

Your troops know the secrets of the
tunnels beneath the battlefield.

Use this Strategic Asset at the start of any of your turns. For the remainder
| of the turn, any friendly Imperial Guard units consisting entirely of |
Infantry models that deploy from Strategic Reserve may use the

Deep Strike special rule.
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SPACE MARINES ‘

A banner from the time of the Great Crusade
instils incredible devotion.

1 Use this Strategic Asset after deployment 1s complete and nominate one
‘ friendly Space Marine Standard Bearer. All friendly Space Marines units
' with models within 24" of the Standard Bearer have the Feel No Pain
special rule.

t
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FURY OF THE JUST .%
SR SRR >

SPACE MARINES
The Adeptus Astartes march inexorably towards the hated foe.

Use this Strategic Asset at the start of any of your turns. All friendly
Space Marines models have the Hatred special rule until the start of
' your next turn.
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SPACE MARINES ‘

The Space Marines lay down a fusillade of rapid bolter fire.

Use this Strategic Asset at the start of any of your turns. All friendly Space
1 Marines models armed with bolt pistols, bolters or heavy bolters count
their weapons as Twin-linked until the start of your next turn.

. ——

HEROIC STAND ,,%
5 L B e et B e TR R .
SPACE MARINES ‘

Space Marines will hold their ground until the end of the galaxy.

Use this Strategic Asset after deployment is complete and nominate a
4 Strategic Objective in your deployment zone. All friendly Space Marines
" units with models within 6" of the objective have the Fearless and |
Counter-attack special rules.

|
»
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SPACE MARINES ‘

To bear a Primarch’s weapon is a great honour and responsibility.

Use this Strategic Asset after deployment is complete and nominate one
1 friendly Space Marine model as the relic bearer. The model has +2
Strength and +2 Attacks.
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VORTEX GRENADE ,_%
N SRS > 1

SPACE MARINES

A vortex grenade 1s the most potent man-portable weapon in the galaxy!

Use this Strategic Asset in your Shooting phase to make the following
shooting attack with a friendly Space Marine Warlord model:

Range S AP Type

12" D 1 Assault 1,
Vortex,
Blast

t STRATEGIC
‘ RESOURCE

)w | T
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CHAOS SPACE MARINES ‘

Rituals performed on this altar have secured
the favour of the Dark Gods.

1 Use this Strategic Asset before deployment. Place a marker or suitable
terrain piece in your deployment zone. Any friendly Chaos Space Marines
model within 12" of the marker has a 6+ invulnerable save, or adds +1 to
their invulnerable save if they already have one.

i
»

t

CORRUPT & DESPOIL ,,%
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CHAOS SPACE MARINES

Chaos Space Marines would rather defile
an objective than capture it.

Use this Strategic Asset during any break. Any Strategic Objectives
controlled by friendly Chaos Space Marines models are destroyed after you
have received the Strategic Victory Points for them.
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DAEMON SHELL _‘___/f,,ﬁ

CHAOS SPACE MARINES

A powerful daemonic entity is bound within a single bolter shell.

Use this Strategic Asset in your Shooting phase to make the following
1 attack with a friendly Chaos Space Marine Warlord model armed with a
bolter or bolt pistol:

i
»

Range S AP Type

' 24" D 2 Assault 1,
Massive Blast,

Gets Hot

t

DAEMONIC ALLIES ,,%
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CHAOS SPACE MARINES ‘

The Chaos Space Marines call for aid from their dark masters.

Use this Strategic Asset during a scheduled break. D3 destroyed friendly
Chaos Daemons units may be returned to play after the break without
" spending any Strategic Victory Points. |
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CHAOS SPACE MARINES ‘

Gun batteries on orbiting Chaos warships fire indiscriminately.

Use this Strategic Asset in any of your Shooting phases. One of your
1 Warlords must immediately make two Orbital Strikes, and one of your
‘ opponents’ Warlords can then make one Orbital Strike. Note that these
' Orbital Strikes do not count as Strategic Resources.

STRATEGIC
RESOURCE

e
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TIME OF VENGEANCE ,,%
N SRS > 1

CHAOS SPACE MARINES

The Chaos Space Marines are determined to exact bitter vengeance.

Use this Strategic Asset at the start of any of your turns. All friendly Chaos
Space Marine models have the Fear and Rage special rules until the start
| of your next turn. |
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CHAOS DAEMONS ‘

Enemy forces are suddenly filled with an insane lust for blood,
and rush forwards manically.

4 Use this Strategic Asset at the start of an enemy Shooting phase; nominate
| one friendly Herald of Khorne. All non-vehicle enemy units within 12" of
that Herald of Khorne may not shoot that phase, and must attempt to
charge the closest eligible target in the following Assault phase, if capable

of doing so.
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GRAND PAVANE ,%
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CHAOS DAEMONS

None can resist the lure of the Lord of Excess’ transcendental music.

Use this Strategic Asset at the start of an enemy Movement phase; nominate

a friendly Herald of Slaanesh. All non-vehicle enemy units within 18" of that

' Herald of Slaanesh, that are capable of movement, move D6" in a random |
direction instead of moving normally that phase. Determine the direction

once and move all atfected models in the same direction.

|
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CHAOS DAEMONS ‘

Deceived by the Great Liar, enemy warriors
open fire on their comrades.

4 Use this Strategic Asset at the start of an enemy Shooting phase; nominate
a friendly Herald of Tzeentch. Select one enemy unit that i1s within 24" of
that Herald of Tzeentch and 1s capable of shooting. You choose the target
the unit fires at, and which guns i1t uses, this turn, instead of your
opponent. You may cause this enemy unit to fire at a target on their side.

i
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STRATEGIC
RESOURCE
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PLAGUESTORM ,,%
e L SRS PR B e T AR .
CHAOS DAEMONS ‘

The enemy succumb to a grisly visitation of the Father of Contagion.

Use this Strategic Asset in your Shooting phase to make the following
shooting attack with a friendly Herald of Nurgle:

4  Range S AP Type

b

Hellstorm - 5 Assault 1,
Fleshbane,
Ignores Cover,
Instant Death
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ORKS ‘

The Orks are overcome with a frenzy of destructive enthusiasm.

Use this Strategic Asset at the start of any of your Charge sub-phases. Any
1 charge moves made by friendly Ork units this sub-phase are doubled.

STRATEGIC
RESOURCE

e

GET ’EM BOYZ _,& ,_%
| ORKS ¢

Orks don’t believe in defence, only conquering new territory.

Use this Strategic Asset after deployment is complete. For the entire battle,
the Orks’ side receives triple the Strategic Victory Points for all
# Strategic Objectives it controls in the opponent’s deployment zone, but |
only receive half the Strategic Victory Points (rounding down) for
)

. —

objectives it controls in its own deployment zone.
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ORKS 1
Or is it an Idol of Mork?

Use this Strategic Asset before deployment. Place a marker or suitable
1 model in the Ork deployment zone. Any Ork Infantry unit (friend or foe!)
‘ within 24" of the marker has the Rage special rule.
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MEK WORKSHOP ,_%
o e SRR . 1

ORKS

The Meks are overjoyed when the battle
starts right on their doorstep!

Use this Strategic Asset at the start of any Ork turn. All friendly Ork vehicles
in the Orks’ deployment zone that have at least one Hull Point remaining are
immediately returned to their starting number of Hull Points.
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ELDAR ‘

Eldar Psykers on board orbiting spaceships manipulate the
planet’s atmospherics, unleashing a raging energy storm on the
surface below.

. Use this Strategic Asset in your Shooting phase to make the following |
shooting attack with a friendly Eldar Warlord model:

Range S AP Type

i
»

Infinite 4 2 Ordnance 4,
Apocalyptic Barrage

t

PHANTASM .%
s L SRS N SR B e R AR .
ELDAR ‘

The Eldar can use holo-field projectors
to confound and confuse the foe.

Use this Strategic Asset after deployment is complete. All friendly Eldar
'. units have the Shrouded special rule for the first game turn. |
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STRANDS OF FATE ,_ﬁ/&"%
ELDAR

Eldar Farseers can unravel the strands
of fate and predict the future.

Use this Strategic Asset if the result of the battle 1s a draw. Rolla D6: ona
roll of 2 or more, change the result to a victory for the Eldar player’s side. |
On a roll of 1 the enemy side wins.

. ——

2l WAYGATE
ff_@i&&# —_—— e
ELDAR

Waygates protect Eldar Psykers from the horrors of the Warp.

Use this Strategic Asset before deployment. Place a marker or suitable

terrain piece in the Eldar deployment zone. All friendly Eldar Psykers
within 18" of the marker are not subject to the Perils of the Warp and 1
may re-roll failed Psychic tests.
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DARK ELDAR :

In preparation for battle, the Dark Eldar inject themselves with
a horrific compound of combat drugs.

¥ Use this Strategic Asset after deployment. Nominate a friendly Dark Eldar
: Warlord model. All friendly Kabalite Warriors units deployed wholly |
, within 24" of that Warlord have Combat Drugs.

GLORIOUS PAIN ,,%
5 L NS N N I e TR R .
DARK ELDAR ‘

The Dark Eldar slash at themselves,
revelling in the self-inflicted pain.

Use this Strategic Asset at the start of any of your turns. All friendly Dark

| Eldar units immediately gain a pain token. At the start of your next turn, |
all friendly Dark Eldar units lose a pain token.
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DARK ELDAR

Using arcane technologies, the Dark Eldar fill the skies with
baleful gloom.

Use this Strategic Asset at the start of any enemy Shooting phase. The
Night Fighting rules apply for the duration of that Shooting phase.

. ——

_'_-.-——ﬂ-_-._..__-_ 3 H_'—l-"—' r ey R, —

WEBWAY ASSAULT ,_%
o e SRR . 1

DARK ELDAR

Dark Eldar strike forces emerge from the labyrinth dimension.

Use this Strategic Asset after deployment. Place three markers or suitable
terrain pieces anywhere on the battlefield. Friendly Dark Eldar units
'. moving on from Strategic Reserve may do so from these markers |
instead of a table edge.
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TYRANIDS ‘

The Hive Mind can focus its will to temporarily reanimate the
corpse of a dead minion.

Use this Strategic Asset when a friendly Tyranid Gargantuan Creature or .
Flying Gargantuan Creature loses its last Wound. The creature |
immediately has D6 lost Wounds restored.

STRATEGIC
RESOURCE

.
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SPORE CHIMNEYS ,,%
':JQ*&# = == SN el S S - SR = Boaste . SRR L e M
| TYRANIDS ‘

Spore chimneys release spores into the atmosphere, creating a
choking organic fog.

Use this Strategic Asset before deployment. Place three markers or suitable
# terrain pieces in the Tyranid deployment zone. All friendly Tyranid models |
within 12" of a marker have the Shrouded special rule.
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TYRANIDS :

The warriors of the hive fleet lurk all around,
attacking from every side!

Use this Strategic Asset before deployment. All friendly Tyranid Infantry .
. units have the Infiltrate special rule for the duration of |
the battle.
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WORLD DIGESTION '%
PSS SRR > 1

TYRANIDS

In the final stages of a Tyranid invasion,
the world itself turns on its inhabitants.

Use this Strategic Asset before deployment. All Forests, Jungles and
'. Woods are dangerous terrain for non-Tyranid models, in addition to |
any other rules that apply.
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w0 NECRONS

Necrons can reclaim enemy technology and use it to effect
substantial repairs.

Use this Strategic Asset when an enemy Super-heavy vehicle sutfers .
Catastrophic Damage, after the damage has been resolved. All friendly |
Necron vehicle units within 12" of the vehicle are immediately returned to
their starting number of Hull Points.
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ENTROPIC PLAGUE .%
o e SRR . 1

NECRONS

A swarm of armour-devouring microscopic devices is released.

Use this Strategic Asset in your Shooting phase. Nominate a friendly
Necron Warlord model. Every enemy non-vehicle model within 3D6" of
' that Warlord immediately loses its Armour Save for the remainder of the |
battle (effectively altering it to ‘-°).




ﬁ" STAR PULSE
Y NECRONS

Necron ships can generate an energy pulse that bursts amongst
the ranks of the foe.

Use this Strategic Asset in your Shooting phase to make the following
. shooting attack with a friendly Necron Warlord model:

Range S AP Type

Infinite 5/4/3 4/5/6  Assault1,
Apocalyptic Mega-blast,
Gauss

t
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SUBVERT MACHINE .%
PSS SRR > 1

NECRONS

There is no machine that the Necrons
cannot twist to their own ends.

Use this Strategic Asset at the start of an enemy turn. Select one enemy
# non-Super-heavy vehicle unit within 24" of a friendly Necron Warlord. The |
unit 1s part of your army until the end of your next turn.
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TAU EMPIRE ‘

This warhead kills living things but leaves buildings intact.

Use this Strategic Asset in your Shooting phase to make the following
attack with a friendly Tau Empire Warlord:

' Range S AP Type

Infinite 1 1 Ordnance 1,
Apocalyptic Blast,

Fleshbane,
Ignores Cover

t STRATEGIC
( RESOURCE
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DRONE NETWORK .%
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| TAU EMPIRE ‘

Above the battlefield, remote drones stream detailed targeting
information to Tau units via the drones nearby.

Use this Strategic Asset in your Shooting phase. All enemy units with
# models within 24" of a friendly Tau Empire Drone count as having 1 extra |
Markerlight counter on them this Shooting phase. Enemy units with no
Markerlight counters are treated as having 1 counter.

. —

4
\w . _ TS




T R — -!h'-———"-'—"-"-! e TN, —

FOR THE GREATER GOOD ,;%
W SRR >,

TAU EMPIRE

Tau warriors will sacrifice themselves
if it will ensure victory for their race.

Use this Strategic Asset at the beginning of an enemy Shooting phase. For |
. the duration of the Shooting phase, each time an enemy unit wishes to |
shoot at a friendly Tau Empire unit, it can only target the closest Tau
Empire unit (or not shoot at all).
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ICEFIRE WARHEAD .%
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| TAU EMPIRE ‘

This warhead disables technology with an electromagnetic pulse.

Use this Strategic Asset in your Shooting phase to make the following
attack with a friendly Tau Empire Warlord model:

Range S AP Type

. —

Infinite 1 - Ordnance 1,
Apocalyptic Blast,
Haywire
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o/ v A wise military commander will ensure that not all of the troops under his !
f{ ! command are placed in the front line. Some will be held back as a Strategic 12':'

: s
o

Reserve, waiting to be committed at the pivotal moment to turn the course = )
of the battle. Strategic Reserves can be used to bolster a faltering attack, or \‘a
reinforce a defensive line so that it holds up against the enemy’s assault. %

i

Units that are not set up on the table form a player’s ‘Strategic Reserve’. These work
rather ditferently to the Reserves used in Eternal War missions. In an Eternal War
mission, the player represents the commander on the battlefield, who has little
control over when or even if any Reserves will be committed to him. In Apocalypse,
players represent higher-level generals, with complete control over all of the forces

under their command. The following rule for Strategic Reserves retlects this
important ditference.

Some Apocalypse missions say that units must be placed in Strategic Reserve. The
first turn when units in Strategic Reserve can enter play i1s determined by their type,
as shown below. These units enter play in the same manner as Reserves, but the
player chooses the turn on which they arrive.

ARRIVING AFTER A BREAK

Unless a unit is a Flyer, Super-heavy Flyer, Flying Monstrous Creature, Flying
Gargantuan Creature, is arriving by Deep Strike, or is a Fast vehicle, it can only arrive
from Strategic Reserve after a break has taken place.

These units enter play in the game turn immediately after each break, entering play
in the same manner as normal Reserves but without the need for a dice roll to see if
they arrive. It 1s up to the players to decide how many units they bring into play after
each break; there 1s no limit, and you may decide to bring some, none or all of the
Strategic Reserve units onto the board. Any units that are left in Strategic Reserve
after the first break can be brought into play after any other break.




Note that the normal rules for
determining when Reserves arrive must
not be used in missions that use Strategic
Reserves. In other words, Strategic
Reserves may only enter play on or after
the turn determined by the Strategic
Reserves table. However, any special
rules that apply to a unit arriving from

Reserves other than those associated Commanders
with its turn of arrival still apply. If a make excellent
unit is required to enter Ongoing leaders for

Reserve (such as a Flyer moving off the highly mobile,

table), it will still enter play on the hard-hmtting
controlling player’s next turn. reserve forces.
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STRATEGIC RESERVES TABLE
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All remaining units
* Unless they are Flyers or arrive by Deep Stirike

% TYPE AVAILABLE FROM e:
?E Flyers, Super-heavy Flyers, Any turn, including the first :.-
H Flying Monstrous Creatures, b
;" and Flying Gargantuan :
% Creatures 3
-'.'-__-: Any turn, including the first z
2 Units using the Deep Strike special s
i rule Any turn, starting with the second g
i Fast vehicles® After any break (except during 3"
f, the first turn) 3
3

:

.'!ll'llif‘l-"l‘llh!u




]

O

"
e )
®_ -

.]

¥
A
[

.. lflg

Y

|T:-
[
a

- 't
ez

: i.'::tli-‘ :
11!..'.;f.l.lllmu.n_'.-'|i.-.-
© |

At
S _-l-.,:
.QLI.I.I '-|-_
i

“ = B
KAk

/32y

Y

‘e

E

o t)ﬂ ':';l
%‘Mﬁﬂb—w—‘_—a{ \ % . s i
. &\ y ".:'?;ﬂ’-"' o

‘‘‘‘‘

!T.I..J.y' I &{5“

q .

(e
P4

a G @ G 9

r'lr-...r--j.ntﬂﬂ.—

Tt 1L LA

_;{flr.n: .

gl ® o
5 R
et

The stars are in alignment, the skies darken by the day, and terrible
portents abound. One tumultuous night, the doom that has crept towards |
a planet manifests in sudden and spectacular fashion. The apocalypse has 5. )
come to this world, and it has scant hours left to live — hours during \ﬁ

which its desperate inhabitants are locked in bitter and futile battle. Fire =
and brimstone rage all around, hurricane winds shriek with the voices of ?
the damned, and the planet is wrenched and buffeted by forces so mighty

the ground itself shakes apart. Sounds like fun, doesn’t it?

All these things are represented by the following rules for Unnatural Disasters.
Be warned, though, such epic craziness i1s not for the faint-hearted...

Because of this, before each battle, the game organiser must decide whether the rules
for Unnatural Disasters will be used or not. As already noted, they can have a
profound etfect on a game, so a wise organiser should make sure to consult with his
players first before deciding to include them in a game.

If you do decide to use the rules for Unnatural Disasters, then the game organiser
must decide which Unnatural Disaster table will be used. We've included six sets of
Unnatural Disaster tables in this section, and you can either select an appropriate one
to use, or instead leave it to fate and roll on the table below, letting the dice decide.
The result determines which Unnatural Disaster table you will use for the battle.

MASTERING DISASTER

At the beginning of each game turn, randomly select a player. For that game turn, the
player is referred to as the Master of Disaster as he temporarily takes control of the
apocalyptic disaster ravaging the planet. That player must roll a D3 and add the turn
number, consulting the relevant Unnatural Disaster table to see what happens. These
results take place immediately. The Unnatural Disaster results are not cumulative.

Some results on the Unnatural Disasters tables call for the Master of Disaster to make
one or more attacks. If the attack uses a marker, then Wounds are allocated to models
as 1f the attack originated from the centre of the marker, in the same manner as
Wounds intlicted by a Barrage. If the attack instead hits a unit a number of times equal
to the number of models in the unit, use the rules for Random Allocation instead.
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UNNATURAL DISASTER TABLE
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UNNATURAL DISASTER

E_ 1 Warp Storm Breach

E 2 Magma Storm

E 3 Psychic Conjunction
4 Seismic Explosion
5 Zombie Apocalypse
6 Exterminatus

FORGING A NARRATIVE

The rules that follow allow for devastating environmental
effects to take place during your game. It’s best if you agree
which set of Unnatural Disaster rules you will be using well in
advance of the day of the big game (preferably a long time
betore, in fact) so all players can familiarise themselves with
the details and can muster the appropriate models if necessary.

Certain Apocalypse missions use an Unnatural Disaster or
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1) WARP STORM BREACH
Reality blurs, shudders, and splits apart as the Warp storm above the world waxes

strong. A massive lesion rips open across the battlefield, revealing a horrific
landscape of screaming faces and gore-streaked skies.

Once More Unto the Breach: Roll-off before deployment. The winner of the roll-
off must place a marker anywhere on the board, and scatter it 2D6". A player from
the other side then places a second marker exactly 24" away from the first, and
scatters it 2D6". The straight line between these two markers forms the Warp Storm
Breach. It is impassable terrain and blocks line of sight.
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WARP STORM BREACH
UNNATURAL DISASTER TABLE
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EFFECT

Daemon Gale: The air fills uith insane gibbering and
maniacal cackling as the howls of the damned coalesce in
the air near the breach.

SRLB MLy PIRI'R Viwwn =

-~ Warp Invasion: The legions of the Dark Gods, attracted
by the carnage of the battlefield, spill through the lesion in
~ realspace to fall upon their mortal prey.
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6+ ~ Lords of Doom: The generals of the daemonic legions burst
out of the wailing storm in an unholy explosion, roaring their
defiance to the skies.
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2) MAGMA STORM
Fire rains from the skies as lakes of molten lava are hurled high into the atmosphere
by the eruption of a chain of super-volcanoes. The world simmers as magma flows
everywhere, the boiling earthblood transforming the battlefield into a hiving hell so
fierce that eventually the air itself catches aflame.
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MAGMA STORM
UNNATURAL DISASTER TABLE
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i D3+TURN EFFECT E:
= 2-3 Rain of Lava: Molten rock pelts out of the skies in sudden i"
- squalls, incinerating those without enough armour to protect :5
3 them and easily melting through the defences of light vehicles :
3 to burn those inside. E:
f 4-5 Flaming Boulders: Burning chunks of rock and debris, 5
) some rivalling the size of Land Raiders, hurtle out of the >
f— simmering skies to slam into the struggling combatants 2
;— below. f
6+ Airborne Inferno: Ammo explodes within weapons just as |
9 they are preparing to fire, while armour plates melt into
E searing flesh as the air itself catches fire, immolating swathes &
| of the battlefield. z
;
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3) PSYCHIC CONJUNCTION

Perhaps a planetary cycle 1s complete, perhaps a Warp storm has passed over the
sun, or perhaps the stars are just right — whatever the reason, celestial bodies have
slowly shd into place in the heavens. They form an astral conjunction that
massively magnifies the abilities of all Psykers under its sickly light, and even
bestows minor abilities upon those otherwise psychically inert.
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PSYCHIC CONJUNCTION
UNNATURAL DISASTER TABLE
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D3+TURN EFFECT

T IETY

AR ALY PiELITE Viman = =0

2-3 The Mind Ascendant: Murderous ghosts of blue-green
lightming leap from the combatants’ minds, feeding on
their stress and anger to cause unbridled carnage.

SRLB 0Ly PIREI'E Fiwen =

4-5 Causality Breach: The latent abilities of the warriors
manaifest in the ability to mam pulate reality itself.
Needless to say, the damning influence of Warp and the
chaos it causes 1s not far behind...
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-. 6+ Psychic Tornadoes: Whirling twisters of psychic energy
rage around the battlefield, driving those nearby into a
screaming, self-destructive frenzy as they quickly tear
themselves apart.
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4) SEISMIC EXPLOSION

The planet’s surface cracks apart, each new fissure pitching hundreds to their deaths.
Grand basilicas collapse in on themselves and hab-blocks crumble apart to crush those
soldiers huddled inside. Across the planet’s surface, tectonic plates crack open and
splinter apart, the red-hot lava of the underworld spilling forth hike blood from a scab.

Designer’s Note: Seismic Explosion can only be used if you are playing your game
on a modular board, such as the Citadel Realm of Battle Board. If this isn’t the case,
select a diffterent Unnatural Disaster for the battle.
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SEISMIC EXPLOSION
UNNATURAL DISASTER TABLE
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D3+TURN EFFECT £:
2-3 Grinding Fissures: Giant cracks suddenly stitch their s
way across the planet’s surface, plunging the unwary to 3

a swift death and sending sheets of boiling steam far into Z

the air. =

4-5 Ruination: The ground lurches and buckles in a violent )

earthquake. Whole complexes crumble around the
combatants, crushing those inside in a cascade of rubble
and dust.
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6+ Total Collapse: A whole section of the battlefield falls
away into a roiling molten abyss. All traces of the
terrain, buildings, vehicles and soldiers that had been
there moments before break up and dissolve into the
spouting lava beneath.
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5) ZOMBIE APOCALYPSE

Corpses jerk back to life and the dead claw their way from the earth as Warp-
tainted ghosts howl through the air. Perhaps the Zombie Plague has come, or the
mfluence of the Warp 1s making time flow strangely — whatever the cause, it’s bad

news for the hving!
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ZOMBIE APOCALYPSE
UNNATURAL DISASTER TABLE
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D3+TURN EFFECT

2-3 Plague Zombies: The dead rise to their feet, with
witchlhight burming 1n their eyes.
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4-5 | The Restless Dead: A horde of corpses bursts from the
earth, arms outstretched to claw at the living.
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6+ | Ghosts of the Past: A squad thought dead by their
comrades reappears amidst the chaos of the battlefield.
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6) EXTERMINATUS

The most dire and terrible weapon in the arsenal of the Imperium of Man,
Exterminatus has the power to obliterate an entire world’s population and even
destroy the planet itself in the process. It has been used to combat planet-wide
heresy, uncontrollable mutation or rampant disease; to prevent the opening or

widening of Warp rifts; or when xenos are so entrenched that the resources (the
planet’s po pulation included) are beyond salvation.
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2-3 Orbital Bombardment: The orbiting fleet high above
rains countless megatons of explosive upon the
beleaguered world, some of which may be thermonuclear
or optimised to scour all hfe, even that which 1s
entrenched in the planet’s crust.
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4-5 -~ Virus Bomb: The life-eater virus spreads like wildfire,

slowly but surely reducing all biological life to

protoplasmic sludge. The resultant release of steaming,

~ choking gases makes the atmosphere unbreathable — and
highly flammable to boot.
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Incendiary Atmosphere: Whether because of a
sustained barrage of cyclonic torpedoes or the ignition of
the flammable gases produced by a virus bombing, the
planet’s atmosphere ignites in a series of devastating,
planet-wide explosions.

0 S TIT T M AT W N,

‘“‘ ADY l'lj-



' APOCALYPS
MISSIONS

* w | . :
4 ] vig - N 5 . J Wy L i - o _"l'




IIIII

/z¢] It’s not uncommon for two armies to stumble across each other during a

i/

fﬁ_; campaign. The first thing the commanders will know of the opposing
1 g ; ° ° ° f -
o) forceis when breathless scouts report having sighted the enemy. )

4

Whichever side is able to organise their attack the fastest will be able to
¥ grab the initiative and strike before their opponents are fully prepared.

i i

THE ARMIES halves, by drawing a line from the

Select two armies using the rules found in shortest table edge to the opposite table
the Fighting an Apocalypse Battle section. edge. The border between the two halves
Each side must select one of their does not have to be a straight line. The
Warlords to be their force’s Warmaster. opposing side decides which half of the

THE BATTLEFIELD table each side will deploy in.

Set up the terrain for the battle in any Finally, Strategic Objectives are placed.
mutually agreeable manner and then

roll-otf. The winning side divides the

playing area into two roughly equal

| Side A Deployment Zone

Side B Deployment Zone




DEPLOYMENT

Both sides secretly bid (and write down)
the amount of time they want to take
setting up. Bids must be in whole
minutes. The amount bid 1s the time that
side will have to deploy their army. The
side that bids lowest deploys first (in the
case of a tie, roll-ott to see who deploys

first).

Units must deploy anywhere in their
deployment zone that 1s more than 9"
away from the centre line, or may be
kept in Strategic Reserve. Any units that
are not deployed when the time limit
runs out must be placed in Strategic
Reserve.

Once the first side has deployed, the
opposing side does likewise, and has an
amount of time to deploy equal to the
amount of time that they bid.

After both sides have deployed,
Infiltrators may deploy and Scouts may

redeploy using their special rules.

FIRST TURN

The side that deployed first has the first
turn, unless the opposing side can Seize
the Initiative.

GAME LENGTH
The battle continues until the time limit
1s reached.

VICTORY CONDITIONS

The side that has the most Strategic
Victory Points at the end of the game
wins the battle. If both sides have an
equal number of Strategic Victory Points
then the battle is a draw.

MISSION SPECIAL RULES

Divine Intervention, Finest Hour,
Mysterious Objectives,

Strategic Assets,

Strategic Objectives,

Strategic Reserves,

Strategic Victory Points,
Unnatural Disasters.




Some Apocalypse battles start out small, and grow into massive

engagements. Such conflicts often begin when two quite powerful forces

E ~ engage each other. As the battle rages and victory hangs in the balance, \5 [
" the commanders desperately call for reinforcements. Both sides start to i

¥ release carefully hoarded reserves to swing things their way, and very =

E quickly, the battle escalates into a huge life-or-death struggle, the ?

outcome of which may decide the entire campaign.

THE ARMIES playing area into two roughly equal
Select two armies using the rules found in halves, by drawing a line from the

the Fighting an Apocalypse Battle section. shortest table edge to the opposite table
Each side must select one of their edge. The border between the two halves
Warlords to be their force’s Warmaster. does not have to be a straight line. The

opposing side decides which half of the

THE BATTLEFIELD \ : :
table each side will deploy in.

Set up the terrain for the battle in any
mutually agreeable manner and then Finally, Strategic Objectives are placed.
roll-otf. The winning side divides the

=
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Side A Deployment Zone

Side B Deployment Zone




DEPLOYMENT

Both sides secretly bid (and write down)
the number of units they will deploy on
the battlefield. Neither side’s bid may be
less than a quarter, or more than half of
the number of units in their army. For
example, an army with 24 units would
have to make a bid of between 6 and 12
units. Independent Characters,
embarked units, and Dedicated
Transports count as separate units when
working out how many units there are.

The side that bids lowest deploys first (in
the case of a tie, roll-otf to see who
deploys first). Units may deploy
anywhere in their deployment zone that
i1s more than 12" away from the border
between the two table halves. The
number of units deployed must equal
their bid. Any units not deployed are
placed in Strategic Reserve.

Once the first side has deployed, the
opposing side does likewise, deploying a
number of units equal to their bid. After
both sides have deployed, Infiltrators

may deploy and Scouts may redeploy
using their special rules.

FIRST TURN

The side that deployed first has the first
turn, unless the opposing side can Seize
the Initiative.

GAME LENGTH
The battle continues until the time limit
1s reached.

VICTORY CONDITIONS

The side that has the most Strategic
Victory Points at the end of the game
wins the battle. If both sides have an
equal number of points then the battle
is a draw.

MISSION SPECIAL RULES

Divine Intervention, Finest Hour,
Mysterious Objectives,

Strategic Assets,

Strategic Objectives,

Strategic Reserves,

Strategic Victory Points,
Unnatural Disasters.
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A battlefield is a confusing place, especially at night, when it is not
uncommon for forces to be unsure of where other friendly forces are

| located, let alone the enemy! The resulting battle will find the two sides
dangerously intermingled, with friends and foes scattered across the

landscape in all directions.
a total of six markers. The location of

THE ARMIES
Select two armies using the rules found in each side’s markers determines where
the Fighting an Apocalypse Battle section. they will be allowed to deploy the units
Each side must select one of their in their armies. Any suitable object can
Warlords to be their force’s Warmaster. be used as a marker, as long as it is
possible to tell one side’s markers from

THE BATTLFIELD ilnns
the other side’s markers.

Each side must set up three markers
anywhere along an edge of the table, for
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Roll-off to see who places the first
marker, then alternate placing markers.
Markers must be placed on the edge of
the table, more than 48" away from any
other marker. Always measure the
distance to markers along the table edge,
rather than directly from marker to
marker (see map). Finally, Strategic
Objectives are placed.

Designer’s Note: This mission 1s
designed to be played on a table at least
8 feet by 4 feet in size.

DEPLOYMENT

Each side must be split into three
contingents, each with roughly a third of
the army. These do not need to be
exactly the same size, as long as none
contains more than twice as many units
as any other. Independent Characters,
embarked units, and Dedicated
Transports count as separate units when
working out how many units there are.

Roll-off; the winning side must deploy
one contingent. Each unit from that
contingent must be placed wholly within
18" of one of 1ts side’s markers (see The
Battlefield on the next page) and more
than 18" from an enemy marker, or in
Strategic Reserve. If it’s impossible to fit
all of the units in the contingent onto the
table, any units that won’t fit must be
placed in Strategic Reserve. The

opposing side sets up one of their
contingents in the same manner, and so
on, until all contingents have been
deployed. Models must deploy at least 1"
from enemy models. Each contingent
must deploy using a different marker.

After both sides have deployed,

Infiltrators may deploy and Scouts may
redeploy using their special rules.

FIRST TURN
Roll-oft to see which side has the first turn.

GAME LENGTH
The battle continues until the time limit
1s reached.

VICTORY CONDITIONS

The side that has the most Strategic
Victory Points at the end of the game
wins the battle. If both sides have an
equal number of points then the battle
is a draw.

MISSION SPECIAL RULES

Divine Intervention,

Finest Hour, Il1l-met by Moonlight,
Mysterious Objectives,

Strategic Assets,

Strategic Objectives,

Strategic Reserves,

Strategic Victory Points,
Unnatural Disasters.
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Armies of the scale used in planetary battles are massive and cumbersome,
which can make them vulnerable to smaller, more agile formations. In |

both flanks at once. The only chance for the larger force is to keep one foe
at arm’s length, while delivering an overwhelming attack on the other. =

THE ARMIES other and are further apart than any
Select two armies using the rules found in other pair of table edges. These two

the Fighting an Apocalypse Battle section. table edges are the attacker’s table

Each side must select one of their edges. All remaining table edges are the

Warlords to be their force’s Warmaster. defender’s. Finally, Strategic Objectives

THE BATTLEFIELD ATCD R

Set up the terrain for the battle in any Designer's Note: In this mission,

mutually agreeable manner and then Strategic Objectives can be placed

roll-otf. The winner of the roll-ott picks within 12" of a table edge; however,

two table edges that are opposite each they must still be more than 12" apart.
24" 24"

= : = E: »

-« l-; E < >

12" 128

Defender’s Deployment Zone

Attacker’s Deployment Zone
(Detachment A)

Attacker’s Deployment Zone
(Detachment B)
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such circumstances, the smaller armies will often split up, to attack from ?
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DEPLOYMENT
First determine who will be the attacker
and who will be the defender. If one side
has less points than their opponents,
then the side with less points is the
attacker. If the points totals of the two
armies are exactly equal, then roll-off;
the winner of the roll-ott is the attacker.

The attacker’s army must be split into
two detachments, each with roughly half
the units from the army. It is not vital
that each detachment i1s exactly the same
size, as long as neither contains more
than twice as many units as the other.
Independent Characters, embarked
units, and Dedicated Transports count
as separate units when working out how
many units there are. The units from one
of the detachments must enter play from
one of the attacker’s table edges, while
the other detachment must enter from
the opposite attacker’s table edge.

The detender deploys first, anywhere on
the table that 1s more than 24" away
from the attacker’s table edges, or they
may be kept in Strategic Reserve.
Attacking units deploy second, anywhere
on the table that is within 12" of their
nominated table edges. Alternatively,
attacking units may move onto the table
from either of the attacker’s table edges
on their first turn, or may be placed in
Strategic Reserve. After both sides have

deployed, Infiltrators may deploy and
Scouts redeploy using their special rules.

FIRST TURN
Roll-off to see who has the first turn.

GAME LENGTH
The battle continues until the time limit
1s reached.

VICTORY CONDITIONS

The side that has the most Strategic
Victory Points at the end of the game wins
the battle. If both sides have an equal
number of points then the battle is a draw.

Secondary Objective

At the end of the battle, each side looks
at their roster and totals the number of
units that have been destroyed or have
fled from the table (any that have been
‘killed’ and returned to play are not
included if they are still in play). The
opposing side receives one Strategic
Victory Point for each unit which has
been destroyed or tled from the table.

MISSION SPECIAL RULES

Divine Intervention, Finest Hour,
Mysterious Objectives,

Strategic Assets,

Strategic Objectives,

Strategic Reserves,

Strategic Victory Points,
Unnatural Disasters.
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A campaign will sometimes come down to a single final assault designed )
to crush the remains of an enemy’s army. The only hope for the
gﬁj beleaguered defenders is to weather the initial attack and then launch a

furious counter-offensive; with luck they will be able to turn almost
certain defeat into an unexpected victory.

THE ARMIES

Select two armies using the rules found in

the Fighting an Apocalypse Battle section.
Each side must select one of their

Warlords to be their force’s Warmaster.

roll-ott. The winning side divides the
playing area into two roughly equal

halves, by drawing a line from the
shortest table edge to the opposite table
edge. The border between the two halves

does not have to be a straight line. The

opposing side decides which half of the
table each side will deploy in.

THE BATTLEFIELD

Set up the terrain for the battle 1n any
mutually agreeable manner and then

Finally, Strategic Objectives are placed.

Attacker’s Deployment Zone

12" from defending models

........................................................................... . A NI RO L L. SEE 0 e Lot SRR

Defender’s Deployment Zone




DEPLOYMENT GAME LENGTH
Roll-oft; the winner of the roll-oft is The battle continues until the time limit
the attacker. 1s reached.

The defender deploys first. Defending
units can be deployed anywhere in
their deployment zone, or may be kept
in Strategic Reserve. Once the
defender has deployed, the attacker
does likewise.

VICTORY CONDITIONS

The side that has the most Strategic
Victory Points at the end of the game wins
the battle. If both sides have an equal
number of points then the battle is a draw.

Attacking units may deploy anywherein  MISSION SPECIAL RULES
their deployment zone that is more than  Death From Above,

12" away from a defending model, or Divine Intervention, Finest Hour,
may be kept in Strategic Reserve. After Mysterious Objectives,
both sides have deployed, Infiltrators Strategic Assets,
may deploy and Scouts redeploy using Strategic Objectives,
their special rules. Strategic Reserves,
Strategic Victory Points,
FIRST TURN Ultimate Victory,

The attacking side has the first turn. Unnatural Disasters.
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Apocalyptic battles are terrifying affairs, and sometimes the combatants
will utilise weapons of such unimaginable power that they can destroy
the planets on which they fight. The two armies have become so enraged )
by the desperate fury of battle that they care nothing for the \ﬁ

consequences of their actions, even if it means their own destruction. =

THE ARMIES roll-otf. The winning side divides the

Select two armies using the rules found in playing area into two roughly equal

the Fighting an Apocalypse Battle section. halves, by drawing a line from the

Each side must select one of their longest table edge to the opposite table

Warlords to be their force’s Warmaster. edge. The border between the two halves
does not have to be a straight line. The

THE BATTLEFIELD opposing side decides which half of the

Set up the terrain for the battle in any table each side will deploy in.

tuall | d th : ; S
mutually agreeable manner and then Finally, Strategic Objectives are placed.
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Side A Deployment Zone
Side B Deployment Zone




DEPLOYMENT

Roll-off. The winner of the roll-otf
deploys first. They may deploy anywhere
on their half of the table that is more
than 12" away from the border between
the two table halves, or may be kept in
Strategic Reserve.

The opposing side then deploys. They
may deploy anywhere on their half of the
table that is more than 12" away from the
border between the two table halves, or
may be kept in Strategic Reserve.

After both sides have deployed,
Infiltrators may deploy and Scouts
redeploy using their special rules.

FIRST TURN
Roll a dice. On a roll of 1-4 the side that

deployed first has the first turn. On a roll

of 5-6 the side that deployed second has
the first turn.

GAME LENGTH
The battle continues until the time limit
1s reached.

VICTORY CONDITIONS

The side that has the most Strategic
Victory Points at the end of the game wins
the battle. If both sides have an equal
number of points then the battle is a draw.

MISSION SPECIAL RULES
Divine Intervention,

The Final Battle, Finest Hour,
It’s the End of the World!,
Mysterious Objectives,
Strategic Assets,

Strategic Objectives,
Strategic Reserves,

Strategic Victory Points.
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Games of this size need a little extra preparation to make sure you get

playing as quickly as possible. The following section is filled with practical
advice from veteran hobbyists.

PILANNING IN ADVANCE

If you've read this far then you already know most of the things you need to know in
order to play Apocalypse — all you have to do 1s turn up with all of your collection and be
ready to play a large game of Warhammer 40,000. There is, of course, a little bit more to
it than that, as you’ll already have seen so far in this book, but aside from learning a few
more rules, finding out about some new units, and setting up a bigger board than usual,
there 1sn’t much else you need to know. However, the devil is in the detail, as they say,
and this 1s as true for Apocalypse as anything else in life. Which means that while it

aniindsg eagv to cav “Tnst tiirn 1o with all of vonr eollection and he readv to nlav a large




THE GAME ORGANISER

Our first piece of advice (and arguably the most important) 1s that each game should
ideally be organised by one person. It doesn’t have to be the same person each time,
but having one person that is in charge of the game will make things much easier. The
organiser should see himself as something of a benign dictator, who can listen to
advice and suggestions from others, but gets to make all of the decisions about how the
game will be organised. If you are fighting a very large or complex battle then the
organiser may need the support of other people, but we've found 1t works better if
these people are assistants, not organisers. Anything else can result in ‘too many cooks

spoiling the broth’.

Once you have selected the person who 1s in charge, there are four difterent things
they will need to start organising. We call these “The Four P’s of Organising a Battle’:

1. People

2. Place

3. Playing Area
4. Plan

1. PEOPLE

The first thing you're going to need in order to fight an Apocalypse battle is at least one
opponent. Although Apocalypse works with two players, its nature makes it especially
suited to team play. Games with three or four players per side are easy to organise, and
it’s fairly straightforward to arrange games with even larger sides as long as you have

the space and the time required.

The only real problem with large team games 1s that getting a group of wargamers to
commit to turning up at the same place and time 1s a bit like herding cats. We
therefore recommend that you don’t simply say ‘Hey, who fancies a game of
Apocalypse?’ because what you'll find is that everyone says ‘Oh, yes please, leaving
you with the logistical nightmare of trying to find a time that is suitable to everyone.

What we’'ve found works much better 1s to say ‘T’'m running a game of Apocalypse on
this date. Who wants to play?’ As long as you set the date several weeks in advance you

chnnld ocet nlentyy nf vvoalhmteere tn nlav Tf there are a limited niimber nf nlareq then




SPECIAL RULES & RESTRICTIONS

You will need to decide early on in the planning stage if any special rules or
restrictions will apply to your game of Apocalypse. Such things can range from minor
changes to the Apocalypse missions presented earlier, right through to running a
themed game with special rules and army list restrictions, like those included in the
War Zones.

Making changes like this 1s completely up to you and your group of players, and is
totally in keeping with the spirit of Apocalypse.

Some of the things you may wish to consider are:

- Moditying the way models are deployed and the victory conditions for the battle.
 Creating special rules for terrain features.

- Applying restrictions to what players can pick from their army lists.

« Giving each side additional Strategic Assets based on the game’s narrative (for example,
you could give one side extra minefields to represent a prepared defensive line).

« Creating Apocalypse Formations for scratch-built models or unique formations of
your own devising.

« Any ‘house rules’ your group has agreed upon.

The bottom line is that Apocalypse has been designed as a starting point. You and your
gaming group should feel free to modity it to suit the type of game you want to play!

RULES QUESTIONS & HOUSE RULES

In this book we introduce a whole swathe of new units and rules. Some of them are, by
their nature, incredibly powerful, and you may find the odd rules question that takes a
minute or two to work out. The answers are normally in this book — just have patience,
read the rules and remember the solution for next time. However, we've also found
that the sheer size of Apocalypse games, combined with the number of ditferent units
being used, can lead to situations that are simply not covered. If such a situation
occurs, remember The Most Important Rule: if you and your opponents cannot
agree on the application of a rule, roll a dice to see whose interpretation

will annlv for the remainder onfthe game — on a reanlt nf 1-2 nlaver A deecides. An




BEYOND THE APOCALYPSE

The missions presented in the Apocalypse expansion are really just a starting point,
and many players create their own missions for the games of Apocalypse that they
play, with a home-grown narrative and corresponding special deployment rules.

To help players create their own missions, we've come up with a number of battle
themes and special rules that can easily be added to any Apocalypse mission. Our aim
is to allow players to easily expand the scope and depth of their Apocalypse games, and
at the same time to make 1t more straightforward for players to fight interesting battles
based on the background and stories that are part and parcel of the Warhammer
40,000 galaxy. Part of the fun of playing Apocalypse 1s that it otters the chance to
explore the deep history of the 41st Millennium, and this in turn gives players a
fantastic opportunity to create some really fascinating battles, on a grand scale.

The guidelines that follow should therefore be seen as something of a smorgasbord
from which a game organiser can mix and match to create the ideal game. As with so
many things about Apocalypse, the best way to decide which rules to use 1s to sit down
and talk with your fellow players. Now, of course, the game organiser will have the
lion’s share of the work and they always have the final say on what rules are used and
how they are arbitrated. However, there is little point in intlicting a set of rules u<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>