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and when you multiply that by the
different armies you might face, and the myriad different
ways you can set up the terrain for your battle, there are
hundreds, probably thousands of different ways to play
However, we feel that you can never have too much variety,
50 this book has a total of 63 missions compiled from

the following Alfar of War mission books: Space Marines,
Sentinels of Terra, Clan Raukaan, Dark Angels, Imperial Knights,
Eldar, Iyanden, Tau Empire, Farsight Enclaves, Tyranids, Chaos
Dacemions, Chaos Space Mares and Black Legion. The new
missions illustrate the different sorts of strategics used by
each of these armies, and will provide new tests of your
tactical ability as a commander. Additional Altar of War
mission books have scenarios for usc by other armics from
the Warhammer 40,000 galaxy.

STRATEGY

Different armies use different strategies when they go

to war, which affects the types of battle that they fight

| The Tau, for example, are a technologically advanced
culture that that use sophisticated battle tactics to outwit
and defeat their foes, Meanwhile, Chaos Space Marine

| warbands are dedicated murderers who take the fight to
the foe, relying on their Dacmon-cnhanced physiology and

corrupted armour (o crush their opponents

The missions you will find in cach section of this book are
themed around the army featured in that section and the
way they fight. This gives you a chance to discover more
about the strategics used by cach army, and then to try

A
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these strategics out on the tabletop. It also means that the
army you command can affect the types of baule you will
be likely fight. This is highly appropriate - after all, you
would expect to fight a very different sort of batdle as a
Space Marine Captain than you would as an Eldar Autarch

TACTICS

The missions included in this book are designed to provide
players with games that will really challenge their tactical
ability. We've gone to some pains to make sure that cach
mission is as balanced as possible, and that they provide
both sides with a new set of tactical problems to overcome

This means that, in order to win, you will need to be {
prepared to think on your feet and quickly adapt to the new
circumstances the missions will throw at you. You may be called
upon to spearhead an attack or fight to hold a defensive position
decp behind encmy lines. Tricd and trusted tactics will need to
be re-thought in the face of these new challenges, and you will
need (0 be ready o think outside the box in order to win

A GALAXY'S WORTH OF CHALLENGES

That, then, is what this book is all about, and on the
following pages you will find out how to put these ideas
into practice on your gaming table. We'll start off wich

an overview of how o incorporate the new missions into
the games you play, and then we'll provide the missions
themselves. You'll also find plenty of background
information about how cach of the armies fights and how the
missions we've provided fit into their strategic batdle plans.
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tail next, but they boil
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able. And that's it

Itis very straightfory
only requires a handful of minor
for fighting a batde in the Warha
These changes are explained in ¢
down to: roll-off if you want (o usc
{faou win, you can roll on one of the Alta
{ables instcad of the Eternal War mission ¢

THE MISSION

£ either you or your opponient wish to use an Altar of War
' vou must roll-off at the start of The Mission
vhammer 40,000 rulebook).

mission, the
step of Fighting a Baule (sce W

|

1 choose to either roll on the
ar of
of

The winner of the roll-off ca
Eternal War mission table, or instead roll on the Alt
War mission table for their army, There’s at least one
these in each of the following sections

Altar of War: Space Marines
Altar of War: Sentinels of Terra
Altar of War: Clan Raukaan

Altar of War: Dark Angels

Altar of War: Imperial Knights
Altar of War: Eldar

Altar of War: Iyanden

Altar of War: Tau Empire

Altar of War: Farsight Enclaves
Altar of War: Tyranids

Aliar of War: Chaos Dacmons
Altar of War: Chaos Space Marines
Altar of War: Black Legion
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SPACE MARINES

s

The Space Marines are the Imperium's ultimate shock troops, descending upon their focs with lightning speed and
overwhelming strength. Few warriors are as versatile in battle as the Adeptus Astartes, able to adapt to any world or foe
in their never-ending war to purge the galaxy of the Emperor’s enemies.

’ ALTAR OF WAR:
| SPACE MARINES Mlssxov TABLE
D6 Missio

H.\mmc\ Blow
Angels of Death
Here I Shall Die
Slayer of Kings
Emperor's Fist
Willing Sacrifice

' THE BATTLEFIELD
The deployment maps, deployment zones and deployment
instructions for the missions are included in the missions
themselves; do not use the deployment maps included in
the Warhammer 40,000 rulebook

THE ENEMY
The player that won the roll-off and rolled on the Altar of
War: Space Marines mission table is known as ‘the Space

Marine player’ in the rules and missions that follow, and
their opponcnt is known as ‘the enemy player’. Note that
the player that loses the roll-off counts as ‘the enemy
player’ for the purposcs of the missions, even if they have a
Space Marine army too.

RESERVES

Altar of War missions follow all of the rules for Reserves

in the Warhammer 40,000 rulcbook; however, some specify
different limits on how many units may (or must) be placed
in reserve rather than deployed at the start of the game

“

CARRY ON AS NORMAL
These changes aside, all of the rules in the Warhammer
40,000 rulebook are used as normal

SELECTING MISSIONS
As an alternative (o rolling on  mission table, the players can
agree to choase the mission they wish to fight. Picking missions
is.a great way (o try ot missions youhaven't fought before or
to hone your skills at missions you have previously fought
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ubtle instrun
Rather it is likened to @ mighty
R
d tly called upon to lead an
altack. The Space Marines g S st
O ot weaponry and powerfitl ceramite armour m@
:}\un;k’:{;g;:x:lz Iv[na[v? mmi:munl upon (o perforn mrth zi;mn
the Space Marnes will, by preferencs launch a hghmm,,-j”u‘ o
attack, making maximuon use of fhe highly mobile assels they v,;{b
o ther command, Drop Pods and Thunderhauk Gunships ,r
wsed to land Space Marine squads right on top of the enemy As the
Joe strugele o deal with this altack, an armoured column made v
of Space Marine infantry in Rhino transport vehicles and Predator
and Land Raider lanks will move up in support Space Manne
Scouts and Space Marine Bikes will pounce on the flanks of the
eniemy and run down thase that try to flee, and Whirlwind multiple
issile launchers will provide antillery support. Only the staunchest
apposition 1s able o resist the hammer blow of suck an assault

THE ARMIES

Choose armies as described in the Warhammer 40,000
rulebook. The Space Marine player must choose a primary
detachment from Codex: Space Marines

THE BATTLEFIELD

Use the deployment map included with this mission. E
player rolls a D6, re-rolling tics. Whoever scores higher
can decide which half of the table they wish to deploy in
Then set up terrain as described in the Warkammer 40,000
rulebook. The enemy player may sct up fortifications
normally. The Space Marine player may not use any
fortifications in this mission (any included in the Space
Marme army must not be used),

PLACE PRIMARY OBJECTIVES

PR aan Py S

vIVlT‘ one Primary Objective on the centre point of the

::‘) i, and a second Primary Objective on the centre of

i Caemy table edge, as shown in the deployment map
e Space Marine player must then set up

b a third Primary

in the enemy deployment zone.

DEPLOYMENT
Players should first roll for W

the Warhammer 40,000 rulely
as follows.

arlord Traits as described in
00k and then deploy

'\f;\c €nemy player deploys firs
Marine player's units must e
following methods

Atleast half of (he Space
ter on the first turn

using the

e S B

HaAMMER BLOW
Y

- ot to be delicately wielded like a surgeon's e,
The Adeptus Astartes is 1048 55 PC0LC ieh emashes asunder that which stands in its way.!

+ Any unit can enter from the Space Marines long abje
edge, as if arriving from reserve s
» Any unit with the Outflank rule can instead enter fr
either of the narrow table edges, using the rules for
Outflanking units entering play from reserve. A
 Any unit with the Deep Strike rule can instead ng,
Strike onto the table, using the rules for Deep Strif
units entering play from réserve,
© Any units that do not enter play on the first turnare
placed in Ongoing Reserves :

FIRST TURN £
The Space Marine player has the first turn. Do not roll
to see if the enemy player can Seize the Initiativeas
described in the Warhammer 40,000 rulebook.

GAME LENGTH :
The mission uses Variable Game Length as describedin’
the Warhammer 40,000 rulebook b

VICTORY CONDITIONS

At the end of the game, the player that has scored the
most Victory Points wins the batle. If the players have the
same number of Victory Points, the game is a dra:

PriMARY OBJECTIVES
At the end of the game, each Primary Objective is worth
3 Victory Points to the player that controlsit.

SECONDARY OBJECTIVES
Slay the Warlord.

War of Atrition: Add up the points value of all enety
units that have been completely destrayed. The side itk
the higher total scores 1 Victory Point

MISSION SPECIAL RULES

Mysterious Objectives, Night Fighting, Reserves:

Marine phyees

Vanguard: Any Infantry unit in the Space Marif¢Er
) 1l can't be

army is a scoring unit. Note that vehicles st
10 capture objectives.
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“We are the Ultrama o
and we fight. Whilst we fight,
Il he S0 arneus Calgar, Chapter

ANGELS O

et

; Guilltiman, Whilst we draw breath, we stand,
wines e St 2 e ‘prevail. Nothing shall stay our wrath,?
Master of the Ultramarines

b ay is
ong et st o L
(oot ol rnics i he sl
| :\/.t,(:nn"‘: :/r;v»mu‘n Scouts will be dropped behind enemy Imr.r[,’ -
with .Irlnim {o locate and reconnoitre the enemy hm:lqmm;'m L
oot bing spoted themseloes. The Scouts will spy on the ‘bmk"m
base for several hours or cuen days, relaying the |ryrmrm;mn 4
e Space Marines’ main base. There the Space Marine Comman :
will determine how and when to attack the enemy. Al the appomnte
hour the Space Manines will attack without warning, catching the
memy unaare. Drop Pods will fall from the sky, and ground units
will surge forward from carefull hidden positions. If the mission
is successful the enemy will be left leaderless, and their disorganised
Jorces aeill quickly succumb to follou-up attacks lawnched by the
Space Marines and allied Imperial battleformations.

Choose armies as described in the Warhammer 40,000
rulcbook The Space Marine player must choose a primary
detachment from Codes: Space Marines

THE BATTLEFIELD
Use the deployment map included with this mission. Set
up terrai

g

‘ THE ARMIES
} )

|

i

described in the Warhammer 40,600 rulebook
The Space Marine player may not use any fortifications in
this mission

I Plagers should first roll for Warlord Traits as described in
the Warkammer 40,000 rulebook, then deploy as follows:

B Thecnemy plaser deploys first, anywhere on the table is

| thatatleast 12” away from a table edge. In addition, enemy
units must be placed at least 6" ay

unit. No enemy units may be

ay from any other cnemy
i ) placed in reserve, unle
ey have aspecial rule that says they may do so ‘e
missions where Reserves are not norma

ly allowed'

Space Marine units enter

on the first 7 the
following methods urn using the

e

* Any unit can enter from
from reserve

* Any unit with the
Strike onto the 1.

any able edge, as if arriving

Deep Strike rule can instead De
able, usin
units entering play from

ep
8 the rules for Decp Strike
eserve.

Any uj

e 8““ donotenter play on the firgq g,
FalBar oS RSSERCS T his o Lo
< OWards the nearest table eqae.
0T from any table eqlge. Sl edee

are
1 all units will
Reserves may

N

FIRST TURN
The Space Marine player has the first turn. Do o gy
to see if the encmy player can Scize the Initiatiye 5
described in the Warkammer 40,000 rulebook

GAME LENGTH

The mission uses Variable Game Length as described in
the Warhammer 40,000 rulebook.

VICTORY CONDITIONS
At the end of the game, the player that has scored the
most Victory Points wins the battle. If the players hase
same number of Victory Points, the game is a draw:

PRIMARY OBJECTIVES
At the end of the game each player receives 3 Victory
Points for each enemy HQ unit that has been completely
destroyed, 1 Victory Point for each Troops unit and

Dedicated Transport unit that has been completely
destroyed, and 2 Victory Points for each otherunitthat
has been completely destroyed. Units that are Falling.
Back at the end of the game, and units that are noton e
board at the end of the game, count as destroyed [oriES
purposes of this mission. Remember that Independent
Characters and Dedicated Transports are indiidual
and award Victory Points if they are destroyed:

SECONDARY OBJECTIVES
Slay the Warlord, First Blood.

MISSION SPECIAL RULES
Night Fighting, Reserves.

n the Space. Manine

Angels of Death: All unit
the Fear special rule.

Home Ground: All enemy units have the Ma\'c/Tl
Cover and Stubborn special rules.

: ¢ by Decp
Tactical Precisiont Any unit that enters piay BYEEES
Strike on the first turn does not scatter:




Enemy Deployment Zone.

Space Marines enter from any table edge on Turn 1




We commend
history like a shooting star.

- Lucian Ventris,

L ien vital o disrupt cuemy supplies and seinforcements from

reaching the front line. Doing this will stop vital aid. mxrlmng‘
beleaguered enemy forces that am under attack from a fullscale
Imperial offsive. In onder o achicue this small Space Marine
e ments willbe dropped behind the enemy and orde red fo hold.
vital ‘choke pomnts” through which the supplies and reinforcements
st pass. Often, the first time the enemy will find out that such
un incursion has taken place 1s when a marching colum comes
wnder firefrom the well-concealed and dug-in Space Marine
defenders. Once their pasition has been discovered, the Space
t be prepared to be attached from any direction —

vont line, and from

Manines mus
bath from reinforcing units heading for the f
retreating units that are desperate 10 escape. The Space Marines
will be under orders to ol give an inch of ground, and to occupy
therr positions wntil they are relieved — ov die!

THE ARMIES
:~]1Io;)x( ohE described in the Warhammer 40,000
ulcbook. The Space Marine player ;

¢ Marine player must choose
detachment from Codex: Space Marines sl o)

LI HE BATTLEFIELD
se the de ¢
u mm‘l’: pluc\lnum map included with this mission, Set
e numn.\husrl ibed in the Warhammer 40,000 rulebook
iehisu I\);:.\, seLup fortifications normally. The
ris not allowed ;

S d 1o use any for
ey mision (any included in the Space M S

Pliced 10 one side and cannot be used).

4 c used)

PLACE PRIMARY OBJECTIVES

The Space Marine
Objective anywher
following

Player must then se
a € within 12"
1 1€ Testrictions f

Warhamymer 40,000 rulcl’)(n’::\r Hie Aeh &

hen setup a Primary
of the centre of the table

D
HALL DIE

(ol Herel S
B

uls to the Emperor. Let
e For death and for glory  for the Uliramarines!*

Ultramarines Terminator Sergeant

o—

the story of our sacrifice birn across

DEPLOYMENT
Players should first roll for Warlord Traits as des
the Warhammer 40,000 rulebook, then dep,amf,:;

» The players take itin turn o deploy units, startin
the Space Marines. Each player picks a unitand
cither on the table or places it in reserve. :

« Space Marine units that are.deployed on the table .
be set ap within 12" of the centre of the table, Enen
units may deploy anywhere that is more than IS"X
from the centre of the table, 5

In this mission all units will Fall Back towards the nea
table edge. Reserves may enter from any table edge,

FIRST TURN
Roll a D6. On a roll of 1-3 the enemy go first. On a roll
of 4-6 the Space Marines go first. Neither side can attea
to Seize the Initiative as described in the Warhammer
40,000 rulebook

GAME LENGTH
The mission uses Variable Game Length as describedin
the Warkammer 40,000 rulebook

VICTORY CONDITIONS

At the end of the game, the player that has scored the
most Victory Points wins the battle. If the players have the
same number of Victory Points, the game is a dray:

PrivarY OpjECTIVES

At the cnd of the game, the Primary Objective is worth2
Victory Points to the player that controlsit. In addition:
each player receives 1 Victory Point for each enemy i
that has been completely destroyed. Units thatare Falling
Back at the end of the game, and units thatare 1ot 2% the
board at the end of the game, countas. destroyed for the
purposes of this mission. Remember that Independétt
Characters and Dedicated Transports are indiidual 11
and award Victory Points if they are destroyed:

SscoND/mY OBJECTIVES
Slay The Warlord, First Blood.

MISSION SPECIAL RULES

Reserves,

; jectife
Hold or Die: Any unit within 6" of the Primary oDl

has the Zealot rule.




The Enemy deploys anywhere more
i

Space Marines|deploy
within 12" of centre
§
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han 18" from the centre of the table,
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i sith the greatest
Surround yourself with !
; i;mnu (Jnn find. It matters not. Is}
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fyrt 1 quickl
Space Marine commanders are master strategists lh“’blm[p//', i ly
} ; a
¥ divi Faction should be faken in any
- divine which course of ac ! e
J 7 allow the Space Marines
situation. These abilities can it
devastating attack that will win a campaign at @ mu.‘l; i

Moy
or al the least ensure their success i the longer term ‘
often than not the strike will be aimed at an important (nr[r[n_\
commander, whose death wall ensure that the Imperium wi

sutcceed in s objectives for the campaign

Onee a target has been identified, the nearest Space Marine
detachment will be ordered lo destroy or capture them. The Space
Marines wil sirike quackly and without warning, relying on a fast
and furious assault o overuhelm the foe and achicve their ends

THE ARMIES

Choose armies as described in the Warhammer 40,000
rulebook. The Space Marine player must choose a primary
detachment from Codex: Space Marines

THE BATTLEFIELD

Use the deployment map included with this mission. Each
Player rolls a D6, re-rolling ties. Whocver scores higher
can decide which half of the table they wish to deploy in
Then set up fortifications and terrain as described in the
Warhammer 40,000 rulebook

DEPLOYMENT
Players should first roll for Warlord Ty

: aits as describe
the Warhammer 40,000 rulchook, then gt

deploy as follows:

l(l :xlk[ spim Marine player deploys first, anywhere in their
atleast 9" away from the centre line

* The enemy player de;

of the table at leasy

* The enemy player o

Ploys sccond, anywhere
9" from the centre line
may not pl

this mission all units wil] F
table edge of their deploy

in their half

ace HQ units in reserve, [n
1l Back towards the

narrow
ment zone

FIRSTTURN
The Space Marine

Marine player has
ey player a0 38 1 s rn, unles e

” Ii Ve
Warkammer 10,000 rulehagy, - described in the

©warriors at your command, or cower in the deepest and
vl take your heacl for the Great Khan and for the E; ”‘“"’”‘,
- Kor'sarro Khan e

GAME LENGTH
The mission uses Variable Game Length s deseribeg
the Warhammer 40,000 rulebook. i

VICTORY CONDITIONS

At the end of the game, the player that has score he g
Victory Points wins the battle. If the players have the sume
number of Victory Points, the game is 2 drav:

PriMarY OBJECTIVES

At the end of the game the enemy player receives 3
Victory Points for €ach of their HQ units thathas not
been completely destroyed. The Space Marine player
receives 3 Victory Points for each enemy HOQ unit thathas
been completely destroyed. Units that are Falling Back
the end of the game, and units that are not on the boardat
the end of the game, count as destroyed for the purposes
of this mission. Remember that Independent Characiers
and Dedicated Transports are individual units and awand
Victory Points if they are destroyed.

SECONDARY OBJECTIVES
First Blood, Slay the Warlord.

MISSION SPECIAL RULES

Reserves.

Dawn Attack: The Night Fighting rule applies forthe =5
first turn of this mission (do not roll for it as you wouktS
do normally).




Space Mannes Aeion Enemy
Deplayment Zone Deplayment Zone
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“The roar of engines, the recoil

ces will waste o time geting
e,
g e hen their scouts report the
ame of a Space Marine altack is when hon e

' ible of Space Marine Rhinos, Drops Pods
e Shac Marnes will ot g he
enemy column time o prepare, swiftly closing to attack ;/ln,zr
and Iounching an all-oul assault straight from their co m,nll; oS
march. Space Marine Bike Squads and Land Speeders wi Il[{n 7y
the flanks of the enemy, while Rhinos and Land Raiders wil
disgorge Tactical Squads to attack the enemy head on. Such is
the speed and fury of the assa ult that the enemy /{nx nittle time to
organise a coherent defence, and they will often find themselues
closely engaged by the Space Marines before they really know
what's hit them. If the assault is successful, the Space Marine
column will quickly press on, looking for new enemy formations
fo attack and overwhelm

THE ARMIES

Choose armies as described on in the Warhammer 40,000
rulebook. The Space Marine player must choose a primary
detachment from Codex: Space Marines

THE BATTLEFIELD

Use the deployment map included with this mission. Each
player rolls a D6, re-rolling ties. Whoever scores higher
can decide which table quarter they wish to deploy in
Then set up fortifications and terrain as described in the
Warkammer 40,000 rulebook

PLACE PRIMARY OBJECTIVES

Place onc Primary Objective on the centre point of the
table, and two more Primary Objectives in the centre of
cach unoccupied quarter of the table, as shown in the
deployment map on the next page

DEPLOYMENT
Plagers should first roll for Warlord Traigs

the Warkammer 10,000 rulebook, and e o e

deploy as follows
The Space Marine player deploys firs,
quarter of the table that is ag leasy 1
entre point of the table S
*The ene o
€1 Player deploys second, anywhere i g
heir

quarte
dharter of the table thatis at Jeag; 19
€DUIE POINL of the (abje s

* Only Fast Auack
StAUAck units may be
3 y be deploye
attle. All other unis are p!nrcdlm(?:d
cse

Testrictions
on the numbey
in reserve mber of units that

»anywhere in their
<" away from the

atthe start of the
ve, There are no

<an be placed

A &

“2‘,._‘»,«,‘&_ i sran

EmperOR'S FIST
MPERC

of cannons. That is where the true joy of battle lies."
~Antaro Chronus

FIRST TURN
The Space Marine player has the first turn, unj
enemy player can Seize the Initiative as deseribeq.

Warhammer 40,000 rulebook. e

GAME LENGTH |
The mission uses Variable Game Length as desey
the Warhammer 40,000 rulebook.

VICTORY CONDITIONS
At the end of the gdme, the player that has scored
most Victory Points wins the battle. If the plasers

PriMARY OBJECTIVES %
At the end of the game, each Primary Objectiveis
3 Victory Points to the player that controls it.

SECONDARY OBJECTIVES
First Blood, Linebreaker, Slay the Warlord.

MISSION SPECIAL RULES
Mysterious Objectives, Night Fighting, Reserves.

Lightning War: Vehicle units (and any units transported it =5
them) that are in reserve may start arriving from the firs
turn. Each player may roll for any such units atthe st
of their first Movement phase. The units wall arrive from
reserve on a roll of 4+, Any that fail to arrive can be rolkd
for normally in the second and subsequent turns.
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Four honour is your Ife.

WILLING SACRIFICE
'-"—'"-—’*m‘-

Let none dispute it.”

Captain Navarre

e

Marine must be willng t0 sacrifice his life of doing r: 5
e foe. Sometimes a small force o Space
block an enemy altack, lying the enemy
enough fora second larger force of
counter-attack, The obstructing. force
e cware thal retreat s no an option: they miist be willing
hetr own lives in onder to give their battle-brothers the
k. When the counter-attack

Space
4 :ruupltmf 10 the defeat of th
Marines will be ordered to
up and delaying them long
Space Marines fo prepare &

o sacrifice 1
time they need to launch ther atlad
Jinally arrives, they enemy will be caught between it and the

remnants of the defending force

THE ARMIES

Choose armics as described in the Warhammer 40,000
rulcbook. The Space Marine player must choose a primary
detachment from Codex: Space Marines

THE BATTLEFIELD

Use the deployment map included with this mission. Each
player rolls a D6, re-rolling ties. Whoever scores higher can
decide which table half they wish to deplay in. Then set up
fortifications and terrain as described in the Warhammer
40,000 rulebook

PLACE PRIMARY OBJECTIVES

Place one Primary Objective on the centre point of the
table. Each player must then set up a Primary Objective
anywhere in their opponent’s deployment zone (roll-off to

sec who goes first), following the restrictions for placing

objectives in the Warhammer 40,000 rulebook

DEPLOYMENT

Players should first roll for Warlord Traits ag
in the Warhammer 40,000 rulebook and then
as follows

describey
deploy

* The Space Marine player deploss frst, ansulere ey q
half of the table. For every unit the Space Marige ghue:
deploys on the battlefield, one unit must be placed
reserve, if there is a unit available. {n other words, e
Space Marine player alternates placing units on the
battlefietd and in rescrve.

« The cnerily deploy second, anywhere in their balf o (he
table that is at least-12” away from a Space Marine ung.
Enemy units may be placed in reserve normally.

« All units Fall Back to the nearest table edge.

FIRSTTURN

The enemy player has the first turn, unless the enemy
player can Scize the Initiative as described in the
Warhammer 40,000 rulebook.

GAME LENGTH
The mission uses Variable Game Length as des
the Warhammer 40,000 rulebook.

VICTORY CONDITIONS

PriMARY OBJECTIVES i
At the end of the game, each Primary Objective
3 Victory Points to the player that contralsits
SECONDARY OBJECTIVES :
First Blood, Linebreaker, Slay the W:

War of Attrition (pg 8)-

MISSION SPECIAL RULES
Mysterious Objectives, Night Fighting, K

player. Instead the Space Marine player @
Reserves roll at the start of each of theil!
from turn three, and adding +1 to the dic€ 8
is successful, then all the Space Marines §

In addition, all Space Marines units in FESEES
Outflank rule B




Space Marine
eployment Zone
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Objective
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SENTINELS OF TERRA

The Sentinels of Terra are stubborn siege specialists with a lon

ALTAR OF WAR:
SENTINELS OF TERRA MISSION TABLE
Mission
A Neverending Crusade
Siege Warfare
Too Stubborn to Die

p THE BATTLEFIELD
The deployment map, deployment zones and deployment

P instructions for each Altar of War: Sentinels of Terra mission
are included in the mission itself; do not use the deployment
maps included in the Warhammer 40,000 rulebook

THE ENEMY

The player that won the roll-off and rolled on the Aliar

of War: Sentinels of Terra mission table is known as ‘the
Sentinels of Terra player” in the rules and missions that
follow, and their appanent is known as ‘the enemy player’
Note that the player that loses the roll-off counts as ‘the
enemy’ for the purposes of an Altar of War mission, even if
they have a Sentinels of Terra army 100,

e T

and glorious history defending the Imperium, There

2 s o fortress they cannot breach and no world that can stand inviolate against them. Utterly loyal o the Emperor, the
Sentinels have never given up his dreams of conquest, and fight for a galaxy ruled by Mankind.

RESERVES

Altar of War missions follow all of the rules for Reserves

in the Warhammer 40,000 rulebook; however, some specify
different limits on how many units may (or must) be placed
in rescrve rather than deployed at the start of the game

onsmandaign. !

CARRY ON AS NORMAL

These changes aside, all of the rules in the Warhammer
40,000 rulebook are used as normal

SELECTING MISSIONS
As an alternative to rolling on a mission table, the players can
agree to choase the misston they wish to fight. Picking missions |
1s @ greal way lo try ol missions yowhaven't fought before or
to hone your skills at missions you have previously fought
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@

“This world we claim anet,

e

he end of the Scourmng, the Imperial Fisls swore that l‘hy(j[ ]
O v the Greal Crsade —alone if necessary. 1l
the Inperium has focussed most o
s, the Imperial Fists continiie
1ds lost many thousands of y .
a aerous highly mol
wsually operate as numerous hig :
. each of only aboul company strength, but well
serful flotilla of spaceships. If they encounter
rful opposition they will call for aid, but there
1 a full company of Imperial Fists cannot defeat

s effrts on preserving what
to campaign across the
cars ago. To
ile and

NEVER-ENDING CRUSADE
r———"’—,«m

s the Emperor did long ago. Yield it or face our wrath.

o—

VICTORY CONDITIONS
At the end of the game, the player that has scored g
most Victory Points wins the baule. If the plasers

same number of Victory Points, the game js 2

PriMARY OBJECTIVES
At the end of the game, the Sentinels of Terra pl
receives 1 Victory Point for each enemy unit thag

y wwars of reconquest consist of @ series o
the Imberial Fists will strike swifty at a enitical point,

pmse, their own skill and the support of their space
erahelin and crush the foe. They will then withdraw

o strike again

THE ARMIES

ose armies as described in the Warkammer 40,000
lebook. The Sentinels of Terra player must choose a

v detachment from Codex. Space Marines using the
presented in Sentinels of Terra — A Codex: Space

plement.

THE BATTLEFIELD

Use the deployment map included with this mission. Set
up terrain as described in the Warhammer 40,000 rulebook

DEPLOYMENT

Before any mide
Before any models are deployed, the players must roll

termine their Warlord Traits as described in the
wer 40,000 rulebook.

Sentindls of Terra player deploys first, placing all of

s uoits in the deployment zone depicted on the map
; i e ;
Player then deploys his units anywhere in his

ment zone that is mo 8 n
2 re than
= om a S cls of

FIRSTTURN
The Sentinels of Ter

T player has (he
€nemy player can Seize the Tnitih s o
Warhammer 40,000 rulebook

urn unless the
ative as described m (he

GAME LENGTH
The mission uses Variable ¢,

2 ame Leng
the Warkammer 40,000 pyrepens. -5t

as describe,
o din

been Units that are Falling B
at the end of the game -and units that are not on thy
board at the end of the game, count as destroyed for
purposes of this mission. Remember that Indepen
Characters and Dedicated Transports are individual
and award Victory Points if they are destroyed.

SECONDARY OBJECTIVES
First Blood, Slay the Warlord.

MISSION SPECIAL RULES ;
Night Fighting, Reserves.

Fear and Confusion: During the first game turt, mml‘: :
units must pass a Leadership test in order o move it (€
Movement phase, shoot or Run in their Shooting ph
charge in their Assault phase, or shoot Overwateh:

ase;

Overwhelming Firepower: If the Sentinels of TerTt
player's Warlord has the Orbital Bombardment SPECt
rule, he is allowed to use an Orbital Bombardment
of his turns.

£ sentinels o

, rat f

ddition:
e

Rapid Assault: Start rolling for the arrival o
Terra units that are in reserve from the fitst W
than the second turn as is normally the case: I8
Sentinels of Terra units that arrive (rom IS Ly g
first turn can ignore the restriction agunst M

normally applies to units that arrive from FSEHE




Enemy Table Edge

Lnemy Deployment Zane. Enemy units must
deploy more than 18" from Sentinels of Terra units

Sentinels of Terra Deployment Zone

Sentinels of Terra Table Edge




Ve are a fortress of bones

o

sinew and pride let the foe brealt upon our walls,’

et

; e wafare.
15 re oned for their Ttise 1n sege W
el {lmm when Rogal Dorn helped

2 e the days of the L
!11'!17; the fortifications that protected the Emperor s Palace, .
::”/‘ pernal Fsts have been called upon ather to help protect the

e lin

0 le wn the
Tmperium’s possessions with their siegecraft, or to tear z;a,r mlll:s
4 by Mankind’s enemies. This fid
defensive fortifications created d : ;
[:rﬁ*l’rhl I{rm into conflct with the Iron Warriors time and again,
so :.Ibm now there is an undying enmity betueen these two maslers

of sicge war

THE ARMIES

Choose armies as described in the Warkammer 40,000
rulebook. The Sentinels of Terra player must choose a
primary detachment from Codex: Space Marines using the
extra rules presented in Sentinels of Terra — A Codex. Space
Marines Supplement

In this mission, one player is the auacker, and the other
the defender. Ifone player has any fortifications in their
army, and the other does not, then the player without

any fortifications is the attacker. If both players have
fortfications in their armies, then the player with the least
number of points worth of fortifications is the attacker. 1
neither player has any fortfications, then roll again on the
mission table until you get a different mission result

THE BATTLEFIELD
Use the deployment map included wi

th this mission. Se
: Setuy
terrain as described in the W 2

arhammer 40,000 rulebook.

DEPLOYMENT

Players must firs r

anywhe;
"iwhere in his deployment zone

FIRSTTURN
The Sentinels of Terry
SHEmy player can Seize ()

ayer has the firse turn unles
Warhampmer 40,000 rulely
o

he Initiative ay (e
00k,

ss the
scribed in the

GAME LENGTH
The mission uses Variable Game Length

asd
the Warhammer 40,000 rulebook ccribed in

{ Designer’s Note: This mission is designed o allg s

Jight the types of battle descrbed. above. Horoever, i gy
to play it, one or both players will need to have ons. or mome
Jortifications in their arms (see the army selection rules 1y
the left), so we recommend you: agrée.in advance with Jour
opponent that you will fightit. Its an ideal mission in
which to use the additional rules and datasheets presented
in Stronghold Assault; that way, yot can make sure that
suitably impressive fortifications are included in at least one
of the armies for you Lo fight over!

VICTORY CONDITIONS

At the end of the game, the attacker wins if he has
captured all of the defender’s fortifications. A
fortification is captured as follows:

* A defender’s unit controls a fortification if itis
within or in base contact with it (or its ruins, ifit
been destroyed) and no attacker’s unit is embarked
within or in base contact with the fortification-

* An attacker’s unit controls the fortification ifitis ==
embarked within or in base contact with it (oFis
it has been destroyed), regardless of the presence
defender’s units.

MISSION SPECIAL RULES
Night Fighting, Reserves.

}
!
{
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Defender’s Table Edge
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Too STUBBORN TO DiE
O

o— =

There is no defeat

ane notoriously stubbort, @ trait inherited

¥ o their Primarch, Rogal Do This can often [»e]n m.m;n‘,”h(

compelling many o theirshike forcs o camy o1 with a m:[. :

Jace o all eason, and.even at the cost of their ou lves. At other
fimes, though, ther fabled tenacity can allz themn (0 endure where
O vould have failed o turned back, cvercoming termble odds
through a sheer unillingress (o admit defeat. This missior depicts
Just sch a situation. A Sentinels of Tora detachment has battled
4 way forward against abnest impossible odds and captured a
vital st of bjectives. In dotng so. howeve, they have been cut of
Jrom any help, and are new bese by @ pawerful eneny assault
Griting heir tcth, the 3rd Company set their fect firmly on the
ground and prepare (0 repel the attackers. There can be no half-
measures. this is a battle fo the death, and the Impenial Fists will
either hold on o the objectives, or die wn. the attempt!

THE ARMIES
Choose armies as described in th
rulebook. The Sentinels of Terr.
primary detachment from Cod
extra rules presented in Se
Marines Supplement,

he Warhammer 40,000
a player must choose a
dex. Space Marines using the
ntinels of Terva ~ A Codex: Space

'I:HE BATTLEFIELD
Use the deployment m
Then, set up terrain 4
10,000 rulebook. :

ap included with this mission

s d cf
described in the Warhammer

l:lACE PRI
Alter settip,

g up the te;
Places 2 objceives e
least 12° apary

MARY OBJECTIVES

i, the Sentj

2 nels of T
anywhere in heir o

ayer
deployment 7oy

e, at

hilst a Son of Dorn yet draws breath.”

DEPLOYMENT

Before any models are deployed, the pla ’
to determine their Warlord Traits as gc!{::';e,:m
Warhammer 40,000 rulebook,

The Sentinels of Terra player deploys first, placin
is units in the deployment zone depicted on the
The encmy player then deploys his units anywhere:
remaining three quarters of the table that is more g
12" away from a Sentinels of Terra model,

FIRSTTURN -

The Sentinels of Terra player has the first turn unl
enemy player can Seize the Initiatve as described
Warhammer 40,000 rulebook. 4

GAME LENGTH
The mission uses Variable Game Length as descri
the Warhammer 40,000 rulebook.

VICTORY CONDITIONS

If, at the end of the game, the Sentinels of Terra contrd
both objectives, they win the battle. Otherwise, the
enemy player wins the battle.

MISSION SPECIAL RULES
Mysterious Objectives, Night Fighting, Reserves.

Massive Assault Force: Any enemy Troops units thatare
completely destroyed are replaced in Ongoing Resertest
their starting strength, and will be available to reum
battle at the start of the enemy player’s next wrm

Too Stubborn To Dies All models in the Sentnels of T
army have the Feel No Pain (6+), It Will NotDieand
Stubborn special rules.




Sentinels of Terra Deployment
Zone and Table Edges
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Enemy Table Edge
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ALTAR OF WAR:
CLAN RAUKAAN MissION TABLE
D3 i

Mission

1 Calculated Victory

9 Crush the Weak

3 Logic Abandoned
THE BATTLEFIELD

E\L The deployment map, deployment zones and deployment
f@} instructions for each Altar of War- Clan Raukaan mission
B arc included in the missions themselves; unless otherwise
stated, do not use the deployment maps found in the
Warkammer 40,000 rulebook.

i\ THEENEMY
" The player that won the roll-off and rolled on the Altar

of War: Clan Raukaan mission table is known as ‘the Clan
Raukaan player” in the rules and missions that follow, and
their opponent is known as ‘the enemy player’. Note that
the player that loses the roll-off counts as ‘the enemy’ for

| the purposes of an Altar of War mission, even if they have a
Clan Raukaan army too.

G R Ot ‘

NCLAN RaukaaN

s

Glan Raukaan honour the tenets of the Iron Hands with logical assaults and calculated battle plans. Forsaking the
LY weakness of the flesh and the failings of their humanity, the Space Marines of Clan Raukaan see victory written in
iliti ions of death and destruction.

RESERVES

Altar of War missions follow all of the rules for Reserves
in the Warhammer 40,000 rulebook; however, some specify
different limits on how many units may (or must) be placed
in reserve rather than deployed at the start of the game.

CARRY ON AS NORMAL
These changes aside, all of the rules in the Warhammer
40,000 rulebook are used as normal

(

SELECTING MISSIONS
As an alternative to volling on @ mission table, the plagers can
agree to choose the mission they wish to fight. Picking missions
\ 15 agreat way o try out missions yowhaven't fought before or |
e hone your skills at missions you have previously fought. ’

S = et e e S eSS
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Wictory is at its most &ffi

A CALCULATED
gy

ficient when it is absolute.”

VicToRY

@>—

SR
0

When e Iron Hands engoge the enci it €47 with optimal

efficiency n ind. This concept manifests itself n the statistical

outcome of the victory did the fron Hands liminate sufficient

enemy largets whilst rematning within acceptable loss parameters?

Was the enemy’s leadership structure annihilated, or otherwise

onugh to prevent organised rprisals within @

22 Was the enemy force subjugated without

assets? All such data 15

incapacitated
spectfied time fram
the unnecessary deployment of high
examined and assessed by the Chapter’s Iron Fathers to ensure
that the fron Hands fight at peak cfficiency at all times. Following
{hese imperative, the warriors of Clan Raukaan engage the enemy
withou hesitation or semorse, sure in their objectives and acutely
manner in which their victory will be judged.

aware of the

THE ARMIES

Choose armics as described in the Warhammer 40,000
rulebook. The Clan Raukaan player must choose a
primary detachment from Codex: Space Marines using the
extra rules presented in Clan Raukaan — A Codex Space
Marines Supplement.

Enemy Table Edge

THE BATTLEFIELD

Use the deployment map included j <

\errain as described in the lthrham:,:}:,;:;o‘z“t ety
000 rulehagy

DEPLOYMENT
Players should first roll for Warlord Tr

Y 2 aits.
as described in the Warhammer maoof:,lct:;hm

FIRST TURN
The player that deployed first has the first turn unless
their opponent can Seize the Initiative as describedy
Warhammer 40,000 rulebook

GAME LENGTH

This scenario uses Variable Game Len{ {
2 same Length

the Warhammer 40,000 rulebook. st

Enemy Deployment Zone




VICTORY CONDITIONS

Atthe end of the game, the player who has scored the most
Victory Points wins the game. If players have the same
number of Victory Points, the game is a dray.

PriMARY OBjECTIVES

At the end of the game, each player re
Point for each enemy unit that has been completely
destroyed, However, players instead receive 2 Victory

s 1 Victory

Points for each HQ or Elites unit completely destroyed in
this manner. Units that are Falling the end of the
game, and units that are not on the board at the end of the
game, count as destroyed for the purposes of this mission.
Remember that Independent Characters and Dedicated
Transports are individual units and award Victory Points if
they are destroyed.

SECONDARY OBJECTIVES
First Blood, Linebreaker, Slay the Warlord®,

mission, the Slay the Warlord Secondary
worth 3 Victory Points. Note that this
s the Victory Points earned as part of this

MISSION SPECIAL RULES

Night Fighting, Reserves.
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These cowards ha
We shall grant them

_ notamous even —for their unashamed
the many horrors of the unmerse by
On many occastons, ey have

Marines they are sworn (0

The Iron Hands a1 rencomied

. contemp forthase who caniol Sunee
cirtue of thir g courage and. strength.
snply e heir alles orthse thal a5 Space
protect, to die if they cannot fend for themselues.
Ve the scor that the Iron Hlands hold for the weak is far from reserved
Jor those they fight alongide = if any{hin, their disgust is magnified
s cver when doing battle with ther encmis. They aduvance i
nto the meat grinder of war until
Clan Company Raukaan stand

many tin
implacabl ranks of lack and irom i
onlythe sirong are ft alce. S0 does
alone on ye another victorious batlefield.

THE ARMIES

Choose armics as described in the Warhammer 40,000
rulebook. The Clan Raukaan player must choose a
primary detachment from Codex. Space Marines using the
extra rules presented in Clan Raukaan — A Codex: Space
Marines Supplement.

THE BATTLEFIELD
Use the deployment map included in this mission. Set up
terrain as described in the Warkammer 40,000 rulebook

DEPLOYMENT

lil.m'r\ should first roll for Warlord Traits and then Deploy
Forces, as described in the Warhammer 40,000 rulebook.

we not the strength to live.
freedom from this concern.”

FIRSTTURN

The player that deployed first has the first turn ynj
opponent can Seize the Initiative as described
40,000 rulebook el

GAME LENGTH
This scenario uses Variable Game Lengthasd
Warhammer 40,000 rulebook, =~

VICTORY CONDITIONS

If, at the end of any game turn, the ene; i
on the battlefield, the Cla Raukaan plau;’r:whz:%‘M
before this condition has been met, the enemy player

MISSION SPECIAL RULES
Night Fighting, Reserves.

Cometh the Executioners:
has the Fear special rule

Press the Attack: Each time a Clan Raukaan Troopsor.
Dreadnought unit (including Venerable and Irondad
Dreadnoughts) is completely destroyed, removeit from
place it into Ongoing Reserves, where it will beavail

10 the battle at the start of the Clan Raukaan players

Wild Despai
special rule.

Lnemy Table E







LoGIC ABANDONED
s

Lot anger fuel your hearts,

officiency
ason and mechanical effici
| favour the use of reason ‘ £
'3 na.l.’g’/; ':n {o guide theoy actions, Clan Raukaan are 1o /mt:m
z 2 5
"jl‘r::d of (f"mwdmg their logic-based protocols if ciret mm{’/:; “
:;u'alr the need for passion and fury. Many an r;m(r{z_\ ZM
; ¢ anathema, the dred
Chapter — including their daemonic an
:‘l/";l /l;:'r King - s Jallen foul of this uncharacteristic cha ug[l ’: n
ot s burst grants the
L x and unexpected emotional outbt
k. Ther sudden and un:
f1‘,mvmvx of Clan Company Raukaan a spinted vitality as they pour
}mh their pent-up ageression and hatred into their blows, (nmyl]g
an those that have angered then with termible purpose uniil the

source of their ire les dead.

THE ARMIES

Choose armics as described in the Warhamumer 40,000
rulebook. The Clan Raukaan player must choose a
primary detachment from Codex: Space Marines using the
extra rules presented in Clan Raukaan — A Codex: Space
Marines Supplement.

THE BATTLEFIELD
Use the deployment map included in this mission. Set up
terrain as described in the Warkammer 40,000 rulebook

DEPLOYMENT

Players should first roll for Warlord Traits and then Deploy
Forces, as described in the Warhammer 40,000 rulebook

FIRSTTURN
The player that de
their opponent ca
Warhamumer 40,00

Ployed first has the first turn unless
n Scize the Initiative

as describe .
0 rulebook cdin the

GAME LENGTH
This scenario uses Var,

able Game Le,
s Ve le Game Leng(h

as describe
e cribed in

\\lllgl‘OR!Y CONDITIONS
Atthe end of the game, g,

ame, the player
S VICOry Points wing the g e 125 SC0red the
same number of v, s the gy oL e the

Aame 1 a dray

brothers. This is no time for cogitation. Attack!”

PriMARY OBJECTIVES

At the end of the game, each player Teceives |

Point for each enemy unit that has been o

destroyed. Units that are Falling Back at the ¢

game, and units that are not on the board a¢

of the game count as destroyed for the. Purposes.

mission. Remember that Independent Gharacters

Dedicated Transports are, individual units and x

Victory Points if they are destroyed Furthermore

Clan Raukaan player can carn additional Victory

as follows: ;

« If you slay the enemy Warlord, you score 1 Victory|

« If you slay the enemy Warlord in close combat, you
instead score 2 Victory Points. ‘

« If you slay the enemy Warlord in a challenge, you
score 3 Victory Points. ¢

« If your Warlord slays the enemy Warlord in clase
you instead score 4 Victory Points,

« If your Warlord slays the enemy Warlord in a challeng
you instead score 5 Victory Points.

« If the enemy Warlord s alive at the end of the game
(whether he is in Ongoing Reserves or not), you lose!
Victory Points

SECONDARY OBJECTIVES
First Blood, Linebreaker, Slay the Warlord®.

* Only the enemy player can achieve this objective - the
Clan Raukaan player earns Victory Points for slayiog.
the enemy Warlord as described above

MISSION SPECIAL RULES
Night Fighting, Reserves.

anuni®
Fury of the Primarch: All non-vehicle C'“_"IR::;: bt
have the Furious Charge and Hatred SpECICE gl
cannot Go to Ground and cannot choose 1 B0 e
check due to the Qur Weapons Are Useless £
Warhammer 40,000 rulebook)




Enemy Table Edge

Enemy Deployment Zone

Clan Rauhaan Deployment Zone

Clan Raukaan Table Edge
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ALTAR OF WAR:
'DARK ANGELS MISSION TABLE

D6 Mission

1 Mailed Fist

2 Outriders of Death

3 No Combination More Deadly
4 Attack Without Warning
5
6

No Retreat, No Surrender
Hunt the Fallen

THE BATTLEFIELD
The deployment map, deployment zones and deployment
instructions for an Altar of War mission is included in the
mission itself; do not use the deployment maps included in
the Warhammer 40,000 rulebook

THE ENEMY

The player that won the roll-off and rolled on the Altar
of War: Dark Angels mission table is known as ‘the Dark
Angels player” in the rules and missions that follow, and
their opponent is known as ‘the enemy player’. Note that
the player that loses the roll-off counts as ‘the enemy’ for
the purposes of an Altar of War mission, even if they have
a Dark Angels army 100

RESERVES

Altar of War missions follow all of the rules for Reserves

in the Warhammer 40,000 rulebook; however, some specify
different limits on how many units may (or must) be placed
in reserve rather than deployed at the starc of the game

o DARK ANGELS

‘Dark Angels are unremitting in their quest for vengeance against tra
' Chapter stands stubborn in defence and remorseless in attack, the Ravenwing and Deathwing range ahead, stri
& hard and fast and opening the way so that their battle-brothers can deliver the Emperor's retribution.

oy

itors to the Imperium. While the core of the

CARRY ON AS NORMAL
Thesc changes aside, all of the rules in the Warkammer
40,000 rulebook are used as normal

DEATHWING & RAVENWING UNITS
Several missions have rules that apply to Deathwing or
Ravenwing units. For the sake of clarity, these units are

Deathwing: Belial, Deathwing Command Squad
Deathwing Terminator Squad, Deathwing Knights,
Venerable Dreadnoughts, and Deathwing Dedicated
Transport vehicles

Ravenwing: Sammacl, Ravenwing Command Squad,
Ravenwing Attack Squadron, Ravenwing Support
Squadron, Ravenwing Black Knights, Ravenwing
Darkshroud, Ravenwing Dark Talon, Nephilim Jetfighter
and Land Speeder Vengeance

(

| SELECTING MISSIONS

\ As an alternative to rolling on a mssion lable, the players can
agree 1o choose the mission they wish to fight. Picking missions
is @ great way to lry out missions you haven't fought before or
1o hone your skills at missions you have previously fought.




e are the Emperor’s wrath!

1 Let the blood of the unclean act as an offering to the Lion’s shade)*

e =

chpin of an enemy
chould be crushed with
chingly hurl the
to the heart

Is believe that once the b
s been identified, 1t
rhe Dark Angels will unflin
with carrying out this mussion 11
o theenemy army. 1 the dudy o such  baite [ommn:,y:lll'/;”"q
advance frarlessly and itractably towards the enery, uai
oy altack the for may hurl at them. Once the foe are closcly
i 1L tear into them righteous fury, either

The Dark Ang?
B defensive position h

ruthless efficiency

assault force tasked

g k Angels wil
engaged, the Dark Ange
achicving their objective or dying in the attempt.

THE ARMIES

Choose armies as described in the Warkammer 40,000
rulebook. The Dark Angels player must choose a primary
detachment from Codex. Dark Angels

THE BATTLEFIELD

Use the deployment map included with this mission. Each
plaser rolls a D6, re-rolling ties. Whoever scores higher can
decide which half of the table they wish to deploy in. The
opposing player will deploy in the opposite half Then, set
up terrain as described in the Warhammer 40,000 rulebook

PLACE PRIMARY OBJECTIVES

Setup DS Primary Objective markers before either side
deploys. The Dark Angels player places the first marker,
then his opponent, and so on until the requisite number
of markers has been placed. Objectives may only be set
up in the enemy player's deployment zone, and must be at
least 12" from a table edge or another objective

DEPLOYMENT
Players should first roll for Warlord Trais
the Warhammer 40,000 rulebook. The Dar
deploys first. He may deploy
 his deployment zone (h
of the table. The eney

as described in
ark Angels player
any number of units anywhere
atis over 6" from the centre line
my player then does likewise

Both sides may pl,

Ace any number of units i reserve,

FIRSTTURN
The Dark Angels play

€an Seize the Inig;
at
40,000 rulehook

T 80es first unless his

b opponent
Ve as described in the W o

Varhammer

GAME LENGTH :
The mission uses Variable Game Length as dese
the Warhammer 40,000 rulebook.

VICTORY CONDITIONS

At the end of the game, the player that has s
most Victory Points wins the battle. If the players|
same number of Victory Points, the game is a d(im

PriMARY OBJECTIVES i
At the end'of the game; each Primary Objective ist
3 Victory Points to the player that controls it. In
each player receives 1 Victory Point for each

unit that has been completely destroyed. Units:
are Falling Back at the end of the game, and units
are not on the board at the end of the game, count
destroyed for the purposes of this mission. Rem
Independent Characters and Dedicated Transportsa
individual units and award Victory Points if they
are destroyed

SECONDARY OBJECTIVES

First Blood, Slay the Warlord.

MISSION SPECIAL RULES

Mysterious Objectives, Night Fighting, Reserves.

Succeed or Die: All of the Dark Angels player's units hae
the Crusader and Fearless special rules. g4




Dark Angels Table Edge

Dark Angels Deployment Zone

Enemy Deployment Zone

Enemy Table Edge
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¥ posifions lo be
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cn sighted.

“The enemy have bet <
Ravenwing

o reconnatssance of enemy
0 any attack. The Ravenwing
o 1o such tasks, ranging far ahead of thei battle
brothers and reporting back what they discover s0 that their
eommanders can devise an ffective atfack plan Commanders
that do not have access to Ravenwing units will use other units
wnder their command fo carry out the task. Such duties often
sequire the outriding forces 0 closely engage the enemy, 50 that they
van accurately gauge their strength and the location of any hudden
forces. Should they encounter yesistance that cannot be quickly
overcome, then their probing attacks will be reinforced and an all-

out offensive will be launched immediately

The Dark Angels consider advanc
a vilal prevequisite t

are deally sui

THE ARMIES

Choose armics as described in the Warhammer 40,000
rulebook. The Dark Angels player must choose a primary
detachment from Codex: Dark Angels

THE BATTLEFIELD

Use the deployment map included with this mission. Each
player rolls a D6, re-rolling ties. Whoever scores higher can
decide which half of the table they wish to deploy in. The
opposing player will deploy in the opposite half. Then, sct
up terrain as described in the Warhammer 40,000 rulehook

", W X

OUTRIDERS OF DEATH o
e |

T am going to engage. In the name of the Emperor:
_ Attach!, Attack!, ATTACK!*

SRS SR

—

PLACE PRIMARY OBJECTIVES 3
Set up a total of D3+2 Primary Objective ma

cither side deploys. The cnemy pl‘fycr's‘fls'":rkcn before
Primary Objective, then the Dark Angels p,: the fr
Primary Objectives may be set up anywhere Z:r',f““m‘,,,
least 12" from a table cdge or another objectye. ¢

DEPLOYMENT 3
Players should first roll for Warlord Tra

the Warhawmmer 40,000 rulebook. Thc:;'n:; gf:f el
first, He iy deploy anywhere in hid halE SiAS L0
the Hidden Deployiment special rule to the right Thc \
Dark Angels player may deploy any number ofResei Ll
units or units with the Scout special rule in b halfof g
table, within 6" of his own table edge. His other units
begin the game in reserve =5

If the Dark Angels player has no Ravenwing units orurits
with the Scout special rule, he may deploy any two Troops
units instead. :

RESERVES

Both sides may place any number of units in reserse.

FIRSTTURN

The Dark Angels have the first turn.

uing




Lnemy Deployment Zone & Tuble Fdge

I 6" Dark Angels Deployment Zone & Table Edge

GAME LENGTH

The mission uses Variable Game Length as described in
the Warhammer 40,000 rulebook.

VICTORY CONDITIONS

At the end of the game, the player that has scored the most
Victory Points wins the battle. If the players have the same
number of Victory Points, the game is a draw.

PriMARY OBJECTIVES
At the end of the game, each Primary Objective is worth 3
Victory Points to the player that controls it.

SECONDARY OBJECTIVES
First Blood, Linebreaker, Slay the Warlord.

MISSION SPECIAL RULES

_ Reserves,

Hidden Deployment: The enemy player must first write
down if any of his Independent Characters will start the
game attached t0 a unit they can join, and which units
will start embarked on any transport vehicles in the army.
Independent Characters will deploy with the unit they are
attached to, and transported units will begin inside their
transport yehicle when it is deployed

The enemy player must take one Hidden Deployment
marker for each unitin his army (do not take separate
markers for attached Independent Characters and
{ransporied units), Note that there is no need o record
which marker corresponds (o each unit (this is determined
when the marker is revealed as described opposite)

The enemy player deploys the Hidden Deployment markers
instead of the units in his army. The markers must be
setup in this deployment arca, and may not be set up in
impassable terrain. They are treated as impassable terrain
by Dark Angels models. Hidden Deployment markers are
revealed in the following circumstances

«When a Dark Angels model ends their move or Deep
Striked within 12" of the marker.

« The enemy player may choose o reveal any of their
markers at the start of any of their turns, starting from the
second game urn

When a marker is revealed, the enemy player replaces it
with a single unit from his army. The enemy player may
choose any unit that has not yet been deployed. If the unit
has any attached Independent Characters, or a transport
vehicle, these will deploy at the same time.

Either place the revealed unit on the table, or discard the
marker and declare that the unit is in Ongoing Reserves, If
the unit is placed on the table, one model must be placed
where the marker was located, and the rest of the models in
the unit must deploy following the rules for unit coherency,
and be placed more than 1" away from any Dark Angels
model. If it is impossible to deploy all of the models in the
unit for any reason, then any models that can't be deployed
are destroyed (but remember, you can always choose to
place the whole unit in Ongoing Reserves in order to avoid

its destruction)

The enemy player is considered 1o have models on
the battlefield (and thus his force will not have been wiped
out) as long as at least one of his Hidden Deployment

markers remains
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‘Casualty Ratio 7:1

A Dark Angels Master is able to call on a combination of forces
o) here an the galaxy. As well as

ot are nearly unmatched any ,
: 2 s that make up the Battle Company wnder their

they are able to drazo on the resources of the rest of the
i ncluding the might of the Deathwing, the mobile forces
o the Ravensing, and the massive orbital firepower of the Rock
These assets are normally held in reserve uniil they are needed,
ich paint hey can be unleashed, shattering the last vestiges
resistance to a Dark Angels assault force, or halting a
enemy attack in its tracks. It is considered unworthy
Uhese resources too soon; their role is to deliver the coup de

the Space Ma»

grice to the enemy

THE ARMIES

Choose armies as described in the Warhammer 40,000

X The Dark Angels player must choose a primary
detachment from Codex: Dark Angels

rulel

THE BATTLEFIELD

Use the deployment map included with this mission. Each
player rolls 2 D6, re-rolling ties. Whoever scores higher can
decide which half of the table they wish to deploy in. The
opposing player will deploy in the opposite half Then, set
up terrain as described in the Warkammer 40,000 rulebook

No CoMBINATION MORE DEapyy”
L ;

_ we will cleanse this unclean horde from the galaxyt”

e

PLACE PRIMARY OBJECTIVES 5
Setup D3+ Primary Objective markers before o

side deploys. The enemy player scts up the fir i
Objective, then the Dark Angels player, and so gy
the requisite number of markers has been placeq s
Objectives may be set up anywhere on the table g o 1
from a table edge or another objective a7

DEPLOYMENT

Players should first roll for Warlord Traits as described
in the Warhammer 40,000 rulebook and then roll-off
The winner of the roll-off may deploy any number of
units anywhere in his deployment zone that s orer 12°
from the centre of the table. The opposing player then
does likewise. The Dark Angels plaver must place any
Deathwing and Ravenwing units in his army in reserve
when he deploys :

Both sides may place any number of units in reserve.
Note that Deathwing and Ravenwing units do not use the
normal rules for determining when their Reserves amne

(see the Chapter Assets mission special rule)




FIRSTTURN . 7
The player who deployed his army first gocs first unless
his opponent can Scize the Initiative as described in the
Wariammer 40,000 rulebook

GAME LENGTH ;
The mission uses Variable Game Length as described in
the Warhammer 40,000 rulebook

VICTORY CONDITIONS

Atthe end of the game, the player that has scored the most
Victory Points wins the battle. If the players have the same
number of Victory Points, the game is a draw

PrivaRY OBJECTIVES
At the end of the game, each Primary Objective is worth 3
Victory Points to the player that controls it.

At the end of the game, the Dark Angels player scores 1
Victory Point for each Chapter Asset he did not use during
the first three game turns of the battle (sce Chapter Assets)

Atthe end of the game, the encmy player scores 1 Victory
Point for each Chapter Asset the Dark Angels player used
in the first two turns of the battle (see Chapter Assets)

SECONDARY OBJECTIVES
First Blood, Lincbreaker, Slay the Warlord.

MISSION SPECIAL RULES

Mysterious Objectives, Night Fighting, Reserves.

Chapter Assets: The Dark Angels player has three sets

of Chapter Asscts; the Deathwing, the Ravenwing and
the Rock. He must take care when he commits them to
battle, as doing 50 0o Soon could cost him the game (sce
:’)nm.\r\ Objectives). If the Dark Angels army contains no

athwing or Ravenwing units, these assets may not be
cd upon, but the Dark Ang,

Points for not having used them

player will reccive Victory

Note that any Deathwing and Ravenwing units must start the
battle in reserve, and arrive from reserve using the following rules
rather than those in the Warhammer 40,000 rulebook

*The Deathwing: At the start of any Dark Angels turn the
Dark Angels player may declare that he is committing
the Deathwing to the battle. Note down the turn the
Deathwing was called on. All Deathwing units arrive from
reserve in that turn

* The Ravenwing: At the start of any Dark Angels turn the
Dark Angels player may declare that he is committing
the Ravenwing to the battle. Note down the turn the
Ravenwing was called on. All Ravenwing units arrive from
reserve in that turn

* The Rock: In the Shooting phase of any Dark Angels
turn, the Dark Angels player may declare that he is calling
upon the firepawer of the Rock. Note down the turn the
Rock was called on. One model in the Dark Angels army is
allowed to make the following shooting attack instead of
shooting any other weapans they may have

Range s AP Type
Infinite 10 2 Ordnance D3,
Barrage.

Large Blast

Enemy Deployment Zone & Table Edge

Dark Angels Depl

ment Zone & Table Edge




Strike fast and su
s is casily W

o—

ddenly, Attack withot warning: Remember aluays,
o i your enemy does not kenow he is fighting.’

o

——— e

Jfrw Space Marine Chaplers that
wad they abide upon the Rock, a
i { have a home warld. Instead the)
?:;:Z,:Wﬁn g fortress monastery carved. /'nn[n mrl br/lm;)k":{
ot Th ptected by a large s
The Rock is supported and protec :
i ’fs the IJ’:{:A' Angels with almost unprecedented

fleet, and provid:
jmnluhl\, cven for a Chapler of the Adeptus Astartes.

The Dark Angels are one of the.

The Dark Angels have learnt to wtilise these assets, striking.

incredibly swifly from orbit, often before an opfronent is aware
they have entered the system where the planet under attack is

located. Idealls, the attack will be spearheaded by the Deathwing,
lasely supported by the Ravenwing, and the final hammer-blow
2will be delivered by Dark Angels Space Marines that land nearby

in Thunderhawk Gunships

THE ARMIES

Choose armies as described in the Warhammer 40,000
rulebook. The Dark Angels player must choose a primary
detachment from Codex: Dark Angels

THE BATTLEFIELD

Use the deployment map included with this
mission. Then set up terrain as described in the
Warhammer 40,000 rulebook

PLACE PRIMARY OBJECTIVES
Set up D342 Primary Objective markers before cither

side deploys. The enemy player sets up the first Primary
Objective, then the Dark Angels player, and so on until
the requisite number of markers has been pl

aced. Primary
Objectives may be set up

¢ anywhere on the tble at least 12"
rom a table cdge or another objective

DEPLOYMENT
Players should first roll for Warlord

in the Warhammer 40,000 rulehook. T
deploys their forces in the
deployment map, more g,
@ble edge, All Dark
in rescrve.

aits as described

he cnemy player
deployment zone shown on the
an 12" away from cither long
Angels units star the batgle

Alte ¢ ¢}
er the enemy player has deployed, the Dark A 1
, the Dark Angels
©f the long table cdges a !]\cbl)ilrk
'€ Opposite table edge is ghe enemy

RESERVES

Both sides may place any number of units iy
that all Dark Angels units start in reserve, bt do ey e
the normal rules for determining when theiy Rc,m,i b
arrive (sce the Devil Take the Hindmost mission
special rule).

Teserye

FIRST TURN )

The Dark Angels player has the first turn.

GAME LENGTH

The mission uses Variable Game Length as described in
the Warhammer 40,000 rulebook.

VICTORY CONDITIONS

At the end of the game, the player that has scored the
most Victory Points wins the battle. If the players have
same number of Victory Points, the game is a draw.

In this mission, the rule that ‘if one player hasno m
on the efield his opp ically w
not apply until the fourth game turn.

PriMARY OBJECTIVES
At the end of the game, each Primary Objectiveis
3 Victory Points to the player that controlsit.

SECONDARY OBJECTIVES
First Blood, Slay the Warlord.

MISSION SPECIAL RULES
Mysterious Objectives, Reserves.
Attack Without Warning: To represent the elementt
surprise, all Dark Angels units have the Shm' 55
rule on game turn one, and the Stealth special
game turn two. In addition, all Dark Angels un
allowed to charge on the turn they arrive [fom (€
even if they used the Deep Strike or Outfankspe
rules, or disembarked from a Transportvehidle:

Devil Take the Hindmost: Dark Angels
the normal rules for determining on whi
Reserves enter play, Instead, all Deathwill

that &
o

Strike and all Flyers arrive from reserve ot

part from

Angels turn; all Ravenwing units aj
ther units:

from reserve on turn two; and all ot
reserve on turn three.
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Forget your past ife.
_ nothing else is of

e Dark Angels are a highly mobite force, which mearis /n?;“" :
i often find Ihemselves operating far in advance of any ;(u/\’/"y " g
Inperial ground forces. In such circumstances the Dark A :L;
will often have to defend a large area. against enemy attack. i

order to do so, the First Legion will have to stretch themselves very
ypically, they will ereate @ number of perimeter defence
Jorces, cach made vp of a handfiul of Dark Angels Space Marines
The Chapter's most powerful umis will be kept in a central Teserve,
Jfrom where they can move swifily to support any perimeler defence
Jorce that comes under attack. This requires the defenice fores [0
inst an attack until thair battle-brothers are

thin. Ty

hold out resolutely aga
able to amive

THE ARMIES

Choose armies as described in the Warkammer 40,000
rulebook. The Dark Angels player must choose a primary
detachment from Codex: Dark Angels

THE BATTLEFIELD

Usc the deployment map included with this mission. Each
player rolls a D6, re-rolling ties. Whoever scores higher can
decide which half of the table they wish to deploy in. The
apposing player will deploy in the opposite half. Then, set
up terrain as described in the Warhammer 40,000 rulebook

o

From this day on you are simply a Dark Angel
consequence. The Chapter is all that matters.”

PLACE PRIMARY OBJECTIVES
Set up D3 Primary Objective markers before
deploys. The Dark Angels player places the f
then his opponent, and 5o on until the requi
of markers has been placed. Objectives may
in the Dark Angels player's deployment zon
at least 12" from a table edge or another o

cither e
TSt maker
site murhe,
Only be ger
¢, and myyy
bjectie,

DEPLOYMENT

Players should first roll for Warlord Traits as described
the Warharimer 40,000 7ulebook, then the enermy plaer
deploys first. He may deploy any number of units anyl
in his deployment zone that s over 6" from the :enmh,:k
of the table. =

The Dark Angels player deploys second. He may deploy
any number of his Troops units {and any associated
Dedicated Transports), plus D3 other units selected usig
the Perimeter Defence Force mission special rule (o he
right, anywhere in his deployment zone. All remaning
units must be placed in reserve,

RESERVES

Both sides may place any number of units in resee
that Dark Angels units do not use the normal rules
determining when their Reserves arrive (see the
Reserves mission special rule).

Dark Angels Deployment Zone
le

& Table lidge

LEnemy Deployment Zone
& Table Edge




FIRSTTURN
Rolla D6 On aroll of 1:8 the Dark Angels player has the first
aurn On a roll of 4-6 the enemy player has the first n

GAME LENGTH
The mission uses Variable Game Length as described in the
Warhammer 40,000 rulebook

VICTORY CONDITIONS

|+ Atthe end of the game, the player that has scored the most
Victory Points wins the battle. If the players lave the same
sumber of Victory Points, the game 1s a draw,

PrIMARY OBJECTIVES
At the end of the game, each Primary Objective is worth 3
Victory Points to the player that controls it.

SECONDARY OBJECTIVES 3
inebreaker, Slay the Warlord.

First Blood,

MISSION SPECIAL RULES

Mysterious Objectives, Night Fighting, Rescrves.

Central Reserves: Dark Angels units do not use the normal
rules for determining on which turn their Reserves enter
play. Instead, all of their Reserves arrive on the Dark Angels
player’s third turn

Perimeter Defence Force: When deploying, the Dark Angels
player may deploy any number of Troops units, plus D3
units sclected from the following list. Roll once on the table
for cach additional unit the Dark Angels player may deploy
1 no unit of the appropriate type is available, then that roll
is wasted (but the Dark Angels player may keep on rolling
1fhe has any rolls remaining). Note that the Dark Angels
player does not have to deploy a unit if he does not want to
=it may be placed in reserve instead if desired

PERIMETER DEFENCE FORCE TABLE
D6 Result
1 HQ Unit: Deploy an HQ unit, plus any

associated Dedicated Transports and
command squads.
Elites Unit: Deploy an Elites
associated Dedicated Transports
Fast Attack Unit: Deploy a Fast Attack unit
plus any associated Dedicated Transports
Flyers may not be selected
Heavy Support Unit: Deploy a Heavy
Support unit plus any assoctated Dedicated
Transports. Flyers may not be selected
Allied Unit: Deploy an Allied unit plus any
associated Dedicated Transports. Flyers may
not be selected
Any Unit: Deploy any unit plus any
associated Dedicated Transports. Flyers
may not be selected

plus any




HounT THE FALLEN
e

A oment of laxity spauns a lifetime of heresy. Never forget, never forgtors

i R
S Dark Angel,theonly ey that they can id QA]\IJIE LFNFEH| e
In the eyes of the Dart }mm‘mnlrﬁ\luﬂlhvuhnmunwllhmlllr Use the rules from the original Dark Angels
i e O Fllen Dark Angelsare found, end
- ;7.,:"’:“ e winde (0 repnt. Hotuevers since the Fallen were cast
;;mm"ll the warp to all corners of space and time, this l\[.m; :‘/r:’\,
Lask. Unlike the Inguisitors and. Grey Knights, hose role ¥ ;
oot ot the agenis of Chaos whoever they may be, the Dark Angels
are primanily concerned with finding the Fallen of their Chapter
Allhough the Eirst Legion 1s stll called upon (o undertake many
different missions, the search for thir Fallen conrades is &
constant quest they can never relinguish

VICTORY CONDITIONS ;

Use the rules from the original Dark Angels misson
The following objective also applies, in addition s g
objectives in the original mission. i

ADDITIONAL PRIMARY OBJECTIVE
If the Fallen Agent (see Mission Special Rules belon
killed, the Dark Angels player scores 3 Victory Poiats,
If the Fallen Agentis captured, the Dark Angels

ORIGINAL DARK ANGELS MISSION scores 6 Victory Points. If the Fallen Agent s nei
Designer's Note: The Dark Angels have learnt that one of killed nor captured, the enemy player scores Db
their foes is either one of the Fallen, or has mformation about Victory Points. ;

the location of ane of their ancient enemies. This means that this
mission is rather different fo most others, in that it is combined

with another mission that the Dark Angels were engaged upon

before this vital intelligence came 1o light

Before starting play, the Dark Angels player must generate
another mission, which is the original mission that the
Dark Angels were carrying out. This can either be an
Eternal War mission or a different mission from Altar of
War: Dark Angels. The Dark Angels player decides which
type of mission they wish to use, and then generate it

using the normal rules for the type of mission they have
selected. If the Dark Angels player decides to gencrate a
different Aliar of War: Dark Angels mission, then they should
re-roll results of Hunt the Fallen MISSION SPECIAL RULES

Fallen Agent: The Dark Angels have learnt thatam
in the opposing army is either one of the Fallénsoe
important information that may lead to the captirees

THE ARMIES

Choose

armies as described in the Warkammer 40,000
rulebook. The Dark Angels player must choose
detachment from Codex. Dark Angels

a primary Independent Character in the opposing army (80
model exists, then the enemy Warlord is the Fallea:
Randomly select the Fallen Agent from amongstit
THE BATTLEFIELD potential candidates after the Battlefield step S EE
place but before the Deployment step = both PIEE:

Use the rules fro
ules from the original 1,
aware of which model is the Fallen Agent:

ark Angels mission

?E_PLOYMENT Dead or Alive: The Dark Angels would prefét ;o:?"‘- :
se the rules from the orig| the Fallen Agent alive, but will aceept his deatl i
suitable alternative. If there is a Dark Angels ';“, {57
D6" of the Fallen agent when he loses his ISEHEE0
is otherwise removed as a casualty, then e is ass :
10 have been captured alive, If there are O EEES
models within range when the Fallen ARERUS S0y
a casualty, then the Fallen Agent s assumeEEEEa

inal Dark Angels mission

RESERVES

Use the rules from (he original b,

ark Angels mission

FIRSTTURN
Use the =
Fules from the origing) Never Forgive: As long as the Fallen A

Dark Angels models have the Zealotspect

ark Angels mission,
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ring over the battlefield, the Imperial Knights crush the foe
forth to honour ancient debts and nobly heeding calls for aid, the Knights are
each one more than capable of breaking an enemy defensive line or toppling a fortre:

k4l A1TaR OF WAR:

B4l IMPERIAL KNIGHTS MissION TABLE

D3 Mission
e —
1 Aid Unlooked For
Of Lance, Shield and Mantle

Knights (0 the Fore

'HoUSEHOLD DETACHMENT MISSION TABLE
i D8 Mission

Hold the Line

In Defence of the Realm

The Lance Ascendant

- THE BATTLEFIELD

% The deployment maps, deployment zones and deployment
instructions for the missions are included in the missions
themselves; do not use the dcployment maps included in
the Warkanmer 40,000 rulebook

THE ENEMY
The player that won the roll-off and rolled on the Altar of
" War: Iinperial Knights mission table is known as ‘the Imperial
Knights player’ in the rules and missions that follow, and
their opponent is known as ‘the enemy player’. Note that
the player that loses the roll-off counts as ‘the enemy” for
the purposes of an Altar of War mission, even if they have
 Imperial Knights in their army t0o.

L KNIGHTS

s

5 of the Emperor under their adamantium tread,

fearsome weapons of war,
ss wall,

RESERVES

Altar of War missions follow all of the rules for Reserves

m the Warhammer 40,000 rulebook; however, some specify
different limits on how many units may (or must) be placed
in reserve rather than deployed at the start of the game

CARRY ON AS NORMAL
These changes aside, all of the rules in the Warha
40,000 rulebook are uscd as normal

SELECTED BATTLE MISSIONS
As an alternative to rolling on a mission table, the players can
agree to choose the mission they wish o fight. Picking missions

15 a great way fo try owt missions you haven't fought before or
to hone your skills at missions you have previously fought




Uphold the hono

us oceasions throughout the Mankind's history,
15 have came (o the aid of allied forces that were
destruction. The skill and

il On numero

8 Jiperial Knigh
R e e
Shir Ko \ght suits allows them 1o baltle their way ihrough enemy-
bl temiory to einforce tranded allies in @ manner that even @
{onk company cannot izal. So it i that many an Inperial Joree,
grimly making its last stand, may yet by graced with salvation
Thanks (o the bravery of their knightly saviours

THE ARMIES

Choose armics as described the Warhammer 40,000
rulebook. The Imperial Knights player’s army must include
an Imperial Knight dctachment that comprises either one
or two Imperial Knights (see Codex: Imperial Knights)

THE BATTLEFIELD
Use the deployment map included in this mission. Set up
terrain as described in the Warhammer 40,000 rulebook.

DEPLOYMENT

Before any models are deployed, both players should roll
to determime their Warlord Traits as described in the
Warl 40,000 rulebook

Firstly, the Imperial Knights player deploys his units
anywhere within his deployment zone (sce map). He
cannot choose 0 keep any forces in reserve, with the
exception of his Flyers and Imperial Knights, which must
be held back in reserve. Then the enemy player deploys

his units anywhere within either of his deployment zones
(see map)

FIRSTTURN
The enemy player b,
Knights player can
Warkammer 40,000

s the first turn unl
Seize the Initiative
rulebook.

ess the Imperial
as described in the

GAME LENGTH
This mission uses v ;
the Wantr 5 Variable Game Lengei

10,000 ratcty oy as described in

wur of your household! Forward?”

VICTORY CONDITIONS

Atthe end of the game, the player who has scoreg
most Victory Points wins the game. If players
same number of Victory Points, the game 152 dray,

PriMARY OBJECTIVES
At the end of the game, each player receives |
Point for each enemy unit that has been com
destroyed. Units that are Falling Back at the end ofy
game count as destroyed for the purposes of this m;
that pendent Characters and Dedic
Transports are individual units and award Vietory
they are destroyed.

SECONDARY OBJECTIVES
First Blood, Linebreaker, Slay the Warlord.

MISSION SPECIAL RULES

Night Fighting, Reserves.

Grim Resolve: All of the Imperial Knights players no
vehicle units have the Stubborn special rule

From Out of Nowhere: Each time the Imperial KngiS
player m uccessful Reserves roll o bing o1t
Imperial Knight, he must randomly determine ¥hic
edge it will arrive from, On the roll ofa 1, the 1""11’\‘,‘,;;"5
Knight arrives from any point along the IMPE S8
Player's table edge (see map); on the roll of& 250 Ky
arrives from any point along the castern table < g:‘m
map); on the roll of a 4 or b, it arrives from a1 xl::l.,[a@
along the western table edge (see map)i o1 xhemc e
itarrives from any point along the northern &
s
Lines of Retreat: Any of the Imperial Knghs P,
units that Fall Back must do so towards the €8a

ack do 50 (oW
board. Any enemy units that Fall Back o
nearest short table edge




Western
Table
Edge

Northern Table Edge

ey 2| Enemy
Deployment. ~————> | Dz’[r[m-m)mt
Lome | Zane
Imperial Knights
Deployment Zone 7

Inperial Knights Table Edge

Eastern
Table
Edge




¥ are often called 1

You are a Knight of F
hearts of your allies,

——

peritum, Knights
e "Z’.Z;”.’iﬁ%’f!’i’?li’i,,?{,i’i.’,'L}f,,. ik, T :
ot without good rea r,on, /[fr 7 l\:;yl,;lﬁrt []\rﬂ;;m{:{.y:’l[ ;71: {in; ,{Z’,ﬂ
of an assault serves thee purposes: firsth, ik pich

Cnight ct 1 his way through almost any fo

:.]Z,’: l:;’":'l;”:,m:’ Yb’/x/lllﬁ}"lmn condly, the durability afforded o
Fovight'ssuit by his ion shields enables him to sheler allied /um;[
that follow in his wake; inally, the Knight acts as @ highty e
reminder o the Impernn's might, nspiring all who fight for the
Emperor, whilst cowing therr foes

THE ARMIES

Choose armies as described in the Warhammer 40,000
rulebook. The Imperial Knights player's army must include
an Imperial Knight detachment that compriscs either one
or two Imperial Knights (see Codex: Imperial Knights)

THE BATTLEFIELD
Use the deployment map included in this mission. Set up
terrain as described in the Warkammer 40,000 rulebook

Prace Privary OBjecTIVES

After terrain has been set up, the enemy player must place

3 objective markers anywhere in his deployment zone. No

abjectve can be placed within 6 of any battleficld cdge or
12" of another objective

DEPLOYMENT

Before any models are deployed, both players should roll
o determine their Warlord Traits as described in the
Warhammer 40,000 rulebook

Firstly, the enemy player deploys his units
his deployment zone (sec y
player deploys his units
20nes (see map)

anywhere within
map). Then the Imperial Knights
anywhere within his deployment

FIRSTTURN

The Imperial Knights plq
enemy player ¢

5 er has the
An Seize the Initative
Warhammer 40,000 rulehogk. x

first turn unless the
as described in the

GAME LENGTH
This mission uses Varfale G,
the Warhammer 40,000 g1y,

ame Length as de.

"
o ibed in

OF LANCE, SHIELD AND Mg

Touse Terryn. May your deeds lift the
and crush the spirits of your foes.”

VICTORY CONDITIONS
Atthe end of the game, the plaser swho ias
most Victory Points wins the game. If plase,
same number of Victory Points, the game j.

scored the
73 have f,c
53 drass

PriMARY OBJECTIVES

At the end of the game, each Primary O]
Victory Points to the player that controls jt. Furtherme,

at the end of the game, the enemy player scores | \:l(m‘,:'
Point for each Imperial Knight belonging to the Ingergy
Knights player that has been destroyed.

biective is wory .

SECONDARY OBJECTIVES
First Blood, Lincbreaker, Slay the Warlord.

MISSION SPECIAL RULES
Night Fighting, Reserves.

Lance of the Imperiums All Imperial Knights
the Imperial Knights player have the Rampage
special rule ;

Shield of the Imperium: Any friendly unit (hat 5]
obscured from the fire by an Imperial Knight®
the Imperial Knights player receives @ 5 €%t

Mantle of the Imperium: All fricndly units choseR
codex that represents one of the Imperial FORE EE8
Sororitas, Blood Angels, Dark Angels, Gres BES
Imperial Guard, Inquisition, Space Marines &
Wolves) within 12" of an Imperial Knight!
the Imperial Knights player, count s havits
additional Wound when determining & e
Furthermore, all enemy units within 1270f483
Knight belonging to the Imperial Knights
their lowest Leadership value, not the: Tughests



s
A

B

S R

Imperial Knights
Deployment Zone

Enemy
Deplayment Zone
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the honour of an Imperial Knight or w0

hem to take part in a strike

aluable military Tesources
cven

b 1/ commander has
at his disposal, he will often utilise U
y's most 1
designed to destroy the enemys !
ljufmsﬁu <auch a bold action can shave wf:. mjm}/.; e
faa g his adversary bereftof his harde
cars off @ canipaign by leaving ary b
)numg assets. With the killing power of the Knghts to rall[u/u:fx;
& commander can be confident of bringing down even the larges
super-heavy war machines and dealing the enemy @ blow from

which he will struggle (o recover

THE ARMIES

Choose armics as described in the Warkammer 40,000
rulebook. The Imperial Knights player's army must include
an Imperial Knight detachment that comprises cither one
or two Imperial Knights (sce Codex: Imperial Knights).

THE BATTLEFIELD

Use the deployment map included in this mission. Set up
terrain as described in the Warhammer 40,000 rulcbook.

DEPLOYMENT

Before any models are de ployed, both players should roll

mvxlmrrmmu their Warlord Traits as described in the
Warhammer 40,000 rulebook

Firstly, the enemy player deploys |
hus deployment zone (see map). T
Player deploys his units
zones (sec map)

his units anywhere within
hen the Imperial Knights
anywhere within his deployment

FIRSTTURN

The Impenal Knights player 1,
enemy player can Seize the [ng

Warkammer 40,000 rulebogk.

4s the first turn unless the

tative as described in the

GAME LENGTH
This mission uses v

‘ariable G
the Warkammer.4q, tble Game Len

000 rulebgny "B a5 described in

VICTORY CONDITIONS

At the end of the game, the player who has scoreq
most Victory Points wins the game. If Players haye g
same number of Victory Points, e game is a digy.

PriMARY OBJECTIVES

At the end of the game, each player receives 1 Vicors
Point for each enemy unit that has been ¢
destroyed. In addition, at the end of the game, the
Imperial Knights player receives 1 Victory Point for
enemy Heavy Support unit that has been completely
destroyed. However, each player instead receives 3 Vie
Points for each enemy Super-heavy unit that has been:
completely destroyed, Units that are Falling Back at
end of the game count as destroyed for the purposes

and Dedicated Transports are individual units and
Victory Points if they are destroyed

SECONDARY OBJECTIVES

First Blood, Linebreaker, Slay the Warlord.
MISSION SPECIAL RULES

Night Fighting, Reserves.

Titan Killers: Imperial Knights belonging to the lmperal =
Knights player have the Tank Hunters special rule.

[ “Iwill uphold the bonour of my bouse.

ourbrotherhood gives me streagth-
Till show no mercy to my focs.
none shall withstard my fury:
Twill defend the sanctity of Sacred Moustiit:
10 cocmy shall tread Alaric Prime unpusished:

Tl mever forsake my otk

only in death docs duty cad’

g a0 |
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Enemy
Deployment Zone
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youted from battle

%
o f every mce, aTIES
b Taroughout the histories of every en waylaid

orguard action have bee
BN 1 forled to fight an effective m.rlymni . i )
B ond massacred by their victorious pursuets. S such a dire
Wl o v, o Houschold Detachment of Inperial Knights will
fem ufuntert prform ths grim duty, sanding theirground
B erting all available power to push their fon shields (o the
Tt Their valiant actions will enable their alles to fall back
in good order whilst thes form an impenetrable wall of armoured
walkers to hold back the foc.
3

THE ARMIES

Choose armies as described in the Warhammer 40,000
rulebook. The Imperial Knights player’s army must
include an Imperial Knight detachment that comprises
three or more Imperial Knights, Alternatively, he can take
a primary detachment of Imperial Knights as described in
Codex: Fmperial Knights

8 THE BATTLEFIELD

Use the deployment map included in this mission. Set up
terrain as described the Warhammer 40,000 rulebook.

DEPLOYMENT

Before any models are deployed, both players should roll
to determine their Warlord Traits as described in the
Warhammer 40,000 rulebook

Firstly, the Imperial Knights player deploys his units
anywhere within his deployment zone (;
the enemy player deploys his units
deployment zone (sce map)

map). Then
anywhere within his

\

\_1(4

e {I g et 17 -
HovLb THE LINE

i e e

Protect the weak. Honour your oaths.”

B

FIRST TURN
The enemy player has the first turn unless g,
Knights player can Seize the Initiative as des
Warhammer 40,000 rulebook

€ Imperig)
<ribed in

GAME LENGTH

This mission uscs Variable Game Length as describeq
the Warhammer 40,000 rulebook. 0

VICTORY CONDJFIONS

At the end of the game, the player who has scored the
most Victory Points wins the game. If players have the.
same number of Victory Points, the game 1sa dras,

PrivARY OBJECTIVES

At the end of the game, each player receives 1 Victory
Point for each enemy unit that has been completely
destroyed. Units that are Falling Back at the end of
the game count as destroyed for the purposes of this
mission. Furthermore, each time an enemy non-Flyer -
unit voluntarily moves off the Imperial Knights playes
table edge (see Breakthrough mission special rule);
enemy player receives 1 Victory Point. Remember that
Independent Characters and Dedicated Transportsare &
individual units and award Victory Points separately.

SECONDARY OBJECTIVES
First Blood, Slay the Warlord.

MISSION SPECIAL RULES
Night Fighting, Reserves.

Breakthrough: Enemy units can voluntarily lease
the Imperial Knights player’s table edge —as sooit
of the unit’s models moves off the board in this

the whole unit is removed

Power Re-route: Imperial Knights belonging 0 h€
Imperial Knights player that did not move i theP
turn count their ion shield invulnerable sayes i &
1 point beter than normal. If the enemy PW" P
first urn, all Imperial Knights belonging t0 the BEFE
Knights player count as not having moved it ¢
previous turn.

Throw Them Backl: Al of Imperial Knights Pl
have the Counter-attack special rule: Y



Enemy Deployment Zone

Imperial Knights Deployment Zone
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{One must often blunt the claws of the be

——

«
2 threatens a Kn. .
e o tcting e lan s rsours and i
lation falls o its Nobles. Marching from ther strongho z
{’:l;hu Jorce, the Knights exploit their intimate knmulnlg; :{ Ui
local terrain to assail the mvading forces at €very mm,, )l’ :rh
in ambush and striking hard and fast at exposed flanks, £ i
Household Detachment is tasked with the desiruction of @ pm,‘. o
of the enemy hosk; thus is the fighting strength of their foe picked
. eical. In the aftermath of these nitial engagements,

apart prec
enemy losses often prove so catastrophic that any but the most

tenactous invaders are soon forced to withira.

jght warld, be they xenos, Dacron

THE ARMIES

Choose armies as described in the Warhammer 40,000
rulebook. The Imperial Knights player's army must
include an Imperial Knight detachment that comprises
three or more Imperial Knights. Alternatively, he can take
a primary detachment of Imperial Knights (see Codex:
Inperial Knights)

THE BATTLEFIELD
Use the deployment map included in this mission. Set up
terrain as described in the Warkamuner 40,000 rulebook

DEPLOYMENT

Before any models are deployed, both players should roll
to determine their Warlord Traits as described in the
Warkammer 40,000 rulebook

Firstly, the enemy player deploys his units anywhere within
his deployment zone (scc map). The Imperial Knghts
Player then disides his army into two separate forces
called the ‘Hammer force and 'Anvil’ force, The Imperal
Knights player deploys the units from his Anvil force
anywhere within his deployment zone (see map), though
the units Hammer force must he held back m]m'mw i

FIRSTTURN

-l[(h( enemy player has the first trn e
PIBHLS player can Seize the Initiative a

Warhammer 40,000 rulebook

ss the Imperial
described in the

o~

ast before taking its head.”

GAME LENGTH ¢
This mission uses Variable Game Length as desery
the Warhammer 40,000 rulebook. i

VICTORY CONDITIONS

At the end of the game, the player who has scor

At the end of the game; each player receives 1
Point for each cnerny unit that has been compl

Points for cach Imperial Knight that has been'co
destroyed. Units that are Falling Back at the end
game count as destroyed for the purposes of this
Remember that Independent Characters and D
Transports are individual units and award Victory
they are destroyed.

SECONDARY OBJECTIVES
First Blood, Linebreaker, Slay the Warlord.

SPECIAL RULES
Night Fighting, Reserves.

The Anvil Waits...: All units in the Anvil force have the
Shrouded special rule during the first game tum. Ifthe
Night Fighting rules are also in effect, all units in the
Anyil force also have the Stealth special rule during the
first turn, regardless of their distance away from the
firing unit

...The Hammer Strikes: All units in the Hammer force
have the Acute Senses and Outflank special rules MIkE
a single Rescrves roll for all units in the Hammer (0f6e
this roll can be re-rolled if failed. However, all unllsl“wn
Hammer force must arrive from the same table edge
they arrive from reserve.




Enemy
Deployment Zone

Imperial Knights
Deployment Zone




e =

o A9y
“MissIonA’
5D R
-

“The enemy have

THE LLANCE ASCENDANT
gt

vitnessed the power of our guns.
‘Nouw they shall el the fury of the lance.”

) NN
4 3
One of the miost intomidating sights for the r’uml;llrj a{ :/\/l’r:y;{::xty I:?
 jehold 1 a tightly-packed host of Imperial Kuights e
down upon them. However, these armoured charges serv ’
sore than a mere psychological weapon, for when a ju;lu/l'l[rm
of Knights hits home, the impact of their assault it nathing u/:
than meteoric. Enemy vehicles are smashed aside like toys as lu"
Knights lash out with their reaper chablades to the ruin of all
who stand before them. In order to close with their Largels as. fast
sible, the Nobles can lake the extreme measure of re-rouling
\ from their primary weafion systems in order (o augment
their engines to maxumin capacity Sacrificing such potent
firepawer is a bold gambit, but one that pays dividends when the
Knights tear through theer foes.

THE ARMIES

Choose armies as described in the Warhammer 40,000
rulebook. The Imperial Knights player's army must
include an Imperial Knight detachment that comprises
three or more Imperial Knights. Alternatively, he can take
a primary detachment of Imperial Knights as described in
Codex: Imperial Knights

THE BATTLEFIELD
Use the deployment map included in this mission. Set up
terrain as described in the Warhammer 40,000 rulebook

DEPLOYMENT

Before any models are deployed, both players should roll
to determine their Warlord Traits as described in the
Warhammer 40,000 rulebook.

Fi  ene.
} r‘slll» :m enemy plaser deploys his units anywhere within
1:;‘: lpl()\;ﬂﬂli zone (sce map). Then the Imperial Knights
ayer deploys his units anywh
s cre within his de,
zone (sce map) e

FIRST TURN

The Imperial Knights pl,
emy player can Seize the Initiative

Warhammer 40,000 rulebook

ayer has the first trn unless the

as described in the

GAME LENGTH
This mission uses Variable Game

& Wm0 Length as described in

book.

VICTORY CONDITIONS
Atthe end of the game, the player who hiasscoreqy
most Victory Points wins the game. If Players haye.
same number of Victory Points, the game isadray

PriMARY OBJECTIVES
At the end of the game, each player receives 1 Vi
Point for each enemy unit that has been complete
destroyed. The enemy player instead receives D3 y
Points for each Imperial Knight that has been com
destroyed: Units that aré Falling Back at the end g
game count as destroyed for the purposes of this
ber that Independent Characty d Dedic
Transports are individual units and award Victory
they are destroyed.

SECONDARY OBJECTIVES
First Blood, Linebreaker, Slay the Warlord.

SPECIAL RULES
Night Fighting, Reserves.

Power Re-route: Imperial Knights belonging tothe =55
Imperial Knights player cannot fire their rapid-fire battles
cannons or thermal cannons. However, Imperial Knights
belonging to the Imperial Knight can Run and chargein
the same turn.

Armoured Charge: Imperial Knights belonging (o the
Imperial Knights player have the Crusader and Rage
special rules. Furthermore, Imperial Knights belonging
1o the Imperial Knights player also inflict D3 Hammet &
Wrath hits instead of the usual 1, as long as they remain
within 6" of another friendly Imperial Knight

f
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Imperial Knights
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3 4 dent el
¢ and enigmatic, the Eldar are an ancient race who possess technology so advanced it appea i

unger races. In battle the Eldar sweep down upon their foes with lightning peed and ul-’ h s sorcery in the eyes

Sack out of reach before their foes can strike back, verwhelming firepower,

AR OF WAR: ELDAR MissiON TABLE RESERVES
Mission Altar of War missions follow all of the rules for Rescrves
Fatal Strike 2 i the Warhammer 40,000 rulebook; however, some specify
The Scything Blow different limits on how many units may (or must) l‘g xhr‘wl
Shadow Screen in reserve rather than deployed at the start of the gaiac
Perfidious Eldar Bame
Path of the Warrior
A Nexus of Fate
AL
i
S} THE BATTLEFIELD
e deployment maps, deploy zones and dep
| nsiructions for the missions are included in the missions
" {hemselyes; do not use the deployment maps included in CARRY ON AS NORMAL
the Warhammer 40,000 Tulebook. These changes aside, all of the rules in the Warhammer
¥ 40,000 rulebook are used as normal

3 THEENEMY (

‘The player that won the roll-off and rolled on the Altar of | SELECTING MISSIONS
{| War Eldarmission table is known as ‘the Eldar player’ in As an alternative 1o rolling on a mission table, the plasers can
the rules and missions that follow, and their opponent is agree to choose the mission they wish to fight. Picking missions
known as ‘the enemy player’, Note that the player that loses is a great way (o try out missions yowhaven't fought before or
the roll-off counts as ‘the enemy’ for the purposes of an to hione your skills at missions you have previously fought
Altar of War mission, even if they have an Eldar army too. —

)

8
A

T T e T ST e e
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i Farseers are potent psykers, whose [:mlllg:,oux ,’,’:::T,’,f,z:’;’;‘;/ﬁ””
: wre. By casting their runes, they
::,j:q(/,l: :{:‘m o /;:vbnbrlni 10 divune which course of action -
should be taken. These powers can allow the Eldar to carry 01 .
a devastating attack that will win a campain at a single stroke
ensure their success in the longer term. More
be aimed at an important enemy
carseer has divined 1s vital if the

or, at the least,
often than not, the strike will
commander, whose death 1

Eldar are to succeed i their plans

Once a target has been identified, @ small strike force will be
sent to destroy or capture them. The Eldar will strike quickly

and without warning, relymg on a fast and furious assault to
overwhelm the foe and achieve their ends. The enemy’s only hope
s to do their best to prolect the likely targets of the attack, and to
attempt to drive the Eldar off by inflicting such heavy casualties
upon them that they fall back rather than press home their attack.

THE ARMIES

Choose armics as described in the Warhammer 40,000
rulebook. The Eldar player must choose a primary
detachment from Codex: Eldar

THE BATTLEFIELD
Use the deployment map included with this
mission. Then set up terrain

1 as described in the
Warhammer 40,000 rulebook

DEPLOYMENT
f‘la\lms should fist roll for Warlord Traits as described
e H[t‘zvfmmmir 40,000 rulebook. The Eldar player
eploys first, anywhere in thej, S
s first, r deployment zone
away from the centre ey
9" an ne of the table, The ¢
;:ll‘a\u then docs likewise, except that all of e ‘l:‘Q““m
oices must be deployed within 6" of :
Sotcetin d Within 6" of the centre of (he;
¢ cPloyment zone. Note that this means thag pos . Le."
wices may not be placed in reserve,

e
FATAL STRIKE

SR e

b ;
(/ Four understanding is not required mork

eigh, merely your surrender.,.’

FIRST TURN
‘The Eldar player goes first unless the enemy playes
can Scize the Initiative as described in the 2

40,000 rulebook

GAME LENGTH
The mission uses Variable Game Length as described
the Warhammer 40,000 rulebook

VICTORY CONDITIONS
At the end of the game, the player that has scored the
most Victory Points wins the battle, If the players ha
same number of Victory Points, the game is a dray.

PriMarY OBJECTIVES E
The enemy player receives 2 Victory Points for each
opposing unit that has been completely destroyed.
Eldar player receives 3 Victory Points for each HQ unil
that they completely destroy, 1 Victory Point for each
Troops or Dedicated Transport unit they completely.
destroy, and 2 Victory Points for any other type of unit
they completely destroy. Units that are Falling Backat
end of the game, and units that are not on the boardat
the end of the game, count as destroyed for the purposes
of this mission. Remember that Independent Characters
and Dedicated Transports are individual units and avard
Victory Points if they are destroyed.

SECONDARY OBJECTIVES
First Blood, Slay the Warlord.

MISSION SPECIAL RULES

Reserves.

Dawn Attack: The Night Fighting rule applies
automatically for the first turn of this mission (
for it as you would do normally).

do notroll
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Enemy Deployment Zone

inemy HQ
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i The Eldar very raely attack an enemy head-on wher mf;:f:.ll“
in batdle. Instead, they will altempt to fix the e {. v
engaging them with long range fire, while mnb:lrl.‘nnlr /e
Flaar army work their way into position to deliver a flank atlack.
The Eldar will engage the enemy from a strong. drﬁ':mxvr»/m.\um;x,
using long range weaponry fitted to grav-platforms or armoured
wehicles such as the Fire Prism to pin the encmy in place

The aim will not be to inflict heavy casualties, but merely to tie the
enemy up while the Etdar's Falcons, Wave Serpents and Guardian
Jebikes swing round the side of the enemy line and then rush back
un o attack it from one or both flanks. The Eldar will attempt to
ensure that therr flanking force 1s able to move up under cover
and out of sight of the main enemy force, so that the first thing the
enemy know of them 1s when they unleash their assault

THE ARMIES

Choose armies as described in the Warhammer 40,000
rulebook. The Eldar player must choose a primary
detachment from Codex: Eldar

THE BATTLEFIELD
Use the deployment map included with this mission

Then set up terrain as described in the Warhammer
40,000 rulebook.

OBJECTIVES
Place one Primary Objective marker
of the Eldar deployment zone. p|
each narrow table edge in the en
exactly half way between the cen
table cdge

atthe centre point
ace one marker 12" from
emy deployment zone,
tre line and the enemy

DEPLOYMENT
Players should first r
: oll for Warlord Traits as de.
the Warkamner 40,000 rlchook. The 1, n:\p(llu Ehe
e ar player the
deplos i:[, yuhere in their deployment zone more
a 2y from the centre line of the 5
Plar hen Hoer e ST i of the able The spemy

THE SCYTHING BLOW
oG e

ere i o art more beautifl and diverse than the art of death.!
ere is

FIRST TURN

The Eldar player gocs first unless the cnemy player
can Seize the Initiative as described in the Warkaps,
40,000 rulebook

GAME LENGTH
The mission uses Variable Game Length as described i
the Warhammer 40,000 rulcbook

VICTORY CONDITIONS

At the end of the game, the player that has scored the.
most Victory Points wins the battle. If the players have the
same number of Victory Points, the game is a dray.

PRIMARY OBJECTIVES
At the end of the game, each Primary Objective is worth
3 Victory Points to the player that controls it. =

SECONDARY OBJECTIVES
First Blood, Slay the Warlord. $

MISSION SPECIAL RULES

Mysterious Objectives, Night Fighting, Reserves.

Flank Attack: All Eldar units that start the battle in
reserve have the Outflank special rule. In addition,
units that enter play from reserve using the Qutflank
special rule may charge in the Assault phase even though =0
they have entered play from reserve (other restrictions
apply normally)

Eldar
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SHADOW SCREEN

——

3¥e warned you of the price of your actions, nowd yott

O

must pay it in full ~ in blood.”

————

The Eldar are a highly mobile army, but they rarely have sulficient
fotes totake an hold the ground they copture, o Lo maintain @
‘heauily garnisoned front line: Indeed, it is alien to the nature ,rf
the Eldar fo even consider doing such things. Instead, they will
el on a screen o light troops such as Rangers, War Walkers

v Guardians, who have orders to warn of the approach of any
enemy forees

This thin defence line will engage and slow do

atack, buying time for the Eldar to rush mobile reserves v
the front line. These reserves are usually made

with swift grav-tank transports, supported by armoure
Jetbikes and Vypers, and are held reads moment’s
notice. Before they know it, the enemy w

armed pucket force has been heavil
become the hunted

n any en

THE ARMIES

Choose armies as described in the Wari
rulebook. The Eldar player must choose 2
detachment from Codex: Eldar.

THE BATTLEFIELD

Use the deployment map included with this

Then set up terrain as described in
40,000 rulebook

PLace PriMary OgjecTivEs
After seting up the terrain, the players take it
place a total of D342 Primary Objectives

DEPLOYMENT
Players should first roll for Warlord Traits as deq
in the Warhammer 40,000 rulebook. Before deploymet
the Eldar player must split his army into two par(s A
Infantry, Walkers or Monstrous Creatures mis gojn
first part, unless they have Dedicated Transport sehy
All remaining units must go in the second part.

The Eldar player deploys first, and must deploy af ug
in the first part of their army in their deploymentzon
more thant 9" away from fhe centre line of the table, A
units in thé second partof the Eldar army start the b
in reserve. The enemy player deploys their army

anywhere in their deployment zone more than 9" from|
centre line of the table. The enemy player may place:
in reserve using the normal rules.

FIRSTTURN
Roll-off to see which player has the first turn. Neither
may attempt to Steal the Initiative in this mission.

GAME LENGTH

The mission uses Variable Game Length as describedin ==
the Warkammer 40,000 rulebook

VICTORY CONDITIONS

At the end of the game, the player that has scored the
most Victory Points wins the battle. If the players have the
same number of Victory Points, the game is a draw:

Privary OBJECTIVES
At the end of the game, each Primary Objective is worth
3 Victory Points to the player that controlsit.

SECONDARY OBJECTIVES
First Blood, Linebreaker, Slay the Warlord:

MISSION SPECIAL RULES
Mysterious Objectives, Night Fighting:

Mobile Reserves: All Eldar units in the second purt el
rve. The Eldar

r Reserves
nits 10

for thei®
units

their army must start the battle in resc!
player may start rolling for the arrival of thel
from turn one. The enemy player may place
reserve following the standard rules, and rolls 08
artival starting from turn two as normal: Otherwise:
arrive using the standard rules for Reserves:
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“The reasons for the Eldar’s a :

‘decadent race, However, study may
A e

e Eldar Farseer require that

0 somctines the s of e read by am B Farser g

7 ey would otherwise crush w

It they give aid to an opponient they

x([mf‘l thought. Later, they may just as suddenly turn on them for

no apparent reason. History 18 littered with battles and campaigns

were the Eldar arived unexpectedly, launching an attack on

7 the combatants and helping them to gain viclory

ZL:SLZ’:[[JZR At times, they will imitially aid one side to achicve
an objective, only to swap ther allegiance at the last moment.
Although this ofien seems random, it is part of @ calculated pian
The younger races have thewefore learned never to trust the Lldar,
coen if they are fighting against a common foe.

THE ARMIES

Choose armies as described in the Warhammer 40,000
rulebook. The Eldar player must choose a primary
detachment from Codex: Eldar.

Designer's Note: In this mission, the enemy represents the army
that the Eldar have been helpang, and have now turned against.
Any allies taken by the Eldar player represent the last remnants of
the foe that the Eldar have been fighting against until now.

THE BATTLEFIELD

Use the deployment map included with this mission
The enemy plaser decides which table quarter he will
deploy in. Then sct up terrain as described in the
Warhammer 40,000 rulebook

DEPLOYMENT
Players should first roll for Warlord Traits as described
in the Warhammer 40,000 rulebook. The encmy plaer

deploys first, anywhere in their deployment zone. The
Eldar player deplogs second. Only units bel

longing to an
Eldar allied detachment may deploy in the

) table quarter
that is opposite the enemy deployment zone. The Eldar
p)ln\ur s primary detachment may be deployed anywhere in
o rﬂn(u[nmg o quarters of the table that is more than
2" away from an enemy model. All F h
All units Fall Back to the
nearest table edge gt

FIRSTTURN

Roll-off to sce which pl

ayer has the
o yer has the first turn, Ny

o hic cither side
HEMpLIo Steal the Initiative in this missi 5

on

GAME LENGTH
The mission uses Vanable Game Length

the Warhammer 10,000 rulebooy a8 described in

PerriDIOUS ELDAR

ctions are difficult o ascertain; they seem to be the capricious acts ofa
reveal a deeper pattern to these apparently random acts.”

VICTORY CONDITIONS
At the end of the game, the player that has scored the
most Victory Points wins the battle. If the Plagers haye h

same number of Victory Points, the game is dray,

PriMARY OBJECTIVES

Each player receives 1 Victory Point for each opposing
unit that has been completely destroyed. Units that are
Falling Back at the end of the game, and units that are oy
on the board at the end of the game, count as destroyed fr
the purposes of this mission. Remember that Independen
Charactersand Dedicated Transports are individual uns
and award Victory Points if they are destroyed

SECONDARY OBJECTIVES
First Blood, Slay the Warlord. ;

MISSION SPECIAL RULES
Night Fighting, Rescrves.

A Mcans To An End: If the Eldar army includes an
allicd detachment, before deployment commences, the
Eldar player must determine how important they are to:
the Eldar's long-term plans. To do this, they will need
D6 and a mug or cup. They must shake the dice in the
container and then quickly turn it over onto the tablesa
that the container covers up their dice roll. The Eldar
player is allowed to peek at the dice at any time, but may
not touch it, and should ensure that his opponemdaqu
get a chance to see the roll. The dice will remain under 5
the container until the end of the game, when itis finall
revealed and its effects applied.

At the end of the game, reveal the dice roll and refcf
the following table to see if any additional Secondarys
Objectives apply to the Eldar’s allics:

D6 __Additional Secondary Objective
T None ;

The enemy player does not score Victory Fo
for completly destroying units thatare part
the Eldar’s allied detachment: i
The Eldar player receives 1 Victory Paintk
unit in the allied detachment that has pot
completely destroyed at the end of the
The Eldar player receives 3 Victory Points
cach unitin the allied detachment that h5 %
Jeast one modlel in the enemy's deploymeAts
at the end of the battle ¢

(
Perfidious Eldar: All enemy units have the Hatred
special rule.
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Enemy Table Edge

Enemy Deployment Zone

Eldar Deployment Zone

Eldar Deployment Zone

Eldar Allies Deployment Zone
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PatH OF THE WARRIOR
——— R e

F¥ar is my master; Death is my mistress.”

————

world Biel-Tan 1s renauwned for placing great importance ;
here are many other craftworlds

temporary state of

&

Craft
I8 pon the Path of the Warrior, but th

!’ st as militant. Usually, this is @
:’}Z:x‘:xy,’}:’a':glu about by dire circumstance or the ascendance aj[ ;:‘
warlike clique within the craftworld’s ruling councils. Crafiworts L
following this path are very aEETESSIVe, believing that their S!l;‘l val
depends upon spilling the blood of ther foes on a massive scale

As his philosophy takes hold, more and more of the craftworld’s
Eldar will be draun towards the Path of the Warrior, and even
thase amongst the population who follow other paths will start to
sevel in battle. In time, the wise council of cooler heads will begin
{0 prevail, and the inhabitants of the craftworld will draw back
Jfrom the carnal abyss that almost destroged their race during the
Fall. Until then, however, the craftworlds warriors will cut a
bloody swathe across the galaxy, bringing death and destruction
wherever they might roar

G

THE ARMIES

Choose armies as described in the Warhammer 40,000
rulebook. The Eldar player must choose a primary
detachment from Codex: Eldar.

THE BATTLEFIELD

Use the deployment map included with this mission
Then sct up terrain as described in the Warhammer
40,000 rulchook.

PLace PriMaRY OgjECTIVES
Each player must place one Primary Objective in their half
of the table, more than 12" away from any table edge

 DEPLOYMENT
Players should first roll for W:

‘arlord Traits as described in
the Warkammer 40,000 rulebook. All Fall Back to t
units ]
nearest table edge. ? e

;ll'hc‘kldnr player deploys first, anywhere in their
cployment zone more than 6" away from the cnemy
de g )

cployment zone. The enemy player then does likeuise.

—

FIRSTTURN
The Eldar go first unless the o

- nemy player .
Initiative as described 1 e 1) PEYET €an Seize the

Varhammer 40,000 rulebook.

GAME LENGTH
The mission uses Variable Game Length as d
the Warhammer 40,000 rulebook.

VICTORY CONDITIONS

most Victory Points wins the battle. If the players
same number of Victory Points, the game is a dray.

PriMARY OBJECTIVES * X
If the Wartiors of Khaine special rule (see below).
still applies to the Eldar at the end of the game, th
the player that controls the Primary Objective in the.
enemy deployment zone receives 3 Victory Points. Ifthe
Warriors of Khaine rules does not apply to the Eldarat
the end of the game, then the player that controls the
Primary Objective in the Eldar deployment zone receives
3 Victory Points.

Each player receives 1 Victory Point for each opposingunit
that has been completely destroyed. Units that are F 3
Back at the end of the game, and units that are noton!
board at the end of the game, count as destroyed for the
purposes of this mission. Remember that Independent
Characters and Dedicated Transports are individual units:
and award Victory Points if they are destroyed

SECONDARY OBJECTIVES
First Blood, Slay the Warlord.

MISSION SPECIAL RULES 3
Mysterious Objectives, Night Fighting, Reserves. :

Drawing Back from the Brink: Starting with the second
Eldar turn, the Eldar player must roll a Dat the sartel
each of their turns, On a roll of 1, the Warriors of Rhaint ¢
special rule no longer applies from this point onwards:

‘Warriors of Khaine: All of the following models have the
Zealot special rule:

Avatar of Khaine, Autarchs, Exarchs, Dire AenSers:
Howling Banshees, Striking Scorpions, Fire Dagon
Swooping Hawks, Dark Reapers, Warp Spiderss
Shining Speats.

In addition, any unit with the Warriors of Kiaine specil
rule that starts the Movement phase within 12 °f;.,,‘rmer
enemy model may not finish the Movement pha_{‘ e
away from the closest enemy model than they ¥er¢

start of the phase,
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‘No barvir, no enemy will thwart my purpose.”

—————

e able to divine the critical point i the enemy’s

B deences the destruction of which will give the Eldar mdlurb) .
Sometimes, this will be a single idwdual, or 6 pmurrj.u al e, .
Jormation; at other times, it willbe a buiding or mh]mmonb tha
Jorms the lynchpin of the enemy line. Once such a target has been
“dentified, the Eldar wil siyike with as muuch force as they mnh
gather, atacking swifly and focusing all of thear energies on the
neutralsation of the targel.

[Eldar Farseers ar

When the critical point is a building or fortification, the Eldar
wwill usually attempt to destroy it from afar with massed firepower.
Ifthis s ampossible, they will instead try to capture the objective,
despatching their most ffective assault troops to storm the building
and overwhelm any defenders. In cither case, @ furious batile will
take place, as the Eldar strive (o capture the building. and their
cpponents desperately try to defend it

THE ARMIES

Choose armics as described in the Warkammer 40,000
rulebook. The Eldar player must choose a primary
detachment from Codex. Eldar

THE BATTLEFIELD
Use the deployment map included with this mission

Then set up terrain as described in the Warkammer
40,000 rulebook.

PLACE PriMARY OBJECTIVES
The Eldar player must set
marker in the encmy deployment zone. 1f (he
has deployed a forufication, then the marker
up upon it. If this is not the c.
building in the encmy deploy
:\Iu;: be placed on one of the
;‘.I‘();:;‘zlrly:: can setup the Primary Objective m;u'Lclll’“
it s s Sy deployment zone. Note tha
ssion, the Primary Objecuye h
fortification or building,
normally allowed.

p one Primary Objective
enemy player
must be set
ase, and there at least one
ment zone, then the marker
buildings. Otherwise.

may be set up on
¢ a
even though this is not

DEPLOYMENT

Players should first roll for Warlord Traits as described
the Warhammer 40,000 rulebook. The Eldar player ﬂepk‘,’:
first, anywhere in their deployment zone more than g |
away from the encmy deployment zone. The enemy thep
docs likewise. Al units Fall Back to the nearestable e

FIRSTTURN
The Eldar go first unless the enemy player can Seize the
Initiative as described in'the Warhammer 40,000 rulehook,

GAME LENGTH

The mission uses Variable Game Length as described in
the Warhammer 40,000 rulebook.

VICTORY CONDITIONS

At the end of the game, the player that has scored the
most Victory Points wins the battle. If the players hase
same number of Victory Points, the game is a draw.

PrIMARY OBJECTIVES

At the end of the game, the Primary Objectiveis
worth 7 Victory Points to the player that controlsit.
If the Primary Objective was set up on a fortification.
or building which has suffered a Total Collapse ot
Detonation! damage result, then the Eldar player

3 Victory Points. In addition, each player receives
Victory Point for each opposing unit that has beea’
completely destroyed. Units that are Falling Back
end of the game, and units that are not on the board!
the end of the game, count as destroyed for the pil

of this mission, Remember that Independent Chara
and Dedicated Transports are individual unitsands
Victory Points if they are destroyed. s

SECONDARY OBJECTIVES
First Blood, Slay the Warlord.

MISSION SPECIAL RULES
Night Fighting, Reserves.

Objective Destroyed: If the Primary Objective
on a fortification or building that subsequenty
‘Total Collapse or Detonation! damage resulfy the
Primary Objective marker is removed from &

Vital Objective: Eldar units within 12" of the P8
Objective have the Fearless special rule:




Enemy Deployment Zone

Eldar Deployment Zone
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. St of Craftworld Iyanden must rouse the dead (o ight their wars,
| -md againstits foes: In battle, Iyanden calls forth wraithbone co

NDEN
-

ra ghos
anks of ghost warriors marching forth to

r Spiritseer guides - an

peen the living and the dead

rAR OF WAR: IZANDEN MIsSION TABLE
Mission
Webway Assault

Feints and Phantoms *
The Web of Fate

1
i
3

)
4] THE BATILEFIELD
1 it the exception of the Wb of Fate mission, the
B Jcpiopment map, deployment zones and deployment
BN} crucuions for each Allar of War: Iyanden mission are
{acluded in the mission 1self, do not use the deployment
| maps included in the Warhammer 40,000 rulebook. The
MR dployment map, deployment zones and deployment
IR {2 ctions used for the Web of Fate mission are the same
B85 .. jhose used for an Eternal War mission (details of which
an be found in the Warhammer 40,000 rulebook)

THEENEMY

The player that won the roll-off and rolled on the Altar of

1far Jyanden mission table 1s known as ‘the Iyanden player’

1 { inthe rules and missions that follow, and their opponent

| sknownas ‘the enemy player’. Note that the player that
B loses the rolloff counts as 'the enemy’ for the purposes of

an Aliar of War mission, even if they have an army from

Craftworld Iyanden 0o

by its dwindling

structs and th

. alliance
RESERVES

Altar of War missions follow all of the rules for Rese
in the Warkammer 10,000 rulehook; however,
different limits on how many units m, '

in reserve rather than deployed

some specify
ay (or must) be placed
at the start of the game

CARRY ON AS NORMAL

These changes aside, all of the rules in the Warhammer
40,000 rulebook are used as normal

SELECTING MISSIONS
As an alternative to rolling on a mission table, the players can
agree 1o choase the mission they wish to fight. Pucking missions
is.a greal way (o try out missions you haven't fought before or
to hone your skills at missions you have previously fought

YT e W S =S




>
b 1 Eldar make extensive use of the welzay

e,

-

——

to travel across

- the galaxy, and wherever posstble will use portals to transport
8 lheir warriors (o a planet’s surface, Many worlds have webway
portals, some of which are known by the inhabitants, and

B hers sohase original purpose are now remembered onls by the
Fldar themseloes. Craftworld [yanden is no exception, and

sts Farseers will use their ancient knowledge of the webway o
wnleash a susprise assault upon the enemy, opening a hidden
portal om a planet’ suface from which will pour forth a host o
Eldar warriors. Mare often than not, the enemy will be caught
wnawares, and altacked from such an unexpected quarter they
will be quickly averwhelmed. At other times the enemy will rally
and fight back, and a brutal battle will erupt.

THE ARMIES

Choose armics as described in the Warhammer 40,000
rulebook. The Iyanden player must choose a primary
detachment from Codex: Eldar using the extra rules
presented in fyanden - A Codex: Eldar Supplement.

Blood Runs, Anger Rises. Death

WEBWAY ASSAULT

e

o

Wahes. War Calls!”

THE BATILEFIELD

Use the deployment map included with this miss

up terrain as described in the Warhammer 45, 00;0”‘ Set
000 rulebogy,

Prace PriMARY OBJECTIVES

Place one Primary Objective at the centre of the table, and
four more Primary Objectives half-way betyeen the cc'm'r‘ﬂ
objective and each table edge, as shown in the deployment
map. If a marker cannot be placed on the stated location

because it is occupied by impassable terrain, a building
or ruin, then the enemy player must place it in a valid
location as close to the stated location as possible.




Ianden
Table Half

E

O

Enemy
Table Half

Primary
Objective A

DEPLOYMENT

Players should first roll for Warlord Traits as described in
the Warhammer 40,000 rulebook. The enemy deploys first,
anywhere on the table that is more than 12" from a table

edge. The enemy may place up (o half his units in reserve.

The Iyanden player must then deploy a suitable picce of
impassable terrain to represent the Webway Portal. It must
be 12" length and 2-4 wide, be placed on open ground,
and be completely within 12" of a table edge. If a suitable
piece of terrain 1s not available, mark the corners of the
Webiway Portal with suitable markers — coins are ideal

The lyanden player must then split his army into two

Broups, with as close to half the total number of units in
ch group as possible, All units from one group, including
anyElyers, enter play on the first turn either by Deep Strike
9f¥iathe Webway Portal (sce Mission Special Rules). All

",:ﬁ:‘ in the other group are placed in reserve and are
. oled for normally

FIRSTTURN
Thelanden prayer goes first

Uses Variable Game Length as described in
?Vcrnm,, 40,000 rulebook.

m"fﬂl’&(ﬁouomom

Wiory i B40¢ e player that has scored the most

by o 8 the batdle, If the players have the same
i 1y Points, the game is a draw.

PriMarY OBjECTIVES

At the end of the game, cach Primary Objective is worth
3 Victory Points to the player that controls it. In addition,
each player receives 1 Victory Point for each opposing
unit that has been completely destroyed. Units that are
Falling Back or are not on the board at the end of the
game, count as destroyed for the purposes of this mission
Remember that Independent Characters and Dedicated
Transports arc individual units and award Victory Points if
they are destroyed

SECONDARY OBJECTIVES
First Blood, Slay the Warlord.

MISSION SPECIAL RULES

Mysterious Objectives, Night Fighting, Reserves.

Surprise Assault: On the first turn of the bale, Eldar
units that enter play through the Webway Portal (see
below) may charge even though they have entered from
reserve (other restrictions apply normally).

Webway Portal: Eldar units that enter from reserve o
5o through the Webway Portal, in the same manncr as 2
reserve unit entering from a table edge (unless (hcvve;:(fr
by Deep Str ike). Eldar units Tall Back towards lvhe Webway
Portal and are removed from play when they reach it

s Fall Back towards the

Which Way To Run?: Enemy unit gt

closest table edge, and enemy Reseryes may enter
table edge
able, any fortifications

i : When setting up the
rtifications: When set o
i taken as part of an army list must be placed whol

s ayer’s table half.

within their owning pl
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FEINS AND PHANTOMS
e

You may as well try to catch starlight as

bring Eldar to battle!”

—

en amongst a dwindling race, the people of Tyanden are i
re bolstered by ghost warriors, their
destruction 1s if anything even more deeply mourned, for u/fnn
Uhoirsccond death Tyanden loses a fiaction of is history forever
So it is that [yanden’s warhosts seek path to victory with the :
i {oss of Eldar life. There are many tools of war employed
1o his end, but misdirection remains amongst the most powerful
Iyanden's commanders will oft launch a feint on one flank, its
sole puspose to draw Lhe enemy’s reinforcements away from the
FEldar’s true tanget. Once the enemiy has committed his reserves, the
Fldar assault evaporates — warriors peeling away before launching
o fresh assault against the now vulnerable target. Attempting to
oulguess the Eldar or dwine thewr true goals will drive the most

" for the Eldar are

led commander to
as ensgmatic as phantoms, their intentions hidden in plan sight
and veiled behind a labyrinthine series of smoke and mirrors al

the same time.

THE ARMIES

Choose armics as described in the Warkammer 40,000
rulebook. The Iyanden player must choose a primary
detachment from Codex: Eldar using the extra rules
presented in fyanden - A Codex: Eldar Supplement

THE BATTLEFIELD

Use the deployment map included with this mission
Then, setup terrain as described in the Warkammer
40,000 rulebook.

Prace PriMary OpjecTivES
Set up 2 Primary Objective markers before either side
deploys. The Iyanden player sets up the first Primary
Objective, then the enemy player sets up the second, The
Primary Objectives are placed on opposite corners of

the board (each must be set up so that they are between
6" and 12" from their respective corners). The Iyanden
player then secretly writes down which of the two P,

rimar,
Objectives is the ‘true targer’ !

DEPLOYMENT
Players should first roll for Warlord Tr.
the Warkammer 40,000 rulebook. Both
their army into two groups, with
nlumlzur ofunits in cach group as possibl
choose: . 1 ;

:::TZ::L olxl their own two groups; all the units in the

Stgroup will start the game de

: a ployed on the tble
| s ble - 2

resenmts in the second group must start the game in i
SieAve (tote that units such as Flyers must ba oo
piayer's sccond group). The Iyanden play 4

It group, and then the cnemy pla

auts as described in
players must splic

se to half the total
. Each player

as cl

th

dina
r then deploys
t does likewisc.

FIRST TURN
The Iyanden player goes first unless his opponent
can Seize the Initiative as described in the
10,000 rulebook.

GAME LENGTH
The mission uses Variable Game Length as deserih
the Warhammer 40,000 rulebook.

VICTORY CONDITIONS :
At the end of the game, the player that has scored the.
most Victory Points wins the battle. If the players has
same number of Victory Points, the game is a draw, -
PriMARY OBJECTIVES

At the end of the game, the Iyanden player reveals which'™
of the two objectives is the true target (see Place Primary
Objectives). The player that controls the true target
objective scores 3 Victory Points. The other objective s
worth no Victory Points in this mission. 3

SECONDARY OBJECTIVES
First Blood, Linebreaker, Slay the Warlord.

MISSION SPECIAL RULES
Mysterious Objectives, Night Fighting, Reserves.

g for ‘

‘Waylaid Reserves: In this mission, players start rolhin;
Reserves at the start of their turn three

Direct Reinforcements to Coordinates... In this missior:
when a Reserves unit arrives, it does not moye onta the
table from the controlling player’s own board ¢dge:
Instead, at the start of the third turn, before either et
rolls for Reserves, ne.df
the short board edges. For the rest of the game, WIEt T E
of his Reserves units arrive they must move fully on© £
table from the chosen short board edge. The lyandet
player's Reserves units must move onto the table froth
opposite board edge, Models that are arriving b¥ DF‘:;, 4
Strike or Outflank deploy using their special rulés

i

Fortifications: When setting up the table,any
fortifications that are purchased as part of an nrmL{s
list must be placed wholly within their o¥ninlg play

deployment zone.




Short Board Edge A

Enemy Table Edge

A placed here
Enemy Deployment Zone

Iyanden Deployment Zone

Oject B placed here

Iyanden Table Edge

o 35pig puvog oy
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s of the Fall, the Eldar craftworlds have

oz
G day
Since the terrible day -l of her ace Neer

 the sur
fought an endless struggle for ! ;
/uni 10 lt e simply fake ifs course, their every effort 15 guided

o mystics gifed with incredible foresight known as Farseets, the
infinite strands of possible futurs laid bare to heir allseeing 5
gz, I 5 with this clairooyant knouledge that the Farscers guide
e i Tn the caseof the dying craftworld of yanden, such
@ responsibility 1 especaally grave, for s people can ill afford

Jurther trageds.

Should the Farseers decree that the [Eldar must go to war, it is
aften with some purpose incalculable to their enemites that they do
so. Their goal may al first seem alypical, inconsequential even,
to thase they fight, yet the actions of the Eldar always have a
purpose. The death of one eneny may be ordered to preemplively
rid themselves of a mortal foe 1 the years to come. Alternalively,
a Farscer may deem it essential to defend their commander, lest his
destiny on some distant battlefield be denied to them. Whatever
task 15 asked of them by their Farseers, the Eldar fight hard to
ensure their will is carried oul, for failure may one day see their
beloved craftworld fall

THE ARMIES

Choose armies as described in the Warhammer 40,000
rulebook. The Iyanden player must choose a primary
detachment from Codex: Eldar using the extra rules
presented in fyanden ~ A Codex: Eldar Supplement

THE BATTLEFIELD

Next, randomly determine your deployment map and
deployment zones before setting up terrain and objectives,
as described in the Warhammer 40,000 rulebook =

PLACE PRIMARY OBJECTIVES
After setting up terrain, the
fir , the players take it in turns to
{Jl.lu asingle Primary Objective marker in their own t
(}an Normal restrictions for placing marke
escribed in the Warkammer 40,000 rulebook

able

apply as

DEPLOYMENT
Players should then roll for W;

; arlord Traits bef
deploying a desent ey arerd Traits before

Warhammer 40,000 rulehook
FIRSTTURN
The playe, :
pLaver who deployed his army first goes firs; unl,
s first, unless

his opponent c:
L an Seize the Initiatiye ;
Warkamner 10,00 encpo PIUAUYE 25 deseribed n the

Ttie WEB OF FATE
T it e

“IWe stand at the crossroads. It now falls to me to deci

ide which path we must walk.”

GAME LENGTH

The mission uses Variable Game Length as deser
the Warhammer 40,000 rulebook Gy

VICTORY CONDITIONS

At the end of the game, the player that has scored the
most Victory Points wins the battle, If the players e
same number of Victory Points, the game isa dray,

PriMARY OBJECTIVES*
At the end of the game; each Primary Objective is worth
3 Victory Points to the player that controls it.

SECONDARY OBJECTIVES*
First Blood, Linebreaker, Slay the Warlord.

* See also the Iyanden Secret Objectives, below:

MISSION SPECIAL RULES
Mysterious Objectives, Night Fighting, Reservesc

IYANDEN SECRET OBJECTIVES

Before deployment commences, the Iyanden plaer
determine their secret objective. To do this they will &
a D6 and a mug or cup. They must shake
container, and then quickly turn it over onte the table!
that the container covers up their dice roll. Thel
player is allowed to peek at the dice at any ime but
not touch it, and should ensure that his oppoticit
geta chane to see the roll, The dice will remaiti
the container until the end of the games

revealed and its effects applied

laye:

follovis!

The effect of the dice roll is shown on the
The dice is revealed when Victory Points a5
has not been revealed earlier.



! e If the Iyanden player controls both
e ectiee atithe staftof any of their

X Obj-“x reveal the secret objective dice and
B e riine \tbe lysnden player
gmmv(lmtf(l)\‘;:) this before the battle ends, they
L l(‘::v‘;‘:ml[v lose the battle.

i Effec
1 Domi
Prima

aut

inate: The Iyanden player only scores
; 2 ” P,
A Point for controlling cach Primary
D . bl reccives D343 Victory Points if they
D a the Warlord Sccondary Objeciive
achieve the Sla

Z layer only scores 1

d: The Iyanden pl .

G—W‘ou;wm for contralling Primary Objectives,

O < i ciory Paints for cach Setoridary
but re s 3 2
Objective they achieve,

Overwhelm: The Iyanden player only scéies 1

Victory Points for controlling the Primary Objective
red 4 ;

in his own deployment zone, but scores \|(lon|

Points for controlling the Primary Objectives in the

enemy's deployment zone

2‘2"!4-
S~ -

D6 Effect

5 Annihilate: The Iyanden player scores no v
Points for controlling p
achieving Second:
Victory Pe

ictory
rimary Objectives or

ary Objectives, but reces
oint for cach ener
completely destroyed. F;
Back at the end of the game,
board at the end of the
Remember that Independent Ch
Dedicated Transports are
award Victory Points if they

ives 1
My unit that has been

nemy units that are Falling
and units not on the
ame, count as destroyed
aracters and
individual units ;
are destroyed

Preserve: The Iyanden player scores 3 Victory
Points if his Warlord has not been removed as

a casualty at the end of the game. However, the
enemy player receives D3+1 Victory Points for
achieving the Slay the Warlord Secondary Objective
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R OF WAR: TAU EMPIRE MISSION TABLE
Mission

Vertical Envelopment
Counter-attack %
Fighting Withdrawal
The Killing Blow
Supply Drop

Progress Unbound

. The deployment maps, deployment zones and deployment
{asructions for the missions are included in the missions
hemseles; do not use the deployment maps included in
the Warhammer 40,000 rulebook.

HE ENEMY
plaser that won the roll-off and rolled on the Altar of
Tau Emprre mission table is known as ‘the Tau Empire
in the rules and missions that follow, and their
onent is known as ‘the enemy player’, Note that the
that loses the roll-off counts as ‘the enemy' for the
es ofan Altar of War mission, even if they have a

Empire army t00.

Empire combines advanced technology with an all consuming ide
Fire Warriors and grav-tanks form the core of the Tau arm;
iring the largest volume of fircpower (o bear upon their focs,

ology of unity and progre:

! : Battlesuits
5, executing combined arm; s

s operations that

RESERVES
Altar of War missions follow 4
in the Warhammer 40,000 rul
different limits on how m
in reserve rather than de;

lebook; however, some specify
any units may (or must) e placed
ployed at the start of the game

CARRY ON AS NORMAL
These changes aside, all of the rules in the Warkammer
40,000 rulebook are used as normal

& gt :
“ SELECTING MISSIONS
As an alternative to yolling on a mission table, the players can
agree (0 choose the misston they wish to fight. Picking missions
J 15 a great way lo Iry out missions you haven't fought before or
} to hone your skills at missions you have previously fought

e e
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VERTICAL ENVELOPMENT
> EBURREC 2 e

“Fight

 with courage and fire and nothing can stand against us,”

o—

———————

A traditional Taw batle stralegy lrl]lu\lmu'l.‘rn or ‘mllm;{ .
¥ Blow' — a decisive attack on an enemy target. Tau m:m;:[r) ;xm
e extremely mobile, and a Killing Blow baitle plan often -
imvolue the air-lfting of unils to positions behind the mair rm‘,” iy
line. The enemy position will be carfully reconnoitered before the
attack s carnied out, simdations will be run before a battle plan
is decided upon, and then the attacking - formations will be fully
briefed on the part they will carry out

At the assigned time, some or all of the attacking Tau formations
will be transported in Manta transport craft and dropped out

of sight behind the enems lines. These units will then sphit up
and carcfully move into thewr attack positions. At exactly the
right moment, they will attack the enemy from the rear, sowing
confusion and destruction, and blocking any chance the enemy
may have o retreat or escape

THE ARMIES

Choose armies as described in the Warkammer 40,000
rulebook. The Tau Empire player must choose a primary
detachment from Codex: Tau Empire.

THE BATTLEFIELD

Use the deployment map included with this mission, Each
player rolls a D6, re-rolling ties. Whocever score:
decide which half of the table they wish 1o d
opposing pl

s higher can
cploy in. The
ayer will deploy in the o alf,”

osin y Pposite half, Then, set
up terrain as described in the Warhammer 40,000 rulebook

DEPLOYMENT

Plagers should first roll for W,
yers or Warlord Traits as describe

the Warkammer 10,000 rulcbook. The Tau e o

deploys first, deploying T

any number of units
his deployment zone thatis over 9 c
table. The enemy player then docs |

ayer
anywhere in
from the centre of the
ikewise.

o

FIRSTTURN
The Tau Empire player has the first turn unless his
opponent can Seize the Initiative as described i the
Warhammer 40,000 rulebook.

GAME LENGTH
The mission uses Variable Game Length as deseribed
the Warhammer 40,000 rulebook.

VICTORY CONDITIONS
At the end of the game, the player that has scored the
most Victory Points wins the battle. If the players have:
same number of Victory Points, the game is a draw,

PrIMARY OBJECTIVES
At the end of the game, each player receives I Victory
Point for each enemy unit that has been completely
destroyed. Units that are Falling Back at the end of the
game, and units that are not on the board at the end of =
the game, count as destroyed for the purposes of this.
mission. Remember that Independent Characters and
Dedicated Transports are individual units and awird
Victory Points if they are destroyed.

SECONDARY OBJECTIVES
First Blood, Linebreaker, Slay the Warlord.

MISSION SPECIAL RULES
Night Fighting.

Air-mobile: Tau Empire Reserves that are Skimmers, of
which are transported in Skimmers, must enter by usiig
Decp Strike or by moving on from the enemy table eds
All Tau Empire Flyers must enter by moving on from the
enemy table edge instead of their own table edge

aits i
omatically
end of

Reserves: Both sides may place any number of i
reserve. (Remember, though, that a player aut

loses if they have no units on the board at the
any wrnl) .




Enemy Deployment
Zone & Table Edge

Tau Empire
Deployment Zone & Table Edge
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If your foe can co
all stratagem is lost,

e
The sssence of Taw military strategy is to destroy the rnrn;y while
3 suffering as few casualties as possible in refurn ()Im' of the -
mast efective methods the Tau have of achieving this aim, x:]( 2
batle strategy known as Kawyon, or the Patient Hunter. This
is a defensive strategy based on luring an attacking enemy into
an apen area known as a killing field, and then launching @
wicions counter-attack intended o inflict the maximum amount

of damage

The Tau are at their best when engaging the enemy at long
range, and therefore, the aim of Kauyon s fo get enemy troops

in clear vicw so that the Tau shooting can be decisive. Once the
enemy ane in pasition, previously hudden Taw units will move
into pre-prepared positions and open fire with the host of deadly
long-ranged weapons that make up the Taw arsenal. When
executed properly against an wnwary opponent, the results can be
devastating.

THE ARMIES

Choose armics as described in the Warkammer 40,000
rulebook. The Tan Empire player must choose a primary
detachment from Codex: Tau Empire.

THE BATTLEFIELD

Use the deployment map included with this mission
Each player rolls a D6, re-rolling tics. Whoever scores
higher can decide which quarter of the table they wish
to deploy in. The opposing player will deploy in the
opposite quarter. Then, set up ter
Warhammer 40,000 rulebook.

ain as described in the

Prace PriMarY OpjEcTIvES
Setup 4 P

mary Objective markers before either side
deploys. One marker is placed in the centre of cach table
quarter, as shown on the deployment map,

COUNTER-ATTACK
Th e

e close enough o negate your striking power,
nd when all stratagem i lost, the battle is lost.”

.——\_ﬂf*

DEPLOYMENT
Players should firstroll for Warlord Traits as describeq
che Warhammer 40,000 rulebook. The Tau Empire playe.
deploys first, anywhere in their table quarter g leag -
9" away from the centre of the table. The Tat may only
deploy troaps and heavy Support units at the start of (he
batdle. The enemy deploy second, anywhere in their apye
quarter at least 9" away frpm the centre of the table

FIRSTTURN

The Tau Einpire player-goes first unless his opporent )
can Seize the Initiative as described in the Warkanmer ‘»l
40,000 rulebook. ]

GAME LENGTH
The mission uses Variable Game Length as described in
the Warkammer 40,000 rulebook.

VICTORY CONDITIONS ®
Atthe end of the game, the player that has scored the
most Victory Points wins the battle. If the players have the
same number of Victory Points, the game is a draw.

PriMARY OBJECTIVES
At the end of the game, each Primary Objective is worth
3 Victory Points to the player that controlsit.

SECONDARY OBJECTIVES
First Blood, Linebreaker, Slay the ‘Warlord.

MISSION SPECIAL RULES
Mysterious Objectives, Night Fighting.

Camouflage: Any units from Codex: Tau Empire thits
the game on the table have the Stealth special rule it

they move, run or charge
c any numbet
lace up 0 1577
thata]

Reserves: The Tau Empire player may plac
of units in reserve, The encmy player may p
of their units in reserve. (Remember, thoughs
automatically loses if they haye no units on the
the end of any turn!)

Note that Tau Reserves can enter from the edge
different quarters of the table: The Tau EmPIFE P";r;
can decide which edge to use for each unit When 00
becomes available, and units may enter from either!
as desired
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LEnemy Deployment Zone
& Enemy Table Edges

Tau Empire Table Edges

Taw Emprre Deployment Zone
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I8 go cxactly accordin

“The one constant in the universe is change;

the wise adapt.”

———

| The Tau are a progmalic race and accept that not every battle will
ng lo plan, no matter how carefully they prepare.
ere will be times that an opponent anticipates

or has sufficient strength to blunt an
tach. When this happens, the Taw will withdraw from the battle
sather than pressing on in a desperate search for victory. They se¢
o dishonour in this, and andeed, they consider it a sign of g1058
battle once the momentum has shifted

They know that h
what they are gomg 1o do,

incompetence to remain in a
to the enemy,

A Taw army withdraws with the same efficiency with which they
lawnch an attack. Supporting units lay down a hail of fire,
allowing any troops that are close to the enemy to fall back to
their waiting transport vehicles. The whole army will then start to
disengage, one unit providing covering fire while another moves.
Escape routes will have been carefully prepared as part of the

and's battle plan, and almost before the enemy knows what has
happened, they will find that they have lost any chance they might
have had for a decisive victary,

THE ARMIES

Choose armics as described in the Warhammer 40,000
rulebook. The Tan Empire player must choose a primary
detachment from Codex. Tau Empire

THE BATTLEFIELD

Use the deployment map included with this mission. Each
it t‘]r.mllﬁ a DG, re-rolling ties. Whoever scores higher can
de which half of the table they wish to deploy in. The
opposing player will deploy in the opposite half, Then, set
Up terrain as described in the Warhammer 10,000 rulehooy

Prace PriMary OBjECTIVES
Setup 3 Primary Ob;

: ary Objective markers before
deploys, Set up one marke e
lll\(n place another in the [
the Tau's deployment zone.

. one. Finally, place
|:mrkt actly half v y between the othe:
o1 the deployment map

either side
at the centre of the table, and
orner of the table apposite

a third objective
T W40, as shown

s'}“f‘;a-“‘:,**n‘—‘fz‘gi, ;
S R

DEPLOYMENT

The Tau Empire player deploys first, placing any of
units anywhere they desire in their half of the tabje,

The enemy do not set up on the table. Tnstead they mugg
divide their army into two groups. There must be at

least one unit in cach group. The group with the smal
number of units is in reserve, and the group with the!
number of units will enter from the cnemy player's table
edge on the first turn (see the Pursuit Force special rul

FIRST TURN
The enemy player goes first; do not roll to Seize
the Initiauve.

GAME LENGTH
The mission uses Variable Game Length as described in®
the Warhammer 40,000 rulebook,

VICTORY CONDITIONS

At the end of the game, the player that has scored the
most Victory Points wins the battle. If the players have the i
same number of Victory Points, the game is a draw. H

PrivaRY OBJECTIVES |
At the end of the game, each Primary Objectiveisworth
3 Victory Points to the player that controlsit.

SECONDARY OBJECTIVE
Slay the Warlord, First Blood.

MISSION SPECIAL RULES
Mysterious Objectives, Night Fighting.

" ule:
au units have the Hit & Run special T

" 5 )3
Pursuit Force: Enemy units in the group that entes ply

it
on the first turn arrive as if arriving from reseR¥e DU
without any dice roll being required to see il tHEY &

ce up to hatfef

Fall Back!: All

Reserves: The Tau Empire player may Pl o
their units in reserve. The enemy player pICE UM T o
reserve as described in the deployment inslrll_c"‘;‘; iy
Note that the enemy table edge borders the Tt P
deployment zone (see the deployment map):




Tau Empire Deployment Zone
& Enemy, Table Edges

©
Objective
Marker




in war, of whi

There are certain things ¢
p her his responsibility,

1t is not his right, but rat

Ihat is the heaviest burden of comman

id, and it must be shouldered alone,”

—————

-
The Killing Blow i the most ageressive stle of Tau warfare, and
15 based upor identifying @ tanget of opportunity and attacking
st with bratal precision: The commander will often spend several
days planning the operation and woiewing his plans Only once
e 1s confident the attack wll the have the maximum chance of
success will he strike. A Killing Blow Attack 1s usually carried out
with a mobile force, that can swiftly take the fight to the foe, but
this is by no means the only way o enact such a attack Common
1o all methods however, is landing @ erippling blow to the heart
of a enemy force, by concentrating overwhelming firepower upon
carefuly sclected clements of the opponent’s baseline. In order
to co-ordinate such an attack, Tau Pathfinder teams or other
scouting forces will work their way close o the foe, from where they
can pre-designate the targets that the main force will attack first
At a precise moment, the entire force will attack, blasting apart
vital units and leaving the enemy reeling and unable to respond
offectively. If the initial attack causes enough damage, the Tau
will press the attack, endeavouring to annililate their foe. If the
enemy prove able fo resist the first hammer blow, then the Tau will
often fall back and regroup, satisfied with having inflicted heavy
casualties at little cost to their own forces

THE ARMIES

Choose armics as des
rulebook. The Tau play

cd in the Warkammer 40,000
must choose a primary
detachment from Codex: Tau Empire.

THE BATTLEFIELD i
Use the deployment map included with this miss

Siapes rolls a D6, re-folling ties Whdsversiie (s el
tecide which of the four table quarters the Tau il o
in. The enemy player will deploy in the remaining s
table quarters. Then, set up terrain as described in Ihnt
Warhammer 40,000 rulebook.

Prace PrRiMARY OBJECTIVES
The enemy player sets up 1. Primary Objective marker I
before either side deploys. The marker may be setup in
any of the énemy deployment zones. G

DEPLOYMENT

The enemy player must deploy first. Before doing so, they
must split their army into four groups. Each group must
include at least one unit, and no group may include more
than half of the units in the army. The encmy player must
place one of the groups in reserve. The remaining three 4
groups must deploy on the battlefield. Each group must b
deploy in a separate enemy deployment zone, with all of 3
the models in the group within their designated area, and
no model from one group within 12" of a model froma
different group

The Tau Empire player deploys second, and may placeany
of their units in their quarter of the table. Units with the
Scout special rule may deploy anywhere in the Tau Empire
table quarter; all other units that are not held in reserve
must deploy more than 12" away from any encmy models
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Enemy Deployment Zone

e
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Tau Empire Table Edges

Tau Empure Deployment Zone
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Lnemy Deployment Zome

Enemy Deployment Zone

Enemy Table Edges

FIRSTTURN

2: ;qu Ex;\pilrc player goes first unless his opponent
{ eize U Ve a

r described in the Warkammer

CAME LENGTH

The mission uses Variable Ganr

e W né Length as des
Voranmer 10,000 ulebook. eibedin

CIORY CONDITIONS
? Poi:f,m“: game, the player that has scored the most
bt ¥ins he bacle 1€ the players have the same
s wry Points, the game is a draw.

ObjecTivEs

end

» J;‘t;lﬂnge cach player receives 1 Victory

Unity ‘l;:}:"s unit that has been completely
i :re Falling Back at the end of the

i d“uqyl;ednrm on the board at the end of the
ave made I 0{ the purposes of this mission
b aw:c;(a‘l Retreat (see Mission
o rd Victory Points. Remember
B S a.mu.ms and Dedicated Transports
0, e Victory Poinssif they are
Wortl 5 V" the erxd of the game, the Primary

: ietory Points to the player that

e

“PTIEEE

SECONDARY OBJECTIVES
First Blood, Slay the Warlord.

MISSION SPECIAL RULES
Mysterious Objectives, Night Fighting.
Pre-desi 1 Targets: After deployment is complete, but
before the first turn starts, the Tau Empire player must pick
one cnemy deployment zone. DS markerlight counters are
placed on cach enemy unit in that deployment zone, and
until used or the end of the first Tau

will remain in place
Empire Shooting phase (whichever should occur firs)

Tactical Retreat: At the start of any of the Tau Empire
arting with the third, the Tau Empire
announce that he will make a Tactical Retreat
allowed to move off the Tau

1o leave the table, at least one
h the table edge; the entire unit
nd may not return. If the Tau
Empire player announces a Tactical Rereat, the opposing
e receives D3 additional Victory Points at the end of the
game, but any of the Tau Empire player's units that make a
S eical Retreat do not award Victory Points

player’s ur
player may
If he does 5o, his units
Empire board edge. In ord
model in the unit must touc!
s then removed from play i

player may place up © half of

Jayer places unifs in
structions above.

Reserves; The Tau Empire
(heir units in reserve, The enemy P
Leserve as described in the deploymentit

g Se e
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R&<  Those with superior reach can
b y)
3 (l“

y is a highty mobile force that often makes
d enemy lines

A Tau Empire arm
- wuse of aircraft to land cadres of troops behin
These advante forces will seize vital object
communications and launch surprise alta
cchelon formations. It is no easy task to keep these decp penetration
battle forces in supply. Although they can, fo an extent, live off
the land, they still require plentiful amounts of ammunition and

Jiuel, and more often than not, it will be impossible {0 scavenge
tich items from the enemy. To overcome these constraints, Tau
Orbital Wings and Air Protection Squadrons will mount supply
runs, dropping vital ammunition and fuel from their cargo holds
as they scream at supersonic speed over a pre-arranged location
Anti-grav technology allows the supplies to float safely to the
ground, where they can be picked up by the waiting Tau ground
Jforces. Although such supply runs are usually uncontested, at
times, enemy forces in the area will spot the supply drop and
attempt to capture them before the Tau can retrieve them

THE ARMIES

Choose armics as described in the Warkammer 40,000
rulcbook. The Tau player must choose a primary
detachment from Codex: Tau Empure.

THE BATTLEFIELD

Use the deployment map included with this mission. Each
player rolls a D6, re-rolling tics. Whoever scores higher can
decide which half of the table they wish to deploy in. The
opposing plaver will deploy in the opposite half. Then, sct
up terrain as described in the Warkammer 40,000 rulebook

Prace PrivArY OpjECTIVES

No Primary Objectives are placed at the start of the batdle.
Instead, they arrive during the game using the Supply
Drop special rule opposite

DEPLOYMENT
Players should first roll for Warlord Tr
the Warhammer 40,000 rulebook. The Tau Empire player

;lq)lu\s {irst, deploying any number of units anywhere in
his deployment zone that is over
table, The enemy

aits as described in

9" from the centre of the
player then docs likewise.

FIRST TURN

The Tau Empire player goc
<an Scize the Initiative as d,
40,000 rulebook.

s first unless his opponent
escribed in the Warkammer

B B S

Suppry DROP

. dictate the terms of battle and impose their will upon their foe."

GAME LENGTH ;
The mission uses Variable Game Length as deseribed
the Warhammer 40,000 rulebook.

VICTORY CONDITIONS £
At the end of the game, the player that has scored the
most Victory Points wins thie battle, I£ the players haye ,ﬁg
same number of Victory Points, the game isadraw,

PRIMARY OBJECTIVES  ~ e
At the end of the game; cach Primary Objective is worth'
D3 Victory Points to the player that controls it.

SECONDARY OBJECTIVE
Slay the Warlord, First Blood, Linebreaker.

MISSION SPECIAL RULES
Night Fighting, Reserves.

Supply Drop: At the start of the second, third and fourth
game turns, a Primary Objective marker is placed ina
random location to represent supplies drifting down int
the baulefield. Use the following procedure to determine
where they fall

1. Divide the board into 6 equal sections and assign
them each a number 1-6 (see the deployment map)

2. Rolla D6 to determine which section the Prima -
Objective marker is dropped in. If there is already @
objective marker in this section, roll again.

3. Place the Primary Objective marker in the centre, y
of the section; it then scatters 2D6". Each Primaty 3
Objective is worth D3 Victory Points at the end of s
the game, but the value of each Primary OPICCNEC
determined as soon as a model comes withit ¥ °ﬂr;‘

Note down the value when it is discovereds anﬂr :!‘:E
the appropriate number of points at the end @
game to the side that controls it.




Enemy Deployment
Zone & Table Edge
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Taw Empire Deployment
Zone & Table Fdge
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The Tau are a scientifically advanced and highly innovative race.
B They continually strive to improve their battlefield technology a nd
' 27e almost constantly upgrading and improving the weapons,

wehicles and wargear in their arsenal. The final stage in this

Bl process is battlefield testing; new equipment will be supplied to a
Cadre, who will test it, someiimes literally to destruction, when
they carry out thei battle missions. Often, the new equipment will
prove a vast improvement on what had been used before, and will
can be a devastating shock for an enems that thought they knew
the capabilities of their Tau opponents. At other times; the new
technology will fove lo be dangerously unreliable, and more of a
hindrance than a help. y

Although this mission provides the Tau with an
apportunity to test their new technology, each side will
have a set of goals they wish to complete. To determine
this, before starting play, the Tau Empire player must
generate an Eternal War mission, which will determine
how the armics deploy and what they are trying to achieve

i
&
|
; MISSION GOAL
§
|
‘l

8 THE ARMIES ?

Choose armies as described in the Warhammer 40,000
rulebook. The Tau Empire player must choose a primary
detachmént from Codex: Tau Empire.

THE BATTLEFIELD, DEPLOYME
FIRSTTURN, GAME LENGTH o
For cach of these steps, use the rules from the
‘War mission.

Q

i VICTORY coNDITIONS

(fl MISSION SPECIAL RULES
L Use the rules from the E;
E

|

t

b

|

al War mission, In a

e the r ¢ ss addition,
the following additional Secondary Objective and missien
special rule and must be used: .

ADDITIONAL SECONDARY OBJECTIVE
Test Trial: If, at the end of the g
10 carry the piece of untested te
completely de:
Victory Point

ame, the unit selected
chnology has been
stroyed, then the enemy player receives 1

e A s

':{X-",‘"_r" ST
ProGress UNBOUND

“The wise learn to adapt 1o change.”

ADDIIONAL M1ssION SPECIAL RULE
Untested Technology: After selecting Warlord Traits bug
before deployment, the Tau Empire plaver must determine
the nature of the technology they are. testing. To do so 3
they must first secretly select a unit in their army, makinga

note on their roster to show which unitis the one tha has.
the experimental equipment. This must be secret from the
opponent for the time being. Any unit may be selected.

The Tau Empire player then determines the nature of the
fiew technology. To do this they will need 2D6, one white
“and one a different colour, and a mug or cup. They must
shake the dice in the container, and then quickly turn it
over onto the table so that the container covers up their
dice roll. The Tau Empire player is allowed to peek at the
dice at any time, but may not touch them, and should
ensure that his opponent doesn't get a chance to see i
the roll. The dice will remain under the container until &
the equipment they represent is used, when it s finally
revealed and its effects applied

The white dice counts as tens, and the coloured dice as.

units, to produce a number from 11 to 66. For example, if i
the white dice was 3 and the coloured dice was 5, the result
of the roll would be 35. Look up the result on the table
below to find the effect of the technology being used-Ifa
result is rolled that the unit cannot use for any reason = for
example, because it already has the ability, or can't make
use of it with the weapons it has - then use the nextlower
result that can be used, or the malfunction result if noné:
of the lower value results can be taken

The nature of the technology must be revealed the first
time it is used during the game. You may not choose (@
not use the technology — when the effect can beapplied:
it must be. Reveal the dice and the note on your roster (o
your opponent, and apply the effect listed. Technology
only effects models from the selected unit; attached
Independent Characters, Drones or Transport vehicles.
carrying the unit are not affected. ;
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FARSIGHT
P —

jtis an anomaly among

:;‘ g;(;,wss MisSION TABLE
Mission
Or'es Montka
Way of the Broken Sword
Way of the Short Blade

deployment map, zon s and instructions for each Altar
Var- Farsight Enclaves mission is included in the mission
¢ unless otherwise stated, do not use the deployment
in the Warkammer 40,000 rulebook.

Farsight Enclaves mission table is known as ‘the Farsight
es player' in the rules and missions that follow,
dtheir opponent is ‘the enemy player’. Note that the
et thatloses the roll-off counts as ‘the enemy’ for the
poses of an Altar of War mission, cven if they have a

s people; along with his followers,
i combat. Augmented by their battlesuits, the Tau warrior-pilots of the Fars
g ~an approach to warfare normally scorned by the greater part of the T, race.

ENcLavEs

¥

T _/Qﬁ

he embodics the teachings of the blade and hand-

Bht Enclaves excel in close-quarters

RESERVES

Altar of War missions follow all of the rules for Reserves
in the Warkammer 40,000 rule book; however,

some specify
different limits on how many units may (or 1n

wst) be placed
n reserve rather than deployed at the start of the game.

CARRY ON AS NORMAL
These changes aside, all of the rules in the Warkammer
40,000 rulebook are used as normal

| SELECTING MISSIONS
As an allernative to rolling on a mssion table, the players can |
agree to choase the mission they wish to fight. Picking mssions |
is a great way to fry out missions you haven't fought before or
to hone your skills at missions you have previously fought
)




S 7 “To strike! That is the distillation of |
~ 7
N "’3\‘]
The Fire caste practise two stratagems above all others
Kawyon, which draws the prey to the Patient Hunter, and
the Mont ka, the technique of the Kalling Blow. This latter
tenet revolues around the pamstaking preparation of a single
devastating attack, launclied when the course of the war hangs
in the balance. The Fire caste will practise long and hard for
the final blow that will clinch victory for their warriors, often
rehearsing the same series of manoeures and fire solutions
Jfor days until their forward observers - typically a team of
Pathfinders — inform them that now is the time to strike.

B
——

—the

When all of the elements are in place, and the enemy army has
over-stretched itself, down comes the Killing Blow to sever the
head of the foe and end its threat for good. Once the command is
given, Fire Warnor Teams hasten to the battle site in squadrons
of Devilfish, Crisis Teams drop dotwn from the skies above with
all guns blazing, and the sky fills with the contrails of Air caste
Jighters as the final ambush s launched. Though the plasma
bolts, missiles and fusion blasts of the Mont’ka are likely to tear
out the enemy army's throat, 1t 1s the carefully-honed preciston

of the Fire caste’s synchronised attack that 1s the most formidable
weapon of all

THE ARMIES

Choose armies as described in the Warhammer 40,000
rulebook. The Farsight Enclaves player must choose a
primary detachment from Codex: Tau Empire using the
extra rules presented in Farsight Enclaves - A Codex: Tau
Empire Supplement.

THE BATTLEFIELD

Use the deployment map included in this mission. The
ayers roll-off and the winner of the roll-off decides

which half of the table they will deploy in. The opposing

player deploys in the opposite half. Then, set up terrain as

described in the Warhammer 40,000 rulcbook

B . 1,

ORES MONTKA

“purpose into @ single perfect moment. Be the first to strike,”

e

@

DEPLOYMENT
Before any models are deployed, both players should rojj
to determine their Warlord Traits as described in the
Warhammer 40,000 rulebook.

The encmy player deploys first, anywhere in their half of
the table that is more than 9" from the centre line of the
table, The Farsight Enclaves player then does likewise.

FIRST TURN
Roll a Db. On a 2+, the Farsight Enclaves player goes first
On a roll of 1, the énemy player goes first

GAME LENGTH

The mission uses Variable Game Length as described in
the Warhammer 40,000 rulebook.

VICTORY CONDITIONS

The Farsight Enclaves player wins if, at the end of the
game, he has completely destroyed a number of enemy
units that is equal to or higher than the number of game
turns that have taken place in the game. If not, his
opponent wins instead.

MISSION SPECIAL RULES

Practice Makes Perfect: The Farsight Enclaves player may
re-roll any Reserve rolls he makes, whether they are passed
or failed. In addition, when the Farsight Enclaves player
deep strikes a unit, he may re-roll the scatter dice. Lastly,
all units in the Farsight Enclaves army haye the Acute
Senscs special rule.

Precision of the Hunter: Character models in the Farsight
Enclayes player's army make Precision Shots on rolls of %

Rescrves: The Farsight Enclaves player may place any

number of units in reserve, (Remember, though, thata
player automatically loses if they have no models on the
battlefield at the end of any game turn)




Enemy Deployment Zone

Farsight Enclaves Deployment Zone
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Way OF THE BROKEN SWORD
e @

An enemy that stands divided is an exiemy easily conquered.

———

Commander Farsight learned carly in his training that to break
the cohesion of an enemy Jorce is to ob i of strength. Just as
he Taw Empire seck to thrive through unity, O'Shovah and his
commanders seek to deny their foes the opportunity to do the same.
Thew punpoint attacks reduce the enemy command structure to
fatters, ensuring that their troops are scattered across a war zone
and unable to support cach other. Whilst confusion and fear reign
amongst their prey, the Hunter Cadres will close i, administering
a series of lightning-fast strikes that neutralise or destroy the
independent elements of the foe

The Tau of the Farsight Enclaves call this technique the Way of
the Broken Sword. This is a reference to the military council at the
beginning of the Arkunasha war in whach, when asked about his
strategy for engaging and defeating the greenskin threat, Farsight
took down @ rtual sword and broke its blade in tuwo. Even though
the Fire caste have a saying that ‘a broken blade can still cut’, the
accuracy and efficacy with which 1t can do so is greatly reduced,
allowing the Tau to strike the killing blow in the meantime.

THE ARMIES

Choose armies as described in the Warkammer 40,000
rulebook. The Farsight Enclaves player must choose a
primary detachment from Codex: Tau Empire using the
extra rules presented in Farsight Enclaves - A Codex: Tau
Empre Supplement

THE BATTLEFIELD

Use the deployment map included in this mission. Each
player rolls a D6, re-rolling ties. Whoever scores higher
decides which half of the table they will deploy in. The
opposing player deploys in the opposite half. Then, set up
terrain as described in the Warhammer 40,000 rulebook

DEPLOYMENT

Before any models are deployed, both players should roll
1o determine their Warlord Trais as described in the
Warhammer 40,000 rulebook

The enemy player deploys first, anywhere in their half of
the table that is more than 12" from the centre line of the
table. The Farsight Enclaves player then does likewise

FIRST TURN

Roll-off; the winner of the roll-off m;
1

2y choose to g
ety € 10 go first

GAME LENGTH
This mission uses Variable Game Length as describe
the Warhammer 40,000 rulebook.

d in

VICTORY CONDITIONS ¢
The player with the most Victory Points at the end of the
game is the winner, I both players have the same number

of Victory Points, the game is a draw,

PrivMARY OBJECTIVES

At the end'of the gamej each player receives 1 Victory
Point for each enemy unit that has been completely
destroyed. In addition, at the end of the game, the Tau
player rolls D6+6. The result is the Cohesion Distance
in inches.

For every unit left in play in the enemy army that is within
Cohesion Distance to another unit in the same army, the
enemy player gets 1 Victory Point.

SECONDARY OBJECTIVES
First Blood, Lincbreaker, Slay the Warlord.

MISSION SPECIAL RULES

Reserves. 5

Confusion as a Weapon: Enemy units within 12" of aumt
from the Farsight Enclaves army that entered playin the
previous player turn must use their lowest Leadership
value, not their highest.

Way of the Broken Sword: If the Farsight Enclayes pRyets
is not using a model with a specific Warlord Traitas HS S
Warlord, his Warlord automatically has the Way of the- 28
Broken Sword Warlord Trait (see Farsight Enclaves =4 G
Tau Empire Supplement) s
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“Learn to shorten your reach
all stratagem is lost; and wh

WAy OF THE SHORT BLAD

1 1 your foe can come close enoigh to negate your striking power,
en all stratagem is lost, the battle is lost.”

—_—
9%

Uniguely amongst his peers in the Fire caste, Commander Farsight

places great importance upon the mastery of close-quarters

“warfare. This is a direct result of his long and bloody wars against

the Orks, where he had little choice but to learn how (o ht

both at close range and even in hand to hand combat — a form

of military engagement avoided by the Tau Empire at large. Yet

0'Shovah belicves that 1f a Taw warrior learns the arts of close

quarters warfare as well as long range slaughter, he will become a

Irue master of the military arts

In learning how to overcome the foe in close quarters, and in
broadeasting the footage of such a feat, O'Shovah gave his forces
a potent morale boost — a triumph of the spirit for a race that
traditionally fears mele combat, He realised that after receiving
the right training and being inspired by the right words, the Fire
caste would have discipline and courage enough (o defeat the
brutish thugs of the savage races where they were strongest. In
the process, their self-beef would be rekindled, and their morale
would become all but unshakeable for the rest of the war.

THE ARMIES

Choose armies as described in the Warhanmer 40,000
rulebook. The Farsight Enclaves player must choose a
primary detachment from Codex: Tau Empire using the
extra rules presented in Farsight Enclaves — A Codex: Tau
Empure Supplement.

THE BATTLEFIELD

Use the deployment map included in this mission
player rolls a D6, re-rolling ties. Whoever scores higher
decides which half of the table they will deploy in The
Opposing player deploys in the opposite half. Then, set u
terrain as described in the Warkammer 40,000 rulebogk

Each

DEPLOYMENT

The enemy player deploys firs
the table that is more than 9"
table. The Tau player then dos

anywhere in their half of
{rom the centre line of the.
es likewise.

FIRSTTURN
The Farsight Enclaves player gocs first unless their
opponent can Seize the Initiative as described in the.
Warhammer 40,000 rulebook,

GAME LENGTH
This mission uses Variable Game Length as described fn
the Warhammer 40,000 rulebook.

VICTORY CONDJTIONS A
Each player must kéep a tally of the number of units they  §
cause to be removed from play during any Assault phase.

This also includes units remoyed from play because of
Overwatch fire. The Farsight Enclaves player wins if his

tally equals more than half of his opponent’s tally:If not,

his opponent wins instead

SPECIAL RULES

Reserves.

Way of the Short Blade: All units in the Farsight Enclaves
player’s army have +1 Weapon Sill in this mission.
Furthermore, if the Farsight Enclaves player is not using
a model with a specific Warlord Trait as his Warlord, his
Warlord automatically has the Way of the Short Blade
Warlord Trait (see Farsight Enclaves - A Codex: Ta

Empire Supplement).

Inspiring Speech: All Tau Infantry units have the
Stubborn special rule. Roll a D6 at the end of each of the

Farsight Enclave player's turns, If the result is less than the
number of Tau units that have been removed from play in
the game so far, the Inspiring Speech rule ceases (0 apply
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‘nemy Deployment Zone

Farsight Enclaves Deployment Zone







are an unstoppable tide of alien bio-horrors, drowning
& elaws. The Hive Mind cares nothing for its own casualt

il expend its entire strength upon its foe with no fear of death if there

AR:
o 10N TABLE
Mission
First Contact
Wave Assault
Infestation
A Ternifying Harvest
Planetary Exorcism
Belly of the Beast

[HE RATTLEFIELD
e deployment maps, deployment zones and deployment
for the missions are included in the missions
do not use the deployment maps included in
tmer 40,000 rulebook.

£}
thatwon the roll-off and rolled on the Altar of
Zysenuds mission table is known as ‘the Tyranid player
ules and missions that follow, and their opponent is
‘the enemy player”. Note that the player that loses
ff counts as ‘the enemy’ for the purposes of an
far mission., even if they have a Tyranid army too

their enemi

s under a sea of sna
s, only the hary

PPing fangs and
Jarvesting of bio-mass, and a Tyraniq
is but the slimmest chance of victory.

RESERVES
Altar of War missions folloy

n the Warhammer 40,000 ry),
different limits on hoy m

all of the rules for Reseryes
chook; however, some specify
any units may (or must) he

- st) be placed
1 reserve rather than deployed at the start of the gatne

CARRY ON AS NORMAL
These changes aside
40,000 rulebook

11 of the rules in the Warkammer
used as normal

SELECTING MISSIONS
As an alternative to rolling on a mision table, the layers can |
agree to choose the mission they wish to fight. Picking missions |
is a great way Lo try out missions yow haven't fought before or
10 hone your skills at missions you have previously fought
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A1l the warning we had was a sudden rustling in the grass
before they brohe over us like a wave of

razor-edged death.”

——

When a Tyranid hive flect first encounters an inhabited planet
i will launch a swove of gigantic spores. These will burn through
the planet’s atmosphere to fall all across the surface of the world.
This first wave of spores will arvive sporadically over the course of
several days or even weeks, and will be widely scattered. Often the
inhabitants of the planet will not even knaw that the first stage of
the Tyranid invaston has taken place

Suspicions wail first be aroused when mereasing wumbers of
reports are received of people being mutilated or going missing,
and then stories will start to circulate of 1solated outposts failing
1o report i when they were expected to do so. It is only a matter of
time before mlitary unats will be sent to investigate these strange
occurrences, and the deadly danger that threatens the planet will
Jfinally be revealed when they make first contact with the initial
wave of Tyranid invaders

THE ARMIES

Choose armics as described in the Warhammer 40,000
rulebook. The Tyranid player must choose a primary
detachment from Codex: Tyranids

THE BATTLEFIELD

Use the deployment map included with this mission
Then, set up terrain as described in the Warhammer
40,000 rulebook.

Prace PrivaRY OBJECTIVES
Place one objective marker on the centre point of each of
the six table segments shown on the deployment map

DEPLOYMENT

Players should first roll for Warlord Traits as described in
the Warhammer 40,000 rulebook. The enemy player dej
first, by picking a unit, rolling a D6 for it, and deploying
the unit wholly within the segment for the number rolled
The enemy player then rolls for the next unit they wish to
deploy, and 50 on

ploys

No Tyranid units are deployed on the table at the start of
the battle. Instead the Tyranid player must drcl.\r(‘ which

of his units will enter on his first turn, and which (if 2 )
will be kept in Reserve to be rolled for. e

ey

FIRST TURN
The Tyranid player always goes first in this mission (the
enemy cannot Seize the Initiative).

GAME LENGTH
The mission uses Variable Game Length as described 1n_
the Warhammer 40,000 rulebook.

VICTORY CONDITIONS

Atthe end of the game, the player that has scored the
most Victory Points wins the battle. If the players have the
same number of Victory Points, the game is a draw:

PriMARY OBJECTIVES
At the end of the game, each Primary Objective is worth
3 Victory Points to the player that controlsit.

SECONDARY OBJECTIVES
Slay the Warlord.

MISSION SPECIAL RULES .
Mysterious Objectives, Night Fighting, Reserves.

All Or Nothing: All non-vehicle units are scoring units in
this mission '

Multiple Contacts: During deployment the Tyranid player
will have designated some or all of the units in his army
to enter on the first turn (see Deployment above). These
units must enter on the Tyranid player's first Movement
phase, as if they were Reserves (but see the They're All
Around Us rule next). The rest of the Tyranid army1s

in Reserve.

They're All Around Us: Roll a D6 for each Tyranid unt b

(and any enemy Reserves) when the unit s about 0 enter
play. The unit must enter on a table edge of the segment
that corresponds to the number rolled. Deep Striking
units must pick a starting target point in the
segment rolled

ey
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WAVE ASSAULT

e @

When you fight Tyranids you face not only those before yoit on the
Y 2 field of battle, but the untold thousands wi
)i

hich seek to surround yott...”

o

The first wave of a Tyranid assaull is really only intended to
gatlier information. The Tyranids that make up a hive fleet are
wnited by a single co-ordinating will known as the Hive Mind,
which allows them to think, percetve and act as one great whole.
Because of this, whatever happens on the surface of the planet
becomes known lo the entirely of the hive fleet, and appropriate
action can be taken (o deal with anything that threatens to stop
the Tyranids in assimilating the bio-mass of the planet.

If resistance is encountered then further waves of spores will be
launched to deal with the threat, and if these don't succeed then
et mone invaders will be despatched to the planet’s surface. For
the beleaguered defenders it 1s as if their once verdant planet has
turned into a death world, the skies blackened by monstrous aliens
and streaked with the fire-trails of descending spores, while all

es of Tyranid creatures attempt to rend them limb

around them
Jfrom limb.

THE ARMIES

Choose armies as described in the Warhammer 40,000
ruleboak. The Tyranid player must choosc a primary
detachment from Codex: Tyranids

THE BATTLEFIELD

Use the deployment map included with this mission
Then, set up terrain as described in the Warkammer
40,000 rulebook

The plasers then roll-off. The winner of the roll-off can
decide which of the long table cdges will be the enemy
table edge. The other three table edges are the Tyranid
table cdges

Prace PriMARY OBJECTIVES

Set up four objective markers, one at the centre of the
table, and three others each 18" away from the centre of
each Tyranid table edge, as shown on the deployment map

DEPLOYMENT
Players should first roll for Warlord Traits as described in
the Warhammer 40,000 rulebook.

Before the enemy player depl
splithis army into three wave
be in each wa

oys the Tyranid player must
s. Any number of units must
2 s long as cach wave has at least one unit
These units are not deployed at the start of the battle
and will enter using the the Waye P
rule below:

Autack mission special

The enemy player then deploys anywhere on the table
atleast 12" away from one of the Tyranid table edges, as
shown on the deployment map.

FIRST TURN
The Tyranid player always goes first in this mission (the
enemy cannot Scize the Initiative)

GAME LENGTH
The missioh uses Variable Game Length as described in
the Warhammer 40,000 rulebook.

VICTORY CONDITIONS

At the end of the game, the player that has scored the
most Victory Points wins the battle. If the players have the
same number of Victory Points, the game is a draw.

PRIMARY OBJECTIVES
At the end of the game, each Primary Objective is worth
3 Victory Points to the player that controls it.

SECONDARY OBJECTIVES
Slay the Warlord.

MISSION SPECIAL RULES

Mysterious Objectives, Night Fighting, Reserves.

Lines of Retreat: Any units that fall back must do so
towards their player’s nearest table edge, as depicted on
the map.

Wave Attack: During deployment the Tyranid player

must divide his army into three waves. At the start of his =
first turn the Tyranid player must randomly select one

se waves of units. The units enter in the same wi¥
eserves, but units entering from a table edge must

all enter from one of the three Tyranid table edges (the
Tyranid player can choose which one).

At the start of his second turn the Tyranid player randomiy
selects which s the second waye to arrive, These mustalso:
enter along a single table edge, but the edge must be&
different one to that used by the first wave.

The third wave arrives in the third turn along the table
edge not used by cither the first or second wave:




Enemy Table Edge

aSpry agug, pruve

Enemy Deployment Zone
©

Tyranid Table Edge

Tyranid Table Edge

@ Obyective markers
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As the Tyranid invasion enters its final stage, the planet witl be
almost unrecognisable. The world will lie i ruins, the majority
of its pepulation either dead or, far worse, assimilated by the
hive fleet (o create new Tyranid creatures. Even the swrface of
the planet will have been corrupted, the landscape torn by brood
nests that spew forth alien monstrosities, and rent by the huge
capillary towers used (o funnel the bio-mass of the planet back to
the watling hive fleet

In this nightmare landscape the battle will reach its final stages,
as the frw surviving inhabitants battl to the death agamst a
Tyranid horde that will have adapted and evolved to suit the
conditions that prevail on the planct. But the defenders will also
have learnt much, and the hardened veterans that are still alive
will have learnt the best tactics to use to defeat the alien invaders
Itis batle at its most brutal and visceral ~ a struggle for survival
i which only the fittest will endure

THE ARMIES

Choose armies as described in the Warhammer 40,000
rulebook. The Tyranid player must choose a primary
detachment from Codex. Tyranids

THE BATTLEFIELD

Use the deployment map included with this mission
Then, set up terrain as described in the Warhammer
40,000 rulebook

Divide the table into four quarters. Roll-off. The winner of
the roll-off must choose which of thesc four quarters will
be the enemy's deployment zone. The Tyranids deploy in
the remaining three-quarters of the table

DEPLOYMENT )

Players should first roll for Warlord Traits as described

in the Warhammer 40,000 tulebook. The Tyranid player
deploys first, anywhere that is at least 12" from the enemy
deployment zone. The enemy player deploys second
anywhere they like in their deployment zone. i

FIRSTTURN
The Tyranid player goes first unless his opponent can Seize
the Initiative as described in the Warhammer 10,000 rulebook

GAME LENGTH
The mission uses Variable Game Length as described in
the Warhammer 40,000 rulebook.

VICTORY CONDITIONS

At the end of the game, the player that has scored the
most Victory Points wins the battle. If the players have the
same number of Victory Points, the game is a draw.

PRIMARY OBJECTIVES

At the end of the game, each player receives 1
Victory Point for each opposing unit that has been
completely destroyed.

Units that are Falling Back at the end of the game, and
units that are not on the board at the end of the game,
count as destroyed for the purposes of this mission.
Remember that Independent Characters and Dedicated
Transports are individual units and award Victory Points if
they are destroyed

SECONDARY OBJECTIVES
First Blood, Linebreaker, Slay the Warlord.

MISSION SPECIAL RULES

Mysterious Objectives, Night Fighting, Reserves.

Adapt or Die: The Tyranids have adapted themselves (o
the terrain on the planet. All Tyranid units benefit from
the Move Through Cover and Stealth special rules.

Lines of Retreat: Any units that fall back must do so
towards their player’s ncarest table edge, as depicted on
the map

Tremors: The Tyranid attack is starting to destabilise
the planet. Because of this all terrain apart from Open
Ground is considered to be dangerous terrain.

Tyranid Fighters: The enemy have learnt how best 0 ﬁ;‘;lm
the Tyranids, All enemy units benefit from the Pre{erTe
Enemy (Tyranids) special rule
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Enemy Table Edge

Enemy Deployment Zone

Tyranid Deployment Zone

Tyranid Table Edge

Table Edge




We retreat, we fall back,
VWhen in the name of all that's holy

we make strategic withdrawals, we consolidate, we evacuale.
are we going to fight back against the Tyranid threat?"

b Wars fought against Tyranid invaders rarely have a front line.

- Termifyingly, for the population of a planet, the battles are often
Jought 1n or amongst the civilian population. The Tyranids see
such baltles as an opportunity to gather valuable genetic material,
and will aitempt to capture anybody that 1s unlucky en ough (o
et in their way. Faced with such tactics, the Tyranid's opponents
are forced to attempt lo save or evacuate the natwe population —
whether the civilians belong to their race or not — as any that they
allow to be captured will become valuable resources for the Tyranid
hive fleet,

THE ARMIES

Choose armies as described in the Warhammer 40,000
rulebook. The Tyranid player must choose a primary
detachment from Codex: Tyranids

THE BATTLEFIELD

Use the deployment map included with this mission
Then, set up terrain as described in the Warhammer
40,000 rulcbook.

The players then roll-off. The winner of the roll-off can
decide which of the short table edges will be the enemy
table cdge. The two long table edges are both the Tyranid
table edges

PrACE PRIMARY OBJECTIVES

Set up three Native Population markers (see Mission
Special Rules opposite), onc at the centre of the table,
and the other two on the centre line of the table, half way
between the central marker and cach short table edge, as
shown on the deployment map.

DEPLOYMENT

Players should first roll for Warlord Traits as described in
the Warhammer 40,000 rilebook

The enemy player deploys first anywhere on the table
within 12" of the centre line of the table, as shown in
the deployment map. The Tyranid player then deploys.
Tyranid models can be deployed within 3" of either long
table edge

FIRST TURN
The enemy player goes first unless the Tyranid player
can Scize the Initiative as described in the Warkammer
40,000 rulebook.

GAME LENGTH
The mission uses Variable Game Length as described in
the Warhammer 40,000 rulebook
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Lines of Retreat: Any units that fall back must do so tovards
their player’s nearest table edge, as depicted on the map

Native Population: In order to fight this mission, you will
1 either

require three Native Population markers. These .
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“The time for using the knife to remove this cancer is long gone.

Bring forth the torch.”

As awas of @ planet are overrun by a Tyranid invasion, they
become infested with a variety of immobile Tyranid organisms
Capallary towers, spore chimneys, brood nests and digestion pools
start fo appear, each of which has a specific function. They start
to change the planetary environment, and allow the Tyranids to
consiume the bio-mass after which they hunger. They are notoriously
difficult to destroy, and although they can be temporarily
neutralised, they will quickly grow back unless they are totally
exterminated from the planet's surface. The only way to eradicate
these infestations is to capture them, so that later they can literally
be burnt out. The Tyranids naturally resist such attempls, and the
resulting baltles can be seen as a fight for the soul of the planet.

THE ARMIES
Choose armies as described in the Warhammer 40,000
rulebook. The Tyramid player must choose a primary
detachment from Codes: Tyranids

THE BATTLEFIELD

Use the deployment map included with this mission
Then, st up terrain as described in the Warhammer
40,000 rulebook

PLace PriMarY OBJECTIVES

The Tyranid player must set up 3 Primary Objective
markers, anywhere in the Tyranid Deployment Zone that is
more than 6" from a table edge.

DEPLOYMENT

Players should first roll for Warlord Traits as described in
the Warhammer 40,000 rulebook. The enemy player deploys
first, anywhere in their deployment zone, as shown in the
deployment map. The Tyranid player then does likewise

FIRST TURN

The enemy player goes first unless the Tyranid player
can Seize the Initiative as described in the Warhammer
40,000 rulebook.

GAME LENGTH
The mission uses Variable Game Length as described in
the Warhammer 40,000 rulcbook.

VICTORY CONDITIONS
At the end of the game, the player that has scored the
most Victory Points wins the battle. If the players have the
same number of Victory Points, the game is

9

adraw,

PriMARY OBJECTIVES
At the end of the game, each Primary Objective is worth
3 Victory Points to the player that controls it.

SECONDARY OBJECTIVES
First Blood, Linebreaker, Slay the Warlord.

MISSION SPECIAL RULES
Mysterious Objectives, Night Fighting, Reserves.

All Or Nothing: All nor-vehicle units are scoring units in
this mission.

Hive Nodes: Do not use the Mysterious Objectives table
in the Warhammer 40,000 rulebook. Use the following:
table instead.

D6 Result

1 Digestion Pool. A digestion pool has the Synapse
Creature special rule. A Digestion Pool is Toughness
3, has 3 Wounds, and an Armour Save of -

2 Capillary Tower. A capillary tower has the Shadow
in the Warp and Synapse Creature special rules (see
Codex: Tyrantds). It is Toughness 6, has 6 Wounds, and
an Armour Save of 3+

%
A

Spore Chimney. A spore chimney has the Synapse
Creature special rule. If the spore chimney is
controlled by the Tyranid player, then the Tyranid
plaser can use it to make a Spore Mine launcher
attack (see Codex: Tyranids) in his Shooting phase. Itis
‘Toughness 6, has 6 Wounds, and an Armour Save of 3+

5-6 Brood Nest. A brood nest has the Synapse Creature,
special rule, If the brood nest is controlled by the
Tyranid player, then it has the Spawn Termagants
special rule (see Codex: Tyranids), and can spawn
Termagants in the Tyranid player’s Movement phase
in the same manner as a Tervigon. It is Toughness 6.
has 6 Wounds, and an Armour Save of 3+

The enemy player is allowed to attack identified Hive
Nodes in the same manner as an enemy model. Each

Hive Node is treated as a separate target unit, with the
Toughness, Wounds and Armour Save listed on the table
above. When a Hive Node loses its last Wound, itis not
removed as a casualty, but is instead said to be neutralised:
Aneutralised Hive Node loses any special rules it may have
had, and cannot be controlled by either side
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e must scour them from the stars before they do the same fo s."

One of the few ways of countering the Tyranid threat is to send
boarding parties inside Tyranid hive shps, with orders to destroy
the synapses through which the Tyranid Hive Mind controls the
creatures under its command. The living ships of a Tyranid hive
Jfleet are a terrifying and totally alien environment in which to
fight  battle. The watls and hallways are made of pulsating
living flesh that are filled with clowds of corrasive gas designed
to eliminate foreign bodies that have invaded the ship, and are
dotted with valves and sphincters that suddenly open to engulf
unwary intruders. Any invader must battle their way past these
dangers as well as any Tyranid creatures inhabiting the ship,
wntil they reach deep enough into the heart of the craft to see the
Hive Mind synapse which 1s the target of their attack

THE ARMIES

Choose armies as described in the Warhammer 40,000
rulebook. The Tyranid player must choose a primary
detachment from Codesx: Tyranids

THE BATTLEFIELD

Determine the deployment map as descibed in the
Warhammer 40,000 rulebook. Then, set up terrain as
described in the Warhammer 40,000 rulcbook

Designer’s Note: This battle takes place in one of the large
chambers inside a massive Tyrantd hive ship. If possible, plasers
should use suitable terrain to represent this strange environment,
if it 1s available. However, the scenario can just as casily be played
with whatever terrain you have to hand, in this case standing in
Jfor the internal organis of the Tyranid ship.

P1LACE PriMARY OBJECTIVES

The enemy player must place a single Primary Objective
marker within 6" of the centre of the Tyranid table edge
The objective represents the position the enemy must reach
in order 1o be able to see the Hive Mind Synapse (which is
located just beyond the Tyranid edge of the table)

DEPLOYMENT
Players should first roll for Warlord Traits as described in
the Warkammer 40,000 rulebook

The enemy player deploys first, anywhere in their
deployment zone, The Tyranid player then does likewise

FIRSTTURN
The enemy player goes first unless the Tyranid player

can Scize the Initative as described in the Warkammer
40,000 rulebook
o

e

GAME LENGTH

The mission uses Variable Game Length as described

in the Warhammer 40,000 rulebook. The game ends
immediately if the Hive Mind Synapse is destroyed (see the
Mission Special Rules below).

VICTORY CONDITIONS

The enémy player wins immediately if the Hive Mind
Synapse is destroyed. If thé Hive Mind Synapse is not
destroyed before the end of the game, then the Tyranid
player wins. -

MISSION SPECIAL RULES

Reserves.

Belly of the Beast: Neither side may use the Deep Strike
rules in this scenario, and no model is allowed to Zoom
or Swoop. Any units that must normally deploy using
the Deep Strike rules are instead deployed in their side’s
deployment zone at the start of the game

Dermal Sphincters: The Tyranid player rolls a D6 at the
start of the enemy player’s Movement phase, On a roll of
13 nothing happens. On a roll of 4-6, select one enemy
unit. That unit must take Dangerous Terrain tests if it
moves or charges during that Movement phase

Hive Mind Synapse: Any enemy model within 3" of the
Primary Objective marker in their Shooting phase can
sec the Hive Mind Synapse, and can shoot at it. They are
considered to have a clear line of sight to a target thatis
24" away, which has a Toughness of 8, no saving throws,
and which has 1 Wound. If the Hive Mind Synapse 1s
removed as a casualty, then the enemy player immediately
wins the game

Noxious Gases: During deployment, both players must

plac s Gases cloud on the battlefield, Use a blast
marker to represent cach cloud. Roll-off to see who places
the first cloud, They can be placed anywhere outside of the
enemy player's deployment zone. Each will moye 2D6%ina
random direction at the start of cach game turn. Aline of
sight can be traced into a Noxious Gases cloud, but cannot =
be raced through it. In addition, any unit in the enemy
player’s army that starts a turn with models in a Noxious
Gases cloud, suffers a number Strength 8, AP 4 hits cqual

to the number of models from the unitin the cloud:
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the nightmare legions of the Dark Gods made manifes e fears 2
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AR RESERVES

DAEMONS MISSION TABLE Altar of War missions follow

Mision. = - in the Warkammer 40,000 rul

Erernal Night different limits on how man

Daemonic Invasion

Laughter of Thirsting Gods

Gibbering Hordes

Beyond the Ken of Men

Daemon World

. oF W.
all of the rules for Reserves
cbook; however, some specify
Y units may (or must) be

i1 reserve rather thian deployed at the start of the game.

BATTLEFIELD
ployment maps, deployment zones and deployment
jons for the missions are included in the missions
do not use the deployment maps included in CARRY ON AS NORMAL
mer 40,000 rulebook. These changes aside, all of the rules in the Warkammer
40,000 rulebook are used as normal

As an alternative to rolling on a mission table, the players can
agree to choose the mission they wish to fight. Picking missions
is a great way to ry out missions youhaven't fought before or
to hone your skills at missions you have previousls fought.

(
\‘ SELECTING MISSIONS

{




“Hell exists, and it sprang from the nightmares of mortals.”

-

To fight against Daemans is to fight against shadows. It is a battle
of nightmares, where the enemy can appear at any place and

any time. Most lerrifying of all is when such a battle takes place
in the dead of night and Daemons, well aware of the advantage
the cover of darkness gives them, will often choose to attack at
this time. Night fights are confused, desperate affairs, and never
mare so than when battling against an enemy that has the power
to matenalise from nowhere. Friend and foe will quickly find
themselues hopelessly intermixed, and the battle will devolve into
a quilt-work of individual battles. Most of these will consist of
desperate shoot-ouls and assaults fought at close range with an
enemy that suddenly appears out of the darkness. The night will
be lit by the blaze of gunfire and filled with the screams of dying
men and the howls of their daemonic enemics. Then, as suddenly
as it started, the battle will end, leaving the shaken survivors
hoping the dawn’s light will come before the next attack

THE ARMIES

Choose armies as described in the Warkammer 40,000
rulebook. The Chaos Dacmons player must choose a
primary detachment from Codex: Chaos Daemons.

THE BATTLEFIELD

Use the deployment map included with this mission. Note
that in this mission, neither player has a single deployment
zone (sce Confusion All Around in the Mission Special
Rules). Then, sct up terrain as described in the Warkammer
40,000 rulebook.

PrLace PrIMARY OBJECTIVES

Set up D342 objective markers before either side deploys
The cnery player sets up the first objective, then the
Chaos Dacmons player, and so on until the requisite
number of markers has been placed. Objectives may be set
up anywhere on the table that is not in, or on, impassable
terrain, buildings or fortifications, and 1s at least 12" from
a table cdge or another objective:

DEPLOYMENT

Players should first roll for Warlord Traits as described in
the Warhammer 40,000 rulchook. The encmy player then
deploys first using the special rules for Confusion All
Around. The Chaos Dacmons player then does likewisc

FIRSTTURN

The Chaos Dacmons player goes first unless his opponent
can Scize the Initiative as described in the Warhammer
40,000 rulebook

GAME LENGTH
This mission uses Variable Game Length as described in
the Warkammer 40,000 rulebook

VICTORY CONDITIONS

At the end of the game, the player that has scored the
most Victory Points wins the battle, If the players have the
same number of Victory Points, the game is a draw.

PriMARY OBJECTIVES
At the end of the game; each Primary Objective is worth
3 Victory Points to the player that controls it.

SECONDARY OBJECTIVES
First Blood, Slay the Warlord.

MISSION SPECIAL RULES

Mysterious Objectives, Night Fighting, Reserves.

Confusion All Around: Before deploying a unit, either at
the start of the battle or when it enters from reseryes, the
player must first roll a D6

On a roll 1-4 the whole unit must be placed in the wedge
with corresponding number (sce the deployment map) =if =

the unit is arriving from reserve, it must either move on
from the appropriate table edge or, if arriving by Deep
Strike, choose to Deep Strike in the appropriate wedge
(though it may scatter into a different wedge, of course):

On a roll of 5-6 the player may choose where the unit
is deployed

In any case, a model may never deploy within 1 ofa
enemy model,

Eternal Night: The Night Fighting rules are in effecton
cvery turn in this mission.

Which Way To Runs In this mission, units always Fall Back
towards the closest table edge,







As @ daemonic invaston gathers pace, the presence of the daemonic
creatures and the staughter and anguash they cause can cause
Jfurther Warp 1ifts to appear across the planet. At other times,
Warp rifts will appear and disappear seemingly af random across
the surface of the planet. Whenever a new nift appears, it is seized.
upon by Dacmons still in the Warp as a way 1o enter the material
plane, and a new daemonic army will pour forth. Because of

this, many of the most desperate battles that take place during

a daemonic incursion take place around newly opened Warp

rifts. The Daemons know they must do their utmost to establish a
Joothold on the world, for groen the apportuniy, their opponents
may be able clase the rift, barring the entrance of any further
Daemons and trapping thase that have already come through. The
sesult is a maclsirom of battle and destruction as both sides fight
desperately to achicve victory

THE ARMIES

Choose armies as described in the Warhammer 40,000
rulebook. The Chaos Dacmons player must choose a
primary detachment from Codex: Chaos Daemons

THE BATTLEFIELD

Use the deployment map included with this mission. Set
up terrain as described in the Warkammer 40,000 rulebook
Place a suitable picce of impassable terrain at the centre of
the table to represent the Warp Ruft

Prace Primary OBJECTIVES
Place four Primary Objectives half-way between the Warp
Rift and cach table edge, as shown i the deployment map,

DEPLOYMENT

Players should first roll for Warlord Traits as described
in the Warhammer 40,000 rulebook, and then the encmy
deploys first, anywhere on the table at least 12 from the
Warp Rift.

Split the Chaos Daemons army into two groups, with as
close to half the total number of units in cach group as
possible. Randomly select one group; all units from this
group enter play on the first turn cither by Deep Strike or
via the Warp Rift. All units in the other group are placed
in reserve and must be rolled for normally, starting with
the second turn

The enemy may place any number of units in reserve.
(Remember, though, that a player automatically loscs if
they haye no units on the board at the end of any turn!)

o
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DAEMONIC INVASION

We are at war with forces too lerrible to comprehend.”

FIRSTTURN

The Chaos Dacmons player always takes the first turn.

GAME LENGTH
The mission uses Variable Game Length as described in
the Warhammer 40,000 rulebook

VICTORY CONDITIONS

At the end of the game, the player that has scored the

most Victoty Points wins the battle. If the players have the =+
same number of Victory Points, the game is a draw.

PrIMARY OBJECTIVES
At the end of the game, each Primary Objective is worth
3 Victory Points to the player that controls it.

SECONDARY OBJECTIVES
First Blood, Slay the Warlord.

MISSION SPECIAL RULES
Mysterious Objectives, Night Fighting.

Realm of Chaos: Any enemy model moving within 67 of
the Warp Rift for any reason is instantly destroyed by the
coruscating energies of the Realm of Chaos.

Warp Rift: In this mission, when Chaos Daemons units
deploy (in the first turn, or when arriving in later turns),
they can choose to either Deep Strike onto the table, or
enter through the Warp Rift in the same manner as a
Reserves umit entering from the table edge.

Which Way To Run (Dacmonic Invasion): In this missior,
units always Fall Back towards the closest table edge, Ghaos
Dacmons units always Fall Back towards the Warp Rift; if
they come into base contact with it while Falling Back, they
leave the table exactly as if they left from a table edge
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LAUGHTER OF THIRSTING GODS

-

.. there is no peace amongst the stars, only an eternity of carnage and slaughter.

Some Warpy rifts last for mere moments, while others may last for
- days or years, but in time all but the largest vanish as suddenly

as they appeared. Occasionally, the defenders of a planet may be

able to close or destroy @ Warp rift through there own actions. Onee

the rift is clased, any Daemons that have passed through will be

trapped, and the incursion will enter its final and most

bloody phase.

The Dacmons will only be able to maintain their presence in the
material plane by increasingly violent acts of wanton destruction,
and their opponents will be desperate to eradicate the daemonic
Plague that has come to their world as quickly a possible. The
resulting battles are liltle more than butchery, as mortal and
Daemon fall on each other, culting and tearing and killing, until
the battlefield is drenched in gore and the conflict ends with the
total destruction of ane side or the other.

THE ARMIES

Choose armies as described in the Warhammer 40,000
rulebook. The Chaos Daemons player must choose a
primary detachment from Codex: Chaos Daemons

THE BATTLEFIELD

Use the deployment map included with this mission. Each
player rolls a D6, re-rolling ties. Whoever scores higher
can decide which quarter of the table 1s their deployment

e

zone. The opposing player’s deployment zone is the
opposite quarter. Then, set up terrain as described in the
Warhammer 40,000 rulebook.

FIRSTTURN

The player who deployed his army first goes first unless
his opponent can Scize the Initiative as described in the
Warhaminer 40,000 rulebook

GAME LENGTH -

The battle carries on-until one side wins.

VICTORY CONDITIONS

Play until a turn ends and one player has no models
on the board - the player with models remaining on
the board wins. If a turn ends and both players have no
models on the board, the game isa draw.

MISSION SPECIAL RULES
Night Fighting, Reserves.

Fight To The Death: All units have the Stubborn
special rule.

Enemy Deployment
Zone & Table Edges

Chaos Daemons
Deployment Zone & Table Edges







GiBBERING HORDES

‘Gut them! Slaughter them! Butcher them! Kill! Kill! Killf
Never stop, never tire! Keep doing the Lord’s work!”

va The Chaos Gods care liltle for the lives of their daemonic minions,
if their minions can even be called living things at all. If one of
the Rusnous Powers wishes 1o achieve a goal badly enough, they
will sacrifice anyone or anything in order to achieve it. Legion
after legion will be despatched ta do their master’s bidding, until
the enemy s either crushed beneath a weight of numbers, or the
Chaos Gods grow bored or distracted, and their attention
fits elscwhere

THE ARMIES

Choosc armies as described in the Warhammer 40,000
rulebook. The Chaos Daemons player must choose a
primary detachment from Codex: Chaos Daemons

THE BATTLEFIELD

Use the deployment map included with this mission. Each
player rolls a D6, re-rolling tics. Whoever scores higher can
decide which half of the table they wish to deploy in. The
opposing player will deploy in the opposite half. Then, set
up terrain as described in the Warkammer 40,000 rulebook

Prace PrivarY OBJECTIVES

Set up D3 Primary Objective markers before either side
deploys. The Chaos Daemons player places the first
marker, then his opponent, and so on until the requisite
number of markers has been placed. Objectives may be set
up anywhere on the table that is not in, or on, impassable
terrain, buildings or fortifications, and is at least 12" from
a table edge or another objective

DEPLOYMENT

rs should first roll for Warlord Traits in the
Warhammer 40,000 rulebook. Then the Chaos Dacmons
player deploys first. He may deploy any number of units
anywhere in his deployment zone that is over 6 from the
centre of the table. The enemy player then does likewise

RESERVES

Both sides may place any number of units in reserve

FIRST TURN

‘The Chaos Dacmons player goes first unless his opponent
can Seize the Initiative as described in the Warhammer
40,000 rulchook

GAME LENGTH
The mission uses Variable Game Length as described in
the Warkammer 40,000 rulebook.

VICTORY CONDITIONS

At the end of the game, the player that has scored the
most Victory Points wins the battle. I the players have the
same number of Victory Points, the game is a draw.

PRIMARY OBJECTIVES

At the end of the game, each Primary Objective is worth
3 Victory Points to the player that controls it. In addition,
each player reccives 1 Victory Point for each opposing
unit that has been completely destroyed. Units that

are Falling Back at the end of the game, and units that
are not on the board at the end of the game, countas
destroyed for the purposes of this mission. Remember that
Independent Characters and Dedicated Transports are
individual units and award Victory Points if they

are destroyed

SECONDARY OBJECTIVES

First Blood, Linebreaker, Slay the Warlord.

MISSION SPECIAL RULES

Mysterious Objectives, Night Fighting, Reserves.

The Gods Grow Bored: At the start of each enemy turn
after the first, the enemy player rolls a D6, If the roll is
less than the turn number, the Hordes of Chaos special
rule (below) may not be used for the rest of the batle,

and any Chaos Daemons units in Ongoing Reserves are
immediately destroyed. If the roll is equal to or greater
than the turn number, nothing happens.

Hordes of Chaos: At the start of any of the Chaos
Dacemons player's turns, he may remove any number of
his units from the battlefield and place them in Ongoing
Reserves. Any unit removed in this way is returned to full
strength with all its Wounds or Hull Points restored, and
returns from Ongoing Reserves at the start of the next
Chaos Dacmons turn. Note that units can be returned 1o
play more than once in this fashion.

N




Enemy Deployment
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Chaos Daemons
Deployment Zone & Table Edge




“These creatures have no place in the Emperor’s galaxy.
Their unholy forms are an insult to reason and truth.”

ken of man, war for sustenance and survival. Instead of these
base drives, the objectives of a Daemon commander will often

be completely obscure — they might be to slay a million mortals,
Lo retricve a single arlefact, or to kill the grandehildren of those
that once banished them. Faced with such an apponent, an
enemy commander must do their best to discern the goals of their
Darmonic adversaries by thear actions, and then do their best to
thwart them

THE ARMIES

Choose armies as described in the Warhammer 40,000
rulebook. The Chaos Daemons player must choose a
primary detachment from Codex: Chaos Daemons

THE BATTLEFIELD

Use the deployment map included with this mission. Each
player rolls a D6, re-rolling ties. Whoever scores higher
chooses which half of the table is their deployment zone
The opposing player’s deployment zone is the opposite
half. Then, sct up terrain as described in the Warhammer
40,000 rulebook

= S
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P1LACE PrIMARY OBJECTIVES

Set up D3+2 Primary Objective markers before cither

side deploys. The Chaos Daemons player places the first
marker, then his opponent, and so on until the requisite
number of markers has been placed. Objectives may be set
up anywhere on the table that is not in, or on, impassable
terrain, buildings or fortifications, and is at least 12" from
a table edge or another objective

DEPLOYMENT

After detefmining the Ghaos Daemons player's secret
objective (sce opposite), the players roll for Warlord Traits
as described in the Warhammer 40,000 rulebook, and

then roll-off to sce which player deploys first. The player
deploying first may deploy anywhere in his deployment
zone that is more than 6" from the centre of the table. The
opposing player then does likewise

FIRSTTURN

The player that deployed first goes first unless his
opponent can Seize the Initiative as described in the
Warhammer 40,000 rulebook

Enemy Deployment
Zone & Table Edge

Ghaos Daemons
Deployment Zone & Table Edge




GTH
El‘jscs Variable Game Length as described in the
M",,”, 00 rulebook

CONDITIONS
me, the player that has scored the most
ayers have the same

K

S0 panoxy OpjECTIVES™

% | Jitheend of the game, each Primary Objective is worth
$Victory Points to the player that controls it. In addition,
each player receives 1 Victory Point for each opposing

unit that has been completely destroyed. Units that are
Falling Back at the end of the game, and units that are not
onthe board at the end of the game, count as destroyed for
{he purposes of this mission. Remember that Independent
Characters and Dedicated Transports are individual units
and award Victory Points 1f they are destroyed

SECONDARY OBJECTIVES*
Fint Blood, Linebreaker, Slay the Warlord.

See2lso the Chaos Dacmons Secret Objectives, below.

MISSION SPECIAL RULES
Miserious Objectives, Night Fighting.

 Reserves: Both sides may place any number of units in

€ (Remember though, that a player automatically

5 ifthey have no units on the board at the end of
turnl)

5 ‘
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‘The Chaos Dacmons plager only scores 1
Victory Point for cach Primary Objective they
control, but receives 3 Victory Points for each
Sccondary Objective they achieve

The Chaos Daemons player scores 5 Victory
Points for cach Primary Objective they control
in their own deployment zone, butonly 1
Victory Point for each Primary Objective in the
opponent’s deployment zone that

they control

The Chaos Dacmons player only scores 1
Victory Point for each Primary Objective they
control, but receives 1 Victory Point for cach
unit from their own army that is completely
destroyed and which is aligned to a different
Chaos God than their army's Warlord. Note
that the Chaos Dacmons player must not attack
units from his own army (he must let them do
the dirty work!)

If the number of Victory Points the Chaos
-Daemons player has scored at the end of the
game are exactly equal to the sacred number
of the Chaos God of the army’s Warlord, they
attle no matter how many points their
opponent has scored. Any other total results in
2 draw if the Chaos Dacmons playet has more
1 his opponent, or'a lossif he has
The sacred Nismbers are
Nurgle: 7, Tzeentch: 9,

points thar
equal or less points.
as follows: Khorne: 8,
Slaanesh: 6




DaEmMoN WORLD

Beyond the veil lies madness and world's ending, beware ye the Terrors of the Warp.”

Physical. When this corruption 1s sustained for an age, it creates
planiets knoun as Daemon worlds. These straddle the mortal and
immortal realms, and like the nightmarish temitories of the Dark
Powers, are moulded by the caprice of their dacmonic rulers. To
Jfight upon such a world is to fight in the very of the eye of the
storm of the forces of the Warp. Reality twists and changes from
one moment 1o the next, with neither thyme nor reason, or with
any respect for the natural laws of the universe

MISSION GOAL

Although this mission takes place on a Dacmon world,
cach side will have a set of goals they wish to complete. To
determine this, before starting play, the Chaos Dacmons
player must generate an Eternal War mission, which

will determine how the armies deploy and what they are
trying (o achicve

2D6 _ Result
2 The Gods Grow Bored: The altentions of the dacmonic

pantheon are drawn clsewhere.
No special effects apply this turn
Fury of the Chaos Gods: The gods are displeased, and
yain flaming boulders, acid rain and bolls of coruscating
energy down upon the battlefield.
Starting with the Chaos Dacmons player, each player
takes it in turns to resolve a Fury of the Chaos Gods
attack, until a total of D6 such attacks have been
resolved. The player making an attack places the large
blast marker in a location of their choice and scatters
i12D6". All units with models at least partially under
the template are hit by a 10 AP2 attack for each
model under the template. Allocate Wounds from the
centre of the template as if it were a Barrage attack.
Gale of Chaos: A psychic storm rages aver the baltlefield.
All Psykers generate D3 additional Warp Charge
points whenever they gencrate Warp Charge points
In addition, Psykers that suffer the Perils of the Warp
lose D3 Wounds rather than 1 Wound.
Treacherous Terrain: Inanimate terrain comes alive to
attack the living.
Dangerous Terrain tests are failed on a roll of 1:3.
Anger of the Gods: The fury of the Chaos gods fill the
minds of the combatants.
All models have the Rag
The Gods are Pleascd:
mayhem,
Use the same result as that which applied in the last
wm. Re-roll this result on the first turn of the game.

special rule
Che gods delight in the continung

THE ARMIES

Choose armies as described in the Warhammer 40,000
rulebook. The Chaos Daemons player must choose a primary
detachment from Codex: Ghaos Daemons.

THE BATTLEFIELD. DEPLOYMENT,
FIRST TURN, GAME LENGTH.
VICTORY CONDITIONS

Use the tules from the Eternal War mission for all of
these steps.

MISSION SPECIAL RULES
Use the rules from theEternal War mission. In addition, the
following special rule also applies:

Daemon World: At the start of each Chaos Daemons turn, the
Ghaos Dacmons player must roll 2D6 on the table below. The
effects rolled last until the start of the next Chaos Daemons turn.

Eternal War: For a flecting instant of time, the wamiors on
the baltlefield are drawn inta the Great Game.

All models have the Feel No Pain and It Will Not Die
special rules.

Chaos Mists: Many-hued mists engulf the battlefield.

All models have the Shrouded special rule.
Translocation: The landscape pulses and (ransforms.
Roll-off. The winner may move D8 terrain picces toa
new area of open ground on the batdefield. Models
on the terrain piece move with it. Models occupying
the area that the terrain piece is moved to are

moved into the area that the terrain piece previously -
occupied, maintaining their same facing and relative
positions. Units may be split up by the Translocation,
in which case they must attempt to re-establish unit
coherency (see the Warhammer 40,000 rulebook) IE
there are not enough picces of movable terrain o
translocate, move as many as possible

Time Flux: Time rewinds, or hurtles forward:

Each player picks one unit in their army that has at
least one model on the batdefield, and rolls a D6 for &
it. On aroll of 1, the unit is completely destroyed;
remove all models in the unit as casualties. On a roll
of 26, any models the unit has lost are returned o
play, and all models in the unit haye their Wounds
and Hull Points returned to their starting value:
Returned models must be placed in unit coherency
with their original unit and more than 1* from

any enemy models or impassable terrain; if this IS
impossible, they remain casualtics.

Chaos Ascendant: The full powwer of the Wap s unleasheds
Roll D3 times on the table and apply all resuls;
re-rolling any duplicate rolls, and rolls of 2 on 12¢










 CHAOS SPACE MARINEs

Marines are twisted and corrupt, turned against their former br,
out mercy from the Warp, they raid the worlds of the Imperium,
Fuelled by fathomless hate and utter contempt for those swey

WAR:
;ACE MARINES MISSION TABLE
~ Mission

Toot & Pillage
Black Crusade

Scorched Earth

‘The Artefact

Vendetta

Agents of the Chaos Gods

Joyment map, deployment zones and deployment

ons for an Altar of War mission are included in the

If; do not use the deployment maps included in
40,000 rulebook.

thatwon the roll-off and rolled on the Altar

bans Space Marines mission table is known as ‘the
Marine player’ in the rules and missions that

id their opponent is known as ‘the enemy player

the player that loses the roll-off counts as ‘the

= —
others by the infly,
, culling (he foll,
ker than them,

RESERVES
Altar of W

ence of the Dark God.
u .
owers of the False Emperor

CARRY ON AS NORMAL
These changes aside, all of the

aside, a c rules in the Warkammer
10,000 rulebook are used as normal,

SELECTING MISSIONS
As an alternative to rolling on a mission table, the plaers can
agree to choase the mission they wish o fight. Picking missions
way to try out missions youshaven't fought before or
10 hone your skills at missions you have previousls fought




Loort & PILLAGE

“Huddle close to your Emperor if he makes you feel safe.
He cannot save you, for only Chaos is eternal.”

i Chaos Space Marines are rightly feared across the galaxy as

 bloodihirsty raiders, and most of their attacks take the form of o
lightning fast tervor raid. The Chaos Space Marines will descend
upon an unsuspecting planetary outpost, their aim to cause as
mich damage as they can, and then to make off before the surprised
and bewildered defenders have a chance to organise a coherent
defence. As well as causing terror and wanton destruction, the
Chaos Space Marines will attempt to escape with as much loot
as they can physically carry. After all, supplies are scarce in deep
space, and the followers of the Chaos Gods do not believe in making
or paying for things that they can far more easily steal from their
enemies. A successful Chaos Space Marine raid will leave the target
a smoking, devastated ruin, picked bare of anything of value and
inhabited only by dead bodies Only the bravest and most hardy
warriors have any chance of withstanding such an onslaught

THE ARMIES

Choose armies as described in the Warkammer 40,000
rulebook. The Chaos Space Marine player must choose a
primary detachment from Codex: Chaos Space Marines,

THE BATTLEFIELD

Use the deployment map included with this mission. Each
player rolls a D6, re-rolling ties. Whoever scores higher can
decide which quarter of the table they wish to deploy in.
The opposing player will deploy in the opposite quarter.
Then, sct up terrain as described in the Warkammer 40,000
rulebook.

PLACE PriMARY OBJECTIVES

Set up D342 Primary Objective markers before either side
deploys. The enemy player places the first marker, then his
opponent, and so on until the requisite number of markers
has been placed. Objectives may be set up anywhere on the
table at least 12" from a table edge or anather objective.

DEPLOYMENT

Players should first roll for Warlord Traits as described in
the Warhammer 40,000 rulebook. The Chaos Space Marine
player deploys first. He may deploy up to tso Troops
choices and one HQ choice in his deployment zone, The
enemy player then deploys likewise. All remaining units
must be placed in reserve

RESERVES

Both sides may place any number of units in reserve.

FIRSTTURN

The player who deployed his army first goes first unless
his opponent can Scize the Initiative as described in the
Warhammer 40,000 rulebook.

GAME LENGTH

The mission uses Variable Game Length as described in
the Warhammer 40,000 rulebook.

VICTORY CONDITIONS

At the end of the game, the player that has collected the
most loot or salvage points wins the battle (see Mission
Special Rules below). If the players have the same number
of loot or salvage points, then the game is a draw.

MISSION SPECIAL RULES

Night Fighting, Reserves.

Loot & Salvage: The Chaos Space Marines are intent on
collecting loot, while the enemy are auempting to salvage
whatever they can. This is represented by collecting
lootand salvage points. Each player collects one loot or
salvage point (whichever is appropriate) at the end of their
opponent’s turn for each objective marker that has one of
their units touching it. Note that any number of loat and
salvage points can be collected from each objective over
the course of the battle.

o

R
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Brack CRUSADE

“There is no peace among the stars, only the an eternity of carnage
and slaughter, and the laughter of thirsting gods.”

Perhiaps once or twice every few hundred years, a truly great
Champion of Chaos will arise in the Eye of Terror. Through the
power of his implacable will, he will weld together an unsteady
alliance between the infernal forces that inhabit the Eye and then
launch them in an almost unstoppable assault known as a Black
Crusade. This dark tide of Chaos expands and eventually recedes,
leaving entire systems ravaged and burned. Whole planetary
poprulations are irrevocably tainted by Chaos, cities and industries
are crushed by the thunderous pounding of diabolic engines of
destruction, uncounted citizens are dragged away to serve as
staves and playthings to the damned souls and their daemonic
masters at the edge of reality. Every city ruined and every planet
burned brings the material galaxy a litile closer to dissolution
Although a Black Crusade may come crashing forth only rarely,
the damage it inflicis can never be undone.

THE ARMIES

Choose armies as described in the Warkammer 40,000
rulebook. The Chaos Space Marine player must choose a
primary detachment from Codex: Chaos Space Marines.

THE BATTLEFIELD

Use the deployment map included with this mission. Each
player rolls a D6, re-rolling ties. Whoever scores higher
decide which half of the table they wish to deploy in. The
opposing player will deploy in the opposite half. Then, set
up terrain as described in the Warkanimer 40,000 rulebook.

can

DEPLOYMENT

Players should first roll for Warlord Traits as described in
the Warhammer 40,000 rulebook. The Chaos Space Marine
player deploys first. He may deploy anywhere in his half of
the table that is at least 9° from his opponent’s deployment
zone. The enemy player then daes likewise

RESERVES

Both sides may place any number of units in reserve

FIRSTTURN
The player who deployed his army first goes first unless
his opponent can Scize the Initiative as described in the
Warhammer 40,000 rulebogk

GAME LENGTH
The mission uses Variable Game Length as described in
the Warhammer 40,000 rulebook

VICTORY CONDITIONS

At the end of the game, the player that has scored the
most Victory Points wins the battle. If the players have the
same number of Victory Points, the game is a draw.

PriMARY OBJECTIVES

Each player receives 1 Victory Point for each opposing
unit that is completely destroyed. Units that Fall Back

off the board or are Falling Back at the end of the game,
and units that are not on the board at the end of the
game, count as destroyed for the purposes of this mission.
Remember that Independent Characters and Dedicated
Transports are individual units and award Victory Points if
they are destroyed

SECONDARY OBJECTIVES
First Blood, Linebreaker, Slay the Warlord.

MISSION SPECIAL RULES
Night Fighting, Rescrves.

To The Death: All units have the Stubborn and Preferred
Enemy special rules

War Without End: Any non-vehicle unit that is completely
destroyed is returned to play at full strength and placed
in reserve. Note that Victory Points are scored each time
a unit is completely destroyed — so if a unit was destroyed,
returned to play, and then destroyed again, then the
opposing side would receive 2 Victory Points.
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‘Kill! Maim! Burn! Kill! Maim! Burn! Kill! Maim! Burn! Kill! Maim! Burn! Kill! Maim! Burn!
Kill! Maim! Burn! Kill! Maim! Burn! Kill! Maim! Burn! Kill! Maim! Burn!”
- Khirn the Betrayer

Fighting against the Chaos Space Marine followers of the Dark
Gods 15 a grim and deadly affair, and never more so than when
the tide turns against the Renegades and they are forced onto the
defensive. To dare to enter the battlefield in such circumstances is
to step onto a blasted landscape of rumed busldings and burning
vegetation. It is as if the Chaas Space Marines have turned their
eternal hatred of all lring things against the very planet atself
and are determined to leave nothing standing in their wake.
Amongst this carnage, the Chaos Space Marines will continue to
fight a furious rearguard action, determined o make their hated
Joe pay in blood for every yard of ground they hope to recapture
Only after they have mflicted the maximum amount of death and
destruction will the Chaos Space Marines finally retreat, leaving
behind them a world so devastated that it will take generations to
rpair the damage.

THE ARMIES

Choose armics as described in the Warhammer 40,000
rulebook. The Chaos Space Marine player must choose a
primary detachment from Codex: Chaos Space Marines

THE BATTLEFIELD

Use the deployment map included with this mission

Each player rolls a D6, re-rolling ties, Whoever scores
higher can decide which quarter of the table they wish to
deploy in. The opposing player will deploy in the opposite
half. Then, sct up terrain as described in the Warkammer
40,000 rulebook.

PLACE PRIMARY OBJECTIVES

Set up D3+2 Primary Objective markers before either

side deploys. The enemy player sets up the first Primary

Objective, then the Chaos Space Marine player, and 50 on

unul the requisite number of markers has been placed.

Primary Objectives may be set up anywhere on the table at
from a table edge or another objective

DEPLOYMENT

Players should first roll for Warlord Traits as described in
the Warhammer 40,000 rulebook. The Chaos Space Marine
player deploys first. He may deploy any number of units
anywhere in his deployment zone that is over 9" from the
centre of the table. The enemy player then does likewise

RESERVES

Both sides may place any number of units in reserve

FIRSTTURN -

The player who deployed his army first goes first unless
his opponent can Seize the Initiative as described in the
Warhammer 40,000 rulebook

GAME LENGTH

The mission uses Variable Game Length as described in
the Warhammer 40,000 rulebook.

VICTORY CONDITIONS

Atthe end of the game, the player that has scored the
most Victory Points wins the battle. If the players have the
same number of Victory Points, the game is a draw.

PriMARY OBJECTIVES
At the end of the game, each Primary Objective is worth
3 Victory Points to the player that controls it.

SECONDARY OBJECTIVES
First Blood, Linebreaker, Slay the Warlord.

MISSION SPECIAL RULES

Mysterious Objectives, Night Fighting, Reserves.

Slash & Burn: All picces of area terrain, and all
fortifications (including any belonging to players' armics),
are cither on fire or a smoking ruin. Before either side
deploys, roll D6 for each piece of area terrain and refer to
the following table:

D6 Result

13 Burning: The (errain counts as
dangerous terrain.

46 Smoking: Add 1 to the cover save of any
unit in the terrain.

In addition, both burning and smoking terrain blocks any
line of sight that is draywn across it




7"""5"1)' Deployment
Zone & Table Edges

Chaos Space Manne

Deployment Zone &

Table Edges




vt

THE ARTEFACT

©

For twenty long decades have I scarched, and now the object that I seek lies within my grasp,
and you, a foul agent of a false Emperor, think you can thwart me? I will smite you doun
and grind your boues to dust, and then take that which it is my destiny to possess.”

-
Scattered across the galaxy are hidden objects of ancient power,
the pssession of which can spell the difference betueen the success
or fatlure of a campaign, or that can give their owner almost
limtless power, Few of these artufacts are hidden from the Chaos
gods, who are wont to tease and cajole their followers with snippets
of information about these arcane relics. Swayed by visions of
conquest and power, the supplicant will embark on an often
frantless quest, following obscure hints and clues in a search for
the object of their desire. Somelimes ~ just somelimes — this search
will lead them to an ancient artefact of trite power. However,
by the time they have found it, their search wall have alerted the
agents of other races to the nature of their quest, and they will
need to be willing to fight in order in order to gain that which they
seck. Of course, the followers of the Dark Gods are usually more
than willing to shed blood to achieve their chosen purpose

#l THEARMIES

Choose armies as described in the Warkammer 40,000
rulcbook. The Chaos Space Marine player must choose a
primary detachment from Codex: Chaos Space Marines

M THE BATTLEFIELD
Use the deployment map included with this mission. Each
player rolls a D6, re-rolling tics. Whoever scores higher can

/8 dccide which half of the table they wish to deploy in. The

opposing player will deploy in the opposite half. Then set
8  up tcrrain as described in the Warhammer 40,000 rulebook.
li

il OBJECTIVES

Place 3 Artefact markers before cither side deploys

(only one of these markers is actually the Artefact = see
Deployment below). The Chaos Space Marine player places
the first marker, the enemy player the second, and the
Chaos Space Marine player the third, Artefact markers
must be placed on the centre line of the table, at least 12"
away from any other marker. Artefact markers may not be
placed in impassable terrain

DEPLOYMENT

Players should first roll for Warlord Traits as described

in the Warhammer 40,000 rulebook. Then, the Chaos
Space Marine player deploys first. He may deploy any
number of units anywhere in his deployment zone that is
over 12" from any Artefact marker. The enemy player then
does likewise

-

Afiter both players have deployed, a D6 is rolled and the
deployment map referred to, in order to determine which
of the Artefact markers actually represents the Artefact
(until this point, the truc location of the Artefact is
unknown). The other two markers are removed from play.
For example, on a roll of 3-4, the centre marker would
represent the Artefact, and the markers to the left and
right would be removed from play. Both sides may place
any nuniber of units in reserve,

FIRST TURN

The player who deployed his army first goes first unless
his opponent can Scize the Initiative as described in the
Warhammer 40,000 rulchook

GAME LENGTH

The mission uses Variable Game Length as described in
the Warhammer 40,000 rulebook

VICTORY CONDITIONS

The player that captures the Artefact and removes it from
the table is the winner. If neither player has any models
remaining that can capture the Artefact, the game is a
draw. Sce the Mission Special Rules for how to capture
and move the Artefact

MISSION SPECIAL RULES
Night Fighting, Reserves.

Capture the Artefact: The Artefact is captured
immediately when an Infantry model moves into base
contact with it. Place the marker under the model’s base
to show it has captured the Artefact. A model that has
captured the Artefact may moy
the model moves, the marker moves with it. If the model

is removed from play for any reason (including reaching:

a table edge when Falling Back), then the marker is left

on the table in the last position the model occupied, and
will be captured by the next Infantry model to move into
base contact with it. The model cannot give the Artefact 1o
another friendly model, or choose to abandon it. Models
other than Infantry models may not end a moye on top of
the marker (though they may move over it).

Exiting the Table: A model that has captured the Artefact
and which voluntarily moves into contact with its own table
edge (or is in a Transport that does so), exits the table

The game ends immediately and the player whose model
exited the t

able with the Artefact is victorious.

and fight normally. When
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VENDETTA

“Long shall be your suffering. Joyous be your pain.’

Many Chaos Space Marines retain a twisted version of the code of
honour they had followed before they were corrupted by the Chaos
gods. However, where loyal Space Marines follow a code built
upon service and duly to the Emperor and Mankind, Chaos Space
Marines instead feel that they must revenge any shight they suffer,
lest their honour be impinged. Thus, the two different codes are
almost mirror inages of each other, the first being based on self-
sacrifice for others, and the second on sacrificing others for oneself:
This corrupted code of honour is deeply ingrained into the psyche
of these Chaos Space Marines, and means that they will ruthlessly
seek to punish anyone they feel has shown them any sign of
dustespect. Even minor slights are rewarded wnth death, while more
serious stains upon a Chaos Space Marine’s honour can only be
rectified by horrific acts of revenge and retribution

THE ARMIES

Choose armics as described in the Warkammer 40,000
rulebaok. The Chaos Space Marine player must choose a
primary detachment from Codex: Chaos Space Marines

THE BATTLEFIELD

Use the deployment map included with this mission
Each player rolls a DB, re-rolling ties. Whoever scores
higher can decide which quarter of the table they wish
1 deploy in. The opposing player will deploy in the
opposite quarter. Then, set up terrain as described in the
Warhammer 40,000 rulebook

After the battlefield has been set up, but before
deployment, the Chaos Space Marine player must roll on
the Vendetta table to see what it is they wish to avenge (sce
Mission Special Rules)

RESERVES

Both sides may place any number of units in reserve.

DEPLOYMENT

Players should first roll for Warlord Traits as described

in the Warhammer 40,000 rulebook and then roll-oft. The
winner of the roll-off may deploy any number of units
anywhere in his deployment zone that is over 12" from the
centre of the table. The opposing player then does likewise:

FIRST TURN

The player who deployed his army first goes first unless
his opponent can Scize the Initiative as described in the
Warhammer 40,000 rulebook

GAME LENGTH

‘The mission uses Variable Game Length as described in
the Warhammer 40,000 rulebook.

VICTORY CONDITIONS

At the end of the game, the player that has scored the
most Victory Points wins the battle. If the players have the
same number of Victory Points, the game is a draw.

PRIMARY OBJECTIVES

At the end of the game, each player receives 1 Victory
Point for each opposing unit that has been completely
destroyed. Units that are Falling Back at the end of the
game, and units that are not on the board at the end of
the game, count as destroyed for the purposes of this
mission. Remember that Independent Characters and
Dedicated Transports are individual units and award
Victory Points if they are destroyed.

SECONDARY OBJECTIVES
First Blood, Linebreaker, Slay the Warlord.

MISSION SPECIAL RULES
Night Fighting, Rescrves.

The Vendetta: After the battlefield has been set up but
before deployment, the Chaos Space Marine player must
roll on the Vendetta table on the next page, and follow the
instructions given. If it is impossible to follow the result
rolled, roll again, and keep on rolling until you geta
result whose instructions can be followed. For example, if
you roll an ‘Enemy Character’ result and the enemy army
doesn't have any characters other than their Warlord, you
must roll again




VENDETTA TABLE

26 Result

1

3

- Warlord: If, at the end of the game,
Enemy « Warlord has been slain, the Chaos
the enemy ine player receives 3 Victory Points
Space ‘“ﬂr:‘ m‘ the point reccived for the Slay
(in ac}d'l"‘: d Secondary Objective). If the enemy

arlord ha

receives 3 Victory Points

; Character: Roll-off. The winner must pick
e ter model 1n the enemy army, apart from
mmm(“ Warlord. If; at the end of the game,

5 m:cr:m character has been slain, the Chaos
lst}::c Marine player receives 3 Victory Points. If
the enemy character has not been slain, the (num“l
player receives 3 Victory Points.

Enemy Vehicle or Monstrous Creature: Roll-off.
The winner must pick a Vehicle or Monstrous

ature model in the enemy army. If, at the end
ofthe game, the model has been destroyed or
removed as a casualty, the Chaos Space Marine
player receives 3 Victory Points. If the enemy
model has not been destroyed or removed, the
enemy player reccives 3 Victory Points

D6

Result

Em‘my lnfﬂnlry Unit: Roll-off The
Pick & utiit made up of Infaniry gy
any Dedicated Transports) i ¢
atthe end of the game, all of the models in the
unit have been removed as casualtie: the Chaos.
Space Marine player receives 3 Victory Poings

If any models in the enemy uni have not been
removed as casualtics, then the enemy player
receives 3 Victory Points,

winner mug
dels (excluding
he enemy army, 1y,

Enemy Army: Count up the number of models in
the enemy army. At the end of the g,

ame, count
the number of models in the enemy

army that
have been removed as casualties, or wrecked
or destroyed. If at least three-quarters of the
starting number of models have been removed or
destroyed, the Chaos Space Marine player receives
3 Victory Points. In any other circumstances, the
enemy player receives 3 Victory Points,

Total Vendetta: All of the results on the Vendetta
table apply for the battle! Any results that include
instructions that cannot he followed are ignored
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“The minds of gods are not for mortals to know or to judge.”

Chaos Space Marines have thrown in their lot with the Chaos
Gods. They are the Ruinous Powers’ principle agents in the
material universe, far more so than the dacmonic creatures that
can only temporarily manifest outside of the Realm of Chaos, or
cven the Chaos Cultists that lack the mobility and battle skills of
the Chaos Space Marines

Although Chaos Lords wsually lead the Chaos Space Marines
under their conmand according to their own agendas, there
are times when the Chaos Gods call upon them to do their
bidding directly. Sometimes the tasks the Chaos Space Marines
are directed to carry out will scem fickle or whimsical, and at
others ruthlessly practical. The nature of the Ruinous Powers
makes it impossible for mortal minds to ever fully understand
their motivations, making the actions of their mintons all but
1mpossible to second-guess.

THE ARMIES

Choose armies as described in the Warkammer 40,000
rulebook. The Chaos Space Marine player must choose a
primary detachment from Codex: Chaos Space Marines.

THE BATTLEFIELD

Use the deployment map included with this mission. Each
player rolls a D6, re-rolling tics. Whoever scorcs higher can
decide which half of the table they wish to deploy in. The
opposing player will deploy in the opposite half. Then set

up L n as described in the Warhammer 40,000 rulebook.

PLACE PRIMARY OBJECTIVES

Take it in turns to place a total of D3 Primary Objective
markers before cither side deploys. The enemy player
places the first Primary Objective. Primary Objectives may
be set up anywhere on the table at least 12 from a table
edge or another objective

After the Primary Objectives have been set up, the Chaos
Space Marine player must determine their Secondary,
Objectives (sce opposite)

DEPLOYMENT

Players should first roll for Warlord Traits as described in
the Warhammer 40,000 rulebook, and then roll-off, The
winner of the roll-off may deploy any number of units
anywhere in his deployment zone that is over 9" from his
opponent’s deployment zone. The opposing player then
docs likewise.

RESERVES

Both sides may place any number of units in reserve

FIRSTTURN
The player who deployed his army first goes first unless
his opponent can Seize the Initiative as described in the
Warhanmer 40,000 rulebogk

GAME LENGTH  *
The missich uses Variable Game Length as described in
the Warhammer 40,000 rulebook

VICTORY CONDITIONS

At the end of the game, the player that has scored the
most Victory Points wins the batle. If the players have the
same number of Victory Points, the game is a draw.

PriMarY OBJECTIVES
At the end of the game, each Primary Objective
controlled by the enemy is worth 7 Victory Points to the It

cnemy player, and each Primary Objective controlled by
the Chaos Space Marines is worth 2D6 Victory Points to
the Chaos Space Marine player.

SECONDARY OBJECTIVES

The Chaos Space Marines’ Secondary Objectives are
determined by rolling on the Whim of the Gods table
below. The enemy player has the following

Sccondary Objectives

First Blood, Linebreaker, Slay the Warlord. Z

MISSION SPECIAL RULES

Mysterious Objectives, Night Fighting, Reserves.

The Whim of the Gods: The Secondary Objectives for
the Chaos Space Marine player are determined by rolling
three times on the following table. Make the rolls after
the Primary Objectives have been set up, but before
deployment takes place. If the same result is rolled more
than once, re-roll until three different objectives have
been determined.
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SPEARTIP STRIKE

‘No matter where the wretch skulks, I will take his head and
tear the soul from his bady. None can defy me.’

. lactic first conceived of by the Warmaster Horus, designed to launch
@ dérect blow against enemy forces by slaying their commander.

5 o this strategy was a precision teleport assault by the Legion’s
clite Justaerin Terminators on the target’s position, whilst the other
companies of Sons of Horus hept. the enemy ground forces occuped.
Horus would often lead these strikes personally to ensure victory, for
110 foe could hope to withstand his titanic might.

Since the fall of the Sons of Horus and the meteorsc rise of the
Black Legion, Abaddon never forgot how effective a speartip strike
could be, for Horus had on accasion sent his First Caplain to lead
the attack in his stead. To witness Abaddon lead such an assault
at the head of his mighty Black Legion Terminators s to stare
death 1n the face. Countless Imperial commanders have fallen to
Abaddon’s brutally effective tactics, and many more shall follow
until the Imperim drowns in blood and the Despoiler finally has
his vengeance.

THE ARMIES

Choose armics as described in the Warkammer 40,000
rulebook. The Black Legion player must choose a primary
detachment from Codex: Chaos Space Marines using the
extra rules presented in Black Legion - A Codex: Chaos Space
Marines Supplement.

THE BATTLEFIELD
Use the deployment map included in this mission. Set up
terrain as described in the Warhammer 40,000 rulebook

DEPLOYMENT
Players should first roll for Warlord Traits and then Deploy
as described in the Warhammer 40,000 rulebook

FIRST TURN

The player that deployed first has the first turn unless
their opponent can Scize the Initiative as described in the
Warhammer 40,000 rulebook.

GAME LENGTH
‘This scenario uses Variable Game Length as described in
the Warkammer 40,000 rulebook

VICTORY CONDITIONS

At the end of the game, the player who has scored the
most Victory Points wins the game. If players have the
same number of Victory Points, the game is a draw.

PriMARY OBJECTIVES

At the end of the game, each player receives 1 Victory
Point for each enemy unit that has been completely
destroyed. However, players instead receive 2 Victory
Points for each HQ or Elites unit completely destroyed.
Units thatare Falling Back at the end of the game, and
units that ire not on the board at the end of the game,
count as destroyed for the purposes of this mission,
Remember that Independent Characters and Dedicated
Transports are individual units and award Victory Points if
they are destroyed

SECONDARY OBJECTIVES
First Blood, Linebreaker, Slay the Warlord?.

* In this mission, the Slay the Warlord Secondary
Objective is worth 5 Victory Points. Note that this
includes the Victory Points earned as part of this
mission’s Primary Objective

MISSION SPECIAL RULES

Night Fighting, Reserves.

Speartip Assault: Black Legion units composed entirely of
models that have the Deep Strike special rule can choose
to make a Speartip Assault. Immediately after determining
Warlord Traits, tell your opponent which units are making
a Speartip Assault, and make a secret note of whether

it takes place during your first or second turn. All units
making the Speartip Assault automatically arrive via Deep
Strike at the start of the chosen turn — there is no need to
roll for Reserves.

Protect the Commander:
Warlord has the Zealot spe
remains with them

ny unit joined by the enemy
al rule for as long as he
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g all and leave their bodies to rot!"

When Abaddon gathers his forces to launch a Black Crusade, one
thing is certain: countless mallions will die tn blood and fire, and
entire planets will be left in ruins, or worse. On Holy Terra, the
annals of the Administratum are littered with the names of Tmperial
Guard regiments, Space Marine Chapters and cven mighty Titan
Logions that have been completely destroyed whilst attempting to
stem the tide of these terible onslaughts.

n
f
|
Such are the overwhelming forces at the disposal of the Despoiler that
should he seck the annikilation of a specific target or enemsy host,
anly the most tenacious and heroic of them will be able to withstand
(8 the rlentless onslaught of is Black Legion. One thing is certain
Abaddon secks the death of a certain foe, he is rarely disappointed.

THE ARMIES

Choose armies as described in the Warkammer 40,000

rulchook. The Black Legion player must choose a primary

M detachment from Codex: Chaos Space Marines using the

7 extra rules presented in Black Legion — A Codex. Chaos Space
Marines Supplement

THE BATTLEFIELD
Use the deployment map included in this mission. Set up
terrain as described in the Warhammer 40,000 rulebook.

8 DEPLOYMENT
Players should first roll for Warlord Traits and then deploy
as described in the Warkammer 40,000 rulebook

FIRST TURN

The player that deployed first has the first turn unless
their opponent can Seize the Initiative as described in the
Warhammer 40,000 rulebook

—

GAME LENGTH
This scenario uses Variable Game Length as described in
the Warhammer 40,000 rulebook.

|
|
;

VICTORY CONDITIONS

At the end of the game, the Black Legion player wins if he
has completely destroyed his opponent’s force. If there
are any enemy models remaining, including those units
that are Falling Back, his opponent wins, However, units
that are not on the board at the end of the game count as
destroyed for the purposes of this mission

MISSION SPECIAL RULES
Night Fighting, Reserves.

The Claw Tightens: The Black Legion player may choose
to bring on units held in reserve/Ongoing Reserves from
any point on any table edge

Fight to the Last Man: Every non-vehicle unit in the enemy
army has the Stubborn special rule.

Lines of Retreat: Any Black Legion units that Fall Back
do 50 towards the nearest table edge. Any enemy units
that Fall Back must do so towards the centre of the board,
where they will remain until they regroup.

Unleash the Legion: Each time a Black Legion unit is
completely destroyed, remove it from play and place it into
Ongoing Reserves, where it will be available to return to
the battle at the start of the Black Legion player’s next
turn. However, special characters may not return to battle
in this manner.

8
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Return to me with my prize, or do not return at all.”

Many tines over the last ten millennia, Abaddon has sought Chaos

it artefucts of great and lenible pooer. Each of these timeles relics would
serve a fuirpose in his endless war with the Imperium, and his eneinies
<oould re the dary that he added each fabled item to his collection.
Depending on the significance of each artefact, Abaddon would somelimes
Lead the rad t0 secure it; Gt other times he would send one of his infamaus
Chasen or a trusted liewtenant instead. Should the Desporle deem the
securing of a Chaos relic worthy of his personal altention, the outcome of
such a quest may ane day delenmine the fate of the gulaxy itsef

THE ARMIES

Choose armies as described in the Warkammer 40,000 rulebook.
The Black Legion player must choose a primary detachment
from Codex. Chaos Space Marines using the extra rules presented
in Black Legion ~ A Codex: Chaos Space Marines Supplement.

THE BATTLEFIELD
Use the deployment map included in this mission. Set up
terrain as described in the Warhammer 40,000 rulebook

PLACE PrIMARY OBJECTIVES
The enemy player must then place a single Primary
Objective marker anywhere in their deployment zone

DEPLOYMENT
Players should first roll for Warlord Traits and then deploy
as described in the Warhammer 40,000 rulebook

FIRSTTURN

The player that deployed first has the first turn unless
their opponent can Seize the Initiative as described in the
Warhammer 40,000 rulebook

GAME LENGTH
This scenario uses Variable Game Length as described in
the Warhammer 40,000 rulebook

VICTORY CONDITIONS

At the end of the game, the player who has scored the
most Victoty Points wins the game. If the players have the
same number of Victory Points, the game is a draw.

PRIMARY OBJECTIVES
At the end of the game, the Primary Objective is worth 3
Victory Points to the player that controls it.

SECONDARY OBJECTIVES
First Blood, Linebreaker, Slay the Warlord.

MISSION SPECIAL RULES

Mysterious Objectives, Night Fighting, Reserves.

Fear of Failure: Every non-vehicle unitin the Black Legion
army has the Zealot special rule

Enemy Table Edge

Enemy Deployment Zone

Black Legion Deployment Zone

Black Legion Table Edge
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