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NTRODUGTIOI

Warhammer 40,000: Kill Team is a fast-paced tabletop miniatures game that pits teams of elite specialists,
ragtag zealots and hard-bitten veterans against one another in vicious battles to the death. Draw your
blades, check your ammo, mutter a quick prayer to your gods and get ready to join the fight!

SQUAD VERSUS SQUAD

Games of Kill Team revolve around vital conflicts
between small but powerful bands of warriors rather
than huge armies. They are an opportunity to tell
cinematic tabletop stories in which every single
combatant counts, and every model you command
develops their own personality and history.

Can the enemy’s leader be eliminated before he can
reach - and activate - the doomsday weapon? Can your
scouting force sever the enemy’s lines of communication
and get clear before they are caught? Will the freshly
deployed squad of elite specialists be taken down by the
battle-hardened band of veterans, and will the eagle-
eyed sniper take down his tenth kill in a row? These and
countless other narratives await to be uncovered!

In this book, you will find all the background
information and tabletop rules required to dive
headlong into the world of Kill Team. The following
pages are replete with examples of the sorts of kill
teams that might be assembled. You will see some of the
apocalyptic war zones through which such warbands
fight, and how their desperate fire fights and vicious

battles can be every bit as impactful upon the fates of
worlds as can the onslaught of massed regiments or
super-heavy engines of war.

Reading on, you will find a wealth of narrative
information and random tables for many of the major
Warhammer 40,000 factions. Intended to provide
collectors with a wide range of exciting inspiration,
these tables present various types of kill team that
each faction might field, the sorts of missions they
might be sent upon, as well as the strange personality
quirks that their warriors and leaders might possess.
These sections are designed to be toolkits from which
players can draw as little or much as they like — one
collector may roll up every aspect of their kill team and
choose to play in character upon the tabletop in order
to get a truly narrative experience, while another may
simply use these tables as idea-fuel for conversions or
kill team designs.

Poisonous mists drift amongst the predatory foliage of an alien jungle as the Drukhari of the Slicing Noose kill team
clash in savage battle with the Necrons known as the Exalted Scythe.




Finally, this book provides a full suite of rules
for playing a wide variety of skirmish-level Kill
Team battles.

Alongside the rules to create your kill teams, you will
also find an array of custom scenarios perfectly suited to
squad-on-squad battles to the death. There are also sets
of Kill Team tactics to evoke everything from a sniper’s
killer headshot to an unhinged knifemans rampage,
and even a full campaign system during which your kill
teams can advance their skills, gain new warriors and
wargear, and conquer swathes of different territories

in the war to take control of a sprawling Imperial hive
city. By combining these mechanics with narrative
inspiration from the background tables, your gaming
group can enjoy a truly unique and personal hobby
experience that will generate war stories you'll talk
about for years to come!

KILL TEAMS

Creating a kill team can be as simple as purchasing

a single box of Citadel Miniatures, assembling and
painting them to a standard you're happy with,

and getting ready to play. On the other hand, some
hobbyists derive great satisfaction from melding
multiple troop types into a single, cohesive warband.
They model, convert and paint up every individual
figure to have its own aesthetic, personality and
equipment to bring to battle. Many players enjoy

the narrative element of this sort of project, drawing
inspiration from their favourite codex or Black Library
novel, from esoteric aspects of the Warhammer 40,000
universe, or even from Warhammer 40,000 computer
games. There is a real thrill in painstakingly recreating
a favourite band of warriors from a book or game and
seeing them come to life on the tabletop. In either

KILL TEAM TOKENS

The Kill Team Starter Set box and the Kill Team
Faction Starter Set boxes each come with a set of
tokens for use in your games of Kill Team.

You do not need these tokens to play Kill Team, but

if you have a set you'll find the tokens shown on the
right to be a very useful way of keeping track of which
of your warriors have done what in each battle round.
The core rules explain when each token is used, and
what significance it has.

You'll also find the objective markers included in each
set of tokens useful in your games of Kill Team, where
they can represent areas or items of vital importance
to your mission.

case, the tables of background traits, team missions,
pre-generated names and more found later in this book
will go a long way towards helping even a first-time
hobbyist create a unique character and backstory for
their kill team.

In Kill Team battles, every warrior in your warband is
a vital link in the chain. Even the lowliest Grot or Astra
Militarum Conscript can fire the shot that makes the
difference between glorious victory and ignominious
defeat. However, certain figures amongst the ranks of
every kill team deserve a special mention. These are the
teams leader and its specialists.

Kill team Leaders direct their warriors in the field.
Whether they are tyrannical monsters or disciplined line
officers, hard-bitten survivors or zealous demagogues,
these individuals are the exemplars of their respective
kill teams, and in many ways form the embodiment of
the player upon the battlefield. Many kill team Leaders
have access to powerful weapons and specialised
wargear that allow them to cut a path of ruin through an
enemy warband, and it is their leadership, force of will
and authority that keeps the kill team fighting when the
odds are against them.

Specialists, meanwhile, are warriors who excel in a
single area, typically armed with the sort of weaponry
that allows them to make the most of their skills. Sharp-
shooting snipers whose powerful firearms can take an
enemy’s head off from across the battlefield; masterful
bladesmen whose thrumming power swords have
tasted the blood of a hundred foes; madcap demolitions
experts with belts full of explosives and a crazed gleam
in their eye; all of these and many more embody the
specialists that can be added to a kill team in order to
give it powerful, battle-winning abilities.

Move token Charge token

Fall Back token Advance token  Objective markers

Ready token Shoot token Shaken tokens




‘In a battle such as this, there is no
help to be had, no support incoming
or reinforcements to be called
upon. Lay your plans carefully and
consider every move, lest it prove
your last’

'..

- Blood Angels Scout Sergeant
Rafaen, during the battle for
Hades Hive







CORE RULES

Kill Team puts each player in command of a force of hand-picked fighters tasked with a vital mission. The core
rules on these pages contain everything you need to know in order to use your Citadel Miniatures to wage covert
war against one or more opponents for control of the battlefields of the 41st Millennium.

TOOLS OF WAR

In order to play a game of Kill Team, you will need your
Citadel Miniatures, a tape measure, a playing surface
(which could simply be a table), and some dice. You
may also find it helpful to have tokens that you can

use to show when your models have acted - these are
available in a number of Kill Team products.

Distances in Kill Team are measured in inches (")
between the closest points of the bases of the models
youre measuring to and from. An object (such as a
model) is said to be within a certain range (e.g. 6") of
something if the distance to that thing is that range or
less. So, for example, a model is within 6" of another
model as long as it is 6" or less from that model. If a
model does not have a base, measure to and from the
closest point of that model instead. You can measure
distances whenever you wish.

Most games of Kill Team are played on an area of 30"
by 22", which is the size of the gameboard included in
the boxed game. You can play games of Kill Team on a
playing surface of any size, though if it is any smaller
than 24" by 24" you may find it feels a bit cramped!

Kill Team uses six-sided dice, sometimes abbreviated to
D6. Some rules refer to 2D6, 3D6 and so on — in such
cases, roll that many D6s and add the results together.
If a rule requires you to roll a D3, roll a D6 and halve
the result. When halving any dice roll, round fractions
up before applying modifiers (if any) to the result.

All modifiers are cumulative. Some rules refer to an
‘unmodified roll’ - this means the result shown by the
dice, before any modifiers are applied.

If a rule requires a dice roll of, for example, 3 or more,
this is often abbreviated to 3+.

As billowing smoke rolls through the war-torn streets of Hive Magnius Delta, Skitarii and Genestealer Cults
kill teams engage in a savage firefight to seize control of vital supplies.




FIGHTING A BATTLE

Once you have your tools of war, you'll need to choose
a mission to play. There is a mission included in these
core rules - Covert War (pg 41) — but there are others in
this book and available in other Kill Team products, and
you can even make up your missions. The mission you
play may have a bearing on which Citadel Miniatures
you use or how you set up the battlefield. For more
information about the different kinds of missions and
choosing one to play, see page 48.

KILL TEAMS, ENEMY MODELS
AND PLAYERS

The models that a player brings to a game of Kill Team
are collectively known as that player’s kill team. There
are rules for choosing which models are included in
your kill team - these are found on page 62. These rules
may be influenced by the mission you have chosen to
play. All models in the same kill team are referred to as
‘friendly models, while all other models are referred to
as ‘enemy models. All other players are referred to as
‘opponents’ or ‘enemy players.

A player is said to be ‘controlling’ the models in their kill
team, and may be referred to as the ‘controlling player’
in the rules that follow.

RANDOM DETERMINATION

Some rules or abilities will ask you to randomly
determine something, usually a model from a kill
team. You may do this in a variety of ways, but the
simplest is to assign a number to each and roll a
number of D6 (or D10 - that is, ten-sided dice),
re-rolling any results not assigned to an eligible
model. For example, if you need to randomly select
a model from a kill team of 5, you would assign each
model a number from 1 to 5 and roll a D6, re-rolling
any results of 6. If the group youre randomising is
larger than 10, simply split the group into 2 or more
smaller groups (of no more than 10), randomly
determine one of those groups and then randomly
determine the result within that group.

WARHAMMER 40,000

In Warhammer 40,000, mighty armies clash across
spectacular tabletop battlefields. Where Kill Team
focuses on individual squads, the Warhammer
40,000 rulebook gives you all the rules you need to
fight battles between entire battalions of warriors,
war engines and heroes.

Each codex provides you with the background and
rules for one of the many factions in Warhammer
40,000. With this information, you can make your
kill team the foundation of an army!

WARHAMMER
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DATASHEETS AND WEAPONS

The characteristics of models are described on datasheets, which you will need in order to use them in
battle. This book includes all the datasheets you need to play Kill Team, and the details of the weapons
used on the battlefield. Here we explain the information found on datasheets and in weapon profiles.

1. Model Name
Here you'll find the name of the model.

2. Profiles

These contain the following characteristics that tell you
how mighty models (and their variants) are:

Move (M): This is the speed at which a model moves
across the battlefield.

Weapon Skill (WS): This tells you a model’s skill at
hand-to-hand fighting. If a model has a Weapon Skill of
‘-’ it is unable to fight in melee and cannot make close
combat attacks at all.

Ballistic Skill (BS): This shows how accurate a model
is when shooting with ranged weapons. If a model has
a Ballistic Skill of -’ it has no proficiency with ranged

weapons and cannot make shooting attacks at all.

Strength (S): This indicates how strong a model is
and how likely it is to inflict damage in hand-to-
hand combat.

Toughness (T): This reflects the models resilience
against physical harm.

Wounds (W): Wounds show how much damage a
model can sustain before it succumbs to its injuries.

Attacks (A): This tells you how many times a model can
strike blows in hand-to-hand combat.

Leadership (Ld): This reveals how courageous,
determined or self-controlled a model is.

Save (Sv): This indicates the protection a models
armour gives.

Maximum Number (Max): This number tells you how
many of this model you can include in a kill team.

3. Description

This tells you what the model is armed with. All
weapons have a profile described later in the same
section of the book as the datasheet. Some datasheets
have variant models with their own profiles, and where
this is the case they will be described here.

4. Wargear Options

Some models have the option to exchange the wargear
listed in their description for other options. Where that
is the case, the options will be listed here.

5. Abilities

Many models have exciting special abilities that are not
covered by the core rules: these will be described here.

6. Specialists

You can choose for some of the models in your kill team
to be specialists (pg 66). This section of a datasheet tells
you what kind of specialist each model can be.

7. Keywords

All datasheets have a list of keywords, sometimes
separated into Faction keywords and other keywords.
The former can be used as a guide to help decide which
models to include in your kill team, but otherwise both
sets of keywords are functionally the same. Sometimes a
rule will say that it applies to models that have a specific
keyword. For example, a rule might say that it applies to
‘all ADEPTUS ASTARTES models. This means it would
only apply to models that have the Adeptus Astartes
keyword on their datasheet.

MODIFYING CHARACTERISTICS N

You may encounter abilities and rules that modify a
characteristic. All modifiers are cumulative, though
you should apply any multiplication or division to the
characteristic (rounding fractions up) before applying
any addition or subtraction.

You may also encounter a characteristic that is a
random value instead of a number. For example, a
Move characteristic might be 2D6", or an Attacks
value might be D6. Roll to determine this value each
time the model uses that characteristic (e.g. when it
moves or makes attacks). Note that, regardless of the
source, characteristics of -’ can never be modified,
and the Strength, Toughness and Leadership
characteristics of a model can never be modified
below 1.




Weapons

The weapons that the models in Kill Team use are
described using a set of characteristics as follows:

Range: How far the weapon can shoot. Weapons
with a Range of ‘Melee’ can only be used in hand-to-
hand combat. All other weapons are referred to as
ranged weapons.

Type: These are all explained under the Shooting and
Fight phases of the core rules.

Strength (S): How likely the weapon is to inflict
damage. If a weapon’s Strength lists ‘User; it is equal

to the wielder’s current Strength. If a weapon lists a
modifier such as ‘+1” or 2] you should modify the
user’s current Strength characteristic as shown to
determine the weapons Strength. For example, ifa
weapon’s Strength was ‘2, and the user had a Strength
characteristic of 6, that weapon has Strength 12.

Armour Penetration (AP): How good it is at getting
through armour.

Damage (D): The amount of damage inflicted by a
successful hit.

Abilities: Some weapons have additional abilities that
change how they are used or what happens when they are
used. Where this is the case, it will be described here.

All of a model’s weapons are described later in this
book, in the appendix for that model's Faction.

POINTS AND FORCE

Each model and each piece of wargear has a points
cost, as listed in each Factions section later in the
book. These points costs are used when choosing a
Battle-forged kill team (pg 62), and the total points
costs of all the models and wargear in your kill team
is known as its ‘Force. A kill team’s Force gives a
value to a kill team that represents its strength, and
is used when players are choosing kill teams of equal
(or particular) strengths.

AURA ABILITIES

Some models have abilities that affect certain models
within a given range. Unless the ability in question
says otherwise, a model with a rule like this is always
within range of the effect. For example, an Acolyte
Hybrid with a cult icon gains the Cult Icon ability,
which allows re-rolls on hit rolls of 1 for friendly
models within 6". As the Acolyte Hybrid is always
within 6" of itself, it benefits from this ability as well.
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THE BATTLE ROUND

Each Kill Team mission is played in a series of battle rounds. During each battle round, all players act in
an order determined in the Initiative phase. Each battle round consists of a series of phases, which must

be resolved in order.

The phases are as follows:

1. Initiative phase 3. Psychic phase

6. Morale phase

The players roll off to determine Psykers can use powerful mental Players test to see if their kill team

who will act first in each phase. abilities.

is broken and if their models keep
their nerve.

2. Movement phase 4. Shooting phase
Players move any models that Models may shoot at enemy Once these phases have been

are capable of doing so, and may models.
charge their enemies.

5. Fight phase

Models pile in and attack with is concluded.
melee weapons.

1. INITIATIVE PHASE

played, the battle round has been
completed and the next one
begins, and so on, until the battle

Victory in war can be decided in a split second, a moment in which one side gains the upper hand.

In the Initiative phase, the players each roll 2D6. The
players’ results determine who has the first turn in each
phase in this battle round, with the highest scorer taking
the first turn, the next highest taking the second turn
and so on. The player with the first turn is referred to as
the player with the initiative. Any players who roll the
same result should roll their dice again to determine
which of them has a turn before the other(s). Once the
player order has been established, the Initiative phase

ROLL-OFFS b

Some rules instruct players to roll off. To do so, each
player rolls a D6 (or 2D6 if there are more than two
players), and whoever scores highest wins the
roll-off. In the case of a tie, those players re-roll their
dice - if the second and subsequent rolls are also
tied, keep on rolling until a winner is determined;
this is the only time players can re-roll a re-roll.

ends and the Movement phase begins.

RE-ROLLS %

Some rules allow you to re-roll a dice roll, which
means you get to roll some or all of the dice again.
If a rule allows you to re-roll a result that was made
by adding several dice together (2D6, 3D6 etc.)
then, unless otherwise stated, you must roll all of
those dice again. You can never re-roll a dice more
than once, and re-rolls happen before modifiers

(if any) are applied.

SEQUENCING N

You'll occasionally find that two or more rules are
to be resolved at the same time — normally ‘at the
start of the Movement phase’ or ‘before the battle
begins. When this happens, the player who has the
initiative chooses the order. If these things occur
before or after the game, or before the player with
the initiative for the battle round is decided, the
players roll off and the winner decides in what
order the rules are resolved.

AT THE BEGINNING OF THE PHASE...

after all players’ turns in that phase.

Some rules or abilities refer to the beginning or end of a phase. Rules or abilities used at the beginning of the
phase are used before any player’s turn in that phase. Rules or abilities used at the end of the phase are used

b




2. MOVEMENT PHASE

Warriors move carefully towards their objective, advance quickly across the battlefield, or charge their
enemies even as their comrades prepare to unleash covering fire.

In the Movement phase, each player will take it in turn
to move all of the models in their kill team that they
wish to move, following the order determined in the
Initiative phase. Once a player has moved all of the
models they want to, the next player does the same,
and so on until all players have moved all of the models
they wish to move. Once all players have done so, the
Movement phase ends and the Psychic phase begins.

When it is your turn, pick a model from your kill team
and move it. You can then pick another model from
your kill team to move, until you have moved as many
of the models in your kill team as you wish. No model
can be moved more than once in each Movement phase
— if you have Kill Team tokens, place a token next to
each model you move as a reminder.

MOVING

You can change the position of a model on the
battlefield by making a move with the model. Models
can be moved in the Movement phase and the Fight
phase, and some abilities may allow a model to make a
move in other phases too.

Whenever you move a model, it can be moved in any
direction or combination of directions, but cannot
be moved across other models or their bases, nor can
it cross the edge of the battlefield. You can pivot the

R e i,

model at the end of the move so that it is facing in any
direction. The distance a model moves is measured
using the part of the model’s base that moves furthest
from its starting position (including any pivots). If the
model has no base, measure the move using whichever
part of the model moves furthest from its starting
position. A model that only pivots is still considered to
have moved. A model must end its move on a surface it
can stand on (though see Wobbly Model Syndrome on
page 25).

MOVING OVER TERRAIN

Unless stated otherwise, a model can be moved over a
piece of terrain but not through it (so models cannot
move through a wall or a wreck, but can climb up or
over them). A model can be moved vertically in order
to climb or cross a piece of terrain, counting the vertical
distance up and/or down as part of its move.

FLY

If the datasheet for a model says it can FLY (i.e. it has the
FLY keyword), it can move across models and terrain —
other than impassable terrain (see page 42) - as if they
were not there, though it must end its move on a surface
it can stand on, other than another model or another
model’s base. Do not measure vertical distance when
moving a model that can FLY.

The Skitarii Ranger and Vanguard each have a Move characteristic of 6". Their player moves the Ranger 6" across the
battlefield, and the Vanguard 1.5" towards the wall, 4" up the wall, and 0.5" across the top of the ruin to its final position.




NORMAL MOVE

Most moves made in the Movement phase are
called normal moves. A model making a normal
move can move a distance equal to or less than its
Move characteristic.

Enemy Models

When you make a normal move (or Advance, see right)
with a model, it may not be moved within 1" of any
enemy models. When you pick a model to move, if it is
within 1" of any enemy models, it cannot make a normal
move (or Advance).

FALLING BACK

When you pick a model to move, if that model started
the Movement phase within 1" of an enemy model,

it cannot make a normal move. Instead, it can either
remain stationary or Fall Back. A model cannot Fall
Back if an enemy model finished a charge move within
1" of it in the same phase. If you choose to Fall Back,
the model can move a distance equal to or less than its
Move characteristic, but must end its move more than
1" away from all enemy models. If a model Falls Back,
it cannot Advance, charge, React (see opposite) or be
Readied (see right) in that phase. A model that Falls
Back also cannot shoot later that battle round unless it

can FLY. If you have Kill Team tokens, place a Fall Back
token next to the model as a reminder.

ADVANCING

When you pick a model to move, instead of making a
normal move with that model you can declare that it
will Advance, unless it is within 1" of an enemy model.
If you do so, make an Advance roll by rolling a D6.

Add the result to the model’s Move characteristic for
that Movement phase. You can then move that model a
distance equal to or less than its Move characteristic. A
model that Advances cannot charge, React or shoot later
that battle round. If you have Kill Team tokens, place an
Advance token next to the model as a reminder.

READYING

When you pick a model to move, instead of making a
normal move (including pivoting the model) you can
Ready them, unless they are within 1" of an enemy
model. A model that is Readied in the Movement phase
has an advantage in the subsequent Shooting phase,

as described on page 28. If you have Kill Team tokens,
place a Ready token next to the model as a reminder. If
the model moves for any reason, it is no longer Readied
- remove this token.

The Skitarii player chooses to Fall Back with the Skitarii Vanguard. They move the model so it is more than 1" from the
Neophyte Hybrid. The Skitarii player Advances with the Vanguard Alpha. They roll a 4, so - adding this result to the
Vanguard Alpha’s Move characteristic of 6" — may move it up to 10".
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The Genestealer Cults player declares that the Neophyte Hybrid will charge both Skitarii Vanguard. The Skitarii player

chooses for one of their Vanguard to Retreat as a Reaction to the charge, and moves their model 3" away. They then
declare that their other Vanguard will fire Overwatch, and resolve that attack before the charge move is made.

CHARGING

When you pick a model to move, if it is not within

1" of an enemy model and is within 12" of an enemy
model, instead of making a normal move you can
declare that it will attempt to charge. Follow the charge
sequence below.

CHARGE SEQUENCE
1. Choose target(s)

2. Enemy Reacts
3. Roll 2D6 and make charge move

1. Choose Target(s)

Choose one or more enemy models within 12" of the
charging model as the target(s) of the charge.

2. React

After you have declared a charge, any opponents take
it in turn to make Reactions with any models from
their kill teams that are allowed to do so, if they wish to
do so, in the order determined in the Initiative phase.
Once one opponent has resolved all of their models’
Reactions, the next player can do so, and so on.

A model can React if it is the target of a charging model
and it is more than 1" from an enemy model. A model
can either fire Overwatch or Retreat when it Reacts.

If, at any point, the charging model is slain, no further
Reactions can be made for this charge sequence.

Overwatch

Overwatch is a special type of shooting attack that is
described on page 31. A target model can potentially fire
Overwatch several times in a battle round.

Retreat

A target model cannot Retreat if it has already made a
move of any kind (or attempted to charge) in this phase.
A model can Retreat if it has already fired Overwatch in
this phase. When a model Retreats, it can be moved up
to 3" by the controlling player. This move must end with
the model further away from the charging model, and
more than 1" from any other enemy models. A model
that Retreats cannot React later in the battle round,

and cannot shoot later in the battle round (unless it can
FLY). If you have Kill Team tokens, place a Fall Back
token next to the model as a reminder.
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3. Make Charge Move

After all Reactions have been resolved, make a charge
roll by rolling 2D6. The charging model can move up to
this number of inches — this is their charge distance this
turn. To make a successful charge roll, the model must
finish its move within 1" of at least one of the target
models. A model that does so is said to have charged,
and the enemy models that are within 1" of it at the

end of its move are said to have been charged. It cannot
move within 1" of an enemy model that was not a target
of its charge.

| |

If the model cannot finish its move while following these
restrictions, the charge fails and the model is not said to
have charged - however, the model can move up to its
charge distance, as long as that move takes it as close as
possible to at least one of the targets of its charge, and
not within 1" of any enemy models. A model can only
make one charge attempt in each Movement phase, and
once it has done so it cannot shoot later in the battle
round. If you have Kill Team tokens, place a Charge
token next to the model as a reminder.

The charge roll of 8 gives the Neophyte Hybrid a charge distance of 8". It is able to move to within 1" of one of its targets
with this distance, so the Neophyte Hybrid is moved to within 1" of that model. If the player had not rolled high enough
for the Neophyte Hybrid to reach any of its targets, the charge would have failed.




THE MOST IMPORTANT RULE

In a game as detailed and wide-ranging as Kill
Team, there may be times when you are not sure
exactly how to resolve a situation that has come up
during play. When this happens, have a quick chat
with your opponent(s) and apply the solution that
makes the most sense to you (or seems the most
fun!). If no single solution presents itself, you and
your opponent(s) should roll off, and whoever rolls
highest gets to choose what happens. Then you can
get on with the game!

WOBBLY MODEL SYNDROME e

Sometimes you may find that a particular piece of
terrain makes it hard to put a model exactly where
you want. If you delicately balance it in place, it is
very likely to fall as soon as somebody nudges the
table, leaving your model damaged or even broken.
In cases like this, we find it is perfectly acceptable
to leave the model in a safer position, as long as all
players have agreed and know its ‘actual’ location.
If, later on, an opponent is considering shooting
the model, you will have to hold it back in the
proper place so they can check if it is visible.

REINFORCEMENTS b,

Some models have the ability to be set up on the
battlefield mid-battle round, sometimes by using
teleporters, grav-chutes or other, more esoteric
means. Typically, this happens at the end of the
Movement phase, but it can also happen during
other phases. Models that are set up in this manner
cannot move further, Advance or charge during
the battle round they arrive, though they can
otherwise act normally (use psychic powers, shoot,
etc.) for the rest of the battle round. Models that
arrive as reinforcements count as having made

a normal move for all rules purposes, such as
shooting Heavy weapons (pg 29). Any model that
has not arrived on the battlefield by the end of the
battle counts as having been taken out of action

(pg 32).
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3. PSYCHIC PHASE

Warrior mystics and sorcerers wield the strange power of the warp to aid their allies and destroy their
foes. Harnessing this force is not without risk, however, and with the smallest mistake, there can be

horrendous consequences.

Some models are noted as being a PSYKER on their
datasheet. Psykers can manifest their otherworldly
abilities and attempt to deny enemy sorceries. In the
Psychic phase, players take it in turn to choose a single
psyker from their kill team with which to attempt to
manifest one or more psychic powers, in the order
determined in the Initiative phase. Each player can only
choose a single psyker in each battle round, and once all
players with any psykers have done so (or have decided
not to), the Psychic phase ends and the Shooting phase
begins. Each attempt to manifest a psychic power uses
the following sequence.

PSYCHIC SEQUENCE

1. Choose power
2. Take Psychic test

3. Enemy takes Deny the Witch test
4. Resolve psychic power

1. Choose Power

First, declare the power that the psyker you have chosen
will attempt to manifest. The powers a psyker knows,
and the number of powers they can attempt to manifest
or deny in each Psychic phase, are detailed on their
datasheet. A psyker cannot attempt to manifest the same
psychic power more than once in a battle round.

Psychic Powers

Unless stated otherwise, all psykers know the Psybolt
psychic power, detailed below. Some know other
powers instead of, or in addition to, Psybolt — the
model’s datasheets and other supplementary rules you
are using will make it clear which powers each psyker
knows. If a psyker generates their powers before the
battle, do so immediately before any players begin to
deploy their kill team.

Psybolt o

Psybolt has a warp charge value of 5. If manifested,
the closest enemy model within 18" of and visible
to the psyker suffers 1 mortal wound (pg 33). If the
result of the Psychic test was 11+, the target suffers
D3 mortal wounds instead.

2. Take Psychic Test

You can attempt to manifest a psychic power with a
psyker from your kill team by taking a Psychic test.
To do so, roll 2D6. If the total is equal to or greater
than that power’s warp charge value, the power is
successfully manifested.

Perils of the Warp D

If you roll a double 1 or a double 6 when taking
a Psychic test, the psyker immediately suffers
Perils of the Warp. The psyker suffers D3 mortal
wounds (pg 33). If the psyker is taken out of
action (pg 32) by Perils of the Warp, the power
they were attempting to manifest automatically
fails and each model within 3" immediately
suffers D3 mortal wounds.




3. Deny the Witch Tests

If there are any enemy psykers within 24" of a psyker
that has manifested a psychic power, the controlling
player can choose one of those models to take a Deny
the Witch test to resist the psychic power. The number
of times a psyker can make a Deny the Witch attempt
in each battle round is specified on their datasheet.
Only one model can take a Deny the Witch test for
each psychic power that is manifested, regardless of the
number of models that could make an attempt or the
number of times each is allowed to try and Deny the
Witch in each battle round.

If more than one player has an eligible model to take a
Deny the Witch test, players take it in turn to choose a
model from their kill team to take a Deny the Witch test
with, or pass, in the order determined in the Initiative
phase. If a player passes, it is the next player’s turn to
choose, and so on until a player chooses a model to take
a Deny the Witch test or all players with eligible models
have passed.

To take a Deny the Witch test, roll 2Dé. If the total is
greater than the result of the Psychic test that manifested
the power, it has been successfully resisted and its effects
are negated.

4. Resolve Psychic Power

So long as the Psychic test was successful, the psyker
was not taken out of action as a result of Perils of the
Warp, and the attempt was not successfully resisted by
a Deny the Witch test, then the controlling player may
resolve the effect of the psychic power, which will be
described in the power itself.

If the psyker can attempt to manifest more than one
psychic power in each battle round, the controlling
player may then attempt to manifest another psychic
power with them, following the same sequence, until
they cannot make any more attempts or do not wish to
make any further attempts.




4. SHOOTING PHASE

Gun muzzles flare, shots ring out, and grenades crack as sentries are eliminated; lone operatives are
picked off, or multiple combatants are mown down in sudden crossfires.

In the Shooting phase, players take it in turn to choose a
model from their kill team to shoot with. The Shooting
phase is split into two sections: in the first section
Readied models shoot, and in the second section other
models shoot. No model can be chosen to shoot more
than once in a Shooting phase - if you have Kill Team
tokens, place a Shoot token next to each model which
shoots as a reminder.

READY, FIRE!

Readied models shoot before all other models. Players
take it in turn to choose a Readied model from their kill
team to shoot with (following the sequence below), or
pass, in the order determined in the Initiative phase. If a
player passes, it is the next player’s turn to choose. Once
all players have done so, they do so again in the same
order, until all players pass in succession. When all of
the players pass in succession, the Ready, Fire! section of
the Shooting phase is over.

FIRE AT WILL

Once the Ready, Fire! section of the Shooting phase is
over, players take it in turn to choose a model from their
kill team to shoot with, or pass, in the order determined
in the Initiative phase. If a player passes, it is the next
player’s turn to choose. Once all players have done so,
they do so again in the same order, until all players pass
in succession. When all of the players pass in succession,
the Shooting phase is over and the Fight phase begins.

Each shooting attack uses the following sequence:

SHOOTING SEQUENCE

1. Choose model to shoot with
2. Choose ranged weapon and targets

3. Resolve attacks
» Make hit roll
» Make wound roll
» Enemy makes saving throw
« Inflict damage
4. Choose another ranged weapon
and targets

1. Choose Model to Shoot With

When it is your turn, choose a model from your kill
team to shoot with. You may not choose a model that
has made a charge attempt, Advanced, Fallen Back
(unless it can FLY) or Retreated this battle round, or
a model that is within 1" of an enemy model. Unless
otherwise stated, the model attacks with all of the
ranged weapons it is armed with, one after the other.

2. Choose Ranged Weapon and Targets

Having chosen a shooting model, you must pick the
ranged weapon it will use and the target model (or
models, see opposite) for the attacks. The weapons a
model has are listed on its datasheet.

Range and Visibility

In order for a shooting model to target an enemy

model, the enemy model must be within the Range of
the weapon being used (as listed on its profile) and be
visible to the shooting model. If unsure, stoop down and
get a look from behind the shooting model to see if any
part of the target is visible from any part of the shooting
model. Models cannot target enemy models that are
within 1" of friendly models - the risk of hitting your
own troops is too great.

Number of Attacks

Each time a model shoots a ranged weapon, it will make
a number of attacks. You roll one dice for each attack
being made. The number of attacks a model can make
with a weapon, and therefore the number of dice you
can roll, is found on the weapon’s profile, along with the
weapons type. A weapons type can impact the number
of attacks it can make (see opposite).

FAST DICE ROLLING N

The rules for resolving attacks (pg 30-32) have been
written assuming you will make them one at a time.
However, it is possible to speed up your battles by rolling
the dice for similar attacks together. In order to make
several attacks at once, all of the attacks must have
the same Ballistic Skill (if its a shooting attack) or the
same Weapon Skill (if it’s a close combat attack) and
be subject to the same modifiers. They must also have
the same Strength, Armour Penetration and Damage
characteristics, and they must be directed at the same
model. If this is the case, make all of the hit rolls at the
same time, then all of the wound rolls. Your opponent
can then make the saving throws one at a time and
suffer damage each time as appropriate.




Targets

If a weapon makes more than one attack, you can
choose for the shooting model to make all of them
against the same target, or to split them. If you choose
to split its attacks, you must split them between an
initial target model, chosen as described above, and any
number of enemy models within 2" of that target that
are also eligible targets. After determining the number
of shots made (if necessary, see right), declare how you
will split the shooting model’s shots before making any
hit rolls, and resolve all the shots against one target
before moving on to the next.

For example, a Skitarii Vanguard is firing his radium
carbine (an Assault 3 weapon, which means it fires three
shots). He has two eligible targets, and they are within
2" of one another, so the controlling player decides that
the Skitarii Vanguard will split his attacks. The player
will make two attacks against one of the targets, and one
attack against the other.

Weapon Types

There are five types of ranged weapon: Assault, Heavy,
Rapid Fire, Grenade and Pistol. A model shooting one
of these weapons can make a number of attacks equal
to the number written on its profile after its type. For
example, a model firing an ‘Assault 1’ weapon can make
1 attack with that weapon; a model firing a ‘Heavy 3’
weapon can make 3 attacks, etc.

Some weapons make a random number of attacks
- D3 or D6, for example. Once a player has rolled
to determine how many shots a weapon of this kind
makes, they can choose a target or targets as normal.

Each type of ranged weapon also has an additional rule
that, depending upon the situation, might affect the
accuracy of the weapon or when it can be fired. These
are as follows:

ASSAULT

Assault weapons fire so rapidly or indiscriminately
that they can be shot from the hip as warriors dash
forwards into combat.

You can choose to shoot with a model with an Assault
weapon in the Shooting phase (or React with that
model to fire Overwatch) even if it Advanced earlier in
that battle round. If it does so, it can only fire Assault
weapons, and you must subtract 1 from any hit rolls
made when firing that weapon this battle round.

HEAVY

Heavy weapons are the biggest and deadliest guns on
the battlefield, but require reloading, careful set-up or
bracing to fire at full effect.

If a model with a Heavy weapon moved in the preceding
Movement phase, you must subtract 1 from any hit rolls
made when firing that weapon this battle round.

This Genestealer Cult grenade launcher is an Assault
weapon with multiple ammunition types.
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Genestealer Cult autopistol

Skitarii radium pistol

Skitarii arc rifles are Rapid Fire weapons, which means
they make more shots at targets within half range.

A Skitarii transuranic arquebus is a Heavy weapon
that does not suffer the normal penalty for firing at
long range.




RAPID FIRE
Rapid Fire weapons are capable of single aimed shots
at long range and controlled bursts at close quarters.

A model firing a Rapid Fire weapon doubles the number
of attacks it makes if all of its targets are within half the
weapons Range characteristic.

GRENADE

Grenades are handheld explosive devices that a
warrior throws at the enemy while their squad mates
provide covering fire.

A model in your kill team armed with a Grenade
weapon may fire it in Overwatch or in the Shooting
phase. If they do so, they cannot fire any other weapons
that phase, and no other model in your kill team can fire
a Grenade weapon that phase.

PISTOL
Pistols are carried one-handed and can even be used
in a melee to shoot at point-blank range.

You can choose to shoot with a model with a Pistol
weapon even if there are enemy models within 1", but
it must target the closest enemy model (you can choose
which if two or more are equidistant) and can only
shoot with its Pistol weapon(s). In such circumstances,
the model can shoot its Pistol even if other friendly
models are within 1" of the same enemy model. It
cannot fire a Pistol if it was charged in this battle round.

Each time a model armed with both a Pistol and another
type of ranged weapon (e.g. a Pistol and a Rapid Fire
weapon) is chosen to shoot, it can either shoot with its
Pistol(s) or with all of its other weapons. Choose which
it will fire (Pistols or non-Pistols) before making hit rolls.

3. Resolve Attacks

Attacks can be made one at a time, or, in some cases,
you can roll for multiple attacks together. The following
sequence is used to make attacks one at a time:

1. Hit Roll: To see if an attack hits the target, roll a D6
and apply the following cumulative modifiers:

Target model is at long range (see opposite) -1
Target model is obscured (see right) -1
Each flesh wound on the attacking model (pg 32) -1
Attacking model’s kill team is broken (pg 36) -1

If the result is equal to or greater than the attacking
model’s Ballistic Skill characteristic, then it scores a hit
with the weapon it is using. If not, the attack fails and
the attack sequence ends. An unmodified hit roll of 1
always fails, and an unmodified hit roll of 6 always hits.

A

Obscured

Other models (even friendly models) and terrain
may hide a target from view. If the target of an
attack is even partially obscured from the best
point of view of the firing model (that is, the
point of view from a part of the firing model that
gives the clearest line of sight), then it is said to be
obscured.

When checking to see if a target is obscured,
consider the main body of the firing and target
models - do not include a model’s base or parts
that are ‘sticking out’ like aerials or weapons, but
do include all limbs and a model's head. If there is
still doubt, we recommend the players agree about
what constitutes the main body of a model before
the battle begins.

This model is completely visible and so is not considered
to be obscured.

This model’s leg is hidden behind the wall; it is therefore
considered to be obscured. In addition, it is standing
within 1" of the ruin that obscures it - this means it will be
more difficult to injure (pg 32).




X

Long Range

A target is at long range if it is more than half
the weapon’s Range characteristic away from the
attacking model. Grenade weapons are not affected
by this rule.

For example, a boltgun has a Range of 24". Any
target that is more than 12" away from a model
attacking with a boltgun is at long range.

. Wound Roll: If an attack scores a hit, you will
then need to roll another dice to see if the
attack wounds the target. The roll required is
determined by comparing the attacking weapons
Strength characteristic with the targets Toughness
characteristic, as shown on the following table:

Is the Strength
TWICE (or more than twice) 2+
the Toughness?

Is the Strength
GREATER 3+
than the Toughness?

If the roll is equal to or greater than the required
number, the attack succeeds and the attack sequence
continues. If the roll is less than the required number,
the attack fails and the attack sequence ends. An
unmodified wound roll of 1 always fails and an
unmodified wound roll of 6 is always successful.

. Saving Throw: The player controlling the target

model then makes a saving throw by rolling a D6
and modifying the roll by the Armour Penetration
characteristic of the attacking weapon. For example,
if the attacking weapon has an Armour Penetration
of -1, then 1 is subtracted from the saving throw.

If the result is equal to, or greater than, the Save
characteristic of the target model, then the damage is
prevented and the attack sequence ends. If the result
is less than the model’s Save characteristic, then the
saving throw fails and the model suffers damage. An
unmodified saving throw of 1 always fails.

. Inflict Damage: The damage inflicted is equal to the

Damage characteristic of the weapon used in the
attack. A model loses one wound for each point of
damage it suffers. If a model’s wounds are reduced
to 0, any attacks still allocated to this model are not
resolved, and then the player controlling the
attacking model makes an Injury roll for the target
model (see overleaf).

Is the Strength
EQUAL 4+
to the Toughness?

Is the Strength
LOWER 5+
than the Toughness?

Is the Strength
HALF (or less than half) 6+
the Toughness?

b

Overwatch

Overwatch is a special type of shooting attack,
made by a model that is the target of a charge and
resolved in the Movement phase. It uses all the
normal rules for shooting (e.g. the target must

be in range and visible when they declare the
charge), except that any attacks made must target
the model attempting to charge, and a 6 is always
required for a successful hit roll, irrespective of the
firing model's Ballistic Skill or any modifiers.
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Injury Roll

When a model's wounds are reduced to 0, the controlling
player (unless stated otherwise, e.g. Inflict Damage on
page 31) makes an Injury roll for that model. To make an
Injury roll, the player rolls a D6 and applies the following
modifiers, depending on how the damage was caused:

Injured model is obscured from the psyker/
shooting model, and within 1" of a model or piece
of terrain that is between the two models

Each flesh wound on the injured model

Each flesh wound on the injured model +1

They then look up the result on the following table:

3 or less Flesh wound
4+ Out of action
Flesh Wound

A model that suffers a flesh wound is restored to 1
wound remaining. A model with one or more flesh
wounds suffers penalties to hit (pg 30) and is more likely
to be taken out of action (see above). Mark one of the
empty Flesh Wound boxes on that model’s datacard (pg
63). If a model suffers a flesh wound and all of the Flesh
Wound boxes on their datacard are marked, it is taken
out of action instead (see right). In the Morale phase each
player takes Nerve tests for each of their models that has
one or more flesh wounds (pg 36).

Out of Action

A model that is taken out of action is seriously injured
or may even be slain - either way it will play no
further part in the battle. Remove that model from the
battlefield.

Damage Characteristic

If a model loses its last wound to an attack that has a
Damage characteristic of more than 1, the player whose
model made the attack rolls a number of dice equal to
that characteristic when making the Injury roll, rather
than just one, and applies the highest result (after
modifiers). If the attack has a Damage characteristic
that is a random value (e.g. D3, D6), use the value rolled
when inflicting damage.

For example, if a model with 3 wounds remaining

fails its saving throw against a weapon with a Damage
characteristic of 3, it will be reduced to 0 wounds and
the player controlling the attacking model will roll three
dice for the Injury roll, applying the highest result.

If a model loses its last wound when there are attacks or
mortal wounds (see opposite) still allocated to it, these
are not resolved.

4. Choose Another Ranged Weapon
and Targets

If the attacking model has any other ranged weapons
that it can fire, and you wish it to do so, return to step
2 of the shooting sequence (pg 28). Otherwise, the
shooting sequence ends.




Invulnerable Saves

Some models possess abilities or wargear, such as
supernatural reflexes or force fields, that grant

them an invulnerable save. Each time you are
required to make a save roll for a model with an
invulnerable save, you can choose to use either its
normal Save characteristic or its invulnerable save,
but not both. If you use a model’s invulnerable
save, it is never modified (e.g. by a weapon’s
Armour Penetration value or by the Survivor
ability) unless the modifier explicitly applies to
invulnerable saves. If a model has more than one
invulnerable save, it can only use one of them -
choose which it will use.

Mortal Wounds

Some attacks inflict mortal wounds - these are

so powerful that no armour or force field can
withstand their fury. Each mortal wound inflicts one
point of damage on the target model. Do not make a
wound roll or saving throw (including invulnerable
saves) against a mortal wound - just inflict damage
to the model as described on page 31. If a mortal
wound reduces a model to 0 wounds, any further
mortal wounds directed against this model by this
attack are not resolved and the player whose model
caused the mortal wound makes an Injury roll for
that model (see opposite).
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5. FIGHT PHASE

Warriors are silenced with a knife to the back, or cut down as their positions are overrun.

In the Fight phase, players take it in turn to choose

a model from their kill team to fight with. The Fight
phase is split into two sections: in the first section
charging models fight, and in the second section other
models fight. No model can be chosen to fight more
than once in a Fight phase.

HAMMER OF WRATH

Models that charged in this battle round fight before all
other models. Players take it in turn to choose a model
that charged from their kill team to fight with (see
below), or pass, in the order determined in the Initiative
phase. If a player passes, it is the next player’s turn to
choose. A player cannot choose to pass if they have a
model that charged that can fight. Once all players have
chosen a model from their kill team or passed, they

do so again in the same order, until all players pass in
succession. When they do so, the Hammer of Wrath
section of the Fight phase is over.

FIGHT FOR YOUR LIVES

Once the Hammer of Wrath section of the Fight

phase is over, players take it in turn to choose a model
from their kill team to fight with, or pass, in the order
determined in the Initiative phase. If a player passes,

it is the next player’s turn to choose. A player cannot
choose to pass if they have a model that can fight. Once
all players have chosen a model from their kill team

or passed, they do so again in the same order, until all
players pass in succession. When they do so, the Fight
phase is over and the Morale phase begins.

Models that can Fight

Any model that charged or was charged in this battle
round, or that is within 1" of an enemy model, can be
chosen to fight in the Fight phase.

Each time a model fights, use the following sequence:

FIGHT SEQUENCE

1. Pile in up to 3"
2. Choose targets

3. Choose melee weapon

4. Resolve close combat attacks
« Make hit roll
« Make wound roll
« Enemy makes saving throw
« Inflict damage

5. Consolidate up to 3"

1. Pile In

You may move the model up to 3" - the model must end
the move closer to the nearest enemy model.

2. Choose Targets

First, you must pick the target model, or models, for

the attacks. To target an enemy model, the attacking
model must be within 1" of that model, and the enemy
model must be visible to the attacking model. Models
that charged this battle round can only target enemy
models that they charged or that charged them earlier in
the battle round. If there are no valid targets, this fight
sequence ends.

If a model can make more than one close combat attack
(see below), it can split them between eligible target
models as you wish. Declare how you will split the
model’s close combat attacks before any dice are rolled,
and resolve all attacks against one target before moving
on to the next.

Numnber of Attacks

The number of close combat attacks a model makes
against its target is determined by its Attacks
characteristic. You roll one dice for each close combat
attack being made. For example, if a model has an
Attacks characteristic of 2, it can make 2 close combat
attacks and you can therefore roll 2 dice.

3. Choose Melee Weapon

Each time a model makes a close combat attack, it uses a
melee weapon ~ the weapons a model is armed with are
listed on its datasheet. In addition to the melee weapons
listed on their datasheets, all models are also assumed to
be able to fight with a close combat weapon, which has
the following profile:

Close combat weapon Melee Melee User 0 1

If a model has more than one melee weapon, choose
which it will use before rolling the dice. If a model has
more than one melee weapon and can make several
close combat attacks, it can split its attacks between
these weapons however you wish - declare how you will
divide the attacks before any dice are rolled.




4. Resolve Close Combat Attacks

Close combat attacks can be made one at a time, or

in some cases you can roll the dice for a number of
attacks together. The attack sequence for making close
combat attacks is identical to that used for shooting
attacks (pg 30) except you use the model’s Weapon Skill
characteristic instead of its Ballistic Skill to make hit
rolls, and apply the following cumulative modifiers to
your hit rolls:

There is intervening terrain (see right) -1

Each flesh wound on the attacking model -1

Attacking models kill team is broken (pg 36) -1
5. Consolidate

You may move the model up to 3" - the model must end
the move closer to the nearest enemy model.

b

Intervening Terrain

There is said to be intervening terrain between an
attacking model and its target if there is any terrain
between the models that makes it impossible for
the models to be placed in contact with each other.

All of these models would suffer a-1 h1t pena]ty in the Fight phase because thelr targets are behmd intervening terrain.
Either player could, however, use a model’s pile-in move to get around the intervening terrain if they wished.




6. MORALE PHASE

The bravest heart may quail when the horrors of battle take their toll, but some fighters will rally even in

the greatest adversity.

In the Morale phase, players take it in turn to
play through the following sequence, in the order
determined in the Initiative phase:

MORALE SEQUENCE
1. Check if your kill team is broken
2. Remove Shaken tokens
3. Take Nerve tests

Once the first player has played through this sequence,
the next player does so, and so on until all players have
done so. Once they have done so, the Morale phase and
the battle round are over. The players remove any tokens
from their models (other than Shaken tokens, see right),
and then the next battle round begins.

1. Check If Your Kill Team Is Broken

If all models in a kill team currently have flesh
wounds, are shaken or are out of action, it is broken.
Otherwise, if more than half of the models in your kill
team currently have flesh wounds, are shaken or are
out of action, it may be broken. Roll 2D6 - if the total
is greater than the highest Leadership characteristic
of any of the models in the kill team (other than

those that are shaken or out of action), the kill team is
broken. Once a kill team is broken, it stays broken for
the rest of the game.

Models in a broken kill team need to take Nerve
tests in each Morale phase. In addition, they suffer
hit penalties as described in the Shooting and Fight
phases, and there are additional penalties for broken
kill teams in some missions.

2. Remove Shaken tokens

If you have any shaken models, they are now no longer
shaken. Remove the Shaken token from each of these
models.

3. Take Nerve Tests

You must take a Nerve test for each of your models that
has a flesh wound, and for your other models if your kill
team is broken. To take a Nerve test for a model, roll a
D6 and apply the following cumulative modifiers:

Each other friendly model that is shaken or is out
of action

Each other friendly model (other than shaken
models) within 2" of the model

+1

If the result of the Nerve test exceeds the model’s
Leadership characteristic, the test is failed. The model
is shaken, and cannot do anything until it is no longer
shaken: place a Shaken token next to it. Otherwise,
the test is passed. The test is always passed on an
unmodified roll of 1.







FIGHTING A BATTLE

In games of Kill Team, your hand-picked fighters will be tasked with a specific objective, whether this is to
infiltrate enemy territory, sabotage critical resources or disrupt supply lines.

THE MISSION

Before you can fight a battle in a game of Kill Team,

you must select a mission. The core rules include the
Covert War mission (see opposite) which is ideal to

get the action started quickly. Others can be found
elsewhere in this book, in other books, or you could
play a mission of your own creation. If you and your
opponent(s) cannot agree on which mission to play, the
players should roll off, and whoever wins decides on the
mission. Alternatively, if you are playing a campaign, the
campaign rules (pg 202-205) explain how to determine
which mission you will play.

THE KILL TEAMS

Once you have chosen which mission to play, you must
choose your kill team. For the Covert War mission you
can include any miniatures from your collection, but the
full rules for choosing a kill team can be found on page
62. The mission you are playing may include additional
rules that change how you choose your kill team.

THE BATTLEFIELD

In the far future, battles are fought across an infinite
variety of strange and alien planets where no land is left
untouched by the blight of war. Crystal moons, derelict
space hulks and nightmarish Daemon worlds are just a
few of the fantastical landscapes that can be recreated
whenever you play a game of Kill Team.

Once you have chosen your mission and your kill teams,
you must set up the battlefield. A battlefield can be any
surface upon which the models can stand - a dining
table, for example, or the floor. We typically assume a
battlefield is 30" by 22" - the same size as a Kill Team
gameboard - though some missions will state other
dimensions. The battlefield should always be large
enough to accommodate all your models - if it is not,
simply increase the size of the battlefield. If you are
playing a game with three or four players you may wish

to increase the size of the battlefield to accommodate
the extra models. This can be achieved by placing two
Kill Team gameboards side by side, or by simply using a
larger playing area.

Unless the mission you are playing instructs you
otherwise, you should then create an exciting battlefield
using any terrain features from your collection that

you wish. The best games of Kill Team are played on
battlefields that include a variety of terrain: some of it
that can hide models from view, some of it that can be
scaled to give models a better view of the battlefield,
and some of it that provides a bit of cover for models
dashing across otherwise open ground. In general, more
is better, and we recommend having at least one, or
preferably two, terrain features that can provide shelter
for a handful of models or more in each 12" by 12" area
(or each quarter of a 30" by 22" area).

Don't worry if your battlefield doesn't match these
requirements, but keep in mind that playing on very
small or very large battlefields, or ones that are either a
barren wasteland or filled to overflowing with terrain
features, may give an advantage to one side or the other.

KILLZONES & EXPANSIONS

If you are battling in a specific killzone (see page 44), or
if you are using a particular expansion, there might be
additional rules pertaining to setting up the battlefield,
and special rules that alter how some terrain interacts
with your warriors. Bear these in mind when creating
your battlefield.

SCOUTING PHASE

Once you have set up the battlefield, some missions
will tell you to play the Scouting phase. This phase is
described in detail on page 49, but we suggest that you
don't include this phase until after your first few games.

DEPLOYMENT

Once you have set up the battlefield (and, if relevant,
played the Scouting phase), it is time to set up your kill
teams. Each mission will explain how to do this. Once
the kill teams are set up as described in the mission (and
after anything else that the mission specifies happens
before the battle begins), begin the first battle round.




OPEN PLAY MISSION

GCOVERT WAR

The time has come to prove your worth as the leader of a covert kill team. All that stands between you and

success is another kill team determined to thwart you.

THE KILL TEAMS

To play this mission, each player must first choose

a kill team from the miniatures in their collection.
Any models can be included in the kill team. We
recommend using 10 or fewer models in each kill team
in this mission.

THE BATTLEFIELD

Create the battlefield and set up terrain. Then, the
players each roll 2D6, re-rolling any tied scores. The
highest scorer has the greatest strategic advantage in
this mission, the next highest gets the second greatest
advantage and so on.

The players then must take it in turn, in the order of
greatest to least strategic advantage, to place a single
objective marker to represent sites of tactical or strategic
import. Each objective marker must be placed atleast 8"
away from any other objective marker and 6" from any
battlefield edge. A player controls an objective marker if
there are more models from their kill team within 2" of it
than there are enemy models. Models that are shaken do
not count. Whenever you measure to or from an objective
marker, always measure to the centre of the marker.

The player with the greatest advantage then rolls on the
primary objectives table to the right to determine which
is used during the mission.

SGOUTING PHASE

If all players agree to do so, resolve the Scouting phase,
as described on page 49.

OEPLOYMENT

The player with least advantage divides the battlefield
into as many equal-sized portions as there are players
(so for a two-player game, they would divide it in half).
The players then take it in turn, in the order of greatest
to least advantage, to decide which portion is their own
deployment zone.

The players then take it in turn to deploy one model
from their kill team, starting with the player with least
strategic advantage. Models must be set up wholly
within their own deployment zone, more than 6" from
any enemy deployment zone. Once all players have

set up one model, they do so again in the same order,
and so on. If a player runs out of models to set up, skip
them. Once the players have set up all their models,
deployment ends and the first battle round begins.

BATTLE LENGTH

The battle lasts for five battle rounds.

VICTORY CONDITIONS

At the end of the battle, the player who has the most
victory points wins a major victory. If more than one
player is tied for the most victory points at the end of
the battle, the player amongst them who had the least
strategic advantage wins a minor victory.

Secure the Battlefield: At the end of the battle,

1 each objective marker is worth 2 victory points to

the player who controls it.

Retrieve the Cache: At the start of the first battle
round, but before the Initiatve phase begins,
randomly select one objective marker; remove

2 the other objective marker(s) from the battlefield.
At the end of the battle, the remaining objective
marker is worth 6 victory points to the player who

controls it.

Infiltrate: At the end of the battle, each objective
marker in an opponents deployment zone is worth
2 victory points to the player who controls it. (A
player can control an objective marker in their own

deployment zone, but will score no victory points

for doing so.)




ADVANGED

RULES

This section includes a variety of rules which add further detail and complexity to the game. They are not
necessary in order to play, so they have been gathered together here for players to use if they wish. We
recommend that new players ignore this section to start with, until they are familiar with the core rules.

TERRAIN

Youve already encountered some rules for terrain — a
model shooting at a target that is obscured (which will
often be by terrain) finds it harder to hit their target and
may find it harder to take them out of action. This section
introduces further rules for terrain, covering how your
models move through different kinds of terrain and

what effect the terrain has on them. Some of these rules
override the core rules for movement, so make sure you
have agreed with your opponent(s) whether or not you
are using these rules before beginning your game.

Types of Terrain

Terrain is described as open ground, difficult terrain,
dangerous terrain or impassable terrain. Each has a
different impact on your models, as described on this
page. The rules for some terrain features tell you which
kind of terrain they are. For all other terrain, before
the game begins but once terrain has been set up, you
should agree with your opponent(s) what is considered
to be open ground, what is difficult or dangerous
terrain, and what is impassable.

Some types of terrain slow a model’s movement.
Where this is the case, it applies to all of that model’s
movement, whichever phase it occurs in. Where a
model moves a random distance (for example, when
charging), the value is determined normally and then
affected as described below.

Open Ground

Open ground is terrain that is relatively flat and free of
obstacles and hazards.

The battlefield surface, the floors of buildings and ruins,
platforms, connecting walkways, doors, hatches and
ladders are all considered to be open ground. Some
windows may also be considered to be open ground for
some smaller models — make sure you have discussed
this with your opponent(s) before the game. Models can
move across open ground without penalty.

Difficult Terrain
Difficult terrain is terrain where models might lose their
footing, or have to scramble over obstacles.

Difficult terrain includes steep or treacherous slopes,
dense stands of foliage, pools of non-hazardous liquid,
and any surface where models might lose their footing

— on ice or a spoil heap, for example. Models move

over difficult terrain at half their normal rate, so 1"

of movement across difficult terrain counts as 2". For
example, to cross a stagnant pool 1%" wide would take
3" of movement. Similarly, if moving over a frozen lake,
a model with a Move characteristic of 6" would only be
able to move 3" rather than 6". This penalty applies to all
moves. Models that can FLY ignore this penalty.

Dangerous Terrain

Dangerous terrain is terrain which is hazardous, and
which might harm a model that moves through it.

Dangerous terrain includes tar pits, deep or noxious
pools, and areas of sentient and predatory vegetation.
Models move over dangerous terrain at half their
normal rate in the same way as with difficult terrain, but
as soon as they would move into dangerous terrain, or
begin their move if they are already in dangerous terrain
(unless they remain stationary), the controlling player
takes a dangerous terrain test by rolling a D6. On a 1,
that model suffers 1 mortal wound. Models that can FLY
ignore the movement penalty, as with difficult terrain,
but if they begin or end their move in dangerous terrain
(unless they remain stationary), the controlling player
takes a dangerous terrain test for that model.

Impassable Terrain

Impassable terrain is terrain that models cannot enter or
move over for any reason - it might be instantly lethal
to any who would enter, or simply a large, solid obstacle.

Models cannot move into impassable terrain.

Climbing

Models can climb or traverse barriers of 1" or higher,
and when they do so you measure the distance as you
would normally for the kind of terrain they are moving
through. A model that climbs cannot end its movement
while climbing - it must be standing on a surface at

the end of its movement. If it does not have sufficient
movement to climb to a suitable surface, it cannot climb.
A model can traverse an overhang while climbing, as
long as it protrudes less than 1" from the surface the
model is climbing.

Models that can FLY ignore these rules - they can move
vertically without measuring the distance moved.




Barriers, Gaps and Leaping

Walls, pipes, barricades and other low obstacles form
barriers that a model can either go around or leap over. A
model can leap onto a barrier less than 114" high without
having to include the vertical distance when determining
how far they have moved. In addition, a model can leap
over a barrier less than 1%" high and no more than 1%"
deep without having to include the vertical distance when
determining how far they have moved.

As the pipe is less than 12" tall or 1'2" deep, the Ranger
can leap over it without counting the vertical movement.

A model can also leap over a gap between two pieces of
terrain (e.g. from one walkway to another), as long as
the gap is less than 2" across, the model has sufficient
movement to reach the other side of the gap (so that
their base is entirely on the other side of the gap), and
the model ends its move less than 1" higher than before
it leapt. Note that if the model ends its move 6" or more
lower than before it leapt, you will need to use the rules
for jumping down (see below). When a model leaps, you
do not have to include the vertical distance moved when
determining how far the model has moved.

As the gap between the ruins is less than 2", the Neophyte
Hybrid can leap from one to the other.

Models that can FLY ignore these rules — they can move
over barriers and gaps without penalty.

Falling

Many terrain features have exposed edges, dangerous
precipices, or precarious walkways. Before the game
you should agree with your opponent(s) which terrain
features it is possible for a model to fall from. Almost all
buildings and ruins with more than one level are good
examples of this.

Falling Tests

If a model is on such a terrain feature and within 1" of
the edge when they are hit by an attack (or if something
other than an attack causes them to lose a wound), they
may be knocked off the edge. After all the attacks from
the attacking model have been resolved against that
model (or the wound has been lost and the Injury roll
made if necessary), the player who controls that model
takes a Falling test by rolling a D6. On a 2+, the test is
passed and the model does not fall. On a 1, the test is
failed and the model is knocked off the edge. Move the
model over the edge by the shortest route possible, then
straight down until they hit a lower level.

The Neophyte Hybrid fails their Falling test, so they are
moved over the edge by the shortest route, then down.

Falling Damage

Roll a D6 for every full 3" the model has fallen. For each
roll of 5+ they suffer 1 mortal wound. If the falling model
would be placed on top of another model, make another
roll as described above for the model underneath, using
the same number of dice as for the falling model. The
controlling player of the falling model makes any Injury
rolls that result from a fall. After resolving any Injury
rolls, the falling model is placed as close as possible to
the point where they would have landed. This can bring
them within 1" of an enemy model.

Jumping Down

A model standing somewhere it could fall from can
choose to jump down from one level to another. When
they do so, use the normal falling rules but roll one
fewer dice than you normally would. For example, if a
model jumps down 5" you do not have to roll a dice for
them; if they jump down 6", however, you would roll 1
dice for them. A model jumping down cannot choose
to fall on top of another model, and cannot jump down
within 1" of an enemy model, unless they are making a
charge move and that model was a target of the charge.




ULTRA-GL.OSE
GONFINES

In the war-ravaged 41st Millennium, many desperate struggles take place within mighty bastions, ancient
tunnels or in endless manufactorums. Warriors will come into contact with the enemy at point-blank
range, with often the only thing separating them a single wall or door.

If your battle is taking place in a killzone that uses the
ultra-close confines rules - such as those killzones
included in Kill Team: Arena - you should use all the
normal Kill Team rules with the following additions:

Walls

Each of the gameboards included in Kill Team: Arena
have walls marked on them, represented by thin red
lines. Walls are a special type of terrain feature that
models cannot move, draw visibility or attack through.
They use the following rules:

Measuring

Distances cannot be measured through these walls.
Instead, players must measure around walls, using the
shortest possible path.

In the example below, the Skitarii Vanguard with

an omnispex has an ability that can affect a friendly
SkrTARII model within 3" of it. Although the Vanguard
with a plasma caliver is physically less than 3" away
from the model with the omnispex, there is a wall
between them that prevents it from being in range of
the ability. The Skitarii Ranger with a galvanic rifle,
however, is in range - it is 1" from the Ranger to the
corner of the wall, and a further 2" to the Vanguard
with the omnispex, totalling 3". Note that the distance is
measured to the part of the Ranger’s base that is closest
to the corner around which the measurement is being
made, as opposed to the part of the base that is closest
to the Vanguard with the omnispex.

Movement

Models cannot move through walls. This includes
models that can FLY and so normally ignore terrain for
the purposes of moving, and models with abilities that
allow them to ignore terrain when they move.

Visibility

In addition to the usual rules for determining if one
model is visible to another, models cannot draw
visibility through walls, even if they are represented by a
terrain feature a model would normally be able to draw
visibility through. This means that a model can only
draw visibility to another model if it is possible to draw
an imaginary straight line, Imm in width, from any part
of the first model’s base to any part of the other models
base, without the line crossing a wall.

In the example below; the Skitarii Vanguard is visible to
the Neophyte Hybrid, as a line can be drawn from part
of the Neophyte Hybrid’s base to the edge of the Skitarii
Vanguard’s base.




Fighting
Models cannot attack through walls.

Obscured

In addition to the usual rules for determining if a target
is obscured (for which you may need to get a model’s eye
view to look for intervening models and terrain), it is
necessary to determine if any intervening walls may help
to obscure the target. To do so, draw a straight line from
any part of the attacking model’s base to the target. If the
line can be drawn to all parts of the target’s base without
crossing a wall, they are not being obscured by any walls
(model A in the example below). Otherwise they are
obscured (model B in the example below).

Doors

Some Kill Team gameboards feature doors, which

are placed in doorways (see pages 8-15 to see which
doorways have doors on each Kill Team: Arena
‘gameboard). When the battlefield is set up, doors

are placed covering the doorways (called the closed
position). Doors in the closed position block movement,
visibility and measurements in the same way as a wall.

An Infantry or Battlesuit model can open a closed door
or close an open door if it either starts the Movement
phase within 1" of that door’s doorway and remains
stationary that phase, or if it ends a normal move within
1" of a doorway and there are no enemy models within
1" of that doorway. A model cannot open or close a door

if it is shaken, Readied or within 1» of any enemy models.

If there are any enemy models (other than shaken
models) within 1" of the doorway of the door the model
is trying to open or close, one can attempt to stop the
door from being operated. If one does, the controlling

player controlling the model trying to prevent the
operation rolls a D6; on a 5+ they choose whether or not
the door remains closed (or open).

If a door is opened, it is moved to one side (see below).
Place the door in a position so it is clear where the door
should be re-placed if it is subsequently closed, but will
not potentially block visibility. The doorway is treated as
open ground until the door is closed again.

If a door is closed, it is moved back to the closed
position. If a model's base is even partially in a door's
doorway when that door is closed, the door will not
close, but the controlling player must roll a D6 for each
such model; on a 1, that model suffers a mortal wound.

Tactics

When you are playing a mission using the ultra-close
confines rules, you can use the following Tactic:

Ultra-close Confines Tactic

Use this Tactic when a model from your kill team
is declared as a target of a charge, and is chosen to
fire Overwatch. Do not resolve Overwatch with
that model as soon as the enemy model declares
its charge (other targets of the charge can make
Reactions as normal). Instead, the charging model’s
controlling player makes a charge roll as normal.
If this is insufficient for the charging model to end
its move within 1" of the target, no Overwatch is
made. Otherwise, the charging model’s controlling
player moves it along a path during which you can
interrupt it once, at any point. When you do so,
your model fires Overwatch as normal, using the
charging model’s current location. If the charging
model is not taken out of action by this, continue
moving the charging model.




INTO THE FORTRESS

If you wish to play a game of Kill Team set in the twisting labyrinthine tunnels of a Blackstone Fortress, you will
need to make a number of adaptations in order to use these unusual environments.

SETTING UP A MISSION

In order to play a game of Kill Team set in a Blackstone
Fortress, you will need the chamber, portal, and overlay tiles
from your Blackstone Fortress game. You will also need the
combat cards from the exploration deck.

In order to set up your battlefield, you can either select one
of the combat cards to use as the layout for your battlefield
or alternatively shuffle this deck and draw one at random.
Once you have selected your battlefield, set up the layout as
shown on that card with the following alterations.

Replace any discovery markers with objective markers,
placed as close as possible to the centre of the hex they
would normally be set up in.

If the layout includes a maglev transport chamber, replace
this with a portal.

Note that the hex spaces marked on the Blackstone
Fortress chamber tiles are not used. All measurements are
carried out as described in the Kill Teamn Core Manual as
well as the Blackstone Fortress ultra-close confines rules
described here.

Once your battlefield is set up, you can either agree
what the victory conditions for this mission will be with
your opponent, or if you wish, use one of the Kill Team:
Blackstone Fortress missions described later.

DEPLOYMENT

Players should roll off, re-rolling ties. The winner picks

one of the portals attached to the battlefield to be their
Deployment portal. Their opponent then uses the portal
which is furthest away from this portal as their Deployment
portal. The players then take it in turns to deploy one model
from their kill team, starting with the player who lost the
roll-off. Models must be set up wholly within 3" of their
Deployment portal. If a player runs out of models to set

up, skip them. Any models that cannot be set up on the
battlefield are said to be set up inside the portal and will
enter play once the battle has begun as described later. Once
the players have set up their models, deployment ends and
the first battle round begins.

MODELS IN THE PORTAL

Models that have been set up inside the portal can be moved
onto the battlefield during the movement phase. To do so,
place that model on the portal tile so that any part of its base
is touching the adjacent chamber. That model then moves as
normal. At the start of battle round 3, the portal closes and
any models which have not moved onto the battlefield are
treated as having been taken out of action.
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ULTRA-CLOSE CONFINES IN
THE BLACKSTONE FORTRESS

If your battle is taking place in a Blackstone Fortress,
you should use all the normal Kill Team rules with the
following additions.

Walls

Once you have created your battlefield, you should imagine
that there is a wall around the outside of each chamber,
except where it is adjacent to another chamber. Some of the
chamber or overlay tiles included in Blackstone Fortress
have walls marked on them, represented by thin purple
lines. Walls are a special type of terrain feature that models
cannot move, draw visibility, or attack through. They use the
following rules.

Measuring
Distances cannot be measured through these walls. Instead,
players must measure around walls, using the shortest

possible path.

In the example below, the Skitarii Vanguard with an
omnispex has an ability that can affect a friendly Skitarii
model within 3" of it. Although the Vanguard with a plasma
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caliver is physically less than 3" away from the model with
the omnispex, there is a wall between them that prevents it
from being in range of the ability. The Skitarii Ranger with a
galvanic rifle, however, is in range - it is 1" from the Ranger
to the corner of the wall, and a further 2" to the Vanguard
with the omnispex, totalling 3". Note that the distance is
measured to the part of the Ranger’s base that is closest to
the corner around which the measurement is being made,
as opposed to the part of the base that is closest to the
Vanguard with the omnispex.

Movement

Models cannot move through walls. This includes models
that can Fly and so normally ignore terrain for the purposes
of moving, and models with abilities that allow them to
ignore terrain when they move.

Visibility

In addition to the usual rules for determining if one
model is visible to another, models cannot draw visibility
through walls, even if they are represented by a terrain
feature a model would normally be able to draw visibility
through. This means that a model can only draw visibility

to another model if it is possible to draw an imaginary
straight line, 1mm in width, from any part of the first
model’s base to any part of the other models base, without
the line crossing a wall. In the example below, the Skitarii




Vanguard is visible to the Neophyte Hybrid, as a line can be
drawn from part of the Neophyte Hybrid’s base to the edge
of the Skitarii Vanguards base.

Fighting

Models cannot attack through walls.

Obscured

In addition to the usual rules for determining if a target is
obscured (for which you may need to get a model’s eye view
to look for intervening models and terrain), it is necessary
to determine if any intervening walls may help to obscure
the target. To do so, draw a straight line from any part of
the attacking model’s base to the target. If the line can be

drawn to all parts of the targets base without crossing a wall,
they are not being obscured by any walls (model A in the
example below). Otherwise they are obscured (model B in
the example below).

In addition, a model is also said to be obscured if the
straight line drawn between the attacking model and the
target passes over a thicker white line (model C in the
example below).

Tactics

When you are playing a mission using the ultra-close
confines rules, you can use the following Tactic.

Ultra-close Confines Tactic

Use this Tactic when a model from your kill team is
declared as a target of a charge and is chosen to fire
Overwatch. Do not resolve Overwatch with that model
as soon as the enemy model declares its charge (other
targets of the charge can make Reactions as normal).
Instead, the charging models controlling player makes
a charge roll as normal.

If this is insufficient for the charging model to end its
move within 1" of the target, no Overwatch attack is
made. Otherwise, the charging model’s controlling
player moves it along a path during which you can
interrupt it once, at any point. When you do so, your
model fires Overwatch as normal, using the charging
model’s current location. If the charging model is
not taken out of action by this, continue moving the
charging model.
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“To assume that the enemy is weak,
or that they are not prepared for
battle, is a dereliction of your duty.
We must always be ready to face
any foe, and by bolt and blade we
shall scour them from the stars.’

- Agnathio Castus,
Intercessor Sergeant
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KILLZONES

It is a vast galaxy, and wars are fought across all kinds of battlefields. From shattered city streets to
sprawling refineries and shell-pocked plains, kill teams must contend not only with their foes, but also the
environments in which they operate.

When you have chosen a mission for your game of Kill
Team, you may decide that it is fought in a particular
killzone. This book includes rules for one killzone - the
Sector Imperialis - but rules for other killzones are
available in other Kill Team products. Each killzone has
its own rules that govern how your models interact with Abandoned Munitions: One extra model in each kill

the battlefield and terrain, and these rules are used in 2 team can shoot with a Grenade weapon they are armed
with in each battle round.

1 Deserted Habs: No additional rule.

addition to the rules for terrain on pages 42-43.

Smoke in the Air: All players must subtract 1 from their
In many cases the killzone you fight in will be hit rolls in the Shooting phase.

determined by the gameboards and terrain in your
collection, or by the mission you are playing. However,

4 Traps: The upper floors of ruins are dangerous terrain.

where you have a choice of killzones and the players Tunnels: If a model from your kil team begins your turn
cannot agree, the players should roll off. Whoever wins inhe Movement plinse within [ st ap b
; - . : ; than 1" from any enemy models, and they are not shaken,
decides which killzone the battle is fought in. they can enter the tunnels. When they do so, remove
them from the battlefield. At the end of your turn in the
Movement phase of the next battle round, you can place
s that model within 1" of any manhole that is within 24"
KILLZONE: SECTOR IMPERIALIS A of the manhole they used to enter the tunnels, and more
Shattered streets and ruins stretch for miles in all than 1" from any enemy models. They are considered

dircchonolGllcamemust picktheirwarhronsh to have made a normal move. While they are not on the
P Y o battlefield, they are considered to be out of action for the

the blasted remains of the lives of whatever luckless e cilie et R

civilians dwelt here as they hunt for their objective. team is broken. If they are not on the battlefield at the end
of the battle, they are considered to be out of action.

If you are playing a mission in a Sector Imperialis, Hidden Cache: In a campaign game (see page 204), the

one player rolls a D6 once the battlefield has been 6  player who wins the mission gains 1 Materiel. Otherwise,
set up but before kill teams are set up, and consults there is no additional rule.

the environment table to the right to determine what

additional rule is used for this mission. In addition, if

you are playing a mission in a Sector Imperialis, players i

can use any Sector Imperialis Tactics they have (these
can be found in other Kill Team products).

On a battlefield with tunnels (see the Environment table,

above) these manholes allow models to move underneath
the battlefield.
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KILLZONE: THE TRUEHAWK

Battle erupts when the Gellerpox Infected launch an ambush aboard the shuttle Truehawk. The combat
is deadly, fast-paced and claustrophobic as Rogue Trader Elucia Vhane and her Elucidian Starstriders
attempt to stave off what looks to be certain disaster. Close-quarters mayhem ensues...

If you are playing a mission on the Truehawk you
— must use the rules for ultra-close confines (see pages
22-23). Unless the mission you are playing instructs
you otherwise, you must also set up terrain on the
battlefield as shown below. After this is done, but before
the kill teams are set up, one player rolls a D6 and
consults the environment table to the right to determine
what additional rule is used for this mission. If you
are playing a mission on the Truehawk, there is no
Scouting phase.

Truehawk/Ministorum Shrine Tactic

Use this Tactic when an INFANTRY model from
your Kill Team that is not shaken and did not
Advance or Fall Back ends a normal move within
1" of a control panel terrain feature (pg 24), and
there are no enemy models within 1" of the same
control panel. Open or close one door on the
battlefield as if your model were within 1" of it
(choose up to D3 doors and/or open doorways
instead if this model is a Comms specialist).

TERRAIN FEA’I‘URES

A - Door F - Bridge

B - Escape Pod G - Enginarium

C - Engine Coolant Station H - Crawl-way Entrance
D - Command Chair I - Storage Chest

E - Control Panel




All Systems Running Smoothly: No additional rule.

Crawlways: If a model from your kill team begins your turn in the Movement phase within 1" of a crawlway entrance and more
than 1" from any enemy models, and they are not shaken, they can enter the crawlways. When they do so, remove them from the
battlefield. At the end of your turn in the Movement phase of the next battle round, you can place that model within 1" of any
crawlway entrance that is more than 1" from any enemy models. They are considered to have made a normal move, and cannot
charge in that battle round. While they are not on the battlefield, they are considered to be out of action for the purposes of Nerve
tests and checking whether your kill team is broken. If they are not on the battlefield at the end of the battle, they are considered to
be out of action.

" Engine Coolant Leak: All players must subtract 1 from their hit rolls in the Shooting phase if either the firing model or its target
are within 6" of either Engine Coolant Station terrain feature. In addition, treat all open ground within 1" of either Engine Coolant
. terrain feature as dangerous terrain. : :

Logis Lockdown: The Remote Access Tactic (pg 23) costs 2 Command Points during this battle instead of 1.

Grav-plate Malfunction: The player with the greatest strategic advantage st roll a D6 at the start of each battle round. Ona 1,
there is a gray malfunction and every model treats the entire battlefield as difficult terrain for the rest of the battle round (models
that Advance or make a charge attempt instead treat the entire battlefield as dangerous terrain until the end of the battle round).

Compromised Hull Integrity: Each time you roll an unmodified hit roll of 1 for a model in the Shooting phase, you must roll
another D6. If the result is another 1, the stray shot pierces the outer hull and each player must roll a D6 for each model in their kill
team. On a 1, the model being rolled for suffers a mortal wound. The hull can only be breached once per battle.




CULLZONE: MINISTORUM SHRINE

The final fate of the newfound frontier will be determined within the dust-ridden confines of the
Ministorum Shrine. Battle spills across the maze of rooms as the Gellerpox Infected and Elucidian
Starstriders attack and counter-attack. What lies behind the next door could bring victory or defeat.

If you are playing a mission in the Ministorum Shrine
you must use the rules for ultra-close confines (see
pages 22-23). Unless the mission you are playing
instructs you otherwise, you must also set up terrain on
the battlefield as shown below. After this is done, but
before the kill teams are set up, one player rolls a D6 and
consults the environment table to the right to determine
what additional rule is used for this mission. If you are
playing a mission in the Ministorum Shrine, there is no
Scouting phase.

TERRAIN FEATURES

A - Main Entrance Door E - Incense Unit
B - Door G - Boiler Room
C - Escape Pod H - Confessional Chamber
D - Confessional Chairs I - Crypt Access Trapdoor

E - Control Panel J - Storage Chest




Stronghold of the Ecclesiarchy: Add 1 to the Leadership characteristic of all IMPERIUM models and subtract 1 from the
Leadership characteristic of all CHAOS models.

Defiled Sanctum: Add 1 to the Leadershi ip characteristic of all CHAOS mcdels and subtract 1 from the Leadershlp charactensnc of
all IMPERIUM models. :

All players must subtract 1 from their hit rolls in the Shooting phase.

Crypt Tunnels: If a model from your kill team begins your turn in the Movement phase within 1" of a crypt access trapdoor and

. more than 1" from any enemy models, and they are not shaken, they can enter the crypt tunnels. When they do so, remove them .
from the battlefield. At the end of your turn in the Movement phase of the next battle round, you can place that model within 1"

of any crypt access trapdoor that is more than 1" from any enemy models. They are considered to have made a normal mo

cannot charge in that battle round. While they are not on the battlefield, they are considered to be out of action for the purposes

of Nerve tests and checking whether your kill team is broken. If they are not on the batﬂeﬁeld at the end of the battle, they are
considered to be out of action. ;

Fog of Incense: Subtract 6" from the Range character of all ranged weapons (to a m of 6") and subtract 2 from all
charge rolls.




KILLZONE:
GENERATORIUM

The beating heart of many complexes, fortifications and spacecraft is the generatorium. Whether fuelling
the fires of industry or providing power to an immense engine, weapon or defensive device, these sites are
prime targets for experienced teams of saboteurs looking to deal their enemies a devastating blow.

If you are playing a mission in the Generatorium, you
must use the rules for ultra-close confines (see pages
6-7). Unless the mission you are playing instructs you
otherwise, you must also set up terrain on the battlefield
as shown below. After this is done, but before the kill
teams are set up, one player rolls a D6 and consults the
environment table to the right to determine
what additional rule is used for this mission.

TERRAIN FEATURES

A - Door
B - Crate stack
C - Pipe

D - Barrel stack
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KILLZONE:
CATAGOMBS

Many kill team battles take place in the forgotten spaces of the galaxy. Some of these have been lost for
centuries, some have been abandoned. These catacombs have been left derelict for years, but are perfect
for an infiltration team who do not want to be found...

If you are playing a mission in the Catacombs, you

must use the rules for ultra-close confines (see pages
6-7). Unless the mission you are playing instructs you
otherwise, you must also set up terrain on the battlefield
as shown below. After this is done, but before the kill
teams are set up, one player rolls a D6 and consults

the environment table to the right to determine what
additional rule is used for this mission.

TERRAIN FEATURES
A - Door
B - Crate stack
C - Pipe

D - Barrel stack




1 Quiet as the Grave: No additional rule. ; e
2 Creeping Roots: If two or more of the dice for a charge roll show the same number, halve the total result.

Shrouding Haze: Each time a model Advances or makes a charge move, roll a D6. On a 6, subtract 1 from hit rolls for that model
until the end of the battle round.

Oppressive Gloom: Models cannot be chosen as the target of a shooting model’s attacks if they are more than 12" away from that
shooting model.

xic Storage Facility: Subtract 1 from the Toughness characteristic of models while they are within 2" of any barrel stacks.

Lost in the Dark: At the end of each battle round, each player must roll a D6 for each of their models that is not within 8" of
another friendly model. On a 1, that model disappears into the darkness and is taken out of action. If this mission is being played
as part of a campaign, then when making a Casualty roll for a model that disappeared into the darkness, treat results of Dead or
Convalescence as Full Recovery.




KILLZONE: ARMORIUM
STOGKPILE

When seeking supplies behind enemy lines, armoriums make for prime targets. Breaking in and stealing
weapons, ammunition caches and equipment before swiftly departing is the preferred tactic of many a
raiding kill team, and woe betide any who get in their way.

If you are playing a mission in the Armorijum Stockpile,
you must use the rules for ultra-close confines (see
pages 6-7). Unless the mission you are playing instructs
you otherwise, you must also set up terrain on the
battlefield as shown below. After this is done, but before
the kill teams are set up, one player rolls a D6 and
consults the environment table to the right to determine
what additional rule is used for this mission.

TERRAIN FEATURES

A - Door
B - Crate stack
C - Pipe

D - Barrel stack




Nothing Very Useful: No additional rule.

Ammunition Crates: If a model is Readied within 1" of any crate stacks, its controlling player can re-roll hit rolls of 1 for that model
in the subsequent Shooting phase.

Oil Leak: Each time a model begins an Advance or declares a charge within 2" of any barrel stacks, that model’s controlling player
must roll a D6. On a 1, that model does not move and must remain stationary this phase. They are still considered to have Advanced
or attempted a charge.

Security Lockdown: Each time a model wishes to open a door, its controlling player must roll a D6. On a 1, that door does
not open.

Prowling Xenos Predator: At the end of the Movement phase, each player must roll a D6 for each of their models that is more than
8" from any other models. On a 6, that model is taken out of action.

Prototype Weapon: At the end of the Movement phase, roll a D6 for each model that is within 1" of any crate stacks, and more than
1" from any enemy models. On a 6, that model finds a prototype weapon. In the subsequent Shooting phase, instead of firing any of
its other ranged weapons, that model can attempt to fire their prototype weapon. If they do so, pick an enemy model within 12" of
and visible to the model with the prototype weapon. That enemy model suffers D3 mortal wounds.
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KILLZONE:
GARRISON VAULT

A particularly ruthless kill team may seek to enter the enemy’s barracks and eliminate their foes as they
sleep. A particularly wily kill team may anticipate or even encourage such an attempt, awaiting their
would-be executioners with weapons primed and ready.

If you are playing a mission in the Garrison Vault, you
must use the rules for ultra-close confines (see pages
6-7). Unless the mission you are playing instructs you
otherwise, you must also set up terrain on the battlefield
as shown below. After this is done, but before the kill
teams are set up, one player rolls a D6 and consults

the environment table to the right to determine what
additional rule is used for this mission.

TERRAIN FEATURES

A - Door
B - Crate stack
C - Pipe

D - Barrel stack




Squared Away: No additional rule.

Leaking Sewage Pipes: At the start of the Shooting phase, each player must roll a D6 for each of their models within 2" of any pipes.
On a 1, subtract 1 from hit rolls for that model’s attacks until the end of the phase.

Ration Storage: If the mission being played uses objective markers, randomly determine one of them. Players can re-roll failed
Nerve tests for each of their models within 1" of that objective marker.

tified Blockhouse: Subtract 2 instead of 1 from hit rolls for attacks that target a model obscured by walls.

Lighting Malfunction: At the end of the Initiative phase, the player with the initiative must roll a D6. On a 1, until the end of
the battle round, models cannot be chosen as the target of a shooting models attacks if they are more than 12" away from that
shooting model. - : :

Unstable Munitions: Each time a model climbs, traverses or leaps over a barrel stack or crate stack, roll a D6. On a 1, that model
suffers D3 flesh wounds and that barrel stack or crate stack is removed from the battlefield.




ADDITIONAL RULES

These pages contain two commonly used mission rules, and also introduce the rules for Reserves to your
games of Warhammer 40,000: Kill Team. The Reserves rules allow you to bring models from your kill

team onto the battlefield after the mission has started.

STANDARD DEPLOYMENT

Some Kill Team missions say that they use the Standard
Deployment rules. Where a mission states this, use the
following rules when deploying your kill teams.

The players each roll 2D6. The highest scorer has the
greatest strategic advantage in this mission, the next
highest has the second greatest advantage and so on.
Any players who roll the same result roll their dice again
to determine which of them has a greater advantage.
The players then take it in turn, in the order of greatest
to least advantage, to choose their deployment zone.

The players then take it in turn, in the order of least

to greatest advantage, to deploy one model from their
kill team. Models must be set up wholly in their own
deployment zone. Once all players have set up one
model, they do so again in the same order, and so on. If
a player runs out of models to set up, skip them. Once
the players have set up all of their models, deployment
ends and the first battle round begins.

VARIABLE BATTLE LENGTH

Some Kill Team missions last for a variable number of
battle rounds (in some cases, they may last for a variable
number of battle rounds unless some other condition

is met, e.g. there is only one unbroken kill team on

the battlefield). Where a mission states that it uses the
Variable Battle Length rules, use the following rules to
determine when the battle ends. Each mission that uses
these rules tells you which player makes the roll.

If the battle does not end otherwise, at the end of
battle round 4, roll a D6. The battle continues on a 3+,
otherwise the battle ends. If the battle does not end
otherwise, at the end of battle round 5, roll a D6. This
time the battle continues on a 4+, otherwise the battle
ends. The battle automatically ends at the end of battle
round 6.




RESERVES

The rules found here can be used in any games of Kill
Team, with the exception of missions that use the Ultra-
close Confines rules.

SETTING UP IN RESERVE

During deployment, instead of setting up a model on
the battlefield as described by the mission, you can set
that model up in Reserve. You can do this with up to
half of the models in your kill team, but if you are using
a Battle-forged kill team, the total points cost of any
models you set up in Reserve can be no greater than half
of your kill team’s Force.

SETTING UP FROM RESERVE

A model that is set up in Reserve can be set up on the
battlefield at the end of any Movement phase. At the
end of the phase, if a player has any models in Reserve,
they can decide to set up one or more of them on the
battlefield. If more than one player has any models

in Reserve, the players take it in turn to set up all of
the models they wish to (including using any Reserve
Tactics they wish to use, as described below), in the
order determined in the Initiative phase.

Players do not have to set up any models from Reserve
if they do not wish to, but if any models are still in
Reserve at the end of the third battle round, they are
considered to be out of action. When a model is set up
from Reserve, it must be set up on the battlefield more

than 5" from any enemy models and within 1" of the
edge of the battlefield. It must also be wholly within
your deployment zone, where the mission provides a
deployment zone. Note that the restrictions described in
Reinforcements in the Kill Team Core Manual apply to
models set up in this way.

RESERVETACTICS

Some Tactics alter how models arrive from Reserve.
When players use these Tactics as part of their models
arriving from Reserve, they do so in the sequence
described above and by following the instructions

on the Tactic. Note that the restrictions described in
Reinforcements in the Kill Team Core Manual apply to
models set up in this way, unless stated otherwise.

The following Tactic can be used by any player with at
least one model in Reserve.

Tactic

Use this Tactic at the end of the Movement phase.
Choose a model from your kill team that was set

up in Reserve and set them up within 1" of the edge
of the battlefield and more than 5" away from any
enemy models.

Amidst the tumbled ruins of an Imperial hive city, the howling warriors of Winterfang’s Rimeguard meet a
suppurating band of Blightlord Terminators in brutal close-quarters combat.




ELITE OPERATIVES

This book contains rules to expand your games of Warhammer 40,000: Kill Team. There’s a new
Commander specialism, rules for bringing Reserves onto the battlefield, new Tactics and new datasheets
for most Factions, plus Sub-faction rules and new missions to challenge your reinforced kill team.

LEGENDARY HUNTER
SPECIALISTS

Legendary Hunter is a new Commander specialism
unique to some of the stealthiest and most lethal
warriors of the Warhammer 40,000 galaxy. Such
individuals are ideally suited to the skirmish-style
warfare of Kill Team games, and as such they have
access to a new set of skills and Tactics that reflect their
almost supernatural ability in such engagements.

ADDITIONAL RULES

The Standard Deployment and Variable Battle Length
rules from Kill Team: Commanders have been included
here for ease of reference. Reserves is a new mission rule
that allows you to keep warriors back, ready for them to
pounce at the opportune moment by dropping from the
skies or launching devastating ambushes.

SUB-FACTIONS

Kill Team: Elites introduces an exciting new set of rules

— Sub-factions. Now your chosen Space Marine Chapter,
Asuryani Craftworld, Necron Dynasty and more will
have an impact on your battles, adding even more
narrative depth and tactical variables to your games, and
providing further inspiration for kill team creation.

NEW TACTICS, DATASHEETS
AND FACTION

On the following pages you’ll find new Tactics, collected
and updated Tactics and new datasheets, including for
Commanders, for most of the Factions in Kill Team,

as well as a new Faction: the Adeptus Custodes. You

can use all of these rules in your games of Kill Team as
described in the Kill Team Core Manual. Note that to
include Commanders in your games of Kill Team and to
use their Aura Tactics, you will need a copy of Kill Team:
Commanders. If you have more than one version of a
Tactic (e.g. one printed in this book and another printed
on a card), you can choose which one to use, but cannot
use both versions in the same game.

The datasheets on the pages that follow use a mix

of familiar and new wargear. Where wargear is new,
you will find its rules on the relevant datasheet (for

a Commander) or in the reference section for your
Faction (for all other models). Where wargear has
already been presented in the Kill Team Core Manual,
its rules are not repeated in this book, so if a piece

of wargear does not appear on a datasheet or in the
reference section for your Faction, refer to the Kill Team
Core Manual for its rules. However, you must use the
points values given in this book for datasheets from
this book: these are found below the relevant datasheet
(fora Commander) or in the reference section for your
Faction (for all other models). Datasheets from other
Kill Team publications are not affected.

Amongst ferrocrete barricades and smouldering ruins, Ork Flash Gitz pour salvoes of fire into the Blightlord
Terminators that advance relentlessly upon them.




BATTLE BROTHERS

At times, multiple kill teams will be assigned to a particularly difficult or high priority mission, their
strength combined to achieve what neither of them could alone. In such cases, their varied fighting styles
and specialisms can be a great asset, but only through cooperation can they hope to overcome their foes.

Battle Brothers is a cooperative format for playing

team-based competitive play games of Kill Team. Each

Battle Brothers team consists of two players, whose
kill teams are pitted against their opponents’ to see

who can complete the most objectives. Battle Brothers

missions use Arena Objectives (pages 20-21), and

follow all the rules of competitive play missions with the
following amendments:

« Each kill team acts individually in the battle. For
example, each player rolls in the Initiative phase to
determine initiative as normal, and a player’s kill
team can be broken while their partner’s is not.

o Models in your partner’s kill team are considered to
be neither friendly nor enemy models. This means,
for example, that your kill team’s Tactics will usually
not affect your partner’s, and that your partner’s
models being within 1" of one of your models does
not change what that model is able to do.

BATTLE BROTHERS KILL TEAMS

In addition to the rules for building a command roster
for competitive play found in the Kill Team Core
Manual, the models that make up a player’s command
roster must share one of the following keywords with
the models on their partner’s roster:

IMPERIUM
CHAOS
AELDARI
NECRONS
(0):3:¢

T’Au EMPIRE
TYRANIDS*

*Genestealers taken as part of a kill team with the

GENESTEALER CuLTS Faction keyword are treated
as having the TYRANID keyword for the purposes of
creating a Battle Brothers command roster.

Within the maze-like network of corridors, Space Wolves and Ultramarines kill teams battle side by side
against the hybrid warriors of two separate Genestealer Cults.

T =




BAaTTLE BROTHERS TACTICS

On pages 48-51 you will find a selection of Battle
Brothers Tactics. These are usable in any Battle Brothers
mission by either player on a team in the same manner
as normal Tactics, with each explaining when they can
be used.

Command Points

In Battle Brothers missions, each player generates their
own pool of Command Points as normal, which cannot
be shared with their partner. If a team wishes to use a
Tactic that costs more than one Command Point, all
the Command Points that are spent on it must be taken
from one player’s pool. Players cannot spend their
Command Points on Tactics specific to a Faction that
their own kill team does not belong to.

BATTLE BROTHERS MISSIONS

On pages 40-47 you will find a number of Battle
Brothers missions. The battlefields for these are made
by combining two sets of Kill Team: Arena killzone
gameboards and terrain.

Objectives

In Battle Brothers, objective markers are controlled by
teams rather than players. A team controls an objective
marker if there are more models from its players’ kill
teams within 2" of the objective marker than there are
enemy models. Models that are shaken do not count.

In Battle Brothers missions, references to ‘you; ‘your kill
team’ and ‘your opponent’ on Arena Objectives should
be treated as ‘your team, ‘your team’s kill teams’ and
‘your opponents’ respectively.




BATTLE BROTHERS TAGTIGS

On the following pages you will find a selection of new
Tactics for use in Battle Brothers missions.

Some of the Tactics found below and opposite are
usable by any player, allowing kill teams to interact in
new ways so as to achieve victory through cooperation.
Others found opposite and on the following pages are
Faction-specific Battle Brothers Tactics, available to kill
teams in which each model shares the relevant Faction
keyword. Note that your partner’s kill team does not
need to be drawn from the same Faction as yours in
order for you to make use of a Faction-specific Tactic.

Battle Brothers Tactic

Use this Tactic at the start of the first battle round.
Excluding Leaders, choose a specialist from your
kill team and a specialist from your partner’s kill
team. Your specialist can use the Level 1 ability
from the other chosen model’s specialism until the
end of the battle.

Battle Brothers Tactic

Use this Tactic when an enemy model would

fire Overwatch at a model from your partner’s

kill team. Choose a model from your kill team

that is within 6" of the charging model and has
visibility to the enemy model. If the enemy model
is within range of any of the chosen model’s ranged
weapons, it cannot fire Overwatch this phase.

Battle Brothers Tactic

Use this Tactic at the start of the battle round.
Choose one of your opponents’ face-down Arena
Objectives. They must reveal it. Your team can only
use this Tactic once per battle.

Battle Brothers Tactic

Use this Tactic at the start of the Morale phase.

If your partner kill team is not broken, and its
Leader is on the battlefield and not shaken, you
can treat that Leader’s Leadership characteristic as
the highest in your kill team when checking to see
if your kill team is broken this phase.

Battle Brothers Tactic

Use this Tactic when you choose a model from
your kill team to fight that is within 1" of a model
from your partner’s kill team. You can re-roll hit
and wound rolls of 1 for the chosen model until
the end of the phase.

Battle Brothers Tactic

Use this Tactic at the start of the Shooting phase.
Choose a model from your kill team that did
not Advance or attempt to charge in this battle
round, and is within 3" of a Readied model from
your partner’s kill team. The chosen model is
immediately Readied.




Battle Brothers Tactic

Use this Tactic when a model from your partner’s
kill team is chosen as the target of a charge.
Choose a model from your kill team that is within
6" of your partner’s model. The chosen model can
fire Overwatch at the charging model as if they
were also the target of the charge.

Battle Brothers Tactic

Use this Tactic when a model from your partner’s
kill team is taken out of action, before the model
is removed. Choose a model from your kill team
that is within 3" of that model. Until the end of the
phase, hit rolls for shooting attacks that target the
chosen model suffer an additional -1 modifier if
the target is obscured.

Battle Brothers Tactic

Use this Tactic when a model from your partner’s
kill team is taken out of action within 3" of any
models from your kill team. If the model taken
out of action has a different Faction keyword to
models in your kill team, choose a ranged weapon
that model is armed with; one of your models
within 3" can immediately fire the chosen weapon
as if it were the Shooting phase.

Battle Brothers Tactic

Use this Tactic before taking a dangerous terrain
test if there is a model from your partner’s kill
team within 6" of the model you are taking the test
for. You can re-roll that dangerous terrain test.

|
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Battle Brothers Tactic

Use this Tactic at the end of the Morale phase,
before any victory points are scored. Choose a
model from your kill team and a model from
your partners kill team that are both within 3" of
the same objective marker. Until the end of the
battle round, the chosen models each count as
two models when determining who controls that
objective marker.

Battle Brothers Tactic

Use this tactic at the end of the Movement phase.
Choose a model from your kill team, and then
choose a model from your partners kill team that
is within 6" of and visible to your model. Draw an
imaginary line Imm wide from any point on your
model’s base to any point on the other model’s
base. Roll a dice for each enemy model under this
line. On a 5+, that model suffers a mortal wound.

Adeptus Astartes Battle Brothers Tactic

Use this Tactic at the start of the Morale phase.
Your partner can subtract 1 from Nerve tests for
each ADEPTUS ASTARTES model from your kill
team that is not shaken and is within 2" of the
model being rolled for.




Grey Knights Battle Brothers Tactic

Use this Tactic when an enemy model takes a model
from your partner’s kill team out of action. Until the
end of the next battle round, you can re-roll hit rolls
of 1 for attacks made by GREY KNIGHTS models
from your kill team that target that enemy model.

Adeptus Mechanicus Battle
Brothers Tactic

Use this Tactic at the start of the first battle round.
Choose a model from your partners kill team.
Until the end of the battle, that model gains the
benefit of the Canticles of the Omnissiah ability as
if they were in your kill team (your partner makes
any relevant rolls or re-rolls granted by this ability
for that model).

I

Thousand Sons Battle Brothers Tactic

Use this Tactic at the start of the first battle round.
Your partner can choose one model from their kill
team that was set up within 3" of a THOUSAND
Sons model from your kill team and set it up
again anywhere in your deployment zone.

Astra Militarum Battle Brothers Tactic

Use this Tactic at the start of the Shooting phase,
before using the Voice of Command ability. Your
Leader can issue an order to a model from your
partner’s kill team this phase that is within 12" of
your Leader and not shaken, even if that model is
not ASTRA MILITARUM. Your partner makes any
relevant rolls or re-rolls granted by that ability.

Deathwatch Battle Brothers Tactic

Use this Tactic after a model in your partner’s

kill team is chosen as the target of one or more

of an enemy model’s shooting attacks. Choose a
DeaTHWATCH model from your kill team that is
not shaken and is within 2" of the targeted model.
Place the Deathwatch model in contact with the
targeted model, then move the targeted model up
to 2" in any direction - they must end this move
more than 1" from enemy models. The shooting
attacks that targeted your partner’s model are
instead resolved against the DEATHWATCH model
you chose.

Heretic Astartes Battle Brothers Tactic

Use this Tactic when a model from your partner’s
kill team is taken out of action. Choose a HERETIC
ASTARTES model from your kill team. The chosen
model automatically passes Nerve tests until the
end of the battle.

Harlequins Battle Brothers Tactic

Use this Tactic at the start of the Shooting phase.
Until the end of the phase, subtract 1 from hit rolls
for attacks that target models from your partner’s
kill team if there are any HARLEQUINS models
from your kill team closer to the firing model than
the target of the attack.




Death Guard Battle Brothers Tactic

Use this Tactic at the start of the first battle round.
Choose a model from your partner’s kill team

that is within 3" of a DEATH GUARD model from
your kill team. Until the end of the battle, your
partner rolls a D6 each time that model loses a
wound. On a 6+ that wound is not lost. If a model
already has an ability with a similar effect (such as
Disgustingly Resilient or the Lucky Escape Tactic),
your partner can instead re-roll rolls of 1 for such
an ability.

Tyranids Battle Brothers Tactic

Use this Tactic when a model from your partner’s
kill team that is within 3" of any TYRANIDS models
from your kill team is taken out of action. Pick one
of those TYRANIDS models and remove one flesh
wound from it.

Orks Battle Brothers Tactic

Use this Tactic in the Fight phase, when a model
from your partner’s kill team takes an enemy
model out of action. Until the end of the phase,
add 1 to the Attacks characteristic of ORK models
from your kill team that are within 6" of your
partner’s model.

T’au Empire Battle Brothers Tactic
Use this Tactic at the start of the Movement
phase. Until the end of the phase, models in your
partner’s kill team are considered to be models in
your own kill team for the purposes of the For the
Greater Good ability.

Drukhari Battle Brothers Tactic

Use this Tactic when a model from your partner’s
kill team fails a Nerve test within 12" of any
DRUKHARI models from your kill team. Choose
one of those DRUKHARI models and remove one
flesh wound from it.

Necrons Battle Brothers Tactic

Use this Tactic when a NECRONS model from your
kill team is chosen as the target of one or more of
an enemy model’s shooting attacks, and the targeted
model is obscured by a model from your partner’s
kill team. When resolving those shooting attacks,
hit rolls suffer an additional -1 modifier.

Asuryani Battle Brothers Tactic

Use this Tactic when an enemy model ends

a charge move within 1" of a model from

your partner’s kill team and within 12" of any
ASURYANI models from your kill team that are
not shaken or within 1" of an enemy model. You
can declare a charge with one of those ASURYANI
models even if it has already moved this phase, but
only that enemy model can be chosen as the target.

Genestealer Cults Battle Brothers Tactic

Use this Tactic at the end of the Movement phase.
Choose a GENESTEALER CULTS model from your
kill team that is not shaken or within 1" of any
enemy models. Remove it from the battlefield and
set it up again within 8" of its previous position,
within 1" of a model from your partner’s kill team
and more than 4" from any enemy models. If it is
not possible to do so, this Tactic cannot be used.




SUB-FAGTIONS

This section presents the rules for using Sub-factions in your games of Kill Team. The armies of the galaxy

are infinitely diverse, and even amongst the genetically engineered warriors of the Adeptus Astartes there
are variations that lead to differing strengths and ways of making war.

Each set of Sub-factions tells you which Faction
keyword it applies to (e.g. ADEPTUS ASTARTES). When
you add a model with that Faction keyword to your kill
team or command roster, you can choose for it to be
drawn from a Sub-faction of your choice from those
listed in that Faction’s section within this book (so
when you add a model with the ADEPTUS ASTARTES
keyword to your command roster, you could choose for
it be drawn from the Ultramarines, for example). When
you choose a Sub-faction for a model in this way, make
a note of that on the model’s datacard. Its Sub-faction

is treated as an additional keyword that the model

has, so a model drawn from the Ultramarines has the
ULTRAMARINES keyword.

If your kill team is Battle-forged and all models in your
kill team are drawn from the same Sub-faction, models

in the kill team gain a Sub-faction ability as described
in that Faction’s section. The Sub-faction ability gained
depends upon the Sub-faction you chose, as described
in that Faction’s section. For example, if you chose the
Ultramarines Chapter for your ADEPTUS ASTARTES
kill team, the models in your kill team gain the Codex
Discipline Chapter Tactic. In addition to gaining a
Sub-faction ability for the models in your kill team,
you also gain access to Tactics that are unique to that
Sub-faction. For example, if you chose the Ultramarines
Chapter, you can use Ultramarines Tactics.

Unless stated otherwise, if your kill team is drawn
from a Sub-faction that does not have an associated
Sub-faction ability, choose a Sub-faction from that
Faction’s section that best describes its character and

fighting style.

Primaris Space Marine Intercessors of the Imperial Fists Chapter lay down a blistering hail of fire, their kill
team advancing relentlessly upon their objective regardless of the odds stacked against them.




GHAPTER TAGTICS

The Sub-factions for models with the ADEPTUS
ASTARTES Faction keyword are called Chapters, and
their Sub-faction abilities are called Chapter Tactics. If
your kill team is Battle-forged and all models in your
kill team are drawn from the same Chapter, models in
the kill team gain the Chapter Tactic described below,
and you can use that Chapter’s Tactics.

If your kill team is drawn from a Chapter that does

not have an associated Chapter Tactic, use the Chapter
Tactic of its founding Chapter. For example, Crimson
Fists are a successor Chapter of the Imperial Fists, so
should use the Chapter Tactic of the Imperial Fists. If
you are unsure of a Chapter’s founding Chapter, either
consult the background sections of our books or choose
a Chapter Tactic from those below that best describes its
character and fighting style. In some cases, the Chapter
a model is drawn from may change the model’s wargear
options — where this is the case, this will be mentioned
on the model’s datasheet.

DARK ANGELS:GRIM RESOLVE

The stalwart descendants of the Lion are renowned for
their unshakeable resolve, enduring tenacity and strict
firediscipline in battle.

Re-roll unmodified hit rolls of 1 for attacks made with
ranged weapons by models in your kill team (including
when firing Overwatch) that have not moved in this battle
round. In addition, you can re-roll the dice to determine
wheither or not your kill team is broken in the Morale phase.

WHITE SCARS:LIGHTNING ASSAULT

The White Scarsare true masters of the hunt. Theirs is
the primal fury of the storm, the scentof prey upon the
wind. None can escapetheir righteous justice.

When a model in your kill team Advances, add an
additional 2" to the distance it can move. In addition, if
a model in your kill team started the Movement phase
within 1" of an enemy model, but when you pick it to
move there are no enemy models within 1", that model
can make a charge attempt instead of Falling Back or
remaining stationary.

SPACEWOLVES:HUNTERS UNLEASHED

The Space Wolves train their whole lives for the moment
when battle isjoined. After a long hunt tensed for the
kill, they springforward to devastating effect.

In any battle round in which a model in your kill team
charged, was charged or made a pile-in move granted
by the Heroic Intervention Commander Tactic, add 1
to hit rolls for attacks made by that model in the Fight
phase. In addition, you can use the Heroic Intervention
Commander Tactic if there are any enemy models
within 6" (rather than 3") of your Commander, and
when you do so they can make a pile-in move of 6"
(rather than 3").

IMPERIAL FISTS: SIEGEMASTERS

None are aswell versedin siegewarfare as the Imperial
Fists. No fortressworld is safe from their pinpoint
bombardments and disciplined fusillades of bolter fire.

Models in your kill team do not suffer the penalty to
Injury rolls for the target of their attacks being obscured
and within 1" of a model or piece of terrain that is
between the two models.

BLOOD ANGELS:THE RED THIRST

Though they strive to restrain it at every turn, the
murderous ferocity of the Blood Angels simmers just
beneath the surface of their thoughts. In battle this rage
can be used as a weapon, lending fearsome strength to
the Blood Angels’blows.

In any battle round in which a model in your kill team
charged, was charged or made a pile-in move granted by
the Heroic Intervention Tactic, add 1 to wound rolls for
attacks made by that model in the Fight phase.

L .
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IRON HANDS: THE FLESHIS WEAK

The Iron Hands seek transcendence through the
replacement of their mortal fleshwith cybernetics and
metal augments. Such extensive modification renders
them extremely difficult to kill.

Roll a dice each time a model in your kill team loses a
wound. On a 6, the damage is ignored and the model
does not lose a wound. If a model already has a similar
ability, choose which effect applies, and re-roll 1s when
making these rolls.

ULTRAMARINES:CODEX DISCIPLINE

The sons of Guilliman hold the tenets of the Codex
Astartes as sacrosanct.In the fury of combat its wisdom
guides them as they outmanoeuvre and overpower the
foewith lethal precision.

Add 1 to the Leadership characteristic of all models in
your kill team. In addition, models in your kill team
can still shoot in a battle round in which they Retreated
or Fell Back, but if they do so a 6 is always required for
a successful hit roll, irrespective of the firing model’s
Ballistic Skill or any modifiers.

SALAMANDERS MASTERARTISANS

The Salamanders are peerlesscraftsmen, capable of
Sforgingweapons of astounding quality and lethal power
from the furnaces of Nocturne.

You can re-roll a single failed hit roll and a single failed
wound roll in each phase, as long as the attack was made
by a model in your kill team.

RAVEN GUARD: SHADOW MASTERS

From the shadows strike the Raven Guard, emerging
with dizzying speedto gut the foe before they can react.

Models in your kill team are considered to be obscured
to enemy models that target them if they are more than
12" away from those models.

BLACKTEMPLARS:RIGHTEOUS ZEAL

True believersin the Imperial Creed, the Black Templars
wish for nothing more than to slaughter the heretic and
the xenos in the name of the God-Emperor.

You can re-roll charge rolls for models in your kill team.

REGIMENTAL DOGTRINES

The Sub-factions for models with the ASTRA
MILITARUM Faction keyword are called regiments,
and their Sub-faction abilities are called Regimental
Doctrines. If your kill team is Battle-forged and all
models in your kill team are drawn from the same
regiment, models in the kill team gain the Regimental
Doctrine described opposite, and you can use that
regiment’s Tactics.

MILITARUM TEMPESTUS

Models with the MILITARUM TEMPESTUS keyword
cannot be drawn from a regiment. However, their
presence in your kill team does not prevent you using
a Regimental Doctrine, as long as the models in the
kill team that can be drawn from a regiment are all
drawn from the same regiment. Note, however, that
models with the MILITARUM TEMPESTUS keyword can
never themselves benefit from a Regimental Doctrine,
unless every model (other than Advisors and Auxilla,
see opposite) in that kill team has the MILITARUM
TEMPESTUS keyword (in which case you will use the
Storm Troopers Regimental Doctrine).

ADVISORS AND AUXILLA

Models with the following keywords cannot be drawn
from a regiment. However, their presence in your kill
team does not prevent you using a Regimental Doctrine,
as long as the models in the kill team that can be drawn
from a regiment are all drawn from the same regiment.
Note, however, that models with the following keywords
can never themselves benefit from a Regimental
Doctrine.

« AERONAUTICA IMPERIALIS
« MILITARUM AUXILLA

« OFFICIO PREFECTUS

+« SCHOLASTICA PSYKANA




CADIAN: BORN SOLDIERS

Cadians are raised from birth to fight the Imperium’s
endlesswars. Decades of rigorousfiring drills have
forgedthem into expert sharp-shooters.

Re-roll unmodified hit rolls of 1 in the Shooting phase
for models in your kill team if they have not moved in
this battle round. If a model in your kill team is issued
the “Take Aim!” order and it has not moved in this battle
round, re-roll all failed hit rolls for that model until the
end of the phase instead.

CATACHAN: BRUTALSTRENGTH

In the deadly jungles of Catachan, only the strongest
survive. The sons and daughters of this death world
are ferociouswarriors, taller and more powerful than
typical humans.

Add 1 to the Strength characteristic of models in
your kill team. In addition, add 1 to the Leadership
characteristic of models in your kill team if they are
within 6" of a friendly CATACHAN OFFICER.

VALHALLAN:GRIM DEMEANOUR

Possessedof a grim fatalism regarding the prospectof
death, Valhallan Ice Warriors will march unflinchingly
into the most hellish of firestorms.

When you take a Nerve test for a model in your kill
team, roll a D3 (instead of a D6).

VOSTROYAN:HEIRLOOM WEAPONS

Each and every Vostroyan weapon is lovingly hand-
crafted and engravedwith intricate ornamental detail.
These are no artisanal trinkets, however, as victims of
their deadly accurate firepowerwill attest.

Models in your kill team do not suffer the penalty to
hit rolls for their attacks that target enemy models at
long range.

ARMAGEDDON:
INDUSTRIAL EFFICIENCY

To the Steel Legions of Armageddon, the pitiless
mathematics of industrialised slaughter have become
a grim fact of life. One by one, their foes are butchered
with dispassionate efficiency.

Models in your kill team firing Rapid Fire weapons
double the number of attacks they make if all of their
targets are within 18" (instead of half the weapon’s
Range characteristic).

TALLARN:SWIFT AS THE WIND

Masters of the lightning ambush, Tallarn warriors strike
with overwhelming force before swiftly fading into the
wilderness as if they were never there at all.

Models in your kill team can shoot in the Shooting
phase even if they Advanced in the same battle round
(with the exception of Heavy weapons). In addition,
these models do not suffer the penalty to their hit rolls
for shooting Assault weapons during a battle round in
which they Advanced.

MILITARUM TEMPESTUS:
STORM TROOPERS

The warriors of the Militarum Tempestus are the best of
the best, mercilesskillers trained to obliterate their foes
in a pinpoint fusillade of hot-shot las-rounds.

If a model in your kill team targets an enemy model that
is within range and not at long range when making a
shooting attack, it can make an extra shot with the same
weapon, at the same target, for each unmodified hit roll
of 6.

MORDIAN: PARADE DRILL

Mordian regiments are proud, unyielding soldiers. They
fight and die facing the enemy, standing tall in ordered
ranks and unleashing a devastating fusillade of las-fire.

If the base of a model in your kill team is touching the
base of at least two other friendly MORDIAN models,
add 1 to that model’s Leadership characteristic, and
when that model fires Overwatch they successfully hit
onaroll of 50r6.




FORGE WORLD DOGMA

The Sub-factions for models with the ADEPTUS
MECHANICUS Faction keyword are called forge worlds,
and their Sub-faction abilities are called Forge World
Dogmas. If your kill team is Battle-forged and all
models in your kill team are drawn from the same forge
world, models in the kill team gain the Forge World
Dogma described below, and you can use that forge
world’s Tactics.

MARS: GLORY TO THE OMNISSIAH

In all the Cult Mechanicus, there are no forgeworlds
more holy or more blessedthan Mars. The favour of the
Machine God can be seen in the powerful optimisation
granted by every static-ridden psalm incanted by his
most faithful followers.

Each time you randomly determine which Canticle of
the Omnissiah (see the Kill Team Core Manual) is being
canted, roll two dice instead of one. Models in your kill
team receive the benefit of both results, instead of just
the result of the first dice (if a duplicate is rolled, no
additional Canticle is canted this turn).

GRAIA:REFUSALTO YIELD

Steely minded tenacity and the refusal to retreat are
more than just character traits of those who serve Graia.
Indeed, such qualities are hard-wired into all who bear
the forgeworld ssymbol.

Roll a dice each time a model in your kill team is
reduced to 0 wounds. On a roll of 6, they are restored

to 1 wound remaining. In addition, models in your kill
team pass Nerve tests on an unmodified roll of 6 (as well
as an unmodified roll of 1). However, models in your
kill team cannot Retreat or Fall Back unless there is a
COMMANDER from your kill team on the battlefield.

METALICA:RELENTLESSMARCH
Those of ForgeWorld Metalica seek nothing lessthan
to completely obliterate their foes and to re-orderthe
galaxy accordingto their own dictates. They will let
nothing sway their appointed task.

Models in your kill team can shoot Rapid Fire weapons
as if they were Assault weapons in the Shooting phase
of a battle round in which they Advanced (e.g. a Rapid
Fire 1 weapon would be used as if it were an Assault 1
weapon). In addition, these models do not suffer the
penalty to their hit rolls for shooting Assault weapons
during a battle round in which they Advanced.

LUCIUS: THE SOLARBLESSING

Lucius is renowned for its craftsmanship and its unique
solar-blessedores. Those clad in such raiment consider
themselves armoured by their faith in the Omnissiah.

‘When making saving throws for models in your kill
team, treat enemy attacks with an Armour Penetration
characteristic of -1 as having an Armour Penetration of
0 instead.

AGRIPINAA: STAUNCH DEFENDERS

Battle-hardened by constant clasheswith the horrors
that issue out of the Eye of Terror, those from Forge
World Agripinaa have learned the lessonsof defensive
warfare well.

When a model in your kill team fires Overwatch, they
successfully hit on a roll of 5 or 6.

STYGIESVIII: SHROUD PROTOCOLS

When the armies of Stygies VIII march to war, they do
so beneath stealth screenprojectorsand target-befouling
apparatus. That the Tech-Priestsof this forgeworld
deny owning such technology only reinforcestheir
untrustworthy reputation.

Models in your kill team are considered to be obscured
to enemy models that target them if they are more than
12" away from those models.

RYZA:RED IN COG AND CLAW

Tech-Priestsof Ryza point to aggressivecombat
doctrines and zealous training protocolsto explain
the exceptional hand-to-hand prowessof their troops.
Sceptics, however, counter that such designs do

not explain why Ryza troops seem to revel in close-
quarters violence.

You can re-roll wound rolls of 1 in the Fight phase for
attacks made by models in your kill team.




LEGION TRAITS

The Sub-factions for models with the HERETIC
ASTARTES Faction keyword are called Legions, and
their Sub-faction abilities are called Legion Traits. If
your kill team is Battle-forged and all models in your
kill team are drawn from the same Legion, models in
the kill team gain the Legion Trait described below, and
you can use that Legion’s Tactics. If your kill team is
drawn from a Renegade Chapter or does not otherwise
have an associated Legion Trait, use the Renegade
Chapters Legion Trait.

CHAOS CULTISTS

Models with the CHAOS CULTIST keyword cannot be
drawn from a Legion. However, their presence in your
kill team does not prevent you using a Legion Trait, as
long as the models in the kill team that can be drawn
from a Legion are all drawn from the same Legion. Note,
however, that models with the CHAOS CULTIST keyword
can never themselves benefit from a Legion Trait.

EMPEROR’SCHILDREN:
FLAWLESSPERFECTION

Inured to everyday sensations by lifetimes of indulgence,
the Emperor’sChildren find stimulation only in excess,
be it shocking acts of violence or gratuitous displays of
martial prowess.

Only models with the SLAANESH keyword can be
drawn from this Legion. If a model in your kill team
is within 1" of an enemy model at the beginning of the
Fight phase, the model in your kill team is considered
to have charged.

IRON WARRIORS: SIEGE LORDS

Cold-hearted killerswhose only faith is in their wargear,
the Iron Warriors have perfected siegewarfare, and are
able to gouge out even the most entrenched foes.

Models in your kill team do not suffer the penalty to
Injury rolls for the target of their attacks being obscured
and within 1" of a model or piece of terrain that is
between the two models.

NIGHT LORDS: TERROR TACTICS

The Night Lords revel in fear and mayhem, and will take
apart an opposingarmy piecemeal, isolating the weakest
enemies so that their confused cries can be savoured.

When an opponent takes a Nerve test for a model from
their kill team, they must add 1 to the test for each of
your models (other than shaken models) that is within
3" of that model.

WORLD EATERS:BUTCHER*SNAILS

Angron’ssons hurl themselves towards their foe, intent
on tearing them apart in a brutal whirlwind of violence.

Only models with the KHORNE keyword can be drawn
from this Legion. You can make one additional attack
in the Fight phase with a model in your kill team if it
charged, was charged or made a pile-in move granted
by the Heroic Intervention Commander Tactic in that
battle round.

BLACKLEGION: BLACKCRUSADERS

Inexorable and unflinching, the Black Legion exemplify
the threat posed by the Heretic Astartes, emerging from
the Eye of Terror for the sole purpose of erasing the
Imperium from the galaxy.

Add 1 to the Leadership characteristic of models in
your kill team. In addition, models in your kill team

can shoot Rapid Fire weapons as if they were Assault
weapons in the Shooting phase of a battle round in
which they Advanced (e.g. a Rapid Fire 1 weapon would
be used as if it were an Assault 1 weapon).

WORD BEARERS:PROFANE ZEAL

The Word Bearersmarch to war for the glory of the
Chaos pantheon, stirred into a rapturous state of
fanaticism by blasphemous catechismsand the dark
promises of the Ruinous Powers.

You can re-roll failed Nerve tests for models in your
kill team.

ALPHA LEGION:

HIDDEN IN PLAIN SIGHT

The warriors of the Alpha Legion are masters of
duplicity, able to mislead and misdirect even the most
vigilant of enemies before delivering the killing blow.

Models in your kill team are considered to be obscured
to enemy models that target them if they are more than
12" away from those models.

RENEGADE CHAPTERS: DARK RAIDERS

Freedfrom the constraints of the Imperium, Renegade
Astartes indulge their enhanced capacity for violence.

You can re-roll charge rolls for models in your kill team.




CRAFTWORLD

TTRIBUTES

The Sub-factions for models with the ASURYANI Faction
keyword are called craftworlds, and their Sub-faction
abilities are called Craftworld Attributes. If your kill
team is Battle-forged and all models in your kill team
are drawn from the same craftworld, models in the kill
team gain the Craftworld Attribute described below, and
you can use that craftworld’s Tactics.

ULTHWE: FORESIGHT OF THE DAMNED
All Aeldari are psychicallyattuned, but none more so
than those of Ulthwé. Perhapstainted by their long
proximity to the Eye of Terror, their intuition borders
well into prescience.

Roll a dice each time a model in your kill team loses a
wound. On a 6, the damage is ignored and the model
does not lose a wound. If a model already has a similar
ability, choose which effect applies, and re-roll 1s when
making these rolls.

SAIM-HANN: WILD HOST

Eachmember of a Saim-Hann Wild Host longsto be the
[irstinto the fight, the one towin all the glory,;nothing
stands between them and their quarry.

You can re-roll charge rolls for models in your kill team.

ALAITOC: FIELDCRAFT

Through a combination of stealth, superior scouting
reports and peerlesscamouflage, Alaitoc warriors are
able to obscure themselvesupon the battlefield.

Models in your kill team are considered to be obscured
to enemy models that target them if they are more than
12" away from those models.

BIEL-TAN:SWORDWIND

Biel-Tan warhosts are famed for the indomitable spirit
of their Aspect Warriors, as well as for the prodigious
storms of shuriken fire they unleash upon the foe.

Add 1 to the Leadership characteristic of ASPECT
WARRIORS in your kill team. In addition, you can re-roll
hitrolls of 1 for shuriken weapons used by models in
your kill team. A shuriken weapon is any weapon profile
whose name includes the word ‘shuriken’ (e.g. shuriken
pistol, Avenger shuriken catapult etc.). The ranged profile
of a scorpion’s claw is also a shuriken weapon.

IYANDEN: STOIC ENDURANCE

The tenacity of those from Iyanden is the stuff of
legends. Their craftworld has sufferedmuch, yet the
spirits of both its living and dead remain unbowed.

When you take a Nerve test for a model in your kill
team, roll a D3 (instead of a D6).

DRUKHARI OBSESSIONS

The Sub-factions for models with the DRUKHARI
Faction keyword are called Kabals, Wych Cults and
Haemonculus Covens, and their Sub-faction abilities
are called Drukhari Obsessions. A model’s keywords
indicate whether it can be drawn from a KABAL, WYCH
CULT or HAEMONCULUS COVEN. If your kill team is
Battle-forged and all models in your kill team are drawn
from the same Kabal, Wych Cult or Haemonculus
Coven, models in the kill team gain the Drukhari
Obsession described below, and you can use that Sub-
faction’s Tactics.

If your kill team is drawn from a Kabal, Wych Cult or
Haemonculus Coven that does not have an associated
Drukhari Obsession, choose a Drukhari Obsession for

the appropriate type of Sub-faction from those listed
below that best describes its character and fighting style.

EXISTING DATASHEETS

Kabalite Warriors and Archons gain the KABAL
keyword. Wyches and Succubi gain the WYCH CULT
keyword. Haemonculi gain the HAEMONCULUS
COVEN keyword.

BLADES FOR HIRE

Drukhari models that do not have the KABAL, WYCH
CULT or HAEMONCULUS COVEN keywords cannot
be drawn from a Kabal, Wych Cult or Haemonculus
Coven, but can be included in a Drukhari kill team
without preventing other models in that kill team
from gaining a Drukhari Obsession. Note, however,
that these models can never themselves benefit from a
Drukhari Obsession.




KABALOF THE BLACKHEART:
THIRST FOR POWER

Though by far the largestand most influential Kabal,
the Black Heart has been taught by Vect to never be
satisfied, and to rapaciously pursue ever more power.

Models in your kill team treat the current battle round
as being 1 higher than it actually is when determining
what bonuses they gain from their Power From Pain
ability (see the Kill Team Core Manual). Models in your
kill team that do not have the Power From Pain ability
instead gain the Inured to Suffering bonus (see Power
From Pain in the Kill Team Core Manual).

KABALOF THE FLAYEDSKULL:
INESCAPABLESLAYERS

The Kabalites of the Flayed Skull excel in swift
and shockingly violent raids, using their speed and
manoeuvrability to harry the most elusive targets.

Models in your kill team do not suffer the penalties to
hit rolls for the target of their attacks being obscured or
because of intervening terrain.

KABALOF THE POISONED TONGUE:
THE SERPENT’SKISS

The toxin craftersof the Kabal of the Poisoned Tongue
tailor their venoms to the targets of a raid, ensuring
they will have the most gruesome effect on the
victims’ physiologies.

Re-roll wound rolls of 1 made for melee weapons and
poisoned weapons used by models in your kill team.
For the purposes of this obsession, a poisoned weapon
is any weapon that wounds on a particular roll (e.g. on
ad+).

KABALOF THE OBSIDIAN ROSE:
FLAWLESSWORKMANSHIP

Everyweapon produced in the workshops of the Kabal
of the Obsidian Rose is a masterpiece, equal in accuracy
and lethality to the finest armaments of other Kabals.

Models in your kill team do not suffer the penalty to
hit rolls for their attacks that target enemy models at
long range.

CULTOF STRIFE:
THE SPECTACLEOF MURDER

Whether enthralling spectatorsin the arena or
slaughteringtheir way through an enemy army, the Cult
of Strife have developed a penchant for bombastically
violent opening manoeuvres.

You can make one additional attack in the Fight
phase with a model in your kill team if it charged, was
charged or made a pile-in move granted by the Heroic

Intervention Commander Tactic in that battle round.

CULT OF THE CURSED BLADE:
ONLY THE STRONG WILL THRIVE

There is no place for frailties amongst the Cult of the
Cursed Blade, for they teach that weakness exists only
to be exploited by the strong. Those Wyches who survive
in the Cult’sarena are the physical embodiment of

this philosophy.

Increase the Strength characteristic of models from

in your kill team by 1. In addition, when you take a
Nerve test for a model in your kill team, subtract 1 from
the result.

CULT OF THE RED GRIEF:
SPEEDOF THE KILL

Wyches of the Cult of the Red Griefrevel in high-speed
murder, and there is fierce competition amongst their
ranks as to who can butcher their victims the quickest.

You can re-roll charge rolls for models in your kill team.

THE PROPHETS OF FLESH:
CONNOISSEURS OF PAIN

The Prophets of Fleshhave modified their own bodies
and those of their servants to an extraordinary extent —
somuch so that few weapons their enemies bring to bear
against them can inflict damage greaterthan that they
have already endured.

Models in your kill team with the Insensible to Pain
ability have an invulnerable save of 4+ (rather than 5+).

THE DARK CREED:

DISTILLERSOF FEAR

The Coven of the Dark Creedhas perfectedevery
method of inducing terror, to the extent that their
mere presencefills the minds of their enemies with
nightmarish dread.

When an opponent takes a Nerve test for a model from
their kill team, they must add 1 to the test for each of
your models (other than shaken models) that is within
3" of that model.

COVEN OF TWELVE:
BUTCHERS OF FLESH

The practice of internecine assassinations that exists
amongst the Coven of Twelve ensures that weapons and
wits are kept razor-sharp at all times, and only those
members who are master flesh-carverssurvive long.

Improve the Armour Penetration characteristic of all
melee weapons used by a model in your kill team by 1.
For example, an Armour Penetration characteristic of 0
becomes -1, an Armour Penetration characteristic of -1
becomes -2, and so on.




MASQUE FORMS

The Sub-factions for models with the HARLEQUINS
Faction keyword are called masques, and their Sub-
faction abilities are called Masque Forms. If your kill
team is Battle-forged and all models in your kill team
are drawn from the same masque, models in the kill
team gain the Masque Form described below, and you
can use that masque’s Tactics.

MIDNIGHT SORROW:
THE ART OF DEATH

The warrior acrobats of the Midnight Sorrow move with
exceptional purpose and singular dedication upon the
field of battle.

Models in your kill team can move an additional D6"
when they Fall Back. In addition, they can consolidate
up to 6"

VEILED PATH: RIDDLE-SMITHS

Harlequins of the Masque of the Veiled Path are
tricksterswithout peer, and to meet them in battle
is to encounter hallucination and misdirection from
every quarter.

At the start of each Fight phase roll two dice and discard
the highest result. Until the end of the phase, each time
an opponent targets a model in your kill team and
makes a hit roll that, before modifiers, exactly matches
your dice result, that hit roll fails.

FROZEN STARS:HYSTERICALFURY

The Masque of Frozen Stars fight with frenetic glee,
slaying in a mirthful frenzy that is terrifying to behold.

You can make one additional attack in the Fight
phase with a model in your kill team if it charged, was
charged or made a pile-in move granted by the Heroic
Intervention Commander Tactic in that battle round.

SOARING SPITE: SERPENT’SBROOD

The Masque of the Soaring Spite strike like the Weaver
Serpents of Aeldari myth, swift and sudden.

Models in your kill team treat all Pistol weapons they
are equipped with as Assault 1 weapons during a battle
round in which they Advanced. In addition, these
models do not suffer the penalty to their hit rolls for
shooting Assault weapons during a battle round in
which they Advanced.

DREAMING SHADOW:
SOMBRESENTINELS

The Harlequins of the Dreaming Shadow are steeped
in the grotesque and the ghastly; their only fear is that
their eternal watch might falter or fail.

When you take a Nerve test for a model in your kill
team, subtract 1 from the result. In addition, when a
model in your kill team is taken out of action, roll a D6
before removing that model: on a 4+, that model can
make a shooting attack with one weapon as if it were the
Shooting phase, or make a single attack as if it were the
Fight phase.

SILENTSHROUD:
DANCE OF NIGHTMARES MADE FLESH

To fight the Silent Shroud is to do battle with your own
worst fears, magnified into a silent storm that smothers
sanity and suffocatesrational thought until all that
remains is animalistic terror.

Subtract 1 from the Leadership characteristic of enemy
models while they are within 3" of any models in your
kill team. In addition, whenever an opponent takes a
Nerve test for a model that is within 3" of any models in
your kill team, they must roll two dice and discard the
lowest result.
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DYNASTIG GODES

The Sub-factions for models with the NECRONS Faction
keyword are called dynasties, and their Sub-faction
abilities are called Dynastic Codes. If your kill team is
Battle-forged and all models in your kill team are drawn
from the same dynasty, models in the kill team gain the
Dynastic Code described below, and you can use that
dynasty’s Tactics.

DYNASTIC AGENTS

Triarch Praetorians cannot be drawn from a dynasty,
but can be included in a Necrons kill team without
preventing other models in that kill team from gaining a
Dynastic Code. Note, however, that Triarch Praetorians
can never themselves benefit from a Dynastic Code.

SAUTEKH: RELENTLESSADVANCE

Nothing can halt the inexorable march of the Sautekh.
These disdainful conquerorswill stop at nothing to
retake their ancient domain, obliterating any who dare
defy them in a storm of death and destruction.

Models in your kill team can shoot ranged weapons as

if they were Assault weapons in the Shooting phase of a
battle round in which they Advanced (e.g. a Rapid Fire 1
weapon would be used as if it were an Assault

1 weapon).

MEPHRIT: SOLARFURY

The Mephrit have harnessedthe power of captive suns to
power their weapons. This raging solar energy can sear
through even the thickest armour with ease.

If a model in your kill team targets an enemy model
that is within range and not at long range when making
a shooting attack, improve the Armour Penetration
characteristic of that weapon’sattack by 1 (i.e. an
Armour Penetration characteristic of ‘0’ becomes ‘-1’,
an Armour Penetration characteristic of -1’ becomes
-2’ etc.).

NOVOKH: AWAKENEDBY MURDER

The crimson hosts of Novokh remember well the sacred
rites of blooding performed by their warriors in the
ancient times. The dynasty’s proud martial heritage
awakens a spark of violent pride within its legions,
lending power and ferocity to their attacks.

You can re-roll failed hit rolls in the Fight phase

for attacks made by a model in your kill team if it
charged, was charged or made a pile-in move granted
by the Heroic Intervention Commander Tactic in that
battle round.

NIHILAKH:
AGGRESSIVELYTERRITORIAL

Regal and arrogant, the warriors of this proud dynasty
will not give a singleinch to their foes. They stand their
ground defiantly, unleashing a formidably accurate hail
of fire that cleansesthe stain of the lesserracesfrom
their rightful lands.

Re-roll unmodified hit rolls of 1 in the Shooting phase
for models in your kill team if they have not moved in
this battle round.

NEPHREKH: TRANSLOCATION BEAMS

The bodies of the Nephrekh are craftedfrom metagold.
This rare and wondrous alloy allows them to transform
into beams of pure light in order to teleport acrossopen
ground and even phase through solid matter.

If a model in your kill team Advances, you can re-roll
the D6 to determine the increase to that model’s Move
characteristic. In addition, if a model in your kill team
Advances, it can move across models and terrain as if
they were not there.




GLAN KULTURS

The Sub-factions for models with the ORKS Faction
keyword are called clans, and their Sub-faction abilities
are called Clan Kulturs. If your kill team is Battle-forged
and all models in your kill team are drawn from the
same clan, models in the kill team gain the Clan Kultur
described below, and you can use that clan’s Tactics.

GUNZ FOR HIRE

FLASH GITZ can be included in an Ork kill team without
preventing other models in that kill team from gaining a
Clan Kultur. Note, however, that FLASH GITZ can never
themselves benefit from any Clan Kultur unless every
model in that kill team (other than GRETCHIN - see
Grots, below) is drawn from the Freebooterz.

GROTS

GRETCHIN cannot be drawn from a clan, but can be
included in an Orks kill team without preventing other
models in that kill team from gaining a Clan Kultur.
Note, however, that GRETCHIN can never themselves
benefit from any Clan Kultur.

GOFFS: NO MUKKIN’ ABOUT

Golff Orks are the biggest,meanest and most ferocious
of their kind. Once they get stuck into hand-to-hand
combat, the Goffs quickly overwhelm their enemies by
dint of sheerviolent ferocity.

Each time you make an unmodified hit roll of 6 for

an attack with a melee weapon made by a model in
your kill team, immediately make an additional hit roll
against the same target using the same weapon. These
additional hit rolls cannot themselves generate any
further hit rolls.

BAD MOONS: ARMED TO DA TEEF

Bad Moons are ostentatious show-offs, whose
predilection for toting the biggest, loudest and shiniest
shootas means that they can typically lay down a storm
of dakka that eclipsesthe firepower of any other clan.

Re-roll unmodified hit rolls of 1 for attacks made by
models in your kill team in the Shooting phase.

EVILSUNZ: RED ONES GO FASTA

The Evil Sunz are firm believersin the old Ork adage
‘redones go fasta’, and so the Orks of this clan make
sure to daub their vehiclesand themselves bright red.

Bizarrely, the practice actually seems to work.

Add 1 to the Move characteristic of models in your
kill team, and add 1 to Advance and charge rolls made
for them. In addition, these models do not suffer the
penalty to their hit rolls for shooting Assault weapons
during a battle round in which they Advanced.

DEATHSKULLS:LUCKY BLUEGITZ

All Orks believe blue to be a lucky colour, but the
notoriously superstitious Deathskulls are fervent in that
belief. The clan’smembers are in the habit of daubing
themselves liberallywith blue warpaint.

Models in your kill team have a 6+ invulnerable save,
unless they already have an invulnerable save. In
addition, you can re-roll a single failed hit roll and a
single failed wound roll in each phase, as long as the
attack was made by a model in your kill team.

SNAKEBITES:DA OLD WAYS

Snakebites are seen as a bit backwards to the other Ork
clans. However, their refusal to rely upon ‘newfangled
rubbish’ and their habit of allowing themselves to be
bitten by venomous serpents to prove their toughness
makes them remarkably resilientwarriors.

Roll a dice each time a model in your kill team loses a
wound. On a 6 the wound is not lost. If a model already
has a similar ability, choose which effect applies, and
re-roll 1s when making these rolls.

BLOOD AXES: TAKTIKS

The Blood Axes are seen as untrustworthy by other
Orles, but they couldn 't care less;they possessan
instinctive grasp of battlefield strategy that —while still
undeniably Orky in its application— allows them to
surprise even the most seasoned enemy commanders.

Models in your kill team are considered to be obscured
to enemy models that target them if they are more than
18" away from those models. In addition, models in
your kill team can shoot even if they Fell Back in the
same battle round.

FREEBOOTERZ: COMPETITIVE STREAK
There ssomething a little off about most Freebooterz.
These mercenary loot-hounds arejust that bit more
mean-spirited, vicious and sneaky, and substantially
more competitive than their fellow greenskins.

Add 1 to hit rolls for attacks made by models in your

kill team for each other model in your kill team that has
taken an enemy model out of action with an attack in
this phase.




SEPT TENETS

The Sub-factions for models with the T"AU EMPIRE
Faction keyword are called septs, and their Sub-faction
abilities are called Sept Tenets. If your kill team is
Battle-forged and all models in your kill team are
drawn from the same sept, models in the kill team gain
the Sept Tenet described below, and you can use that
sept’s Tactics.

KROOT

KROOT models cannot be drawn from a sept, but can be
included in a T’au Empire kill team without preventing
other models in that kill team from gaining a Sept
Tenet. Note, however, that KROOT models can never
themselves benefit from any Sept Tenet.

T’AUSEPT: COORDINATED FIRE ARCS

The rigorouslydrilled Fire Warriors of T auSept utilise
overlappingfields of fire to envelop charging enemies in
a kill-storm of searing pulse energy.

When a model in your kill team uses their For the
Greater Good ability, or when they fire Overwatch
whilst they are within 6" of a friendly model, they
successfully hit on a roll of 5 or 6.

VIOR’LASEPT: STRIKEFAST

The Commanders of Vior'la harness their warriors’
fiery temperaments by embracing a highly mobile and
aggressiveform of warfare, taking the fight to the heart
of the enemy.

Models in your kill team can shoot Rapid Fire weapons
as if they were Assault weapons in the Shooting phase
of a battle round in which they Advanced (e.g. a Rapid
Fire 1 weapon would be used as if it were an Assault 1
weapon). In addition, these models do not suffer the
penalty to their hit rolls for shooting Assault weapons
during a battle round in which they Advanced.

BORK’ANSEPT:
SUPERIOR CRAFTSMANSHIP

FromBork’an Sept ’srenowned applied sciencedivisions
come the most advanced and ingenious weapon
prototypes, field-tested by elite contingents of Fire

caste soldiers.

Models in your kill team do not suffer the penalty to
hit rolls for their attacks that target enemy models at
long range.

DAL’YTHSEPT:
ADAPTIVE CAMOUFLAGE

The T’au of Dal’yth prize victory at any cost, and have
mastered the art of sudden ambushes and elaborate
traps. They utilise adaptive camouflage fields to elude
and disorient their foes.

If a model in your kill team does not move in the
Movement phase, for the remainder of the battle round
itis considered to be obscured to enemy models that
target it.

SA’CEASEPT: CALM DISCIPLINE

The Fire Warriors of the densely populated Sa’ceaSept
train extensively for the close-rangehell of city combat,
learning the vital importance of fire discipline and
combined arms.

Add 1 to the Leadership characteristic of models in your
kill team. In addition, you can re-roll hit rolls of 1 for
shooting attacks made by models in your kill team.

FARSIGHT ENCLAVES:
DEVASTATING COUNTER-STRIKE
Commander O’Shovah’smastery of Mont’ka has bled
into the martial culture of the FarsightEnclaves.Its
warriors are experts in the deadly art of engagingthe
enemy in close confines.

Re-roll hit and wound rolls of 1 for shooting attacks
made by models in your kill team that target an enemy
model that is within 6" of the firing model.




HIVE FLEET ADAPTATIONS

The Sub-factions for models with the TYRANIDS
Faction keyword are called hive fleets, and their Sub-
faction abilities are called Hive Fleet Adaptations. If
your kill team is Battle-forged and all models in your
kill team are drawn from the same hive fleet, models in
the kill team gain the Hive Fleet Adaptation described
below, and you can use that hive fleet’s Tactics.

If you are using a splinter fleet rather than a hive fleet,
use the Hive Fleet Adaptation of its parent hive fleet.
For example, the Court of the Nephilim King is a
splinter fleet of Hive Fleet Behemoth, so should use
the Behemoth Hive Fleet Adaptation. If you are unsure
of a splinter fleet’s parent hive fleet, either consult

the background sections of our books or choose an
adaptation from those below that best describes its
character and fighting style.

BEHEMOTH: HY PER-AGGRESSION

Driven by a frenzied hunger, Hive FleetBehemoth
unleashes the full might of its swarms in an
overwhelming frontal assaullt.

You can re-roll charge rolls for models in your kill team.

KRAKEN: QUESTING TENDRILS

The Kraken harries and unbalances its foeswith
lightning-fast flanking attacks, before encirclingthem
for the final, bloody massacre.

When a model in your kill team Advances, roll three
Dé6 instead of one and pick the highest to add to the
Move characteristic of that model for that Movement
phase. In addition, if a model in your kill team started
the Movement phase within 1" of an enemy model, but
when you pick it to move there are no enemy models
within 1", that model can make a charge attempt instead
of Falling Back or remaining stationary.

LEVIATHAN:SYNAPTICIMPERATIVE

Hive FleetLeviathan’s synaptic network is so strong that
its organisms can be compelled by the Hive Mind to fight
in spite of injuries that should have crippled or slain
them outright.

Roll a D6 each time a model in your kill team loses

a wound whilst it is within 6" of a friendly SYNAPSE
model. On a 6, the damage is ignored and the model
does not lose a wound. In addition, models in your kill
team that are within 6" of a friendly SYNAPSE model do
not suffer the penalty to their hit rolls from one flesh
wound they have suffered.

GORGON: ADAPTIVE TOXINS

The toxins produced by Hive FleetGorgon's
swarm-creatures adapt with terrifying speedto
any jfoe, agonising and ravaging the bodies of their
unfortunate victims.

You can re-roll wound rolls of 1 in the Fight phase for
attacks made by models in your kill team.

JORMUNGANDR: TUNNEL NETWORKS

The warrior-organisms of Hive FleetJormungandr
attack from subterranean tunnels, making them
extremely difficult to target until it is far too late.

Models in your kill team (other than models that can
FLY) are considered to be obscured to enemy models
that target them. If the model Advances or charges,
however, it loses this benefit until the end of the
battle round.

HYDRA: SWARMING INSTINCTS

Hive Fleet Hydra’ssuper-swarms overwhelm their prey
with sheerweight of numbers, drowning them in a tide
of chitin, flesh and slashingclaws.

You can re-roll hit rolls in the Fight phase for attacks
made by models in your kill team that target an enemy
model thatis within 1" of another model in from your
kill team.

KRONOS: BIO-BARRAGE

Hive FleetKronos obliterates its foes at range by
unleashing devastating barragesof bio-plasma and
living missiles.

Re-roll unmodified hit rolls of 1 in the Shooting phase
for models in your kill team if they have not moved in
this battle round.




GULT GREEDS

The Sub-factions for models with the GENESTEALER
CULTS Faction keyword are called cults, and their Sub-
faction abilities are called Cult Creeds. If your kill team
is Battle-forged and all models in your kill team are
drawn from the same cult, models in the kill team gain
the Cult Creed described below, and you can use that
cult’s Tactics (e.g. if all models in your kill team

are drawn from the Cult of the Four-armed Emperor,
those models gain the Subterranean Ambushers

Cult Creed, and you can use Cult of the Four-armed
Emperor Tactics).

XENOS PHYSIOLOGY

GENESTEALER models cannot be drawn from a cult.
However, their presence in your kill team does not
prevent you using a Cult Creed, as long as the models in
the kill team that can be drawn from a cult are all drawn
from the same cult. Note, however, that models with the
GENESTEALER keyword can never themselves benefit
from a Cult Creed.

CULT OF THE FOUR-ARMED EMPEROR:
SUBTERRANEANAMBUSHERS

The Cult of the Four-armed Emperor hails from a
mining dynasty. It specialisesin launching surprise
assaults from the subterranean realms of the Imperium.

Add 1 to Cult Ambush rolls made for models in your
kill team.

THE TWISTED HELIX:
EXPERIMENTALSUBIJECTS

The bio-alchemists of the Twisted Helix seekto perfect
their hybridised creations by blending the strength of the
Genestealerwith human stock in inventive new ways.

Add 1 to the Strength characteristic of models in
your kill team. In addition, when a model in your kill
team Advances add an additional 2" to the distance it
can move.

THE RUSTED CLAW:
NOMADIC SURVIVALISTS

The Rusted Claw believe they need only to endure to
securetotal victory. The scruffy and weather-beaten
appearance of these nihilists beliesa hidden stamina.

When making saving throws for models in your kill
team, treat enemy attacks with an Armour Penetration
characteristic of -1 as having an Armour Penetration of
0 instead.

THE HIVECULT:
DISCIPLINED MILITANTS

The Hivecult recruits its converts from military
organisations and criminal underworlds. It values
firepower highly, and knows how best to use it.

When you take a Nerve test for a model in your kill
team, roll a D3 (instead of a D6). In addition, models in
your kill team can shoot in a battle round in which they
Retreated or Fell Back, but if they do so a 6 is always
required for a successful hit roll, irrespective of the
firing model’s Ballistic Skill or any modifiers.

THE BLADED COG:
CYBORGISEDHYBRIDS

Often hailing from forgeworlds, cultists of the Bladed
Cogblend man, machine and alien into disgusting
hybrid anatomies that they see as perfect organisms.

Models in your kill team have a 6+ invulnerable

save. Models in your kill team that already have an
invulnerable save instead improve their invulnerable
save by 1 (to a maximum of 3+). In addition, models in
your kill team do not suffer the penalty to their hit rolls
for moving and shooting Heavy weapons.

THE PAUPER PRINCES:

DEVOTED ZEALOTS

The frothing fanatics of the Pauper Princes believe
that martyrdom is the finest of acts. They fightwith a
religiousfrenzy when their fellowsare threatened.

You can re-roll failed hit rolls in the Fight phase

for attacks made by a model in your kill team if it
charged, was charged or made a pile-in move granted
by the Heroic Intervention Commander Tactic in that
battle round.




‘Damnation man, this is a critical
moment! Brute force simply won’t
be enough! Send word to Sergeant
Marius. His Blood Angels will get
the Governor out alive’ i
- General Kasmund Dar-Galot,
during the last days of the Axi- ¥
mal Secession






COUNTLESS BATTLES

In a galaxy at war there are no limits to the kinds of missions your kill teams will undertake, and no end to the
dangers they face. Kill Team gives you the freedom to play the games you want, how you want, as described here.

DIFFERENT WAYS TO PLAY

Kill Team is a game that pits groups of diehards against
one another, but beyond that core premise there is huge
variety in the games you can play and the stories you
can tell. The different ways of playing are described here
under three headings - open play, narrative play and
matched play.

OPEN PLAY

Open play is the least restrictive type of gaming because
it can be as simple or as complex as you like. All you need
to play an open play game are your painted miniatures,
their datasheets, the Kill Team core rules, a mission, a

set of dice, a tape measure and a flat surface on which to
play. Then, just set up your models and begin the battle!
A simple mission to get you started is included on page
41, and there are some additional ideas and missions on
pages 50-51. You can add extra dimensions to your open
play games by incorporating any of the rules or guidelines
that appear in this and other Kill Team products, or
invent missions and rules of your own.

MATCHED PLAY

Matched play games allow for kill teams to be tested
against each other under conditions that give no
particular advantage to either side, to see which kill
team is strongest and which commander is canniest. Kill
teams in matched play games are chosen following a set
of rules that mean players can be sure that their forces
will have a fair fight. Key to these rules are the points
values that are given to each model and piece of wargear
in matched play. You can find these values at the end of
each Faction section in this book.

Matched play is ideal for competitive play as it provides
clear guidelines on the size and strength of the kill teams
taking part, as well as ensuring that all battles are as fair
as they can be.

NARRATIVE PLAY

Narrative play games are all about telling stories in the
grim darkness of the far future, This can be as simple as
devising a reason for two kill teams to battle each other,
such as a deep-seated rivalry or a vital objective that
must be secured. Creating a setting like this turns Kill
Team into more than a competitive game, as each battle
is woven into the ongoing story of the war-torn galaxy.

There are endless ways to build a story into your

games. Kill teams might be modified to better reflect

the plot, specific terrain might play a part in recreating
the landscape and ‘house rules’ might be invented to
represent the consequences of victory and defeat. There
are a number of missions available in this book that
represent some of the most common archetypes for

these stories (pg 52-55). By linking together the narrative
battles you fight, you can turn a story into a saga in which
your kill team are the protagonists. The campaign rules in
this book (pg 202-205) help you create such a tale.

NO WRONG WAY TO PLAY

Each mission in this book tells you what type of play it
is designed for. However, theres nothing stopping you
from taking elements from a mission meant for matched
play and using it for a narrative play game, or taking one
of the narrative play missions and basing an open play
game on the core idea of that mission. Its up to you!

SCOUTING PHASE

This section introduces the Scouting phase - a phase
that takes place before the battle and represents the kill
teams’ efforts before they engage in direct conflict.

TACTICS

Some of the missions that follow in this section include
Tactics that one or more players gain access to during
that mission. For more information about Tactics and
how to use them, see pages 64-65.

OBJECTIVE MARKERS

Many missions include objective markers. Each objective
marker should be around 1" across. When a mission
includes objective markers it will tell you how to set them
up, but if you are unable to place an objective marker as
described by the mission (e.g. because there is terrain in
the way), you can instead place it as close as possible to
its correct position. Whenever you measure to or from
an objective marker, unless stated otherwise measure to
the centre of the marker, and when measuring to another
objective marker or the edge of the battlefield, only
measure the horizontal distance. A player controls an
objective marker if there are more models from their kill
team within 2" of it than there are enemy models. Models
that are shaken do not count.




SGOUTING PHASE

Operatives creep into position, eliminating sentries, disarming or laying traps and relaying information
about the distribution of enemy forces. Their success or otherwise will determine who has the upper hand

should it come to a contest of arms.

Once you have chosen a mission and your kill teams,
and set up the battlefield, but before you set up your kill
teams, you play the Scouting phase. This phase is used
to determine the success of each kill team’s planning,
preparing and manoeuvring before the battle, and may
have an impact on how the kill teams are set up, how the
terrain affects the battle, and so on.

In the Scouting phase, each player secretly chooses one
of the following strategies by hiding a D6 behind their
hand with the relevant number showing on the top face
of the dice.

1. Scout Out Enemy Forces
2. Plant Traps

3. Disarm Traps

4. Scout Out Terrain

5. Take Forward Positions
6. Eliminate Sentries

Once all players have done so, they reveal their choices
simultaneously, with the effects described below.

Once they have done this, the Scouting phase is over
and the players continue with deployment.

1. Scout Out Enemy Forces

If you choose this strategy, you can set aside up to 20
per cent of the models in your kill team (rounding up)
during deployment. For example, if you have 5 models
in your kill team, you can set aside 1 model, if you have
3 models in your kill team, you can set aside 1 model,
and if you have 20 models in your kill team, you can

set aside 4 models. Once all kill teams have been set up,
you can then set these models up, following the rules for
deployment in the mission you are playing. If more than
one player chooses this, you must roll off. Whichever
player wins gains the benefit of this strategy. The other
player(s) gain no benefit.

2. Plant Traps

If you choose this strategy you can booby-trap up to
D3 pieces of terrain, other than impassable terrain, that
are no bigger than 8" in height, length or width. Before
any models are set up, you must choose which pieces
of terrain your kill team has booby-trapped, and note
those down clearly on a piece of paper. If an enemy
model moves within 1" of one of these terrain pieces, or
begins their move within 1" of one (unless they remain
stationary), they trigger the booby trap: reveal to your

opponent(s) that the terrain is booby-trapped, and roll
a D6 for the enemy model. On a 1, they suffer 1 mortal
wound. Models that can FLY do not trigger the booby
trap unless they begin or end their move within 1"

of a booby-trapped terrain piece (and do not remain
stationary). After the model’s move is complete, enemy
models treat that piece of terrain, and all open ground
within 1" of it, as dangerous terrain. It is no longer
booby-trapped.

3. Disarm Traps

If you choose this strategy, choose an enemy player
who chose the Plant Traps strategy. That player’s
strategy has no effect. If there is no such player, your
strategy has no effect.

4. Scout Out Terrain

If you choose this strategy, choose up to D3 pieces of
difficult or dangerous terrain (each piece of terrain can
be no bigger than 8" in height, length or width). Your
models can move through this terrain without penalty
in this mission. In addition, if a friendly model suffers a
mortal wound from this terrain, roll a D6. On a 5+, that
mortal wound is ignored.

5. Take Forward Positions

If you choose this strategy, once all kill teams have been
set up but before the first battle round begins, up to

20 per cent of the models in your kill team (rounding
up) can make a normal move as if it were your turn in
the Movement phase. If more than one player chooses
this strategy, those players must roll off. Whichever
player wins gains the benefit of this strategy. The other
player(s) gain no benefit.

6. Eliminate Sentries

If you choose this strategy, once all kill teams have been
set up but before the first battle round begins, up to 20%
of the models in your kill team (rounding up) can make
a shooting attack as if it were your turn in the Shooting
phase. When they do so, they must target a model that
has made a normal move as a result of the Take Forward
Positions strategy. If more than one player chooses

this strategy, those players must roll 2D6 to establish

an Initiative order as if it were the Initiative phase, and
then take it in turn to resolve any attacks as if it were
the Shooting phase, in the order just established. If no
player chose the Take Forward Positions strategy, this
strategy has no effect.




BEHIND ENEMY LINES

Kill team operations take place under any number of unusual circumstances. On these pages you will find
three examples of open play missions for playing games of Kill Team. You will also find a few ideas below
to spark your imagination for other exciting open play games of Kill Team.

Surrounded by a numerically superior foe, an elite
force must break out or drive off the enemy.

A ragtag band of survivors from various units come
together in no mans land to try to get back to their
own lines.

A routine patrol is ambushed in dense terrain when
returning with essential intelligence. They must

escape to bring this information to their commander.

A small band of planetary defenders must hold a
vital communications array until reinforcements can
arrive from orbit.

Command wants to use a fleet of bombers to
annihilate the enemy headquarters, but there is only
one viable route to the target, covered by anti-air
defences. These guns must be destroyed.

A sorcerer is conducting a fell ritual. An army will
not be able to get past his forces, but if a small team
can defeat his elite guards they can stop the sorcerer
before he completes his work.

A spy has been wounded while trying to escape your
camp and must be hunted down before he can get
back to his comrades.

A key artefact was buried in a ruined city when it
fell. Your team must retrieve this artefact before the
enemy can find it.

A traitor has gone over to the enemy! Find and
eliminate him before he can give up his secrets.

The enemy has seeded this area with explosives. You
must disarm them all before the rest of the army can
move through.

9

OPEN PLAY MISSION
AERIAL STRIKE

Sometimes the only way to get troops into a critical fortified position is from above, dropping from the
sky on grav-chutes or by other means to sabotage vital enemy equipment.

THE KILL TEAMS

This is a mission for two players.
Choose which player will be the
attacker and which will be the
defender (roll off if you can't agree
— the winner decides). Each player
chooses a kill team (see page 62).

THE BATTLEFIELD

Create the battlefield and set up
terrain. The defender then places 3
objective markers anywhere on the
battlefield. Each objective marker
must be at least 6" from other
objective markers.

SGOUTING PHASE
Do not use the rules for the
Scouting phase in this mission.

DEPLOYMENT

The defender sets up their models,
anywhere on the battlefield. Divide
the battlefield into four even
quarters and number them 1-4.
The attacker then rolls a D6 for
each of their models. On a 1-4,
that model is set up in the quarter
corresponding to the number
rolled. On a 5-6, the attacker may
pick which quarter the model is set
up in. The attacker’s models must
be set up more than 4" from any of
the defender’s models.

BATTLE LENGTH

The battle automatically ends at
the end of battle round 5.

VICTORY CONDITIONS

If any of the attacker’s models are
within 1" of an objective marker at
the end of a battle round, they may
attempt to destroy it. Roll a D6 for
each of those models. On a 5+,
that objective is destroyed: remove
it from the battlefield. At the end
of the battle, each objective marker
is worth 2 victory points to the
attacker if it has been destroyed

or 2 victory points to the defender
if it is still on the battlefield. Each
player also scores 1 victory point
for each enemy specialist that

is out of action at the end of the
battle. The player with the most
victory points is the winner. If the
players have the same number of
victory points, the defender wins.




OPEN PLAY MISSION

SEARGH AND RESGUE
When a key operative is lost behind enemy lines, the rest of their unit must retrace their steps and
locate their missing comrade before the enemy does.

THE KILL TEAMS

This is a mission for two players.
Choose which player will be the
rescuer and which will be the
defender (roll off if you can't agree
— the winner decides). Each player
chooses a kill team (see page 62).

THE BATTLEFIELD

Create the battlefield and set up
terrain. The defender places 5
objective markers anywhere on the
battlefield. Each objective marker
must be at least 4" from other
objective markers and the edge of
the battlefield. They then divide
the battlefield into even halves.

SCOUTING PHASE
Resolve the Scouting phase as
described on page 49.

DEPLOYMENT

The rescuer picks a battlefield half
to be their deployment zone and
sets up a model anywhere in that
deployment zone, more than 8"
from the enemy deployment zone.
Players then alternate setting up
models in this way. If one player
finishes deploying first, the other
player may continue to set up
models until all members of both
kill teams are set up.

BATTLE LENGTH
The battle ends at the end of battle
round 5.

VICTORY CONDITIONS

At the end of the Movement phase,
roll a D6 in turn for each objective
marker within 1" of any of your

models and more than 1" from any
enemy models (if both players can
do so, take it in turn following the
order determined in the Initiative
phase). On a 6, immediately
remove all the other markers from
the battlefield, including any yet

to be rolled for. From this point
onwards, do not make any further
rolls for objectives. At the end of
the battle, whichever player has
the most models within 2" of the
remaining objective marker is the
winner. If neither player has more
models within 2" of the objective
marker than their opponent, or if
all of the objective markers are still
on the battlefield, the rescuer wins.

OPEN PLAY MISSION

LINES OF BATTLE

b

Sometimes it is up to a single unit to try to hold a flank and stop the enemy from breaking through to
their defenceless support and supply trains. If they fail, the war is almost certainly lost!

THE KILL TEAMS

This is a mission for two players.
Choose which player will be the
attacker and which will be the
defender (roll off if you cant agree
- the winner decides). Each player
chooses a kill team (see page 62).

THE BATTLEFIELD

Create the battlefield and set up
terrain. The defender then picks
one battlefield edge to be the line
they must hold.

SCOUTING PHASE

Resolve the Scouting phase as
described on page 49.

DEPLOYMENT

The defender sets up their kill
team anywhere within 6" of the
battlefield edge they must hold.
The attacker then sets up their kill
team anywhere within 6" of the
opposite battlefield edge.

BATTLE LENGTH

At the end of battle round 4, the
attacker rolls a D6. The battle
continues on a 3+, otherwise the
battle ends. At the end of battle
round 5, the attacker again rolls a
Dé6. This time the battle continues
on a 4+, otherwise the battle ends.
The battle automatically ends at
the end of battle round 6.

VICTORY CONDITIONS

The attacker can move their
models off the defender’s
battlefield edge, if that model’s
move is sufficient to take it wholly
over the edge of the battlefield.

A model that does so has broken
through - it is not out of action,
but takes no further part in the
mission. At the end of the battle,
the attacker scores 1 victory point
for each model that has broken
through, while the defender
scores 1 victory point for each

of the attacker’s models that has
not broken through. The player
with the most victory points is
the winner. If the players have the
same number of victory points,
the defender wins.




NARRATIVE PLAY MISSION
DISRUPT SUPPLY LINES

The success or failure of an army depends on how well it is supplied, and kill teams play a vital part in
both sabotaging and safeguarding supply lines. When high command receives intelligence that a supply
line is in danger, they will quickly despatch a kill team to intercept and eliminate the saboteurs.

THE KILL TEAMS

This is a mission for two players. Choose which player
will be the attacker and which will be the defender (roll
off if you can't agree — the winner decides). Each player
chooses a Faction keyword, and the players reveal their
choices at the same time. Then each player chooses a
Battle-forged kill team (see page 62) that only includes
models with the Faction keyword they chose.

THE BATTLEFIELD

Create the battlefield and set up terrain. An example

of how you might do this is shown below. The players
roll off, and the player that wins chooses which of the
short edges of the battlefield their deployment zone

is touching. The defender then places three objective
markers in their territory. Each objective marker must
be at least 6" from other objective markers and the edge
of the battlefield.

SCOUTING PHASE

Resolve the Scouting phase as described on page 49.

DEPLOYMENT

The players roll off, and then alternate setting up
models, starting with the player who lost the roll-off.
A player’s models must be set up wholly within their
deployment zone. If a player runs out of models to set
up, skip them. Continue setting up models until both
players have set up their kill teams. Once the players
have set up all their models, deployment ends and the
first battle round begins.

Defender’s
Deployment Zone

Deployment Zone

BATTLE LENGTH

At the end of battle round 4, the attacker rolls a D6. The
battle continues on a 3+, otherwise the battle ends. At
the end of battle round 5, the attacker again rolls a D6.
This time the battle continues on a 4+, otherwise the
battle ends. The battle automatically ends at the end of
battle round 6.

VICTORY CONDITIONS

At the end of the battle, each objective marker is worth 3
victory points to the player who controls it. In addition,
the attacker scores 1 victory point for each objective
marker they have destroyed, and a player scores 1
victory point if the enemy player’s kill team is broken.
The player with the most victory points is the winner. If
the players have the same number of victory points, the
defender wins.

RESOURCES

In a campaign game (see page 202) if the attacker
wins the mission, the defender loses 2 Materiel. If the
defender wins the mission, the attacker loses 1 Morale.

Attacker Tactic

Use this Tactic at the end of a battle round. Choose
an objective marker you control. You destroy that
objective marker — remove it from the battlefield.
You can only use this Tactic once per battle round.

Defender Tactic

Use this Tactic at the start of a battle round. Until
the start of the next battle round, objective markers
may not be destroyed whilst within 2" of any of
your models.




NARRATIVE PLAY MISSION
AMBUSH

When a choke point is found, a kill team can cause significant damage to a superior force. Canny
commanders will send their kill teams to hold these areas, setting ambushes that will restrict enemy
movement and potentially cause disproportionate damage to their foes.

THE KILL TEAMS

This is a mission for two players. Choose which player will
be the attacker and which will be the defender (roll off if
you can't agree — the winner decides). Each player chooses
a Faction keyword, and the players reveal their choices at
the same time. Then each player chooses a Battle-forged
kill team (see page 62) that only includes models with the
Faction keyword they chose, but the defender can spend an
additional 20 points on their kill team.

THE BATTLEFIELD

Create the battlefield and set up terrain. An example
of how you might do this is shown below. The players
roll off, and the player that wins chooses which of the
short edges of the battlefield their deployment zone
is touching.

SGOUTING PHASE

Resolve the Scouting phase as described on page 49.

DEPLOYMENT

The players alternate setting up models, starting with the
defender. If a player runs out of models to set up, skip
them. Continue setting up models until both players
have set up their kill teams. A player’s models must be
set up wholly within their deployment zone. Once the
players have set up all their models, deployment ends
and the first battle round begins.

BATTLE LENGTH

If the defender’s models are all either shaken, out

of action or have escaped (see right) at the end of a
battle round, the battle ends. If not, at the end of battle
round 4, the attacker rolls a D6. The battle continues

:

~ Escape route

' Attacker’s
g ep_}bmentlane

on a 3+, otherwise the battle ends. If the battle doesn’t
end as described above, at the end of battle round

5, the attacker again rolls a D6. This time the battle
continues on a 4+, otherwise the battle ends. The battle
automatically ends at the end of battle round 6.

VICTORY CONDITIONS

If, at the end of the battle, more of the defender’s models
escaped (see below) than did not escape, the defender
wins. Otherwise, the attacker wins.

ESCAPE

The defender can move their models off the edge of

the battlefield labelled ‘escape route’ in the Movement
phase, if that model's move is sufficient to take it wholly
over the edge of the battlefield. A model that escapes
this way is not considered to be out of action, but takes
no further part in the mission.

RESOURCES

In a campaign game (see page 202) if the attacker wins
the mission, the defender loses 1 Intelligence and 1
Territory. If the defender wins the mission, the attacker
loses 1 Territory.

Attacker Tactic

Use this Tactic at the start of the Movement phase.
Choose a model from your kill team that is not
shaken. Enemy models within 1" of this model
cannot Fall Back in this phase.

Defender Tactic

Use this Tactic at the start of the Movement phase.
Choose a model from your kill team and roll a D6.
On a 6, that model is removed from the battlefield
and is treated as if it had escaped.




NARRATIVE PLAY MISSION
FEINT

By staging a suitably loud, brutal and spectacular attack, a kill team can cause enough disruption and
mayhem to make a commander believe they face a much larger force. As they hurriedly reassign troops to
where they believe they are needed, the real attack strikes at their most vulnerable spot.

THE KILL TEAMS

This is a mission for two players. Choose which player
will be the attacker and which will be the defender (roll
off if you can't agree — the winner decides). Each player
chooses a Faction keyword, and the players reveal their
choices at the same time. Then each player chooses a
Battle-forged kill team (see page 62) that only includes
models with the Faction keyword they chose.

THE BATTLEFIELD

Create the battlefield and set up terrain. An example

of how you might do this is shown below. The players
roll off, and the player that wins chooses which of the
short edges of the battlefield their deployment zone

is touching. Starting with the defender, the players

then take it in turn to place an objective marker until
each player has placed three objective markers. Each
objective marker must be more than 5" from other
objective markers and more than 5" from the edge of the
battlefield.

SCOUTING PHASE

Resolve the Scouting phase as described on page 49.

DEPLOYMENT

The players roll off, and then alternate setting up
models, starting with the player who lost the roll-off.
A player's models must be set up wholly within their
deployment zone. If a player runs out of models to set
up, skip them. Continue setting up models until both
players have set up their kill teams. Once the players
have set up all their models, deployment ends and the
first battle round begins.

. Attacker’s
Deployment Zone

Defender’s
Deployment Zone

BATTLE LENGTH

At the end of battle round 4, the attacker rolls a D6. The
battle continues on a 3+, otherwise the battle ends. At
the end of battle round 5, the attacker again rolls a D6.
This time the battle continues on a 4+, otherwise the
battle ends. The battle automatically ends at the end of
battle round 6.

VICTORY CONDITIONS

At the end of the battle, the defender scores 2 victory
points for each objective marker that is still on the
battlefield (see the Cause Mayhem Tactic below). The
attacker scores 1 victory point for each objective marker
they have destroyed. In addition, the attacker scores

1 victory point if the enemy kill team is broken, and

1 victory point for each enemy specialist that is out of
action at the end of the battle. The player with the most
victory points is the winner. If the players have the same
number of victory points, the defender wins.

RESOURCES

In a campaign game (see page 202) if the attacker

wins the mission, the defender loses 1 Materiel and 1
Territory. If the defender wins the mission, the attacker
loses 1 Territory.

Attacker Tactic

Use this Tactic at the end of a battle round. Choose
an objective marker you control. You destroy that
objective marker - remove it from the battlefield.

Defender Tactic

Use this Tactic at the beginning of the Morale
phase. You can subtract 1 from any Nerve tests you
make in this phase.




NARRATIVE PLAY MISSION
ASSASSINATE

An army without its commanders is helpless, a beast ready for the slaughter. Kill teams are often
despatched with the intent of eliminating enemy leaders, thereby disrupting the war effort in that area so

that rapid gains can be made.

THE KILL TEAMS

This is a mission for two players. Choose which player
will be the attacker and which will be the defender (roll
off if you can't agree — the winner decides). Each player
chooses a Faction keyword, and the players reveal their
choices at the same time. Then each player chooses a
Battle-forged kill team (see page 62) that only includes
models with the Faction keyword they chose.

THE BATTLEFIELD

Create the battlefield and set up terrain. An example
of how you might do this is shown below. The players
roll off, and the player that wins chooses which of the
short edges of the battlefield their deployment zone
is touching.

SCOUTING PHASE

Resolve the Scouting phase as described on page 49.

DEPLOYMENT

The players roll off, and then alternate setting up
models, starting with the player who lost the roll-off.

A player’s models must be set up wholly within their
deployment zone. In addition, the defender’s Leader
must be set up wholly within 5" of the centre of the
defender’s deployment zone. If a player runs out of
models to set up, skip them. Continue setting up models

Leader’s ‘
Deployment
Zone
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until both players have set up their kill teams. Once the
players have set up all their models, deployment ends
and the first battle round begins.

BATTLE LENGTH

If the defender’s Leader is taken out of action, the
battle ends immediately. If not, at the end of battle
round 4, the attacker rolls a D6. The battle continues
on a 3+, otherwise the battle ends. If the battle doesn’t
end as described above, at the end of battle round

5, the attacker again rolls a D6. This time the battle
continues on a 4+, otherwise the battle ends. The battle
automatically ends at the end of battle round 6.

VIGTORY CONDITIONS
If the attacker takes the defender’s Leader out of action,
the attacker is the winner. Otherwise, the defender wins.

RESOURCES

In a campaign game (see page 202) if the attacker wins
the mission, the defender loses 1 Intelligence and 1
Morale. If the defender wins the mission, the attacker
loses 1 Morale.

Attacker Tactic

Use this Tactic at the start of the Shooting phase
or Fight phase. For the rest of the phase, you can
re-roll wound rolls of 1 for attacks that target the
enemy Leader.

Defender Tactic

Use this Tactic at the start of the Shooting phase.
For the rest of the phase, enemy models cannot
target your Leader, unless your Leader is the
closest enemy model that is visible to them.




MATCHED PLAY MISSION
SWEEP AND CLEAR

When securing territory, it is imperative that all enemy forces are driven out of it, lest lurking saboteurs
strike at supposedly safe locations. Kill teams are often employed in this task, sweeping contested areas
quickly and stealthily to eliminate any threats that might still be active in the area.

THE KILL TEAMS

This is a mission for two to four players. Each player
chooses a Faction keyword, and the players reveal their
choices at the same time. Then each player chooses a
Battle-forged kill team (see page 62) that only includes
models with the Faction keyword they chose.

THE BATTLEFIELD

Create the battlefield and set up terrain. Examples of
how you might do this are shown below. Then set up
four objective markers midway between the centre of
the battlefield and the middle of a battlefield edge, as
shown in the deployment maps below.

SCOUTING PHASE

Resolve the Scouting phase as described on page 49.

DEPLOYMENT

The players each roll 2D6. The highest scorer has the
greatest strategic advantage in this mission, the next
highest gets the second greatest advantage and so on.
Any players who roll the same result roll their dice again
to determine which of them has a greater advantage.
The players then take it in turn, in the order of greatest
to least advantage, to choose their deployment zone.
The players then take it in turn to deploy one model
from their kill team, in the order of least to greatest
advantage. Models must be set up wholly within their
own deployment zone. Once all players have set up one
model, they do so again in the same order, and so on. If
a player runs out of models to set up, skip them. Once
the players have set up all their models, deployment
ends and the first battle round begins.

.

Two-player battlefield using one gameboard

BATTLE LENGTH

The battle ends at the end of a battle round if there

is only one unbroken kill team on the battlefield.
Otherwise, at the end of battle round 4, the player with
the greatest advantage rolls a D6. The battle continues
on a 3+, otherwise the battle ends. If the battle doesn't
end as described above, at the end of battle round 5, the
player with the greatest advantage again rolls a D6. This
time the battle continues on a 4+, otherwise the battle
ends. The battle automatically ends at the end of battle
round 6.

VICTORY CONDITIONS

If the battle ends because there is only one unbroken

kill team on the battlefield, that kill team’s player wins.
Otherwise, each player scores 3 victory points for each
objective marker that their kill team controls at the end of
the battle and 1 victory point for each enemy model taken
out of action by one of their models attacks or psychic
powers. The player with the most victory points is the
winner. If there is a tie, whichever of those players had the
lower Force (see page 19) is the winner. If there is still a
tie, the tied players draw and any other players lose.

RESOURCES

In a campaign game (see page 202) the player(s) that
lose the mission each lose 2 Territory. If players draw
they do not lose Territory.

_ Player’s
Deployment
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Three- to four-player battlefield using two gameboards




MATCHED PLAY MISSION
TAKE PRISONERS

Kill team operatives are often privy to sensitive information such as the locations of high-ranking
personnel, hidden supply caches and secret routes through defensive lines. Rival kill teams may thus seek
to seize their enemies alive, so that this vital intelligence can be extracted from them.

THE KILL TEAMS

This is a mission for two to four players. Each player
chooses a Faction keyword, and the players reveal their
choices at the same time. Then each player chooses a
Battle-forged kill team (see page 62) that only includes
models with the Faction keyword they chose.

THE BATTLEFIELD
Create the battlefield and set up terrain. Examples of
how you might do this are shown below.

SGOUTING PHASE

Resolve the Scouting phase as described on page 49.

DEPLOYMENT

The players each roll 2D6. The highest scorer has the
greatest strategic advantage in this mission, the next
highest gets the second greatest advantage and so on.
Any players who roll the same result roll their dice again
to determine which of them has a greater advantage.
The players then take it in turn, in the order of greatest
to least advantage, to choose their deployment zone.
The players then take it in turn to deploy one model
from their kill team, in the order of least to greatest
advantage. Models must be set up wholly within their
own deployment zone. Once all players have set up one
model, they do so again in the same order, and so on. If
a player runs out of models to set up, skip them. Once
the players have set up all their models, deployment
ends and the first battle round begins.

.j.\‘Player’s
Deployment
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Two-player battlefield using one gameboard

BATTLE LENGTH

At the end of battle round 4, the player with the greatest
advantage rolls a D6. The battle continues on a 3+,
otherwise the battle ends. At the end of battle round 5,
the player with the greatest advantage again rolls a D6.
This time the battle continues on a 4+, otherwise the
battle ends. The battle automatically ends at the end of
battle round 6.

VIGTORY CONDITIONS

Each player scores 3 victory points for each enemy
Leader that their kill team has captured (see below) and
1 victory point for each other enemy model that their
kill team has captured. The player with the most victory
points is the winner. If there is a tie, whichever of those
players had the lower Force (see page 19) is the winner.
If there is still a tie, the tied players draw and any other
players lose.

CAPTURED

An enemy model is captured by your kill team if it

is taken out of action for whatever reason whilst it is
within 1" of a model from your kill team (excluding
shaken models) and there are no other enemy models
(excluding shaken models) within 2" of your model.
Enemy models that go out of action after the battle ends
in a campaign game do not count. The enemy model is
still considered to be out of action, and in a campaign
game the model’s player will make a Casualty roll for
them as normal.

RESOURCES

In a campaign game (see page 202) the player(s) that
lose the mission each lose 1 Materiel and 1 Morale. If
players draw they do not lose any resources.

B -

Three- to four-player battlefield using two gameboards




MATCHED PLAY MISSION
RECOVER INTELLIGENGE

Strategic intelligence is a weapon more deadly than any amount of plasma warheads or bolt rifles. It often
falls to fast-moving, hard-hitting kill teams to seize the data-augurs, orbital uplinks and the like that
contain such data and swiftly exload it so that their commanders can outmanoeuvre the enemy.

THE KILL TEAMS

This is a mission for two to four players. Each player
chooses a Faction keyword, and the players reveal their
choices at the same time. Then each player chooses a
Battle-forged kill team (see page 62) that only includes
models with the Faction keyword they chose.

THE BATTLEFIELD

Create the battlefield and set up terrain. Examples

of how you might do this are shown below. Set up

one objective marker in the centre of the battlefield,
and then set four more up; each should be midway
between the centre of the battlefield and a corner of the
battlefield, as shown on the deployment maps below.

SGOUTING PHASE

Resolve the Scouting phase as described on page 49.

DEPLOYMENT

The players each roll 2D6. The highest scorer has the
greatest strategic advantage in this mission, the next
highest gets the second greatest advantage and so on.
Any players who roll the same result roll their dice again
to determine which of them has a greater advantage.
The players then take it in turn, in the order of greatest
to least advantage, to choose their deployment zone.
The players then take it in turn to deploy one model
from their kill team, in the order of least to greatest
advantage. Models must be set up wholly in their own
deployment zone. Once all players have set up one
model, they do so again in the same order, and so on. If

a player runs out of models to set up, skip them. Once
the players have set up all their models, deployment
ends and the first battle round begins.

BATTLE LENGTH

At the end of battle round 4, the player with the greatest
advantage rolls a D6. The battle continues on a 3+,
otherwise the battle ends. At the end of battle round 5,
the player with the greatest advantage again rolls a D6.
This time the battle continues on a 4+, otherwise the
battle ends. The battle automatically ends at the end of
battle round 6.

VICTORY CONDITIONS

Each player scores victory points for each objective
marker their kill team controls at the end of each battle
round (keep a score from battle round to battle round).
Each player scores 1 victory point for controlling each of
the objective markers closest to their deployment zone,
3 victory points if they control the objective marker

in the centre of the battlefield, and 2 victory points for
each other objective marker they control. The player
with the most victory points is the winner. If there is

a tie, whichever of those players had the lower Force
(see page 19) is the winner. If there is still a tie, the tied
players draw and any other players lose.

RESOURCES

In a campaign game (see page 202) the player(s) that
lose the mission each lose 2 Intelligence. If players draw
they do not lose Intelligence.
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MATCHED PLAY MISSION
TERROR TACTICS

An enemy force whose nerve has failed them is little more than a gaggle of victims waiting to be
slaughtered. Some commanders deploy kill teams on dedicated terror raids, their mission to spread as
much panic and confusion as possible, scattering the foe and punching through their lines.

THE KILL TEAMS

This is a mission for two to four players. Each player
chooses a Faction keyword, and the players reveal their
choices at the same time. Then each player chooses a
Battle-forged kill team (see page 62) that only includes
models with the Faction keyword they chose.

THE BATTLEFIELD
Create the battlefield and set up terrain. An example of
how you might do this is shown below.

SGOUTING PHASE

Resolve the Scouting phase as described on page 49.

DEPLOYMENT

The players each roll 2D6. The highest scorer has the
greatest strategic advantage in this mission, the next
highest gets the second greatest advantage and so on.
Any players who roll the same result roll their dice again
to determine which of them has a greater advantage.
The players then take it in turn, in the order of greatest
to least advantage, to choose their deployment zone.

The players then take it in turn to deploy one model
from their kill team, in the order of least to greatest
advantage. Models must be set up wholly within their
own deployment zone. Once all players have set up one
model, they do so again in the same order, and so on. If
a player runs out of models to set up, skip them. Once
the players have set up all their models, deployment
ends and the first battle round begins.

BATTLE LENGTH

At the end of battle round 4, the player with the greatest
advantage must roll a D6. On a 3+, the game continues,
otherwise the game is over. If the battle doesn’t end as
described above, at the end of battle round 5, the player
with the greatest advantage must roll a D6. This time the
game continues on a 4+, otherwise the game is over. The
battle automatically ends at the end of battle round 6.

VICTORY CONDITIONS

Each player scores 2 victory points for each of their
models that have broken through enemy lines (see
below), and 1 victory point for each enemy model taken
out of action by one of their model’s attacks or psychic
powers. The player with the most victory points is the
winner. If there is a tie, whichever of those players had the
lower Force (see page 19) is the winner. If there is still a
tie, the tied players draw and any other players lose.

WREAK HAVOC

Any player can move their models off the battlefield
edge directly opposite their own deployment zone in the
Movement phase, if that model’s move is sufficient to
take it wholly over that battlefield edge. A model that
does so has broken through the enemy lines and takes
no further part in the mission (it is not considered to be
out of action).

RESOURCES

In a campaign game (see page 202) the player(s) that
lose the mission each lose 2 Morale. If players draw they
do not lose Morale.
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MISSIONS

Below you will find three examples of open play missions for games of Kill Team that include elite
warriors, along with ideas to spark your imagination for other open play games. On pages 136-139 you
will find four narrative play missions, and on pages 140-143 you will find four matched play missions.

» A group of diehards is sent deep behind enemy lines
to interceptand eliminate an enemy commander.

o AKkill team has failed to report in. The army’s elite
are sent to ascertain their fate.

+ High command wants to put some newly
requisitioned assets through their paces, and sends
them on a dangerous mission.

+ Seeking revenge for a teammate, an elite team defy
orders and set out to hunt down an assassin.

« A lone operative is trapped behind enemy lines,
which is unfortunate for the enemy — this terrifying
warrior is more than a match for whole platoons.

o The army’s most potent warriors are teleported into
the heart of the enemy’s command.

A commander and their accompanying bodyguard
are the only survivors of an ambush, and must fight
through hostile territory to rejoin their army.

A small band of warriors has been tasked with the
defence of vital assets, but they are isolated and
vastly outnumbered by the approaching enemy.

A handful of elite killers has been wreaking havoc
far from the front. A team of hunters is assembled to
track them down and bring an end to their rampage.

A chance meeting in no man’s land between two
scouts quickly escalates as all of the assets available
on both sides are funnelled into the conflict.

A macabre contest between elite forces leads to a
mismatched team venturing into enemy territory,
with each warrior determined to claim the most kills.

OPEN PLAY MISSION
DEEP STRIKE

A key defensive emplacement must be taken before the army can advance. High command authorises a
dangerous strike directly onto the target, the better to overwhelm the defenders.

THE KILL TEAMS

This is a mission for two players.
Choose which player will be the
attacker and which will be the
defender (roll off if you can’t agree
— the winner decides). Each player
chooses a kill team.

THE BATTLEFIELD
Create the battlefield and set
up terrain.

SCOUTING PHASE
Do not use the rules for the
Scouting phase in this mission.

DEPLOYMENT

The defender sets up their kill
team anywhere wholly within 6"
of the centre of the battlefield. The
attacker must set up all of their
models in Reserve.

PRIORITY TARGET

When an attacker’s model is

set up from Reserve, it can be
set up within 1" of the edge of
the battlefield and more than 5"
away from any enemy models.
In addition, if the attacker’s kill

team is Battle-forged they gain an
additional 1CP at the start of each
battle round.

BATTLE LENGTH

The battle ends at the end of battle
round 5.

VICTORY CONDITIONS

If, at the end of the battle, the
defender’s models are all shaken
or out of action, the attacker wins.
Otherwise, the defender wins.




OPEN PLAY MISSION

AGAINST THE 0DDS

Cornered and vastly outnumbered, a small team of diehards prepares to overcome insurmountable

odds or perish in the attempt.

THE KILL TEAMS

This is a mission for two players.
Choose which player will be the
attacker and which will be the
defender (roll off if you can’t agree
— the winner decides). Each player
chooses a kill team. The defender’s
kill team cannot include more than
5 models, and the attacker’s kill
team cannot include fewer than

10 models.

THE BATTLEFIELD

Create the battlefield and set
up terrain.

SCOUTING PHASE

Resolve the Scouting phase
as described in the Kill Team
Core Manual.

DEPLOYMENT

The defender first sets up their
entire kill team anywhere wholly
within 5" of one of the short edges
of the battlefield. The attacker
then sets up their entire kill team
anywhere wholly within 5" of the
opposite edge of the battlefield.

BATTLE LENGTH
The battle ends at the end of battle
round 5.

LAST STAND

Subtract 2 (rather than 1) from
Nerve tests taken for the defender’s
models for each other model (do
not count shaken models) from
their kill team that is within 2".

VIGTORY CONDITIONS

If, at the end of the battle, the
defender’s models are all shaken
or out of action, the attacker wins.
Otherwise, the defender wins.

OPEN PLAY MISSION

ALL OR NOTHING

As their fortunes in the ongoing war begin to wane, one side decides on an all-or-nothing gambit - a
strike by their mightiest warriors to eliminate a key enemy strategist, in an attempt to change destiny.

THE KILL TEAMS

This is a mission for two players.
Choose which player will be the
attacker and which will be the
defender (roll off if you can’t

agree - the winner decides). Each
player chooses a kill team that may
include one Commander.

THE BATTLEFIELD

Create the battlefield and set up
terrain. The defender picks one
half of the battlefield to be their
deployment zone. The other half
of the battlefield is the attacker’s
deployment zone.

SCOUTING PHASE

Do not use the rules for the
Scouting phase in this mission.

DEPLOYMENT

The players alternate setting up
models, starting with the defender.
If a player runs out of models to
set up, skip them. Continue setting
up models until both players have
set up their kill team. A player’s
models must be set up wholly
within their deployment zone.

BATTLE LENGTH

The battle ends at the end of battle
round 5.

VICTORY CONDITIONS

At the end of the battle, each
player scores 3 victory points if
the enemy Leader is out of action,
5 victory points if an enemy
Commander is out of action, and

1 victory point for each other
enemy model that is out of action.
The player with the most victory
points is the winner. If there is

a tie, the defender wins if their
Leader and/or Commander is still
on the battlefield, otherwise the
attacker wins.




NARRATIVE PLAY MISSION
VITAL SABOTAGE

There are some targets that are so vital to one side of a war that their opponents are willing to pay any

price to see them destroyed. In one such case, a crack team is sent with orders to sabotage the target, and

if necessary to die trying.

If you are playing a campaign, you can choose to play
this mission instead of the Assassinate mission.

THE KILL TEAMS

Thisis a mission for two players. Choose which player
will be the attacker and which will be the defender (roll
off if you can’t agree — the winner decides). Each player
chooses a Faction keyword, and the players reveal their
choices at the same time. Then each player chooses a
Battle-forged kill team (see the Kill Team Core Manual)
that only includes models with the Faction keyword
they chose. Each kill team can cost up to 125 points.

THE BATTLEFIELD

Create the battlefield and set up terrain. An example of
how you might do this is shown below. The defender
places three objective markers in their deployment zone,
and secretly numbers them 1, 2 and 3 (they should note
this down, or if you are using Kill Team tokens, simply
place the objective markers with the numbered side
down). Each objective marker must be at least 6" from
other objective markers and the edge of the battlefield.

SCOUTING PHASE

Resolve the Scouting phase as described in the Kill Team
Core Manual.

DEPLOYMENT

The players alternate setting up models, starting with the
defender. Ifa player runs out of models to set up, skip
them. Continue setting up models until both players
have set up their kill team. A player’s models must be

set up wholly within their deployment zone. Once the
players have set up all of their models, deployment ends
and the first battle round begins.

Defender’s
Deployment Zone Deployn:ent Zone
o v T C'n‘

BATTLE LENGTH

Use the Variable Battle Length rules (pg 14) - the
attacker rolls. In addition, if the target is sabotaged (see
below), the battle ends.

SABOTAGE

If the attacker controls an objective marker at the end
of a battle round, the defender must reveal its number.
Ifit is numbered 1 or 2, remove it from the battlefield.
If it is numbered 3, it is the target, and the attacker may
attempt to sabotage it: to do so, they roll a D6 for each
model (other than shaken models) from their kill team
that is within 2" of that objective marker. On any roll of
6+, the target is sabotaged.

VICTORY CONDITIONS

If, at the end of the battle, the target has been sabotaged,
the attacker wins. Otherwise, the defender wins.

RESOURCES

In a campaign game, if the attacker wins the mission,
the defender loses 1 Intelligence and 1 Morale. If the
defender wins the mission, the attacker loses 1 Morale.

Attacker Tactic

Use this Tactic at the end of the battle round,
before making any dice rolls as described in
Sabotage. Add 1 to the result of each dice you roll.
You can only use this Tactic once per battle round.

Defender Tactic

Use this Tactic at the end of the battle round,
before determining which player controls which
objectives. Choose a model from your kill team
(other than a shaken model). Thatmodel is
considered to be 2 models until the end of the
battle round.




NARRATIVE PLAY MISSION
SURROUNDED

Even the most experienced warriors can find themselves outmanoeuvred and surrounded.
When this happens, there’s little they can do other than hope that they are able to hold out until

reinforcements arrive.

If you are playing a campaign, you can choose to play
this mission instead of the Ambush mission.

THE KILL TEAMS

Thisis a mission for two players. Choose which player
will be the attacker and which will be the defender (roll
off if you can’t agree — the winner decides). Each player
chooses a Faction keyword, and the players reveal their
choices at the same time. Then each player chooses a
Battle-forged kill team (see the Kill Teamn Core Manual)
that only includes models with the Faction keyword
they chose. Each kill team can cost up to 125 points. The
defender then splits their kill team into two parts, with
at least one model in each part.

THE BATTLEFIELD

Create the battlefield and set up terrain. An example of
how you might do this is shown below.

SCOUTING PHASE

Do not use the rules for the Scouting phase in
this mission.

DEPLOYMENT

The defender sets up all of the models in one part of
their kill team wholly within their deployment zone
(they cannot set up any of these models in Reserve).
Their remaining models are set up in Reserve. Then the
attacker sets up one of their models wholly within one
of their deployment zones, then another model wholly
within their other deployment zone, and continues to
alternate like this until all of their models have been

set up. Once the players have set up all of their models,
deployment ends and the first battle round begins.

Attacker’s ?ﬂojmﬂlt Zone
B

R

béfen der’s Deployment Zone

e

BATTLE LENGTH

Use the Variable Battle Length rules (pg 14) - the
attacker rolls.

VIGTORY GONDITIONS
If, at the end of the battle, all of the defender’s models

are out of action, shaken or in Reserve, the attacker
wins. Otherwise, the defender wins.

AWAITING REINFORCEMENTS

The defender’s models cannot be set up from Reserve
in the first battle round. When a defender’s model is
set up from Reserve, it can be set up within 1" of the
edge of the battlefield and more than 5" away from any
enemy models.

RESOURCES

In a campaign game, if the attacker wins the mission,
the defender loses 1 Morale and 1 Territory. If the
defender wins the mission, the attacker loses 1 Materiel.

Attacker Tactic

Use this Tactic at the beginning of the Fight phase,
if your Leader is on the battlefield and not shaken.
Until the end of the phase, add 1 to wound rolls for
attacks made by models from your kill team whilst
they are within 3" of your Leader.

Defender Tactic

Use this Tactic at the end of the Movement phase.
You can choose any number of models from your
kill team that were set up from Reserve in this
battle round. Each of those models can make a
charge attempt, but when they do so you onlyroll a
D6 (rather than 2D6) for their charge roll.




NARRATIVE PLAY MISSION
RAMPAGE

A group of dyed-in-the-wool killers have broken through enemy lines, and are now set to wreak havoc
through the unsuspecting reserves. They must make their attack count - if they rampage for too long, they

are sure to be cut off and eliminated.

If you are playing a campaign, you can choose to play
this mission instead of the Ambush mission.

THE KILL TEAMS

Thisis a mission for two players. Choose which player
will be the attacker and which will be the defender (roll
off if you can’t agree — the winner decides). Each player
chooses a Faction keyword, and the players reveal their
choices at the same time. Then each player chooses a
Battle-forged kill team (see the Kill Team Core Manual)
that only includes models with the Faction keyword
they chose. Each kill team can cost up to 125 points. The
attacker may include a Commander in their kill team,
and the defender may not include a Commander in
their kill team.

THE BATTLEFIELD

Create the battlefield and set up terrain. An example of
how you might do this is shown below.

SGOUTING PHASE

Resolve the Scouting phase as described in the Kill Team
Core Manual.

DEPLOYMENT

The players alternate setting up models, starting with
the defender. The defender cannot set up any models

in Reserve. If a player runs out of models to set up, skip
them. Continue setting up models until both players
have set up their kill team. A player’s models must be
set up wholly within their deployment zone. Once the
players have set up all of their models, deployment ends
and the first battle round begins.

Defender’s Deployment Zone

BATTLE LENGTH

Use the Variable Battle Length rules (pg 14) — the
attacker rolls. In addition, if at the end of a battle round
all of the defender’s models are shaken or out of action,
or the attacker’s Rampage count is 10 or more (see
below), the battle ends.

RAMPAGE COUNT
Keep track of the attacker’s rampage as described here:

+X where X is that
model’s Wounds
characteristic

Defender’s model is taken out
of action

Attacker makes an Injury roll
for a defender’s model with 3 or +1
more dice

At the end of the battle round, any
of the attacker’s models are in their -1
deployment zone

VICTORY GONDITIONS

If the battle ends because all of the defender’s models
are shaken or out of action, or because the attacker’s
Rampage count is 10 or more, the attacker wins.
Otherwise, the attacker scores a number of victory
points equal to their Rampage count. The defender
scores 2 victory points for each attacker’s model that is
out of action. The player with the most victory points is
the winner. If there is a tie, the defender wins.

RESOURCES
In a campaign game, if the attacker wins the mission,
the defender loses 1 Materiel and 1 Morale. If the

defender wins the mission, the attacker loses 1 Morale.

Attacker Tactic

Use this Tactic when a defender’s model is taken
out of action. Add 1 to the Rampage count. You
can only use this Tactic once per battle round.




NARRATIVE PLAY MISSION
ESCAPE THE FAGILITY

To their great shame, some elite warriors were captured. However, through ingenuity, opportunism

or simple brute force, they have escaped, and must now fight their way out of the facility and its

surroundings to freedom.

If you are playing a campaign, you can choose to play
this mission instead of the Feint mission.

THE KILL TEAMS

Thisis a mission for two players. Choose which player
will be the attacker and which will be the defender

(roll off if you can’t agree — the winner decides). Each
player chooses a Faction keyword, and the players
reveal their choices at the same time. Then each player
chooses a Battle-forged kill team (see the Kill Team Core
Manual) that only includes models with the Faction
keyword they chose. Each kill team can cost up to 200
points. Each player may include a Commander in their
kill team.

THE BATTLEFIELD

Create the battlefield and set up terrain. An example of
how you might do this is shown below.

SCOUTING PHASE

Do not use the rules for the Scouting phase in
this mission.

DEPLOYMENT

The attacker sets up all of their models wholly within
their deployment zone (they cannot set up any models
in Reserve). Then the defender sets up their models
anywhere on the battlefield that is more than 8" from
any of the attacker’s models. Each of the defender’s
models must also be more than 4" from any of the
defender’s other models. Once the players have set up
all of their models, deployment ends and the first battle
round begins.

SENTRIES

In the first battle round, the defender’s models on the
battlefield cannot move (for any reason) or React. In
addition, if at the beginning of the defender’s turn in the
Movement phase there are no attacker’s models within
9" of a defender’s model on the battlefield, that model
cannot move (for any reason) or make any shooting
attacks in that battle round. Commanders are not
affected by this rule.

ESCAPE

The attacker can move any of their models off the
battlefield edge labelled ‘Escape route’ if that model’s
move is sufficient to take them wholly over the edge of
the battlefield. A model that leaves the battlefield this
way is not considered to be out of action, but takes no
further part in the mission.

BATTLE LENGTH

Use the Variable Battle Length rules (pg 14) - the
defender rolls. In addition, if at the end of a battle round
all of the attacker’s models have escaped (see above)
and/or are out of action, the battle ends.

VICTORY CONDITIONS

If, at the end of the battle, more of the attacker’s models
have escaped than are on the battlefield or have been
taken out of action, the attacker wins. Otherwise, the
defender wins.

RESOURCES

In a campaign game, if the attacker wins the mission,
the defender loses 1 Intelligence and 1 Morale. If the
defender wins the mission, the attacker loses 1 Morale.

Attacker Tactic

Use this Tactic at the beginning of your turn in the
Movement phase. Choose a model from your kill
team (other than a shaken model) that is within 1"
of any enemy models. Thatmodel can Advance as
if it had not begun the Movement phase within 1"
of any enemy models.




MATCHED PLAY MISSION
ESCALATING CONFLIGT

Your scouts have made contact with the enemy, and are calling in support - they are either pinned in
place or have identified an objective that you cannot afford falling into enemy hands. Despatch your finest
warriors as quickly as you can to recover your operatives and deny victory to your enemies.

If you are playing a campaign, you can choose to
play this mission instead of the Disrupt Supply
Lines mission.

THE KILL TEAMS

Thisis a mission for two to four players. Each player
chooses a Faction keyword, and the players reveal their
choices at the same time. Then each player chooses a
Battle-forged kill team (see the Kill Team Core Manual)
that only includes models with the Faction keyword
they chose. Each kill team can cost up to 125 points.

THE BATTLEFIELD

Create the battlefield and set up terrain. Examples of
how you might do this are shown below. Then set up
one objective marker in the centre of the battlefield.

SCOUTING PHASE

Resolve the Scouting phase as described in the Kill Team
Core Manual.

DEPLOYMENT

Each player must divide their kill team into two parts,
one of which is approximately half the points value of
the other. Players then use the Standard Deployment
rules (pg 14) to set up the smaller parts of their kill
teams. All other models are automatically set up

in Reserve.

Two-player battlefield using one gameboard

BATTLE LENGTH

Use the Variable Battle Length rules (pg 14) - the
player with the greatest advantage (determined during
deployment) rolls. In addition, if there is only one
unbroken kill team on the battlefield at the end of a
battle round, the battle ends.

VITAL OBJECTIVE

Models that are within 2" of the centre of the objective
marker automatically pass Nerve tests.

VICTORY CONDITIONS

If the battle ends because there is only one unbroken
kill team on the battlefield, that kill team’s player wins.
Otherwise, if one player controls the objective at the end
of the battle, that player wins. If no player controls the
objective, the player with the greatest Force (in points)
on the battlefield (not including shaken models) is the
winner. If players are tied for the greatest force, the tied
players draw. Any other players lose.

RESOURCES

In a campaign game, the player(s) that lose the mission
each lose 1 Intelligence and 1 Materiel. If players draw
they do not lose Intelligence or Materiel.

Player’s
Deployment

Three- to four-player battlefield using two gameboards




ATCHED PLAY MISSION
CRUSH THEIR CHAMPIONS

Sometimes the simplest solution to a problem is best. Your enemies have proved unbreakable, so with
a brazen challenge from your champion, you hope to draw their commanders out, risking your finest
warrior for an opportunity to destroy the morale of the opposing armies.

If you are playing a campaign, you can choose to play
this mission instead of the Assassinate mission.

THE KILL TEAMS

Thisis a mission for two to four players. Each player
chooses a Faction keyword, and the players reveal their
choices at the same time. Then each player chooses a
Battle-forged kill team (see the Kill Team Core Manual)
that only includes models with the Faction keyword
they chose. Each kill team can cost up to 200 points and
must include one Commander.

THE BATTLEFIELD

Create the battlefield and set up terrain. Examples of
how you might do this are shown below.

SCOUTING PHASE

Resolve the Scouting phase as described in the Kill Team
Core Manual.

DEPLOYMENT

Use the Standard Deployment rules (pg 14). Players
cannot set up their Commanders in Reserve.

BATTLE LENGTH

Use the Variable Battle Length rules (pg 14) - the
player with the greatest advantage (determined during
deployment) rolls.

r—

CRUSHING BLOW

If a player’s Commander is out of action when they
check to see if their kill team is broken in the Morale
phase, their kill team is automatically broken. In
addition, whenever a player’s Commander takes an
enemy model out of action with an attack or psychic
power, friendly models within 6" of that Commander
that are shaken are no longer shaken.

VICTORY CONDITIONS

If there is only one unbroken kill team on the battlefield
at the end of the battle, that kill team’s player wins.
Otherwise, each player scores 3 victory points for each
enemy Commander taken out of action by an attack
made or psychic power manifested by a model from
their kill team, and 1 victory point for each other enemy
specialist taken out of action by an attack made or
psychic power manifested by a model from their kill
team. The player with the most victory points is the
winner. If players are tied for the most victory points,
whichever of those players had the lower Force is the
winner. [f there is still a tie for the most victory points,
the tied players draw. Any other players lose.

RESOURCES

In a campaign game, the player(s) that lose the mission
each lose 1 Intelligence and 1 Morale. If players draw
they do not lose Intelligence or Morale.

Two-player battlefield using one gameboard

Three- to four-player battlefield using two gameboards




MATCHED PLAY MISSION
OBJECTIVE ULTIMA

A crucial piece of archeotech has become the site of an ongoing battle, as each of the opposing sides
struggles to seize it for themselves. As control shifts one way and then the other, it becomes clear that to
consolidate their claim, a force also needs to take the surrounding control nodes.

If you are playing a campaign, you can choose to play
this mission instead of the Recover Intelligence mission.

THE KILL TEAMS

Thisis a mission for two to four players. Each player
chooses a Faction keyword, and the players reveal their
choices at the same time. Then each player chooses a
Battle-forged kill team (see the Kill Team Core Manual)
that only includes models with the Faction keyword
they chose. Each kill team can cost up to 125 points.

THE BATTLEFIELD

Create the battlefield and set up terrain. Examples

of how you might do this are shown below. Then

set up an objective in the centre of the battlefield

(this is the primary objective), and four other
objectives each halfway between the centre of the
battlefield and a corner of the battlefield (these are the
secondary objectives).

SGOUTING PHASE

Resolve the Scouting phase as described in the Kill Team
Core Manual.

DEPLOYMENT

Use the Standard Deployment rules (pg 14).

BATTLE LENGTH

Use the Variable Battle Length rules (pg 14) - the
player with the greatest advantage (determined during
deployment) rolls.

VICTORY CONDITIONS

Ifa player controls the primary objective and at least
one secondary objective at the end of a battle round,
they gain a number of victory points equal to the
number of secondary objectives they control. The player
with the most victory points at the end of the battle

is the winner. If players are tied for the most victory
points, whichever of those players controls the primary
objective at the end of the battle is the winner. If none of
the tied players controls the primary objective, the tied
players draw. Any other players lose.

RESOURCES
In a campaign game, the player(s) that lose the mission

each lose 1 Intelligence and 1 Territory. If players draw
they do not lose Intelligence or Territory.
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Two-player battlefield using one gameboard

Three- to four-player battlefield using two gameboards




ATCHED PLAY MISSION
SHIFTING PRIORITIES

In the confusion of battle, orders may be garbled or misinterpreted, leaders in the field may prioritise the

wrong objective, and fighters can become disoriented. Amidst this maelstrom, a commander with a cool
head and the ability to adapt their battle plan on the fly is likely to claim victory.

If you are playing a campaign, you can choose to play
this mission instead of the Terror Tactics mission.

THE KILL TEAMS

Thisis a mission for two to four players. Each player
chooses a Faction keyword, and the players reveal their
choices at the same time. Then each player chooses a
Battle-forged kill team (see the Kill Team Core Manual)
that only includes models with the Faction keyword
they chose. Each kill team can cost up to 200 points and
may include a Commander.

THE BATTLEFIELD

Create the battlefield and set up terrain. Examples of
how you might do this are shown below. Then set up
four objectives each halfway between the centre of the
battlefield and a battlefield edge, numbered from 1-4.

SCOUTING PHASE

Resolve the Scouting phase as described in the Kill Team
Core Manual.

DEPLOYMENT
Use the Standard Deployment rules (pg 14). Models

must be set up at least 4" from enemy deployment zones.

BATTLE LENGTH

Use the Variable Battle Length rules (pg 14) - the
player with the greatest advantage (determined during
deployment) rolls.

Two-player battlefield using one gameboard

PRIORITY ONE

The player with the greatest advantage (determined
during deployment) rolls a D6 at the beginning of each
battle round, and consults the following table.

If objective 1 is on the battlefield, remove it from
the battlefield.

1

If objective 3 is on the battlefield, remove it from
the battlefield.

If there is no objective in the centre of the
battlefield, and any objectives have been removed
from the battlefield, set up one of those objectives
in the centre of the battlefield.

5-6

VICTORY CONDITIONS

Each player scores 1 victory point at the end of each
battle round for each objective they control. The player
with the most victory points at the end of the battle

is the winner. If players are tied for the most victory
points, whichever of those players had the lower Force
is the winner. If there is still a tie for the most victory
points, the tied players draw. Any other players lose.

RESOURCES

In a campaign game, the player(s) that lose the mission
each lose 1 Materiel and 1 Territory. If players draw they
do not lose Materiel or Territory.

Player’s
Deployment
Zone

Player’s
Deployment
Zone

Three- to four-player battlefield using two gameboards




MISSIONS

Below you will find three examples of open play missions for games of Kill Team with Commanders, along
with ideas to spark your imagination for other open play games. In addition, on pages 108-113 you will
find six narrative play missions, and on pages 114-119 you will find six matched play missions.

» A commander herds a disposable band of misfits on

a suicidal mission behind enemy lines.

o A leader has shown great potential, and is being
assessed in the field by their commanding officer.

» A newly promoted commander is given a baptism of
fire to prove their worth.

+ Though nota commander as such, a solitary warrior
of rare and incredible skill sets off into the darkness
to take the fight to the enemy alone.

+ High command is convinced that a traitor lurks
within their ranks. Those most suspected are sent
into battle under the watchful gaze of a commander
tasked with rooting out the informant.

+ A commander has sworn to avenge the death of
their comrade at the hands of an enemy officer.

Surrounded after a terrible defeat, a general and the
last few survivors of their army prepare to make
their final stand.

An audacious junior officer is eager for promotion,
and volunteers to lead a small band of hard-bitten

veterans on a dangerous raid into no man’s land.

A senior officer lies wounded in the field,
defended only by their loyal aide-de-camp and
bodyguard. They must hold out long enough for
an emergency extraction.

The last survivors of a crashed aerial transport must
evade their hunters and make their way through
enemy lines back to safety.

A legendary sniper has been plying their deadly
trade in this area. Hunt them down or die in
the attempt.

OPEN PLAY MISSION

NONE SHALL PASS

A commander leads an elite band of specialist warriors to guard a route into the heart of a city against
the vanguard of an impossibly large enemy host.

THE KILL TEAMS

This is a mission for two players.
Choose which player will be the
attacker and which will be the
defender (roll off if you can’t agree
— the winner decides). Each player
chooses a kill team. The defender
can include one Commander,

and all of their other models can
be specialists if you wish. We
recommend that the attacker’s only
specialist be a Leader, but their kill
team should heavily outnumber
the defender’s kill team.

THE BATTLEFIELD

Create the battlefield and set up
terrain. The defender then picks
one battlefield edge to be the line
they must hold.

SCOUTING PHASE

Do not use the rules for the

Scouting phase in this mission.

DEPLOYMENT

The defender sets up their kill
team anywhere wholly within 6" of
the battlefield edge they must hold.
Theattacker then sets up their kill
team anywhere wholly within 6" of
the opposite battlefield edge.

BATTLE LENGTH
The battle ends at the end of battle
round 5.

VIGTORY CONDITIONS

Theattacker can move any of
their models off the defender’s
battlefield edge if that model’s
move is sufficient to take them
wholly over the edge of the
battlefield. A model that does so
has broken through - it is not
considered to be out of action,
but takes no further part in the
mission. At the end of the battle,
the attacker scores 1 victory point
for each model that has broken
through, while the defender scores
1 victory point for each of the
attacker’s models that was taken
out of action. The player with the
most victory points is the winner.
If the players have the same
number of victory points, the
defender wins.




OPEN PLAY MISSION
HEROIG STAND

Surrounded on all sides by the enemy, a valiant commander chooses to stand their ground to buy time

for their kill team to escape.

THE KILL TEAMS

Thisis a mission for two players.
Choose which player will be the
attacker and which will be the
defender (roll off if you can’t agree
- the winner decides). Each player
chooses a kill team. The defender
can include one Commander,
whilst we recommend that the
attacker does not.

THE BATTLEFIELD
Create the battlefield and set
up terrain.

SGOUTING PHASE

Do not use the rules for the
Scouting phase in this mission.

DEPLOYMENT

The defender first sets up their
entire kill team anywhere wholly
within 5" of the centre of the
battlefield. The attacker then sets
up their entire kill team anywhere
on the battlefield that is more than
8" from the defender’s models.

BATTLE LENGTH
The battle ends at the end of battle
round 5.

VICTORY CONDITIONS

The defender can move any of
their models, other than their
Commander, off any battlefield
edge if that model’s move is
sufficient to take them wholly over
the edge of the battlefield. A model
that leaves the battlefield this way
is not considered to be out of
action, but takes no further partin
the mission.

If the defender manages to move
at least half of the models in
their kill team (excluding their
Commander) off the battlefield
before their Commander is taken
out of action, the defender wins.
Otherwise the attacker wins.

[lPE_N PLAY_ IVIISS_II]_N
FACE-OFF

In the middle of a raging battle, two commanders find themselves alone in the eye of the storm. With
weapons loaded and blades drawn, they are both ready to face their moment of destiny.

THE KILL TEAMS

Thisis a mission for two players.
Each player chooses a kill team

consisting of one Commander.

THE BATTLEFIELD

Create the battlefield and set up
terrain. The players roll off, with
the winner picking one table edge

to be their starting position.

SCOUTING PHASE

Do not use the rules for the

Scouting phase in this mission.

DEPLOYMENT

The player that won the earlier
roll-off sets up their Commander
anywhere wholly within 3" of
the battlefield edge they chose.
Their opponent then sets up
their Commander anywhere
wholly within 3" of the opposite
battlefield edge.

BATTLE LENGTH

The battle lasts until one player’s
Commander is taken out of action.

VICTORY CONDITIONS

The player that took their
opponent’s Commander out of

action wins.




NARRATIVE PLAY MISSION
CUT OFF THE HEAD

Should an enemy commander be located, finding a way to eliminate them can strike a massive blow for
the ongoing war effort. Yet such important dignitaries are rarely found without a hardened bodyguard to
protect them, making any assassination attempt an incredibly risky venture.

If you are playing a campaign, you can choose to play

this mission instead of the Assassinate mission.

THE KILL TEAMS

This is a mission for two players. Choose which player
will be the attacker and which will be the defender (roll
off if you can’t agree — the winner decides). Each player
chooses a Faction keyword, and the players reveal their
choices at the same time. Then each player chooses a
Battle-forged kill team (see the Kill Team Core Manual)
that only includes models with the Faction keyword
they chose. Each kill team can cost up to 200 points.
The defender must include one Commander in their kill
team, and the attacker cannot include a Commander.

THE BATTLEFIELD

Create the battlefield and set up terrain. An example of
how you might do this is shown below.

SCOUTING PHASE

Resolve the Scouting phase as described in the Kill Team
Core Manual.

DEPLOYMENT

The players alternate setting up models, starting with the
defender. If a player runs out of models to set up, skip

them. Continue setting up models until both players
have set up their kill team. A player’s models must be
set up wholly within their deployment zone. Once the
players have set up all of their models, deployment ends
and the first battle round begins.

Aftacker’s

Defender’s
Deployment Zone

Deployment Zone

BATTLE LENGTH
Use the Variable Battle Length rules (pg 19) — the
attacker rolls. In addition, if the defender’s Commander

is out of action at the end of a battle round, the
battle ends.

VICTORY CONDITIONS
If, at the end of the battle, the defender’'s Commander

has been taken out of action, the attacker wins.
Otherwise, the defender wins.

RESOURCES

In a campaign game, if the attacker wins the mission,
the defender loses 1 Intelligence and 1 Morale. If the
defender wins the mission, the attacker loses 1 Morale.

Attacker Tactic

Use this Tactic at the start of the Fight phase

if there are no enemy models within 3" of the
enemy Commander. You can re-roll hit rolls of
1 for attacks that target the enemy Commander
that phase.

Defender Tactic

Use this Tactic after declaring a charge with your
Commander. For the rest of the battle round,
roll a D6 each time your Commander loses a
wound. On a 5+ that wound is not lost. Ifa
model already has an ability with a similar effect
(such as Disgustingly Resilient), you can choose
which effect applies, and re-roll 1s when making
these rolls.




NARRATIVE PLAY MISSION
AUTHENTIGATION PROTOGOLS

Reliable intelligence or intercepted communications can be invaluable if used correctly. However,
ensuring the veracity of such information is crucial before any military commitment can be made, and
many warlords insist upon confirmation in person by a commander of sufficient rank whenever possible.

If you are playing a campaign, you can choose to
play this mission instead of the Disrupt Supply
Lines mission.

THE KILL TEAMS

This is a mission for two players. Choose which player
will be the attacker and which will be the defender (roll
off if you can’t agree — the winner decides). Each player
chooses a Faction keyword, and the players reveal their
choices at the same time. Then each player chooses a
Battle-forged kill team (see the Kill Team Core Manual)
that only includes models with the Faction keyword
they chose. Each kill team can cost up to 200 points.
The attacker must include one Commander in their kill
team, and the defender cannot include a Commander.

THE BATTLEFIELD

Create the battlefield and set up terrain. An example of
how you might do this is shown below.

SCOUTING PHASE

Resolve the Scouting phase as described in the Kill Team
Core Manual.

DEPLOYMENT

The players alternate setting up models, starting with the
defender. If a player runs out of models to set up, skip
them. Continue setting up models until both players
have set up their kill team. A player’s models must be

set up wholly within their deployment zone. Once the

players have set up all of their models, deployment ends
and the first battle round begins.

Aftacker’s
Deployment Zone

Breakthrough Route

Defender’s
Deployment Zone

BATTLE LENGTH
Use the Variable Battle Length rules (pg 19) — the
defender rolls. In addition, if the attacker’s Commander

is out of action at the end of a battle round, or makes a
successful breakthrough (see below), the battle ends.

VICTORY CONDITIONS

If, at the end of the battle, the attacker's Commander
has made a successful breakthrough, the attacker wins.
Otherwise, the defender wins.

BREAKTHROUGH

The attacker can move their Commander off the edge

of the battlefield labelled ‘Breakthrough Route’ in the
Movement phase if their move is sufficient to take them
wholly over the edge of the battlefield. If they do so their
Commander is not considered to be out of action, but
takes no further part in the mission.

RESOURCES
In a campaign game, the losing player loses 1
Intelligence and the winner gains 1 Intelligence.

Attacker Tactic

Use this Tactic at the start of the Movement phase.
Until the end of the phase, you can re-roll failed
charge rolls for your Commander and any friendly
models that are within 3" of them when you use
this Tactic.

Defender Tactic

Use this Tactic at the start of the Fight phase. Pick
a model from your kill team that is within 1" of an
enemy model. That model can be chosen to fight
in the Hammer of Wrath section of the Fight phase
even if they did not make a charge move.




NARRATIVE PLAY MISSION
1P OF THE SPEAR

Commanders are often found at the head of an important offensive, fighting from the front to ensure the
success of the attack. When faced with such a formidable adversary, the enemy must redouble their efforts

lest their line be overrun.

If you are playing a campaign, you can choose to play

this mission instead of the Ambush mission.

THE KILL TEAMS

This is a mission for two players. Choose which player
will be the attacker and which will be the defender (roll
off if you can’t agree — the winner decides). Each player
chooses a Faction keyword, and the players reveal their
choices at the same time. Then each player chooses a
Battle-forged kill team (see the Kill Team Core Manual)
that only includes models with the Faction keyword
they chose. Each kill team can cost up to 200 points.
The attacker must include one Commander in their kill
team, and the defender cannot include a Commander.

THE BATTLEFIELD

Create the battlefield and set up terrain. An example of
how you might do this is shown below.

SCOUTING PHASE

Resolve the Scouting phase as described in the Kill Team
Core Manual.

DEPLOYMENT

The players alternate setting up models, starting with the
defender. If a player runs out of models to set up, skip
them. Continue setting up models until both players
have set up their kill team. A player’s models must be

set up wholly within their deployment zone. Once the
players have set up all of their models, deployment ends
and the first battle round begins.

b;efender’s
Deployment Zone

Aftacker’s
Deployment Zone

BATTLE LENGTH

Use the Variable Battle Length rules (pg 19) — the player
with the initiative in that battle round rolls. In addition,
if there is only one unbroken kill team on the battlefield
at the end of a battle round, the battle ends.

VIGTORY CONDITIONS

If the battle ends because there is only one unbroken
kill team on the battlefield, that kill team’s player wins.
Otherwise, at the end of the game, the attacker scores
3 victory points if their Commander is wholly within
the defender’s deployment zone, and 1 victory point
for each other model from their kill team that is wholly
within the defender’s deployment zone. The defender
scores 3 victory points if the enemy Commander was
taken out of action, and 1 victory point for each other
enemy model that was taken out of action. The player
with the most victory points is the winner. If there is a
tie, the attacker wins if their Commander is still on the
battlefield, otherwise the defender wins.

RESOURCES

In a campaign game, if the attacker wins the mission,
the defender loses 2 Territory. If the defender wins the
mission, the attacker loses 1 Morale.

Attacker Tactic
Use this Tactic at the start of the Fight phase if

your Commander made a charge move earlier in

the battle round. Add 1 to wound rolls for your

Commander’s attacks in that phase.

Defender Tactic

Use this Tactic at the start of the Morale phase.

If you do so, friendly models wholly within your
deployment zone automatically pass Nerve tests
until the end of that phase.




NARRATIVE PLAY MISSION
EXTRAGTION

If a commander is wounded in battle, it is imperative that a rescue attempt be made before they are
finished off, or worse, spirited away and subjected to interrogation, for the knowledge they hold cannot be

allowed to fall into the hands of the enemy.

If you are playing a campaign, you can choose to play

this mission instead of the Feint mission.

THE KILL TEAMS

This is a mission for two players. Choose which player
will be the attacker and which will be the defender (roll
off if you can’t agree — the winner decides). Each player
chooses a Faction keyword, and the players reveal their
choices at the same time. Then each player chooses a
Battle-forged kill team (see the Kill Team Core Manual)
that only includes models with the Faction keyword
they chose. Each kill team can cost up to 200 points. The
attacker must choose one Commander, but this model is

free (they do not need to pay points to include them in
their kill team).

THE BATTLEFELD

Create the battlefield and set up terrain. An example

of how you might do this is shown below. The attacker
then sets up their Commander as close as possible to the
centre of the battlefield.

SGOUTING PHASE

Do not use the rules for the Scouting phase in

this mission.
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DEPLOYMENT

The players alternate setting up models, starting with
the attacker. If a player runs out of models to set up, skip
them. Continue setting up models until both players
have set up their kill team. A player’s models must be
set up wholly within their deployment zone. Once the
players have set up all of their models, deployment

ends and the first battle round begins. The attacker

can choose which player has the initiative in the first
battle round.

BATTLE LENGTH

Use the Variable Battle Length rules (pg 19) - the
attacker rolls. In addition, if the attacker’s Commander
is out of action at the end of a battle round, the

battle ends.

VIGTORY CONDITIONS
If, at the end of the battle, the attacker’'s Commander has

been taken out of action, the defender wins. Otherwise,
the attacker wins.

WALKING WOUNDED

The Commander is badly wounded, so starts the

game with one flesh wound and their Move, Attacks,
Leadership, Wounds and Strength characteristics are
reduced by 1 for the duration of the battle. In addition,
the Commander cannot Advance or make charge moves
during the battle.

RESOURCES

In a campaign game, if the attacker wins the mission,
the defender loses 2 Intelligence. If the defender wins
the mission, the attacker loses 1 Intelligence and

1 Morale.

Attacker Tactic

Use this Tactic when it is your turn to move in the
Movement phase. Your Commander can Advance
or attempt to charge this phase.




NARRATIVE PLAY MISSION

DUEL OF

HONOUR

Almost every form of human and alien life possesses its own warrior culture. As such, it is not unusual
to find two enemy commanders advancing out in front of their lines to engage in personal combat, their
honour guards either unwilling or forbidden to interrupt until one stands and the other falls.

If you are playing a campaign, you can choose to play

this mission instead of the Assassinate mission.

THE KILL TEAMS

This is a mission for two players. Each player chooses a
Faction keyword, and the players reveal their choices at
the same time. Then each player chooses a Battle-forged
kill team (see the Kill Team Core Manual) that only
includes models with the Faction keyword they chose.
Each kill team can cost up to 200 points, and must
include one Commander.

THE BATTLEFIELD

Create the battlefield and set up terrain. An example of
how you might do this is shown below. The players roll
off, and the player that wins chooses which of the short
edges of the battlefield will be theirs.

SCOUTING PHASE

Do not use the rules for the Scouting phase in
this mission.

DEPLOYMENT

The players set up their Commanders 1/24part in the
centre of the battlefield, on the side that is nearest their
edge of the battlefield (see the example below), and then
the first battle round begins. At the end of their turn to
move in the Movement phase of the first battle round,
each player sets up the remaining models from their kill
team wholly within 6" of their edge of the battlefield.

Player Bs
i Commander
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Player B edge of the battlefield

BATTLE LENGTH

Use the Variable Battle Length rules (pg 19) — the player
with the initiative in that battle round rolls. In addition,
if there is only one unbroken kill team on the battlefield
at the end of a battle round, the battle ends.

VIGTORY CONDITIONS

If, at the end of the battle, a player’s Commander has
been taken out of action, their opponent scores 3 victory
points, or 5 victory points if that Commander was taken
out of action by a Commander. Each player scores 1
victory point for each other enemy model taken out of
action. The player with the most victory points is the
winner. If there is a tie, the Victor (see below) is the
winner. If there is a tie and there is no Victor, the result
is a draw.

HONOUR DUEL

Neither Commander can Fall Back in the first battle
round. Players cannot target or charge the enemy
Commander with any models from their kill team
other than their own Commander (for example, a
PSYKER that is not a Commander cannot manifest

the Psybolt psychic power if it would target the enemy
Commander), unless their Commander is out of action.
If the enemy Commander was taken out of action by an
attack made or psychic power manifested by a player’s
Commander, that player is the Victor, and can use the
Trophy Kill Tactic (see below) from that point on, as
long as their Commander is not shaken or out of action.

RESOURCES

In a campaign game, the losing player loses 1 Morale.
The winner gains 1 Morale if they are a Victor, but
otherwise does not lose or gain Morale. Players that

draw do not lose or gain Morale.

Victor Tactic

Use this Tactic at the start of the Morale phase. All
friendly models on the battlefield automatically
pass Nerve tests.




NARRATIVE PLAY MISSION
ARMY OF ONE

Whether they are the sole survivor of a crashed transport or they prefer to fight alone, unencumbered
by the weight of leadership, a commander will sometimes perform a solo mission. Although they will
inevitably be horribly outnumbered, commanders rarely reach such elevated positions by accident...

If you are playing a campaign, you can choose to play

this mission instead of the Feint mission.

THE KILL TEAMS

This is a mission for two players. Choose which player
will be the attacker and which will be the defender (roll
off if you can’t agree — the winner decides). Each player
chooses a Faction keyword, and the players reveal their
choices at the same time. Then the defender chooses a
Battle-forged kill team (see the Kill Team Core Manual)
that only includes models with the Faction keyword
they chose, and does not include a Commander. The
attacker’s kill team is a Commander with the Faction
keyword they chose that does not cost more than 100
points (including their wargear and Commander Traits).
The attacker’s kill team is treated as being Battle-forged
for the purposes of generating Command Points.

THE BATTLEFIELD

Create the battlefield and set up terrain. An example of
how you might do this is shown below. The defender
then places one objective marker in their deployment
zone. The objective marker must be at least 6" from the

edge of the battlefield.

SCOUTING PHASE

Do not use the rules for the Scouting phase in this mission.

DEPLOYMENT

The defender sets up all of their models first, followed
by the attacker. A player’s models must be set up wholly
within their deployment zone. Once the players have
set up all of their models, deployment ends and the first
battle round begins. The attacker can choose which

player has the initiative in the first battle round.

Escape Route

BATTLE LENGTH

Use the Variable Battle Length rules (pg 19) - the
defender rolls. In addition, if the attacker’s Commander
is out of action at the end of a battle round, or the
attacker achieves their mission objective (see below), the
battle ends.

VICTORY GONDITIONS

At the start of the battle, the attacker secretly rolls a D6
(either hide the dice for the duration of the battle or
note down the result on a piece of paper), and consults
the table below to discover their mission objective.

D6 MISSION OBJECTIVE

1-2  Escape: Move your Commander off the edge
of the battlefield labelled ‘Escape Route’ in the
Movement phase. Your Commander can escape
in this manner if their move is sufficient to take
them wholly over the edge of the battlefield —
they are not considered to be out of action.

3-4  Slay the Leader: Take the enemy Leader out
of action.

5-6 Destroy Munitions Cache: Finish a battle round
within 2" of the objective marker.

At the end of the battle, the attacker reveals their
mission objective to the defender. If the attacker
achieved their mission objective, the attacker wins.
Otherwise, the defender wins.

RESOURCES

In a campaign game, if the attacker wins the mission,
the defender loses 1 Morale and 1 additional resource,
depending on the mission objective: Escape — Territory;
Slay the Leader - Intelligence; Destroy Munitions Cache
— Materiel. If the defender wins the mission, the attacker

loses 1 Intelligence.

Attacker Tactic

Use this Tactic at the start of a battle round.
Restore 1 wound and remove 1 flesh wound
suffered by your Commander.




MATCHED PLAY MISSION
A MEETING OF FATES

Every commander is acutely aware of their own importance to the war effort — and that of the officers
who oppose them. Should a chance encounter present them with an opportunity to eliminate one of their
adversaries, they must seize it, knowing that should they succeed they will greatly advance their cause.

If you are playing a campaign, you can choose to
play this mission instead of the Disrupt Supply
Lines mission.

THE KILL TEAMS

This is a mission for two to four players. Each player
chooses a Faction keyword, and the players reveal their
choices at the same time. Then each player chooses a
Battle-forged kill team (see the Kill Team Core Manual)
that only includes models with the Faction keyword
they chose. Each kill team can cost up to 200 points, and
must include one Commander.

THE BATTLEFIELD

Create the battlefield and set up terrain. Examples of
how you might do this are shown below.

SCOUTING PHASE

Resolve the Scouting phase as described in the Kill Team
Core Manual.

DEPLOYMENT

Use the Standard Deployment rules (pg 19).

BATTLE LENGTH

Use the Variable Battle Length rules (pg 19) - the
player with the greatest advantage (determined during
deployment) rolls. In addition, if there is only one
unbroken kill team on the battlefield at the end of a
battle round, the battle ends.

Two-player battlefield using one gameboard

INSPIRING PRESENCE

In this mission, a player’s kill team is never considered
to be broken whilst their Commander is on the
battlefield. However, a player’s kill team is automatically
broken at the end of the Morale phase in a battle round

in which their Commander was taken out of action.

VICTORY CONDITIONS

If the battle ends because there is only one unbroken
kill team on the battlefield, that kill team’s player wins.
Otherwise, each player scores 1 victory point for each
enemy Commander taken out of action by one of their
models’ attacks or psychic powers. The player with the
most victory points is the winner. If players are tied for
the most victory points, whichever of those players had
the lower Force is the winner. If there is still a tie for the
most victory points, the tied players draw. Any other
players lose.

RESOURCES

In a campaign game, the player(s) that lose the mission
each lose 1 Materiel and 1 Intelligence. If players draw
they do not lose Materiel or Intelligence.
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Three- to four-player battlefield using two gameboards




WATCHED PLAY MISSION
COMMS DOWN

Maintaining a reliable communications network can be crucial to the success of any campaign, and
comms hubs subsequently form common battlegrounds between those attempting to deliver, intercept or

prevent messages from getting through.

If you are playing a campaign, you can choose to play

this mission instead of the Recover Intelligence mission.

THE KILL TEAMS

This is a mission for two to four players. Each player
chooses a Faction keyword, and the players reveal their
choices at the same time. Then each player chooses a
Battle-forged kill team (see the Kill Team Core Manual)
that only includes models with the Faction keyword
they chose. Each kill team can cost up to 200 points, and
must include one Commander.

THE BATTLEFIELD

Create the battlefield and set up terrain. Examples of
how you might do this are shown below. Then set up
one objective marker in the centre of the battlefield to
represent a comms array.

ORDERS RECEIVED

In this mission, each player whose Commander
is within 2" of the centre of the objective marker
at the start of a battle round gains 1 additional
Command Point.

SCOUTING PHASE

Resolve the Scouting phase as described in the Kill Team
Core Manual.

DEPLOYMENT

Use the Standard Deployment rules (pg 19).

Two-player battlefield using one gameboard

BATTLE LENGTH

Use the Variable Battle Length rules (pg 19) - the
player with the greatest advantage (determined during
deployment) rolls. In addition, if there is only one
unbroken kill team on the battlefield at the end of a
battle round, the battle ends.

VIGTORY CONDITIONS

If the battle ends because there is only one unbroken
kill team on the battlefield, that kill team’s player wins.
Otherwise, each player scores 1 victory point at the end
of any battle round in which their Commander is within
2" of the centre of the objective marker. The player with
the most victory points is the winner. If players are tied
for the most victory points, whichever of those players
had the lower Force is the winner. If there is still a tie for
the most victory points, the tied players draw. Any other
players lose.

RESOURCES

In a campaign game the player(s) that lose the mission
each lose 2 Intelligence. If players draw they do not

lose Intelligence.
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MATCHED PLAY MISSION
HOLD THE LINE

Such is the august position that a commander holds that their presence alone can often be enough to
turn the tide of a battle. They are commonly deployed, or bravely volunteer, to lead the defence of crucial
sectors to ensure that the enemy does not breach their lines.

If you are playing a campaign, you can choose to play

this mission instead of the Recover Intelligence mission.

THE KILL TEAMS

This is a mission for two to four players. Each player
chooses a Faction keyword, and the players reveal their
choices at the same time. Then each player chooses a
Battle-forged kill team (see the Kill Team Core Manual)
that only includes models with the Faction keyword
they chose. Each kill team can cost up to 200 points, and
must include one Commander.

THE BATTLEFIELD

Create the battlefield and set up terrain. Examples of
how you might do this are shown below. Then set up
four objective markers by dividing the battlefield into
quarters and placing an objective as close as possible to
the centre of each quarter, as shown in the deployment
maps below.

SCOUTING PHASE

Resolve the Scouting phase as described in the Kill Team
Core Manual.

DEPLOYMENT

Use the Standard Deployment rules (pg 19).

BATTLE LENGTH

Use the Variable Battle Length rules (pg 19) - the
player with the greatest advantage (determined during
deployment) rolls. In addition, if there is only one
unbroken kill team on the battlefield at the end of a
battle round, the battle ends.

Two-player battlefield using one gameboard

VIGTORY CONDITIONS

If the battle ends because there is only one unbroken
kill team on the battlefield, that kill team’s player wins.
Otherwise, each player scores 1 victory point for each
objective marker that their kill team controls at the

end of the battle and 1 victory point for each enemy
Commander that was taken out of action by one of their
models’ attacks or psychic powers. The player with the
most victory points is the winner. If players are tied for
the most victory points, whichever of those players had
the lower Force is the winner. If there is still a tie for the
most victory points, the tied players draw. Any other

players lose.

RESOURCES

In a campaign game the player(s) that lose the mission
each lose 2 Territory. If players draw they do not

lose Territory.
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WATCHED PLAY MISSION
EXEMPLARS 0OF WAR

Whether a Genestealer Patriarch or a Captain of the Adeptus Astartes, a commander has earned their
place as a champion of their kind, and may be called on not only to lead from the front but to strike down
their foes in personal combat to inspire those that follow them into battle.

If you are playing a campaign, you can choose to play
this mission instead of the Assassinate or Sweep and

Clear missions.

THE KILL TEAMS

This is a mission for two to four players. Each player
chooses a Faction keyword, and the players reveal their
choices at the same time. Then each player chooses a
Battle-forged kill team (see the Kill Team Core Manual)
that only includes models with the Faction keyword
they chose. Each kill team can cost up to 200 points, and
must include one Commander.

THE BATTLEFIELD

Create the battlefield and set up terrain. Examples of
how you might do this are shown below.

SCOUTING PHASE

Resolve the Scouting phase as described in the Kill Team
Core Manual.

DEPLOYMENT

Use the Standard Deployment rules (pg 19).

BATTLE LENGTH

Use the Variable Battle Length rules (pg 19) - the
player with the greatest advantage (determined during
deployment) rolls. In addition, if there is only one
unbroken kill team on the battlefield at the end of a
battle round, the battle ends.

A GLORIOUS DEED

In this mission, if a player's Commander takes an
enemy Commander out of action with one of their
attacks or psychic powers, that player can use all of their
Commander’s Aura Tactics (if they have any) in the next
battle round at no cost in Command Points.

VICTORY CONDITIONS

If the battle ends because there is only one unbroken
kill team on the battlefield, that kill team’s player

wins. Otherwise, each player scores 3 victory points
for each enemy Commander taken out of action by

an attack made or psychic power manifested by their
Commander, 2 victory points for each other enemy
specialist taken out of action by an attack made or
psychic power manifested by their Commander, and 1
victory point for each other enemy model taken out of
action by an attack made or psychic power manifested
by their Commander. The player with the most victory
points is the winner. If players are tied for the most
victory points, whichever of those players had the
lower Force is the winner. If there is still a tie for the
most victory points, the tied players draw. Any other
players lose.

RESOURCES

In a campaign game the player(s) that lose the mission
each lose 1 Morale and the player that wins the mission

gains 1 Morale. If players draw they do not lose or
gain Morale.

Two-player battlefield using one gameboard

Three- to four-player battlefield using two gameboards




MATCHED PLAY MISSION

ALL-OUT

ATTAGK

Commanders are often found where the fighting is fiercest, leading their warriors to victory. Yet they
cannot be everywhere at once, so commanders must rely on those that fight alongside them to do their
part, for only together can they hope to strike the enemy hardest.

If you are playing a campaign, you can choose to play

this mission instead of the Terror Tactics mission.

THE KILL TEAMS

This is a mission for two to four players. Each player
chooses a Faction keyword, and the players reveal their
choices at the same time. Then each player chooses a
Battle-forged kill team (see the Kill Team Core Manual)
that only includes models with the Faction keyword
they chose. Each kill team can cost up to 200 points, and
must include one Commander.

THE BATTLEFIELD

Create the battlefield and set up terrain. Examples of
how you might do this are shown below.

SGOUTING PHASE

Resolve the Scouting phase as described in the Kill Team
Core Manual.

DEPLOYMENT

Use the Standard Deployment rules (pg 19).

BATTLE LENGTH

Use the Variable Battle Length rules (pg 19) - the
player with the greatest advantage (determined during
deployment) rolls. In addition, if there is only one
unbroken kill team on the battlefield at the end of a
battle round, the battle ends.

Two-player battlefield using one gameboard

VIGTORY CONDITIONS

If the battle ends because there is only one unbroken
kill team on the battlefield, that kill team’s player wins.
Otherwise, each player scores 3 victory points for each
enemy Commander taken out of action by one of their
models’ attacks or psychic powers, 2 victory points for
each other enemy specialist taken out of action by one
of their models’ attacks or psychic powers, and 1 victory
point for each other enemy model taken out of action
by one of their models’ attacks or psychic powers. The
player with the most victory points is the winner. If
players are tied for the most victory points, whichever of
those players had the lower Force is the winner. If there

is still a tie for the most victory points, the tied players
draw. Any other players lose.

RESOURCES

In a campaign game the player(s) that lose the mission
each lose 1 Materiel and 1 Territory. If players draw they
do not lose Materiel or Territory.
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Three- to four-player battlefield using two gameboards




MATCHED PLAY MISSION
REGLAMATION RAID

Many races possess unique, ancient, or highly esoteric technology. Should examples of such archeotech
be lost in battle and at risk of falling into the hands of their enemies, a commander will waste no time in

leading a sortie to recover it.

If you are playing a campaign, you can choose to
play this mission instead of the Disrupt Supply
Lines mission.

THE KILL TEAMS

This is a mission for two to four players. Each player
chooses a Faction keyword, and the players reveal their
choices at the same time. Then each player chooses a
Battle-forged kill team (see the Kill Team Core Manual)
that only includes models with the Faction keyword
they chose. Each kill team can cost up to 200 points, and
must include one Commander.

THE BATTLEFIELD

Create the battlefield and set up terrain. Examples

of how you might do this are shown below. Set up

one objective marker in the centre of the battlefield,
and then set up four more; each should be midway
between the centre of the battlefield and a corner of the
battlefield, as shown in the deployment maps below.

PRICELESS ARCHEOTECH

In this mission, subtract 1 from Nerve tests made
for models that are within 2" of the centre of an
objective marker.

SCOUTING PHASE

Resolve the Scouting phase as described in the Kill Team
Core Manual.

DEPLOYMENT

Use the Standard Deployment rules (pg 19).

BATTLE LENGTH

Use the Variable Battle Length rules (pg 19) - the
player with the greatest advantage (determined during
deployment) rolls. In addition, if there is only one
unbroken kill team on the battlefield at the end of a
battle round, the battle ends.

VIGTORY CONDITIONS

If the battle ends because there is only one unbroken
kill team on the battlefield, that kill team’s player wins.
Otherwise, each player scores 1 victory point for each
objective marker that their kill team controls at the end
of the battle. The player with the most victory points

is the winner. If players are tied for the most victory
points, whichever of those players had the lower Force
is the winner. If there is still a tie for the most victory
points, the tied players draw. Any other players lose.

RESOURCES

In a campaign game the player(s) that lose the
mission each lose 1 Materiel, and the player that wins
gains 1 Materiel. If players draw they do not lose or
gain Materiel.

Two-player battlefield using one gameboard

Three- to four-player battlefield using two gameboards




OPEN PLAY MISSIONS

Kill team operations often take place in ultra-close confines. On these pages you will find three examples
of open play missions for playing games of Kill Team in either Killzone: The Truehawk or Killzone:
Ministorum Shrine. You will also find a few ideas below for other exciting open play games of Kill Team.

o An abandoned shuttle has been found drifting
amidst an asteroid field. Board the ship and retrieve
whatever intelligence is kept within its databanks.

o Intruders have hidden a bomb aboard the Truehawk.
You must eliminate the rearguard, find the bomb and
disable it before it can go off.

o Forced to abandon the ship, the crew have engaged
their shuttle’s self-destruct sequence. The boarders
must eliminate the remaining crew and fight their
way to the bridge to deactivate the sequence before
it is too late.

o There is a stowaway aboard the Truehawk, a potential
saboteur who is using the ducts and crawl-ways to
evade detection. The crew must repair the damage
already caused and locate the intruder before they

o A Chaos cult has defiled an Ecclesiarchal shrine and

is using it to perform a daemonic summoning ritual.
There is no time to muster more forces, and the
small scouting force sent to investigate must act now
if they are to stop the ritual in time.

A key enemy building must be destroyed, but

its walls are heavily armoured and impervious
to bombardments. A small team must therefore
infiltrate past the building’s sentries and plant
explosives on the main power conduit to cause a
chain reaction that will raze the structure.

The Ministorum Shrine is besieged, but whilst

its adamantium entrance doors remain closed,

the enemy are kept at bay. However, a kill team is
attempting to sneak in through the crypt below and
activate all the control panels to override the lockout,

disable the shuttle’s shields and leave the Truehawk

vulnerable to attack.

open the doors and let their forces inside.

THE KILL TEAMS

This is a mission for two players.
Choose which player will be the
attacker and which will be the
defender (roll off if you can't agree
- the winner chooses). If both
players agree, you can play this as
a Commanders mission, in which
case each kill team must include
one Commander.

THE BATTLEFIELD

This mission is played in Killzone:
The Truehawk. Set up terrain as
shown on pages 24-25.

DEPLOYMENT

The defender sets up their models
first. All of their models must

be set up on the bridge of the
Truehawk. The attacker then sets

OPEN PLAY MISSION

ASSAULT THE BRIDGE

Often the quickest way to capture an enemy craft is to teleport aboard a ship and assault the bridge.
However, it is also one of the most bloody and difficult ways, for shuttle bridges are heavily defended.

up their models, one at a time,
by rolling a D6 and consulting
the following chart to determine
where they have teleported to:

D6 Location

1-3 Set up this model anywhere
in the Truehawk’s
enginarium.

4-5 Set up this model anywhere
in the Truehawk’s
enginarium, or anywhere in
either of the two rooms on
either the port or starboard
side of the Truehawk.

6 Set up this model anywhere
in the Truehawk other than
the bridge.

h

BATTLE LENGTH
The battle ends at the end of battle
round 5.

VIGTORY CONDITIONS

At the end of the battle, the
attacker receives 2 victory points
for each of their models that is

on the bridge of the Truehawk
(shaken models do not count).
The defender receives 1 victory
point for each enemy model
taken out of action by one of their
model’s attacks or psychic powers.
The player with the most victory
points is the winner. If the players
have the same number of victory
points, the defender wins.




OPEN PLAY MISSION

N\

THEY CAME FROM BELOW

What seems at first a safe refuge - a place where a kill team can take a quick respite - can quickly turn
into a desperate fight for survival when such a resting place sits atop a crypt filled with a horde of foes.

THE KILL TEAMS

This is mission for two players.
Choose which player will be the
attacker and which will be the
defender (roll off if you can’t agree
- the winner chooses). If both
players agree, you can play this as
a Commanders mission, in which
case each kill team must include
one Commander. .

THE BATTLEFIELD

This mission is played in Killzone:
Ministorum Shrine. Set up terrain
as shown on pages 26-27.

DEPLOYMENT

The defender sets up their models
first. All of their models must be
set up within 6" of the centre of the

battlefield. The attacker then sets
up their models. They must be set
up anywhere that is wholly within
3" of a crypt access trapdoor, but
a second model cannot be placed
within 3" of the same trapdoor
until all have at least one model
within 3". Similarly, you cannot
place a third model within 3" of
the same trapdoor until all have
two models within 3", and so on.

THE ENDLESS HORDE

In this battle, each time an
Injury roll is made for one

of the attacker’s models, it is
automatically an ‘out of action’
result — do not roll any dice.
However, the attacker can, at the
end of each Movement phase,

take any models from their kill
team that are out of action and set
them up again anywhere that is
wholly within 3" of a crypt access
trapdoor and more than 1" from
any enemy models.

BATTLE LENGTH

The battle ends at the end of battle
round 6, or at the end of any battle
round in which all the defender’s
models are out of action.

VICTORY GONDITIONS

At the end of the battle, the
defender wins if at least one of
their models is on the battlefield.
Any other result is a win for

the attacker.

OPEN PLAY MISSION

FREE PRISONERS

A

A kill team has been sent to rescue prisoners from an enemy stronghold. The captors must ensure their
‘guests’ do not escape, but neither can they be killed before they have been fully interrogated.

THE KILL TEAMS

This is mission for two players.
Choose which player will be the
attacker and which will be the
defender (roll off if you can’t agree
— the winner chooses). If both
players agree, you can play this as
a Commanders mission, in which
case each kill team must include
one Commander. The attacker
must select one specialist or two
other models from their kill team
to be prisoners.

THE BATTLEFIELD

This mission can be played

in Killzone: The Truehawk or
Killzone: Ministorum Shrine.
Set up terrain as shown either on
pages 24-25 or pages 26-27.

DEPLOYMENT (TRUEHAWK)

First, the attacker sets up their
prisoner(s) in one of the rooms
adjacent to the bridge. All of their
other models must be set up in the
enginarium. The defender then
sets up their models anywhere
that is more than 6" from any
enemy models.

DEPLOYMENT (SHRINE)

First, the attacker sets up their
prisoner(s) in the confession
chamber. All of their other models
must be set up wholly within 6"

of the main shrine entrance door.
The defender then sets up their
models anywhere that is more
than 6" from any enemy models.

PRISONERS

In this mission, prisoners are armed
only with a close combat weapon.
Until a friendly model moves
within 1" of them, they are shaken
and cannot be targeted or affected
by attacks or psychic powers.

BATTLE LENGTH
The battle ends at the end of battle
round 8.

VICTORY CONDITIONS

At the end of the battle, the
attacker wins if all the prisoners
are within 2" of an escape pod
(if on the Truehawk), or within
2" of the entrance door (if in the
Ministorum Shrine). Any other
result is a win for the defender.




NARRATIVE PLAY MISSION
SABOTAGE THE SHUTTLE

A kill team has managed to stow away aboard an enemy command shuttle, intent on destroying it or else
forcing it to land. The defending commander and their crew must repel the intruders swiftly and protect
their vessel, before the foe can cause catastrophic damage to their craft’s systems.

If you are playing a campaign, you can choose to
play this mission instead of the Disrupt Supply
Lines mission.

THE KILL. TEAMS

This is a mission for two players. Choose which player
will be the attacker and which will be the defender (roll
off if you can’t agree — the winner decides). Each player
chooses a Faction keyword, and the players reveal their
choices at the same time. Then each player chooses a
Battle-forged kill team that only includes models with
the Faction keyword they chose. Each kill team can cost
up to 150 points, and must include one Commander.

THE BATTLEFIELD

This mission is played in Killzone: The Truehawk. Set up
terrain as shown on page 24-25. In this mission the four
control panels and the two engine coolant stations are
all objective markers.

DEPLOYMENT

The players roll off, and then alternate setting up
models, starting with the player who lost the roll-off.
A player’s models must be set up wholly within their
deployment zone. If a player runs out of models to set
up, skip them. Continue setting up models until both
players have set up their kill teams. Once the players
have set up all their models, deployment ends and the
first battle round begins.

BATTLE LENGTH
At the end of battle round 4, the attacker rolls a D6. The

battle continues on a 3+, otherwise the battle ends. At
the end of battle round 5, the attacker rolls a D6. This

time the battle continues on a 4+, otherwise the battle
ends. The battle automatically ends at the end of battle
round 6.

VIGTORY CONDITIONS

At the end of the game, each objective marker is worth 2
victory points to the player who controls it. In addition,
the attacker scores 1 victory point for each objective
marker they have destroyed (see below). The player with
the most victory points is the winner. If the players have
the same number of victory points, the defender wins.

RESOURCES

In a campaign game, if the attacker wins the mission,
the defender loses 2 Materiel. If the defender wins the
mission, the attacker loses 1 Intelligence.

Attacker Tactic

Use this Tactic at the end of a battle round. If you
spent 1 Command Point, choose a control panel
objective marker you control, and if you spent

2 Command Points, choose an engine coolant
station objective marker you control. In either

case, you destroy that objective marker - remove
it from the battlefield. You can only use this Tactic
once per battle round.

Defender Tactic

Use this Tactic at the start of a battle round. Until
the start of the next battle round, objective markers
may not be destroyed whilst within 2" of any of
your models.

|




NARRATIVE PLAY MISSION
ABANDON SHIP

An enemy kill team has succeeded in inflicting fatal damage to the shuttle’s engines. A crash is imminent,
and the defenders must get their champions to the escape pods as soon as possible to ensure their survival.
However, the enemy have sworn to prevent their quarry escaping, no matter the cost.

If you are playing a campaign, you can choose to play
this mission instead of the Ambush mission.

THE KILL TEAMS

This is a mission for two players. Choose which player
will be the attacker and which will be the defender (roll
off if you can't agree — the winner decides). Each player
chooses a Faction keyword, and the players reveal their
choices at the same time. Then each player chooses a
Battle-forged kill team that only includes models with
the Faction keyword they chose. Each kill team can cost
up to 150 points, and must include one Commander.

THE BATTLEFIELD

This mission is played in Killzone: The Truehawk. Set up
terrain as shown on page 24-25.

DEPLOYMENT

The players roll off, and then alternate setting up models,
starting with the player who lost the roll-off. A player’s
models must be set up wholly within their deployment
zone. The Defender must set up their Commander as
their first model, within 1" of a command chair. If a
player runs out of models to set up, skip them. Continue
setting up models until both players have set up their
kill teams. Once the players have set up all their models,
deployment ends and the first battle round begins.

BATTLE LENGTH

The game immediately ends if the defender’s
Commander or all of the defender’s other specialists are
taken out of action, or if the defender’s Commander and
at least one other specialist have escaped (see opposite).
Otherwise, at the end of battle round 4, the attacker rolls

a D6. The battle continues on a 3+, otherwise the battle
ends. At the end of battle round 5, the attacker rolls a
Dé6. This time the battle continues on a 4+, otherwise
the battle ends. The battle automatically ends at the end
of battle round 6.

VICTORY CONDITIONS

If, at the end of the battle, the defending player’s
Commander and at least one other specialist escaped,
the defender wins. Otherwise, the attacker wins.

Escare

A model in the defender’s kill team can escape in the
Movement phase, if that model ends a normal move
within 2" of an escape pod and there are no enemy
models — other than shaken models - within 2" of that
pod. When a model escapes, remove them and that pod
from the battlefield; that model is not out of action, but
takes no further part in the mission.

RESOURCES

In a campaign game, if the attacker wins the mission,
the defender loses 2 Morale. If the defender wins the
mission, the attacker loses 1 Materiel.

Attacker Tactic

Use this Tactic at the start of the Movement phase.
Choose a model from your kill team that is not
shaken. Enemy models within 1" of this model
cannot Fall Back in this phase.

Defender Tactic

Use this Tactic at the end of the Movement phase.
Choose a model from your kill team that is within
2" of an escape pod and roll a D6. On a 5+ that
model escapes in that escape pod, even if there are
enemy models within 2" of that escape pod.




NARRATIVE PLAY MISSION
RECOVER AND RESCUE

A commander’s escape pod has crash-landed inside a building, but the doors have jammed and trapped
the pod’s occupant. A kill team has been sent to rescue the commander, but they must hurry, for an enemy
kill team has already converged on the pod, and their commander is not far behind them.

If you are playing a campaign, you can choose to play
this mission instead of the Feint mission.

THE KILL TEAMS

This is a mission for two players. Choose which player
will be the attacker and which will be the defender (roll
off if you can't agree). Each player chooses a Faction
keyword, and the players reveal their choices at the same
time. Then each player chooses a Battle-forged kill team
that only includes models with the Faction keyword
they chose. Each kill team can cost up to 150 points, and
must include one Commander.

THE BATTLEFIELD

This mission is played in Killzone: Ministorum Shrine.
Set up terrain as shown on pages 26-27.

DEPLOYMENT

The players roll off, and then alternate setting up
models, starting with the player who lost the roll-off.
A player’s models must be set up wholly within their
deployment zone. Neither player’s Commander starts
the battle on the battlefield (they are not considered to
be out of action before they are set up). If a player runs
out of models to set up, skip them. Continue setting
up models until both players have set up their kill
teams. Once the players have set up all their models,
deployment ends and the first battle round begins.

BATTLE LENGTH

If the defender’s Commander is taken out of action, the
battle ends immediately. Otherwise, at the end of battle
round 6, the attacker rolls a D6. The battle continues
on a 3+, otherwise the battle ends. At the end of battle
round 7, the attacker rolls a D6. This time the battle

continues on a 4+, otherwise the battle ends. The battle
automatically ends at the end of battle round 8.

FREE THE COMMANDER

Once per battle, the defender can open an escape pod if
a model from their kill team ends a normal move in the
Movement phase within 1" of it. When an escape pod is
opened, set up your Commander as close to that escape
pod as possible and more than 1" from any enemy
models (they can do nothing else this phase).

VICTORY GONDITIONS

At the end of the game, the defender wins if their
Commander is on the battlefield and wholly within the
defender’s deployment zone. Any other result is a win
for the attacker.

RESOURCES

In a campaign game, if the attacker wins the mission,
the defender loses 2 Intelligence. If the defender wins
the mission, the attacker loses 1 Territory.

Attacker Tactic

Use this Tactic at the end of the Movement phase
if your Commander has not yet been set up. Roll
a D6 and add the current battle round number to
the result. On a 7+, set up your Commander on
any crypt access point (they can do nothing else
this phase).

Defender Tactic

Use this Tactic at the end of the Movement phase
if your Commander has not yet been set up. Roll
a D6. On a 6, choose an escape pod and set up
your Commander as close as possible to it and
more than 1" from any enemy models (your
Commander can do nothing else this phase).




NARRATIVE PLAY MISSION
DEFIANGE OR DEATH

A kill team has surrounded a high-profile target, who even now is mustering their troops in a desperate
defence. If this commander falls, the defenders will have no choice but to abandon the stronghold, but if
they stand firm despite their predicament and prevails, they will have won a famous victory.

If you are playing a campaign, you can choose to play
this mission instead of the Assassinate mission.

THE KILL TEAMS

This is a mission for two players. Choose which player
will be the attacker and which will be the defender (roll
off if you can't agree). Each player chooses a Faction
keyword, and the players reveal their choices at the same
time. Then each player chooses a Battle-forged kill team
that only includes models with the Faction keyword
they chose. Each kill team can cost up to 150 points, and
must include one Commander.

THE BATTLEFIELD _
This mission is played in Killzone: Ministorum Shrine.
Set up terrain as shown on pages 26-27.

DEPLOYMENT

The players roll off, and then alternate setting up
models, starting with the player who lost the roll-off.

A player’s models must be set up wholly within their
deployment zone (in this mission, the Attacker has
several deployment zones, made up of the areas that are
within 2" of the centre of each crypt access point). If a
player runs out of models to set up, skip them. Continue
setting up models until both players have set up their
kill teams. Once the players have set up all their models,
deployment ends and the first battle round begins.

Defender’s S8
eployment Zong

BATTLE LENGTH

If the defender’s Commander is taken out of action, the
game ends immediately. Otherwise, at the end of battle

round 5, the attacker rolls a D6. The battle continues on
a 4+, otherwise the battle ends. The battle automatically
ends at the end of battle round 6.

VICTORY CONDITIONS

If, at the end of the game, the defender’s Commander
has been taken out of action, or the defender’s
Commander is not wholly within the defender’s
deployment zone, the attacker wins. Otherwise, the
defender wins.

RESOURCES

In a campaign game, if the attacker wins the mission,
the defender loses 2 Territory. If the defender wins the
mission, the attacker loses 1 Morale.

Attacker Tactic
Use this Tactic at the start of the Shooting phase
or Fight phase. For the rest of the phase, you can
re-roll wound rolls of 1 for attacks that target an
enemy Commander.

Defender Tactic

Use this Tactic at the start of the Shooting phase.
For the rest of that phase, enemy models cannot
target your Commander unless your Commander
is the closest enemy model.




MATCHED PLAY MISSION
HEIST

An abandoned shuttle has been detected passing through the system. Such craft often contain valuable
cargo that could prove critical for the war effort. Kill teams have been transported to the shuttle to search
for and recover any supplies, bringing them back to the teleport site for retrieval before the foe can.

If you are playing a campaign, you can choose to
play this mission instead of the Disrupt Supply
Lines mission.

THE KILL TEAMS

This is a mission for two players. Each player chooses a
Faction keyword, and the players reveal their choices at
the same time. Then each player chooses a Battle-forged
kill team that only includes models with the Faction
keyword they chose. If both players agree, you can play
this as a Commanders mission, in which case each

kill team can cost up to 150 points, and must include
one Commander.

THE BATTLEFIELD

This mission is played in Killzone: The Truehawk. Set
up terrain as shown on pages 24-25, but do not set

up the storage chests. The players roll off; the player
who wins chooses one deployment zone, and their
opponent has the other. Then, starting with the player
who won the roll-off, the players alternate placing

the storage chests anywhere on the battlefield that is
at least 5" from either deployment zone or from any
other storage chest (ignore walls when measuring this
distance when setting them up). Each storage chest is an
objective marker.

DEPLOYMENT

The players roll off, and then alternate setting up
models, starting with the player who lost the roll-off.
A player’s models must be set up wholly within their
deployment zone. If a player runs out of models to set
up, skip them. Continue setting up models until both
players have set up their kill teams. Once the players
have set up all their models, deployment ends and the
first battle round begins.

BATTLE LENGTH

At the end of battle round 4, the player who chose their
deployment zone rolls a D6. The battle continues on a
3+, otherwise the battle ends. At the end of battle round
5, the player who chose their deployment zone rolls a
Dé. This time the battle continues on a 4+, otherwise
the battle ends. The battle automatically ends at the end
of battle round 6.

VIGTORY CONDITIONS

At the end of the game, each objective marker is worth 3
victory points to the player who controls it. If an objective
marker is in a player’s deployment zone at the end of the
game, that player controls it, irrespective of what models
are within 2" of it. The player with the most victory points
is the winner. If the players have the same number of
victory points, the player who had the lower Force is the
winner - if there is still a tie, the battle is a draw.

SECURE CARGO

An INFANTRY model that began the Movement phase
within 1" of a storage chest can drag a single storage
chest as part of their normal move. If it does so, the
model moving the chest can move no more than 6" this
phase, but you can also move the storage chest as if it
were a friendly model (it is also moved up to 6", cannot
be moved within 1" of any enemy models, and must end
its move within 1" of the model dragging it). A model
cannot drag a storage chest if any enemy models (other
than shaken models) are within 1" of the same storage
chest at the start of the Movement phase. If a storage
chest occupies an open doorway, that door cannot

be closed.

RESOURCES

In a campaign game, the player who lost the
mission loses 2 Materiel. If players draw they do not
lose Materiel.




MATCHED PLAY MISSION
SHUTTLEJAGKERS

A long-lost shuttle has been found drifting amidst an asteroid field. Though stripped of its cargo, the
craft might provide vital intelligence if its machine spirit can be forced to comply. Your kill team has been
tasked with securing the craft and inloading new fidelity codes to control the ship’s stubborn cogitators.

If you are playing a campaign, you can choose to play
this mission instead of the Ambush mission.

THE KILL TEAMS

This is a mission for two players. Each player chooses a
Faction keyword, and the players reveal their choices at
the same time. Then each player chooses a Battle-forged
kill team that only includes models with the Faction
keyword they chose. If both players agree, you can play
this as a Commanders mission, in which case each

kill team can cost up to 150 points, and must include
one Commander.

THE BATTLEFIELD

This mission is played in Killzone: The Truehawk. Set

up terrain as shown on pages 24-25. The players roll off;
the player who wins chooses one deployment zone, and
their opponent has the other. In this mission, the control
panels are objective markers.

DEPLOYMENT

The players roll off, and then alternate setting up
models, starting with the player who lost the roll-off.
A player’s models must be set up wholly within their
deployment zone. If a player runs out of models to set
up, skip them. Continue setting up models until both
players have set up their kill teams. Once the players
have set up all their models, deployment ends and the
first battle round begins.

BATTLE LENGTH

At the end of battle round 4, the player who chose their
deployment zone rolls a D6. The battle continues on a
3+, otherwise the battle ends. At the end of battle round
5, the player who chose their deployment zone rolls a
D6. This time the battle continues on a 4+, otherwise
the battle ends. The battle automatically ends at the end
of battle round 6.

VIGTORY CONDITIONS

Each player scores victory points for each objective
marker their kill team controls at the end of each battle
round (keep a score from battle round to battle round).
A player scores 3 victory points for controlling the
objective marker on the bridge of the Truehawk, and

2 victory points for each of the other objective markers
they control. The player with the most victory points

is the winner. If the players have the same number of
victory points, the player who had the lower Force is the
winner - if there is still a tie, the battle is a draw.

ComMMAND CODES REQUIRED

Only Leaders, Commanders and Comms Specialists
can control the objective marker on the bridge of the
Truehawk (ignore all other models when determining
which player controls this objective marker).

RESOURCES

In a campaign game (see page 56) the player who lost
the mission loses 2 Intelligence. If players draw, they do
not lose Intelligence.

Level 1 Comms Tactic

Use this Tactic at the end of the battle round if a
Comms specialist from your kill team that is not
shaken is within 2" of the control panel objective
marker in the enginarium monitor room and
you control that objective marker. Score 1 bonus
victory point this battle round. You can only use
this tactic once per battle round.




MATCHED PLAY MISSION
RETRIEVE THE RELIG

Two kill teams are seeking to locate a priceless holy relic in an ancient Ecclesiarchal shrine, either to
secure and safeguard it for the benefit of their own troops, or else to steal and desecrate it, and thereby
inflict a shattering blow to the morale of the enemy army.

If you are playing a campaign, you can choose to play
this mission instead of the Feint mission.

THE KL TEAMS

This is a mission for two players. Each player chooses a
Faction keyword, and the players reveal their choices at
the same time. Then each player chooses a Battle-forged
kill team that only includes models with the Faction
keyword they chose. If both players agree, you can play
this as a Commanders mission, in which case each

kill team can cost up to 150 points, and must include
one Commander.

THE BATTLEFIELD

This mission is played in Killzone: Ministorum Shrine.
Set up terrain as shown on pages 26-27, but do not set
up the storage chests. The players roll off; the player
who won places the storage chests anywhere on the
battlefield. Each must be at least 5" from any other
(ignore walls when measuring this distance setting them
up). The storage chests are objective markers, and one
chest contains a relic (see right). Then, the player who
lost the roll-off chooses one deployment zone (their
opponent has the other).

DEPLOYMENT

The players roll off, and then alternate setting up
models, starting with the player who lost the roll-off.
A player’s models must be set up wholly within their
deployment zone. If a player runs out of models to set
up, skip them. Continue setting up models until both
players have set up their kill teams. Once the players
have set up all their models, deployment ends and the
first battle round begins.
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BATTLE LENGTH

At the end of battle round 4, the player who chose their
deployment zone rolls a D6. The battle continues on a
3+, otherwise the battle ends. At the end of battle round
5, the player who chose their deployment zone rolls a
Dé. This time the battle continues on a 4+, otherwise
the battle ends. The battle automatically ends at the end
of battle round 6.

VIGTORY GONDITIONS

At the end of the game, the player who controls the
objective marker that contains the relic wins. If neither
player controls that objective marker, or if the storage
chest containing the Relic has not yet been identified,
the player who had the lower Force is the winner - if
there is still a tie, the battle is a draw.

SEARCH CHEST

An INFANTRY model that ends the Movement phase
within 1" of a storage chest can search it. A model
cannot search a storage chest if it is shaken or Readied
or if it advanced or made a charge attempt, or if any
enemy models (other than shaken models) are within
2" of the same storage chest. Each storage chest can only
be searched once. When a storage chest is searched, the
searching player rolls a D6 and adds 2 to the result for
each other storage chest that has already been searched
(this cannot be re-rolled for any reason): on a 6+ the
Relic is found within that storage chest (if two storage
chests have been searched, when the third storage chest
is searched the Relic is automatically found within

it). Once the Relic is found, models cannot search
storage chests.

RESOURCES
In a campaign game the player who lost the mission
loses 2 Morale. If players draw they do not lose Morale.




MATCHED PLAY MISSION
CONSECRATE WITH BLOOD

An Adeptus Ministorum shrine stands intact in the middle of a contested city. If it can be captured by a
forward Kill Team it would serve as an ideal staging post for the next phase of the war. However, such a
stronghold is also coveted by the enemy, and blood is certain to be spilled if the site is to be secured.

If you are playing a campaign, you can choose to play
this mission instead of the Assassinate mission.

THE KILL TEAMS

This is a mission for two players. Each player chooses a
Faction keyword, and the players reveal their choices at
the same time. Then each player chooses a Battle-forged
kill team that only includes models with the Faction
keyword they chose. If both players agree, you can play
this as a Commanders mission, in which case each

kill team can cost up to 150 points, and must include
one Commander.

THE BATTLEFIELD

This mission is played in Killzone: Ministorum Shrine.
Set up terrain as shown on pages 26-27.

DEPLOYMENT

The players roll off, and then alternate setting up
models, starting with the player who lost the roll-off.
A player’s models must be set up wholly within their
deployment zones. If a player runs out of models to set
up, skip them. Continue setting up models until both
players have set up their kill teams. Once the players

have set up all their models, deployment ends and the
first battle round begins.

BATTLE LENGTH

The battle ends at the end of a battle round if there

is only one unbroken kill team on the battlefield.
Otherwise, at the end of battle round 4, the player

who chose their deployment zone rolls a D6. The
battle continues on a 3+, otherwise the battle ends.

At the end of battle round 5, the player who chose
their deployment zone rolls a D6. This time the battle
continues on a 4+, otherwise the battle ends. The battle
automatically ends at the end of battle round 6.

VICTORY GONDITIONS

If the battle ends because there is only one unbroken

kill team on the battlefield, that kill team’s player wins.
Otherwise, each player scores 3 victory points for each
enemy Commander taken out of action, 2 victory points
for each enemy Leader taken out of action, and 1 victory
point for each other enemy model taken out of action.
The player with the most victory points is the winner. If
the players have the same number of victory points, the
player who had the lower Force is the winner (if there is
still a tie, the battle is then a draw).

RESOURCES

In a campaign game, the player who lost the mission
loses 2 Territory. If players draw, they do not

lose Territory.




COMPETITIVE PLAY MISSION

NTERLOPERS

The security of a high-tech facility has been compromised. Despatched to drive the enemy from the
building’s engine rooms, a rapid-response force engages the intruders, and a fierce conflict ensues as the

two groups of warriors vie for control of the area,

THE KILL TEAMS

This is a mission for two players. Each player chooses
three Arena Objectives as described on page 20 and
musters a Battle-forged kill team as described on
page 18.

THE BATTLEFIELD

This mission is played in a Killzone: Generatorium.
Create the battlefield and set up terrain exactly as shown
on pages 8-9. Then set up four objective markers as
shown opposite.

SCOUTING PHASE

Do not resolve the Scouting phase in this mission.

DEPLOYMENT
The players roll off, and the loser of the roll-off

chooses which deployment zone will be their own.
The other deployment zone will be their opponents.
The players then take it in turns to deploy one model
from their kill team, starting with the player who

lost the roll-off. Models must be set up wholly within
their own deployment zone. If a player runs out of
models to set up, skip them. Once the players have set
up their models, deployment ends and the first battle
round begins.

BATTLE LENGTH

The battle automatically ends at the end of battle
round 4.

VIGTORY GONDITIONS

Victory points are scored for the following:

Take and Hold: At the end of the battle round, a
player scores 1 victory point for each of the following
conditions that they satisfy (for a maximum of 3
victory points):

« They control one or more objective markers.

« They control two or more objective markers.

o They control more objective markers than
their opponent.

A player cannot score more than 9 victory points for
this victory condition in this mission.

ARENA OBJECTIVES
The Arena Objectives available in this mission are:

Cut Apart, Death From Afar, Domination, Engage On
All Fronts, Scout the Field

Activate Engines: At the beginning of the Movement
phase, if you control one or more objective markers, you
can choose a model from your kill team (other than a
shaken model) that is within 1" of an objective marker
you control and not within 1" of an enemy model. If you
do so, you score 1 victory point. This model cannot be
chosen to move, React, manifest psychic powers or shoot
in this battle round, and can only be chosen to fight in
the Fight phase if it is charged in this battle round.

At the end of the battle, the player with the most victory
points is the winner. If there is a tie, whichever player
controls the most objective markers at the end of the
battle is the winner. If there is still a tie, the game is

a draw.
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COMPETITIVE PLAY MISSION
HOLD THE TERMINALS

Seeking to destroy an enemy facility’s reactor, a kill team moves to secure a number of key terminals.
Realising the nature of their plan, the foe sends combatants to put an end to the nefarious plot - if they

fail, the overload could level the entire structure.

THE KILL TEAMS

This is a mission for two players. Each player chooses
three Arena Objectives as described on page 20 and
musters a Battle-forged kill team as described on
page 18.

THE BATTLEFIELD

This mission is played in a Killzone: Generatorium.
Create the battlefield and set up terrain exactly as shown
on pages 8-9.

SCOUTING PHASE

Do not resolve the Scouting phase in this mission.

DEPLOYMENT

The players roll off, and the loser of the roll-off
chooses which deployment zone will be their own.
The other deployment zone will be their opponent’s.
The players then take it in turns to deploy one model
from their kill team, starting with the player who
lost the roll-off. Models must be set up wholly within
their own deployment zone. If a player runs out of
models to set up, skip them. Once the players have set
up their models, deployment ends and the first battle
round begins.

BATTLE LENGTH
The battle automatically ends at the end of battle
round 4.

VIGTORY CONDITIONS

Victory points are scored for the following:

Terminal Corridors: At the end of the battle round,

a player scores 1 victory point if they control any
Terminal Corridors (see the map opposite), or 3 victory
points if they control more Terminal Corridors than
their opponent. A player controls a Terminal Corridor
if the total Wounds characteristic of models from their
kill team that are wholly within that Terminal Corridor
is higher than the total Wounds characteristic of enemy
models wholly within that Terminal Corridor. A player
cannot score more than 9 victory points for this victory
condition in this mission.

ARENA OBJECTIVES
The Arena Objectives available in this mission are:

Attrition, Cut Off the Head, High-Profile Targets,
Proximity Alert, Scout the Field

Vent Reactor: At the end of the battle round, score 1
victory point if there are any specialists from your kill
team (other than shaken models) wholly within any
Terminal Corridors that you control.

At the end of the battle, the player with the most victory
points is the winner. If there is a tie, whoever controls
more Terminal Corridors at the end of the battle is the
winner. If there is still a tie, the game is a draw.
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COMPETITIVE PLAY MISSION
CLAIM THE GATAGOMBS

A territorial battle between reconnaissance forces has begun in the dank catacombs beneath an
Ecclesiarchy building. Both look to secure the key intersections of the underground structure, driving
their enemy back tunnel by tunnel until they are expelled entirely.

THE KILL TEAMS

This is a mission for two players. Each player chooses
three Arena Objectives as described on page 20 and
musters a Battle-forged kill team as described on
page 18.

THE BATTLEFIELD

This mission is played in a Killzone: Catacombs. Create
the battlefield and set up terrain exactly as shown on
pages 10-11. Then set up five objective markers as
shown opposite.

SCOUTING PHASE

Do not resolve the Scouting phase in this mission.

DEPLOYMENT

The players roll off, and the loser of the roll-off
chooses which deployment zone will be their own.
The other deployment zone will be their opponent’s.
The players then take it in turns to deploy one model
from their kill team, starting with the player who
lost the roll-off. Models must be set up wholly within
their own deployment zone. If a player runs out of
models to set up, skip them. Once the players have set
up their models, deployment ends and the first battle
round begins.

BATTLE LENGTH
The battle automatically ends at the end of battle
round 4.

VIGTORY CONDITIONS

Victory points are scored for the following:

Take and Hold: At the end of the battle round, a
player scores 1 victory point for each of the following
conditions that they satisfy (for a maximum of 3
victory points):

» They control one or more objective markers.

« They control two or more objective markers.

o They control more objective markers than
their opponent.

A player cannot score more than 9 victory points for
this victory condition in this mission.

ARENA OBJECTIVES
The Arena Objectives available in this mission are:

Attrition, Bounty Hunters, Domination, Recon
Sweep, Thin Their Ranks

Contained: At the end of the battle round, score 1
victory point if you control the two objective markers
closest to the battlefield edges.

At the end of the battle, the player with the most victory
points is the winner. If there is a tie, whichever player
controls the most objective markers at the end of the
battle is the winner. If there is still a tie, the game is

a draw.
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COMPETITIVE PLAY MISSION
- HIDDEN VAULT

Energy signatures suggest there is an incredible power source in a vault deep within a series of
underground tunnels. A structural analysis has revealed a concealed entrance to this vault, and a kill team
has been despatched to secure the area - but their enemies have similar plans.

THE KILL TEAMS

This is a mission for two players. Each player chooses
three Arena Objectives as described on page 20 and
musters a Battle-forged kill team as described on
page 18.

THE BATTLEFIELD

This mission is played in a Killzone: Catacombs. Create
the battlefield and set up terrain exactly as shown on
pages 10-11. Then set up four objective markers as
shown opposite.

SCOUTING PHASE

Do not resolve the Scouting phase in this mission.

DEPLOYMENT

The players roll off, and the loser of the roll-off
chooses which deployment zone will be their own.
The other deployment zone will be their opponent’s.
The players then take it in turns to deploy one model
from their kill team, starting with the player who
lost the roll-off. Models must be set up wholly within
their own deployment zone. If a player runs out of
models to set up, skip them. Once the players have set
up their models, deployment ends and the first battle
round begins.

BATTLE LENGTH
The battle automatically ends at the end of battle
round 4.

VIGTORY GONDITIONS

Victory points are scored for the following:

Vault Entrance: At the end of the battle round, a player
scores 1 victory point if they control any objective
markers, and 2 additional victory points if they control
both of the objective markers closest to the Entrance
Room (see opposite). A player cannot score more than 9
victory points for this victory condition in this mission.

ARENA OBJECTIVES
The Arena Objectives available in this mission are:

Cut Off the Head, Domination, Engage On All Fronts,
High-Profile Targets, Proximity Alert

Jam Signal: At the end of the battle round, score 1
victory point if you control the objective marker closest
to your opponent’s deployment zone, and a specialist
from your kill team (other than a shaken model) is
within 2" of that objective marker.

At the end of the battle, the player with the most

victory points is the winner. If there is a tie, and one
player controls the two objective markers closest to the
Entrance Room at the end of the battle, that player is the
winner. If there is still a tie, the game is a draw.
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COMPETITIVE PLAY MISSION

SEGURE THE DELIVERY SITI

An armorium that is due to receive a large delivery of munitions by servo-drones has been assaulted by an
enemy force intent on stealing the supplies. A nearby kill team has been redirected to intercept them and
ensure the ammunition is received by its rightful owners.

THE KILL TEAMS

This is a mission for two players. Each player chooses
three Arena Objectives as described on page 20 and
musters a Battle-forged kill team as described on
page 18.

THE BATTLEFIELD

This mission is played in a Killzone: Armorium
Stockpile. Create the battlefield and set up terrain
exactly as shown on pages 12-13. Then set up six
objective markers as shown opposite.

SCOUTING PHASE

Do not resolve the Scouting phase in this mission.

DEPLOYMENT

The players roll off, and the loser of the roll-off
chooses which deployment zone will be their own.
The other deployment zone will be their opponents.
The players then take it in turns to deploy one model
from their kill team, starting with the player who
lost the roll-off. Models must be set up wholly within
their own deployment zone. If a player runs out of
models to set up, skip them. Once the players have set
up their models, deployment ends and the first battle
round begins.

BATTLE LENGTH
The battle automatically ends at the end of battle
round 4.

VIGTORY GONDITIONS

Victory points are scored for the following:

Take and Hold: At the end of the battle round, a
player scores 1 victory point for each of the following
conditions that they satisfy (for a maximum of 3
victory points):

o They control one or more objective markers.

» They control two or more objective markers.

» They control more objective markers than
their opponent.

A player may not score more than 9 victory points for
this victory condition in this mission.

ARENA OBJECTIVES
The Arena Objectives available in this mission are:

Death From Afar, Engage On All Fronts, Recon
Sweep, Scout the Field, Thin Their Ranks

Divert Drones: At the end of the battle round, score 1
victory point if you control the two objective markers
closest to the centre of the battlefield.

At the end of the battle, the player with the most victory
points is the winner. If there is a tie, whichever player
controls the most objective markers at the end of the
battle is the winner. If there is still a tie, the game is

a draw.
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COMPETITIVE PLAY MISSION
DESPERATE DESTRUGTION

As one kill team deploys to sabotage an enemy’s armoury by planting explosives in the ammunition
stockpile at the facility’s heart, another moves to stop them from reaching their goal. Before long the

building echoes with the sounds of frenzied battle.

THE KILL TEAMS
This is a mission for two players. Each player chooses

three Arena Objectives as described on page 20 and
musters a Battle-forged kill team as described on page 18.

THE BATTLEFIELD

This mission is played in a Killzone: Armorium
Stockpile. Create the battlefield and set up terrain
exactly as shown on pages 12-13. Then set up four
objective markers as shown opposite.

SCOUTING PHASE

Do not resolve the Scouting phase in this mission.

DEPLOYMENT

The players roll off, and the loser of the roll-off
chooses which deployment zone will be their own.
The other deployment zone will be their opponents.
The players then take it in turns to deploy one model
from their kill team, starting with the player who
lost the roll-off. Models must be set up wholly within
their own deployment zone. If a player runs out of
models to set up, skip them. Once the players have set
up their models, deployment ends and the first battle
round begins.

BATTLE LENGTH

The battle automatically ends at the end of battle
round 4.

VIGTORY GONDITIONS

Victory points are scored for the following:

Access to the Hatch: At the end of the battle round,

a player scores 1 victory point if they control any
objective markers, or 2 victory points if they control
the two objective markers closest to their opponent’s
deployment zone. In addition, they score 1 victory
point if they control the Stockpile Hatch (see the map
opposite). A player controls the Stockpile Hatch if the
total Wounds characteristic of models from their kill
team that are wholly within the Stockpile Hatch is
higher than the total Wounds characteristic of enemy
models wholly within the Stockpile Hatch. A player
cannot score more than 9 victory points for this victory
condition in this mission.

ARENA OBJECTIVES
The Arena Objectives available in this mission are:

Cut Apart, Cut Off the Head, Engage On All Fronts,
Proximity Alert, Thin Their Ranks

Headlong Charge: At the end of the Movement phase,
score 1 victory point if two or more models from your
kill team charged in that phase.

At the end of the battle, the player with the most victory
points is the winner. If there is a tie, and one player
controls the Stockpile Hatch at the end of the battle,
that player is the winner. If there is still a tie, the game
is a draw.
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COMPETITIVE PLAY MISSION

FOI

1GOTTEN DATA

During their rapid withdrawal from a war zone, an army left behind valuable intel relating to the wider
conflict. Knowing that their foe’s forces are doubtless en route to the abandoned barracks in which this
data is stored, they send a kill team to destroy the intel before it can be used against them.

THE KILL TEAMS

This is a mission for two players. Each player chooses
three Arena Objectives as described on page 20 and
musters a Battle-forged kill team as described on
page 18.

THE BATTLEFIELD

This mission is played in a Killzone: Garrison Vault.
Create the battlefield and set up terrain exactly as shown
on pages 14-15. Then set up four objective markers as
shown opposite.

SGOUTING PHASE

Do not resolve the Scouting phase in this mission.

DEPLOYMENT

The players roll off, and the loser of the roll-off
chooses which deployment zone will be their own.
The other deployment zone will be their opponent’s.
The players then take it in turns to deploy one model
from their kill team, starting with the player who
lost the roll-off. Models must be set up wholly within
their own deployment zone. If a player runs out of
models to set up, skip them. Once the players have set
up their models, deployment ends and the first battle
round begins.

BATTLE LENGTH
The battle automatically ends at the end of battle
round 4.

VIGTORY CONDITIONS

Victory points are scored for the following:

Take and Hold: At the end of the battle round, a
player scores 1 victory point for each of the following
conditions that they satisfy (for a maximum of 3
victory points):

« They control one or more objective markers.

» They control two or more objective markers.

o They control more objective markers than
their opponent.

A player cannot score more than 9 victory points for
this victory condition in this mission.

ARENA OBJECTIVES
The Arena Objectives available in this mission are:

Attrition, Bounty Hunters, Death From Afar,
Domination, Scout the Field

Data Recovery: At the end of the mission, score

3 victory points if there is at least one objective
marker that you have controlled at the end of every
battle round.

At the end of the battle, the player with the most victory
points is the winner. If there is a tie, whichever player
controls the most objective markers at the end of the
battle is the winner. If there is still a tie, the game is

a draw.
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COMPETITIVE PLAY MISSION
CODEBREAKERS

Operating on freshly acquired intelligence, a kill team infiltrates a barracks with the intention of claiming
the codebreaking devices in the possession of its occupants. The defenders will not give them up easily,
however - the decrypting tools will have to be wrested from their cold, dead hands.

THE KILL TEAMS

This is a mission for two players. Each player chooses
three Arena Objectives as described on page 20 and
musters a Battle-forged kill team as described on
page 18.

THE BATTLEFIELD

This mission is played in a Killzone: Garrison Vault.
Create the battlefield and set up terrain exactly as shown
on pages 14-15. Then set up four objective markers as
shown opposite.

SCOUTING PHASE

Do not resolve the Scouting phase in this mission.

DEPLOYMENT

The players roll off, and the loser of the roll-off
chooses which deployment zone will be their own.
The other deployment zone will be their opponents.
The players then take it in turns to deploy one model
from their kill team, starting with the player who
lost the roll-off. Models must be set up wholly within
their own deployment zone. If a player runs out of
models to set up, skip them. Once the players have set
up their models, deployment ends and the first battle
round begins.

BATTLE LENGTH
The battle automatically ends at the end of battle
round 4.

VIGTORY GONDITIONS

Victory points are scored for the following:

Codebreakers: In this mission, each objective marker
is ‘tagged’ by one player or the other. At the start of

the mission, each player has tagged the two objective
markers closest to their deployment zone. At the end of
the battle round, each player tags the objective markers
they control. Objective markers that are not controlled
remain tagged for the same player. At the end of the
battle round, after any objective markers have been
tagged, a player scores 1 victory point if they have two
tagged objective markers, or 3 victory points if they
have three or more tagged objective markers.

A player may not score more than 9 victory points for
this victory condition in this mission.

ARENA OBJECTIVES
The Arena Objectives available in this mission are:

Bounty Hunters, Cut Apart, High-Profile Targets,
Proximity Alert, Recon Sweep

Retrieved Tools: When the enemy Leader is taken out
of action, score 1 victory point, or 3 victory points if
they were taken out of action in the Fight phase.

At the end of the battle, the player with the most victory
points is the winner. If there is a tie, whichever player
has taken the most enemy specialists out of action at the
end of the battle is the winner. If there is still a tie, the
game is a draw.
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BATILE BROTHERS MISSION
BURNING DEPTHS

Within the heat-hazed bowels of a spacecraft’s engines, a bold boarding action comes to its culmination as
the vessel's invaders face off against a group of the ship’s defenders sent to hunt down and eliminate them.
Should the infiltrators emerge triumphant, they would be perfectly placed to destroy the entire ship.

THE KILL TEAMS

This is a mission for two teams of two players. Each
team chooses three Arena Objectives as described on
page 20 and each player musters a Battle-forged kill
team as described on page 18.

THE BATTLEFIELD

This mission is played in a Killzone: Generatorium.
Create the battlefield by placing two Generatorium
gameboards next to each other and setting up terrain
exactly as shown on pages 8-9. Then set up five objective
markers as shown opposite.

SCOUTING PHASE

Do not resolve the Scouting phase in this mission.

DEPLOYMENT

The teams roll off, and the team that loses the roll-off
chooses whether to deploy in Team A’s deployment
zones or Team B’s. The other deployment zones will

be their opponents’ The teams then take it in turns to
deploy one model from either of their players’ kill teams,
starting with the team that lost the roll-off. Models must
be set up wholly within one of their own deployment
zones. If a team runs out of models to set up, skip them.
Once the teams have set up their models, deployment
ends and the first battle round begins.

BATTLE LENGTH
The battle automatically ends at the end of battle
round 4,

VICTORY CONDITIONS

Victory points are scored for the following:

Take and Hold: At the end of each battle round, each
team scores 1 victory point for each of the following
conditions that they satisfy (for a maximum of 3
victory points):

o They control one or more objective markers,

« They control two or more objective markers.

« They control more objective markers than their
opponents’ team.

A team cannot score more than 9 victory points for this
victory condition in this mission.

ARENA OBJECTIVES
The Arena Objectives available in this mission are:

Attrition, Engage On All Fronts, Proximity Alert,
Recon Sweep, Thin Their Ranks

Denial: Score 1 victory point when an enemy model
that is within 2" of an objective marker is taken out
of action.

At the end of the battle, the team with the most victory
points is the winner. If there is a tie, whichever team
controls the most objective markers at the end of the
battle is the winner. If there is still a tie, the game is

a draw.

‘Hostile presence confirmed... battle cogitation initiated...
engagement sequence optimised. Praise be to the Omnissiah.

- Dorox-0.4343,
Vanguard Alpha
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Kill teams have been sent to gain ingress into a towering enemy fortress by way of a secret route revealed
by recently acquired schematics. The foe has long been aware of the weakness in their structure’s security,
however, and has assigned warriors to defend the underground tunnels.

THE KILL TEAMS

This is a mission for two teams of two players. Each
team chooses three Arena Objectives as described on
page 20 and each player musters a Battle-forged kill
team as described on page 18.

THE BATTLEFIELD

This mission is played in a Killzone: Catacombs. Create
the battlefield by placing two Catacombs gameboards
next to each other and setting up terrain exactly as
shown on pages 10-11. Then set up five objective
markers as shown opposite.

SCOUTING PHASE

Do not resolve the Scouting phase in this mission.

DEPLOYMENT

The teams roll off, and the team that loses the roll-off
chooses which deployment zone will be their own. The
other deployment zone will be their opponents. The
teams then take it in turns to deploy one model from
either of their players’ kill teams, starting with the team
that lost the roll-off. Models must be set up wholly
within their own deployment zone. If a team runs out
of models to set up, skip them. Once the teams have set
up their models, deployment ends and the first battle
round begins.

BATTLE LENGTH
The battle automatically ends at the end of battle
round 4.

VIGTORY GONDITIONS

Victory points are scored for the following:

Take and Hold: At the end of each battle round, each
team scores 1 victory point for each of the following
conditions that they satisfy (for a maximum of 3
victory points):

« They control one or more objective markers.

« They control two or more objective markers.

o They control more objective markers than their
opponents’ team.

A team cannot score more than 9 victory points for this
victory condition in this mission.

ARENA OBJECTIVES
The Arena Objectives available in this mission are:

Cut Apart, Death From Afar, Domination, High-
Profile Targets, Scout the Field

Rapid Advance: At the end of a battle round, score 1
victory point if all models from your team’s kill teams
(other than models that are out of action) are on the
same gameboard as your opponents’ deployment zone.

At the end of the battle, the team with the most victory
points is the winner. If there is a tie, whichever team
controls the most objective markers at the end of the
battle is the winner. If there is still a tie, the game is

a draw.
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BATTLE BROTHERS MISSION
STOCKPILE

Having carried out weeks of surveillance on an enemy storage facility, a kill team has called for support
from an allied force operating in the region so as to penetrate the building’s formidable defences and

overcome its elite defenders.

THE KILL TEAMS

This is a mission for two teams of two players. Each
team chooses three Arena Objectives as described on
page 20 and each player musters a Battle-forged kill
team as described on page 18.

THE BATTLEFIELD

This mission is played in a Killzone: Armorium
Stockpile. Create the battlefield by placing two
Armorium Stockpile gameboards next to each other and
setting up terrain exactly as shown on pages 12-13. Then
set up five objective markers as shown opposite.

SGOUTING PHASE

Do not resolve the Scouting phase in this mission.

DEPLOYMENT

The teams roll off, and the team that loses the roll-off
chooses whether to deploy in Team A’s deployment
zones or Team B’s. The other deployment zones will

be their opponents. The teams then take it in turns to
deploy one model from either of their players’ kill teams,
starting with the team that lost the roll-off. Models must
be set up wholly within one of their own deployment
zones. If a team runs out of models to set up, skip them.
Once the teams have set up their models, deployment
ends and the first battle round begins.

BATTLE LENGTH
The battle automatically ends at the end of battle
round 4.

VIGTORY CONDITIONS

Victory points are scored for the following:

Take and Hold: At the end of each battle round, each
team scores 1 victory point for each of the following
conditions that they satisfy (for a maximum of 3
victory points):

« They control one or more objective markers.

« They control two or more objective markers.

o They control more objective markers than their
opponents’ team.

A team cannot score more than 9 victory points for this
victory condition in this mission.

ARENA OBJECTIVES
The Arena Objectives available in this mission are:

Bounty Hunters, Cut Apart, Cut Off the Head,
Domination, Recon Sweep

Rapid Assault: At the end of the Movement phase,
score 1 victory point if three or more models from your
team’s kill teams charged in that phase.

At the end of the battle, the team with the most victory
points is the winner. If there is a tie, whichever team
controls the most objective markers at the end of the
battle is the winner. If there is still a tie, the game is

a draw.
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BATTLE BROTHERS MISSION
SILENGE THE GUARDS

A pair of kill teams have infiltrated the enemy’s barracks, hoping to slaughter their foes while they sleep.
Some of the building’s occupants, however, have just returned from night-fighting training and are fully

armed, equipped and more than prepared for combat!

THE KILL TEAMS

This is a mission for two teams of two players. Each
team chooses three Arena Objectives as described on
page 20 and each player musters a Battle-forged kill
team as described on page 18.

THE BATTLEFIELD

This mission is played in a Killzone: Garrison Vault.
Create the battlefield by placing two Garrison Vault
gameboards next to each other and setting up terrain
exactly as shown on pages 14-15. Then set up five
objective markers as shown opposite.

SCOUTING PHASE

Do not resolve the Scouting phase in this mission.

DEPLOYMENT

The teams roll off, and the team that loses the roll-off
chooses which deployment zone will be their own. The
other deployment zone will be their opponents’ The
teams then take it in turns to deploy one model from
either of their players’ kill teams, starting with the team
that lost the roll-off. Models must be set up wholly
within their own deployment zone. If a team runs out
of models to set up, skip them. Once the teams have set
up their models, deployment ends and the first battle
round begins.

BATTLE LENGTH
The battle automatically ends at the end of battle
round 4.

VICTORY CONDITIONS

Victory points are scored for the following:

Take and Hold: At the end of each battle round, each
team scores 1 victory point for each of the following
conditions that they satisfy (for a maximum of 3
victory points):

» They control one or more objective markers.

o They control two or more objective markers.

« They control more objective markers than their
opponents’ team.

A team cannot score more than 9 victory points for this
victory condition in this mission.

ARENA OBJECTIVES
The Arena Objectives available in this mission are:

Cut Off the Head, Engage On All Fronts, Proximity
Alert, Scout the Field, Thin Their Ranks

Silenced: Score 1 victory point when an enemy model is
taken out of action and there is no enemy model within
5" of that model.

At the end of the battle, the team with the most victory
points is the winner. If there is a tie, whichever team
controls the most objective markers at the end of the
battle is the winner. If there is still a tie, the game is

a draw.

‘Intruders detected and located - prepare for counter-oftensive
protocols. Commencing strategic collation, exloading pending.

- Kapic-Schoelendt-18.1, Skitarii Ranger
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ULTIMA MISSIONS

Sometimes kill teams will run across each other in situations where neither one side nor the other
holds an advantage. Under these circumstances, objectives may be delivered on the fly, or a kill team
may take it upon themselves to decide the best course of action to take. Either way, only one side can

emerge victorious.

The Ultima rules presented on these pages allow for

the creation of custom competitive play missions using
the killzones found in Kill Team: Arena. By utilising
randomly generated killzones and deployment maps, as
well as the rules for Arena Objectives on pages 20-21,
this format ensures no two competitive play games are
exactly alike.

As kill teams are mustered before the killzone and
deployment map are generated, Ultima is ideal for
players who enjoy the challenge of creating a kill team
that is adaptable to any situation.

GENERATING A KILLZONE

Before playing an Ultima mission, you will need to
determine which of the four Kill Team: Arena killzones
will be used. To do so, roll a dice and consult the

table below.

1 Generatotinm

2 Armorium Stockpile

3  Catacombs

4 Garrison Vault

5 Rerll

6  Re-roll

GENERATING A
DEPLOYMENT MAP

Each of the Ultima killzones has two pre-set deployment
maps, A and B, that show deployment zones and the
location of objective markers. These deployment maps
can be found on pages 54-57.

After determining the killzone for the mission, players
should roll a dice; on a 1-3, deployment map A for that
killzone should be used; on a 4-6, deployment map B for
that killzone should be used.




COMPETITIVE PLAY MISSION
ULTIMA

In a true test of their skills and experience, two kill teams clash on a battlefield in which neither side have
an advantage. In order for one to overcome the other and achieve victory, they must use all their strength
and guile to strike down their foes and establish control the war zone.

THE KILL TEAMS

This is a mission for two players. Each player chooses
three Arena Objectives as described on page 20 and
musters a Battle-forged kill team as described on
page 18.

THE BATTLEFIELD

Generate the killzone and deployment map for this
mission as described opposite. Create the battlefield
and set up terrain exactly as shown on the battlefield
map for the generated killzone (pages 8-15). Then set
up five objective markers as shown on the generated
deployment map.

SGOUTING PHASE

Do not resolve the Scouting phase in this mission.

DEPLOYMENT

The players roll off, and the loser of the roll-off
chooses which deployment zone will be their own.
The other deployment zone will be their opponent’s.
The players then take it in turns to deploy one model
from their kill team, starting with the player who
lost the roll-off. Models must be set up wholly within
their own deployment zone. If a player runs out of
models to set up, skip them. Once the players have set
up their models, deployment ends and the first battle
round begins.

BATTLE LENGTH
The battle automatically ends at the end of battle
round 4.

VICTORY CONDITIONS

Victory points are scored for the following:

Take and Hold: At the end of each battle round, each
player scores 1 victory point for each of the following
conditions that they satisfy (for a maximum of 3
victory points):

» They control one or more objective markers.

o They control two or more objective markers.

« They control more objective markers than
their opponent.

A player cannot score more than 9 victory points for
this victory condition in this mission.

ARENA OBJECTIVES

To determine which Arena Objectives are available to
them in this mission, the players roll off. The winner

of the roll-off shuffles all of their Arena Objectives
together, places them face down, and then draws six
cards that they show to their opponent. Their opponent
then draws the same six cards from their own Arena
Objectives. Each player then secretly chooses three of
the six Arena Objectives that they have drawn to be
their Arena Objectives in this mission. They return their
other Arena Objectives to their sleeves,

At the end of the battle, the player with the most victory
points is the winner. If there is a tie, whichever player
controls the most objective markers at the end of the
battle is the winner. If there is still a tie, the player
whose models on the battlefield are worth the highest
combined number of points is the winner. If there is
still a tie, then the player whose models have the least
number of flesh wounds at the end of the battle is the
winner. If there is still a tie, the player with the most
specialists on the battlefield at the end of the battle is the
winner. If there is still a tie, then the players roll off; the
player who wins the roll-off is the winner.
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GARRISON VAULT MAP
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KILL TEAM BLACKSTONE FORTRESS MISSION
TERRITORIAL IMPERATIVE

The first step in controlling any territory is to hold the key points and drive out any opposing forces. Whilst this is
never a simple task aboard a Blackstone Fortress, it certainly isn’t impossible.

THE KILL TEAMS

This is a mission for two players. Choose which player will
be the attacker and which will be the defender (roll off if
you can't agree — the winner decides). Each player chooses
a Faction keyword, and the players reveal their choices at
the same time. Then each player chooses a Battle-forged kill
team that only includes models with the Faction keyword
they chose.

THE BATTLEFIELD
Create the battlefield as described in the Kill Team: Into the
Fortress rules.

SCOUTING PHASE

Do not resolve the Scouting Phase in this mission.

DEPLOYMENT

Players deploy their kill teams as described in the Kill Team:

Into the Fortress rules.

BATTLE LENGTH
At the end of battle round 4, the attacker rolls a D6. The
battle continues on a 3+, otherwise the battle ends. At the

end of battle round 5, the attacker again rolls a D6. This time

the battle continues on a 4+, otherwise the battle ends. The
battle automatically ends at the end of battle round 6.

VICTORY CONDITIONS

At the end of the battle, each player scores 2 victory points
for each objective marker that they control.

Players can also score additional victory points for fulfilling
the following conditions:

Score 1 victory point if the enemy kill team is broken at the
end of the battle.

Score 2 victory points if the enemy kill team’s Leader is out
of action at the end of the battle.

Score 1 victory point for each Specialist from the enemy kill
team that is out of action at the end of the battle.

The player with the most victory points is the winner. If both
players have the same score, the game is a draw.

RESOURGES
In a campaign game, the player who loses this mission loses
1 Materiel.

JUNE 2019



KILL TEAM BLACKSTONE FORTRESS MISSION
ARGHEOTEGH HUNT

Valuable archeotech litters the Blackstone Fortress — relics of an ancient age, priceless unknown technology, or
simply lost from previous owners slain by the inhabitants of this dark and unknowable realm.

THE KILL TEAMS

This is a mission for two players. Choose which player will
be the attacker and which will be the defender (roll off if
you can't agree — the winner decides). Each player chooses
a Faction keyword, and the players reveal their choices at
the same time. Then each player chooses a Battle-forged kill
team that only includes models with the Faction keyword
they chose.

THE BATTLEFIELD
Create the battlefield as described in the Kill Team: Into the
Fortress rules.

SCOUTING PHASE

Do not resolve the Scouting Phase in this mission.

DEPLOYMENT

Players deploy their kill teams as described in the Kill Team:
Into the Fortress rules.

THE ARCHEQTECH

At the end of each battle round, starting with the player with
the initiative, players can alternate picking one objective
marker that is within 3" of any models from their kill team
and rolling one D6. On a 5+, the archeotech has been

found. Remove all of the other objective markers from the
battlefield. Each objective marker can only be rolled for once
per battle round. If the archeotech has not been found after
all eligible objective markers have been rolled for at the end
of battle round 4, continue alternating until the archeotech
is found.

BATTLE LENGTH

At the end of battle round 4, the attacker rolls a D6. The
battle continues on a 3+, otherwise the battle ends. At the
end of battle round 5, the attacker again rolls a D6. This time
the battle continues on a 4+, otherwise the battle ends. The
battle automatically ends at the end of battle round 6.

VICTORY CONDITIONS

At the end of the battle, the player who controls the
archeotech objective marker is the winner. If neither player
controls the archeotech, the game is a draw.

RESOURCES
In a campaign game, the player who loses this mission loses
1 Materiel.

JUNE 2019
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‘Each of those valiant Players was
worth one hundred lesser warriors.
When they fought as one in
Cegorach’s name, their might was
magnified still further, so that I
none could stand against them.
- The Lay of the Harlequins’ Blades, .
from the Song of Decay and Rebirth {
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GHOOSING
A KILL TEAM

No two kill teams are alike - each is assembled to accomplish a specific vital mission, regardless of the
odds or the enemy forces stacked against them, and each contains individuals of exceptional and unique
talents that can mean the difference between defeat and victory.

The rules for choosing a kill team are different
depending on what kind of game you want to play. The
three ways to play Kill Team are described earlier in the
book (see page 48). Whichever way you choose to play;
you'll complete a datacard (see opposite) for each model
in your kill team: this acts as a handy reminder for that
model’s characteristics, wargear and abilities during the
game, and also lets you record details like flesh wounds
suffered. For matched play (and narrative play, in some
cases) you will also complete a command roster that
lists all of the models available for you to choose a kill
team from.

OPEN PLAY

Simply choose a kill team from the models available

to you (using the datasheets included in this book and
other Kill Team products), choose one of those models
to be the kill teams Leader and fill in a datacard for each
of your models. You can use any other of the rules on
this page that you and your opponent(s) agree on.

MATCHED PLAY

For a matched play game, you need to create a
command roster of up to twenty models available to
you, all of which must share a Faction keyword. You'll
find a blank command roster on page 206. Write the
details of each of your models in the spaces provided.
Once the mission has been determined, you then choose
a Battle-forged kill team (see below) from the models on
your command roster.

Battle-forged Kill Team

For your kill team to be Battle-forged, you must adhere
to the following restrictions:

+ Your kill team must consist of at least three models,
and no more than twenty models.

» Your kill team must include one (and only one)
Leader - see page 68.

« Your kill team can include up to three other
specialists — see page 66.

« Your kill team cannot include more than the

maximum of any particular model, as detailed on its
datasheet.

+ All models must share a Faction keyword - see
page 18.

« Your kill team cannot cost more than 100 points.
Each model and each of their pieces of wargear has
an associated points cost, as detailed in the points
section for each Faction. The total cost of your kill
team in points is referred to as its ‘Force,

Its a good idea to work out your kill team on a piece
of scrap paper first, as you may have to juggle the
wargear and models to get as close as you want to the
100-point limit.

NARRATIVE PLAY

If you want to play a narrative game, the mission

may dictate how you choose your kill team, or you

may decide to choose a kill team as for open play or
matched play, making whatever adjustments you feel are
necessary to create the best narrative experience.

In a Kill Team campaign, as described on pages 202-
205, you use the command roster to keep track of all
the operatives that you have used in your missions. You
can choose kill teams from the models on the command
roster, but you can also add new models to the roster

as the campaign progresses. In addition, during a
campaign battle you may wish to make notes on your
command roster or datacards to record details such as
which specialists have used a Tactic.

Forging a Narrative

We strongly encourage you to come up with some
background for your team: their personalities, quirks,
names and the like. Tables full of inspiration for this
can be found in the Faction sections of this book. Some
of these tables require you to roll a D10 - that is, a ten-
sided dice. Some others use a D66. To roll a D66, simply
roll two six-sided dice, one after the other - the first
represents tens, and the second represents digits, giving
you a result between 11 and 66.




DATACARDS

You need to record the details of each of the models in
your kill team on datacards. You'll find a photocopiable
page of blank datacards for this purpose on page 207.
Each datacard has spaces for you to note down all of the
most important pieces of information about a model.
Each model in your kill team needs to have one of these
datacards, and each datacard describes a single, specific
model. The example datacard at the bottom of this page
is for a Skitarii Ranger.

COMMAND ROSTER

The command roster contains a summary of all of the
models available to you. The example command roster
below is for a player partway through a campaign.
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COMMAND POINTS

AND TAGTIGS

Having a plan is all very well, but any kill team worthy of the name must be able to adapt to the changing
circumstances of their mission - reacting in a split second to a new threat or directive, utilising special
equipment or ammunition, or simply digging deep to surpass their mortal limits.

When you choose a Battle-forged kill team, you gain
access to Command Points. These can be spent to
utilise Tactics, each of which represents a tactical asset
available to your kill team.

All Battle-forged kill teams generate 1 Command Point
at the beginning of each battle round. In addition, at the
start of the first battle round your kill team generates 1
additional Command Point for each 10 points difference
between your kill team's Force and that of the kill team
with the highest Force (e.g. if your kill teams Force

was 19 points lower than that of the kill team with the
highest Force, it would generate 1 additional Command
Point. If it was 20 points lower, it would generate 2
additional Command Points). Kill teams may have
other ways of generating Command Points in addition
to this. Unused Command Points can be carried over to
subsequent battle rounds until they are spent.

You can spend Command Points to use a Tactic during
a battle. Each time you use a Tactic, reduce your
Command Points total by the appropriate amount. If
you do not have enough Command Points for a specific
Tactic, you cannot use it. Unless otherwise stated, you
can use the same Tactic multiple times during the

course of a battle, but only once in any given phase.
Note that the beginning and end of each battle round
are not phases, so you may be able to use certain Tactics
multiple times at these points.

The different Tactics available to players depend on the
mission they are playing. Players can always use the
six Tactics presented on the opposite page. In addition,
each specialism has its own Tactics, presented in the
following section, each Faction has their own unique
Tactics, presented in the Faction sections of this book,
and some missions, killzones and expansions may
introduce additional Tactics to your battles.

If you are playing an open play or narrative play game,
you may choose to use the Command Point rules -
simply discuss this with your opponent(s) before the
game. Note that some Kill Team open play and narrative
missions may include Tactics - it is best to use the
Command Point rules in these games!




Tactic

Use this Tactic at the start of the Movement phase.
Pick a model from your kill team and make a move
with it before any other models (including an
Advance move, Fall Back move or charge attempt
if you wish). If another player uses this Tactic, roll
off: the winner goes first.

Tactic

Use this Tactic at the start of the Shooting phase.
Pick a model from your kill team that is eligible to
shoot and shoot with it before any other models. If
another player uses this Tactic, roll off: the winner
goes first.

Tactic

Re-roll a single Advance roll, charge roll, Psychic
test, Deny the Witch test, hit roll, wound roll,
saving throw; Injury roll or Nerve test.

Tactic

Use this Tactic at the start of the Fight phase. Pick
a model from your kill team that is eligible to
fight and fight with it before any other models. If
another player uses this Tactic, roll off: the winner
goes first.

Tactic

Use this Tactic before taking any Nerve tests in the
Morale phase. You can automatically pass a single
Nerve test for a model from your kill team.

Tactic

Use this Tactic when you choose a model with
one or more flesh wounds to shoot in the
Shooting phase or fight in the Fight phase. Until
the end of the phase, this model’s attacks do not
suffer any penalty to their hit rolls from this
model’s flesh wound(s).




SPEGIALISTS

Each kill team is led by a hard-bitten warrior — a veteran of countless conflicts trusted with command of a
vital mission. They are supported by specialists - fighters hand-picked for the mission that are a cut above

the rest in their bravery, tenacity or skill.

CHOOSING SPECIALISTS

Experienced warriors are represented in Kill Team
with rules for specialisms, which reward you for taking
specialists on missions by giving you access to their
special abilities and Tactics.

Each models datasheet tells you which specialisms can
be taken by that model. When you add a model to your
command roster, you can choose one specialism for it
from those listed on its datasheet. When you choose a
specialism for a model, note that down on its datacard.
You cannot change it later.

Some models can have the Leader specialism. You must
include one model with this specialism in your kill
team, and this model is your kill tean's Leader.

For a Battle-forged kill team, you can include up to
three other models with specialisms, aside from your
Leader. Each model’s specialism must be unique - you
cannot have two models with the same specialism in
your kill team. Note that you may have more than one
of any kind of specialist (including Leaders) on your
command roster.

ABILITIES

Each specialist has one or more abilities, depending on
how experienced they are. These abilities are set out in
an ‘ability tree’ on that specialism’s page. A specialist
starts at Level 1, and has the ability shown in the band
for that level. In a campaign, specialists gain experience
and can advance up to Level 4 (see page 204).

When a specialist advances to Level 2, choose one of
the abilities shown in the Level 2 band and make a note
of this on their datacard. Be sure to choose carefully, as
this will have a bearing on which ability you can choose
at Level 3. The specialist gains this ability in addition to
the ability gained at Level 1.

When a specialist advances to Level 3, choose one of the
abilities shown in the Level 3 band that are connected
to the ability you chose at Level 2 and make a note of it
on the model’s datacard as above - note that you cannot
choose abilities connected to the other Level 2 ability.

When a specialist advances to Level 4, you can choose
any ability from the ability tree that you have not already
chosen for them. They gain this ability in addition to
those they already have — make a note of this on their
datacard. A specialist cannot advance beyond Level 4.

Marksman: You can re-roll hit rolls of 1 for
this model when it makes a shooting attack.
Assassin: You can re-roll wound rolls of 1 for
this model when it makes a shooting attack.

Armour piercing:
On an unmodified
wound roll of 6 for

this model’s shooting

attacks, improve the AP
characteristic of that
attack by 1 (e.g. APO
becomes AP-1).

Deadeye: On an
unmodified wound roll
of 6 for this model’s
shooting attacks,
increase the Damage
characteristic of that
attack by 1.

Sharpshooter: If this model is Readied, add
1 to hit rolls when it makes a shooting attack.

Mobile: This model
does not suffer the -1
penalty for shooting with
a Heavy weapon after
moving in the preceding
Movement phase, or
for shooting an Assault
weapon after Advancing.

Eagle-eye: Increase the
Range characteristic of
all Rapid Fire and Heavy
weapons this model is
armed with by 6".

Choose any ability from this ability tree that you have not yet chosen for this model.

Here is an example of an ability tree - that of Sniper specialists. A Sniper specialist always has the Marksman ability.
‘When a Sniper advances to Level 2, their player chooses whether they gain the Assassin or Sharpshooter ability.




TACTICS

If you have a specialist in your kill team, and they are
not currently shaken or out of action, you have access to
Tactics that are specific to that model's specialism. Each
of these Tactics has a level: the specialist must be that
level or higher for you to be able to use that Tactic.

Level 1 Sniper Tactic

Use this Tactic when you choose a Sniper specialist
from your kill team to shoot in the Shooting phase.
You can add 1 to hit rolls for that model until the
end of the phase.

You can use this specialist Tactic if you have a Sniper in
your kill team who is not shaken or out of action.

WORTH THEIR WEIGHT

Specialists bring valuable new abilities and Tactics

to your kill team. In a Battle-forged kill team, these
abilities carry an increased cost for that model, as shown
in this table:

Specialist Cost
Level 1 +0 points
Level 2 +4 points
Level 3 +8 points
Level 4 +12 points

Note that, in a normal matched play game, you can only
include Level 1 specialists in your kill team. The points
provided for Level 2-4 specialists allow players to choose
Battle-forged kill teams including these hard-bitten
veterans in Kill Team campaigns.




LEADER SPEGIALISTS

A kill teams Leader is its brain and its heart both.
Typically the most experienced warrior in the team,
the Leader has ultimate responsibility for his warriors’
actions on the battlefield, and the success or failure of
their mission. With crisp, concise orders or bellowed
roars, the Leader inspires courage or terror in his
warriors — whatever they require to keep them in the
fight and drive them on to overcome their foes. Nor
are Leaders simple figureheads. Most are exceptional
combatants who can go blade to blade with the finest
warriors amongst the enemy ranks. With unparalleled
access to some of their forces’ most powerful weapons

and wargear, these individuals have the power to single-

handedly cut a path to victory.

Level 1 Leader Tactic

Use this Tactic when you pick a Leader from

your kill team to fight in the Fight phase. Choose
another friendly model within 3" of them that is
eligible to fight. You can fight with each of these
models, in an order of your choice, before the next
player’s turn.

Level 2 Leader Tactic

Use this Tactic when you pick a Leader of Level
2 or higher from your kill team to shoot in the
Shooting phase. Choose another friendly model
within 3" of them that is eligible to shoot. You
can make a shooting attack with each of these
models, in an order of your choice, before the
next player’s turn.

Level 3 Leader Tactic

Use this Tactic at the start of the battle round, if
a Leader of Level 3 or higher from your kill team
is on the battlefield and not shaken. In this battle
round, your kill team does not suffer the penalty
for being broken.

Resourceful: As long as this model is
on the battlefield and not shaken, you
gain an additional Command Point at the
beginning of the battle round.

Bold: This model
automatically passes
Nerve tests.

Inspiring: Other friendly
models within 3" of this
model - as long as this model
is not shaken - automatically
pass Nerve tests.

Mentor: Once per

Tactician: As long as battle round, when you

Paragon: Re-roll hit
rolls of 1 for friendly
models within 3" of this
model, as long as it is
not shaken.

Tyrant: Your
opponent(s) must add
1 to Nerve tests for any

enemy models within 6"
of this model, as long as
it is not shaken.

this model is on the
battlefield and not
shaken, roll a D6 each
time you use a Tactic.
On a 5+ you gain a
Command Point.

Choose any ability from this ability tree that you have not yet chosen for this model.

choose a friendly model
within 3" of this model
to shoot in the Shooting
phase — as long as this
model is not shaken —
you can re-roll failed hit
rolls for that model until

the end of the phase.




GCOMBAT SPEGIALISTS

Some warriors excel in the close-quarters cut and
thrust of battle. Whether sublimely skilled bladesmen
who fight with absolute composure, berserk savages
who live to hack their victims limb from limb, or
calculating murderers who know every dirty trick

in the book, such warriors are an incredible asset

to their comrades. Combat specialists are ideal for
leading headlong charges into the heart of the foe, or
for rushing to intercept and put down enemies that
have broken through their own lines. They swiftly and
quietly eliminate enemy sentries, charge down ranged
combatants and butcher them up close, and often strike
the final blow to break the enemy’s nerve altogether.

Level 1 Combat Tactic

Use this Tactic in the Fight phase, after attacking
with a model from your kill team. Pick a Combat
specialist from your kill team that has not yet
attacked this phase: you can choose this model
to fight next, before another player chooses

a model to fight.

Level 2 Combat Tactic

Use this Tactic at the start of the Fight phase. Pick
a Combat specialist of Level 2 or higher from your
kill team. Until the end of the phase, you must
subtract 2 from that model’s Attacks characteristic
(to a minimum of 1), but your opponent(s) must
re-roll successful hit rolls made against that model.

Level 3 Combat Tactic

Use this Tactic when a Combat specialist of Level
3 or higher from your kill team finishes a charge
move within 1" of an enemy model. Roll a D6; on a
5+ that enemy model suffers 1 mortal wound.

Expert Fighter: Add 1 to this
models Attacks characteristic.

Warrior Adept:
Add 1 to hit rolls for
this model in the
Fight phase.

Deathblow: Any wound Combat Mosters

Deadly Counter: If any hit rolls of 1 or less
are made for a model’s attacks that target this
model in the Fight phase, unless this model
is shaken, roll a D6. On a 5+, the model that
made the attack suffers 1 mortal wound after
all of their attacks have been resolved.

rolls of 6 you make
for this model in the
Fight phase inflict 1

mortal wound on the
target in addition to any

other damage.

Choose any ability from this ability tree that you have not yet chosen for this model.

Add 1 to the Attacks
characteristic of this
model for each enemy
model within 1" of it
at the start of the Fight
phase, until the end of
the phase.

Killer Instinct: You can
re-roll any failed wound
rolls you make for this

model in the Fight phase.

Bloodlust: You can
re-roll any failed charge
rolls you make for
this model.



COMMS SPEGIALISTS

Some kill teams include a warrior whose area of
specialisation is signalling and coordination. Be it an
Imperial vox operator, an Ork Mek with a penchant

for sowing confusion, or even a Tyranid node-beast
capable of sending out powerful synaptic pulses, these
warriors can prove potent battlefield assets. Providing
their comrades with an eagle-eye view of the battlefield,
Comms specialists support and enhance the efforts of
the warriors around them. Some relay a constant stream
of orders from high command, or beam targeting data
directly to their allies, while others jam the enemy’s
communications and leave them in disarray.

Level 1 Comms Tactic

Use this Tactic in the Morale phase before taking
any Nerve tests. Until the end of the phase you

can subtract 1 from Nerve tests for models from
your kill team as though the Comms specialist was
within 2" of them.

Level 2 Comms Tactic

Use this Tactic when you pick a model from your
kill team that is within 6" of a friendly Comms
specialist of Level 2 or higher to shoot in the
Shooting phase. That model can target an enemy
model that is not visible to them. If they do so, a

6 is required for a successful hit roll irrespective
of the models Ballistic Skill or any other
modifiers, even if that weapon would normally hit
automatically. The target is treated as obscured.

Level 3 Comms Tactic

Use this Tactic at the end of the Movement phase.
Pick a model from your kill team within 12" of a
friendly Comms specialist of Level 3 or higher.
Ready that model.

Scanner: Once per Shooting phase, if this model is not
shaken, when you pick another model from your kill
team within 6" of this model to shoot, you can add 1 to
hit rolls for that model in this phase.

Expert: Roll a D6 at the start of each battle
round if this model is not shaken. On a 5+,
you gain 1 additional Command Point. This
additional Command Point is lost at the end

of the battle round if not used.

Command Relay: Roll
a D6 each time you use a
Tactic while this model

Vox Ghost: Subtract
1 from the Leadership

Static Screech: Once per battle at the start
of the Fight phase, if this model is not shaken,
subtract 1 from hit rolls for enemy models that
make attacks while they are within 6" of this
model until the end of the phase.

Triangulator: Once
per Shooting phase,
when you pick a model
from your kill team to

Vox Hacker: After each
battle in which this
model was in your kill

characteristic of enemy

models while this model
is on the battlefield, as
long as it is not shaken.

Choose any ability from this ability tree that you have not yet chosen for this model.

is on the battlefield
and not shaken. On a 6
the Command Points
spent on that Tactic are
immediately refunded.

shoot a Heavy weapon, if
this model is not shaken,
you can re-roll the dice
when determining the
number of attacks that
model can make.

team, if this model is
not in Convalescence
(pg 204) or dead, roll a
D6. On a 5+ you gain
1 Intelligence.




DEMOLITIONS SPEGIALISTS

There are those warriors for whom the rush of gunfire
or bladework simply is not enough, and whose eyes take
on a dangerous glint at the mention of high explosives.
Such Demolitions specialists excel in the deployment of
bombs, grenades and other pyrotechnic munitions, and
on a good day they can swiftly be responsible for the
explosive demise of swathes of the foe. Fireballs billow
to the skies and sundered corpses tumble through

the air as the Demolitions specialists ply their lethal
trade, and whether they are using carefully laid booby
traps, explosive launchers or roaring flamethrowers,
Demolitions specialists are terrifying warriors to face.

Level 1 Demolitions Tactic

Use this Tactic when you pick a Demolitions

specialist from your kill team to shoot in the
Shooting phase. You can add 1 to wound rolls for
that model’s ranged weapons in this phase.

Level 2 Demolitions Tactic

Use this Tactic at the start of the Shooting phase.
Pick a Demolitions specialist of Level 2 or higher
from your kill team. Roll a D6 each time that
model loses a wound in this phase; on a 5+ that
wound is not lost.

Level 3 Demolitions Tactic

Use this Tactic when you pick a Demolitions
specialist of Level 3 or higher from your kill team
to shoot in the Shooting phase. In this Shooting
phase, they can only shoot a single weapon, and
that weapon can only fire 1 shot (even if it would
normally fire more). However, that weapon’s
Damage characteristic is increased by 2. You
cannot use this Tactic in the same battle round as
the Custom Ammo Tactic.

Breacher: You can add 1 to this
model’'s wound rolls against targets
that are obscured.

Pyromaniac: You can
re-roll wound rolls of 1
for this model when it is
attacking with a weapon that
hits automatically.

Saboteur: If this model

is in your kill team and
not out of action when
you make your Casualty
rolls, roll a D6. On a 5+
choose an opponent who
played that mission to
lose 1 Materiel.

Sapper: If this model is
in your kill team and you
choose the Plant Traps
strategy (pg 49), you can
add I to the number of
pieces of terrain you can

booby trap.

Grenadier: Add 3" to the
range of any Grenade weapon
this model uses. You can re-
roll hit rolls of 1 for Grenade
weapons this model uses.

Ammo Hound: If this
model is in your kill
team and not out of

action when you make

your Casualty rolls, roll
a D6. On a 5+ you gain
1 Materiel.

Siegemaster: You can
add 1 to Injury rolls
caused by this model’s
attacks in the Shooting
phase if those Injury
rolls are for models that
are obscured.

Choose any ability from this ability tree that you have not yet chosen for this model.




HEAVY SPEGIALISTS

In a ferocious firefight between small, elite bands of
infantry, a doughty warrior toting a suitably heavy
weapon can be every bit as devastating as a battle tank
or gun emplacement would in a larger battle. Feet
planted, heavy weapon kicking and roaring, the Heavy
specialist directs relentless hails of fire into the enemy.
Those caught in the open are blown apart, reduced to
bloody mist and spinning body parts in the blink of
an eye. Even those ducked down in cover can only fire
blindly back and scream in terror as their temporary
haven is rapidly blasted apart by round after explosive
round. Thus does the Heavy specialist act as a lynchpin
for their kill team, suppressing and slaughtering the foe
while their allies advance.

Level 1 Heavy Tactic

Use this Tactic when you pick a Heavy specialist
from your kill team to shoot in the Shooting phase.
You can add 1 to the number of shots fired by that
model’s ranged weapons, with the exception of
weapons that would otherwise fire 1 shot (e.g. an
Assault 2 weapon would fire 3 shots, but a Rapid
Fire 1 weapon at long range would fire 1 shot) in
this Shooting phase.

Level 2 Heavy Tactic

Use this Tactic when you pick a Heavy specialist
of Level 2 or higher from your kill team to shoot
in the Shooting phase. That model can shoot twice
in this Shooting phase; after they have shot a first
time, immediately shoot with them again. You
cannot use this Tactic in the same battle round as
the More Bullets Tactic.

Level 3 Heavy Tactic

Use this Tactic at the start of your turn in the
Morale phase. Pick a Heavy specialist of Level
3 or higher from your kill team that has one or
more flesh wounds. Remove one of that model’s
flesh wounds.

Relentless: This model does not suffer the -1 penalty

for shooting with a Heavy weapon after moving in the

preceding Movement phase, or for shooting an Assault
weapon after Advancing.

Suppressor: Enemy models that
are targeted by this model in the
Shooting phase suffer a -1 penalty

to their hit rolls until the end of
the phase.

Extra Armour:
Ignore AP
characteristics of -1
for attacks that target
this model.

Devastator: You can re-
roll the damage for this
model’s ranged weapons
that have a random
Damage characteristic
(e.g. D3).

Indomitable: Once per
battle round, you can
make your opponent

re-roll the Injury dice for
this model.

Heavily Muscled: You
can re-roll wound rolls
of 1 for this model in the
Fight phase.

Rigorous: You can
re-roll hit rolls of 1
for this model in the
Shooting phase.

Choose any ability from this ability tree that you have not yet chosen for this model.




MEDIG SPEGIALISTS

When fighting deep behind enemy lines, squads of
warriors must be as self-sufficient as possible, for they
have little - if any — hope of receiving support or aid.

In such circumstances, a Medic specialist can prove
invaluable. Whether they be a highly trained field
surgeon, a leering flesh-stitcher or something altogether
stranger, Medic specialists concentrate on keeping

their comrades in the fight and allowing them to push
through terrible injuries to claim victory regardless.
Such warriors are instrumental in ensuring the long-
term durability of their squad, repairing physical hurts
that would otherwise leave permanent injuries, or even
fitting whole new augmetics where necessary. Of course,
their skills can also be turned to offensive purposes...

Level 1 Medic Tactic

Use this Tactic at the start of the Movement phase.
Pick a model from your kill team within 2" of a
friendly Medic specialist that is not shaken. You
can add 1 to Advance rolls and charge rolls for
that model, and add 1 to that model’s Attacks
characteristic until the end of the battle round.

Level 2 Medic Tactic

Use this Tactic at the end of the Movement phase.
Pick a model from your kill team within 2" of a
friendly Medic specialist of Level 2 or higher that
is not shaken. Add 2 to that model's Toughness
characteristic until the end of the battle round.

Level 3 Medic Tactic

Use this Tactic when a Medic specialist of Level 3
or higher from your kill team that is not shaken
is within 2" of another model from your kill team

that suffers an Out of Action Injury roll result. That
model suffers a Flesh Wound result instead.

Reassuring: This model is never treated
as being shaken when taking Nerve tests
for other models in your kill team.

Field Medic: Roll a D6 when a
friendly model within 3" of this
model suffers a wound, as long as
this model is not shaken; on a 6
that wound is not lost.

Triage Expert: If
this model is in your
kill team and not out
of action at the end of
a battle, and you roll a
Dead result when making
a Casualty roll (pg 204)
for a model from your
kill team, you can roll a
D6. On a 4+ apply the
Convalescence result for
that model instead.

Trauma Specialist:
When an Injury roll
is made for a friendly
model within 3" of this
model, as long as this
model is not shaken, roll
an additional dice and
use the lowest result.

Anatomist: Re-roll
wound rolls of 1 for
this model in the
Fight phase.

Toxin Synthesiser:
Before deployment,
you can pick up to D3
models from your kill
team. Until the end
of the battle, add 1 to
wound rolls for attacks
made with melee
weapons those models
are armed with.

Interrogator: At the end
of any battle in which
you were victorious, if
this model was in your

kill team and not out of

action, rolla D6. On a 5+
you gain 1 Intelligence.

Choose any ability from this ability tree that you have not yet chosen for this model.




SGOUT SPEGIALISTS

In fast-paced, squad-on-squad combat, information is
key. Knowing the enemy’s disposition, feeling out their
movements, spotting traps and ambushes or locating
vital objectives to be eliminated: all of these are the
role of the Scout specialist. Ghosting ahead of their
comrades, these elite warriors are expert at tracking the
enemy to their lair, observing without being observed,
and scavenging crucial munitions and wargear that
can be turned against their former owners. Many
Scout specialists are skilled in evading the enemy’s fire,
utilising camouflage or natural stealth and agility to
defend themselves as effectively as any suit of armour
might. Others spread sedition and confusion, ensuring
the enemy’s plans fall apart even as battle begins.

Level 1 Scout Tactic

Use this Tactic when you pick a Scout specialist
from your kill team to move in the Movement
phase. Increase the model’s Move characteristic
by 2" this phase.

Level 2 Scout Tactic

Use this Tactic at the start of the Shooting phase.
Pick an enemy model within 6" of a Scout specialist
of Level 2 or higher from your kill team that is not
shaken. You can re-roll hit rolls of 1 for shooting
attacks made by models in your kill team that
target that enemy model until the end of the phase.

Level 3 Scout Tactic

Use this Tactic at the start of your turn in the
Movement phase. Pick a Scout specialist of Level
3 or higher from your kill team that is not shaken.
Remove that model from the battlefield and set

it up again anywhere within 18" of its previous
position and more than 3" from any enemy
models. It is considered to have Advanced.

Swift: You can re-roll
Advance rolls for this model.

Forward Scout: This
model automatically
passes dangerous terrain
tests (pg 42).

Pathfinder: If this model is not in
Convalescence (pg 204), you can add or
subtract 1 from the result when you roll to
determine a mission. If you do, this model

must be included in your kill team.

Skirmisher: Your
opponent(s) must
subtract 1 from hit rolls
for shooting attacks that
target this model if the
firing model is more
than 12" from this model
and this model is not
shaken or obscured.

Choose any ability from this ability tree that you have not yet chosen for this model.

Vanguard: You can
re-roll hit rolls of 1 in
the Shooting phase for
attacks made by models
from your kill team
against enemy models
that are within 6" of
this model, as long as

this model is not shaken.

Observer: If this model
is in your kill team, you
can roll a D6 at the start
of the Scouting phase.
On a 4+ you can pick an
additional strategy.

Explorer: After each
battle in which this
model was in your kill
team, if this model is
not in Convalescence
(pg 204), you can roll a
D6. On a 5+ you gain
1 Territory.



SNIPER SPEGIALISTS

Many kill teams include operatives who excel in the
field of ranged combat. More than merely fine shots,
these warriors are so skilled that they can pull off feats
of marksmanship that appear nigh-on supernatural.
Like predators of the battlefield they hunt their targets,
lying concealed amidst the shadows for hours, even days
at a time. Only when the moment is perfect do they
exhale, squeeze the trigger, and place another perfect,
killing shot. Of course, every sniper has their own

areas of exceptional talent, from shooting with lethal
accuracy while on the move, to finding weak spots in
enemy armour or slaying targets far beyond what should
be extreme range. Whatever their particular skill, all
Snipers bring death from afar.

Level 1 Sniper Tactic

Use this Tactic when you choose a Sniper specialist
from your kill team to shoot in the Shooting phase.
You can add 1 to hit rolls for that model until the
end of the phase.

Level 2 Sniper Tactic

Use this Tactic when you pick a Sniper specialist

of Level 2 or higher from your kill team to shoot

in the Shooting phase. Until the end of the phase,
when that model shoots at obscured targets they

are considered not to be obscured.

Level 3 Sniper Tactic

Use this Tactic when you pick a Sniper specialist of

Level 3 or higher from your kill team to shoot in
the Shooting phase. In this Shooting phase, double
the number of shots fired by that model’s ranged
weapons (e.g. an Assault 2 weapon would fire 4
shots), but subtract 1 from hit rolls for that model.
You cannot use this Tactic in the same battle round
as the Headshot Tactic.

Marksman: You can re-roll
hit rolls of 1 for this model
when it makes a shooting attack.

Assassin: You can re-roll wound
rolls of 1 for this model when it
makes a shooting attack.

Armour Piercing:
On an unmodified
wound roll of 6 for

this model’s shooting

attacks, improve the AP
characteristic of that
attack by 1 (e.g. APO
becomes AP-1).

Deadeye: On an
unmodified wound roll
of 6 for this model’s
shooting attacks,
increase the Damage
characteristic of that
attack by 1.

Sharpshooter: If this model is
Readied, add 1 to hit rolls when it
makes a shooting attack.

Mobile: This model
does not suffer the -1
penalty for shooting with
a Heavy weapon after
moving in the preceding
Movement phase, or
for shooting an Assault
weapon after Advancing.

Eagle-eye: Increase the
Range characteristic of
all Rapid Fire and Heavy
weapons this model is
armed with by 6".

Choose any ability from this ability tree that you have not yet chosen for this model.




VETERAN SPEGIALISTS

Some kill teams are lucky enough to include a warrior
who has fought through dozens of war zones. These
Veteran specialists have reaped vast tallies of battlefield
experience, and are now able to share this bounty of
martial wisdom with their comrades. The Veterans’
commanders know that they can be relied upon,
absolutely and without exception, to do their duty no
matter the circumstances. Veterans know when best to
strike at the foe, and exactly where to hit them. They
have seen the worst that the galaxy has to offer and
fought on regardless, their nerves steely and their hands
steady. They know all the most important tricks to
survival, and in some cases even personalise and adapt
their weapons to be even more lethal.

Level 1 Veteran Tactic

Use this Tactic at the start of the first battle round,
but before the Initiative phase. Pick a Veteran
specialist from your kill team. They can make a
normal move or Advance. You can only use this
Tactic once per battle.

Level 2 Veteran Tactic

Use this Tactic at the start of your turn in the
Shooting phase. Pick a Veteran specialist of Level
2 or higher from your kill team. Ready them
unless they are within 1" of an enemy. They can
shoot in that phase as if they had not moved in the
Movement phase.

Level 3 Veteran Tactic

Use this Tactic during your opponents turn in

the Shooting phase. Pick a Veteran specialist of
Level 3 or higher from your kill team that has been
Injured, before your opponent makes the Injury
roll. Your opponent can only roll a single dice for
that Injury roll.

Grizzled: This model ignores
penalties to its Leadership
characteristic and Nerve tests.

Practised: You can re-roll
one hit roll or wound roll
for this model in each
battle round.

One-man Army:
This model generates
1 Command Point at
the beginning of each
battle round, unless it is
shaken or out of action.
This Command Point
can only be used for
Veteran Tactics.

Survivor: You can add
1 to saving throws for
this model.

Seen It All: You can subtract
1 from Nerve tests for models
from your kill team within 3"
of this model, as long as it is
not shaken.

Battle Scarred: Enemy
models suffer -1
Leadership whilst they
are within 6" of this
model, as long as it is
not shaken.

Nerves of Steel: You can
re-roll failed hit rolls
for this model when it
fires Overwatch.

Choose any ability from this ability tree that you have not yet chosen for this model.




ZEALOT SPEGIALISTS

It is a dark galaxy, and sometimes all the skill and
equipment a warrior can possess is simply no match for
sheer, bloody-minded faith. Zealots are driven by an
absolute belief in their chosen deity or particular world
view; their eyes full of fire and their conviction plain for
all to see as they storm into battle. It is their deranged
fanaticism that allows them to shrug off wounds that
ought to have killed them several times over, lends their
arm inhuman strength and allows them to inspire their
comrades to ever greater feats in battle. In extremis,
such warriors think nothing of making the ultimate
sacrifice, gladly martyring themselves for the glory of
their deity or vindication of their creed.

Level 1 Zealot Tactic

Use this Tactic when you pick a Zealot specialist
from your kill team to fight in the Fight phase.
Until the end of the phase, each time you make
a hit roll of 6+ for that model you can make an
additional attack with the same weapon against
the same target. These attacks cannot themselves
generate any further attacks.

Level 2 Zealot Tactic

Use this Tactic when a Zealot specialist of Level

2 or higher from your kill team loses their last
wound, before any player rolls on the Injury

table. You may immediately shoot with one of its
weapons as if it were the Shooting phase, or pile in
and make one attack as if it were the Fight phase.

o)
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Level 3 Zealot Tactic

Use this Tactic at the start of the Morale phase.
Pick a Zealot specialist of Level 3 or higher from
your kill team that took an enemy model out of
action in the preceding Fight phase. Each enemy
model within 6" of the Zealot must take a Nerve
test. If the test is failed the model is shaken.

Frenzied: You can add 1 to this model’s
Attacks and Strength characteristics in a
battle round in which they charged.

Exultant: Opponents must
re-roll unmodified hit rolls
of 6 for models from their kill
team within 3" of this model, as
long as it is not shaken.

Puritan: You can re-roll
hit rolls in the Fight
phase for this model

against enemy models
that do not have a
Faction keyword in
common with it.

Rousing: Add 1 to the
Leadership characteristic
of models from your kill

team within 6" of this

model, as long as it is
not shaken.

Flagellant: Roll a D6
each time this model
loses a wound. On a 6 the
wound is ignored.

Fanatical: This model
automatically passes
Nerve tests.

Strength of Spirit:
Subtract 1 for Injury rolls
made for this model.

Choose any ability from this ability tree that you have not yet chosen for this model.




COMMANDERS

Sometimes kill teams will be led into battle by a great hero, a high-ranking officer or even the warlord of a whole

army. Such individuals are only committed to action in this way when their unique skills and experience are

absolutely critical for mission success.

INCLUDING COMMANDERS

You can only include a Commander in your kill team
if you are playing a mission that says, in the Kill Teams
section, that your kill team can include a Commander.
Unless stated otherwise, a kill team can never include

more than one Commander.

When you add a Commander to your kill team or
command roster, you must choose their wargear in

the same way as you would for any other model. A
Commander’s wargear options are all described on
their datasheet and, for the purposes of Battle-forged
kill teams, the points values for these options are found
below each datasheet. This book includes forty-one
datasheets for Commanders for (pg 32-95), from

the Death Guard’s noxious Foul Blightspawn to the
monstrous Tyranid Prime.

Each Commander must have a specialism — this does
not count towards the maximum number of specialists
you can include in a kill team. The specialisms they can
choose from are listed on their datasheet — note that
some of these are specific to Commanders, and the ten

specialisms found on the datasheets in this book are
detailed in this section (pg 20-29). A kill team can still
only include one of each kind of specialist.

A sadistic band of Drukhari Wyches bursts from the shadows of a burned-out refinery to fall upon a kill team of
Skitarii Rangers, who respond with a desperate fusillade from their galvanic rifles.




COMMANDER TACTICS

Commanders have access to specific Tactics. Each is

identified either as a Commander Tactic or a <name>
Tactic, where <name> is the name of a datasheet. The
second kind of Commander Tactic is restricted to
Commanders chosen from the named datasheet. Your
Commander must be on the battlefield and not shaken
in order to use them.

COMMANDER UPGRADES

Not all Commanders are created equal. When you
include a Commander in your kill team, in addition to
their weaponry, you can choose Commander upgrades
for them, in the form of Commander Levels and
Commander Traits. List the upgrades a Commander has
on their datacard.

Commander Levels

When you first include a Commander in your kill team,
you must choose whether that Commander is a Level

1, Level 2, Level 3 or Level 4 Commander. The different
levels of each Commander have individual points costs
for the purposes of Battle-forged kill teams, as detailed
below that Commander’s datasheet. The level of a
Commander determines the Tactics they can use and
the abilities they have (see pages 66-67 of the Kill Team
Core Manual). Some Kill Team expansions provide
rules for Commander specialisms that vary from this
system. Where this is the case, they will explain how to
determine the abilities of your Commander.

Commander Traits

Different Commanders employ different tactics or have
preferred styles of waging war. When you first include a
Commander in your kill team, you can purchase up to
three different Commander Traits for them from those
listed on the following page. Each has a different points
cost for the purposes of Battle-forged kill teams, as
shown on the following page.

COMMANDERS AND CAMPAIGNS

If you are playing a Kill Team campaign, and you are incorporating Commanders, then use the following

additional rules:

« Your command roster cannot include more than 1 of
any particular Commander model.

+ Commanders do not gain experience points like
the other members of your kill team. Instead,
when you first include a Commander in your kill
team, you can purchase Commander upgrades
for them (Commander Levels and Commander
Traits, see above). You cannot purchase additional
upgrades for your Commander during the course
of the campaign.

« If a Commander takes an enemy specialist out of
action, treat any rolls of 8 made for that model’s
subsequent Casualty roll as a Hard Knocks result
instead. That model has faced one of the deadliest
foes in their enemy’s army and lived to tell the tale.

Serious Injury: This Commander starts your next mission with one flesh wound, and you must reduce its Move, Attacks,
Leadership, Wounds and Strength characteristics by 1 for the duration of that mission.

« A specialist gains one experience point after a
mission if one of its attacks or psychic powers took
an enemy Commander out of action. Similarly, a fire
team gains one experience point after a mission if
one of its models’ attacks or psychic powers took an
enemy Commander out of action.

« If a player’s Commander was taken out of action
during a mission, the player loses one Morale at the
end of that mission, regardless of the outcome of the
battle itself.

« If a player's Commander was taken out of action
during a battle, roll on the table below for them
at the end of the mission, instead of the normal
Casualty Roll table:

2-8

Minor Injury: This Commander starts your next mission with one flesh wound and you must reduce its Move, Attacks and
Leadership characteristics by 1 for the duration of that mission.

4-5 Contusion: This Commander starts your next mission with one flesh wound.

6-10 Full Recovery: Your Commander makes a full recovery and can be used in your next mission without penalty.




COMMANDER TACTICS

It is no easy task to command in battle. Such an _
individual must inspire devotion amongst the troops,

be able to make split-second decisions and be counted

upon to hold their own in deadly combat against the Commander Tactic

most dangerous foes the enemy can muster. While Use this Tactic at the end of the Movement phase
leaders in the 41st Millennium are often amongst if there are any enemy models within 3" of your

the most skilled of warriors, it is not enough to Commander and your Commander did not

simply outfight a foe. Being able to out-think and Advance, Fall Back, Retreat or make a charge attempt
outmanoeuvre the enemy is equally important, and can this phase. Your Commander can immediately make
often spell the difference between glorious triumph and a pile-in move as described in the Fight phase.
ignoble death.

Commander Tactic Commander Tactic

Use this Tactic at the start of the Fight phase. Your Use this Tactic when you fail a saving throw for
Commander can only target enemy Commanders your Commander if there is another model from
this phase, but you can re-roll failed hit and wound your kill team within 2" of them (excluding shaken
rolls for your Commander’s attacks until the end of models). Roll a D6; on a 2+ the damage is inflicted
the phase. on that model instead of your Commander.

COMMANDER TRAITS

When you first include a Commander in your kill team, you can upgrade them to have up to three different
Commander Traits. Write any traits a Commander has on their datacard. Note that the Generalist and Master
Specialist traits are only available to Level 4 Commanders.

aPpTs




PSYCHIC POWERS

Thebattle psykers of the 41st Millennium are amongst the deadliest adversaries to fight, for each is capable of

unleashing a myriad of warp-born powers that can dominate any military engagement.

Any COMMANDER PSYKER can choose to exchange
Psybolt and/or any other powers they know for one of

the psychic powers listed here. To do so, you can either

roll a D6 to generate the powers randomly (re-roll any

duplicate results), or you can select the psychic powers

you wish the psyker to have.

D6
1

RESULT

IRON ARM

By transmuting their flesh into living metal, the
psyker can wade through enemy fire unscathed
and pulp skulls with their bare fists.

Iron Arm has a warp charge value of 7. If
manifested, then until the start of the next
Psychic phase, add 2 to the psyker’s Strength
and Toughness characteristics.

FOREWARNING

The psyker’s prophetic powers render them
all but immune to bullet and bolt, blade
and bombardment.

Forewarning has a warp charge value of 6.
If manifested, then until the start of the
next Psychic phase, the psyker has a 4+
invulnerable save.

FIRE SHIELD

With a sweep of their arms, the psyker throws
up a towering wall of flame to protect their ally.

Fire Shield has a warp charge value of 6. If
manifested, pick a friendly model within 8" of
the psyker. Until the start of the next Psychic
phase, that model counts as obscured,

even if they are completely visible to the

firing model.

PSYCHIC SHRIEK

The psyker breathes in deeply the power of the
warp before emitting a banshee howl of psychic
energy that harrows their enemy.

Psychic Shriek has a warp charge value of 5. If
manifested, select an enemy model within
12" of and visible to the psyker. That model
must immediately take a Nerve test as if it
were the Morale phase.

ENFEEBLE
As the psyker channels their powers, tendrils of

warp energy lash over their victim, every caress
sapping strength and vitality from their body.

Enfeeble has a warp charge value of 7. If
manifested, select an enemy model within 12"
of and visible to the psyker. Until the start of
the next Psychic phase, your opponent must
subtract 1 from hit and wound rolls for the
target model’s close combat attacks.

MISFORTUNE

The psyker twists fate so that the bullets and
blows of their allies punch through the weakest
points in the armour of the hapless victim.

Misfortune has a warp charge value of 7. If
manifested, select an enemy model within
12" of and visible to the psyker. Until the start
of the next Psychic phase, improve the AP
characteristic of any weapon that targets that
model by 1 (for example, an AP0 weapon
becomes AP-1).




ADDITIONAL RULES

Commanders bring a new level of tactics and strategy to your missions, and the rules on this page explain
the effect this has on your games of Kill Team.

AURA TACTICS

Kill Team: Commanders includes a new type of Tactic, _
called Aura Tactics. Aura Tactics are ‘passive’ abilities

(i.e. they have a constant effect once they are used),

that affect certain models within a given distance for Adeptus Astartes/Deathwatch Tactic

a specific duration of time — most commonly until the Primaris Captain Aura Tactic

end of the phase in which the Aura Tactic was used, or Use this Tactic at the start of the Shooting phase if

the end of the battle round. your kill team includes a PRIMARIS CAPTAIN. That
model gains the following aura ability until the end

Unless the Aura Tactic in question says otherwise, of the battle round:

the model that used the Aura Tactic is always within

range of its ef