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The nussions we've previously puhlished in Space Hulk,
Deathwing and Genestealer were all smnd-alone games, You
didi't baive to play them in any pardcular order, and suceess
o failure in one pame didn't alfecl your chunces i the next

In this bock, must of e missions are pronped wpether nio
cumpeigns. A campaign is a linked series of mizsions where
the putcame of cech mission affects vour averal! chances of
success, n some cases yon just have n win 4 cerlain number
of games (o achisve overall vicory. In others, the forces you
gl in the later missions chanpe accarding w how well youe dil
ol the start of the campagn.

Cumpaigns pul aven more pressure on the Space Murine
player. A bad mixtake in one mizsion can [orfeil the wlale
campaign. And 1f vou're net carelul pboul keeping yow
madels alive you mighl lind yourself going inta the final
miggian with almost no forces! Every Space Marine’s life e
precious and i's olien not ensugh simply 1o win the mission —
vau've gol W make it throngh with mast af your faree intacl

PLAYING THE CAMPAIGNS

OF course, even thongh a campaign is 4 or & massions Jong,
vou don't have o play the while thing from end w end, [Us
certainly passible 1o organise un cpie session of Space Hulk
that lazts 8 whole day mnd gives you the chance o complete an
erire campaign, Om te other Tand, you're far more Ekely m
play the campaign over several days or weeks, This i line -
Just remember to keep a note of wha won which messions and,
if pecessary, whick models survived.

Like mest Space Hulk gaes, these campaigns are desipned 1
be [uirly hued on the Space Marines. 11 yeu find that you've
st o wited sission which prevents you from continuing, you
can wlways play @ again with your opponent’ s agreemeant,

Unce you've fmshed & campaign, swap sides and play 0 the
afer way round. Keep in mind any particulurly successful
tactics your oppenent used — bul zemembear, your apponent
will n2 on the look vul lor them.

SEPARATE MISSIONS

Yo'l get the most fun cut of playing the campuigns as o
serigs of linked missions bul you cen alse play them as
separae one-oll games, Aller vou've played the campaien,
repiay the massions you [vand the most ckallenging to my oul
different tactics, The campuigns all give guidelines on playing
the mussons separtely,

Onwica you've gol the hang of a partcular mission, iL's 4 good
idea 1o play it using different forces. IF there's & partivuln
Farce you want o oy oul, you can simply sgree which models
v 're using with your opponent. Or you can use te bidding
sysiem from Deathwing to choose sides and forees — il you've
won the mission with the listed force, see how few Space
Marnnes you need o gel throogh,

A third way o pick & new foree is W use the list of Space
Marine points values for the forees in cach mission — this is in
tha section of new rules for Traiwor Spece Munnes. It's quite
simple o pick a force up lo the listed value and play with that,

As well us redesigning the Space Marine forces, fee] free
replay the missions with different Genesealer torces. IF your
appenent has come up with some particularly cunming taciics,
try adiing exrra staring and reinforcereent Blips = one exira
Blip a mm will provide him with a real challenge,

Om the other hand, if your opponent’s having a hit of wouhla
wilh the mission, you can reduce the nnmber of Blips w give
him a betier chance. Dropping, say, one BHp every other tum
will help to give the Space Marines an exira edpe.

NEW RULES
As well as the four campanpns, this book containg a vanooy of
new rules and single missions, The rules for Trawr Space
Marines and Space Marines in power annour originally
appearcd in While Dwarl, We've revised them here in the
hght ol games we've played since they were published so s
worlh rereading them even if you've used them hefore,

Fer example. Termimators with grensde homesses used o be
ahle to throw blind grenades wl no points cost. We found that
thiz slowed games down wa much snd prevented o lot of
shaoting, &0 we've piven thisaction & cost of 2 APs, Now
you've got Lo be far more carelul aboul luying down blind or
vou won't have cnough APs W complele your mission.

There's four sinple missions in the new rules seedons. Two of
these Tollow on [rom the crigins! six missions in the Space
Hulk game, The otwer Lwo provide ane miassion each for Space
Marines i power armuedr wod Traator Space Marines.

BOARD SECTIONS AND COUNTERS

Al the back of this book you'Tl find three sheets of thin card.
You'll probably want to glue these W thicker card before
cutting out the counters and board sections. The curd fram o
cercal packel s Dine [or the counters. For the baard sections
we'd use something slightly thicker {ur o couple of layers of
thin card) w gel them aboul the swre Dackness as e boand
[rom Space Hulk itsell,

There are twi new hoard s2ctions that are used as Lills
several ol the mizsions, Feel free 1o incorparale these board
secllons mie any missions you Sesign foo yoursell Wou doa't
nave o use them as s — they can sunply be dead-end momes,
porhaps cunlmning un abjective scoght by cne of ather side

The cther tan shees include a varielwy of ammo counters il
sechon effect markers, Ammo counters are uscd w keep lrack
af how many shots or grenades you've got lefl, Each tme you
fire a ghat or throw a grenade, hand over o counter W the other
player. 11 vou've got reloads. luke the right number of reload
couniers, When you tehe 8 relowd sction, hoed a reload
counter o the other plaver and he'll swap it for all it
wedpon's Amme counlers,

Sectwm effect markers are used just ke flamer cifect markers.
L.ay them on the hoard 1o show which seclion has been
attacked and then remove them when the eilfecl is aver,

The remaining counters include a number of bulkheads -
these should be foldad in twa and glued hack o back, and then
placed in a hase the same as a doar.
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The starship landed on the bleak planet, its rockets
dying as it impacted on the broken, twisted surface.
The huge plume of dust slowly settled to reveal the
craft's baltered exterior pitted by meteorites, one of
its engines completely torn away, No lights flickered
inside, no generators hummed, no hatches opened.

The ship seemed dead. ..

Throughout the Imperium, there ure small vutposts of Space
Marines. They patrol their arca of Imperial space and are
ready o respond rapidly to defend planets against alien
cunyguest o uid other Imperial forces 10 quell rebellions,

These outposts can lake many forms. Some are concealed
within the hollowed o shells of asteroids. Some are starships
ar space statioms in erbit around & sun or one of s planels,
{nhers may be [ortresses on inhabiled planets, usaally sited far
from the populated lands in vast mountain ranges, ar on
diztant volcame islands, or within the arctic wastes of polar
repions. To the local people; the Space Marines may seem
semi-mystical godlike beings, formidable and hidden from rhe
commen eye by the mizts of tumour md legend,

In the system of Perdus Magnus, thers is an purpost held by
the Blood Angels chapier of Space Marines, 11 is buried
bencath the surface of o small harsh planet putermost from the
stur. Above the base, icy gales whip up fine glass-like samd

and secour the rocks inlo sirange tortured shapes. The
atmosphere comlains only gases deadly 1o the human gystem,
Durimg the months-long pight, many of thesa pages cool w
liguid and the contorted mocky stames rise out of a torgid
POISONOIS 588,

I'he garrson is totaled fTom lime Lo time, staying at the
outpost for months, somelimes cven years, depending on the
Chapiter's other duties. When the alien stuship luwded on the
planet, the sutpost was under the command of Ceptain
Lazarus. Stanoncd with him were six squads of Space Marines
armed with some ol the chapter’s ancient hanour soits of
Terminater armour. Their garrison duties were almast over -
the relisf comtingent was dus any day.

The outpost scanned the stamhip for signs of life or of the
energy Flows that might indicate survivors. There was
nothing. The craft was completely dead, No man could
survive the planet's aumosphere unprotected by a power suil
without heat, the blood would guickly freeze — the scouring
winds would strip the Mesh from a man’s bones, All lifa
aboard, it seemed, had dicd lomg ago, the crippled starship
Tanching itself hefore its automatic syslems shut down forever,
No-amz was sent o imvesigele the derelict ship. There wers &
many preparations [or their deparlure as soon as the relief
garrison arrived.,

Twu days later the Genestealers aracked.




CAMPAIGN RULES

I this campaign, although there are no psychic Genestealer
Hybrids, there are armed Hybrids in the assault force so the
Genestealer plaver uses the expanded Blip set thronghout,

The forces and deployment for the later missions depend on
the ontcoma of tha earlier missions. A= the Space Marime
player your muost keepr as many of vour Space Marines alive as
possible otherwise you'll find yourself with wo few moops 1o
win the last mission. As the Geneslealer player vou muost
ailempl o slop the Space Mannes [rom securing enley areas o
give yoursell more opbions [or altacking i the fnal mission,

It's worth lookmg al the last couple of missions before you
start playing the campaign so that you know what's at stake.

O you've played each mission, make sure you record the
resulls of te gune. You'll need to refer to these for missions
three and four: The Chapel and The Last Stand,

Playing The Missions Separately

If you don't want 1o play the missions as a campaign, ot
vou've already played the campaign and want 1o play some of
the: missions again on their own, then you’ll have © aler te
Space Marine starting forces and Genestealer deployments for
‘Ihe Chapel and The Last Stand.

The Chapel: use the listed Space Marine forces plus one
Space Marine with lightning claws and one Space Marine
with storm bolier and power glove W represent the [orees
femaining from mission one,

The Last Stand: start with the listed Space Marine [orees, For
reinforcements, you gel Squad Magnues from The Generator
less one Space Marne with stonm bolter and power glove, and
Syuad Seplimus {rom The Chapel, less both the Space
Marines with storm balter and power plove, The Genestaalers
can vse the two marked entry areas plus eniry area 1 — they
cAn't use entry areas 2 and 1.

The above are just a suggestion — try the missions out using
different forces. (r you can ignore the listed forces and use
the hidding system from Deathwing to decide the Space
Marine starting forces.

Playing The Campaign As One Game
We've included a map af the entire complex. If you've got

access 10 several sets of Space Hulk and itz expansions, yon
conld lay our the whole thing at cmee and play an epic pame
using the entire board]

We wan't give any proper rules for doing this, but here's some
puidelines — feel free to experiment with these and have some
fun with different set-ups. You may [ind vou have Lo come up
with some special rules o cover a few odd situations - if yon
can’l agree on a special Tule, roll a dice o see who's right.

‘We've found it's best ta play really big games with several
players on each side. Set up all the Space Marines al the slarl
as indicated in the separate missions — ignore all references o
reinforcements. The Genestealers mave first and can use all
the entry areas axcept the three numbered areas from mission
four (treat the entry area al the top of mission wo as being a
hole in the roof like in mission one).

The relief parrison arrives anywhen after tum 15 on the Toll of
a & at the stant of the Space Marine players' lum — afler s
there are no mwre Genestealer reinforcements but play the
gamee: vul unlil one or other side has no forces left, Whoever
ends the gane with some of their toops alive wins!

THE LAST STAND
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The Space Marines were expacting nathing. They were
preparimg o leave the outpost and were tcattered throughout
the underground complex. When the outer defences were
breached without warning, tere was only just lime for them
o put on their Terminator armour. As the Genesiealers broke
throngh into the base proper, the antificial simesphere was
sicked ot and the planet’s own toxic atmosphere seeped m.

The first Genestealers appeared in one of the main access
corridors right next 1o the Space Manne iving quarters. They
enterad the hase via service and maintenunce wnnels from the
surface and broke in through the roof of the aevess corridor.

It waen™ clear 1o Caplain Lazaros if this was a feinl ailack or
the main thrust of the Genestealer assault, He couldn’t chance
committing more Space Marines o this arza until he knew the
full extent of the enemy strenpth. The single squad cut off in
the living guarters would have 1o oy to close the Genestealer
break-in on their own, They were trapped and fighting for
their lives,

OBJECTIVES

The Space Marine plaver is trving to block the Genestealers'
ity il the seeess corrider. The Genestealer player is trying
o lake conlrol of the living quarters section of the complex.
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FORCES

Space Marines

Squad Aupustus

1 Sergeant with storm boller and power glove.

1 Space Marine with assault carmen and power glove.
1 Space Marine with lightning claws.

2 Space Marines with slorm bollers and power gloves.

Gienestealers
The Genestealer player begins with 5 Blips and receives |
Blip per turn as reinforcements,

The Genestealer player uses the capanded Blip set. The
lettered Blips represent the following Hybrids:

A Non-payker with bolier

Mon-psyker with boll pistol
Nom-psyker with lasgun
Non-psyker with laspisiol
Mon-psyker with plasma gun
Mon-psyker with heavy bolter
Mon-psvker with lascanman
MNon-psyker with autocannon
Mon-pavker with missile loancher
Mon-psyker with converzion beamer
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THE LAST STAND

DEPLOYMENT

Space Marines
The Space Marine player sets up in the marked rooms.

The Sergeant must sturt in the centre of the roam marked with
an 5 om any facing.

The othier Space Marines start one ta each room marked with
an M, placed in the centre on any [aving — the Space Marine
player chooses which madel goes n which room.

Genestenlers

The Genestealers enter play on the squure marked with a Q.
They are coming through a hale in the roof. It costs 1 AP o
jump through the hole 1o square G. They do nat have o luk.

The Cienestealers move first.
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The second wave of the Genestealer assaull came at the
oppasite end of the oulpost. The Cienestealers were ITying Lo
isolate and destray the base's main generator. This time they
not only enterad an uecess corridor bul came throngh several
paints on the perimeter. The Space Marines at this end of the
cutpost were cul ofl and surrounded.

But this time, they were herer prepared for the Genestealer
assault. The vital few minuces between the two waves had
given them lime to set up their position and activale some of
the basc's own defences — lasers positioned in the corridors
that fire a high energy pulse whenever something croseas
beneath them.

If the controls to the main generator were destroyed, the
outpost’s power would shut down. Doers would be Incked in
position, the autofire lasers would siup working and the
outpost’s distress beacon would no longer have the power
send & warning signal to the ship brmging the relief garnson.

Captain Lazaruz didn't know how close the reinforcements
were - had they already heard the distress signal or would they
arrive wo late? If the main pencrator fell to the invaders, e
Space Marines' chances Iooked pour.

OBJECTIVES

The Space Marine player must stop the Genestealers [rom
destroying (e generator conirols — he must also wipe out the
attacking Oenestealer force. The Genestealer player has a
limited force to take out the generator contrale and il possible
kil all the Space Marines.

FORCES
Space Marine
The Space Marine player has 2 squads and 4 autolire weapons
{zee Special Rules).
Squad Magnuos
1 Sergeant with storm bulter and power glave.
1 §pace Maring with heavy Mamer and power glove.
1 Space Marines with storm heliers and power gloves,

oo e o

SPECIAL RULES

The Space Marine player can secure the entry arca by getting
a Space Marine within one sguare of square G.

VICTORY

The Space Marine player wins by securing lhe Genestealer
entry area. The Genestealer player wins by killing all five
Space Marines before the entry poml is secured,

CAMPAIGN RULES

The Space Marine player should record which medels, if any,
survive the mission. The Genestealer player should record
whether the entry arca is still open.

weaton

Squad Julius
1 Sergeant with sturm bolter and power glove.
1 Space Marine with thursler hammer anwl storm shield

7 Space Marines with storm bollers and power gloves.

Genestealers

The Genestaaler player starts with 5 Blips and gets 2 Blips
reinforcements [or the first 10 turns — wfter that he pels no
mare reinforcements.

The Geneslealer player uses the eapanded Blip sei. The
lerercd Blips represent the fullowing Hybrids:

HMon-psyker with boller

Non-payker with bolt pisml
Mon-psyker with lasgun
Non-peyker with laspistol
Mon-psyker with plasma gun
MNom-psvker with heavy boller

Mon psyker wilh luscannon
Man-psyvker wilh autocannon
Mon-psyker with missile launcher
Mon-peyker with conversion beamer

b R B =y B+ v« M o R -

DEPLOYMENT

Space Marines

‘I'ne Spuce Marine player [irst places all the rubble and crate
counlers anywhere on the board. He then places the four
aulolire counters (see Special Rules). The vontrol panel is
placed on square C — this room is the main generalor reom.

Finally the Space Marine player places his models anywhere
om the bourd, on any facing and seton overwatch if he wants.

Genesiealers

The Genestealer player places one starting Blip at each of the
five entry areas. The reinforcemenis can comme on at any eniry
area. Remember w use the rules for mandatory lurking 1f a
Space Maring is placed near an entry mea.

The (ienestealers move Mrat.
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SPECIAL RULES

Autofire Weapons

The four autafire weapons are laser guns which can be
artached o the ceiling and will fire sulomatically on any
lifeform passing directly beneath them.

The Space Marine player can place the four counters on the
hoard in any comidor seelions {not rTooms, junctions or tims),

Any model passing over the counter iz fired om by the laser,
Eoll a single dive, A Genestealer or a Space Marine is killed
on a roll of 6 — a Genestealer Hyvbrid iz killed on a mll of 4,

If the control panel is destroyed, all the lasers stop firing and
the counters are removed,

An uncenvertad Blip cannot be moved over an aulofire
counler — it must &top ar convert before moving, A Blip
cannol be converted so that a mode] is placed on the counter,

Self-Destruct
Neither the thunider hammer nor the flamer can self-destruct in
the main generator room. The flamer cannot be fired into or
oot of the room,

Control Panel

The control is destroyed by a Genestealer reaching one of the
threv squares adjacent o it and spending 1 AP 1o attack il A
rall ef 5 or better on any af the Genestealer's thiree allack dice
wrecks the conrol panel.

Al this point, all the dinre will be locked into their current
posilion for the rest of the campaign - if they're closed they
st be attacked to per past. Be sure o make a note of Uis for
The Last Stand {The Chapel] takes place ac the same time as
this mission and the doors open and close as normal).

VICTORY

The Space Marine player winz by killing all the Genestealers
withoul the conirol panel being desrayed. The Genestealer
player wins il the contrel panel iz destroyed and all the Space
Marines are killed — he may claim partial viciory if the control
punecl iz destroyed even though some Space Marines sorvive,

CAMPAIGN RULES

The Space Marine player should record which models, if any,
survive the miszion. The Genestealer player should record
whether the conrral panel was destroyed and whether all the
Space Marines were killed.




IHE LAST STAND
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While the main generator was under auack, the chapel was
also stormed. Genestealers broke in at four points on the
perimeter accessed by tunnels from the surface. Captain
Lazarus had pullad his Space Marines oul of this wrea when
lhe generator was assaulted, but realised he would have 1o
hold this Mank if they were o stand any chance.

He ordered two squads to retirm o the chapel and purge it of
the alien defilement. This was nat anly a tactical decision,
althpugh holding tus flank was vital, It would be a shameful
dishunour to allow the Genestealers Lo destroy the precions
chapter relics that were swred in the chapel. Here were held
memente mori of same of the chapler's heroes and of the great
victories fought by garrisons from this cutpost.

If the Space Murines were to survive, then the chapler relics
would survive with them and their honour would be upheld.
Their proyers were tn the Emperor and their Qwughts srere of
the Blood Angel s heroes as they advanced W retake the flank,

OBJECTIVES

The Space Marine player is aliempling W purge the chapel and
secure all the Genestealer entry arcas. The Genestealer player
mnst gtop this from happenmg.

-4‘55-.‘-5-(?'3-‘:.“}'% %-&ﬂ-{-‘ﬁ-‘x?ﬂ"‘%wzt;..-.,.

FORCES

Space Marines
The Space Marine plaver receives Squad Faulus and Sguad

Scplimus as detailed helow plus any survivors of Squad
Augustus from Break-In.

Squad Paulus

1 Sergeant with storm belter and power sword,

1 Spuce Marine with heavy flamer,

1 Space Murine with storm bolter and chain fist.

2 Space Marines with slorm bolters and power gloves.

Squad Septimus
1 Sergeant with storm bolter and power glove.

1 Space Marine with assaull cannon (1 reload) and power
glove.

1 Space Marine with lightning claws.

2 Spave Marines with storm bolters and power gloves.

(enestealers
The Genestealer player starts the game with 4 Blips and
receives 2 Blips per iurn as reinforcements.

The Oenestealer player uses the expanded Blip set.
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Tl letteread Blips represent the following Hybrids:

Nem-peyker with bolter

Non-psyker with bolt pistal
Mon-peykar with Lo gun
Non-peyker with laspistol
MNon-peyker with plasma gun
Mon-psyker with heavy boler
Non-peyker with lascannon
Non-psyker with autocammon
MNon-peyker with mussile looncher
Mon-pryker with comversion beamer

“TEmommgonoe

The Genestealer player may choose to use ambush counters,

DEPLOYMENT

Space Marines :
The Space Marine player deploys all his models in the marked

drei.

The Space Marines move first,

Genestealers .
The Genestealer player places a starting Blip at cach of the 4
entry areas. The reinforcements can comie on dl any eniry araa,

SPECIAL RULES

If the Genestealer destroyed (he control panel in The
Generator, all the doors are locked closed and must be
attacked lo pass through.

THE LAST STANI

Space Marine Reinforcements

If the Space Marine player had any models laft from Squad
Aupustos at the end of Break-In they are called o join the
attack. They arrive ar Space Marine deployment arca at the
heginning of the Space Marine player's third tum,

If the Space Marine wilth the sssoull cannon survived, he is
Tully loaded and has a reload. However, as the cannon has
already fired it counts as being overheated and may explode
from Lhe beginning of Be rission.

Securing Areas.

The Space Marine player is rying 1o secure the Genesiaaler
entry mreas. Once two entry areas have heen secured, the
Genestealer player receives just one reinfarcement Rlip per
harm.

YICTORY

The Space Marine player wing hy securing all enory areas and
killing all the Genestealers in play.

He gets a partial victory il the eniry arcas are secured bul all
the Space Marines are killed,

The Genestealer player wins if all the Spoace Marines are
killed and at least one eniry wrea is sull open,

CAMPAIGN RULES

The Space Marine player should record which models, if any,
survive, The Genestealer playver should record whether any
entry areas are still open.

11
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THE LAST STAND

The vutpost’s communications had been cut early in the
ussault by Genestaalers om the surface. Now they could only
wansmil within the hase. Bul they were able o receive Toint
sipnals fraom outside. Although the messages were oo
distored by static for decoding, it was obvious that the relief
garrison had arrived and was allempling lo communicate with

the rutpost.

Had the distress signaul been received? Did the reinforeements
know that the base was under attack by Genestealers or were
they sbout o walk into a trap? Captain |ararus had o believe
that his Brother-Marines knew they were in danger. The only
lwope was to hold out untl the reinforcements armved. T they
got throuph.

Caplain Lacarus ordered his men 1o rerreat w the outpost’s
central core. So far this area was safe. But before the Space
Marines could regroup, the Genestealers launched their final
assault and broke throuph into the core. 11 wouldn't be long
before their weight of numbers wid against the few sorviving
Space Marines.

[t was a race agaimst ime. Could the Spuce Marines hold ot
unil the relief garrisom amived from the surface?

A -

OBJECTIVYES

The Space Marine player is anempting w0 hold conirol of as
many of the rooms in the central core as possible.

The Cienestealer playver is allempling Lo take over the base
hefore the relief gamison amives,

FORCES
Space Marines
The Space Marine player gels the models listed below plus
any survivors from the previous thres missions (see Special
Rules),

Squad Laxarus
Captain Lazarus with starm bolter, power sword and power

glove with prenade launcher.

1 Sergeant with stenn bolter and power glove,

I Space Marine with haavy flamer and porwer glove,

1 Space Marine with thunder hammer and storm shield.,
1 Space Marine with storm bolier and power fist

1 Space Marine with storm holter and power glove,

Genestealers
The Genestealer player starts with 140 Blips andd peis 2 Blips
retnforcements for 12 turns — after that he pels no more,
The Giencstealer player uscs the expanded Blip set. The
lettered Blips ropresent the following Hybrids:

A Mon-psyker witl bolter

B WNon peyker with bolt pistal

C Mon-psyker with lasgun

D Mon-peyker with laspisiol

E Mom-psyker wilh plasma gon

F Nuon-psyker with heavy bolter

G Mom-peyker with lascarmon
H Mom-psyker wilh sulocannon
[ Non-psyker with missile lmmcher
I Mon-psyker with conversion beamer
DEPLOYMENT
Space Marines

"The Space Marine player places one Space Marine anywhere
in cach of the moarked rooms on any facing and set on
averwatch if he wants

Genestealers

The Genestealers enter play al either of the two marked areas,
They may also be able o enter from the three numbered
aocess corrpdors according o the following condilions:

Entry area 1 — Genestealers can enter here if the entry area in

Break-In wus not secured,

Entry area 2 - Genesiealers can enter here if all the Space
Marine in The Generatar were killed.

Entry arca 3 — Genestealers can enter here it any of the enry
arcas i The Chape] remained open.

The Genestealers move lirst.
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SPECIAL RULES

Crame Torns
Keep track of the geme ture. The total game lasts for 15 toms

but there are scveral miportant events during the game:

Turn 4 = any surviving Space Murines from earlier missions
arrive al the core (sec Space Murne Remforcements ),

Turn 13 = the relicf garrison amves and noe more Geneslealers
remforcements enter the complex,

Turn 14 — The Genesteeler player wins il eIl the Space
Mlarines in the complea are dead,

Turn 15 = The birst reimforcements from the reliel ganison
starl enlering the complen and e game ends.

Space Marine Reinforcements

IF the Spaze Marine player had ary siurvivors al the end of The
Generamnt or The Chapel, these roops amive el the centol
core &l the start of the Space Munne player’s thind uem.

Flamars are folly loaded. Assanlt cannom are fully Ioaded and
lave one reload — they are overheated and may explade from
the start of the game.

Survivors from The Generutor cotme on ot entry area 2.

Survivors from The Chapel come on el entry area 3,

Doors

It the control panel was destroyed i The Generator, the
players may remove same of the doors from the complex (o
represent Lhose thal are Tovked open,
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The Genestealer player first removes up o three doars. Then
the Space Marine plaver removes op to three doors. All the
ather doors are locked closed and must be aitacked W pass
through.

VICTORY

There are five possible ovlcomes lo the game — and 1o the
campaign ax a whole:

Total Space Marine Victary — the Space Marines kill all the
Genestealers before tum 15, Any stray survivors an the
surface will be asily moppad wp.

Purtial Space Marine Victory — there are still Genestealers
in e complex ot the start ol 1orn 15 but theére are Space
Marmes in al least three ronms. As the reinforcements pour
into the hase, the last ramaiming Genestealers are caught
betwern the twe Space Marine forces and destroved,

Draw - there are sl Space Marines alive at the start of tum
15 bt they ccoupy kess tm three roems.

Partial Genestealer Victory — the Genesiealers have laken
over the whale comples by the start of urn 15 and there are no
surviving Space Marines. This gives the Genestealzrs wae
chance 1o throw their full weight agamst the remloreements,

Total Genestealer Yictary - the Genestealers have moally
wipes] out the Space Marines by the start of mm 12 They'll be
ready 1o ambush the reinforcement parrison when it arrives,
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The euding of the huge derzlict spaceship loomed thirough the
dense mist. L had crash-landed a [ew duays ugo — the
automated Te-enlry sysiems saved the shup fom destruction,
but 11 had buried wsell decp into the soft earth of Seprimus ¥

At the air locks, sguads of Space Marines wailled [or the
cammand to enter the ship. Many were dressed i honow suits
of Terminauwy armaour, some with the prolective peychic hoods
that marked them as Librurians. The Librorians were
concentreting hard, locusing their thoughts on the psychic
crnanativns [rom within the ship, trying to locate their source,
The signuls were weak but there was a sense of tension, of
pewer temporarily hald in check.

The Space Marine conmunder was loth to send his Brother
Murines wto such anuncertain situation bat the faint markings
on tha side af the spaceship dated from the Dark Age of
Technalagy — the chance of recovering the lost knowledge
that might have survived the millermia was worth the risk.
With a final weapons check and an invocation W the Emperor,
the air lacks were eached and the lirst squads senl mside,

PLAYING THE CAMPAIGN

IT yau want, you can play the missions that make up this
campaipn as one-off games in any order. However, iU's more
Tun e pley them as a campaign, I you are playing them os o
campaign, use the following rules for how the enteome of
ench gume affects the next,

R INIIASIGN
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Space Marine Victory

If the Space Marines win & game, the Genestealer player’s
choica of Hyhrids is reduced for a1l the remaining games. The
Genectealer player should lake all the letered Blips and place
them face daown. The Space Marine player picks one of the
Rlips without seeing what leter it is ~ this Blip isn'L svailable
for use hy the Genestealer plaver for the remuinder of dwe

campaign.
This means that if the Space Marine player keeps winning,

after twa games the Genestealer player 1= down o eight
lettered Rlips, after three games he's down 1o seven and 5o o,

Genestealer Victory

IT the Genestealer player wing a game, the mumber of Space
Marines is reduced for the next mussion only (not [or the rest
of the campaign). Because the Space Marine forces are
dillezemt lor each game, e Deployment section of the setup
metructions lells you which Space Marine is unavailahle for
that game if the Space Marines lost the last game,

Variants

For particularly skiliul or capenenced players, you cun agrees
1a increase the penalies for losing a game Lo two Space
Marines or two Blips removed aller each loss,

1f you design your own forces for playing the campaign using
the hidding sysiem, you'll have 0 comea 0 an sgreement on
the penalties the Space Marnes suffer lor losing games. As s
guideling, deduct roops W the swme value as e ones we've
histed m the Campaign Forces section of each mission.

The reports from Sepumus Y had indicated low levels of
peychic actvily in the hulk. First contacl confirmed the
reperly bul, beyond this, there was no sign of life aboard the
space hulk. A hapdful of squads were sent inta the hulk o
scoul it - these squads included Terminators and Librariang
assipned to investigate the deepest and most dangerous levels
of the hulk to search out the source of the prychic activioy.

The squads advanced slowly, checking each area and
decluring it clear — the hulk was apparently desarted,
aburdonicd long ago o the ravages of deep space, At the end
of heir firsl sweep, Squad Matthins approached the control
cenire al the hearl of the space hulk, A few screens lickerel
dimly with the dying energies of tw hulk's power plant but
the contro] centre was otherwise guiet,

Suddenly the scanners went wild, There weare hlips
everywhera! There was movament an all sides as the
CGienestealers poured in. They were caught im an ambush!
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OBJECTIVES

The Space Muarine plaver is altempling (o gel his forces clear
al the ambush arew, The Gepestealer plaver s simply bving o
kill @ mouny Spoce Marines as possible

FORCES
Space Marines
Squad Matthias

1 Sergeant with storm halier and power glove,
I Codicier (Tevel 2) with swrm bolier and force axe.

1 Space Marime with assault cannon (1 reload) and power
glorve,

1 Space Manne wilth hghtning claws.
1 Space Marne wilh storm bolter and poser glove,
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Genestealers

The Genestealer plaver beging with 4 Blips

and  receives | Blip per lurn oas

reinforcements. The Genestealer player =

uses the expanded Blip set and may also

o

choose 1o use amhuosh counters. The

letrered Hlips represent the following

Hywhrids: ’.

] b

A Level 1 peyker unarmed
B Leval 1 peyker nnarmed
| Level 1 psyker unarmed

1 Level 1 psyker unamued | IJ
E Mon - psyker with balter
F MNon-peyker with balt pisiol H
G Non-pryker with lasgin |
H Mon-peyker with antocannon
I Mon-peyker with missile

laumcher

J Mon-peyker with chainsword

DEPLOYMENT

space Marines

The Space Marine player places the squad anywhere on the
twn marked sectiong, on any facing and on overwatch if he
choases.

Genestealers
The Genestealer starting forees enter as 1 IVip at each af the

[our primary entry arcas. Keinforcements can come on at any
EIIy ATCH, Primary or secondany.
The Genestealers move first

SPECIAL RULES
Heah players use paychic cards,

The Space Marine player can secure enlry areus,

VICTORY

The Space Marine player wins hy getting at least three Space
Marines off the board at the marked exit point

The Genesiealer plaver wing by siopping any Space Marines
from reaching the exit point. Anvthing else is a draw.

17
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The Genestealers had hit hard, They'd caughi the Space
Murines in prepared ambushes and cut them off. The Space
Murines had been expecting some peychic activiry hut hadn't
been prepared for the high propartion of Hybrids facing them.,
Many af the squads had been wiped ool - those that survivel
largely owed their lives o the presence of the Libranans.

The survivers were cut off and scattered around the hulk.
They knew that a second assanlt would be launched by the
main hondy of Space Marines but it woeld be some ime before
they were relieved. They were ordered to link up ready to
strike in force once the sceond wave of Space Marines
attacked.

To regroup, the remaining syuads had to fight their way
through heavily-defended corridors. Bul unless they conld
juin tegether, they faced cartain death — the countlese
Genestealers would overcome them by sheer weighl of
rmanmhers.

OBJECTIVES

The Space Marine plaver is rying 1o link up Sqoads Ocavius
and Nicodemus with Sguad Antonius and move them all oul
af the danger area. The Genastealer player is krying Lo wipe
it ax many Space Marines as possible,

FORCES
Space Marines

Squad Octavius
1 Sergeant with storm boller and power sword,

| Space Maring with thunder hammer and sterm shickd

1 Space Marine with storm balier and power glove.
Squad Nicodemus

| Lexicanian {level 1) with storm halier and force axe.

| Space Marnne with storm bolter and power glove,
Stguad Antonius

| Epistolury {level 33 with storm bolier and force axe.

| Space Marine with heavy [laumer and power glove

1 Space Marine with storm boeller and power glove,
Campaign Forces _
IF the Space Marines lost the last game, Squud Antonics

doesn't have the Space Marne with storm bolter and power
plove.

Genestealers . .

"T'he Genestealer player gels no stuting forces bul receives 2
Hlips per urn. These are taken from the copanded Blip set, not
including ambush counters, The letered Blips represent the
lellowing Hybmids:

Level | psyker unormmesd

Level 1 psyker unarmed

Level 2 peyker unarmed

Level 2 psyker nnarmed

Level 1 psyker with balier

Lawvel 1 psyker with laspism]

Non-psvker with plasma pisiol

MNon-pevker with aotocinnon

Man-psyvker wilh missibe launcher

=mIooaom@mgame

MNan-psyker wilh conversion beamer

DEFPLOYMENT

Space Marines
Esch unil starts on the relevant marked section.

The Spuce Marines move first.

Crenestealers
Cenesicalers may enler ul any of the marked entry areas,

SPECIAL RULES
Heth players use psychic cands.

Crates and Rubble

The players take it in turns {Space Marine player firsi) o place
all the craie and rubble counters in the 3 wide corridos
secbions, These connot be placed whera they wild block
movemenl totally — there must always be a clear route
tuough.
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YICTORY
The Space Marinz player wins by geiling al least one Space

Marine from cach sguad, including at least one of the
Librarianz, ol the bourd at the marked exit point.

The Genesicaler player wims by killing all the Space Marines,
Anyihing clsc is o draw,
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GEMESTEALER INVASION

Finally the crder 1o launch the sceond wave was given. From
the outer areas of the hulk. syusds would punch their way
through, destraying the Genestealers and smashing their
defensiva cordon to reach the Space Marines remaining
e,

AL the swme time, the surviving Space Marines in the ship

would lounch a counterattack to break ont — the Genestealers
would be caught from both sides and their resistance crushed,

Mut precious time had been lost in the initial sconting wnd
regrouping manaeuvres — lhe Genestealers were gelting
sironger by the minule as more of them cume out ol
Libernaziom From their long travel through space. And many of
the newly-awukened Stealers were powerful Hybrid psvkers.
T'o stund 4 chance apaingt the Stealess, the Space Mannes had
1o conunil their own strong pevkers In the battle.

OBJECTIVES

The Space Marine player is allempuing o gel Squad Cidaon
(lhe reinforcements) through 10 Squad Lucius’ deployment
wen (B) by maving the survivers af Squad Lucius back
help. The Geneslealer player is particularly trying 1o kill the
Captain and the two Libearians,

FORCES
Space Marines

Squad Gidenn

1 Caplain with storm kalter, power sword and power glove
with grenade launcher.

1 Chael Librorian (level 43 wilh slornm bolter and foree axe.

1 Space Manne with assault zannom (1 reload) and pawer
glove.

1 Space Marine with heavy flamer and power glove,

1 Space Marine with starm bolter and chain Ris.

Sguad Lucius

1 Sergeant with storm bolter and power glove

1 Coclicier (level 2) with siorm Bolter and foree axe.
| Spoce Marine with storm bolter and ponwer glove.

Campaign Furces
If the Space Marines 1ot the last geme, Squad Lucius doesn'L
have the Spuce Marine with storm bolter and power glove.

Genestealers
The Genestealer player sturts with 2 Blips and Teceives
another 2 Blips per tm as remforeements (see Spacial Rules).
These cun be taken fram the expanded Blip set, wilh amlbush
coumters if desirad. The lettercy Blips represent the following
Hyhrids:

Level 2 peyker unarmed

Level 2 peyker unuwmed

A

E

c Lewvel 2 peyker with lnsgun

& Level 2 psyker with pawer sword
B Level 3 puvker with halr pisiol

I Lewvel 3 psvker with plasma gun

L& Mon-psyker with heavy bolie

H Mun-psyker with aulacanmon

1 Mon-psyker with missile launcher

] Maon-psyker with conversion neamer
DEPLOYMENT

Space Marines
Each imit deploys in teir respective area marked on the map.

Genestealers
Genestealers muy enter atany of the marked entry amat,

The Genestenlers move first.

SPECIAL RULES

Both players use paychic cards.

Sccuring Entry Areas

The Space Marine player may secure eniry arcas. If all the
eniry areas Dm one side of 1he board are secured, the
Genestealer pliyer goes 1 ta 1 emfvreement Blip per wm.

Ambush Counters

I the Genestealer player uses an ambush counter and it is
revealed ns @ Genestzaler, the Gaestealer is not a Puzeslrom
as nurmal but an wnarmed level 3 Hybrid peyker which hos
teleported into the area. Obviously, the Genestealer plaver lus
to choose whether bo drww ambush couniers m oun aitermpl in
el o psyker o keep druwing normial Blips,

YICTORY
The game ends when all the Space Marinas are either el v
in Squad Lucius® deployment arcs (B

The Space Marine player wing by genting the Capluin, the
Chicel Libratian and at lewst two others to Sguad Lucios'
deplovment area, The Genestealer player wins by killing the
Captan and both Librarians. Anything else 15 4 draw
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During the fierce fighting of the break-our action, some
sguads found crvogenic lanks showing =igns of recent use, It
boviome lear o e Space Manne commander that there were
many Genestealers, probably ncluding Hybeid psykers, stll
in hibernation, If the Space Marines conld locate and destroy
these Hybrids before they awoke, their task in clearing the
hulk waould become much easier.

Sguads were ordered o scarch for cryogenic tunks as they
moved throogh the holk. To give their communder @ betler
idea of the enemy they were facing, the Space Marines were
ordered 1o report on the contents of any cryogenic tanks they
fomd. [Ince: a tank’s contents had been investigated, it was to
he degtroyed. Squad Gabriel, still ar full strength and in a
relatively clesr area of the hulk, was ona af thase ordered
coneemniraie on searching for and desooying & cryopenic Lank.

OBJECTIVES

The Space Marine player s trying to locale an occopied
cryapenic ank in ona aof the fonr tooms. The Genestealer
plaver is trving o stop the Space Marines From finding and
destroying the tank,

FORCES
Space Marines

Squad Gabriel
1 Sergeant with storm baler and power sword.

1 Chief Librarian (level 4 with storm balter and force axe.

1 Space Marina with assaull canman (1 reload) ond power
plove — see Special Rules.

1 Space Marine with lighming claws.
L Spawe Marine wilh storm bolter aml prwer glove,
Campaign Forces

1l the Space Marines lost the last pame, they don't have the
Space Murine wilh slorm bolter and power glove.

22

Genestealers

The Geneastealer player stans with 2 Blips and gets 1 Blip per
turn a5 remforcements. Thase are taken from the expanded
Blip set bul ambush counters cennot be used. The letiered
Blips represent the [ollowing Hybrids:

Lizved 2 pevher sath belier

Level 2 psvker with chanswaord

Level 2 psvker with laspistal

Level 3 psvker with plasma pistol

Level 3 psvker with autocannon

Level 3 psvker with missile launcher

Mon-payker with lascarmon

Muon-peyker with sulocannon

Mon-payker with missle lnunchier

Mon-psyloer with conversion beauner

— - oTmmOo N D

DEPLOYMENT

Space Marines
The squiad starts in the markesd area

The Space Marines move first.

Genestenlers
The Gepestealers can come on ol any of e pmarked entey
ATEAS,

SPECIAL RULES
Buth players use peychic cands.
Thie Space Marine can seoure enlry ureas,

Finding the Cryogenic Tank

The lirst ume & Space Marne pels direct LOS mio 4 room that
might contzin the tunk {as shown on the map), the Space
Marine player rolls a dice. If the number rolled 15 a &, that
room contains the eryogenic tank, IF not, then that room 18
emply. I three of the four moms have wmed op empty, the
[ourth room sulomalicully has the tank in i, Onee the lank has
boeen loguted, the Genestealer player plices the counicer from
Deathwing in the room in any position.

Completing the Mission

Crnce the tank has been found, the Space Marine player muost
check it our and destroy 1L First a Space Marine must enter a
squire directly touching the tank and then spend a further 2
APs ar CPg to repont 0 the commander om the eomtente afl the
tark. Then the tank must be destroyed. Once the repart has
heen made, any Space Marine may desiroy the rank For
ranpesd weapong and paychic ammacks, count the tank as being
ag wuph ag a Purestrain Genestealer, For close assanhig, the
antacking Space Marine must scare a7 or more o destray ir,

For example: 8 storm bolter destroys the tonk an a roll of 6.on
either dice; & Space Marine with a thunder hammer could
destroy it an a roll af 5 or & (with the +2 honus giving resulis
of 7 or 8); a Lighming Are pevchic attack would pive zix
chunves, each needing o 3 or more o suoveed,
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Assault Cannon

The Space Marine with the assaull cannon in this mission has
already reloaded the woeapon previcusly i tee assault on the
space hulk so there 15 8 chance of madfunction rght from the
shurl af the gare.

The Space Muarine still has a reload for this mission.

YICTORY

The Space Manne player wins by making a [ull report on the
cryogenic Lk and then destroying it The Genestealer player
wins if no Space Marines reach the tank. If a Space Marine
renches the tank but fails 1o report, or reports buot the tank is

not destroyed, the pame is a draw.
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As the Space Marne commander analysed the reports from
his sguads, it became clear thal the crashaed hulk contained a
hugh propoertion of Hybrids — and many of those encountered
were psykers. A the same time, the mystenious souree of
psychic energy deep within the ship was growing ever
strongar, All the evidence pointed to the presence ol o
Genestealer Patriarch, the most powerful of Genestealer
peykers, whose presence would threaten the survival of the
apace Marmes assanlting the hulk,

It was ohvioue that, as yel, the Parriarch was still purtially
dormant from his long voyape through space. But the stinmings
of his pawer were becoming stronger. If the Space Marines
cauldn’t locale and destroy him before he regained his full
power, their mission was surely doomed, They had o sirike
hard and fast before the Patriwch awoke grd took control of
hix Breseed bt it was a dangerons race against tme — the Spae
Marinzs first had 1a lncate the dormant Patriarch

Following the puidancs of their Librarians, they closed in on
the core of cold fury that seemed 1o rn at the heart of the
ship. If they could secure several key areas, they would win
the chance o launch a fast and deadly sirike 10 destroy the
Fatriarch before they were overrum.
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OBJECTIVES

The Space Marine player is atlempling o secure all the
Gienestealer entry areas.

The Genestaalar player is trying to kill as many Space
Marines as possible 10 aop this happening.

FORCES

Space Marines

1 Captain with storm halter, pawer sword and power glove
with grenade lmumcher,

1 Chigf Librarian (level 4% wAith siomr bolter and force axe

1 Bpistorlary {level 33 with storm balter and force e,

| Space Marine with heavy Qaomer wl power glove,

| Spoce Marne wilh thunder hammer and storm shiekd.

1 Space Marine with storm haler and chain fs.

2 Space Marines with storm bolters and power gloves,
Campaign Forces

If the: Space Marines Jost the last game, twy don'L have the
Space Marine with storm bolter and chaim Gst. In addition, the
Epistolary is replaced by o Codicier (level 2 psyker).

Genestealers

The Genestealer plaver doesn't get uny slarling forees buot
recaives 2 Blips per o as reinforcements {unless directed
atherwise by the Special Hules om securing areas),

The letiered Blips represent the following Hybrids:
A Level 3 pavker with bolt pistol
B Lovel 3 payker with power sword
L& Level 3 pevher wath lasgun
D Level 4 psvhker with plasma gun
E Level 4 psvker with Balier and chainsword
F Level 4 pavker with heavy balter
L& Mon psyker with heavy plasma gun
H Mon psyker with sutocanmm
1 Mon: payvker with missile launcher
J Man-psyvker with comversion heamer

DEFLOYMENT

Space Marines
The Space Marines stast in the nurked room.

The Space Marines move first.

Genestealers

Cine Rlip per wrn must arrive at the special entey wren (see
Special Hules) hut the ather Blip can arrive al any of the other
ERITY areas.

SPECIAL RULES
Both pluyers use psycloe cunds,

—




—— _,_____Jr T T———

GEMESTEALER INVASION

R

T S
AEENONNNONE
|| -
- el
-
13 r
Ei ke
Door ‘
Genestealer Entry Area

Special Genestealer Eniry Area

L ¢ » O

Space Marine Deployment Area

Securing Areas

The 5pace Marine player i= attempling Lo secure all the
Cenestealer entry arcas as per the Deathwing rules. The
special entry arca iz a ladder commg up from a servige tunnel
runming under the moom.

IF the special entry area is secured, the Genestealer player is
reduced o 1 reinforcement Blip per turn.

YICTORY

The gume ends at the end phase of wrn 15. If all the entry
areas have been secured, the Space Marine plaver wins,

If all the Space Marines are dead and at lzazt one entry area is
still open, the Genestealer player wins.

Any other result is a draw.
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As sguads secured their areas and reported them clear, the
Patriarch’s location was narrowed down o one small part of
the hulk. The nearest Space Marines were digpatched o
destroy the Patrizrch before it hud fully recovered [Tom
hiteernation, There was no tme to assemble g full silack [orce

the Space Marines at hand would lave to sct fast and
decisivaly o remove the threar.

With the Patriurch destroyed, the remaining Genestealers
would be disonientuted md without guidance — it would be a
long, bard fght wkill them all, but in the end the outcome was
certuin, If the Pulriwreh survived, the Space Marines in the
ulk were almost certainly dovmed = those oulside would
have o stand off and destroy the holk by bombacdment, losing
any valuable infarmation abowt its origin that might have bean
recovered from the data banks ingide.

While the uther Space Mannes were ordered o break our of
their posilions o cause o diversion, a threc-pronged altack was
imunched, led by Caplain Raphacl with the support of wo
Chiaf Librarians 1o overcome the ever-strengthening pevolic
defences of the Genestealers. The success of this whole
aperation now depended upen the activns of tese lew Space
Marines fighting for thelr own and their brothers' lives.

OBJECTIVES

The Space Maring player iz trying 1o kill the Patriarch before it
awakes and the Genestealer player is Irying o wipe out the
sttackers before they reach the Patriarch’s roam.

FORCES

Space Marines
The Space Murine player splits the following force into three
wuls of three, The Chiel Librarians must be in different units.

| Capiain with storm haler, power sword and power glove
with grenade lanncher,

2 Chief Librarians (level 4) with slorm bollers, {oree axes.

| 3pace Marine with asgault cannon (1 teload) and power
glave,

1 Space Marine with heavy Mamer and power glove.

1 Space Marine with lightning claws,

I Space Murine with thunder hummer and storm shield.

1 3pace Marme with storm boller and cham fist

1 Space Marime with siorm bolter and power glove,

Campaign Forces

If the Space Marines lost the last game, they don't have the
Space Marina with thunder hammer and storm shield. Tn
addition, one of the Chief Libratians is replaced by an

Episiolary (level 3 psyker),

Genestealers

The Genestealer player starts with 3 Blips. Reinforcemenls arc
1 Blip per tem for the first two mirns and 2 Blips per um from
then on. These are 1aken from the expandad Blip deck and
ambush coumters may be used as detailed in the Special Rules.
The leuerad Hlips represent the following Hyhrids:
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Level 3 privker with aulocennon

Level 3 puivker with missile launcher

Level 3 psyker with conversion heamer

Level 4 psyker with heavy bolter

Level 4 psyker with plasma pistol md power swond
Level & psyker with heavy boiter

Level 4 psyker with heavy plasma gun

Mon-pvker with aulocannon

Mon-psyvker with missile Immncher

Mon-psyker with conversion beamer

T Tmom DO
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DEPLOYMENT
Space Marines

e unit stans in aach of the three marked deplovment sreas,

‘The Space Marines move flrst.

Gencstealer

The 3 srarting Blips are placed in the room marked Guards,
Chne reinforcement Blip must come on ot & primary enloy wres,
When 2 Blips are allowed, the second one must come on al a
secondary entry area, & Patriorch model is placed in the
marked room in either of the rear corners.

SPECIAL RULES

Psychic Cards

Rath plavers use psychic cards. For the first two lums, the
Genestealer player has a hand of 4 cards. For turns 3 10 9, the
Uenestealer plaver has 5 cards as the Patriarch begins to wake,
From wrn 10 onwards, the Geneswealer player has £ cards as
the Pammarch 1s fully awake.

Lruards
The 3 Blips in the room marked Guards must siay in that

roam. They are tha last line of defence. They may be
converted al any time and may fire or moke psvchic aitucks
aut of the room, but canmat leave the room. They are placed by
the Genestealer plaver with any facing required and in
averwarch if possible and if desirad,

Ambush Counters

I the Genestealer player uses an ambush counter and it is
revealed as a Genestealer, the Genestealer is not a Purestrain
as normal but an unanmed level 4 Hybrid psyker which has
teleparted inte the aren. Obviously, the Geneslealer player has
to choose whether to draw ambush counlers moun allempt 1o
ged a psyker or keep drawing normal Blips,

The Patriarch

The room marked P on the map contains the Pamriarch. Unil
turn 10 the Patrigrch is pardally dormant and cannat fight ar
make pyvehic allacks. Alwer that the Pamarch is fully awake,

Omee awake, the Patnarch has & APs like other I'urestrain
Gempestenlers but rolls 4 dice inclose assuull, cach with a +3
bons., Whether it's purbially dormant or fully awake, the ol
te kill the Patriarch 18 the same sy that [or 8 Purestrain
Grenesiealer.
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Crates and Rubble

The players take it in turmns {Space Marine player first) wo place
all the crate and rubble counters in the 3.wide corridor
secLions.

These cannot be placed where they would hlock moevement
totally by filling the whole width of a comidor - there must
always be a clear roule through,
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YICTORY

The game ends when either the Pamiarch has been killed or all
of the Space Marines have been killed, [f the Patriarch is
killed before it iz [ully awake (ie before tum 109, the Space
Marine player wins. [F te Space Marines fail to even enter the
Patrarch's room, the Genestealer player wins. Anything else
15 a draw,
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MNecromunda is a world of mines, factaries, refineries and
processing plants. The planet is a vast powerhouse of indusiry,
making thousands upon thousands of different ilems for usc
thraughout nearby planclary systems. Nolhing which can
contribute to the planet’s outpul has been lefl untouched,
Mountains have been reduced to rubble [or the ore Lhey
conlain. Oczans have been tumed imlo ltle more than
chemical sludge ponds. The vnee [ertile plains have
disappeared under huge urban developments of greal housing
and [uclory blocks. forming new renges of man-made
mouniams every bil as tull o the long-since Mattened natural
lend Teatures. These hoge lowering urban complexes are
kmown as city hives, or simply hives; and their individoal
peaks or wwers are called city spires or spires.

Ag peneration after gencration adds to the building and
rebuilding of the hives, new leyers of habitulion are created
aned the hives conlinue W grow upwards, These lowernng lives
dominale the wasteland wround them like clusters of
unpassibly gigantic termite hills. Beneath the hives and
calending around them under the wasteland itself lies a
huneycomb of ancient disused factories and a labyrinth
formed [rom tie sewers and service tunnels of an earlier age,

The spires and their undereiues seethe with humanity, from
the noble families who live al the wp of the spircs above the
perpelual smog layers, W the fugitives, outlaws and muotants
who scrape wmean existence for beneath the planet’s surface,
Amwng the countless billions who populate Necromunda are
those whi have heen farunate enough to break free of the
planer, at least temporanly, and work as crew on the greal
starshipz that trade between the local systems and carry
Mevrumunda’s tthe o the Impeeriom.

It may have been one of these spucelurers who first brought
the infechion to the planct, Retuming dozed as the sole
survivor on o salvaged ship or picked up from a fleating
wreck, such an individual would svon disappear inlo e vast
sca of humanity thal flls the hives. And no-one would notice
thal anything was wrung unlil his child was borm,

Even then, mutants are common enough, hunted by the lorces
of the Gavernor, Lord Helmawr, and hidden by terrificd
parenis who [car that the taint of heresy und mutaton meght
bring their own cxcculion, The man and his family sould find
refluge wmongst Uwe mutant gangs and vermin of the ondercity.
And there the infection wonld spread, unchecked and
unrecognised unrl it was weo late.

When bloody revolution broke out in the Nautilus, one of the
sl spires of the Acropolis Hive, troops from the planetary
defence force were swiftly dispatched to suppress the rebels.
Rumours that mutants and psykers were invalvesd hrought the
witch-honting Yenalors onto the scene.

Even these hardencd warriors, accustomed w [ighting the
obscene mutanls of the underciies, were not prepared for
what met them. Many of the tebels had three or [our arms wnd
srange elongated heads, their skin Unled a brusied blue-purple
colour, And alongside these mutants fought tersifying four-
wrrped beasts that tore men in two and knew no fear, The
Mecromundan forces quickly withdrew having already
suffered learsome Insses.
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Lord Helmawr asked [or azsistence [rom the Space Muorine
conlimgend thal mamiained o permuanent base on the planet.
From ther fortress monastery ligh on the side of the Palatime
Spire, a task force of Imperial Fist Terminators lasnnched their
assanlt If the Genestealer infection was 1o break oot of the
redwellions spire, it could mean the necessary extermination of
thousands, even millions of Necromuondans,

CAMPAIGN RULES

The campaign is split into twva sections, Commander Darik of
the Imperial Fisix resrranges hig moops into specialist squads
tor cach of the wsks ghead. The frst four missions invelve e
[irst wave of woops, senl in W stop the spread of the
Genestealer wvasion. 1T the infestation can be limited to just
part of the MNautilus spire and the Genestealer base found, the
spire can be saved. (iherwise the anly answer is destructzon
of the spira — passihly even the whale hivel The Space Manine
player picks four forces from one body of troops and then
plays the four missions with the units assembled,

Al the end of the four missions, the Space Marine plaver
divides the second wave inlo two forces. One 1o stop
reinfvreements, the ether W wipe oot the Stealer Pawiarch,
First Wave
Before atarting the first mission, the Space Manne player
divides the following force into 7 squads of 5 Space Mannes
esch. He can splil the foroe any way he wanls as long as epch
squad hus either a Sergeant or the Captain in command,

| Capilain with storm boller, power sword and power glove

wilh gremade louncher,

4 Sergemis wilh storm bolters and power gloves,

2 Serpeants with storm bolters and power swords,

4 Space Marines with assault cannan (1 reload each} and

power gloves.

3 Space Marines with heavy Mumers and power gloves.

3 Space Marines with lighming claws,

2 Space Marines with thunader hanmers and stonm shields.

2 Space Marines with kwrm bolters and chain fise.

7 Space Marines with storm balters and power gloves.

1 Chiel Librarian {level 4) wilh storm bolter and force axe.

3 Episwlaries {level 3) with storm bollers and [urce axes.

2 Codiciers (level 2) with storm bollers and force axes,

1 Lexicanian (level 1) with storm bolter and force ave,

The first four missions are played using the squads from this
wave, Al the end of each mission, record whether 10 was a
viclory, partial victory or defeat.

Second Wave

At the end of the fourth mission, Interrogation, the Qrst wave
of Space Marnes should have the Genestealers botted up n
one area and should have discovered the locaton of the
Genesizalers” main base. This allows the sccond wave 1o deal
with the remaining Genestealers i an atack on their base,

However, if the Space Marines failed in one or more of the
previcus missions or only had a partial victory in three ot [our,
the campaign has alrcady been lost. Genestealers have broken




out of the spire and have infected other areas of the Acroplois
Hive. You can still play the remaining missions, of course, but
the Space Marine player can't win a total overall victory.

Before starting the fifth mission, Divide & Conquer, the Space
Marine player splits the following force into four squads.
Again each squad is of five models and must contain either a
Sergeant or the Captain — other than that, it can contain any
mix of models.

1 Captain with storm bolter, power sword and power glove
with grenade launcher.

1 Sergeant with storm bolter and power glove.

2 Sergeants with storm bolters and power swords.

2 Space Marines with assault cannon (1 reload each) and
power gloves.

2 Space Marines with heavy flamers and power gloves.

2 Space Marines with lightning claws.

2 Space Marines with thunder hammers and storm shields.
2 Space Marines with storm bolters and chain fists.

2 Space Marines with storm bolters and power gloves.

2 Chief Librarians (level 4) with storm bolters and force
axes,

2 Epistolaries (level 3) with storm bolters and force axes.

CAMPAIGN VICTORY

There are five results for overall victory in the campaign.

Total Space Marine Victory

The Space Marine player wins all six missions. This means
the Space Marines have isolated the Genestealers in the
Nautlius spire and killed the Patriarch.

Partial Space Marine Victory

The Space Marine player wins at least two of First Blood, No
Way Out, Killing Ground and Divide & Conquer and gains a
partial victory in the other two, plus wins Poison! This means
that the Space Marines have allowed some Genestealers to
escape, but few enough to stand a good chance of locating and
eliminating them, especially as they've killed the Patriarch
and Magi.

Partial Genestealer Victory

The Genestealers win at least two of First Blood, No Way Out,
Killing Ground and Divide & Conquer. Enough Genestealers
have escaped to avoid the searching Space Marine and
Necromundan forces — there's a good chance they can
establish a new base elsewhere in the Acropolis.

NECROMUNDA

Total Genestealer Victory

The Genestealers win at least three of First Blood, No Way
Out, Killing Ground and Divide & Conquer, plus win Poison!
Not only have the Genestealers broken out in considerable
numbers, their Patriarch and Magi have survived — the brood
will be able to move on to a new hidden location and begin
plotting rebellion once more.

Draw
Any other result is a draw.

(Note that the outcome of Interrogation isn't covered in most
of the above victory conditions — this is because the result of
this mission directly affects the players’ chances in Divide &
Conquer and Poison!)

PLAYING AS SEPARATE MISSIONS

Although these missions are designed to be played as a
campaign, you can easily adapt them to be played
individually. The forces, deployment and special rules remain
as given in each mission briefing. The only thing you'll need
to work out is the composition of the Space Marine squads.
There are several ways to do this.

You can use the bidding system from Deathwing to decide
who's going to play which side — then the Space Marine
player simply buys the squads from the points he bid.

Or you can use the points listed for each mission in the Force
Points Table found elsewhere in this book (see the Traitor
Force List) and buy the squads using the total given.

For either of these two methods, decide how many squads you
have based on the models you choose. If you play with more
than a couple of squads you may have to adapt the deployment
rules for certain missions — agree on this with your opponent.

The third way 1o work out what Space Marines you have is to
roll on the table below. You get the number of squads given in
the mission briefing (ie 1 squad for First Blood and 2 squads
for the other five missions) — just use the table to work out
whal Space Marines are in each squad. Roll once under each
column to give you a lotal of 5 Space Marines in each squad —
note that there’s a different 4th column for the 2nd wave,

For example, you might roll 1, 3, 2 and 6. This would give you
a squad containing a Captain, a Space Marine with an assault
cannon, a Space Marine with lightning claws, a Lexicanian
(level 1 psyker) and the standard Space Marine with storm
bolter and power glove that’s included in every squad.

4th model 4th model
D6 Roll st model 2nd model 3rd model (1st wave) * (2Znd wave) *
1 Capuain with storm bolter Space Marine with assault Space Marme with Chief Librarian (4th level) with Chief Librurian (4th level) with
power sword and power glove cammon {1 reload) lightning claws storm bolter and force axe with storm bolter and force axe
with grenade launcher

2 Sergeant with storm bolter Space Marme with assault Space Marine with Epistolary (3rd level) with Chief Librarian (4th level) with
and power sword cannon (1 reload) lightning claws storm bolter and force ane with storm bolter and force axe
3 Sergeant with storm bolier Space Marine with assault Space Marine with thunder Epistolary (3rd level) with Chief Librarisn (4th level) with
and power sword cannon (no relosd) hammer and storm shield :mbnhundﬁwum with storm bolter and force axe

4 Sergeant with storm bolter Space Marine with Space Marine with thunder Codicier (2nd level) with Epistolary (3rd level) with
and power glove heavy flamer hammer and storm shield with storm bolter and force axe with storm bolter and force nxe

5 Sergeant with storm bolter Space Marine with Space Marine with storm Codicier (2nd level) with . Epistolary (3rd level) with
and power glove heavy flamer bolter and chainfist with mb@;ﬂ forceaxe  with storm boler and force axe

6 Sergeant with storm bolter Space Marine with Space Marine with storm Lexicanian (1st level) with Epistolary (3rd level) with
and power glove heavy flamer bolter and chainfist storm bolter and force axe with storm bolter and force axe

5th model: in addition to the above, each squad contains 1 Space Marine with siorm bolter and power glove o make a complete squad of 5 models.
* Roll on the 15t wave column for First Blood, No Way Out, Killing Ground, Interrogation and the 2nd wave column for Divide &Conquer and Poisan!
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 1: FIRST BLOOD

The first ohjective af the Space Marinas is o i5odace the
Wantilus spire and ensure that the Genestealers can’| escupe
aut into the mamn part of the Avropolis Hive. From e reports
of the Necromundan forces, the Space Mormes worked out
that most of the Purestrain and psychic Hybrid Genettealers
were confined to a smal area in the upper part of the Mautilus
spire, presumably defending their Parriarch

Syuads of Space Marnes in power armour, supported by
MNevumuwelon boops, were ordered o move thirough the lower
parts of the spire and eradicate the rebels there. These were
sty Human brood brothers, fanatical supporters of the
Genestealer rebellion but net themselves polluted hy the
mulating infaction

Ini the upper parts of the spire, o smaller force of Terminalor
siuads was concentrated. Their task was lo extermnace the
Purcsirain and Hybrid Genestealers wnd kil dee Paloseh —
without g Jeader, Ue revolotion would soon die oul. The first
task wes o seal off the upper levels to prevent the
Genwesealers breaking out info the Acroplais and 1o stop any
potential reinforcements,

O sequad wi detailed W Gestoy te Bifts that formed a vital
link, with: the main body of the spire.

OBJECTIVES

The Space Marie plaver is trving 1o kill all the Genestealers
goarding the lifts and destroy the Tifts, The Genestealer plaver
is rying o keep this possihle escape roule open.

[
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FORCES

ace Warines
T'I":a Space Marine player may choose any one squad from bis
first wave,

Genestenlers
The Genestealer player has 10 Blips in play at the swuan of the
gamie Tt doesn't gel any reinforcements (see Special Rules),

The Genertealer player uges the expanded Blip g21. The
letered Hlips represent the following Hybrids:

Unarmesd 4th level psvker

Ath lewel psyker with lasgun

dily level psyker with chainsword
dali level peyker with antocannon
Mon-psyker with bolter

Mon-psyker with bolt pistol
Mon-peyker with laspistol
Mon-psyvker with plasma pisiol
Mon-psyker with missle launcher
Mon-payker with ormversion heamer

— = OTmignma

DEPLOYMENT

Space Marines

e Space Morine player brings each model in at a differen
entrv aren. The entry areas are s21 by the Space Marine player
nt the start of the mission as explaimed in the Special Beles

The Space Marines move firsl.

Grenestealers
All 11 Hiips are placed on the board before the game begins
(12 belore the Space Manne player pioks lus eniry arcos ).

SPECIAL RULES
Both players wse psychic cards.

Space Marine Entry Areas

During the st lum, afler Uw Genestealer player has pluced
his Blips, cach Space Matine blasts his way into this level of
e spire withy high explosives,

Tt tukes 1 AP to blow a hole in the roof, which is then entered
the same as a pitfall. The pasinon of the entrance point 18
marked nsing a pitfall shadow eoumter.

If a Blip is in line of sight from the pitfall, ivis converted
hafore the Space Marine jumps dawn, The Space Marines do
nol have o enler the complex immediataly — if there’s a targer
i line of sight, they may fire on it instead,

The Genestealers are there to guard the lifts so they cannot
climb ew of G hwoles.

Lifts

The lills we new bowrd secbions — you' 1 fnd te Ooorplans n
the cand section at the back of this book. Once the door to o 1ift
has bean opened or destroyed, the Tt can he desroyed by a
Space Marine on the same roll a8 needed w destroy a door,
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If an area effect wespon 1s used against a Genestealer in a Tift,
alsor roll 10 see if the 1ift 15 desboyed, using the same roll as
needed wr destroy a dowr. [F the doar W oa il is destroved, the
life atill works until the Lift itself is destroyed,

If a Jinx is used against the 1ift, the 1ift stops working but does
not count as being destraved. If a Blast is used agaimst a lift
door, the lift iz auomatically dastroyed. A Vortex destruys the
lifl and is then removed from the board,

Lilt Twors

Whenever a Ll deor is openad (rather than destrayed), the
docr stuys open until the endphase af that player’s turn — it
then closes automatizally.

Genestealer Reinforcements

It either of the lifts is 51l working by the tenth Genestealar
mrn, the Genestealer player gels one reinforcement KBlip per
wm per warking 1ift,

The Wip starts in the lift and is converted immediately it’s
placed on the baard, It cannot lork uader any creumsiances.

ALift holds four Genestealers — if the Blip is for any more than
four, the extra Genestenlers are lost

Remlurcements have 2 Als less than usual in their first tum o
represenl the lime coming up in the lift. The first Genestealer
aut of the 1ift must wlso uwse 1 AP 1o open the door if it hasn't
heen destroyed — remember the door will always be closed ar
the start of the .

If any Genesiealers remain in the 1if1 at the start of o
Geneslealer wrn the Genestealer player doesn't gel a
reinforcemient Blip [or that Lift in thar . The Blip is lost and
can't be suved up for a later turm.

VICTORY

If the Space Marine plaver destroys both lifis and all the
Genestealers, the mission is a Space Marine viclory, If the lifis
arc desiroyed bul no Space Marines survive the mission, il is a
partial Space Marine vicory.

If either 1ift is left intact, the mission is a Genestealer victory.
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Fimulianesus with the first assaull 8 par of sguals were sent
along an wide scocss cormider Uiel led o the Acropoelis Hive
mroper, This comidor fonmed o key put of the radl link that was
origmully used 1o supply the Naotilus spire. It fell into disuse
loag ngo when the spire was larpely abandomed and the rails,
mechanisims and coarrianges have long since heen scavenped
and turmed o more productive uses by the spire’s clans,

As Uie Tenninotor squods advanced, the Genastealers were
breaking through [rom above in an atfempt to gain control af
the old ralbead. IF they could occupy the access nmnel and
bt o roule opedt 1o lh,n;1 Actopaiis, they cauld flee if the barttle
wenl ngainst thenm.

Chnee in the vast Acropolis Hive, hunong them would be
imposkibla

OBJECTIVES

The Space Murine player is wying w hold off the Genestealers
fior 15 wrns, The Genestealer player is trving ta kill all the
Space Marines within the same tine limit

FORCES

Space Marines
The Space Marine pluyer chooses any 2 remaining squads
from, Oue fust wove.

Tras ¥ HOAG

Genestealers
For the first 12 s, the Genestealer plaver pels one Blip per

turn far each entry area open (see Special Kules),

The Genestealer player uses the expanded Hhip ser. The
lettered Blips represent the following Hyhrids

Unarmed dth level pryker

Ath Tevel psyker wilh bolt gistel wnd chainswond
dth Tevel payker with lasgun and power sward
dih level psyker with missile laimcher

Mh level pesyker with nuloeannon

Mon-pevker with aler

Mon psyker with plasma gum

Mon-psyker with lascanmon

Mom-p

svker will conversion beamer
Maon-psvker with lasgun and power swond

e ~H s Mo I B o o (== 3

DEPLOYMENT

Space Marines _
The Spuce Marines start in the marked corridor.

The Space Marines move firsl.

Genestealers
{me Hlip enters at each of the entry areas creawed - see the

Special Hules.
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SPECIAL RULES

Roth players use pevehic cards.

Genestealer Enfry Points

At the start of the firat Genestealer wam, 2 pitlall shadow
counters are placed by the Genestealer player 1o show pilfalls
from the roof — these are the first two Genestealer cniry arcas,

Al the stazrt of the fourth Genestealer turn, a third pitfall
shadow counter is placed, then a fourth counter at the start of
the eightlh Genestealer turn.

These counters can he placed anywhere in the complex,
except in the wide cormidor seclions,

Genestealers do not need 1o Tork far one lom unless a Space
Marine is standing om a square adjacent to the shedow counler.

Securing Fntry Areas

Tlee Space Marine player can secure entry areas but the Space
Moarine model must be standing on the square containing the
pitfall shadow counter.

VICTORY
The mission ends after turn 15,

If all the Genestealers have been killed and 4 or more Space
Marinas are alive, itis a Space Marine victory.

If any Genestealers remain alive but 4 or more Space Marines
are alive, the mission is a partial Space Manne viclory.

It less than 4 Space Marines survive, the mission is a
Geneslealer viclory.
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With the carlicr recommuissanee and the teporis frivm the first
two assuull groups, it became clear that the main body of the
Genestealer forcas had been contained and 1solated. There wis
now only ame place they could break out — through a main
accest corridor that led o a vast wnay of sub corridors and
service tunnels,

If the Space Marines could push the Genestealers hack heyand
this corridor, the st part of e task would be complets and
they could concentrale vn exterminating the surviving
Gienescealers.

Two siquads were sent o move tupidly teough the Tightly-
defended arcas of the spire and stribee at te key comidor. Their
mission wis W kill the Genestealers massing at tus pont ard
seeure Uhe corgidor frem further incursions, Fazing them was &
sirung Oenzstealer foree, already in posiaon W thwarl their
attack.

OBJECTIVES

The Space Marne player is ying to eliminate 211 the

weneerealers while swpping uny Genestealers gelling past,
The Genastealer plaver 15 Uying lo get Genestealers off the far
sidz of the board or kil all the Spuce Marines. The mission
ends after 12 wms.

FORCES
Spice Marines
Usie twa of the last four remaining squads from the first wave.

Genestealers
The Genestealer player takes the expanded Blip set and

discards 12 of the Blips without [polomng at e

Five of the remaining Blips [chosen at random) are the
Gepestealer starting forca. The other Blips come on s
reinforvements at 2 Blips per mum.

These are all te Blips the Genestealer plaver gews. As zach
Blip is converted, 1t if dizcarded. Afwer 10 fwrms, the
Oenestenler player will run aut of reinforcements — don’t
chufile the Rlips and work through them again,

The lemered Blips represent e following Hybrids:
A Urnarmed 4th level puvker
B ih Jevel psyker with halt pismn]
C  dthlevel psyker with laspisial
D dthlevel psyker with plasma gun
K 4th level psyker with conversion beamer
F Mon-psyher with bolter
G Non-psyker with heavy bolter
H Non-payker with aulocanmon
1 Mon-psyker with missile lanncher

] Nan-payker with power sword

DEPLOYMENT

Space Marines
Ohne Space Marine squad starts on each of tw muked corridor

sECUOnS.
The Space Marines move firse

Genestealers

Tl Genestealer stacting force ix placed az 1 Bhp m each of
the five rooms, Reinforcements come onoat the marked enky
Areas,

SPECIAL RULES

Both players use psychic cards,

Lurking N

The Crenestealers must get past the Space Marines and into the
rest of the eomplex. Therelore, the Genestealers are charging
forwarde almost heedless ol the encmy. They only Tk il
Space Marime is within 2 squares of mn eniny wea,

Escaping Genestealers
IT a Genestesler gews oll the bowd wl one of the Space Marine
aniry arcas, il 15 salc.

It can’t later retum o e game.
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YICTORY If there are Genestealers on the Space Marine side of the

The mission ends after Genestaaler turn 12, If there are no
Genestealers left alive, the mission is a Space Marine victory,
If there are Genestealers in the main corridor but nat on the
Space Marine side of the complex (above the doued line), the
mission 15 4 parlial Space Marme viclory.

complex (above the doted line), or if there are no Space
Muarines left alive, the muission is o Genestealer viclory,

If two or mare Genestealers ger off the hoard hefore the 12
tums mre over, the Space Manne player mnmediately loses —
the game 15 a Geneslealer viclory,
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The final assault foree of the Space Marine fitsn wave was
ardered o discover where the Pariarch and the main
Gienestealer delenpes were located within the Nautilus spue.
Umee their location was found, the Space Murines' (inal strike
could begin — they didn’t want o wasie valuable tine or lives
searching twough the winding mnnels of tw spire, prey 1o
mnbush by Genestealers.

Ta pinpoint the Genestealers, the Space Marines had to
interrogate the computers that tan the [ew remaining
automatic services in this part of the spire. They wese
convinced that the Genestealers had been resident long
encugh for their location o show through dee use of access
ks, energy points and so forth, I[ they wece wrang, it
could mean sending the Space Marines oo o wild gooss chase
— O WOrsS, IniD A Lrap.

Reaching the computers was going 1o be difficult, Extracting
the inforeation while holding off the Genesteslers in this area
would be near impazsible, But it was the only way 10 fimish
the rebellion swiftly and save e rest of the Acropolis from
infection and cenaim desth,

OBJECTIVES

The Space Marine player is trymg 1o secure mlonmation from
the compulers, The Genestealer player is irying (o stop Dis by
killing the Space Marines or destraying the contre] pael.

FORCES
Epan:u Marines
]

the last bwo squads from Lhe Orsl wave.

Genestealers

The Genestealer player stanis with 2 Blips and gets 2 Blips
reinforcements per turn, When the Space Marines reach the
control panel, the reinforcements increase e 3 Elips per tam.

The tienestealer player wses the expanded Blip sen. The
letterad Blips represent the {ollowing Hybrids:
Unarmesd dth level peyker

dth level peyker with lasgun

Ath level psyker with plasiia gun

dth level peyker with missile launcher
Ath level peyker wilh wulocannon
Non-psvker with boller

G Non-psyker with luspisiol

H Non-peyker with heavy bolter

| Non peyker with heavy plasing gan

mTmg N W

) Nugi-psyleer with comversion beamer

DEPLOYMENT

Space Marines
The Space Marine forse swans in the muacked corrider section.

The Space Marines mave first.
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Genestealers
The Genesealers may enler ol any of the marked entry arcas,

SPECIAL RULES
Both players use psychic cards.
I'he Space Marine player may secure entry arcas,

Reaching the Control Panel
When the first Space Marine reaches the contral panel, 1 AP
may he spent switching on the amofire weaponry,

[t ther takes o toial of 25 APs o get all e informanon needed
from the compaiier.

Muke o note of each AT spent by a Spoce Marine i gather
information. Althaugh the APs can be spent by different
Space Marines in different wens, only one Space Marine can
gather daws in any given lum,

If thie room is affected by Warp Tune, ach AP spent counis as
half an AP

Destroying the Control Panel

As soon as the first AP 13 spent on gathering information, the
Genestealers become aware of the Space Marines™ mientions
and start trying o desmoy the conbrol panel - fram this paint,
the Genestealers’ remloreements go up w2 Hips per .

The control panel can be desroyed on the swne roilas 1o
destroy e door.

If & Jinx is cast onto the section comtaining the vontrol panel,
all provious APs spent om pathering mlvrmation are lost and
the process must begin agam onwe e Tk has been cleared -
o APs can be spent on gathering information while the room
is affected by a Jinx,

Autolire Weapons

At the beginning of the game, U Space Marine player places
the four autofire courters on the board in any cormidar secticns
{not rooms, jUnclians or lums}. These counters represent
autamatic lasguns Tixed mto the eeiling which fire on any
lifieform passing directly below Lherm,

Al the start of the mission, the aulofire weapons are nol yel
sutivated — they can be mmed on at the control pane] For 1 AP,

Omee activated, any model passing ever twe counter is fired on
by the Juser. Boll a single dice. A Geneslealer o Space Marine
is killed on a 6 - a Genestealer Hybrid is killed or a4,

If the comzol puned is destroyed, all the lazers stop lring and
the counlers are renoved

An uncenverted Blip canngt be moved over an autofire
counter — it must &op its move or convert before moving. A
Blip canmut be converted so that a madel is placed on the
counter,

Autafire weapons ure set into the ceiling and cannol be
destroyed — not oven by o Vortex,

A Tinx in the zection lwmporarily stops them working (they
still operate normally if the contral panel is Jinxed} — they
waork agmn omee the Jing is gone.

Iq




NECROMUMNIA

L]

"—'--.
N

o Yy

g
rodT
—'"'"'"'""—|. r"_ C =
HHE | |F u
| i —_[_ ............. __L :_j
® SEEES
® T ==/ Gyl
1 a H o F
RSl ‘ld e
cililileNNNcERNNNY
— Ff ||—L

[ (T ]

A 4

D Deoar .‘
r[ﬂ Control Panal |:|

Genastaalar Entry Area

Space Marine Deployment Area

VICTORY

If the Space Marine player spends 25 APs on gathering
mfurmation, the mission is a Space Marine viciory.

If at least 15 APs are spent on gathering informalion, the
mission is a partial Space Marine viclory.

If less than 15 Az are spent an gathering information before
all the Space Marines are killed or the control panel is
destroved, the mussion 15 o Geneslealer viclory.

Mauke sure you record this result sz it alfects the forces
avuilable [or Divide & Conguer and Paizon!
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The interrogation of the compulers was successtul. Combimed
with recommaissance reports wd bio scanning of the spire, the
Space Marines had discovered there were only Lwo main
concentrutions of Genestealers lefl, One was gathered to
delend their Parriarch. The other group had been sent into the
lower lavele in an aieempd o break through o the Actopolis,

Thanks 1o the earkier isolation manoenres, this secoml group
of Genestealers had [siled in their 1ask. They were now
returning 1o the Patriarch. Within the narrow confines of die
spire’s tunnels, the Space Marines knew that they couldn't
fuce such a larpe force and win, The only hope was Lo calch
the two groups separately belore they joined,

Twa fresh squads from the second wave were detailed 1o
guard the access comidors from the Tawer levels and slop the
Genestealers breaking through w regroup, Ten Imperial Fists
formed & line dat no Genestealer would vross,

OBJECTIVES

Tle Space Marine player 1s Wwying to hold off the Geneslealer
retnforcements while the Genestealer player is trying W break
through the cordon mnd get some Genestealers ol the v boed
corridor section, The game lasts for 15 mma.

STEFHEN LRIFIN
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FORCES

Space Marines
Usze twa of the squads from the scoond wave

If the Genestealers wom the fourth mission, Intermgation, the
Space Marines didn't get the vitul compuoter mfarmation they
nocded and they have ta sphit ther forces to scout more of L
spire. Each squad Inses a Space Marine - the Space Murme
player chooses which 2 models aren’t availahle w him [or dus
B I

Genestealers
The Genestealer player stusts with 2 Blips and gews 2 Blips per
tarn as reinforcements.

If the Cenestealers won Tnterrogation, or il was vnly o pertial
Space Marine victory, the Genestealer player starts with 4
lilips 1o represent the exira nme Lhe Genestealers have 1o
prepare themselves while the Space Marines search the
Muulilus spire.
The Genestealer plaver uses the expandiad Elip set.
The leuered Blips represent the folivwing Hylbrids;

A 3rd bevel pesyker with bolter

H Ird fevel peyker with lascannon

C Ird level psyker with plasma gun

b Il Jewve] psyker with missile launche

E 3pdd level peyker with comviersion beamer

F Mon psvker with baller and chainswoard

G Mon-pesvker with lasgun

H Man-peyvker with sutocannon

| Non-peyker with hewvy plasina gun

I Mon-psyker with heavy bl

DEPLOYMENT

Space Marines
The Space Marine player places lus mwdels anywhere on the
hoard an any Facimg and set on overwarch if he wanls.

Genestealers
The Genestealer forces can come on atany of the marked

enlry arcas,

The Genestealers move Mrst

k
SPECIAL RULES

linth players use psychic cardz,

Crates and Rubhble
Before the game begins, Ue Space Marine player can place ull
the crate and rubble counters anywhere on the board.

Doors
Before the game begins, the Space Manne player inay decide
o ppent [but not destray) up w b doors.
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VICTORY
The mission ends after torm 15,

If no Genestealers get off the board at thelr marked exil weas,
the mission is a Space Marine victory.

IM between | and § Genestealers get off the board, the mission
i& a partial Space Marine victory,

If foor more Genestealers get off the board, the mussion 5 a
Cenestealar viclory.
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With many af the Genestealars now cut of f from then
Patriarch, the Space Marines had only ane ohjective - the
death ol the brood*s leader. But the Pariarch and a number of
Maugi hadl scaled themselves inlo a nigh-impenatrable fortified
position at the wp of the spire = they had obyvicusly been
prepared for such an eventuality. The Space Marines knew
they would win but te losses coeld be terrible,

The answer was in the spire plans tat had been retreved rom
the eamputer banks, A heating and air duct ran the whele
height of the spire and could be acoessed from many levels,
Tewr narrenw for the Genestealers ar Space Marines W enter, 11
could sull be used o deliver a deadly poison to the
Gieneslealers” sealed fortress.

The carlier missions to trap the Genestealers hud paid off! The
apace Marines had two canisters of a desdly nerve agent that
had heen specially developed by Imperial mn::-bl-:-h:rgist.s -
was known o alfect even the hardy metabolisms of
Gunestealers. I just one canisier of this nerve agent could he
introduced into the heatng duct, it would rise up and Aood the
Genestealers' Tarlificd pesition. The Space Marines could kil
the Patriarch und his remaining forces without having to take
losses, Only the Geneslealers between tham and the air duet
stood in the way of Wil viclory,

OBJECTIVES

The Space Marine player s brying to gel at lenst one of the
canisters to the air shaft. The Genestealer pluyer is tying W
stop the Space Marines.

FORCES
Space Morines
Usze the remaiming two squads from the second wave, plus two
space Marnes ammed with storm bolters and power gloves o
carry the camsters (sea Special Rules),

Ii the Genestealers won Interrogation, the Space Marines
didn’t get the vital camputer information and they have 1o
spiil their forces ta soout more of the spire, Each squad loses |
Space Maring — the Space Marine playar chooses which 2
maodels aren’t gvailable o him for this pame.

Cienestealers

The Genestealer player starts with 2 Blips and gets 2 Blips per
turn as reinforcements.

Il e Gerweslealers won Interrogation, or i was only a partial
Spuce Murine victory, lhe Genestealer player starts with 4
Blips to represent the cxire ume the Genesiealers have o
prepare themselves while the Spuce Murines search the spire.
If hvide & Conguer was & Genestealer viclory, the
Gienastaaler player gets 3 reinforcement Blips from tum 5.

The Geneswgaler player uses the expandad Blip set and
ambugh counters {see Special Rules), The lettered Blips
represant the [ollowing Hybrids:

A ik level peyker with chamsward

B Aih level payker with power sword

C Ath level psyler with laspistol

o 4th level psyker with lasgun

1..\.1.:.;?\,'.;.1 -'h n:- .-\..',: . . A T 5.
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Ath level psvker with balo piswol
dth level psvker with balier
MNon-peyker with plasma pismal
Mon peyker with. plasme gun
Mon-psyker with suiocannon
Mon-pryker with missile launcher

- <o M -

DEPLOYMENT
Space Marines
The Space Mannes start an the marked corridor sectinns,

If Intarrogation was a Space Marme viclory, the Space
Marines move firsl

Genestealers

Thee Genesleal ey cun enler al wny of the marked entry areas.
IF Intermogation was a Genestealer victory, the Geneslealers
move firer

SPECIAL RULES

Baoth players use psychic cards, The Space Marine plaver may
Sacure talry arcus,

Ambush Blips

1f an ambush is used and tams oot (o be g Genestealer, 16
represents a Genestealer Magus (unarmed 4ih level Hybrid
psyker)! The Genesiealer player's psychic card hand goes op
L 5 cards — il returns (o 4 f the Magus 15 killed.

The Genestealer plaver can’t use any more wmbush Blips
while a Magus iz in play. The Genestealer player is limited 1o
# maaimumn ol 2 Magi for the whole pame (though not at the
swme Ume, of course),

Carrying a Canisler

The canisters of miciobivlogical agent are very heavy so the
Space Marines curryving them canmol move mare than 4
squares per lun — CPs can’l be used o move them further. A
Space Marine cunying u canisler cannot use his weapons, but
e canister can be pul down for 1| AP in arder to fire. Picking
up a canister costs 2 APs,

If & Space Marine carrying a canister is attacked in close
vombal, he can't defend himself and is amomarically killed. If
¢ Space Munne camying a canizwer is Killed, o if he pais it
down wnd moves off, anather Space Marine can pick up the
canister — this costs 2APs. A Space Marine armed with
lightming claws cannot pick up o carster. The canislers cannot
b destroyed except by a Vortex,

Murk the Space Marine carrying a canister, or the position of a
droppad canizter, with ene of the canister connfers

e i Space Murine carmying a canister reaches the air shaft, it
lakes 1 AF 1o arm the canister and 1 AP 1o drop it in the shaft,

Genestealers and Canisters

If u Spwce Marine puts down or is forced 1o drop 4 canister, a
Grenestealer may be able 1o pick il up, Purcstrain Genesizalers
igreare the canisters, but a Hybrid Genestealer may pick up a
canigter - becanse of their Genestealer parentage, Hybnds are
much sronpger than normal Humans,
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It costs 2 APs for a Hybrid to pick up a canister and 1 AF 1o YICTORY
put it down. As with S3pace Marines, a Hyhrid carrying a . _ . o
canister cannat fire, nor can a psvchic Hyhrid concentrate 1M an srmed canister is placed in the air shafl the mission is a
enough W use ils psychic powers, Space Marine victory — the poison will spread throughaoul the
Hyhrids cannot take the canisters off board, though they may uppes priof the spire end Kl the Gon-Sicalcr,
mave them as far away from the Space Marimes as they want Any other resolt is a Genestealer viclory,
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The Devlan svstem lieg tawards the south-eastern arm ol the
golany. The syslem conmine six inhabited planets, all rich in
valuable wres thal [eed huge industrial camplexes, Exports
fram Devlan are sent vul across the galaxy on greal star
Fresghters - in return, tiches pour i o swell the coffers of the
fnble magnates.

Devlan's rich commerce attracts many raiders and warbands
huping W profit from piracy and plimder, Al the edge of he
syalem Lhere are a series of space stations lo warn of wvaders,
Euch of these Sentine] space statioms is powerfully armed wnd
tegelher they form a weh of dearth surrounding and protecting
the systam.

Withaut warning, Senlinel ¥ went silent, only one garbled
[earful meszsape revealing it was under witack belore
communication wag lost. Fear gripped the system. The noble
lumilies had heard of the great darkness descending on the
galaxy — the vusl, murderous Tyramd Hive Fleer Kraken that
was overwhelming whole swur systems, theit papulations
murdered, consumed or imprisoned by the Tyranide. Was this
the first strike by the Hive Fleet aguinst the Devlan sysiem,
harhinger of worse to come?

The noble familias gathered in the Great Forum vn Devian T
Among them, a5 an Imperial representative, was Caplain
Jacobus of the Space Walves, commander of the Space
Muring conungent statiomed in the system,

Ihere wiss greal uproar verging on panic as voices were raiced
in fear and anper. Many spoke of the certain death that
awaited them if this was a Tyranid atteck. Others counselled
valm; they should investigare before leaping to conclusions —
perhops il was only Eldar pirates or maranding Orks pussing
Uurrugh the syslem,

Eventually a decision was reached: Captain Jacohus would
lead an assmill on Sentinel V — if tas was a [orerunner of the
Tyranid fleet, the Administratum must know as soon as
passihle. At the same time, the nobles would prepare 1o flea
the sysiem, taking their wealth aboard the huge star freighters
ready to head wowards the safety of the galactic core. The
danpers af & deep space jonrney paled inlo Insignificance
wiicn scl against the threat of the Hive Fleet,

Captain Jacobus had only e small conungent: six squads of
Space Waolves Terminators would be bosrding the Sentinel ¥
space siation o assess (he siloabion and caplure or climinate
the inv adars.

Tlee upproach 1o the station wax franght with tension — if the
uvalers were able 1o control the Sentinel’s defence shstems,
the Space Marne craft could be destraved before it resched its
turgel. As Uw crafl approached the docking bay, there was no
sign ol Tosponse: no weapans swivalled oward the Spuce
Murines, no iclliale power surges showed defence lasers bing
readied fur firing. Either the invaders were unable w control
the wespon syslems, or they wanted 1o allow the Spuce
Marines to dock.

The first I'erminator squads were sent in on shuttles 1o
cslablish a bridgehead — now they'd leam what enemy they
faved,
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CAMPAIGN RULES

Unlike the other campaigns in the book, this is a complerly
linkexd series of games with the resulls of cach mission directly
affecting the next. In one mission, for caamyple, cven the
models’ starting positions are carried over from the previous
mmszion. The missions are not writlen to be played separately
althvugh we've inchuded some notes at the end on how you
iy o this 1l you want,

The Space Marine force comprises just 6 syuads for the entire
campaign.

Slguad Amadeuns

I Sergeunt with storm balter and power sword,

1 Codicier (level 2) with storm bolter and force axe,

1 Space Marine with assaull cannon (3 reloads) and power
glove.

1 Space Marine with storm bolter snd chain fist

1 Spuce Marine with siorm bolter and power glave,

Squad Nadrian

1 Sergeant with storm bolter and power ghove,

1 Episwolary (level 3) with storm boller and power axe

| Space Marine with heavy flamer (1 reboad ) and power glove,
1 Space Marine with Tightning claws.

I Space Marine with slorm bolter and power glove

Squad Jacobus

Cuplein Jecobus with storm bolter, power sword and power
glove with grenade launcher

1 Chael Librarian (level 4) with storm bolter and Torce axe,

1 Spaze Marine with heavy floner {1 reloed) md power phove,
1 Space Muarine with assault cannon (3 reloads) and power
plove,

1 Spuce Murine with storm belter and power glove

Squad Fabius

1 Serpeant with stonm boller wnd power glove.

| Codicier (level 2) with storm balier and farce axe,

| Space Marine with assault cannon (3 relonds) and power
Elove,

1 Space Marine with lightning claws.

1 Space Marine with thunder hammer and storm shigld,
Squad Erasmus

| Sergeant with storm boler and power plove.

1 Episwolary (level 3 with storm bolter and foree axe,

1 Space Marine with heavy [amer (1 reload) and power glove,
L Space Marine with storm bolter and chain fist.

| Space Marine with storm belter and power glove,

Squad Sebastien
| Serpeant with storm holter and power sword,

1 Chief Librarian {level 4) with storm bolier and force axe.

I Spuce Muwine with assault cannon (3 reloads) and power
glove,

1 Spuce Murine with thunder hammer and starm shield

1 Space Marine with stvrm bolrter and power glove,
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SENTINEL V

LEVEL 2

SENTINEL V - FULL CAMPAIGN MAP
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SETTING UP THE WHOLE CAMPAIGN

If you and your friends have got enough Space Hulk board
sections between you, you can try setting up the whole
campaign as a single huge game. We won’t give proper rules
for this but here’s a few ideas.

Try playing with each Space Marine squad commanded by a
different player. Stagger their entry, so you start with a couple

of squads at the docking bay and then bring the others on one
at a time as the game progresses.

Begin with Genestealers entering on Level Two, adding the
Level Three entry areas when the Space Marines reach the lift.
The only entry areas the Space Marines can secure are the
three pitfalls on Level Two. You could limit the Genestealer
to a maximum number of Blips for the whole games and let
the player decide when they come on (maximum 2 per turn).
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SENTINEL Y

Towu syusds entered the Sentinel's docking by, siteated on
Lewvel Two of the space station. Their orders were 1o clear the
way for the mest af the force and ret up a bridpehead. Once
they had gained a foothold, Capliin Jecobus himsell would
bring m the tird sgead. I this mission was nol o success, te
whole operation wig doomed,

Ay e lareding shutlles wppmoachwd the docking bay there was
ni sign of resistmee, The Lghts were all dinuned, ronning on
emergency power only, casting a blood red glow over the
ared. Warning beacons pulsed at the edges of the bays and
shadows of the tom machinery leapt and shuddered in their
intermittent light. Long seared lines of laser fire scarred the
deck but there was no sign of boddies, either of the invaders or
the Sentinel s crew,

The 1wa squads disembarked and moved inmo position. As
they approached the eniry corridors (o the station, ther
seanners starled to vome to life: wlltale biips showed the
eneny whesd, Sergewnl Aunadeus reporied 1o Caplain Jacobus
— it was safe to bring in the second landing shuttle but there
were enemy forces just beyond the docking bav. The Space
Marines readied their weapons and advanced,

HEWMN WLEER
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OBJECTIVES

The Space Muarine player must completely clen the area of
Genestealers. The Genestealer player must try in stap tha
Space Marines.

FORCES

Space Marines

The Space Marne plaver starls with Sguad Amadeus and
Squad Hadrian and receives Squad Jacobus as reinforcements
on turm 3.

Genestealers
The Genestzaler player starts with 10 Blips in plav, From
tures & 1o O he gets 1 Blip per turn as reinforcaements,

The Genestealer player uses the expanded Blip sel. The
lzttered Blips represant the following Hybrids:

=

Unarmed dth level psyker

dih level peyker with Inspistal

4y level peyhker with chainsword
dih level peyker wath bolte:

dih level peyker with autocannon
Mun-psvker wilh lusgun
Mon-psvker wilh plasmu pastol
Maon-psyker with nussile laancher
Mon-psyker with conversion beamer
Mon - peyker with heavy bolier

=mrammQgam

DEPLOYMENT
Space Marines

Syueds Amadeus and Huodrian starl on the marked antry
corridors with one squed on cach conidor

Om wirn 5, Sguad Jacobus may enler b cither of Gwe marked
enibry comidons,

The Spuce Murines move Mrst

Genestealers

The starting force is placed as 2 Blips in sach of the five
roams. The reinforcements mav come on at any af the markesd
SNy poinlk,

SPECIAL RULES
Haoth players use psychic cards. The Space Mannes cannot
actually play any cards unil the Chiel Librarien armves inthe
fiflth wrn.

Crates
Refore the game, the Genessaler player may place all tha

crate counters in the 3-square wide carridor that forms the
Cargo Bay, Crates can’t be placed inoa sguare neal 0 8 door
wnad they coan't be set up o block the corridor completely,
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ENDING THE MISSION

The missiem ends: when all the Genestealers are dead,

The Space Marine plaver then records all the surviving Space
Marines from each sgquad. Survivors of Squad lacohus are
used in Strike Foree — survivors of Squads Amadeus and
Hudrisn reappear in The Patriarch.

I[ less than five Space Marines survive, it 1s unlikely that e
campaign will be concluded successfully by the Spuace
Marines. If no Space Marines survive, the campaign has
already been lost,

In cither case, the Space Marine player should start this
mission again - or swap sides and see if your oppunent can do
any better!
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RIKE FORCE

The docking bay was clewred an s ferocicus firefight as the
three squads pushed their way {urlther inlo the Sentinel space
siation. Mow the Space Marines knew wlhotl enemy they were
up agunsl: Genesiealers including a strang force of Hybrid
psykers. The information was relayed back hy Captain
Jacabus 1o his command vessel for tranemission 1o the
Admmistratum. It was as the men of Devlan feared — these
Crenestealers were alimost certainly he forernners of the
Tyranid Hive Fleet

“This added urgency to the winihilabon of the Genestealers. Mo
pevehic signals had been picked up by the Astropaths in the
[evlan syslem — il was probable no message had heen sent 1o
the Hive Fleet from the caplured space station, The ever

advancing Tyranid Fleet would stll be & tcmble threat hue
pethaps the Space Marines could buy the system's popeladon
S nwre Lrme,

Led by Cuplain Jacobus and the survivars of his squsds, two
fresh squeds advanced further imta the space station, Ther wm
was 1o clear Level Two of the Genestealers breaking in from
the chservation plullorm on Level One, and ta ser up an
advance force on Level Three, Tt was from Leval Theee thot
the srangest psychic aclivily was emanating and here Captain
lacabns expected (o find the main body of the Genestealer
force,

The squads advanced wurily = they knew the Genastealers
were abave them ond fearcd & breakthrough w the rear. Their
scarners showed the enemy moving all srourd them: i frant,
prave and belaw, Onee Talse move, one bad decinon, mmd the
wlale Space Manne force could he sorrounded wd destroyed,

e

FIRLIL LR

ORJECTIVES

The Space Marine plaver must secure all thres enlry nreas and
then gel wll remaining models down in the Lift 10 Level Three,

The Genesteader player must my 1o stop the Space Marines,

FORCES

Space Marines
The Space Marine player starts with the survivors of Squad
lazobue and all of Squed Fabius,

Souad Erasmus wvives ns remfloreements ac the stant of mm 4,

Genestealers
The Genestealer player gets no starting forees and gets 2 Blips
PEr Lurm 45 reinforcements

Az the Space Marines secure tw pillalls, the Genestealars
reinforcements are rediced - see Special Rules,

The Genestealer player uses the expanded Blip ser. Tha
letterad Blips represent the following Hybrids:

A, Limarmied dih leve] psyker

Ath level psyker with boll pisto]

Ath level psvker with power eward
Ath level psyker with lusgun

4ih level psvker with missila lannc e
Mon-peyker with boller

Mon-psvker wath plasma gun

T m g M e

I O

Mon-psvker with autecannon

I Non-psvker with conversion beamer

—_

Mon-peyker with fascauwn

| DEPLOYMENT

Space Marines
Une squad starts on esch of de marked emiry cormidars.

AL the start of turn 4, Squad Erasinus comes on at the marked
ENMTY ared.

The Space Marines mave first,

Genestealers

Cm lzvel 2, the Genestealers enter through the mualls marked
8% ¢niry areas — see Special Hules

Ui level 3, the Genestealers come om at the marked entry ares,

SPECIAL RULES

Roth players use psychic cards. [F the Chief Libradan survived
m Aquad Jacobus, the Space Murine player can play psyehic
cards from tha start of the gume, olherwise he has o wait for
the arrival of Squad Brasmus's Epistwlury in wrmn 4,
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Fitfalls

tin Level Twe, the Genestealers are entering through pitfalls
from Level Ome. Mark the position of these eniry areas with
pitfall shadows, While the Genestealers are receiving 2 Bhps
per turn, the 2 Blips must enter through different holes,

When two of the pitfulls have been secured, the UGenesiealer
remfurcements go down 1o 1 Blip per turn through the
remaining pitfall.

Genestealers are never forced o lurk when entering through
the pitfalls, even il & Spuce Mwine is standing within six

Bquares,
I'ha Space Merines cannot go up through the pitfalls.

Securing the Pitfalls
A Space Marine model must be stunding adjacent 1w a pitfall
aipiare o gecure the pitfall,

Once all three pitfalls have been secured, the reinforcements
on Level T'wa stop. There are no Genestealer reinforcements
on their neal lam. On e following tum (ie the secomd men
after the last pitfall was secured), the Genestealer plaver
receives 1 Blip reinforcement on Level Three.

For the rest of the mission, the Genesicaler plaver gets | Blip
every other tum on Level Three,

Lifts

Roth rides want (o keep Lhe 1l working. so neither side is
allowed to attack a Lifi, its occupants or the Nift door. In
addition, neither side will use wen effect weapons or area
effect prychic atacks an the il or on te section next o it
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At the starl of each Space Marine i, the Space Marme
player can stute which floor the 1ift is on. The hil can be on s
different Noor esch tum or can he kept on the same floor for
severnd tums.

If the it dour lws been opened, it aniomatically closes durimg
the erelphese of men. A mosdel cammat end {8 wm on the door
squuze (il it does, 'e crushed o death as the door cluses!),

The Genestealers never enter or move e hifls,

Space Marines in the Lift
The i holds up o4 Spuce Maries, When the Lilt moves, the

Space Marines are simply ploced on the 1ift rection af the
other level m dwe swne position with the same facing and soll
on pverwaicl if it had already been ser

ENDING THE MISSTON

The mission ends when the lust surviving Space Marine
reaches Level Three. The Space Marine player ends that m
and the game swops, The Level Two map can then be broken
up Lo eapand Level Three. Counter-Anack fellows on
unmediately fram the end of Sirike Farce,

OFf course, if you dar’t wanl ta go sraighl on w tie nexl
missian, yoo can make a nele of the current position and
tacing of all the surviving Spuce Murines, Genestealers, Blips
and any area effeews so dil vou starl again larer,

if all the Space Marines die during this mission, the campaign
has heen lost! Either replay this mission or try again from the
start by replaying Docking Bay.

W-:‘-_‘.-? "5&: 7 1‘:.-;-,: J:._-_I:'a

After a hard fght, the Space Marines gained aovess o Level
Three. The breakthroughs from Level One had been sealed
and the Genestealors 1efl in the observation platforms isolated
fram the main lorce. Caplam Jacobus was sure he could
maintain the defences on the second level and mop up any
survivars on Level Cme when the station had been recaplured.

Ahead of him, however, was still the main Genestealer force
and il wes now counler-aftecking in strength, There was also
un ever-incteasing level of psychic acriviy, The Space
Murines knew they had i move fast if they were o succced m
their missiom, hut at the same time 10 wag vital w hold the
groumd they'd already taken,

Captain Jacohus decided 1o commat the last [resh squad Lo e
hattle. They had to hreak through and overwhelm the enemy’s
counter-aiack while the Genestealers were still in some
dizarray fram the rapid Space Marine sdvance. Hesitation now
wold he fatal.

Withwul wailing to regroup, the Space Marines continued their
advanee Urough the buttle-scarred comidors of Level Threa. [t
was obvious thal the stalion's crew had mounted their main
delenee here — blood stained the walls and abandened
weapons luy broken in comers, crushed hy powerlul
Genestealer claws. Doors were tipped out and insoruments
smashed.
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Amnid this debris, the Space Marines pressed on, te skitlering
sonmd af Genestzaler claws cchuimg down the unnels as the
coumer-anack was laumched.

OBJECTIVES

The Spuce Marine player must hold aff the Genestealer
counier-allack, The Genestealer player is rying to kill as
muuy Space Marines as possible.

FORCES

:?'E?“ Marines

: Space Marine player starts with all the surviving Space
Marines from Sirike Force — ie the survivors of Squads
Jacobus, Fahins and Erasmus. Squad Schastoen enlers play n
two provpe on tums 3 and 5.

Geneslealers

The Genestenler plaver starts with all the Blips and
Genestealers lefl i play af the end of Sirika Force. He gow 2
Blips pur lumn us remdorcements for toms 1 1o 10

The Genestealer player nses the expanded Blip set and
anbush counters.




SENTINEL ¥V

O

| L1
] I | .
| ] 7|
milim I im: =i
o 'H i If ™
b A L.
or= : =
! | N
300 0 I W e (3 [ [ [ ]
; ||
m’ mnj |
b A
A
2 <«
L'I_!I_I_
Door ‘ Genestealer Entry Areas

Possible location for door
(depending on resull ol Sirike Farca)

Lift

[

Space Marine Deployment Area
{lor non-campalgn games only}

53




SENMTINEL ¥

I'he letrered Blips represent the following Hyhrids:

Linarmed 4th level psvker

d4ih level psvker with laspislol

Ath level psvker with bolier

4th level psyker with plasma pistol

Ath level psvker wilh conversion beamer
Mon-psyker with laspon

Mon-pryvker with halt pisol and power sword
Non peyker with autacannon

Mon-psyker with nussile launcher
Mom-psvker with heavy plasma gun

CTmeoam
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DEPLOYMENT

Space Marines

e survivors fromn Strike Furee emain in their posidons from
the end of the mission — 1if you aren't continuing the game
directly from Strike Force, refer w vouwr notes [or their staring
Positons,
Three mendels from Squad Sebastien stat i e G0 on um 3
The ather twa madels start in the 1ift two toms after the first
group leave the i {ie normally mrm 53 hote thar the Tt door
closes during cach endphase as kefore so the Space Marines in
the lifi must spend 1 A" o apen the door before laaving,

Grenestealers

The slarting Blips and models remain in their positions from
L end of Suike Foree, The reinforcements may cnler at any
of the marked entry arcus,

The counter-attack had bega repulsed. The Genestealers had
pulled back. waiting for the final assaull. The Space Murine
Librasians had detected a powerlul psychic foree = they now
knew for cortain they faced o Genestealer Patiinrch,

Captain Jocobus goathered all lus Spuce Marines wogether. He
couldn’t afford 1o leave anyone 1o guwd the ppper level =
they'd jusL have 1a 1ake their chances and hope they weren
caught from behind by Genestealers lurking an Level One
Thiz was the linal challange - a final push o annihilate the
surviving Genesicalers and their Patriarch.

Az they advanced, their scanners were aslaze with signs of the
enerny ahead, The psychic power and sheer magnetism of the
gncient und powerful Patriarch was almost tanpible. The
Spave Marine Libranans could see the immense psychic
[orces held in readiness az sparks and sireams of pure calour,
leaping [rom Lhe walls and runming through the space station’s
corriddors. Their own power reached foarwand, fisis of energy
ready to crush the enemy.

There was a briel, tense moment of calm as each side gauged
the messure of 15 opponents. Then the thurder of belter fire
filled the corridors und searing blasts of lightning ripped
thronigh doors and bodies. The end had begun,
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The Genestealers move first.

SPECTAL RULES

Heth players wse peychic cards, 17 the Space Marine player has
no BurYiving peykers at the start af the game, he cannot play
any psychic cards unul the Chief Librarian from Sguad
Schasuen cnuers play.,

Doors
Some of the doors shown on the map may have been opened
or destroyed during Strike Force. They shoubd be in the same
pesition {or rtemoved if destroyed) as at the end of Suike
Frorce.

Ambush Counters

If an ambush counter 15 revealed o be g Genestealer, 11 15 un
unarmed Magus (4th level psyker), At the start of the next
i, the Genestealar plaver’s psychic card hand increases o 5
cards. If the Magus is killed, the Genestaaler plaver’s hand is
reduced 1 4 psychic cards at the start of the next wm. Thera
can anly be one Magus in play at once — if anather ane is
revealed, it is replaced by 8 normal unarmed 4th level psyvker.

ENDING THE MISSTON

The mission ends with the death of all the Genestealers,
Kecord which Space Marines survive as they are nsed in The
I"amriarch.

If all the Space Marines were killed in this mission, tha
campaign is losi)

i i
=
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OBJECTIVES

The Space Marine player must totally wipe oul all e
remaining Genestealess, particularly allempling o kill tie
Gienaslealer Patriarch.

The Genestealer player must defeat the Space Maorines wd
gaves the Patriarch.

I'ORCES

Space Marines

The Space Manne player uses all the surviving Space Marines
= i those rom Counter-Atiack, plas the survivars of Squads
Amadeus and Hadrian from Docking Bay.

Lienestealers

The Genestaaler player has a o1al force of 24 Blips, plus
amhush Rlips and a Painarch, The ambuosh Blips and Patriacch
are coversd 1n the Specal Rules,

There are no Genegtealer reinforcements — all of the

CGienestealer forces start the pame in play.

The Genesiealers player uses the expanded Bhip sen
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The letsered llips represent the [ollowing Hybrids:
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Unarmed dth level psyker

dth level peyker with lasgun

dih level peyker with bolt pistol und chainsword
dth level peyker with plasma gun

4l level psyker with heavy bolter

Mon-psvker with laspistol and power sward
Non-psvker with lascannon

Mon-psyker with missile launcher

Mon-psyker with conversion beamer
Mon-psyker with mnocannan

DEPLOYMENT
Space Marines

The survivors [rem Counter-Attack (ie the survivors of

Squads Jacobus, Fabius, Erasmus and Sehastien) start on eniry
area A. Survivors from Squad Amadens start on eniry area Bl
Survivars from Syued Hadrian start on entry area C.

The Space Marines move first.

Genestealers
The Patriarch starts m the marked room on any facing the

Geneslesler ployer wants.

The Blips and amhush Blips can be placed anywhere on the
board except within line of sight of a Space Marine.
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SPECIAL RULES

Bolh players use psychic cards. The Genestealer player srars
with a hand of 6 psychic cards because of the presence of the
Patriarch. If the Space Marine player has no surviving
Librarianz ha can't use his psvchic cards,

‘I'he Patriarch

The Patriarch is o 4th level psyker. It has 6 APs like other
Purestruin Gepestealers bul rolls 4 dice in close assault, each
withra +3 bonuvs, Treat it as o Puresirain for 211 mofls w kil

II the Patriarch 15 kalled, wll Genestealer psykers except Magi
are reduced o 2l level due w the pyehic shock - this means
peychic cards now cost them 3 APs, or 2 APs if playing a
trump card. Magi wre mere powerful and resilient - they
remam a5 dth level psyhers even if their Patriarch is killad,

The Genesteater player”s hand is reduced to 4 psychic cards at
the: start of next furn {or § cands if there i= a Mapus in play).

Ambush Blips

When a Genesrealer i= revealed by an ambush Blip, il 15
mmarmed Magus (dth level psvker).

ENDING THE CAMPAIGN

This [inal mission, und terelfone the whole campaign, ends
when cither all the Genestealers or wll dwe Space Marines are
dead. There are four possible conc lusions:

Space Maorine Yictory

If all the Genastzalers are killed, the Space Mannc player has
won Lhe campaign, The Space Mannes have prevented Uhe
Genestealers invading Devlan and sending any message of
conguest W the Tyranid Hive Fleet Kraken. They've bought
sama time for the peapla of Devian before darkness descends.

Total Genestealer Victory
If all the Space Marines are dead and the Patnarch is sull

alive, the Genestealer playver has won the campaign. The
Uienestealers retam their bridgehead on the edge of the Devlan
system and can begin to infiloate and mpregnote the
popiilace, With the Patriarch still alive, they'll have the
psvchic power 10 send & signal w the Hive Flest when thair
infection has spread and the time i right for invazion.

Partlial Genestealer Yiclory

If all the Space Marines and the Genpestealer Patriarch are dead
bur ar least one Genestealar pevker remains alive, the
Genastealer playar wins a partial victory., The Genestealer
spearhead into the Devlan sysiem has been subsiantially
winkened, but there's sull a greal dunge,
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Drow
IT all the Space Marines are dead and the Patriarch and all the

Genestealer peyvkers have heen killed, the campaign s a draw.
liven if zame Puresirain Genesiealers survive, they offer litde
threal o the Devian sysiem as they can't pilot the shuttles
back 1o any of the planes 1o begin thewr mfecton, O course, il
ather Homans are seni o Sentinel ¥ o mvestigate, .

RUNNING SEPARATE
MISSIONS

IF yau want 1o use any of the missions from Uns campaign as o
srand-alone game, consult the following guidelines, Unless
atherwise noted, forces and deployment remain the sume as
given in the standard mission briclings

DOCKING BAY

Genestealer Forces
Increase the Genestealer reinforcements 102 Blips per im.

Victory
The Space Marine plaver wins if there are more than 5 Space
Marines g1l alive at the end of the gpame. The Genestealer
player wins if all the Space Marmes are killed, Anything clse
18 a draw,

STRIKE FORCE

Space Marine Forces
Lga the whole of Squad Jaccbus plus all of Sguad Fabius,

Victory

The Space Manne player wins by having maore Qan & Space
Musines an Level Three at the end of the mission, The
Genestealer plaver wins if less than 3 Space Marines are alive
at the end af the mission. Anything elze in a draw,

COUNTER-ATTACK

Space Marine Forces and Deployment

The Space Marine player siars with Squad Erasmus instead of
the survivors of Sirike Force, The squad stans on the marked
entry aren. Squad Sehastien enters on rarns 3 and 5 as usnal.

Genestealer Forces
The Genestealer player siares with 3 Rhips.

Yictory

The Space Marine plaver wins il 5 or more Space Munnes
survive the mussion, The Genestealer player wins if there are 2
ar less Spoce Marines alive at the and of the game. Anything
else s a draw

THE PATRIARCH

Space Marine Forces and Deploymeni

The Space Marine player starts wilh Sguad Sebastion onentry
area A and Squad Hadrian plus an extra Codicler (level 2
pevker) sphit equally becween entry arcas B and C,

Yictory

The Space Marine plaver wans if all the Genesteslers are
kalled, The Genestealer playver wins if the Patrinzch survives
and all the Space Marines are killed. Anyvthing else is a draw.,




TRAITOR SPACE
" MARINES




These rulez allow you to play gumes of Space Huolk with
Space Marines on both sides. On one side are Space Marines
loyal ta the Emperor, on the other the Traitor Marines wha
turnzd to Chaos under the leadership of Warmaster Horos
during the Imperium’s darkest hour: the Horus Heresy,

Ar the end of the Heresy, the Trailer Legions were banishesd 1o
the Eye of Terror, an arca of the galaxy saturated with warp
enerpy. The worlds at the core of the Eye of Terror are ruled
over by Dacmon Prnces and Greater Daemons on behalf af
the Chaos Powers und are called the Daemon Worlds.

Many of the Space Marines of the Legions that lumed from
the Emperor ta Horus have survived the len thonsand years
since the Heresy, mulated lemibly by their long contact with
Chaos.

Same, like Treenich's Thonsand Sons and the Plague Marines
of Murgle's Death Guard, have scilled on planets, The
Thousand Sons established themselves on o world now known
ax the Manet of the Sorcerers, under the rle of their Primarch
Magnus the Red, where many of them study magic and
become mighly Wizard-Champions of Tzeentch. The Death
Guard rule 8 Plugue Planet under their Primarch Mortarion.
From here the Plague Flests carry follawers of Murgle 1o
inhubited planets where their destroctive raids are invariably
followed by an outhraak of a no less desouctive contagion.

Some of the Truitor chapters never sentled on a planet,
windering from one battle 1o the next. The Space Marines of
the former Word Bearers, Night Lards and Alpha Legion
travel through the warp in this way and are scattcred
thronghout the Eye of Terror and beyond. The warp tides
carry their spacecraft from one world to anothwr, sumetimes
hringing them mgether in one place, more ollen dividing and
scattering them. They awe no specific allegimee w any Chaos
Power and may sometimes [ind themselves ighting old allies
or even each nther.

Many of the Traitor Marines join up wilh warbands led by
Chaos Renegades. Raiding bands of Chuos Rencgudes are one
af the most serious threals (o the Ionperium, The random and
seemingly purposcless noture of their destroctive raids makes
it very hard o defend against such ruthless warriors.

This section contains rules on playing with Space Marines in
‘T'arminator armour or power annour on both sides, There’s
alea a Traiwor Space Marine foree list o use wilh the bidding
system and notes on sdupling the Mission Generator scenarios
from Deathwing Lo wse Trailor Space Marines instead of
Genestealers. Flus 8 new mission and a new set af Mission
Generalor scenatios specifically for Traitor Space Marines
(hat can either be un separalely or as a campaign.

THE TIMER

Both Imperinl and Traitor players have time limits on their
turns. The time limits in gameas that feature Space Marines on
both sides are longer than in traditional Space Hulk games
because Human opponents are slightly slower than
Genestealers, giving commanders extra sceonds of reaclion
lime,

A player's time limil is based on how many models he has
reraining on the board at the end of his enemy's turm, and
how many Captaing and Serpeants are leading them. Use Uw
tahle below to calculate the ume limit, The 30 second penalty
for a squad that has lost is Sergeant applics regardless of how
many Space Marmes are lell in thet squad — it obviously
doesn’l apply ko sguads Ut dido’t have a Sergeant in the firso
place (eg those led by a Capiain),

SPACE MARINE VS SPACE MARINE TIMER TABLE

Space Marines in Play Time Allowed
5 or less i 200

6-10 ' 100
1145 B o 400

16 or more 5.00

Each Captain present 0300
Each Scrgeunt killed (LD

The minimum bme wllowed is 1.30 regardless of the number
of Space Marines wd Sergeants,

Interrupting Play

The enerny player can interrupl 4 player's turn whenever he
wante 1o fire from overwatch, spend command points, dispote
line af sight and so {orth. This 15 explained in greater detail in
the: sections helow. The important Lthing 1s Ul when a player’s
turn is interrupted, he has the opdon of Immedialely taking the
clock from his opponent and stopping the tmer. The moment
the interruption iz aver, he restarts the clock and quickly hands
it back.

Stopwalch

Ta play games with Space Marines on both sides, we've found
it best to use a stopwalch of some sort, You need 1o be able 1
sel @ varisble Ume linul and stop and restart the clock during
play. Mast digital luners can do this, at can many clocks and
wrislwalches,




COMBAT

Overwatch

The rales for averwatch remaim virually imchangad, although
both sides can nonw place their models inn this firmg mode.
Remember, 2 model can only take an overwatch shaot
immediately after the target model has mken an action in the
firing model’s line of sight and fire arc.

Strictly epeaking, you should stop the clock whenever an
enamy model fires from overwatch. However, if the plavers
are willing to co-pperate and take their dice rolls gquickly,
there's no need W do s,

Mowlels can never fire from overwaich in their own ., IF,
during yvour turn, yon spend CPs for a shot from a Space
Marine you've already placed in overwatch, the overwatch is
Innst and the marker should be removed.

An important clarification to the Space Hulk overwatch rules
is that overwaich does not aciually 1ake effect until tha
baginming of the enemy player’s mrmn.

For example, the Imperial player places one of his models into
ceerwakcll. The Traitor player then uses some of his CPs to
mavve one af his Space Marines into the Imperial model’s line
of sight and fire arc, The Imperial model doas not ger an
overwalch shat ar the Traitor becausa it's sl his . He has
the aption of spending his own CI's to fire at the enemy
mawdel, but if he does 2o he ioses his overwatch.

Move and Fire

Somea weapons are allowed maove and fire actions, as indicated
on the Weapon Summary Table, Move and fire actions allow a
Space Marine 11 move from behind a corner and fire at an
enemy in overwarch before the enemy pets in fire hack. IF the
enemy model s killed by the mave and fire shot, it doesn 't get
o shoot = 11"s dead belore it can make an overwaich response.

COMMAND POINTS

Buoth pluyers we given 1-6 commmad poinls, und te presence
ol 8 Caplain adds +2 1o the score, ws useel, This will, of
course, reguire an cxbrs sel of command chits, IT vou Jdon't
have pether set, you can achieve tie same effect by rolling o
dice, An up-ended cup or cardboard sereen can be used to
comeeal the commmand point score fom te other player.

All the Tules lor using command poinis against Genestealers
in Space Hulk apply to baltles between Imperial and Trailor
Space Manincs as well, The only dillerence s that a player
who intermipls his opponent s torn 1o spend CPs must stop the
clock the moment he does =0,

This mcans that & player dithering aboul how Lo spend his
command pints will essentially be giving his opponent more
e o plan his scloms for Ue rest of Qe lum, Quick decisions
a this sitoation are vilal if you are o maintain the pressure
upor your opponent, With both sides being aned, you®ll find
thal commend points are ofwen most uselul being spent on
blecking line of sight or moving wul of the way of enemy fire.

SPACE MARINE ENTRY AREAS

Spuace Murine enlry areas are similar to Genestealer entry
wens — places wheee Spoace Marines can move info play,

Spuce Marines using & purticular eniry area should be lined up
ol the bourd next o thal entry ares, in the arder they are going
o move mto play, The Space Manne pliyer can break up and
rearrange his squads in whichever way he sees fit,

TRAITOR 5PACE MARIMES

Moving onto the board costs 1| AP, Space Marines don't have
1o mave inta play il they don’t want o, They can Turk off-
hoard for as Iong as they wish, just hke Genestealers. Space
Marines, however, are never forced w hark.

Enemy models aren’t allowed to stand on a square next o an
entry area. When off-board Space Marines move into play,
they are allowed & move and fire action.

TURN SEQUENCE
The game proceeds in alternate wme, just like in a standard
Space Hulk game. Mow, however, the two rume are identical.
Flip a coin to sec which player begins the game. The lumn
SCOUSTICE i5:

1 Command Phase
See Space Hulk,

2 Space Marine Action Phase
As in Space Hulk. Cmee you've fnished with your move
or ime has num oul, start the endphase.

From: this point on, you are giving your apponent time to
plan his move, so try o complete the next two phases as
quickly as yvon can.

3 Endphase

Remove any enemy section effect markers. These will
have been placed in the enemy’e last turn.

4 Timing Phase
Cruickly calculate the time mit for your opponent’s tum.
Set and start the timer,

S0




TRAITOR SPACE MARINES
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The Traitor Terminator Force List allows you (o play almost
all of the previously published Space Hulk Terminalor vs
Genestealer missions as Imperial vs Trailor games instead.
The exception to this is the salo mission, Cloud Runner’s Last
Stand.

PLAYING PUBLISHED MISSIONS

Hefore determining who controls the Imperial Space Marines
and who conirols the Traitors, decide which mission will be
pluyed, Then flip a coin. The player wha wins the wss chooses
which side he plays.

The Imperial player uses the force listed for the mission. The
Traitor player purchases a foree of equal points value ta the
Imperial player's. The new force is used instead of the
Cenestealer foree listed in the mission, not in addition to i

The strength of the listed Imperial force is determined hy
calculating how may points it would cost to design the force.
For example, the standard squad Fom te Suicide Mission in
Space Hulk is eomposed of 3 Space Marines with storm bolter
ared power glove (1 paint each), 1 Space Marine with heavy
Mamer (5 points) and 1 Sergeant with storm bolter and power
glove (2 paints), for a tatal of 10 points, For convenience,
we've summarised the points values for all the published
missians in the Force Points Table,

£
:
3
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FORCE POINTS TABLE

Mission Points Valoe
From Space Hulk
Suicide Migsion 10
Exterminale N 10
Rescue HEE | e
Cleanse and Hurn 20
Ducfend 20
From Th:athwmg
Alarm Call I b
The Ship's Log 2
Scck and Reirigve i L3
Regroup 27
CAT Hunt G A
The Unknaown Life Form 18
From This Bonk
Pirfall i 1y
Delaying Action 1R
Denzark's Hammer e 1B
Contract Revoked * 5B
The Last Stand
Hresk-ln " E 0
The Generator . 16

- The Chapel G e
The Last S1and 13
Genestealer Invasion
Ambugh! i 8
Regroup 50
Harirer and Anvil &7
Scarch and Diestroy 9
Ho S Securs o e s
The Final Conflict ' 8
MNecromunda *»

 Missions 14~ 7 squads o atotal of: 224

First Blood ' 32
Mo Way Out - |
Killing Ground &4

 Interogation R 64
Missions 5-6 - 4 squads 0 a mm -:}I' - 150
Divide & Conguer ; s
Paizon] 75
Sentinel ¥

- DockingBay =T
Stike Force 112
Cl.‘.ml‘.llltﬁtl‘.!ck i 75
The Matriarch 93

" TRAITOR FORCE LIST |

* Cogtract Revoked ie, of ecorse, alremdy demgoed a5 an I perial
wu Truitor mission but we've included its poiote value in case yo:
wan’ 1 iry plaving i with different oo

#+ The individual mission Figures are an aveiage of the total
amaunt o be spresd between the missions — if yeu®se playing this
ir 3 campaign, lgaore the individual l'l.p_.mn and calculate your
aquad list tn the intal value lided a3 indicated in e rraducton




PLAYING DEATHWING MISSION
GENERATOR SCENARIOS

Theze rulex cutling how 1o use the Deathwing Mission
Lienerator W desigm your own Imperial vs Traitor games, Roll
om the Scenario Table to determine which scenarie from
Dicathwing you'll play.

SCENARIO TABLE
1 M ission
; )
Extahlishing a Perimater
- Perimeter Defence
Breakoul
Search and Destray
Roll Again

ST N TN

Flip a coin 1o decide who will play which &ide. Then 1oll on
the: Foree Table. Each player designs a force from his own
furee Hist costing the number of points rolled.

FORCE TABLE
Traitor
Do Total Points HelnTorcements
y 4H o] Ji i
&y s i e
hE i a0 3

IT playing Uy campaign, cach player should design a complete
force costing up Lo 125 points and then play through the
scenarios one sl g ime, skipping Raid and Breakout

TRAITOR SPACE MARINES

Deployment

Imperial Space Marines are deploved nomally. Trailors enter
play at any of the Genestealer entry areas in the same way a3
Genestealers — except they come on the board as models
rather than Blipe

The number of Traitor models that enter each mm is shown on
the Force Table under Traitor Reinforcements,

If the special rules for a scenario specify a different rate of
reinforcement, follow the special miles.

Special Rules
All special rules apply with the fallowing exceptions:

Spave Manines can lurk off-board, just like Genesiealers, but
are never forced o do so,

The Traiter player can only use an ambush counler if he has
not yer deployed all his Space Marines, When doing so, he
must place ane of his models to one side. [t cannotl be
deplayed unnl after the counter has been converted.

When the ambush result counter is drawn, if it is a
Genestealer, the reserved model is deployed instead. IF not,
the model is now free 1o be deployed as usual at an entry area
in a subsequent mrm.

Ohjectives and Victory Conditions

In any mission in which the Imperial player is trying
destroy a number of Genestealers, he gains victory by wiping
out the Traitor force.

(therwise, objective and victory conditions apply as stated n
the mission briafings.
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TRAITOR SPACE MARINES

USING THE TRAITOR FORCE LIST

1. Roll on the Traitor Legion Tabie wo determine which
Traitor Space Manne chapler the Traitor foroe 15 part of.
This will determine the number of Space Mannes m cach

squadl.
TRAITOR LEGION TABLE

Number

D1d Traltor Legion Chaos Power in Squad
1 Alpha Legion none . 5
2 Bluck Legiom TR 5
i Death Ciaard Nurgle 7
4 Emperor's Children Slaancsh i
5 Iron Warriors nione 5
] Might Lords Khorne ]
HET {hm.ls and Sons Tzeenlch )
hi Woordhearers K horne 3
9 Warld Ealers Ehorme ]
10 Baoll again - -

i that 1]y e almeady got one or mane squads of Trater Space
Marines painted For a specific chapler, fesl fres w ennply choume
thar chaper tanber than woll an the ekl

2. Select vour Space Marines from those listed. Equip each
Space Marine with any weapon upgrades or reloads from
the Options section of the appropriate box. Rules for the
new WEeapons [AUlacannon, conversion beamer, missile
launcher and grenades) are piven elsewhere in this hook
- their ralls to kill/destroy are given en the Weapons

Summuary Table.

Ly

Group your Space Marines inlo squads consisting of &
number of models corresponding Lo their Legion's
associated number, 8 given on the Truilor Legion Table,
For caample, il a players' foree is part of o Khomne
Legion, the Trator player must group his Space Marines
inlo squads of &, placing the remainder into a single
srquad of their own. IF he had 14 Space Marines, for
instance, he would form a squad of B and a squad of 6.

The following restrictions apply 1o designing your
soteads;

a) one Sergeant ot Caplain must he included in each
sguad,

b} a force may only have one Captain

<) e squad may only have one Librarian.

d) a sgued cannol contain more than half the Space

Marines with assault cannon or heavy flamers in the
force (unless there's only one, of courss).

Checlk that the total value of the points you've spenl
doesn’t excead the maximum allowed. If 1t does,
reddesign your force unnl you can afford 1o pay for 1L

The Timer

In [mperial vs Traitor games, use the Space Marine vs Space
Marine Timer Tahle to determine how muich ome each player
has to complete his move, Meither player can pay points 1o
increase the length of his tum as he could if he were battling
Genestealers in a traditional Space Hulk game.,

SPACE MARINE V5 SPACE MARINE TIMER TABLE

Space Marines in Play Time Allowed
Sorkms G
610 3,00
11-15 4.00

16 or more 5.00
Euch Captaii'present +H330
Fach Sergeant killed 030

The minimum tme allowed is 1.3 ragardless of the number
af Space Marines and Sergeants.

TRAITORS VS GENESTEALERS

It's straightforward to fight Traiter Space Mannes vs
CGenestealer using the standard Space Hulk missions. Simply
replace the Imperial foree with an equivalent Traitor foree -
consull the Force Points Table for the value of the force.
When fighting Genestealers, add +4 points to the olal you've
Zot to spend as you've got o hay the time you get for each
fimrm.

You can spend wp to 4 points an the timer, The amount of time
you receive depends on how many points vou spend and how
many Caplains or Sergeants vou've got in your force,

SPACE MARINE VS GENESTEALER TIMER TABLE

Mumber of
Captains and Paints Spent
Sergeants 0 1 2 3 4
g 030 100 130 200 230
2 10 130 200 230 3.00
g TEERho R 300D
4 200 230 A0 330 400

Ag usual, the time allowed for the wm is reduced by 30
seconds for each Sergeant ar Captain that is killed during the
game, ko a minimum of 30 sceonds.




TEATTOR SPACE MARINES

TRAITOR CAPTAIN - 5 POINTS

1 TRAITOR CARTAIN WITH STORM BOLTER, POWER
SWORD, AND POWER GLOVE WITH GREMADE LALUNCHER

TRAITOR LIBRARIAN - 14 POINTS

1 THAITOR LIBEARIAM (MASTESY LEVEL 1) WITH STCRM
BOLTER ANC FORCE AXC

OPTIONS COST

INCREASE LIBRARIAN'S LEVEL OF PSYCHIC
MASTEHY [MAX 41H LEVEL) 5 PER LEVFL

{MB il using the Gaatteing rules for Liararians rathwer than the full
Genastealar paychc rules, a Traitor Librarans costs 4 poirts at
130 level of paychic mastery, =3 points per level up o a madmur
of 4th lewel]

TRAITOR SPACE MARINE — 1 POINT

1 TRAITCR SPACE MARING WITH STORM BOLTCER AND
POWER GLOVE

OPTIONS COosT

REFLACE STORMROLTER WITH:
ALUTOCAMNON
ASSALULT CANNOHN [1 RELOAD)
CONVEREZION BEAMER
HEAVY FLAMEH
MISSILE LALNCHER

REFLACE POWER GLVE WITH CHAIN FIST 1

Bl B B B

REFLACE ENTIRE ARMAKMENT WITH:

LIGHTHING CLAWS FREE

THUNDER HAMKMER AKND STCRM SHIELD FREE
1 HEANY FLAMER RELOAD 2
1R 2 ASSAULT CANNON RELOADS 1 EACH
ECLIF TERMINATOR WITH GREMADE HARNESS

AND UNMLIMITED BLIND GREMADES 1
SERGEANTS

HEFLALCE SPALE MARINE WITH SERGFANT
ARMED WITH STORM BOLTER AND

FOWER GLOVE 1
ECHIIP SERGEANT WITH POWFR SWORD 1
EQLIP SFRGFANT WITH GRENADE HARMESS

ANC UNMLIMITED BLIND GREMADES |




TRAITOM SMPACE MARINES

Since the aftermath of the Horus Heresy, the vanguished
forces of Chaos known as the Trailor Legions have managed
to survive the wrath of the Emperor by taking refoge deep
wilhin the Eye of Terror. Upon occasion, these formidable
fies of the Imperium leave the ralative safety of the Lve,
muking deep stabs into Imperial territory, foraging for the
means o satisfy Geir irst for conguest and revenge.

The Adeprus Astartes is aware af the threat the Trailor
Lepions pose and several Imperial ships diligenily patol the
reaches of space surrounding the refluge of these most deadly
of enemies. Nothing inspires more righteous anger in the
Ioperial Space Marines than tha Traitors who omg agn sided
with Homs,

Aller am initial ship-to-ship fight, if the enemy craft is s1ill
intact, the viciors often send their Terminators to board it
This involves a fair amount of risk, however, a8 the invaders
are usually met by their opposite nombers and the atlackers
may saon become the defenders,

STARTING PLAY

The fallawing scenarins are designed 1o be used with the
Deathwing Mission Generator to simulate the situalion
described above. To play any one af them, follow Lhe step-by-
step procedure described below. 1M you want to play all the
SCENanos a3 & campaign, also see e rules in the following
sevtion ol Uie ook,

1. Flip a vein. The winmer chooses which side he controls,

The Toser chooses whether he's the attacker or defender

2. Generate the hoard layant and set up the board as
outlined in Deathwing.

3. Koll on the Scenario Table o determine which scenario
o play. (I you've already played some of the scenarios,
feel free w restricl your choice Lo new ones. )

4. Each player designs o force costing 20 points.

5. Each player chooses up o twao entry areas — similar 1o

+ (Feneslealer entry areas — via which his models can enter
play. The defender chooses first.

6. Play the game using the guidelines for special rules,
objectives and viclory conditions given in the Traitor
Terminaior Foree List section

THE SCENARIOS

I each of the scenarios Tisted helow, the doors are equipped
with security locks and can only be opemed by the defenders.
The attackers can attack and destrov the doors as usual.

SCENARIO TABLE

D6 M izsion
i [ : Boarding Action
Desmoy the Engines

Take the Bridge
Capture the Arsenal

Self-Desoruction

Abandon Ship

Sy

BOARDING ACTION

After the defender’s ship has been sufficientdy damaged, the
attacker lainches boanding wrpedos inte the crippled vesszel.
In order o successlully eradicate his opponent’s forces and
capmire their crafi, the anacking player must first establish an
indisputable foothald upon the enemy ship.

It is during the boarding action, however, thatl the atlacker s
mosl vulnerable. If his advance [orce 15 destroyed, the
delender may be able W launch a counler -offensive.

Although it would often by more prudent o simply blast a
defeated cnemy ship lo aloms, the potential rewards of
capluring an opponent’s craft are wsually worth the
considerable ricks — there may be weapons thal can be
salvaged or ancient technology o be Tecoverad,

Objective

The attacker must secure the defender’s entry arceas, thus
estaklishang a foothold on the enemy ship, I twe deflending
Space Marines are wiped put Lo a mar, the game is over - the
attacker is easily ahle to secure the delender’s eniry arcas once
he 1t nnoppased.

Special Rules
Both players can secure entry areas. The defender can use
amhush counters.

Victory

The attacker wins by sccurimg the defender’s entry areas. The
delender wins by destroving the attacker’s forces before they
acomplish their lask.,

DESTROY THE ENGINES

After hoarding, the Terminator foree's nexl ebieclive 15 W
make sure the enemy ship can't get away. To thiz end, the
atackers often artempt to disable the ship’s engines so that il
carmat hope o proceed under ils own power. Aller the crall
has heen cleansed of the enemy presence, it will be wwed
kack to the altacker's loress,

Objective ) .

The altacker musi disable the ship's engines. The casiest way
is to destroy vme of the vital control panels — represanted by
the crvogenic ks on geotile 100

Special Rules

Both players can secure enlry areas. The defender can nse
ambush counters.

The defender musr set up gectile 1001 it has not already been
placed.

The ship's engine contrel panel can be dastroyed beyond
repair in the same way as a daor, IT this happens, flip the
cryogenic tanks conmter over. A desiroyed contral panel does
not become rubble. It still hiocks movement and LOS.

Viclory

The attacker must destray the thip's engine contrel panel to
win. The defender wins hy eradicating the atlackers before
they achieve their ohjective.




TAKE THE BRIDGE

The bridge is the spacecralt’s brain, the centre from which the
deferwder co-ordinaies his ship®s defence. Attacking squnads are
aften dispaiched o capmre or disable it, thus hampering the
deflender's elforls w motvate s forces ellecuvely,

Cthjective

The aitocker 15 trving lo take the bridge and establish control
cvar the command cenire - represented by the cryogenic tanks
om geotile 10,

Special Rules
Both players can secure entry areas, The dafender can use
ambush conmiters,

Thee defender must sl up goolile 1010 i has not been placed.

If he wamts, the defender may deploy up 1o 7 Space Marines in
the empy sguares on geatile 1{L The remamder of his forces
come onio the bosrd normally,

Yictory
The stlacker must destroy the deflender’s (orces and cccupy
geotile 10, The defender wins by eradicating the attackers.

CAPTURE THE ARSENAL

Anather method of hamsminging an enemy force & 1o desroy
or capture their arsenal. If an attacker does this, the defender is
limited to the ammunition his Space Marines are carrying.
Soon assault cannon and heavy famer reloads become spent
and the defence crombles ander the relentless onslanght.

ObjecLive
The attacker is anemmpting 1o capnre the arsenal — represented
by geotile 7. To do this he must kill all of his opponents.

Special Rules
Both playvers can secure entry areas, The defender con use
ambush counters.

The defender must set up gentile 7 if it has not been placed.

If ha wams, the defender can deploy any of his Space Marines
in the empty squares on gentile 7. The remainder of his forces
came ont the board normally.

Any larget elfect shot that does mot hit a Space Marine in
geotile 7 or any sector effact shot besides a blind grenade fired
in or mmto geotdle 7 sets off the ammo on a roll of 2 or more,
The resuling caplosion automatically destroys evervihing on
geolle 7. Withan 12 squares of the geohile, doors are removed
autoimatically and Terminators are killed on a 3 or more — all
madels within 12 squares have to be ralled for.

Victory

The attacker gains a camplete victory hy eradicating the
defender’s forces. He gains a partial victory if the arzenal iz
destroved bul his force is defeated. The defender wing if all of
the attackers dic withoul the arsenal bemg destroved.

SELF-DESTRUCTION

When things look hopeless for the defenders, they have one
option left: to activate the ship's self-destuct mechanism.
Though they will likely be killed in the resultant blast, their
foes will die with them.

Ohbjective
‘The defender is rying to activate the self-destroct mechanism
om geotile 10 and cscape with the ship's log.

TRAITOR SPACE MARINES

Special Rules.
Both players can sevure enlry arcas. The delender can use
ambush counbers.

The defender must sl up geetile 1016 11 has not been placed.

The cryogenic tanks counter on geotile 10 is not used m this
mission. Instead, place the ship's log counter on the centre
tquare of the dead-end room. All nales for the lag from The
Ship's Log in Deathwing apply.

The self-destruct mechanism iz located within the lectern
upon which the ship's log rests. The book must first be
removed before the device can be acuvated. This is so that, if
the ship 15 W be desiroyed, the log can easily be rescoed. It
cosls 2 APz Lo remove the ship's log and a further 4 APz to
aclivale the sell-destruct mechanism,

After the device 15 riggered, the countdown to self-
destruclion dees ol become irreversible (or 10 tumns,. Up
until that point, the device may be shut off al u cost of 4 APs,

Yiclory

The defender wing if he manages n irreversibly sat off the
ship's self-desrruct mechanizms. The attacker wing if he
manages W prevent this rom happening cither by killing all
the: defenders before the nwechanism is selor by wming it off
wiltir 10 turns of il being sel.

ABANDON SHIP

Immediately the sell-desirucl mechanism is iriggered, the
auacker's ship disengages wsell from the defender's ship in an
eflort e pul enough space between them belore the eaplosion
wocurs, More than likely. i will do this, Any Space Marines
Left o bwoard the doomed ship, however, we on their own

Al each of the two entry areas farthest away from the self-
destruct mechanism are a bank af lifehoats. Any Space Marine
who manages 1o exit the board at either of these two points
wilhin 20 turns will be able o board u boal and jeltisen i from
the ship in lme o survive te caplosion,

Any Space Manne sl on board alter 20 wrns dies in the
ship's Niery blasy

Objective

Baoth players are iryimg o gel more Space Marines off the ship
than their opponent.

Special Rules

Bath players can secure enrry areas. The defender can use
ambush counicrs,

The delender must sct up geotle 10 1f il has not already been
placed, The exit wreas lo the lleboats wre the twe cntry areas
farthest away from the armow on geotile 10, If two or more
entry areas are equally distant from the arrow, randomly
determine which ones 1o use.

The attacker’s entry areag are the two nearast the armow on
geodile 1L If two or more entry areas are squally far away, the
defender chonses which areas the corridors will be attached o,

If he wants, the defender can deploy up to 12 models in the
empty spaces on gaotile 10, Any other of his forces may only
be brought onto tie board via the two entry areas closest o te
arrow on the geotile the attacker has not already chosen as his
owi. If two eligible entry areas are equally close to he arrow,
the attacker decides which ones can be used by the defender,

Victory

After 20 worns, add up the pomts value of the Space Marines
wha escaped for each side. The player who managed w pet the
grealest points lotal of Space Marmes off the board wins.

%!




TRAITOR SPACE MARINES

This campaign links gether all of the preceding scenarios W
simwlate a complerte boarding action from the inilial mvasion
of the defender’s ship w the final resolution.

THE FORCES

Each player designs a master force Toster costing up w 150
points in 1otal. A player’s roster represents the forces al his
disposal for the campaign.

Before u scenario, each player selects a number of his squads
Ly take parl in the mission, The value of the fielded force
cannot exceed AN poins. A squad may not be sclected il any
af ite members took part in the last scenario played, The
exception o this rule is Abandon Ship (sce below),

After each scenario, each player updates his master force
toster, noting any casualties his forces have suffered. Unless
atherwize, stated, ammunition i automatically replenished at
the end af each gcenaria (if you're using the Deathwing
Librarian rules, psi points are also ausomatically repleni shoed).

Belween scenarios, the player is allowed to hreak up and
reallocale has sguads as he likes. Mo Traiwr squad can have
mre Space Marines in it than its Power's aseociated number
(ie & for Khorne, f for Slaanesh, 7 For Nurple and 9 for
Tzeentch), Similarly, no Imperial squad can have more than 5
Space Marines in it. A squad can never bz composed of more
than half heavy weapons (ic aulocannon, sssaull cannon,
eomversion beamers, heavy [lamers mnd mussike laumchers ).

Breaking the Enemy Force

Because a squad can’t take part in bwo missions in 8 row, il's
possible 10 defeat the enemy without killing all his Space
Marines.

A force is broken if the player has no models allowed 1o play
cither bevause they've all been killed or becauss they all ook
part in the last scenario. Onee ane ar ather side is broken, the

cmpaign ends.

THE SCENARIOS

The campaign always begins with Boarding Action as
described below, Alter one player has successfully boarded
the other’s ship, the atacker decides which scemario is o be
played next throughout the campaign (excepions o this arc
outlined below). He must choose [rom Destroy the Engines,
Take the Hridge, Capture the Arsenal or Search and Destroy
(fram Deathwing).

If at any ume the engines, bridge or arsensl are all sither
desiraved or under the control of the attacker, the attacker may
only choose o play Search and Destroy until either ome sida of
the other is broken, thus ending the game.

Heplaying Missions

If the atlacker wins Destroy the Engines, Take the Bridge or
Cuplure the Arsenal without the target being desrroyed, the
diefernder can later replay any of these missions in an attempo
1 regain control.

At any paint hetween games, the defender can averride te
antacker’s choice of the nexl scenario and choose w replay wy
elipible scenarin (ie one the defender lost m which the Larget
remains nndestroyed).

He can also choose al any Gme to play Self Destruction
inslead of the attacker’s selacted =cenario. If Seli-Destructon
is successfilly completed by the defender, play moves directly
Abandon Ship, after which the campaipn is over.

If the artacker loses Destroy the Engines, Tuke the Bridge or
Capture the Arsenal, he can also choose replay il provided the
target wasn't destroved. If the larget is destroved, the scenario
cannot be replayed.

Board Layout for Replays

Any time a scenario is replayed, the same board layout is used.
Scenarios do not have to be replayed immediately - other
games can he played in the interim. However, 1l s up 1o the
Inser af the mission to record the board layout belore it's
hroken up so that it can be reconstructed later if he wishes w
atternpt the scenario again. This is casily done by mapping the
placement and oricntation of the geotiles originally used m
gemerale the board,

If the defender chooses to replay a scenaria, each side deploys
where the other normally would. This is because the attacker
is now in contro] of the area and the defender is the one ying
to capture il. {herwise the scenaria is played as wrillen,

IF the anacker chonses to replay a scenario, deployment is e
same as neual — the atacker iz ztll rving W caplure the Lo gel.

SPECIAL RULES

The following sdditional rules apply o each scenario when
played as part of the campaign.

Boarding Action

This scenario muost be playved until the attacker manages w
win, Between repeated pames of this scenario, any secorad
eiry wreas become unsecured by the defender’s forces,




The allscker can choose W replay te scenuio with the same
baurd lavout or can choose to laonch his assanlt om a different
of the enemy ship. I[f he decides to attack a different area,
design a new board using the geatiles as usnal, If the anacker
loses more than once, he can chonse any of the previous
layouts (provided he has recorded them ) or design a new
layout for each game.,

After the attacker successfully completes the scenario he may
thienn chioose the nexl scenario as described above,

Destroy the Engines
The attncker does not have to destroy the engines. Preferahly
he'll keep control of them ontil the end af the campaipgn.

Take the Bridge

If the coommand centre (reprezented by Lthe cryogenic Lanks
coumier) 18 destroved or caplurcd by Lhe alwcker, the Jefender
gets a -1 CP penalty lor the remainder of the campaign.
However, il the centre remains intact, the delender may
remove Lhe penally by relaking the bridge, The command
centre can be atlacked and deslroyed in the same way as a
doar. A destroyed command centre should be Hipped over — it
siil]l blocks movement s line of sight.

Capture the Arsenal

Again, the anacker will preferably be able 1o gain and relain
gontrol of the arsenal until the end of the campaign. However,
if the arsenal is destroved or controlled by the stlacker, the
defender’s amme 15 not replenished between scenarios. This
menns that wegpuoms with o Bmited amount of ammeo, soch as
syl conmwon and heavy flamers, will eventually min o,

Self-Destruction and Abandon Ship
Flay these scenarios consecutively, laying ot the hoard as
demeribed in Abandon Ship. If the self-destruct mechanism

TRAITORE SPACE MARIMES
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hasa't been turned off 10 wrns after it's triggered (ie the
coumidiown has become irreaversible) proceed m Ahandon Ship
leaving the board layout intact and the models in place. Also
keep track of which model has the ship's Ing.

Al this point, both players bring the rest of their forces onto
the board in an effort to get them off the ship ns quickly as
pessible. Each player queues the remainder of his Space
Marines op hehind his entry areas/corridors in the order in
which they enter play. Note that points are awarded for
escaping with the ship's log.

WINNING THE CAMPAIGN

The: vampugn 15 over i either player's force is broken or the
ship 15 destroyed.

Ader the campaign 18 ended, tolal up cach plaver's score [rom
the tahle below and determine who won. The player with the
highest grand total is the victor,

CAMPAIN SCORE TANLE
Accomplishments Polnts Awarded

Far each scenarin wor AN L)
Ending the game in contral of an
undarmaped:
S bridge i 13
ENZINe TOMM 1
*argenal 10
Mreakimg the opponent’s force 14}
Escaping wilh the ship’s log ]
Each surviving Space Marine equal 1o his

inital poins cost
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TRAITOR SPACE MARINES

Comtruet Revoked 15 sel in g lop-seerel Inguisiton Librariam
situated in a small self-sufficient space statiom hidden well
within an asternid belt circling a remote unpopulated star, [is
ancient library comtaing same of the Inquisition’s mast
valuable and dangerons volomes on the workimgs of Chanos,
The information they contain iz so powerful that anly one
copy of cach volume exists.

Orver the millennia, the hand-written volumes have been
ragularly replacesd by new copies meticulously drawn by the
Librarium’s scribes. Decades ago one such scribe, Brother
lacgues, turned 1oward the seductive power of Chaos ond
hegan Lo sudy the ancient works for ther own sake. He was
spon discovered by his superiors but managed o avoid
cuplure by hastly makang a pact with a Dacmon of Nurgle, the
Great Unclean Cne, Maggoigurgle Pukeslime,

Tnscques pledged the Daemon his sonl in exchange for crcape
and subsequent power. A written copy of the contract itsell
was hidden away m the Labranum, encoded decp within one
ol the thousands of books, Jecgues® plan worked. Cnee away,
he [ed into the Eye of Terror and the cager arms of his
overlond, jmining the ranks of the Death Guard Trastor Legion
of Murgle,

The game begins with Jacques' retumn oo the Librarium where
his full [rom honour began. Pukeslime, by way of a sinisler
teke, has given the ex-senbe an opporlunily o win back the
right to lis soul. Al Tee hos o do is recover te ook within
which tha original contract lies, destroy the Librarium's other
volomes and escape the outpost alive. To aid Jacques in lus
misgiom, the Greal Unclean One has provided him with o
equads of Traitor Terminators,

With such 8 powerlul lvoree al his disposal, Jacques is
experling o encounter litllle or po resistance, After all, the few
sged scribes thal were residing there when he left could
provide no match for [ifteen Death Guard Terminalors. But
unknown to the Traitor, the Inguisition had consulted e
Imperial Tarot and predicted that he would refurm.

A special honour guard composed of tw best Terminators
from each of four different Spuce Muarine chapters has been
posted at the station. Pokeslime, of course, knew tis when he
challenged the ex-saribe 10 free himself from his obligation.

Brother Jaeyues didn't discover the Impenal Space Mannes'
preserwe unbil be and his Terminators arrived al the Libranum.
He now faces o desperate battde ugainst seme of the (inest
winriors of the nperiwm, And il be fails, he lorleis all,

OBJECTIVES

The terms of Jecques” deal with Pubieslione wre very specific,
To revoke lus contract, he must find the conlract, bumn the
library ared Uien escape. To bocale the book containing the
contract, lacques himsalf must search the Librarium. Once
he's foumd the baok, the Librarnum’™s other volomes must be
thoranghly hurned. (f coures, this means nothing o him
unless he manages o gel away.

The Imperial forces are Irying to stop Brother Jacques by
killing him and saving the Librarium,

AR

IMPERIAL FORCES

The: honour guard consists of 4 squads of Tenninulors, each
squad chosen from one of the four greatest and most
renowned Space Marine chapters: the Rload Anpels, the
Ultramarines, the DarkAngels and the Space Walves,

Cnly Sguad Amael 15 in play ot the starl of the game. The
rernnining squads enter play as outlined below in Deploynwnt

Squad Amael of the Blood Angels

1 Sergeant with storm bolicr and power glove,

4 Space Marines with storm bolers and power gloves.
Squad Bemedict of the Ultramarioes

1 Sergeant with storm bolter and power glove

1 Space Marines with assault cannon and power glove,
3 Space Marines with storm balters and power gloves,
Squad Hezekiah of the Dark Angel’s Deathwing
1 Sergeant with storm boller and power glove.

1 Space Marincs with lighming claws.

1 Space Muarine with thunder hammer and storm shield.
2 Space Marines with storm bolters and power gloves.
Squad Dante of the Space Wolves

1 Caplam with storm bolter, power sword, and power glove
wilh grenade Loancher.

1 Space Marine with assaull cannon and power glove,
| Space Marine with heavy flamer and power glove.
2 Space Marines with storm bolters and power gloves.

ATl the Imparial Space Marines except the Captain are
equipped with prenade harnesses firdng blind grenades,

TRAITOR FORCES
The entire Trastor [oree begins the game in play.
The Traitor force comprises 15 Death Guard Terminators

including Brother Jacques.

Brother Jacques
1 Space Munne with storm bolier und power glove

Squad Pestilato
1 Captain with starm boelter, power sword, and pawer plove
with grenede launcher.

1 Space Marmes with agsault cannon and power glonves.
1 Space Marme with heavy flamer and power glove.

1 Space Marines with storm balters and power gloves.
Squad Bubonicus

| Scrgeant with storm boller and power glove,

1 Space Marine with aszault cannon and power plove.

1 Space Marine with heavy flamer and power glove,

4 Space Murines with storm bolters and power gloves.

All the Traitor Space Marines are equipped will grenods
hamesses firing blind grenades.
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THAITOR SPACE MARINES

DEPLOYMENT

imperial

Squsd Amuel is deployed anywhere in the Concourse with
wv fucing the Imperial player wishes, These models may star
[e gume on overwatch arne prints cost i the player wishes,

The three temaining Imperial squads arrive later 10 the game
via the Imperial entry areus — see the Special Rules,

Traitar

The Traiwr player sets up all his forces an the Tour muked
Traitor entry corridars. He can break up his sguads and
arpange them in any order ha waniz.

SPECIAL RULES

TImperial Reinforcements

There are a total of & Tmperial encry areas arranged in closters
on three sides of the map, numbercd 1, 2 and 3. The Imperial
player assigns ane sguad to each cluster before the game
sturts. The models from that squad can enter via cither of the
enitry areas in that clustar bat can't enter via mmy wtler clusters.

Befare the heginning of the game. determine when the
Imperial reinforcements arrive, The Traitor player rolls a dice
for each of the three squads wnd refers 1o the tahle helow:

Squad Enters Flay

5_5:_:|?_r_l an Imperial Turn

L
34

54

Tt

Jacques® Escape

To win, Jacgues must escape the Librarium alive having
recoverad the contract and burmt the other books, Juoques can
escape by leaving the hoard via any une of the four corridors
through which his forces entered play.

The game ends immediaely Jacques leaves the board as the
fate of the other Trailor Space Marines is immaterial 1o
Pukeslime's challenpel

Finding the Contract

To search far the volume conuning the encoded contract
Jacques must be m a syuare neat to any of the walls in the
Librarium, although he need not be facing the wall. Searching
costs 4 APs. Jacques may search the ronm as many dmes cach
mrn a5 he likes provided the Traitor player has enaugh AFs or
CPs to pay for each atiempt.

Each time Jacgues searches the room, the Traitor player rolls o
dice. The score required to Find the book is a 6 or more. On
each attempt after the Frst, the player adds +1 (o his dice roll
this means that the sixth artempt will sulomatically be a
success even if the Trailor player rollsa 1

Onicaz Jacaques has found the book, T stoffs i1 into a durable
freproof bag slung around his shoulder. This action casts kim
no APs and carrying the bag — with or withow the boak — has
no effect upen his movemnent, shooting or chase assault. The
bag cannat be drapped, dameged or taken from Jacques in oy

The Lihirarium

Any heavy flamer shoating intw, vut of or thraugh the
Librarium section automatcally ignites a fire, The same thing
happens if & plasma grenede from a Captain’s grenade
tauncher is fred mto the room,

Should this happen, place a spare flamer marker im Lhe roam.
This fire blaees for the rest of the game. Tt blocks line of sight
bul is nowhere near hot enough w harm e Tenminators, The
ruem can still be moved through normally after the standard
effects of the igniting weapan wear ofl.

The Imperial playver is not allewed W lorch Qe Librariam and
so cannct take a shot which would result i this happening. If
he sceidentally attempis o da o, the Space Murine given the
arder 10 fire refuses 1o shoot and the Al's are wasted.

Setting fire o the Librariom ic part of Jacque's victory
canditions. However, if the Traitor plaver accidentally wrches
the Lilparium before recaovering the contract, the game ends
immediately with an lmperial viclory.

Dnce Jacques has the book, the Traitors need 1o set the
Librarium ablare as vullined above, IT the Traitor player has
no suitably armed models, or if those moedels have run cut al
amma, he auwmatically loses the game.

Doors
The daors have securily locks and only the |mpearial Space

Marines can open or close them (af the usual cost of 1 A,
Traitor Space Marines have w shoot the doors down iF they
wanl Io pass through them.

VICTORY

It Jacques fullils all three conditons of Pukeslime's challenge
— recovering his hidden contract, hurning the Librarium uml
escaping — te Traitor player wins.

Auy other result is an Imperial viclory.
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Pitfall takes place after muission six i the basic Space Hulk
game, The Space Marines huve soccessully deployed the
loxins into the Genestealers’ cryogenics systenm, wiping oul
roughly 3L HM) of the mongters. All that remaing is the
maprping vpeof the 6 (0K survivors.

The remnunts of the Blood Angels Termimators, fourteen men
m wll, were carrving out o sweep of te lading areas where
the est of e Blood Angels (those who wore eguippal with
standard power armounr instead of Terminator suits) were due
to amrive, when the Genestealers launched a counteratiack,
Piifully wesk comparaed 1o the massive assanlis of the earlier
actions, with only 200 Genestealers taking part, it still came
near o overwhelming the batlered Spaee Marincs.

Though the arack was beaten off at heavy cost o the
Genesiealers and only teo [atalitics among the Space
Mannes, six men were cul off from the landhng arca, Forming
an 8d hoe squed wnder the commund of Scrgeant Martmus,
they tried to fight their way back to their comrades bul were
repulsed, losing omve Space Marine in the battle. The squad
wis foreed to retreal into e bowels of the massive ship.

Mot wighing o risk further lazs of Space Marine life afier the
battle was won, Sergeant Martinos decided 1o seek an
alicrnalive seler route o his comrades. He reguested
wssistance from e commund crew,

Aboard the command vessel, Lisutenant Tarkenson studied
the tactical mups of that area of the hulk, inlcgrating Lthe
known and projected strength of the enemy. He quickly
concloded that any atempt to return 1o the staging aren was
chwrmieed by Tadlire, even il supported by a sallying forth from
the remaining Space Marines. He was reluctantly about 1o
suggest that the cut-off Space Marines attack and sell their
lives dearly when another thought accurred m him.

They were Space Marines afier all,

FAUL CAMPIELL

OBJECTIVES

The Space Manncs arc near a disposal chute, designed 1o vent
gurbuge inlo the reaches of spece. I they van gel o the chule
and dive into it, they will be able to blast through the chote’s
doors and exil the holk, Once outside, they can make their way
1 the assavlt lorpedos, entering via external airlocks.

The Genestealers are altempling to destroy the Space Marines
belore Lhey cscape,

FORCES

Space Marines

Serpeant Manminus with storm bolter and power plove.
| Space Marine with heavy flamer and power glove,
3 Bpace Marines with storm boltey and poser glove,

Genestealers

The Geneslealer player starts with a todal of 18 Geneswealers
[ur the [arst 10 wms = see the Special Rules for how these are
chosen. They come on as a starting force of 2 Blips plus 2
Blips remforcements per turn for the frst 10 turns.

Un the eleventh and subsedquent tums, the Genestealer player
gets 3 Blips per tumn a8 reinforcements,

The Gemestealer player uses the hasic Blip ser,

DEPLOYMENT

Space Marines
The Space Marines deploy on the shaded vorridor on the
uppet level.

The Space Marines muve first

(ieneslealers
Droring tums 1 1o 10, the Genestealer's Blips may be placed on
any of the entry areas on the Jower level,

From turn 11 onwards, Genestedler reinforcements may be
pluced at any of te enlry wreas on the wpper level = Blips may
o longer enter on the lower level,

SPECIAL RULES

Piifulls and Ladders

You'll nmeed lo use the pitfall and ladder counters fram
Dcathwing, Surt oul the pitlall and laedder couniers, separating
the shadow counters und placing them e one side,

Turn the pitfall and ladder cownters face down and shuflle
them. Each player in turn, starting with the Space Marine
player, places one conmler, withowt looking at it, anywhere in
the shaded area an the upper level. No more than one counler
can he placed in a single room or comidor section.

After the counters have been placed, turn them face up o see
whether they are pitfalls or ladders. Then place an appropriale
shadow counter an the lower level, directly heneath the
pictallz and ladders. Remember that shadow counters have nn
effect on play — they merely indicate the lower leve] squares
the pitfalls and ladders open on Lo,
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Genestealer Forces
The Genestealer player starts with 18 Geneslealers between

the Space Marines and the safety of space. Belore the start of
the game, he chooses any number of Blips totalling 18
Genestealers. For example, he could choose 6 representing 1
Genestealer and 4 representing 3 Genestealers, or perhaps 4
representing 1 Genestealer, 4 representing 2 Genestealers and
2 representing 3 Genestealers and so on, Once he's chosen the
Blips, they are all mixed together and then drawn anr at
random as usual — the player duesn'l get to choose what order
the Blips come o i,

As thie Genestealer player gets 2 starting Blips plus 2 Blips per
turn for the first 10 mens, he won't have crwugh Blips for all
10 turns {even if he tock 18 Blips cach of 1 Genesiealer).
Onee the Blips num ool he gels no more reinforcements until
the 11th turn. IT he wanls, he can opt o lake only one or 2ven
7o Blips for one ur more turns w spread the forces out over a
longer period.

At the start of the 11th turn, mix logether all the Blips that
aren’tin play, including any that have already been converied
and any that haven’l been played ver (if they've been kept
back for some reason). From now an, the Genestealer player
gets 3 Blips cach lum clwsen at random from this selection.

Disposal Chute

Any Spacc Marine that steps into the disposal chute is
immediately removed from play — he has dropped into space
anwl escaped from the ship.

VICTORY

The Space Marine player wins if he gels two or more Space
Marines imta the disposal chule.

The Genestealer player wins il he kills all the Space Marines,

IF only one Space Marine escapes, the game is a draw,
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NEW MISSIONS, WEAPOMS ANMD RULES

After the contaminslion ol the Genesiealers’ cryogenics
chambers, Lhe surviving Genestealers lounched a last wave
atteck against the Blood Angels’ perimeter. Several of the
Blood Angels’ command units wok to the field to halster the
perimeler, beuting ol the atteck with some difficulty,

The Hlond Angels’ commander feared that [urther Space
Marine losses might force them to abandon the hulk
almpether. He reluctantly decided to set up a permanent
defengive perimeter = [oree Oelds, ming and the like — untl
reinforcements armived and rought the Chapter’s strength up
tor thee poinnt where they could once more go on the aitack.

Techmuorines began te deploy the explosives and fisld
generabors as quickly as possible, but it soon became obvios
that the Genestealers wera aware of the Space Marinex’
weakness and were massing in huge numbers o altack,

To buy some bme, an Ulranwine comumand unit, emporarly
ussigned as observers wo the Blood Angels task force, were
ordercd W launch o raid deep into Genestealer territory, The
details and objectives were left up to the Ulramarines
themselves — all the Blood Angels required was that they
delay the Genestealers ' altack,

Recagnising thal he didn't have the strenglh o mount a
spailing attack against the Genestealers, Ultrumarme Captain
Gregorian decided to draw off some of the massing
Gerwesteabers by the simple method of offering them an sasier
targat — himself and a small group of Ultramarines making an
attack helind enamy lines.

Gregorian realised that the Genestealers were intelligent
enaugh to recognise what he was up to. They had been caught
oot before by decoy missions and had proven themselves fully
capahle of laarning from their miztakes. Therelore il was
necessary 1o came up with a tarpet for the raid that the
Genestealers contldn ™t possibly ignore.

Eurly scans of the vessel had located various pockets of
eaygon. held m by force felds, scattered about the vessel.

Though the Genestealers could exist for guile some Llime
without breathing = most of (he hulk was m vacuurn — the sk
force’s acnobiologists msisted thal no malter how efficient
their bodily funciions, the Genestealers had 1o breatha some
time. But, as destroying the cryogenics was of such paramaunt
importance, until now the oxygen chambers had been ignored,
leaving the Cenestealers with a source of clean air,

Muostof thee oxygen chanbers in O hulk were clostered in the
centre of the vessiel, near the defonct eryogenic chambers. The
area of the Space Marine perimeter was ralatively lightly
provided with eaygen chambers: there was only one within
2000 yards, Gregorian hoped that if he destroyed the nearby
erygen chamber, the Genpestealers would have 1o wasta time
returmnang lo the further chambers to breathe, leaving them less
lime between journeys o fight — and possibly forcing them 1o
retreal en maosse nearer o the pracious gas,

This was mere speculation. The Genesicalers mmght be able o
enisl for duys — or weeks — without oxygen and might igrore
(he attwck altogether, Therefore Gregorian decided 10 employ
the smallest mumber of Space Marines possihle on the raid,
leaving the ulk of his men balsiering the defensive lines.
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OBJECTIVES

The Space Murincs we sitempling Lo fight their way trough
to the oxygen chumber on the other side of the map. The
Genestealers are rving o shop them by killmg all te Space
Marines.

FORCES

Space Marines

Caplain Gregorian with slorm balter, power sword, and power
glove with grenade launcher.

1 Space Murine with heavy flamer and power glave

1 Space Marine with assaull cunnon and power glove,

1 Space Marine with ighming claws.

1 Space Maorine with storm balter and chain fisz

Genestealers
One Blip slaning [oree.

Genestealer reinforcements increase as the mission progresses
and the Genestealers became aware of the Space Marine

threat.

The niumber of Blips received as reinforcemant depends on
the Genestealer tom as follows:

Turn Reinforcements
e 1

4-4 z

T+ ]

The Genesleader plaver should make sure he keeps track of his
{urms.

The Genestealer player uses the basic Blip sel. He may choose
T LEe ambugh counters.

DEPLOYMENT

Space Marines :
The Space Manncs scl up on the marked corridor section.

The Space Marines move frst

Geneslealers
Blips may be placed at any of the Genestzaler entry areas

marked on the map.

SPECIAL RULES

The Space Marines can sectire eniry areas.

VICTORY

The Space Marine player wins by getting two or more Space
Murines off the board at the marked exil pevinL.

He jguins w partinl victory if he only gets one Space Marine off
e bonrd.

The Genestealer player wins by killing all the Space Marines.,
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NEW MISSIONS, WEAPOMS ANLY RULES

The Space Marines in most Space Hulk games woar
Terminator armonr. This is the natural choice when [ighting n
the enclosed spaces of a swrship and alfords a great deal of
protection agaimst the devaslaling Genestealer attacks.

However, in many situations, Terminator armour cannat be
used. Each chapter has anly a limited number of Termimawr
suits, each treated with the reverence due to an ancient chapler
relic. Genestealers may be encountered by Space Marine
forces that don't have access to any of the chapler’'s honour
suizs, or when there are only a few Terminalor suils aveilable
and mast of the Space Marines must face the Genestealers in
their standard issue power armour,

Sometimeas, power armour may cven be chosen instead of
Terminator armour, cspecially il the combat is to take place
where space is severely restricted and ahoard the maost
lubyrinthine of hulks. Power armour allows a Space Marine a
much greater degree of freedam of movement and, although
its pratection isn’t as good, this added manccuvrabilily may
somatimas be vital,

WEAPONS

Although deadly in the eatreme, storm bolters are weighty
weapons Lhat wse u lot of winmunition — this makes them
unsuitable for Space Marines equipped with power armaour.
These Space Marines are aquipped as standard with single-
barrelled boltars which use the same mass-reactive boll
armunition as storm bolters but are lighler and slower-firing.

Tuo supplement these sliphtfy less-powerful weapons, the
squads may also include Space Marines armed with [lamers
{not the heavy flamers used by Terminalors) and missile
launchers. In addition, the whole squad may be anmed with a
variety of grenades. including armour-piercing crack
grenades, anl-personnel frag grenades and line of sight
blockmg blind grenwdes.

These weapons and grenade fypes are covered in the seclion
on Mew Weapans elsewhere in Lhis book,

MOVEMENT

Space Marines in power armour have 4 APs to spend on
movement and shootng, ke Terminators. The costs for their
actions are listed in the Power Armour AP Costs Table,

As you'll notice, the main differcnce [rom the AP cosis 1o
Terminators is that Spece Marines in power armour pay less
for wrning. I the Space Marine isn't carrying a heavy
weapon, he can make 2 90" wm for free,

Nute, of course, that two 90° tuns in a row is acmally a 180°
turn and costs the Space Marime 1 AP. However, if the two
temns are separated by some other action, such as shooting,
moving or opening a doaor, the tums are both free,

Spave Marines armed with missile launchers have 1o pay 1 AP
e urn 9407 and 2 APs 10 um 1BI" as mizsile launchers are
large and cumbersame weapons, classed as heavy wespons

The slandard Qamers carried by Space Marines in power
armowr we not heavy weapens and the usual AP costs apply.

L

FOWER ARMOUR AP COSTS TABLE
Action AF Cuosl
Move forwards 1 square
Move backwards 1 S{uHT:

Tum 90° G
Turn 151}
. Fire halier i
Move forwards 1 square and fire halter
* Sct overwaich
Fire flamer
Frire mizsile launcher
Throw grenade
Close assault
Crpen or close a door
Se1 Terminus
Reload flamer
* o’y at this poss 1! the Space Manre ian't cazrving & beavy weapon and

the action is Laken in the Space Madne um. Crherwise & %I tum onsts
1 AP and a 158" mam eosis 2 AP

' s
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CLOSE COMBAT
Althaugh power armaour allows more [recdom of movernent, it
doesn’t give the same proteciion as Terminalor armour,
pulling ils wearers el 8 considerable disadvantage in close
combat. A Space Marine in power asmour also doesn’t have
the mechanically-assisted crushing strength of a Terminator
pawer glave.

Space Marines in power armour toll one dice in close combat
hut they subtract -2 from Lhe seare,

This simulates the fact that while the Space Maring hasn't got
a hope of killing the Genestealer with his fisls he may just be
ahle o get a shot in with a balter or belt pistol.

Scrgoanls are betler close combat fighters than narmal Space
Murines and therefore only subtract 1 from their clase
combat rolls.

Space Marines wilh Cuwroers and missile launchers, on the
olher hand, are hindered by their cumbersome weapons and
subtract -3 from their close combat rolls.

FORCE LIST

The force list opposile allows you o Neld power-armoured
Space Marines when using the bidding system.

If you're using power-armoured Space Marines, we've found
ir's easier o pick all your forces from this Jist rather than mea
them with Terminators. [¢'s more challenging lo play with
hath types and vou should Feel froe Lo mia tem 16 you wnl,

Mote that the Forces section in each mission briching specilics
if Space Marines in power armour are uscd - if this isn'L
specified, the Space Marines are wearing Terminator wnnour,




MEW MISSTONS, WEAPGONS AND RULES

TACTICAL SQUAD - 8 POINTS

1 SERGEANT WITH BOLTER
1 SPACE MARINE WITH FLAMER (1 RELOAL]

1 SPACE MARIME WITH MISSILE LAUNCHER, PLUS CHACK
AND PLASMA MISSILES

7 SPACE MARINES WITH BOLTCRS

DEVASTATOR SQUAD —13 POINTS

1 BERGEANT WITH BOLTER
2 SPACE MARINES WITH FLAMERS (1 RELCAL EACH)

2 BPACE MARINES WITH MISSILE LAUNCHERS, PLUS
CRACK AND PLASMA MISSILES

5 SPACE MARINEES WITH BOLTEHE
ISERGEANT AND ALL 9 NINF SPACE MARINFS ARE ARMED

OPTIONS COoST WITH CRACK AND FRAG GRENADES)
EGUIP WHOLE SCUAD WITH CRACK AND
FHAG GHENADES 1 POINT OPTIONS COST
EGUIP SERGEANT WITH EITHER PLASMA EGUIP SERGEANT WITH EITHER PLASMA
GREMADES OR B MELTA-BOMDS 1 POINT CIENADES OR B MEL TA-BOMBS 1 FOINT
CLOSE ASSAULT SQUAD HEAVY WEAPONS SQUAD

-5 POINTS

—4 POINTS

1 SERGEANT WITH BCHLTER, CRACK AN FRAG GRENADES
2 EPACE MAHINES WITH FLAMERS [1 RELOAL FACH)
2 SPACGE MAHINES WITH BOLTERS, CRACK AND FRAG

GREMADES
OPTIONS COST
ECUNF SERGEANT WITH & MELTA-BOMES 1 POINT

2 SPACE MARINES WITH MISSILE LAUNCHERS, PLUS
CRACK AND PLASMA MISSILES

2 SPACE MAHINES WITH BOLTERS

P =

SUMMARY OF BIDDING FOR SPACE MARINE FORCES

Both players must agrea that this system will be used hefore the game begins.

Hoth players secretly wrile down the number of points Uwy would spend on the Space Marine force, up 1o a maximum of 4
painis. The player who has made the lowest bid is the Spuce Marine plaver, If both players bid the same amount, each must
make a new bid.

The Space Marine player uses the number of points he bid to choose his foree, using it instesd of tw normal foree Tor that
mission.
The Space Marine player may select any nuomber of squads and may include any allowed weapan upgrades or reloads.

The total value of the Space Marine ferce must oot exceed the amount of the Space Marine player’s bid {although it can ba
Tess thun that amount if he wants!),

The Space Marine lorce is now deploved. The Genestealer player beging with the forces and deployment as listed in the
MiEEION.

T




NEW MISSIONS, WEAPONS AND RULES

Ewcka; 8 medivm-sized planet in the Owa system containing
an wnazingly-rich asteroid balt, A planet that has heen
contaminated with a heavy Genestzaler presence.

When the Genestealers ook over the system, the Tnperiul
Uuardsmen gamisaoned there were gvercome within hours,
They did however rase (e alam.

The first Imperial forces w rescl the planel were Iwanly
Legiones Astaries of the Ultramannes, summoned by the
siymals form the last uneontamineded base.

Space Marine Commandar Denzark studied the defenders’
final hanle reporis. By his side siood Priedrich Chanat. senior
Adeprus Mechanicus and commander of the base, The
halographic display showed an overview of the Owa system.

Thics huge gas grmt ol e centre glowed with a faint light, 2
stark confrast ta the humdreds of bright rad pinpricks that
dotted the rest of the display. Each of thz dots represented &
mine or refinery in Genestzaler hands, Alonz among them was
a single green speck — the base where they were now slanding,

With =0 few men al his command, Denzark was at a loss as to
whal ke could do. He looked closely at the holographic
display for the dowenth tme, hoping for some inspiration,

“This vessel?™ Denzark pointed 1o the scarlet line adging its
way into pecstationary orhit high above Horeka's surface.
"l'hat’s the tug, sir, It isn'L & ship as such. Simply & fesion
engine and erow quarters siached 1o the ore which has been
weldod mio one massive block. It's over 700 vards wide and 2
nules long nid contains thousands of millions of wne™

“Interesting. What do you imagine it would do w thatt”

I'or a moment Chanat was confused, Then realisulion dawned
— Denzark was pointing to the warm grey orb thal represeted
the planet, He meant, whal would it do 1o Eurekal

Communder Denzark immeadiately launched an audacious
attack on the g, By capturing the g, he conld redirect the
miassive chunk of ore 1o impact onto Eureka’s surface with the
force of o hundred thousand fusion baombe, The resulting
destahilisation of the planec’s orhig, the atmoespheric pol lution,
arwl the rapid cmset of the greenhouse effect would desiroy the
Genesiealer popilaton Lotally.

However, the tug had ilself been capturad by Clenestoalers
They hud coptured the main control areas of the g and were
miassed in the separate module containing the crew quansrs.

OBJECTIVES

The rargel room represents the ug’s bridge. The Space
Marines are trying to reach the hridge w jetoson the crew
quarters {nol shown on the map). {Ince thesz hava gone, the
Space Marines simply have w hold the bridge and mop up any
last Genestealers. The Gengstealers are rying (o deleal the
Space Marines to save Lheir forces on Lhe planet below,

FORCES
Space Marines

Two tactical squads of Space Marines in power armour,

TR

Squad Nathaniel

1 Sergeant with bolter and plasme gronades,

1 Space Marine with [Tamer (1 elowd).

1 Space Marine with missile launcher: frag and crack missiles.
T Space Marimcs with bolters,

Sguad Thaddeus

1 Sergeant with holler and B melta-bombs.

1 Space Marine with flamer {1 raload).

1 Space Marine with missile launcher: frag and crack msziles.
T Space Marines with haliers.

Genestealers

The Genestealer player heging the pame with 2 sariing Bhips.
He gets 2 Blips reinforcemenits cach (um, The Geneslealer
player uses the basic Bhp sel. He cun use ambush counters i
he chooses.

DEPLOYMENT

Space Marines
Ume full squaed in cech of the marked rooms,

The Spare Marines mave first.

Genestealers
Blips may come on at any of the murked entry areas,

SPECIAL RULES

Space Marine Timer
Becanse Commander Denzark is personally controlling the

operation from the hase, the Space Marine plaver starks with 3
minutes and 0 seconds each wrn. Az usual, the loss of o
Sergeant reduces the time by 3 seconds,

Jettisuning the Créw Quariers

The targel roum represents the tug’s bridge. lemsorng the
ceew module is an action that can be performad by a Space
Mur i anvwhere in the toom. The action cozis 4 Al's,

e the quarters have been jetusoned, the Gempestealers stop
getting reinforcements as their remaming forces are cul off
T'he Uenasiealer player must finish the game with whatever
lorces ure on Uk board, I there aren’t any left af this peing, the
game ends with o Sprce Marine victory,

Dramaging the Tug's Controls

After the craw module has heen jenisoned, the Genestealer
player can only win hy causing drastic damage Lo the Wg's
controls to prevent the Space Marines from redirecting il
against the planet. This can he done by reaching the bridge
and attacking the wall apposite the door in close combat. The
attacking Cenestealer mlls as though it were sttacking o deor,
requiring u 6 1o destray the conrals and win the game,

The Genestealer player can'l ntlack the controls wntil the cres
quarters have been pellizoned — unlil thus point there's &1l a
chance of winning by defeating the Space Marines and
retwning control of the tug,

The Space Marine plaver can’t fire a [lamer into the bridge
room — daing sa would damage the lug controls so he couldn't
jertizon the crew quarters or tedimect the tug o impact on the
planet and would automatically lose him the g,




MEW MISSI0ONS, WEAPINSG AN RULES

O Door

h Genastealar Entry Area

|:| Spaca Marina Daployment Area

BRIDGE

L]

g
F
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Grenades and Missile Launchers

If this is the Space Marine player’s first pame using Space
Marines in power armour equipped with grenades and missile
launchers, he may find it difficult to adapt his tactics [rom
thoge uzed when playing Terminators, In this case, you van
apree Lo reduce the Genestealer's reinforcements w 1 Blip per
turn W make the game a litde more balanced.

Unce he's got the hang of the new rules, play the mission
apain with 2 Blips per tum reinforcements for o real challenge.

VICTORY

The Space Marine player wins by jeltisonimg the crew guarters
and having al lcasl one Space Marine alive once all the
Geneslealers om the boand are dead — he can now program the
tug to crash inko the planet.

The Genestealer player wins by killing all the Space Marines
before they can jettison the crew quarters. “The Genestealer
player wins a partial victory hy desroying the mg's contrals
after the crew quarters have been jertizomed,




NEW MISSIONS, WEAPONS AND RULES

Thess rules cover the weapons used by Space Marines in
power armaur and Traitor Terminators. Some of these
weapons have already hesn coverad in Genestealer — the rules
are repeated here for convenience.

The ralls neaded to kill a model or destroy o (ealure (or all
these weapons and grenade types are piven on the Weapons
Summary Tahle elsewhere in the book.

BOLTER

Bolters are the standard issuc Space Marine weapon. They fire
bolts or shells wilh explosive or armour-picreing tips. Bolters
wark i a similar manner o Qe lager storm boliers used by
Terminatars but emly roll ome dice instead of rwo.

They are capable of sustamad [ire bul their maximum bonus is
lower - they get +1 1o hit for the [irst shol and +2 for all
subsequent shots against the samie largel. For example, against
Genestealers and Hybrids, the rolls needed 1o kill are:

Genestealer  Hybrid

o

stained Fire

- First shot i 8

_ Scl:nnd_s_hut 5 3

S e . : —
Uverwatch

Bolters in overwatch roll one dice per shot. They have a muoch
lower rale of fire than storm bolters sa they don’t jam in
overwatch. The only way the firer can lose overwalch during
the enemy furm is if he is atacked in close combal, or moves
or hurns by spending command points,

FLAMER
The ordinary flamer carried by Space Marines in power
armiour is 8 small, light weapon. It is fired using either one or
both hands and works in much the same way as the heavy
Marner carried by Torminalors.
Almest all the rules for heavy flamers apply: the Mamer has 6
shots, a range of 12 squares, each hit affects an entire board

seclion and blocks line of sight. Use the heavy Mamer markers
vou've already got from Space Hulk for these weapons.

The main difference is that the basic flamer is a less powerful
weapon and its rolls o kill are reduced. Flamer hits against
Geneslealers, lor example, only kill on a roll of 4 or mare
rather than on a mell of 2 or more [or heavy Oamers.

Space Marines armed with flamers usually carry one reload
for their weapons. Reloading costs 4 APs. The Space Marine
gels anew stack of flamer markers taking his ioal hack up 10
6. Il any markers were remaiming fram the previous load, they
are [osl = the flamer has a maximum af & shots per Joad.

Flamer Hits on Space Marines

¥ou'll notice that on the new Weapons SummaryTable,
figures are piven far flamers and heavy flamers killing Spuce
Marines and Terminators. This is because in Space Mazine vs
Space Marine games, these weapons will inevitably be tumed
on the enemy Space Murines, The rules [or lighting Space
Marines vs Space Marines are covered clsewhere in this book.

The rules for surviving Namer hits are the same for Space
Marines as for Genestealers. Thal is to say that a Space
Marine who survives a Mamer hil van move Tecly around that
board section or leave it and move W an unaflected hoard
section, As nsual, Space Marines outside e allfeclad scetion
can't move inko it

Mote that a Space Marine carmot fire a flamer or heavy flamer
inio a section that comtaing anather mode] from his own side,
N Space Marine wonld deliberately sacrifice the life of o
brother Marine by Maming him. This applies o games against
Genestealers as well a5 o games against other Space Marines,

AUTOCANNON

The awtocannon is a large-valibre gun which fires high-
velocity mass-reactive explosive mmmunition. This gives the
weapon a hefty recoil and the firer must brace himsell firmly
to take e shock,

Within the confinez of a space hulk the antocannon has an
unlimited range hut is particolarly effective ot closer ranges
where it can lay down an impenetrable hail of fire making use
af its larpe ammunition supply.

Because of the messive recoil 2 model firing an autocannon
must be halted. Move and fire sclions are nol possible, 1L costs
1 AP fire an aotocannon.

Sustained fire bonoses apply to sulovannon, This means that it
i& possible 10 have an avtomatic hit. For example, agains. a
Terminator at close range, the fourth shot will need a | or
betiar to kill — this means the Terminator is hil automatically,




CONVERSION BEAMER

The conversion beam projector, also known as the beamer,
works by converting matter into pure energy. The beam builds
up slowly, increasing in intensity as it extends further from the
privjectot. Al the beam's focus point the maller-energy
conversion hecomes so powerful thal il causes a violent
expInsion.

Thiz makes haamers are incredibly cifective against
masgivelv-armoured targels such ns Terminators, They
mstantly cradicute. large static objects Tike bulkheads and
doors,

The firer must remain stationary otherwise the energy field
hecomes unfocused and the cfleels are negligible. Firers often
wear baots adapted with special claws to provide a stable
firing positon.

Because of the required stahility, it costs 2 APs Lo [ire a
canversinm heam projector and the firer canmot perform a
mave and fire acliom. Sustained fire bonuses do not apply as
il"s impessible w maintain an accurate beam focus aver
severyl shots, The beamer’s range and ammunilion are
uilimited.

MISSILE LAUNCHER

These are bulky shoulder-mounted weaspons thar fire emall
missiles anned with powerful warheads, Typically a missile
luuncher is loaded with a combination of armour-piercing
cruck missiles and area effect plasma missiles, either ol which
can be selected before firing. Crack missiles are armed with a
double charged hollow-caze warhead designed o ruplure
armonr. Plasma missiles detonate in a split-sccond burst of
Mesh-boiling super-heated plasma,

It ensts 2 APe to fire a missile launcher. Because of the
weapon's ulk, mave and [ire actions are impossible.

All missile lmmchers are equipped with an unlimited supply
of crack and plasma missiles. The player whose model 15
firing st select they rype of missile he's using belore firing,
Different tvpes of missile can be Gred by G sume model in
the same 1irn. As each missile 15 a scparale shot, missile
launchers receive no sustaimad [re bonus.

Crack Missiles

Crack missiles are used against single targess — just make the
appropriate roll to kill or desroy the marget.

Flasma Missiles

Plusmia missiles affect all the models and fearures an an entire
boand section, much in the same way as a flamer hit - as e
effects are nearly mstantanenus, plasma missile caplosions
block neither movement nor line of sight and no marker
remams an the affected beoard scclion.

MISSILE LAUNCHER

NEW MISSIONS, WEAPONS ANLD ELULES

AUTOCANNON

CONVERIION BEEAMER

CHAOS MESILE LAUNCHER

LINE OF SIGHT & AREA EFFECTS

The presence of an arca effect murker on a board section - eg
a Mamer or gremade marker — means that lime of sipht in or
through that scctivn is blocked, making il impaossihle for
medels on cither side of the section 10 shoot each other.

1t"s not, however, completely blocked. Line of sight can be
traced 1o the edpes of the affected section so thal tey cun still
be fired om by other area effect weapons {because they only
need to be able lo targel one syuare of the section). When a
second arca effecl wespon is fired into an affectad section, the
rolls needed 1o Kill are the same as normal. For example, a
flamer is fired into a sectiem and several models survive, then
a frag grenade is thrown inlo the section — the ralls w kill for
the frag grenade are exactly the same as if the flamer marker
wasn 't there.

As linc of sight can be traced to the edge of a section, it means
Ut nodels standing al the edge can hath fire out and be lired
al = provided, of course, there aren’t any ather blocking
squarcs between firer and target (including any other edge
SUUAITS),

Within an alfected section, line of sight i3n'l compleiely
hlncked. No matter how many section elfecl markers there are
an a section, adjacent models can stll sheot at each other and
deliver close assaull allacks.

Section effects last until the marker is removed at the end of
the next enemy turn. Because of this, it's important to
remember which markers were placed by which side so they
can be removed ul the correct time.

R1




NEW MISSIONS, WEAPONS AND RULES

One of the advanlages of power armour over Terminato:
armour is that it 1s less restricive and enobles the Space
Marines lo casily throw grenades without the need of a
grenade harmess.

These tules cover five ypes of grenade, cach with a different
clfect; crack, frag, plasma and blind grenades and melta-
bombs.

AREAS OF EFFECT

Some grenadec affect onlv a single model or feamre and are
called tarpet effect grenades. Others affect all the models and
{eatures on & whole board section, like o [uner, and are callsd
seclion effect gronades,

Target Effect Grenades

I'arpet effect prenades hit only one square. The Space Murine
thrawing the grenade must be able w race # clear hine of sight
ta the target.

Sectnn Elfect Grenades
A section effect prenade affects every mode] or fearure in the
targeted section, just like a Mamer.

THROWING GRENADES

A grenude cun be thrown by a stationary Space Marine in
power armair for 8 costaf 2 APs. A Space Marine can't throw
a grenade and move as part of the same action. The fire arc of
a grenade 15 the same as for any other weapon.

Tarpet Effecl Grenades
Targel effect grenades have a maximom range of F squares
and & minirium rangs of 2 squares.

The Space Marine can't throw the grenade sl an adjacent
square because he'd be oo close to the blasl

Section Effect Grenades

The range of a section affect grenade iz meazured by hoard
sections, ol squares. A Space Marine can throw Lhe grenade
into anv adjacent baard section provided he hes line of sight o
ac beast one square m the secuon.,

The Space Marine can’t throw the grenade into a board
sectinn mare than one section away, nor can he drop it into the
baard section he's standing on.

This rule gives section effect grenades a variahle range. From
one end of a long corridar, the grenade could have a range of 3
squaras, for example — or it could he just one square if the
Space Marine is right next ra the tarpget secrion. If yon're
playing the Genestealers you have o keep an eye on this —it's
2agy to gat caught oul when you think your madels are safel

Grenades Falling Through Pitfalls

A target elfect grenade that s thrown onlo o patfol] square falls
trough on o roll of 1-2, either exploding on the level below
or, if there =0t o lower level, exploding harmlessly in the
shup's innards,

Section effect grenades wre assumed not to fall through
pitfulls, even if the only sqoare in the section thai the thrower
can target is a pitfall squars,

R

GRENADE HARNESSES

Space Marines in Terminator suits are oo encumbered by
their armonr Lo throw grenades. [nstead they cun be cguipped
with a grenade harness that cun be used Lo fire o grenade in
front of the Terminator, These grenade humesses we typeally
armed with an unbhmibed supply of blind gronades,

A hlind grenade thrown by a grenade harness haz the same
area of elfect and 1argeting as one theown by a Space Marina
in pawer armour — ie it afTects every modzl and fearore i an
adjacent zection provided al least one square i3 within the
firer's line of sight and [ire arc.

It cagtg a Terminator 2 Al's to fire a blind grenade from a
prenade hamess, This action can't be combincd with maving.

IF you're using the bidding svarem and force liss, Terminators
can be equipped with grenade harmesses and an unlimited
supply of blind grenades ar a costof 1 paint per maodel.

As blind grenwdes we only used for blocking line of sight,
there's mo point in using them unless you're fighting armed
oppments. In missions against Purestrain Genestealers they
only hinder the Terminators shooting. They're much more
usefol ngainst armed Genestealer Hyhrids and ather Space
Muorines, Even so, bewars of hocking your own line of sipht
o much otherwise vou'll never be able 1o shool anything!

CRACK GRENADES

Crack is a tarpet effect grenade. 1t is a sricky shaped charpe
that is used against armoured Larpers.

Against a stalic largel like o door the grenade is so powerdul
that a kill 18 more or less assured. Against o smaller moving
targel there 15 w chunce that the grenade won't hit properly
making il far hess effectve,

Crack grenades donot block line of sight or mevement - there
1% 0 need o place & marker on the board,

Spuce Marines with crack grenades have an unlimited supply.

FRAG GRENADES

Frug grenades are small high explosive section effect
grenades, They have an anti-personne] effect and won’t harm
doors or other features while having a chance of killing game
or all of the living creatores in the sectiom.

Omee & [rag gremade has been Uuown, o frag marker should be
placed on the target board section o show thal line of sight
thraugh that secton is blocked, This is due o the smoke wu
debris filling the section i he altermath of e explosion. A
trag marker only blocks line of sighl — 11 has no effect on
movament

As usual For a Macked rection, line of sight can be drawn o
the oulside edges (provided it doesn’t crosz any other blocked
squares) so other seclion cffects or additional frag grenades
can be thrown inlo the secbon, The frag markes is removed at
the end of the next enemy tum.

Space Marines with Irag grenades have an unlimiled supply.




MELTA-BOMBS

Melta-bombs are target effect grenades that superheat the area
mnd melt down anvihing in conmast with it Mella-bombs we
devslating weapons, giving an automatic kill agamsi lagets
such as Genestealers and doors.

Mella-bombs are larger than ather grenades and wnmunition
is restricted 1o ¥ grenades. They are generally in shorter
supply than the ather grenade types and are only carried by
Sergeants.

When p meha-homhb is thrown, the Space Marine player
selects the targer square and removes anylhing in it A pitfall
marker iz then placed face down in the square. The marker
represents a mass of hot gases and molten metals and
completely hlocks line of sighl and movement through that
square.

At the start of the Spece Marines' next wamn, the pitfall marker
ig turned over W represent the intense haat malong a hole
through the space hulk's floor. A Space Marine moving onlo a
pitfull marker rolls a dice — if the dice scores » | the Space
Mourine falis thronigh.

If this 1s the upper level of a multi-level game, the Space
Maurine falls through o the lower level as usual, otherwise he
drops inta an area of malen metal and live power cables and
15 kille,

Cencstealers are nol in danger of falling throuph the pitfalls
and can move scross e markers withoul malling.

Melia-bombs cannot be argeted inle a squure that already
contins a pafall,

Ag the Space Marine player, you have o be careful where you
use melta-bombs, I vou use too many in fromt of you, you cen
end up blocking your lines of advance. The bombs will omly
kewp the Genestealars at bay for a limiled wmount of lime!

NEW MISSIONS, WEAPONS AND HLLES

MELT A HORA
AMMUN TEON COLUNTER

PLASMA GREWADE
AMMLUINITION COUNTER

BLIND GHENADE AREA
EFFECT MARKER

FRAG GRENADE AREA
EFFECT MARKFER

EXAMPLES OF THE AMMUNITION COUNTERS AND
AREA EFFECT MARKERS FOR GRENADES

They are aften more effective when used ugainst targets 1o the
side or rear where a blocked passage doesn’t affect the
progress of your Space Marines.

PLASMA GRENADES

Placma prenades are scetion clfcet grenades that explade with
a burst of super-heated plasma. The detonation is over in 4
flazh, so plasme grenades do not black line of sight or
movemenl.

Like melia-homhbs, plasma grensdes wre nol 45 common as
frag and crack prenades and are usually restricted 1o
Sergeants. Unlike melts-bombs, a Sergeant equipped with
plasma grenades has an unlimited supply.

BLIND GRENADES

A blind grensde releases a burst of wide-spectrum
interlerence that blocks vision and auta-systems. [1is 8 sechon
clfect wespon and completely blocks line of sight through the
alfevted section

Models on the edge of the section can Fire out and can be
targeted from outside the section, as usual. Blind prenades
don't block movement.

When a blind grenade is fired, place a blind grensde marker
un the targeted section o show thal line of sight is blocked,
Remove the marker at the starl of the Space Marine's nex
turn.

Blind grenades are most effective when lighting oppenents
that use ranged weapons. They are rarely used when fighting
unarmed Puresirain Genestealers as they van only hinder the
Space Marines.
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NEW MISSIOMS, WEAPONS AND RULES

LINE OF SIGHT AND GRENADE DIAGRAMS

These diagrams should help clarify the roles for line of sight and section effects, and for throwing section effect grenades,
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LINE OF SIGHT AND SECTION EFFECT ATTACKS
The Space Marine has a heavy famar wnich he fires inta the
section in lront af him, Raolls o kil are made for each
Genestealer — the ona in I bottom left comer rells & 1 and
BUMVIVES,

The Saace Marna player decides that he car't chance havng
thee Geresteaer mowe forward and attack the Space ban nie 50
he fires a second flamer shot Although the first flarwer marker is
shill there indicating that line af sight through the secton s
blocked, the Space Marne can 31l draw a line of sight 1o te

raarast e ge SQUANE. _I | | GG\ L
The seaoad flamar altack nas exacly the same rolls o <8 as e P
first - this time the Gerestealar doesn® roll a 1 and is killed. riﬂ';-"" o _.G“./"G“
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THROWING SECTION EFFECT GRENADES
The Space Marire |5 woanng power armoor and s grmed with
frag grerades. These are saclion affect grenadas so the Space
Maurirme can throw hem inko an ac aoen’ sacion.

Diagram 1: he throws the first grenade ine the comridor section
nast b the junctian section he's standing on, The grenace klis

the Genesteaker,

Diagram 2: although ne's got clear line of sight 10 the
Gienestealer an the righl-hand junclion, he can': throw a grenade
— the juaction isn't naxl o his section. The Space Marine takes a
step forward and then uses his fina! AF ard 1 CP to throw a frag
grenade onta e Genesteaers’ unclion sector. Althaugh the
Ganestaabers are anly 7 square closer, he juncien & now tha
nakl section and so can be largeted by the Space Maring's
qrenada.

FEN
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LUKE OF SIGHT AND SECTION EFFECT ATTACKS
A Miasma psychic section effect has been cast onie he lefl
sechior. This ra® only olocks all paychic activity in ar theough the
section, it blocks line ol sght through the secton,

This means that Spaca Marna 1 can’t see aithar Geraskea ar *
or Genestealar 2, Even inpugh both the Space Marine and
Genesaabar 2 are on sige squares they can't soe each other
e inkervening ecge square blocks e line ol sight

Space Maring 1 can aee Benestealer 3 Decause i's or an
ad.acent squara, This means he cou'd wm and sheot or cloga
AssaUl ik,

Space Mading 2 can'l sae Genestealers 1 or 3 bul can see
Genesea ar 2 = the Genestealar Is on an edge squars of the
afleched Secton S0 thewe's no Blooking squares Detween i ©and
the Space Marine.

Ganestaaler 2 can aso sea oul of the sectior. — if it was a Hybrid
armed with 8 weapon it could shoot & Space Marine 2.
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Diagram 3: I the corridor had been mace ua of two aoard
Sechons, say B 2-sguare piece ard 8 3-scuare piece, the Space
Maring couldn’t have Tade thase atacks becausa the range of
the frag grenade is basec on board secicns Nol sgUares.

Inslaad ke would need 1o step lorward 1 square onto the 2-
square corridor section. The Genestealer's 3-square <o ridor
sischion (& row the nest section and he can throw the first frag
grerade.

Diagram 4: To attack the Genesbealers on the juncion he would
have @ step ‘oward anciher 2 squares wnill e was on tha 3-
squara corrdor secton. This mears thal the who'e operatior
costE an axtra 2 APs so tha Space Marna would have to spanc
al’ 4 of his own APs plus 3 CPs.

Target Effecl Grenadas: If the Space Marine had been using
targel effect crach granades rather than section eflec frag
grenades, he would have hed o step borsard 3 souares belore
pering abee o attack the et Genasbealar amd another squane o
atack the second Genestealer. This is pecause the maximuT
rarga of a mngel elfact granace (83 squaras and is unaffectad by
t# number of board seciors.
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LIGHTNING ARC

Since Genestealer came out we’ve played a lot of games using
the psychic rules and we now feel that the Lightning Arc
attack is slightly too powerful.

To reduce the power of the attack, we’re changing the
targeting rules as follows:

1) Each attack must be directed at a different target. These
targets can be anywhere within 12 squares of the caster
and the usual rules for blind targeting apply (see 2 below
for an exception).

2) The caster doesn’t have to decide in advance which six
targets he’s going to attack provided each target is only
sttacked once.

3) You can’t target through an intervening model (although
wou may be able to trace a route around it) — to attack a
target behind the model, the model must first be
destroyed.

4) ll a model, door or feature survives the attack, nothing
seyond can be attacked unless the caster can trace a route
doesn’t pass through the surviving model.

5) [& a psyker saves himself using an Aura, the Lightning
is dispelled and can’t make any more attacks.

1
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LIGHTNING ARC TARGETING

2 Marine is this diagram is a Librarian. He's going to
ning Arc and attack the six Genestealers around him.

sevised Lightning Arc rules, he can only make one
each Genestealer although he gets to choose what
~makes the attacks in.

¥s 10 attack Genestealer 1 directly in front of him. If the
ier survives, he can still attack his next target,
i#r 2, even though his line of sight is blocked. This is
% Space Marine Librarian can trace another route to
at goes around Genestealer 1.

2 also survives, the Space Marine Librarian can't
smsatealer 3 — there’s no route 1o the target that doesn't
Wi wough a wall or through an intervening surviving
i=mber that although normal blind targeting attacks
.l sarget over intervening models, Lightning Arc is an
~ e Space Marine must kill Genestealer 2 to attack
&3

4,5 and 6 can all be attacked regardless of
izt any of them survive. Again, the Space Marine
® w@ce an altemnative route to Genestealer 6 even if
¢ % survives and blocks the direct path.

ASSAIL

These changes make some minor adjustments and cover the
ambiguity in the original rules about where you could and
couldn’t move an Assailed model.

1) You can’t move an Assailed model through obstructions
such as closed doors, bulkheads, crates or other models —
ie through anything that would normally block
movement. You can move the model round corners, onto
section effects that don’t block movement and over
rubble, pitfalls, ladders etc.

2) The player casting the Assail can now choose to place an
Assailed model prone.

A prone model has no line of sight and cannot move,
shoot or close assault until it gets up. If a prone model is
attacked in close combat, subtract -1 from its dice — if it
wins or ties it gets up and faces its attacker.

The AP costs for a prone model to get up are as follows:

Space Marine in Terminator armour 2
Space Marine in power armour 1
Purestrain Genestealer 0
Genestealer Hybrid 0

3) A Space Marine that is Assailed cannot spend CPs as a
response to the psychic attack — he’s too disorientated
and shaken to be able to respond. This means he cannot
immediately spend CPs to turn or stand up.

This restriction only applies to the Assail itself — the
Space Marine can spend CPs as usual if another action is
later taken in his line of sight.

CRATES

Most of the new weapons introduced in this book and
Genestealer can be used to destroy crates. To attack a crate,
simply use the same roll needed to destroy a door.

If a crate is destroyed by any weapon other than a conversion
beamer, replace the crate marker with a rubble marker or turn
it over to represent rubble. If a conversion beamer is used, the
crate is vaporised and no rubble is left in its place.

Psychic attacks may also destroy crates. Vortex and Blast both
automatically vaporise crates and leave no rubble. Lightning
Arc destroys a crate on a 4 and Hellfire destroys a crateon a 3
— in both cases, the crate is replaced with rubble.

RUBBLE

The rubble deflection rules apply to the new weapons just like
they do to storm bolters (ie a roll of 5 or 6 saves).

If a conversion beamer is being used, a save indicates that the
shot misses its intended target and vaporises the rubble
instead, removing the rubble marker. Blast and Vortex
psychic attacks also automatically remove rubble markers.
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PSYCHIC ATTACK CARDS REFERENCE TABLE

ROLL TO KILL OR DESTROY
Area Spacea Marine In Remains

of Un- Dice Pure- Terminator Power Bulk- on
Psychic Card Effect | Targeting| Range | stoppable| (D6) Blip strain Hybrid  Armour  Armour Door* head Section
Aura Self - - Yes - - - = == - - = -
Conlrol Model Free 12 No - - - - - - - - -
Miasma Saction LOS 12 No - - - - - - - - Yes
Scan ‘Saction Free 12 Yes - - - - - - - - No
Smite Ssaction LOS 12 No - Auto Auto Auto Aulo Auto - - No
Assail Modsl Blind 12 No - - - - - - - - -
Hallfire Section LOS i2 No 1 2 2 Auto 3 2 - - Yes
Lightring Arc Model" Blind 12 No 1 - 3 2 4 a 4 - -
Vortex Seclion LOS 8 No — Auto Auto Auto Auto Auto Auto Auto Yas*
Blast Feature LOS UL Yes - (Auto) (Auto) (Auto) (Auto) (Auta) Auto Auto -
Jinx Section Blind 12 No - - - - - - - - Yes
Switch Door Free 12 Yes - - - - - - - - -
Teleport Self Free 8 Yes - - - - - - - - -
Burst of Speed Self - - Yes - - - - - - - - -
Prascience Salf - - Yes - - - - - - - - -
Stasis Section LOS 6 No - - - - = - - - Yes
Warp Time Section LOS 12 No - = - = - - - - Yos

Door: open doors have slid back into thair cavities:
within the walls of the space hulk and are never
desiroved.

Lightning Arc: Modal* = tha Lightning Arc telivers
6 hits on up 1o 6 different models ~ roli 1 dice lor
each hit.

Vortex: Yos' = the Vortex marker stays on the
board but may move ~ roll in he saction effects
aendphase of each tum.

Blast: (Auto) = ihe Biasied leature kils
automatically - the Blast itsalt cannot altect a
modal.

PSYCHIC COMBAT SUMMARY

PSIONIC - YELLOW: Control, Miasma,
Scan and Smite

POWER — RED: Blagt, Jinx, Switch and
Teleport

KINESIS — GREEN: Assall, Hellfire,
Lightning Arc and Vortex

TEMPORAL — BLUE: Burs! of Speed,
Prescience, Siasis and Warp Time

UNSTOPPABLE: Force cards can't dispel
an aftack from this card.

CLOSE ASSAULT BONUS: Add bonus
(+1 10 48) 10 close assault roll,

AREAS OF EFFECT
SELF: only affects casting psyker.

MODEL: affects a single model, Blips ara converled
Il hit— converted Hybrids can immediately play
psychic cards in dafence.

DOOR (Switch); only altects doors.

FEATURE (Blast): alfecis leatures such ns closed
doors and ciates. Blast has no affect on modsls,
but thoy can be damaged by the Blasted leature,

SECTION: affects all models, Blips and featurss In
a single section. Blips are nol converted so Hybirid
psykers can’t play psychic cards in defence. if the
attack ramains on [he section, place cormect psychic
sffect marker, Sectioris can't be targeted If only
visible square on section contains a dosad door,

FORCE CARDS

Cards with & force loon in the bottom right comer
can be used to dispal psychic attacks. They can
only be played by the psyker who is the target of
Ihe anack (whether model or section). A card is
only effective against cards of the same sull as
shown by its force icon (je the force icon malches
the symbol in the top lelt corner of the anadking
card), A force card automatically dispels an attack.

If the other player also has a card with the same
force fcon, he can use it 1o reinforce his attack - the
original card now takes allect. Both players can
continue to play cards to dispel and reinforce
attacks until one runs out ol cards with the comact
force icon, If the defendar piayed the last card, the
anack Is dispelled; il the casier played the lasi card,
the attack has full effact.

DISPERSING SECTION EFFECTS
It a psyker has LOS 10 a section containing an
effect marker, ha can ry to disperse it duing the
section sffect endphase. To do tis, he plays a card
with a lorcs lcon maiching the symbol and suil of
the onginal attack card. Tha other player can Iry 1o
stop him by playing remforcing cards as with normal
force batles - to 0o so0, he only needs a psyker in
play, not necessarily with LOS to the section.

AURA CARDS

An Aura nullifies one kil from a psychic of non-
paychic anack — it must be played immediately aftar
the kill. it dossn't stop any other effects of the anack
(ie.other modals in a section ane affectad normally).
Auras act as force cards against cards ol their own
sulil {ie force ioon and suit symbol are the sama).
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NEW MISSIONS AND RULES FOR SPACE HULK

This book includes four complete campaigns - linked series of four to six missions where the
outcome of each mission affects.your overall chances of success:
= The Last Stand - a spaceship.lands near a small Space Marine outpost. There seems to be no life
aboard. Then without warning Gegestealers are pouring into the outpost from every side,
= Genestealer Invasion — the Space Marines of Deathwing board a derelief space hulk dating back
to the Dark Age of Technology and battle against a Genestealer Patriarch and his brood.
« Necromunda - a Genestealer cult has taken control of part of thé Acropolis Hive. If it cannot be
surrounded and destroyed, millions of lives could be lost.
= Sentinel V — the Sentinel V space station has gone silent. Space Marine Terminators of the
Space Wolves chapter are sent to investigate.
You can also play all the campaign missions as one-off games - plus we've included four
bonus stand-alone missions.

The rules cover Space Marines in power armour, new weapons and grenades - crack, frag,
plasma, blind and melta — and Traitor Terminators, with new mission generator scenarios
and mission generator campaign for fighting Imperial vs Traitor Space Marine battles.

PLUS NEW FULL-COLOUR BOARD SECTIONS AND AREA EFFECT .\.I ARKERS

A copy of Genestealer Is
required Lo play All the
campalgns within this
product,

SPACE HULK CAMPAIGNS IS NOT A COMPLETE GAME. YOU NEED A COPY OF SPACE HULK

Il ‘ il AND DEATHWING - SOME OF THE CAMPAIGNS ALSO REQUIRE A COPY OF GENESTEALER.
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