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 plavers. Each plaver
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 battleficld 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
&W .ud?l.luﬂ.

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.
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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 | 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
plavers lose.

REsOURCES

In a campaign game. the player(s) that lose the mission
cach lose 1 Materiel and | Intelligence. If plavers draw
they do not lose Materiel or Intelligence.
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Three- to four-player battlefield using two gameboards



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 Truchawk. 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. Ifa
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

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
Dé. This time the battle continues on a 44, 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 | 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
madel escapes in that escape pod. even if there are
encmy models within 2° of that escape pod.

|



OPEN PLAY MISSION
AERIAL STRIKE

N

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.

SCOUTING 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 altacker may
pick which quarter the model is set
up in. The attackers 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 viclory points lo the
altacker il 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.




MATCHED PLAY MISSION
ALL-OUT ATTACK

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.

It 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,

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,

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 une of their
models” attacks or psychic powers, 2 victory points for
cach other enemy specialist taken out of action by one
of their models” attacks or psychic powers, and | victory
point for each other enemy model taken out of action
by ane 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
s still a tie for the most victory points, the tied players
draw. Any other plavers lose.

RESOURCES

In a campaign game the player(s) that lose the mission
cach lose | Materiel and 1 Territory. If players draw they
do not lose Materiel or Territory.
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NARRATIVE PLAY MISSION
AMBUSH

When a choke point is found, a kill team can cause significant damage Lo a superior force. Canny
commanders will send their kill teams to hold these areas, setting ambushes thal 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 canll agree - the winner decides). Each player chooses
a Faction keyword, and the players reveal their cholces at
the same time. Then each player chooses a Battle-forged
kill team (see page 62) that only inchudes models with the
Faction keyword they chose, but the defender can spend an
additional 20 points on their kill team.

THE BATTLEFHELD

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 thal wins chooses which of the
short edges of the battlefield their deployment zone
Is towching,

SCOUTING 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

1f the defender’s models are all either shaken, out

of action or have escaped (see right) al 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

on a 3+, otherwise the battle ends, I 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
autpmatically ends at the end of battle round &,

VICTORY CONDITIONS

I, 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 Movemnent
phase, if thal models 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

I |

Attacker Tactic

Use this Tactic at the start of the Movement phase.
Choose a model from your kill team thal is nol
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 2 Dé.
On a 6, that model is removed from the battlefield
and is treated as il it had escaped




No matter the specialisms or battle honours within a kill team, no fighter is forever exempt

from the raw duties of battle. When brutal

y strikes, com ders issue the oldest

battlefield directive to elite and novitiate alike: destroy the foe. Leave none alive.

[f you are playing a campaign, you can choase to play
this mission instead of the Assassinate mission as.
long as at least one of the players who will take part is
using the ApgrrTus MecHANIcUSs Faction.

THE KILL TEAMS

“This is a mission for two to four players, One of thase
players is the Adeptus Mechanicus player. If more
than one playes wishes to be the Adeptus Mechanicus
player, those players roll off and the winner is the
Adepius Mechanicus player. Each player chooses a
Faction keyword. and the players reveal their chaices
at the same time, The Adeptus Mechanicus player
must choose the Adeptus Mechanicus Faction, Then
cach player chooses a Battle-forged kil team (see the
Core Manual) that anly includes models with the
Faction keyword they chose. Each kill team can cost
up to 200 polnts, and must incude one Commander,

THE BATTLEFIELD

‘Create the battlefield and set up tesrain. An example
of how you might do this is shown on the reverse of
‘this card.

SCOUTING PHASE

Resalve the Scouting phase (see the Core Manual).

DEPLOYMENT

The Adeptus Mechanicus player has the greatest
strategic advantage. In a three- or four-player game,
the remaining players then each roll 2D6. The highest
scorer has the second greatest advantage, the next
highest gets the third greatest advantage and so an.
Any players wha roll the same result roll their dice
again to determine which of them has the greater
advantage. The players then take il in turn, in the
order of greatest to least advantage, to choose their
deployment zone, The players then take it in turn 1o
deploy one model from their kill team, in the arder
of Least to greatest advantage. Madels maust be set up
wholly within their swn deployment zone. Otce all

the players have set up ane model, they do so again
in the same order, and so on. [f 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 Adeptus Mechanicus
player rolls 2 Da. O a roll of 3+, the battle continuwes,
otherwise the battle is over. At the end of battle round.
3, the Adeptus Mechanicus player rolls o D6. This
time the battle continues on a 4+, otherwise the batle
ends. The battle antomatically ends at the end of
battle round 6.

VICTORY CONDITIONS

Each player scores 3 victory points for each enemy
Commander or Leader taken out of action by an
attack or psychic power mace by a model from their
Kill team, and 1 victory point for each other enemny
mmodel taken out of action by an attack or psychic
power made by a model from their kil team. The
player with the most victory points at the end of the
battle is the winner, Players tied for the most victory
points draw. Any other players lose.

RESOURCES

In a campaign game, the player(s) that lose the
mission each lose 1 Maseriel and 1 Marale, Players
that draw do not lose any resources,




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). Fach 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 4 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 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.
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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 CONDITIONS

At the start of the battle, the attacker secretly rolls a D6
(either hide the dice for the duration of the batile or
note down the result on a piece of paper), and consults
the table below to discover their mission objective.

Dée  MissioN ORJECTIVE

1-2  Escape: Move your Commander off the edge
of the battleficld 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 bartlefield -
they are not considered 1o be out of action.

3-4  Slay the Leader: Take the enemy Leader out
of action,

56 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 | wound and remove 1 flesh wound
suffered by your Commander. .




NARRATIVE PLAY MISSION
ASSASSINATE

An army withoul 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 inchudes
models with the Faction keyword they chose.

THE BATTLEFELD

Create the batilefield 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
shorl edges of the battlefield their deployment tone
is touching.

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

DEPLOYMENT

The players roll off, and then allernale setling 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
maondels 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 defenders 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 contimies
on a 3+, otherwise the battle ends. 1f the battle doesn't
end as described above, at the end of battle round

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

VICTORY 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,




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.

THE KILL TEAMS

This s a misston 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 cach kill team must include
one Commander.

THE BATTLEFIELD

This mission is plaved in Killrone:
The Truchawk. Set up terrain as
shown on pages 24-15.

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

up thewr models, one at a time,
by rolling a [% and consulting
the following chart 1o determine
where they have teleported to
D6 Location

1-3 Set up this model anywhere
in the Truchawk’s
enginarum.

4-5 Set up this model anywhere
in the Truchawk's
enginarium, or anywhere in
cither of the two rooms on
cither the port or starboard
side of the Truchawk.

6 Set up this model anywhere
in the Truchawk other than

the bridge.

BATTLE LENGTH
The battle ends at the end of batthe
roasnd 5.

VICTORY CONDITIONS

At the end of the battle, the
attacker receives 1 victory points
for cach of their models that is
on the bridge of the Truchawk
(shaken models do not count).

taken out of action by one of their
model’s artacks 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.




NARRATIVE PLAY MISSION
AUTHENTICATION PROTOCOLS

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 plaving 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 al 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,

Create the battlefield and set up terrain. An example of
how vou might do this is shown below.

SCOUTING PHASE
Resolve the Scouting phase as described in the Kill Team
Core Marual,

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 st 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.
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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
whaolly aver 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.

ResouRrces

In a campaign game, the losing player loses |
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.

r- k



Kill teams are often sent behind enemy lines to achieve some act of reconnaissance, sabotage
or assassination. Their mission complete, they then need to find a way to rejoin their forces
without being captured or eliminated by the wronged party. If they are discovered, they only
have two choices - escape as quickly as they can and hope to avoid further efforts to capture

them, or eliminate their foe.

I yoar are playing a campaign, you can choose to play
this mission instead of the Ambush mission.

THE KILL TEAMS

‘Ihiis 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
decides). Each player choses a Faction keyword, and
the players reveal their choices at the same time. Then
cach playes chooses a Battle-forged Lill team (see the
Core Mannal) that only inchedes models with the
Faction keyword they chase,

THE BATTLEFIELD

This mission is played in o Killzone: Wall of Martyrs.
Create the battlefield. The defender then sets up
terrain, An example of how you might do this is
shown on the reverse of this card. The attacker then
chses which of the short edges of the bastleficld
their deployment zone is touching.

SCOUTING PHASE

Resolve the Scouting phase as described in the
Core Manual,

DEPLOYMENT

‘The defender sets wp their models, anywhere that is
maore than 57 froim the attacker’s deployment zone.
The avacker then sets up their maodels, wholly within
their deployment zone, Omnce the players have set up
all their models, deployment ends and the first battle
Tound begins.

SENTRIES
In the first battle round, the delender’s models cannot
move or React,

BATTLE LENGTH

Atthe end of 3 battle raund, if none of the attackers
models are on the bastleficld, or if all of the defender’s
models are shaken or out of action, the battle ends.
Otherwise, at the end of battle round 5, the attacker
rolls a D6, The battle continues on a 3+, otherwise
the battle ends. 1f the hattle doesn't end as described
above, at the end of battle round &, the attacker rolls a
D This time the battle continues on a 44, atherwise
the battle ends. The battle automatically ends at the
end of battle round 7.

VICTORY CONDITIONS

1f the battle ended because all of the defenders
models are shaken or out of action, the anacker wins.
If the batile ended because none of the amackess
models are on the battlefield. the atacker wins if
more of thelr models escaped than were taken out
of action, and the defender wins otherwise. If the
battle did not end 45 described above, then at the
end of the battle, the attacker scores 1 victory point
for each of their masdels that successfully escaped.
and the defender scores | victory point for each of
the attacker’s ather models, The player with the maost
viclory points is the winnee If the players have the
same number of victory points, the defender wins,

EscAPE

“The attacker can move their mosdels off the edge of
the battlefield labelled *sscape route” in the Movement
phase, if that madels move is sufficient to take them
wholly over the edpe of the battlefield. A model that
wscapes this way Is not considered to be out of action.
bt takies nus furthier part in the mission,

REsOURCES

In 0 campaign game, if the attacker wins the missin,
the defender loses 2 Marale. If the defender wins the
mission, the attacker buses | Morale.

Attacker Tactic

Use this Tactic at the beginming of the first
Iattle pound. In this battle round, models
cannot tarpet madels that are more than
12" away, or affect those models with
psychic povers.

Defender Tactic

Use this Tactic at the beginning of the first
battle round. Your Leader is not affected by
e Sentries rule.




The Astra Militarum is replete with veterans and specialists, auxiliary assets such as the

Tempestus Scions and the Armagedd

Ork F

s, who will not h

itale to prove their

reputation on the battlefield. Yet there are always other, less storied units eager to seek glory.

If you are playing a campaign, you can choose

Lo play thi ingtead of the or
Sweep and Clear missions, as long as at least one of
the players who will take part is using the AsTRA
Miuirarum Faction.

THE KILL TEAMS

This is o mission for two to four players, One of those
players is the Astra Militarum player. If more than
one player wishes to be the Astra Militaram player,
those players roll off and the winner is the Astra
Militarum player. Each player chooses a Faction
keyword, and the players reveal their chosces at the
same time. The Astra Militarum player must choose
the ASTRA MILITARUM Faction, Then each player
«chooses a Battle-forged kill team (sce the Core
Manual) that enly 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 on the reverse of
this card.

THE SCOUTING PHASE

Resolve the Scouting phase (see the Core Manual).

DEPLOYMENT

The Astra Militarum player has the greatest strategic
advantage in this battle. In a three- or fowr-player
gaie, the remaining players then each rall 206, The
higiest scorer has the second greatest advantage in
this misgion, the next highest gets the third greatest
advantage and so on. Any players who roll the same
result rall their dice again to determine which of
them has the greater advantage. The players then take
it in turn, in the order of greatest to least advantage,
to choose their deployment zone.

The playess then take it in turn to deploy ane madel
from their kill team, in the order of least to greatest
advantage. Models must be set up whally within
their own deployment zone, and more than 3° from.
any other player's deployment zone. Once all players
hiave set up one model, they do so again in the sime
ardesr, and 50 an. IFa player runs out of models 10
set up, skip them. Once the players have set up all
their madels, deployment ends and the first battle
round begins,

BATTLE LENGTH

The hattle ends at the end of 2 battle round if there

is only one unbroken kil team on the banlefeld.
Otherwise, at the end of battle round 4, the Astra
Militarum player rofls a D, On a roll of 3+ the game
continues, otherwise the game is over. If the battle
doesnt end as deseribed above, a1 the end of bartle
round 5, the Astra Militarum player rolls a Dé. This
time the game continues on a 4+, otherwise the game
is over. The battle automatically ends at the end of
Tattle round 6.

VICTORY CONDITIONS

If the battle ends because there is only one unbroken
kil team on the baulefield, that kill team's player
wins. Otherwise, each player scores 2 victory patnts
fior each enemy specialist taken oot of action by onc
of their specialists’ attacks or psychic powers, and 1
victory point for each other enemy mode] taken out
of action by ene of their specialists’ attacks or psychic
powers. The player with the most victory poins is the
winner. If players are tied for the most victory points,
those 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
gains 1 Morale If players draw they do not gain or
lnze Morale,




Adeptus Mechanicus war leaders prefer to cogitate every outcome of an order, analysing the
statistical pathways opened up by each command. Yet some missions demand fast binary
decision-making, and the correct division of force can dictate victory or defeat.

If you are playing a campaign, you can choase to play
this mission instead of the Ambush mission as long as
at least one of the players who will take part is using
the AperTus MECHANICUS Faction.

THE KILL TEAMS

‘This is a mission for two players. One of those players
is the Adeptus Mechanicus player. If more than one
player wishes to be the Adeptus Mechanicus player,
these players roll off and the winner is the Adeptus
Mechanicus player. Each player chooses a Faction
keyword, and the players reveal their choices at the
same time, The Adeptus Mechanicus player must
choose the Adeptus Mechanicus Faction. Then each
player chooses a Battle-forged kil team (see the Core
Manual) that only includes models with the Faction
keyward they chose, Each kill team can cost up 1o
200 points, and must include ane Commander: The
Adeptus Mechanicus player is the attacker and their
opponent is the defender.

THE BATTLEFIELD

Create the battlefield and set up terrain. An example
of how you might do this is shown on the reverse of
this card. Then set up two objective markers along the
midway line between both players' deployment zones
and 8" away fram the centre of the battleficld.

SCOUTING PHASE

Resolve the Scouting phase {see the Core Manual),

DEPLOYMENT

The players roll off, and the winner chooses their
deployment zone; the other player has the other
deployment zone. The players then alternate setting
up maodels, starting with the player whio lost the roll-
off. A player’s models must be set up wholly within
their deployment zone. Ifa player mns out of models.
10 set up, skip theny. Continue cetting up models until

both players have set up their kill teams. Once the
players have set up all their modets, deployment ends
and the first battle round begins,

BATTLE LENGTH

If eme player has controlled both objectives at the
end of two consecutive battle rounds, the game ends
immediately. Ctherwise, at the end of a battle round
4, the attacker rolls a D&, On a roll of 3+, the haztle
continues, otherwise the battle is over. If the banie
docan't end as described above, at the end of battle
rourd 5, the attacker rolls 3 D6, This time the battle
comtinues on a 4+, otherwise the battle ends. The
battle sutamatically ends at the end of battle round &,

VICTORY CONDITIONS

1f ome player has controlled both objectives at the
end of two consecutive battle rounds, that player
wins. Otherwise, at the end of the bartle, each player
scores 3 victory points for each objective marker they
contral, 2 victory points if the enemy Commander

is oat of action, and 1 victory point for each other
enemy madel that friendly models took out of action
‘with their 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,

Rap Haze

When selecting a target for a shooting attack. you
may not pick any models that are more than 127 away
from the firing model.

RESOURCES

In a campaign game, if the attacker wins the mission,
the defender loses 2 Territory. If the defender wins
the misshon, the attacker loses 1 Materiel.

Attacker Tactic

Use this Tactic in the Movement phase afier
a charge roll that fails. Re-roll one or both

of the dice.

Defender Tactic

Use this Tactic at the start of the Movernent
phase. Choose a shaken model from your
ill team, They are no longer shaken.




For many, the source of ultimate terror lies in their own imagination. The most effective
terror tactics weaponise this notion. When patrols or sentries go missing with no evidence of
their disappearance, fear of the unknown can utterly destroy the morale of an enemy army.

If you are playing a campaign, you can choose to play
this mission instead of the Feint mission as long as at
least ome of the players who will take part is using the
ADEPTUS ASTARTES Faction.

THE KILL TEAMS

‘This is a mission for two players. One of those players
is the Adeptus Astartes player, [f more than one
player wishes to be the Adeptus Astartes player, those
players roll off and the winner is the Adeptus Astartes
player. Each player chooses a Faction keyward, and
the players reveal their choices at the same time, The
Adeptus Astartes player must choose the ADEPTUS
AsTARTES Faction. Then each player chooses a
Battle-forged kill team (see the Core Manual) that
anly includes models with the Faction keyword they
chose. The Adeptus Astartes player is the attacker and
their opponent is the defender,

THE BATTLEFIELD

Create the battleficld and set up tersain. An example
of how you might do this is shown on the reverse of
this card. The players roll off, and the player that wins
chooses which of the long edges of the battlefield
their deployment zone Is touching.

THE SCOUTING PHASE

Resolve the Scouting phase (see the Core Manual).

DEPLOYMENT

The players roll off, and then alternate setting up
miodels, stasting with the player whe lost the rolloff.
A players mosdels must be set up wholly within their
deployment zone. If a player runs out of maodels to set
up, skip them. Continue setting up models entil bath
players have set up their kill teams. Onee the players
have set up all their madels, deployment ends and the
first batthe round begins.

BATTLE LENGTH

1§ the defender’s models are all shaken or out of
action at the end of a battle round, the batile ends,
Otherwise, at the end of battle round 4, the atacker
rolls & D, On a roll of 34, the game continues,
otherwise the game is over. If the battle doesut end
as described above, at the end of battle round 3, the
attacker rolls a D6, This time the game continues
on & 4+, otherwise the game is over. The hattle
automatically ends at the end of battle round 6.

VIGTORY CONDITIONS

At the end of the gare the defender rolls a D6 for
cach of their models with one or more flesh wounds
an the battlefield {even if you are not playing a
campaign game). On a roll of 1-3, that model
recovers. On a roll of 4.6, that model goes out of
action. The atacker then scores 1 victory point for
each enemy model that is out of action. The defender
scores | victory point for each of their models that

is not ot of action. The player with the most victory
points wins. If the players have the same pumber of
victary peints, the defender wins.

RESOURCES

In a campaign game, if the attacker wing the mission,
the defender loses 2 Morale. If the defender wins the
mibssion, the attackes loses 1 Marale

Attacker Tactic

Use this Tactic in the Fight phase when a
medel from your kill team sargets an enemy
model with ane or more Qesh wounds with
any of their atsacks, Until the end of the
phase, add | to any lnjury solls made as part
of these attacks,

Defender Tactic

Use this Tactic at the stagt of the Merale
phase if your Leader is not shaken, A -1
modifer is applied to Nerve tests made for
Friendly mrodels within 6 of your Leader
that phase.




‘War has destroyed this land, turning a once productive industrial sector into a wasteland
dotted with the dangerous remains of refineries and processing plants. Although there are
still rich resources to be claimed here, those who wish to do so must brave the unpredictable

hazards of this industrial death zone.

If you are playing a campaign. you can choose to play
this mission instead of the Assassinate or Sweep and
Clear misshons.

THE KILL TEAMS

This is a mission fior 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 Care
Manual) that only includes miodels with the Faction
keyward they chose.

THE BATTLEFIELD

This mission is played in a Killzone: Secior
Mechanicus. Create the battleficld and set up terrain.
Examples of how you might do this are shown on the
reverse of this card, Then sct up one objective marker
midway between the centre of the battlefield and

the middle of each battlefield edge, as shown in the
deployment maps on the reverse of this card.

SCOUTING PHASE
Resolve the Scouting phase as described in the
Core Manual

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
s o Ay 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
arder of greatest to least advantage, to choose their
deployment 20ne.

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 whally within their
own deployment zone. Once all players have set up.
one model, they do 5o again in the same onder, and

soon. I a player runs out of models to set up, skip
ther. Onee the players have set up all their models,
deployment ends and the first battle round begins.

Frame UNDERFOOT

At the beginning of each battle round, randomly
determine one piece of terrain, other than impassable
tersain, That piece of terrain is dangerous terrain for
this battle round, as is any open ground within 1 of
that terrain.

PERILOUS RICHES

Reoll 2 D& for each objective marker at the start of
each battle round. On a roll of 1, each model within
2" suffers a mortal wound. Ona roll of 6, if a player
currently comtrols that abjective marker, they gain 1
wictory point.

BATTLE LENGTH

At the end of battle round 4, the player with the
greatest advantage rolls a D&, The battle contimues on
a 3+, otherwise the battle ends, If the battle doesnt
end as described above, at the end of battle round

5, the player with the greatest advantage rolls a D6
This time the battle continues an a 4=, otherwize the
battle ends. The battle antomatically ends at the end
of battle round 6.

VICTORY CONDITIONS

Each player scores 3 victory points for each objective
marker that their kill team controls at the end of the
‘battle, The player with the most victory paints s the
winmer. If players are tied for the most victory points,
those players draw. Any other players lose.

RESOURCES

Ina campaign game, the player(s] that lose the
mission each lose | Materiel and 1 Territory. If
players draw they do not lose Materiel or Territory.




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 triumphani

perfectly placed 1o destroy the entire ship.

THE KILL TEAMS

‘This is a mission for two teams of two players. Each
team chooses three Arenn Objectives as described on
page Z0of Kill Tearn: Arena and each player musters 2
Bartle-forged kill team as described on page 18 of Kl
Tewn: Arena,

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 a5 shown on pages &9 of Kill Teant: Arena.
Then set up five abjective markers as shown on the
reverse of this card.

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 As deployment
zanes or Team BY, The other deployment zones will
be their opponents’ The tsams then take it in turns
to deploy one model from cither of their players kill
teams, starting with the team that lost the roll-off.
Mondels st bre sct up wholly within one of their
own deployment zones. [fa team runs out of modeals
to set up, skip them. Cmnce the teams have sct up
their models, deployment ends and the first batle
round begins.

BATTLE LENGTH

“The battle automatically ends at the end of battle
round 4.

t, they would be

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
victary points):

+ ‘They conirol one or more objective markers.

# They conirol two or mare objective markers.

» ‘They control more objective markers than their
Opponents’ team.

A team cannot score more than 9 victory paints for
this victory condition in this mission,

Arena OBJECTIVES

The Arena Objectives available in this mission are:

Attrition, Engage (n All Fronts, Proximity Alert,
Recon Sweep, Thin Their Ranks

Denial: Score 1 victory point when an énemy 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 tic,
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.




The god of the Thousand Sons is a capricious one, and though his servanis believe that they
have been chosen for a great destiny, it is often far from clear what that might be, and how
they might achieve it. Sometimes, a disciple of Tzeentch just has to follow their intuition!

1f you are playing a campaign, you can choose (o play
this mission instead of the Ambush mission as long as
at least one of the players whio will take part is using
the THOUSANT Soxs Faction.

THE KILL TEAMS

TThis Is a mission for two players. One of those
players is the Thousand Sons player. If more than
one player wishes 1o be the Thousand Sons player,
those players roll off and the winner is the Thousand
Sons player. Each player chaoses a Faction keyword,
and the players reveal their choices at the same
time. The Thousand Sons player must choode the
‘THOUSAND 50Ks Faction, Then each player chooses
a Baitle-forged kill team (see the Core Manual) that
only includes models with the Faction keywoard
they chose. Each kill team can cost up to 125 points.
‘The Thousand Sans player is the attacker and their
opponent is the defender.

THE BATTLEFIELD

Create the battlefield and set up terrain, An cxample
of how you might do this is shown on the reverse of
this card.

THE SCOUTING PHASE

Resolve the Scouting phase (see the Core Manual).

DEPLOYMENT

The players roll off, and then alternate setting up
miodels, 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 o set
up, skip them. Cantinue setting up madels until bath
players have set up their kill teams. Onee the players
biwe st up all their madels, deployment ends and the
first batthe round begins.

BATTLE LENGTH

Use the Variable Battle Length rules (see Kill Tean:
Elites) — the attacker rolls.

WaAT FATE HOLDS IN STORE

At the beginning of each bastle round, the Thousand
Sons player can roll a D10, If they do, their victory
condition changes according to the fodlowing table:

2 None of your fighters are ont of action.
3 Allenemy fighters are out of action,
LR L S T

4 There is at least one of your fighters in the

enemy deployment zone.

5 Allofyous s ond

6 There are no enemy fighters in your
deployment zone.

7 More eneany fighters than your fighters arc

.ot ofacth “‘n'a_“'. - R~

8  The enemy Leader is oat of action.

9 Yoir Leader is not o

tofaction.

10 Re-zoll the dice umtil you get a
different result.

VICTORY CONDITIONS

1f, at the end of the battle, the atacker has fulfilled
their victory condition, they win. Otherwise the
defender wins.

RESOURCES

In a campaign game, if the attacker wins the mission,
the defender loses 2 Matericl. If the defender wins the
mission, the attacker loses 1 Morale,

Attacker Tactic

Use this Tactic after rolling the D10
according to What Fate Holds in Ssore. If
you do, you can add or subiract | from
the rell.

Defender Tactic

Use this Tactic al the beginning of a battle
round, If you do, the attacker must rell the
D10 according to What Fate Holds in Store
- they may nat chaase not to this battle
round. You can only use this Tactic once
per battle.




A territorial battle between reconnaissance forces has begun in the dank catacombs beneath
an Ecclesiarchy building. Both look to secure the key i i of the und d
structure, driving their enemy back tunnel by tunnel until they are expelled entirely.

THE KILL TEAMS

This is a missian for two players. Each player chonses
three Arena Objectives as described on page 20 of Kill
Team: Arera and musters a Battle-forged kill team as

described on page 15 of Kill Temn: Arena.

THE BATTLEFIELD

This missiomn is played in 4 Killzone: Catacombs.
Create the battlefield and set up terrain exactly as
shown on pages 10-11 of Kill Team: Arena. Then set
up five objective markers as shown on the reverse of
this card.

SGOUTING PHASE

Do net 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 tuens 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. IFa player runs out of
models to set ug, skip them. Omce the players have set
up their models, deplopment ends and the first battle
mund begins.

BATTLE LENGTH
The battle automatically ends ar the end of battle
round 4,

VICTORY CONDITIONS

Victory points are scored for the following:

Take and Hald: At the end of the battle round, &
player scores 1 victory point for each of the following
«conditions that they satisfy (for a maximum of 3
victory pednts);

 They control one or more objective markers,

» They control two or more objective markers.

s They control more objective markers than
their opponent.

A player cannot score more than 9 victory poinis for
this victory condition in this mssion.

ARENA OBJECTIVES
“The Arena Objectives available in this mission are:

Attrition, Bounty Honters, Domination, Recon
Sweep, Thin Their Ranks

Contained: At the end of the battle round, score 1
vietary poant if you contral the two objective markers
closest to the battlefeld edges.

At the end of the battle, the player with the most
wvictory points is the winner. If there is a tic,
whichever player controls the most ehjective markers
at the end of the battle is the winner. If there is still a
tie, the game is a draw,




Commanders are titans of battle, striking down lesser warriors with contemptuous ease
before moving on to the next. Of course, the casiest way to destroy an enemy commander is to
use the skills of your own to defeat them.

If you are playing a campaign, you can choose to
play this mission instead of the Disrupt Supply Lines
mission, 25 long as at leass one of the players who will
take part is wsing the GenpsTEALER Curts Faction

THE KILL TEAMS

This is & mission for two to four players, One of
those players is the Genestealer Cults player. If more
than ane player wishes to be the Genestealer Cults
player, those players roll off and the winner is the
Genestealer Cults plaver. Each player chooses a
Faction keyword, and the players reveal their choices
at the same time. The Genestealer Calts player most
chooss the GennsTeaLEr Curts Faction, Then each
player chooses a Battle-forged kill team (see the Care
Manual) that only includes models with the Faction
heyward they chose. Each kill team can cost up to 200
points, and must include one Commander,

THE BATTLEFIELD

Create the battlefield and set up tesrain. Examples of
how you might do this are shown on the reverse of
‘this card.

THE SCOUTING PHASE
Resolve the Scouting phase (see the Core Manual),

DEPLOYMENT
The Genestealer Cults player has the greatest strategic
advantage. In a three- or four-player game, the
remaining players then each roll 206, The highest
scorer has the second greatest advantage in this
mission, the next highest gets the third greatest
advantage and so os. Ay players who roll the same
result roll their dice again to determine which of
them has the greater advantage. The players then take
it in turn, in the order of greatest to least advantage,
ta choose their deployment zone, All players then
deplay their Commander in the centre of their
deployment zone.

The players then take it in turn to deploy one model
from their kill team, in the order of least to greatess
advantage. Models must be set up wisolly withia
their own deployment zone, and more than 3* from
any other player’s deployment zone. Once all players
have set up one model, they do 5o again in the same
order, and 50 on. If a player runs out of models o
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 ends at the end of a battle round if there
Is only one Ball eeam on the batilefeld
Otherwise, at the end of battle round 4, the
Genestealer Cults player rolls a 6, On a roll of 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 Genestealer Cults player rolls a
6. 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

If the battle ends because there is only one unbroken
kill team om the batdefield, thar kill eam’s player
wins, Otherwise, a player scores 3 victory points for
each enemyy Commander taken out of action by one
of their Commander's attacks or psychic powers,
and 1 victary point for each enemy Commander
taken out of action by any other friendly model's
attacks or psychic powers. The player with the most
victory points is the winnes. If players are tied for the
mast victory poinis, those players draw. Any other
players lose.

RESOURCES

In a campaign game, players that lose the mission
each lose | Intelligence and | Maorale, If players draw
they do not lose any resources.




Operating on freshly acquired intelligence, a kill team infiltrates a barracks with the intention
af 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 deseribed on page 20 of Kill
Team: Arera and musters a Battle-forged kill team as

described on page 18 of Kill Tean: Arena,

THE BATTLEFIELD

This mission is played in a Killzone: Garrison Vaolt.
Create the battlefield and set up terrain exactly as
shown on pages 14-15 of Kill Temm: Arena, Then set
up four objective markers a3 shown on the reverse of
this card.

SCOUTING PHASE

Do nat resolve the Scouting phase in this mission.

DEPLOYMENT

The players rull off, and the loser of the roll-off
chooses which deployment zone will be their own.
The ather 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
Inst the roll-off. Models must be setup wholly within
their own deployment zone. 1fa player runs out of
maoddels to set up, skip them. Once the players have set
up their models, deployment ends and the first battle
roungd beging,

BATTLE LENGTH
The battls aatomatically ends at the end of battle
round 4.

VICTORY CONDITIONS

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
ithe mission, each player has tagged the two objective
markers chosest to their deployment zone. At the end
of the battle round, each player tags the objective
markers they control. Objective markers that are

not contralled remain tagged for the same player,

At the end of the battle round, after any olijective
markers have been tagged, a player scores | viciory
jpoint if they have two Lagged objective markers, o

3 victary points if they have three or more tagged
objective markers.

A player may not seore mare than @ victory poants for
this victary condition in this mission.

ARENA OBIECTIVES
The Arena Objectives available in this mission are:

Bounty Hunters, Cut Apart, High-FProfile Targets,
FProximity Alert, Recon Sweep

Hetrieved Tools: When the enemy Leader is taken
out of action, score 1 viciory point, or 3 viciory
points if they were taken out of action in the

Fight phase,

At the end of the battle, the player with the

maost victory points ks the winner. Ifthere isa

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.




MATCHED 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 4 COMmMS array.

OrRDERS 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).

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.

VICTORY CONDITIONS

If the battle ends because there is only one unbroken
kill team on the bartlefield, 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.

Player's
Deployment

Lone

Player’s
Dreployrient
fone

Player’s
Deployment
Fone



The war is best won by driving the foe from the area, taking the ground from under their feet
and removing their ability to consolidate their position. Once the enemy has lost territory in
this way, momentum can be gained and the greater battle will surely be won.

1f you are playing a campaign, you can choose to

play this mission instead of the Disrupt Supply Lines
mnission, as long as at least one of the players who will
fake part is using the GENESTEALER CuLTs Faction.

THE KILL TEAMS

This is a mission for two ta four players. One of
those players is the Genestealer Cults player, If more
thai ane player wishes to be the Genestealer Cults
player, those players roll off and the winner is the
Genestealer Cults player: Each player chooses a
Faction keyword, and the players reveal their choices
at the same time. The Genestealer Cults player must
choose the GENESTEALER CuLTs Faction. Then each
player chooses a Battle-forged kill team (see the Core
Manual) 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 on the reverse of
this card, Then, set up onc objective marker in the
centre of each deployment zone, as shown on the
reverse of this card.

THE SCOUTING PHASE

Resolve the Scouting phase (see the Care Manual),

DEPLOYMENT

The Genestealer Cults player has the greatest strategic
advantage. [n a three- or four-player game, the
Temaining players then each roll 2D6. The highest
scarer has the second greatest advantage in this
mission, the next highest gets the third greatest
advantage and s on. Any players who rell the same
result roll thelr dice again to determine which of
them has the 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 lenst to greatest advantage.

Models must be set up wholly within their player's
deployment zone, and more than 3" from any other
player’s deplayment zone. Once all players have set up
one madel, they do so 2gain in the same order, and
so.on, Ifa player runs out of models to set up, skip
them. Once the players have set up 2ll their models,
deployment ends and the first battle round begins.

BATTLE LENGTH

‘The battle ends at the end of a battle round if there
13 anly one unbroken kill tzam on the battlefield.
Otherwise, at the end of Battle round 4, the
Genestealer Cults player rolls a D6, On a roll of 3+,
the game continues, otherwise the game is over, If
the battle doest’t end as described above, at the end
of battle round 5, the Genestealer Cults player ralls o
Dé. This time the game continues on 4 4+, otherwise
the game is over. The battle automatically ends at the
end of battle round 6.

VICTORY CONDITIONS

If the battle ¢nds because there is only one unbroken
kill team on the batelefeld, that kill teands player
wins any other players lose. Otherwise, at the end
of the battle, a player scores 1 victory point if they
control the objective marker that is in their own
deployment zone, and 2 victory peints for each
objective marker they control that is in an enemy
deployment zone. The player with the most victory
points wins. If players are tied for the most victory
paints, those players draw; any other plavers lose.

RESOURCES

In & campaign game, players that lose the mission
cach lose 2 Territory. If players draw they do not
lose Territary.




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 cach

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
bartle 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 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, 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.




A lethal storm descends, and scouting kill teams are forced to take shelter in an abandoned
facility. As the wind drives sand fast enough to flay flesh from bone and blasts of solar energy
disrupt equipment, each kill team realises they are not the only force to seek refuge here...

Ifyou are playing a campaign, you can choose to play
this mission instead of the Disrupt Supply Lines ar
Tike Prisoners missions.

THE KILL TEAMS

This s 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 Batile-forged kill team (see the Core
Manual) that only includes models with the Faction

keyword they chose,
THE BATTLEFIELD

This missinn is played i a Killzone: Sector Fronteris,
Create the battleficld and sct up terrain. Examples
of how you might &o this are shown on the reverse
of this card. Then set up four objective markers as
shiown on the reverse af this card

SCOUTING PHASE

Do not play the Scouting phase in this mission.

DEPLOYMENT

“The players each roll 206, The highest scorer has the
grestest strategic advantage in this mission, the next
highest gets the second greatest advantage and so on.
Any players whe roll the same result roll their dice
again to determine which of them has the greater
advantage, The players then take it fn turn, in the
order of greatest to least advantage, to choase their
deployment zone. The players then take it in turn to
deploy one model from thelr kill team, in the arder
af least 1o greatest advantage. Models must be set up
whally within their own deployment zone, Onee all
players have set up one model, they do so again in the
same order, and so on. Ifa 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,

STORM CONDITIONS

Do not roll on the environment table for this
mission. Instead, roll a dice at the beginning of each
battle round. Cna 1 or 2, any models that are not
within 1° ol a Ryza-pattern ruin are shaken, and all
ranged weapons have a Range of 6 for that round.
In 2ddition, from the beginning of the third battle
round, Comms Tactics and abilities cannot be used
lexcept those used afier the mission), and players add
1 to wound rolls made for artacks tal targes models
that are not at least partially underneath the roof of a
Ryza-pattern ruin, and add 1 1o injury rolls made for
such models.

BATTLE LENGTH

Ab the end of batile round 4, the player with the
jgreatest advantage rofls a D6, The battle continues
on a 3+, otherwise the battle ends. 1fthe battle does
not end as described abave, at the end of battle round
5. the player with the greatest advantage rolls 2 D6.
This time the battle continues on a 4+, otherwise the
battle ends. The battle automatically ends at the end
of batile round 6,

VICTORY CONDITIONS

Each player scores 1 viclory point for each objective
marker that their kill team controls at the end of the
battle round. In addition, each player scores 1 victory
point for each enemy mocdel that their kill team takes
out of action. The player with the most VIElary points
at the end of the battle is the winner. If players arc
tied for the most victory points, those players draw,
Any other players lose,

RESOURCES

TIna campalgn game, the playver(s) that Jose the
mission each lose | Materiel and | Morale. If players
draw they do not lose Materiel or Mozale,




Sadists without peer, the twisted warriors of the Drukhari will at times enter realspace for no
greater purpose than the thrill of the hunt, seeking out isolated enemy combatants to corner
and torment for as long as inspiration lasts.

1f you are playing a campaign, you can choose to play
this mission instead of the Feint mission os long s at
Ieast one of the players who will take part is using the
DrukHARI Faction.

THE KILL TEAMS

This is a mission for two players. One of those players
is the Drukhari player. If more than one player wishes
to be the Drukhari player, those players roll off

and the winner is the Drukhari player, Each plaver
chonses a Faction keyword, and the players reveal
their choices at the same time. The Drukhari player
must choose the Dutkaan Faction. Then each
player chooses a Rattle-forged kill team {see the Core
Manual) that only inchsdes models with the Faction
keyword they chose. The Drukhari player is the
attacker and their opponent is the defender.

THE BATTLEFIELD

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

THE SCOUTING PHASE

Resolve the Scouting phase (see the Core Manual),

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
deplayment zeme, Ifa player runs out of eligible
mindels to set up. skip them. Continue setting up
models until both players have set wp all eigible
models; at this peint deployment ends and the frst
battle round begins.

REVEL IN AGoNy

The Drukhari of this kill team toy with their victims,
preferring prolonged wement to a quick kil When
rolling Injury rolls for the defender’s models, count a
result of 1-5 as & flesh wound result; only results of 6+
will take the defender’s models out of action. While
the artacker's models are within 6” of any enenvy
models that have one or more flesh wounds, add 1

to their Strength and 1 to their Weapon Skill {so 2
Weapon 5kill of 3+ would brcome 2+, for example).

BATTLE LENGTH

The battle ends at the end ofa battle round if there

is only one unbroken kill team on the battl=feld.
Otherwise, at the end of battle round 4, the Drukhari
player rolls a D6 On a 3+, the game continues,
otherwise the game is over. If the game does not

end g described above, at the end of battle round 5,
the Drukhari player rolls a D6. This time the game
contitses on a4+, otherwise e game is over. The
battle sutematically ends at the end of battle round 6,

VIGTORY CONDITIONS

IE the battle ends because there is only one unbroken
kil team on the battlefield, that kil team’s player
wins. Otherwise, cach player scores 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 peints is the winner, If there
is 2 tie, whichever player had the lowest Force is the
winner. IF there is still a tie, the players draw.

RESOURCES

Inacampaign game the player that lost the
mission Joses 2 Morale. If players draw they do not
lase Morale,

Attacker Tactic

Wse this Tactic after declaring a charge
with one of your madels, bul before rolling
the dice. Add 2 to the result of the charge
ol In addition, your opponeat cannot
make Overwartch attacks in response to
this charge.

Defender Tactic

Use this Tactic before a player makes an
Injury roll for one of your models, Apply
2«1 molifier to the result of the test,

in addstion to any other modifiers that
may apply.




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 & 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 plavers 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.

Attacker's
Deployment Zone

Defender’s
Deployment Zone

BATTLE LENGTH

Use the Variable Battie 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

batile ends,

VICTORY CONDITIONS
If, at the end of the batile, the defender’s Commander
hias 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 suffers

a wound. On a 5+ that wound is not lost. If a
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.

|



The Orks have scoped out an enemy-held munitions stockpile. If they can plant enough
stikkbomb charges around the site, they can light up the sky with a massive explosion and
draw enemies from every direction upon which to satisfy their penchant for violence.

If you are playing 2 campaign, you can choose to
play this mission instead of the Disrupt Supply Lines
mission 25 long as at keast one of the players who will
take part Is using the Orgs Faction.

THE KILL TEAMS

‘This is a mission for two players. One of those
players is the Orks player. If more than one player
wishes to be the Orks playes, those players roll
offand the winner is the Orks player, Each player
chaoses a Faction keyword, and the players reveal
their choices at the same time. The Orks player must
choose the Orks Faction. Then cach player chooses
1 Battle forged kill team (se2 the Care Manual) that
only includes medels with the Faction keyword
they chase, The Orks player is the attacker and their
opponent is the defender.

THE BATTLEFIELD

Create the battlefield and set up termin, An example
of how you might do this is shown on the reverse of
this cand_

The defender then places three objective markers
in their territory. Each objective marker must be
between 6° and 9° from each other objective marker.

THE SCOUTING PHASE

Resolve the Scouting phase (see the Core Manual).

DEPLOYMENT

‘The players roll off, and then alternate setting up
models, starting with the player who lost the roll-off,
A player’s madels st be set up wholly within their
deployrent zone. Ifa player runs out of models to set
up, skip them. Continue setting up models wntil bath
players have set up their kill teams. Onee the players
have set up all their models, deployment ends and the
first Batthe round begins.

BATTLE LENGTH

The battle ends at the end of a battle round if there
is only one unbroken kill team on the hattlefisld or
explosives are currently armed at all three objective
markers (see helow). (therwise, at the end of hatthe
round 4, the attacker rolls a D6. On a roll of 3+, the
battle continues, otherwise the battle is over, If the
batle docsn't end as described above, at the end of
battle raund 3, the attacker rolls a D6, "This time the
hattle continues on a 4+, otherwise the battle ends.
The batile swiomatically ends at the end of battle
round 6,

VIGTORY CONDITIONS

1f, at the end of the battle, explosives are armed at D-1
objective markers, the defender wins the mission, If
explosives are armexd at 2 objective markers, the game
is a drawe If exploslves are armed at all 3 objective
maarkers, the attacker wins the mission.

PLANTING EXPLOSIVES

At the end of any battle round, the attacker can make
one attempt to plant explosives at cach objective
marker they control. To do so, roll a D6 for each
such ahjective marker; on a 4+, explosives have been
successfully planted at that ebjective marker, Once
successtully planted, these explosives are considered
Lo be armed for the purpose of battle lenpth and
victory conditions until the game ends or If the
cxplosives at tlat abjective marker are disarmed (see
the Disarm Attempt Defender Tactic, overleaf).

REsOURCES

In a campaign game, if the attacker wins the mission,
the defender loses 2 Materiel. If the defender wins

the mission, the attacker Joses 1 Morale, If the players
draw, the defender loses T Material and the attacker
does nat lose amy resources,

Attacker Tactic

Use this Tactic at the end of a batile reund
il your opponent comtrols an ebjective
marker, but you have atleast 1 model (ather
than shaken models) within 2° of it. You can
artempt to plant explosives at thal oljective
marker as if you controlled it. You can only
use this Tactic once per banle round.

Defender Tactic

Use this Tactic at the end of a battle round
if you centrol an objective marker at
which explasives have been successfully
planted. Roll a D6; on 2 6, the explosives
have been successfully disarmed, though
fusther attenspts can new be made to plant
explasives at that abjective marker.




Laying an ambush takes on a new level of danger when it is done in the lethal surroundings
ofa death world forest. The kill team assigned with setting the trap must contend with deadly
flora and fauna as they get into position to strike at their enemies. If they succeed, however,
their prey will find themselves in a situation in which their hopes of survival are infinitesimal.

I you are playing a campatgn, you can choose to play
this mission instend 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 i you cant agree - the winner
decides). Each player chooses a Faction keyword, and
the players reveal theis choices at the same time, Then
each plaver chonses a Battle-forged kill team (see the
Core Manual) that only inchides models with the
Faction keyword they chosc.

THE BATTLEFIELD

Thils misston s played in o Killzone: Death World
Forest. Create the battlefield. An example of how you
might do this is shown on the reverse of this card,
The players roll aff, and the player that wing choases
which of the long edges of the battleficld their
deployment zone is touching,

SCOUTING PHASE
Recsolve the Scouting phase as described in the
Core Manual,

DEPLOYMENT

The players allernate setting up models, starting with
the defender, [fa 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
st be set up wholly within their deployment zone,
Once the players have set up all of their models,
deployment ends,

THERE'S SOMETHING CRAWLING ON ME!
Once deployment ends, the attacker rolls a Dé for
cach of their models on the battlefield. On 2 roll of 1,
that model suffers a mortal wound,

BATTLE LENGTH

The battle ends at the end of a battle round if the
defender’s models are all either shaken, out of action
or have escaged (see below). Onherwise, at the end
of batile rewnd 4, the attacker ralls a D6, The batile
continues on a 3+, otherwise the hattle ends. If the
batile doesn't end as described abave, at the end of
battle round 5, the attacker rolls a D6, This fime the
Battle continues on & 4+, otherwise the battle ends,
‘The battle automatically ends at the end of bartle
sound 6,

VIGTORY CONDITIONS

1f, at the eand of the battle, mors of the defender’s
models escaped than did not escage, the defender
wins, Otherwise, the attacker wins,

ESCAPE

Ihe defender can move their models off the edge of
the batilefield labelled ‘cscape route’ in the Movement
phase, if that model's move is sufficient to take them
whally over the edge of the battlefield. & model that
escapes this way is not considered to be oat of action,
but takes no further part in the mission.

RESOURCES

Tnia campaign game, if the attacker wins the mission,
the defender buses 2 Territory. If the defender wins
the mission, the attacker loses 1 Territory,

Attacker Tactic

Use this Tactic in the Movement phase,
when your spponent chooses a model to

mewve and that model Advances, or when
your opponent chooses a model 10 Fall
Back. Roll a D&, On a 4+ that mode] suffers
a mortal wound before they move, If they
are not taken out of action they can then
move narmally,

Defender Tactic

Use this Tactic in the Fight phase when you
chaase a model from your kill team to fight,
You can se-soll Bailed hie rolls for that model
until the end of the phase.




Some war zones are littered with more than bodies and detritus. In the furnace of battle
critical caches of strategic data can become lost or exposed, and it often falls to forward
operatives to destroy these dangerous information stores before they fall into enemy hands.

1f you are playing a campaign, you can choose to
play this mission instead of the Feint or Terror
Tactics mission as long a5 at least one of the
players who will take part is using the ADEPTUS
Mecnamicus Faction,

THE KILL TEAMS

This is & mission for two to four players, One of those
players is the Adeptus Mechanicus player. If more
than one player wishes to be the Adeptus Mechanicus
player, those players roll off and the winner is the
Adepius Mechanicus player, Each player chooses a
Faction keyword. and the players reveal their choices
at the same time, The Adeptus Mechanicus player
must choose the Adepius Mechanicus Faction, Then
each player chooses a Bartle-forged kill team (see the
Core Manual) that only ineludes models with the
Faction keyword they chose,

THE BATTLEFIELD

Create the battleficld and sct up terrain, An example
of how you might do this is shown on the reverse

of this card. Then set up four objective markers
midway between the centre of the battlefield and the
battlefield edye, as shown in the deployment maps
on the reverse of this casd. The objective markers
represent data caches in this mission.

SCGOUTING PHASE
Resolve the Scouting phase (see the Core Manual).

DEPLOYMENT

The Adeptus Mechanicus player has the greatest
strategic advantage. In a three- or four player game,
the remaining players then each roll 2D6. The highest
scorer has the second greatest advantage, the next
highest gets the thind greatest advantage and so on.
Any players who roll the same result roll their dice
again to determine which of them has the greater
advantage, The players then take it in turn, in the
order of greatest to least advantage, to choose thelr

deployment zone. The players then take itin teen 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
the players have set up one model, they do so again
in the same order, and so on, Ifa plaver runs out of
models to set up, skip them. Once the players have
set up all their models, deployment ends and the first
attle round begine

BATTLE LENGTH

At the end of battle round 4, the Adeptus Mechanicus
player rolls a D&. On a rell of 3+, the battle continues,
atherwise the battle is over. At the end of battle round
5, the Adeptus Mechanicus player rodls a D6, This
time the battle continues on a 4+, otherwiss the battle
ends. The battle automatically ends at the end of
battle nound 6.

DEestroY DaTA CACHES

1f any models from the same kill team {other than
shaken models) are within 1° of the same data cache
at the end of the battle round, for two consecutive
attle rounds, and there arc no enemy models (other
than shaken models) within 1" of that data cache,
then that kill team's player may choose to destroy that
cache. Remove the marker from the battlefield and
take note of the player who destroyed the data cache,

VICTORY GONDITIONS

Each player scores 2 victory points for destraying the
cache furthest from their deployment zone, and 1
victory point for each other cache they destroy. The
player with the most victory points at the end of the
battle wins, Players tied for the most victory points
draw. Any other players lose,

REsouRCES

In a campaign game, the player(s) that lose the
mission each bose 1 Intelligence and 1 Territory.
Players that draw do not lose any resources,




Experts in covert warfare are never more at home than when engaging an unprepared foe,
and an assault at night all but guarantees an advantage to the attacking force.

If you are playing a campaign, you can choose to
play this mission instead of the Ambush or Recover
Imelligence missions, as bong s at least one of the
players who will take part is using the ADEPTUS
ASTARTES Faction,

THE KILL TEAMS

This is 4 migeen For two ko four players, One of
those players is the Adeptus Astartes player. If more
than one player wishes to be the Adeptus Astartes
player, those players roll off and the winner s the
Adeptus Astartes player. Each player chooses a
Faction keyword, and the players reveal their cholces
at the same time. The Adeptus Astartes player must
chaase the ADEFTUS ASTARTES Faction. Then cach
player chooses a Battle-forged kill team (see the Core
Manual) that enly includes models with the Faction
keywond they chose,

THE BATTLEFIELD

Create the battlefield and set up terrain. Examples of
how you might do this are shown an the reverse of
this cand. Set up one objective marker in the centre of
the battlefickd,

THE SCOUTING PHASE

Resolve the Seouting phase (see the Core Manual).

DEPLOYMENT

The Adepius Astartes player has the greatest strategic
advastage. In a three- or four-player game, the
remaining players then cach roll 206, The highest
scorer has the second greatest advantage in this
mission, the next highest gets the third greatest
advantage and so on, Any players who roll the same
result roll their dice again to determine which of
them has the greater advantage, The players then take
itin turn, in the order of greatest to least sdvantage,
to choose their deployment zone.

The players then take it in turn to deploy one mo-del
frowm their kill team, in the order of least to greatest
advantage. Models must be set up wholly within
their awn deployment zone, and more than 3 fram
any other player’s deployment zone. Once all players
have set up ane madel, they do 40 again in the same
ordes, and so o I a player runs out of models to
set up, skip them. Onee the players have set up all
their models, deployment ends and the first battle
rounsd begins,

BATTLE LENGTH

Anthe end of bay s 4, the Adeptus Astartes
player rolls a D6, On a roll of 3+, the game continues,
otherwise the game is over. At the end of battle roand
5, the Adcptus Astartes player rolls @ Dé. This time
the game continues on & 4+, stherwise the game is
over, The battle antomatically ends at the end of battle
round 6.

IN THE DEAD OF NIGHT
Models cannot target models that are more than 127
away, or affect those models with psychic powers.

VIGTORY CONDITIONS

Each player scores 1 victory podat for each enemy
model taken out of action by ane of their models’
attacks or psychic powers, and the player that
«contrals the ohjective marker at the end of the battle
scores 3 victory pointe. The player with the most
victary points is the winner. If players are ticd for the
most victory poknts, those players draw, Any other
players lose.

RESOURCES

In a campaign game the player(s) that lase the
mission each lose 1 Morale and 1 Territory. IF players
draw they do not lose Morale or Territory:




Kill teams are sometimes despatched on missions to attack isolated settlements. Often they
find the inhabitants unprepared for their assault, and the battle is easily won. However, they
are not always so lucky, and may find the settlement forewarned and well defended.

If you are playing a campaign, you can choose to play
this mission instead of the Feinl mission.

THE KILL TEAMS

This is a mission for rwi 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 Paction keyword, and
the players reveal their chodces at the same time. Then
each player chooses a Battle-forged kill team (see the
Core Manual) that only includes models with the
Faction keyword they chose,

THE BATTLEFIELD

This mission is played in a Killzone: Sector Fronteris,
Create the battlefield. The defender then sets up
terrain, which maust include at least three separate
Ryza-pattern mains that measure at least 47 in at least
one dimension, piaced so that each is at least 57 from
any ather Ryza-pattern ruin, An example of how you
might dio this is shown on the reverse of this card.
The attacker then chooses which of the short edges of
the battlefield their deployment zone is touching.

SCOUTING PHASE

Resolve the Scouting phase as described in the Core
Manual, with the exception that the defender can
chodse two strategies rather than one,

DEPLOYMENT

The defender sets up their models, anywhere that is
moge than 57 from the sttacker’s deployment 20ne.
The attacker then sets up their models, wholly within
their deployment zone. Once the players have sef up
all their madels, deployment ends and the first battle
round begins.

BATTLE LENGTH

At the end of a battle round, if all of one player's
models are shaken or out of sction, or if the attacker
controls all of the Ryza-pattern ruins on the
bartlefield (see below), the batile ends. Otherwise,
at the end of hattle round 5, the attacker rofls a De.
The battle contines o a 3+, otherwise the battle
ends, If the battle docsmt end as described abave,

at the end of battle round &, the attackes rolls a D,
This time the battle continues on a 4+, otherwise the
batile ends. The battle antomatically ends at the end
of battle round 7,

VIGTORY CONDITIONS

I the battle ends becawse all of one player's models
are shaken or out of action, their opponent wins, If
the hattle ends because the attacker contrals all of
the Ryza-patiern rains on the battlcficld, the attacker
wins. Otherwise, if the attacker controls more
Ryza-pattern ruins than the defender, the attacker
wins, and if the defender controls an equal or greater
number of Ryza-pattern ruins than the attacker, the
defender wins.

CoNTROL THE RUINS

In this mission, treat each Ryza-pattern ruin that
mseasures at beast 47 b at least one dimension as an
ohjective marker (see the Core Manual), with the
exception that you measure from the closest point on
the ruin to a model when determining how close a
miodel s to that rain.

RESOURCES

Ina campaign game, if the attacker wins the mission,
the defender loses 1 Materiel and 1 Territory. If

the defender wins the mission, the attacker lnses.

I Territory.

Attacker Tactic

Use this Tactic at the start of the Fight
phase. Until the end of the phase, add 1
10 the Attacks characteristic of models
from your kil team that charged in this
battle round.

Defender Tactic

Use this Tactic at the start of the first battle
round. Until the end of the battle round,
yeur apponent must subtract | from Injury
rolls they make for models from your kill
team, unless the maodel moved (far any
reason) in this battle round.




There are countless sites sanctified by the Imperium, whether because they immortalise a
victory, house the bones of a saint or simply because of the numbers that were martyred there.
If any intrude on this sacred ground, a kill team may be despaiched to end their insol

If you are playing a campaign, you can choose to play
this misslon instead of the Feint mission.

THE KILL TEAMS

This is 4 mission for two players, Choose which
player will be the attacker and which will be the
defender (roll offif you can't agree — the winner
decides). Each player chonses o Faction keyword, and
the players reveal their choices at the same time. Then
each player chootes a Battle-forged kill team (see the
Core Manual) that only includes models with the
Faction keyword they chose, Each kill team cin cost
up to 125 points.

THE BATTLEFIELD

This mission is played in a Killzone: Sector Sanctoris,
Create the battlefield and sct up terrain, An example
of e you might do this is shown on the reverse of
this card, but you must place an Imperial Statuc at
the centre of the battlefield. The defender places cne
objective marker anywhers in their territory.

SCOUTING PHASE

Do not use the rules for the Scouting phase in
this mission,

DEPLOYMENT

The players alternate selling up maskels, starting with
the defender. If a player runs out of models 1o set ugp,
skip them. Continue setting up models until both
players have set up their kill team. A player’s models
st be get up wholly within their deployment zone.
Onee the players have sct up all of their models,
deployment ends and the first battle round begins.

BATTLE LENGTH

At the end of bauke round 4, the attacker rollsa D6,
The battle continues on a 3+, otherwise the battle
ends. If the battle does not end, at the end of battle
round 5, the attacker rolls a D6, This time the battle
continues on 1 4+, otherwise the battle ends, The
Dattle automatically ends at the end of baitle round 6.

THE RELIC

1f the attacker contrals the ohjective marker at the
end of a battle round, remove the objective maker
from the bantlefield.

THE RELIQUARY

The attacker’s models treat the Imperial Statue as

if it was an enenty model, Attacks that target the
Imperial Statue hit antomatically in the Fight phase.
1t has a Toughness characteristic of 5, 8 Wounds
characteristic of 5, and an invulnerable save of

4 [T it is reduced 100 wounds, remove it from

the battlofield.

VICTORY CONDITIONS

1f, at the end of the batle, the objective marker and
the Imperial Statue are on the battlefield, the defender
wins, If neither the objective marker nor the Imperial
Statue are on the battlefield, the attacker wins, Any
ather result is o draw.

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. If the resultisa
draw, the defender loses | Morale,

Attacker Tactic

Use this Tactic when you chaose a model
1o fight with in the Fight phase. Until the
end of the phase, you can re-roll wound
rolls for that model’s aitacks that targes the
lmperial Statue,

Defender Tactic

Use this Tactic when you choase 2 model to
fight with in the Fight phase. Until the end
of the phase, you can add 1 16 wound ralls
for that maosdel’s attacks.




NARRATIVE PLAY MISSION
DEFIANCE 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'l 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.

This mission is played in Killzone: Ministorum Shrine.
Set up terrain as shown on pages 26-17

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.
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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 Dé. 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 | Morale.

1

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 | 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




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 ks & milssion for twio players. Each player chooses
three Arena Objectives as described on page 20 of K1
Tear: Aresa and musters a Battle-forged kill team as
described on page 13 of Kill Team: Arera.

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 of Kill Tear: Arcna,
Then set up four objective markers as shown on the
reverse of this card,

SCOUTING PHASE

Do not resalve the Scouting phase in this mission.

DEPLOYMENT

The players roll off, and the loser of the roll-off
chooses which deployment zome will be their own,
The other deployment zone will be their opponent’s.
The playess then take it in turns to deploy one model
from their kill team, starting with the player who
Tost the redl-off, Models must be set up wholly within
their own deployment zone. I a player runs out of
maoddels to set up, skip them. Onee the players have set
ups their madels, deployment ends and the first battle
round begins,

BATTLE LENGTH
Thse battle automatically ends at the end of battle
Tound 4.

VICTORY CONDITIONS

Victary 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 eontrol any
whjective markers, or 2 victory poinis if they control
ithe twio eljective markers elosest to their opponent’s
deployment zone, In addition, they score 1 victory
jpoint if they contral the Stockpile Hatch (see the map
on the reverse of this card). A player contrals the
Stockpile Hartch if the total Wounds characteristic of
madels from their kill team that are wholly within
the Stockpile Hatch is higher than the total Wounds
characteristic of enemy models whally 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 mision are:

Cut Apart, Cut O the Head, Engage On All
Fronts, Proximity Alert, Thin Their Ranks

Headlong Charge: At the end of the Movement
phase, score | 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
hattle, that player is the winner. If there is still a tie,
the pame s a draw.




Forced to abandan a vital facility in the face of an oncoming army, the defenders of this Sector

Fronteris have been tasked with

recovering a hitherto secret asset. Even as the vanguard of the

enemy forces are spotted, a kill team must quickly locate, secure and recover the objective.

i 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 chaices at the same time. Then
each player chooses a Battle-forged kill team (see the
Care Manual) that only includes models with the
Faction keyword they chose.

THE BATTLEFIELD

This mission is played in a Killzone: Sector Fronteris.
Create the battlefield and set up terrain. An example
of how you might do this is shown on the reverse of
this card. Then set up five objective markers as shown
on the reverse of this card. The players roll off, and
the player that wins chooses which of the short edges
wof the battlefield their deployment zone is touching.

SCOUTING PHASE
Resolve the Scouting phase as described in the
Core Manual.

DEPLOYMENT

The players roll off, and then alternate setting up:
magdels, starting with the player who lost the roll-off.
A player's models must be set up wholly within their
deployment zone, Ifa player runs out of models 1o set
up, skip them. Continue setting up maodels until bath
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 a battle round, if all of one players
models are shaken or out of action, or if the defender
hias recovered the objective (see below) the battle
ends. Otherwise, at the end of bartle rownd 5, the
attacker rodls a D6. The battle continucs on a 3+,
otherwise the battle ends. If the battle doesnt end

as described above, at the end of battle round 6, the
attacker rolls a Dé. This time the battle continues on a
i+, otherwise the battle ends. The battle automatically
ends at the end of baitle round 7.

VICTORY CONDITIONS

1f the battle ends becanse all of one player's models
are shaken or out of action; thelr 6pponent wins. If
the battle ends because the defender recovered the
objective (sec below), the defender wins. Otherwise,
the attacker wins.

RECOVER THE OBJECTIVE

Atthe end of each bartle round, the players take

it in turn to roll a dice for each objective marker
they contrel, starting with the defender. Ifa player
rolls a6 for an objective marker, replace it with an

Iyt aitreial Evate and 1 other objecti
markers from the battlefield. A model can carry

the crate if it s within 1° of the crate and there are
no enemy models within 1 of the crate at the start
of their move (shaken models do not count). After
the carrier has moved, or if it is taken out of action,
place the crate within 17 of it. If a model from the
defenders kill team carries the crate, it can move off
the battdefield in the Movement phase, if that models
move is sufficient fo take it wholly over an edge of the
battlefield. A mosdel that does so has recovered the
objective (it is not considered to be out of action).

RESOURCES

In a campaign garme, if the attackes wins the mission,
the defender loses 1 Materiel, If the defender wins the
milssion, the attackes loses 1 Materiel and | Morale.

Attacker Tactic

Use this Tactic at the start of the Movement
pliase. Until the end of the phase, 244 1 1w
the Move characteristics of all modeds in
yatie kill teass that Advance.

Defender Tactie

Use this Tactic at the end of the batile
raund, before any player makes rolls to
determine whether they discover the
olsjective. You can re-rall rolls you make
to determine whether you discover the
objective in this battle round,




The portents are clear - this next battle will be pivotal for the war effort, and one individual
will be singled out for greatness, if they can but escape a grisly fate! Naturally, the faithful of
Treentch believe that they will be singled out for this destiny, but only time will tell...

If you are playing a campaign, you can choase to play
this mission instead of the Assassinate mission, as
Lok as at least oie of the players who will take part is
using the THOUSAND Soxs Faction.

THE KILL TEAMS

This is 2 mission for two to four plagers. One of those
players is the Thousand Sons player. If more than
atie player wishes to be the Thousand Sons player,
those players roll off and the winner is the Thousand
Sons player. Each player choases a Faction keyward,
and the players reveal their choices at the same:

time. The Thousand Sons player must choase the
Tuousaxn Soxs Faction. Then each player chooses
a Battle-forged kill team (see the 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 battleficld and sct up terrain. Examples of
howe you might do this are shown on the reverse of
this card. Then set up 2 single objective marker in the
centre of the battlefield.

THE SCOUTING PHASE
Hesolve the Scouting phase as described in the
Core Marmual.

DEPLOYMENT

Before any models are deployed, each player secretly
chooscs one of the models in thetr kill tean fo be 1
Diestined One and makes a note of this. Then, use
the Standard Dieployment rules (see Kill Temm: Elires)
with the exception that the Thousand Sons player has
the greatest strategic advantage - the other players
roll 1o determine their advantage relative to each
other as normal. Players caniot st up & Degtined
One in Reserve,

BATTLE LENGTH

Use the Variable Banle Lengeh rules (see Kill Teamn:
Elites) - the Thousand Sons player rolls, In addition,
if there ks only st Destined One on the battlefisld at
the end of a battle round, the baitle ends.

CRUEL FATE

IF, at the end of a batile round, a player’s Destined
Dne is put of action, that player must reveal this.
Thelr kill team plays no further part in the battle -
their models are removed from the battleficld.

VIGTORY CONDITIONS

T the battle ends beesuse there is only ane Destined
One on the battleficld, the Destined One’s controlling
player wins. Otherwise, the player whose Destined
One is closest to the objective marker wins. If more
than one player lsas a Destined Cine closest to the
whjective marker, those players draw and the other
players lose. I there are no Destined Ones on the
baulefickd, all players lase.

RESOURCES

In o campalgn game the playes(s) that lose the
missien ench lose I Morale and 1 Territory. Players
that draw do not lose any resources. In addition.

in a campaign game the Diestined One of the
winning plaver (or their fire ieam) gains 1 additional
experience {unless they cannot gain expericnce].




A faction has retrieved intelligence of a facility that is being used to resupply its enemies, The
facility’s location is too exposed for them to take and hold it - they must despatch a kill team
to destroy it instead in a rapid raid.

1§ you are playing a campaign, you can chocse 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 {rall off if you can't agree - the winner
decides). Each player cliooses a Faction keyword, and
the players reveal their choices at the same time. Then
each player chooses & Banle-forged kill team [see the
Core Manual) that only includes models with the
Faction keyword they chose.

THE BATTLEFIELD

This mission is played in a Killzone: Sector
Mechanicus. Create the battlefield and set up terrain,
OF the terrain that is st up, three pieces must be

at beast 4° across In hebght, length or width, and a1
least 47 from other pisces of terrain and the edge

of the bartleficld. An exanple of how you might do
this is shown on the reverse of this card. The players
roll off, and thie player that wins chooses a corner
of the bastlefield for their deployment zone - their
opponent’s deployment 2ane is in the opposite commer.
The defender then chooses three pieces of terrain
(wiabeh Frrisst be at least 4% scrass in height, length or
width) to be the vital machinery. Each piece of vital
smchbnery must be at least 47 from other pieces of
vital scenery and the edge of the banieReld.

SGOUTING PHASE
Resolve the Scouting phase as described in the
Core Manual.

DEPLOYMENT

‘The playzrs roll off, and then alternate seming up
models, starting with the player who lost the roll-off.
A player’s models must be set up whaolly within their
deployment zone. If a player mns out of models to set
up, skip them. Continue setting up models until bath
players have set up their kill teams. Onee the players
have set up all their madels, deployment ends and the
first battle round begins,

BATTLE LENGTH

At the end of battle round 4, the attacker rolls 2 D6,
‘The battle continues on a 3+, otherwise the hatile
ends. At the end of battle round 5. the attacker rolls a
136, ‘This time the battle continues on a 4+, otherwise
the battle ends. The baitle automatically ends at the
«end of battle round 6.

VICTORY CONDITIONS

At the end of the battle, each surviving piece of vital
machinery is worth 3 victory points to the defender,
and each destroyed piece of vital machinery (see
‘Destroy Machinery' on the revesse of this card) is
worth 3 victory points to the attacker, The player with
the most vickory points is the winner,

RESOURCES

In a campaign game if the attacker wins the mission,
the defender loses 2 Materiel. 17 the defender wins the
mission, the defender gains 1 Materiel.

Attacker Tactic

Use this Tactic at the beginning of the battle
rouned Choose a piece of vital machinery

and a model froms your kil team that is not
shaken anel that is within 1" of that vita)
machinery. That model cannot be chosen o
o anything {move, shoot, fight, ctc.) in this
battle rownd, but if they are nod shaken or
ot of actiom at the end of the Fight phasc,
the vital machinery i destroyed (mark it
with a token to show this).

Defender Tactic

Use this Tactic at the beginning of the Fight
phase. Until the end of the phase, add 1

tis the Attacks characteristic of any of the
models from your kill team thas charged in
this battle round.




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 sabolaging 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 altacker 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 kil team (see page 62) that only includes
miodels with the Faction keyword they chose,

THE BATTLEFELD

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.

Resolve the Scouting phase as described on page 49,

DEPLOYMENT

The players roll off, and then alternate setting up
miasdels, 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. Conlinue setling 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

Al the end of battle round 4, the attacker rolls a Dé. The
battle continues on a 3+, otherwise the battle ends. Al
the end of battle round 5, the attacker again rolls a D6,
This time the battle continues on a 4+, otherwise the

Al the end of the baitle, each objective marker is worth 3
viclory 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
viclory point if the enemy plavers kill team is broken.
The plaver with the most victory poinis is the winner. IT

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 | 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

Uise this Tactic af the start of a battle round. Uniil
the start of the next battle round, objective markers
may not be destroyed whilst within 2° of any of
your models.




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 ream (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 %" apart 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,
cach player sets up the remaining models from their kill
team wholly within 6" of their 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.

VICTORY 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 |
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 resull
is a draw.

Hoxour DugL

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.
1f 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 | 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 tesis,







Each side in a war is always looking for any advantage that they might gain over the others,
and often they will look to their weapons technology. The Death Guard are no exception, and
when they develop a virulent new strain of disease, they like to put it through its paces.

if you are playing a campaign, you can choose to play
this misslon instead of the Assassinate mission, as
long as at least one of the players who will take part is
using the DEATH GUARD Faction.

THE KILL TEAMS

“This is a mission for two ko four players. One of those
players is the Death Guard player, IF mare than one
player wishes to be the Death Guard player, those
players roll off aind the winner is the Death Guard
player. Each player chooses a Faction keyword, and
the players reveal their choices af the same time, The
Death Guard player must chodse the Deatn Guarn
Faction. Then each player chooses a Banibe-forged

kil team {5ee the Core Manual) that only includes
models witl the Faetion keyword they chise. Each
kil team can cost up to 125 points.

THE BATTLEFIELD

Create the battleficld and set up terrain. Examples of
how yau might do this are shown an the reverse of
this card.

THE SCOUTING PHASE

Resolve the Seosting phase as described in the
Core Manual.

DEPLDYMENT

LUse the Standard Deployment rules (see Kill Team:
Elites) with the exception that the Death Guard
player has the greatest strategic advantage - the ather
players roll to determine their advantage relative 1o
cach ather a5 normal. When each player sets wp their
last model, they must choose o model from their kill
team that is on the battdefield. That model is carrying
their pxperimental weapon (see eight).

BATTLE LENGTH

Lige the Variable Battle Length rules (see Kill Tepm:
Elites) - the Death Guard player rolls.

EXPERIMENTAL WEAPON
Chaose ane of the weapons that is on the datacard of
the model that you chose to earry your experimental
weapon. Roll a D3 and apply the relevant modifier
from the table below to that weapon for this battle:
D3 RESULT
1 Add 1 to that weapons Tvpe (e, Assault D
hecomes Assault Do+ 1, Rapid Fire | becomes
Rapisd Fire Z). If the chosen weapon has the
Meles Type, re-roll this result.
2 Add D3 to that weapons Strength characteristic.
3 Add 1 ta that weapors Damage characteristic.

In acddition, i you roll any unmodified hit rolls of 1 for
that weapons attacks, the earer suffers a mortal wound
after all af its dectared attacks have been resalved.

1§ the bearer of 2 experimental weapon is taken

out of action, after removing the model from the
bantlefield. that model’s player places an ohjective
taken an the hattlefield, with the contre of the
objective token at the centre of where the removed
model was standing. If another model from that
player’s kil tgam moves into contact with that
objective token in any phase, that model s treated as
having the experimental weapon (roll for one of that
model’s weapons a5 described above).

VICTORY CONDITIONS

Players score 1 victory point for each enemy model
that is taken out of action by an attack made with
an experimental weapon by o model from their kill
team. The player with the most wiciory points at the
end of the mission is the winner. If players are tied
for the most victory points, those players draw, Any
ather players lose,

RESOURCES

In o campaign game the player{s) thar lose the
mission each lose 1 Intelligence and 1 Materiel,
Players that draw do mot Insc any resources.




NARRATIVE PLAY MISSION
EXTRACTION

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 twa players. Choose which player
will be the attacker and which will be the defender (roll
ofl 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 BATTLEFIELD

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.

SCOUTING PHASE

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

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 plaver’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 Vartable Battle Length rules (pg 19) —the
attacker rolls. In addition, if the attackers 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 attacker’s Commander has
been taken out of action, the defender wins. Otherwise,
the attacker wins,

Warking Wounpenp

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 bautle.

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.




‘Word has spread of an arsenal of weapons deep in enemy territory, Without a full-scale
invasion of a heavily defended area, there’s no way o capture it, so instead it must be
destroyed. A kill team may be able to infilirate, locate the arsenal and set charges to destroy it,
seriously damaging their enemy. They might even survive,

If you are playing a campaign, you can chaose t 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 a1 the same time, Then
cach player chooses a Battle-forged kill team (see the
includes mosdels with the
Faction keyward they chose,

THE BATTLEFIELD

This mission is played in a Killzone: Sector
Munitorwm. Create the battlefield and sct up terrain,
An example of how you might do this is shown on

the reverse of this card. The players roll off, and then
they take it in turn, starting with the highest scarer, to
el up an objective marker until there are six objective
markers on the battlefield. Each objective marker
st be at least 47 from other abjective markers and
6" from the edge of the board. The players then rall
off again, and the player that wins chooses a corner
of the battleficld for their deployment zone - their
apponcil’s deployment zone is in the opposite corner,

SCOUTING PHASE

Resolve the Scouting phase as deseribed in the
Core Manual,

DEPLOYMENT

The players roll off, and then alternate setting up
models, starting with the player who lost the roll-off,
A players models muwst be set up wholly within their
deployment zone. If a player rans 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 hattle round 4, the attacker zolls a D,
The battle continues on a 3+, atherwise the battle
ends. At the end of battle round 5, the attscker rolls 3
D, This tire the battle continues on a 4+, stherwise
the battle ends. The battle automatically ends at the
end of bartle round 6.

VICTORY CONDITIONS

At the end of the bastle, if there are more marked
objectives (see ‘Set Charges” on the reverse of this
card) than there arc unmarked objectives, the attacker
wins, Otherwise, the defender wins,

RESOURCES

In a campaign game, if the attacker wins the misson,
the defender loses 1 Materiel 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. Choose an objective that you
<ontrol, and mark it (i you are using Kill
“Team tokens, fip the woken),

Defender Tactic

Use this Tactie at the end of the hastle
round. Choose a marked objective (see
ledt) that you contral, and remove the mark
Iit you are using Kill Team tokens, flip the
token back over).




OPEN PLAY MISSION
FAGE-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

This is 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.

Q

=5



In a protracted war in a death world forest, supplies can quickly reach critical levels as
resupply efforts hit obstacle after obstacle, In that situation, kill teams may be sent out to
forage as best they can, with the hope of sustaining themselves and - potentially - making
a discovery that will allow for supply of a greater part of the army as well, Competition for
resources is fierce, however, and kill teams sent on these missions often come into conflict.

1f you are playing @ campaign, you can choose to play
this mission instead of the Disrupt Supply Lines or
Take Prisoners missions,

THE KILL TEAMS

“This is a mission for two to four players, Each player
chonses o Faction keyword, and the players reveal
their choices at the same time. Then each player
clonses a Battle-forged kil team (see the Core
Manual} that only includes models with the Faction
keywerd they chose,

THE BATTLEFIELD

‘This mission is played in a Killzone: Death Word
Forest. Create the battleficld and set up terrain.
Examples of how yeu might do this are shown on the
reverse of this card. Set up one objective marker in
the centre of the battlefield, and then set four more
up; cach should be midway between the centre of the
battlefield and a corner of the battlefield, as shown on
the deployment maps on the reverse of this card,

THE SGOUTING PHASE
Resodve the Scouting phase as described in the
Core Manual.

DEPLOYMENT

‘The players each roll 206, The highest scorer has
the greatest strategic advantage in this mission, the
next highest gets the second greatest advantage and
50 0n. Any players wha 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 o Jeast advantage, to choose their
deployment zone.

The players then take it in turn to deploy one model
from their kil texm, in the order of least to greatest
advantage. Models must be set up whelly within their

own deployment zose. Once all players have set up
ane mocdel, they do w0 again in the same order, and
soon. 1T player runs ot of models to set up, skip
them. Once the players have set up all their models,
deployment ends and the first battle round begins.

FORAGE

At the end of each bartle round, each player rolls a D6
for cach objective marker they control, and consults
Uve following table:

D6 Hesult
1 Bitten: Randomly determine a model from
your kill team within 2" of the objective
marker. They suffer 2 mortal wound.
2 Keep Looking: Mo effect.
3 Useful Find: Gain 1 Command Podnt.
45 It's Edible: Gain 1 victory point.
6 Hidden Cache: Gzin 3 victory points.

BATTLE LENGTH

At the end of battle round 4, the player with the
grentest advantage rofls a D6. On a 3+, the game
continues, etherwise the game is over. At the end of
batile round 5, the player with the greatest advantage
rolls a D6. This time the game continues on a 4+,
otherwise the game is aver. The battle automatically
ends at the end of battle round 6.

VICTORY GONDITIONS

The player with the most victary points is the winner.
18 phayers are tied for the most victory points, those
players draw. Any other players lose.

RESOURCES

I & campaggn game, the player(s) that lose the
mission cach lose 2 Territory. If players draw they do.
a0l lose oF gain resources,




NARRATIVE PLAY MISSION
FEINT

By slaging 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 lo
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 b the altacker and which will be the defender (roll
off if you canll agree - the winner decides). Each player
chooses a Faction keyword, and the players reveal their
choices at the same time. Then each plaver choosesa
Battle-forged kill team (see page 62) that only indudes
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 players models must be set up wholly within their
deployment rone. 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

Al the end of battle round 4, the attacker rolls a D& The
battle conlinues on a 3+, otherwise Lhe battle ends. AL
the end of battle round 5, the attacker again 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.

VICTORY CONDITIONS

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

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 [rom the baltlefield

Defender Tactic

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




Sectors Sanctoris offer rich pickings to unserupulous commanders, and if a kill team
stumbles upon a shrine that has not yet been looted they will quickly try to determine if there
arc any artefacts of value before they are discovered.

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 twe to four players. Each player
chonses a Faction keyword, and the players reveal
thelr chobces at the same time. Then each player
chooses a Batthe- forged kill team (sec the Core
Manual} that only includes models with the Faction
keyword they chose, Each kill team can cost up to
125 points,

THE BATTLEFIELD

This mission 15 played in a Killzone: Sector Sanctoris.
Create the battlefield and set up terrain. Examples of
how you might da this are shown on the reverse of
this card, but the more terraln you use, the better.

SCOUTING PHASE
Resalve the Seouting phase as described in the
Core Manual.

DEPLOYMENT

The players each roll 2046, The highest scorer has
the greatest strategie advantage in this mission, the
next highest gets the scoond greatest advantage and
50 on. Any players who roll the same result roll their
dice again 1o determine which of them has o 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 itin turn, in the order of least
to greatest advantage, to deploy one model from their
kill team. Models must be set up wholly i their own
deployment zone, Once all players have set up one
model, they do so again in the same order, and so on,
1fa plaver runs out of models to sct up, skip them.
Once the players have set up all of thetr models,
deplayment ends and the first battle round begins.

BATTLE LENGTH

At the end of battle round 4, the player with greatest
strategic advantage rolls a D6. The battle continues on
3+, atherwise the battle ends, If the battle does not
end otherwise, at the end of battle round 5, the same
player rolls a D6, This time the battle continues on a
4+, otherwise the battle ends. The battle avtomatically
ends at the end of battle round 6,

FIND THE RELIC

Each model can search one piece of terrain in esch
Movement phase, instead of moving, if they are
within 17 of that terrain and not within 17 afan
enemy model, When a model makes a search, roll a
D, If the result is & &, that mode] has found the relic
- do not use this rule any more, Otherwise, mark the
terrain to show that it has been searched. A piece of
terrain cannot be searched twice, If there is only one
piece of terrain that Tas not been searched, and the
relic has not been found, the first model to search it
will find the relic.

CARRYING THE RELIC

A mode] that finds the relic carries it from that point.
1 that model s taken out of action by a models attack
in the Fight phase, the madel that made the attack
mow carries the relic. 1f it is taken out of action in any
ather way, place an objective marker where it was
standing. The first model to make any sort of move
that touches the objective marker carries the relic -
remiove the objective markes when this hagpens.

VICTORY CONDITIONS

At the end of the battle, the contralling player of the
model that s carrying the relic wins. All other players
lose, If no model is carrying the relic, all players lose.

RESOURCES

In a cunpaign gime, the player(s) that lose the
mission each losc | Intelligence and | Materiel.




Akill team has stumbled upon a rich prize - a store of weapons, ammunition and supplies
that will be a great asset to their faction. However, they are not the only ones to locate this
stash, and the only way to establish their claim is to destroy their rivals. The close confines
and the hazardous environment mean that it will be a lucky fighter that emerges unscathed.

If you are playing a campaign, you can choose to
play this mission instead of the Ambush or Recaver
Intelligence misstons.

THE KILL TEAMS

This is a mission for two 1o four players. Each player
chooses a Faction keyword, and the players reveal
their choices at the same time. Then each player
chaases a Banle.forged kill team (322 the Core
Manual) that only includes models with the Faction
keyword they choge.

THE BATTLEFIELD

This mission is played in a Killzone: Sector
Munitorum. Create the battlefield and set up terrain.
Examples of how you might do this are shown on the
reverse of this card,

SCOUTING PHASE
Resolve the Scouting plase as described in the
Core Mamual.

DEPLOYMENT

The players each roll 2DE The highest scorer has
the greatest strategic advantage in this mission, the
next highest gets the second greatest advantage and
o 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, 1o choose their
deplayment zone,

The players then take it in trn 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 masdel, they do so again in the same order, and
s0 on. Ia player runs out of models to set up, skip
them. Once the players have set up all their models,
deployment ends and the first bastle round begins.

UNEXPLODED MUNITIONS

Each timé you roll an unmodified hit roll of 1 when
making a shooting attack (other than Overwatch), if
the target of the attack is within 17 of & terruin feature,
they suffer | mortal wound.

BATTLE LENGTH

‘The battle ends at the end of a battle round if there
is only one unbroken kill team on the battleficld.
Otherwise, at the end of bartle round 4, the player
with the greatest achvantage rolls a D6, On a 3+, the
gAme continues, otherwise the game is over. [F the
battle doesn't end as described above, at the end of
battle round 5, the player with the grextest advantage
rolls 2 1. This time the game continues on a 4+,
othervise the game is over. 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 playee
wins. Otherwise, cach plaver scores 1 victory point
for ench enemy model taken out of action by one of
their models’ attacks or psychic powers. The player
with the most victory poinis is the winuer. If players
are tied for the most victory points, those players
draw, Any other players lose,

RESOURCES

In a campaign game, the player(s) that lose the
miission each lose § Territory, while the player that
wins gains | Materiel, If players draw they do not lose
OF FRin esources.




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 misston for two players. Each player chooses
three Arema Objectives as described on page 20 of Kill
Teaun: Arena and musters a Battle-forged kill team as
discribed on page 18 of Kill Team: Arena,

THE BATTLEFIELD

This muission is played tn 2 Killzone: Garrison Vault,
Create the battlefield and set up terrain exactly as
shown on pages 14-15 of Kill Tearn: Arera. Then set
up faur abjective markers as shown on the reverse of
this card.

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 oppanents.
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 awn deployment zone. If a player mans out of
models to set up, skip them. Onece the players have set
up their models, deployment ends and the first battle
tound begins.

BATTLE LENGTH

The battle automatically ends at the end of bartle
round 4,

VICTORY 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 cach of the following
conditions that they satisly {for 4 maximum of 3
viclory poinis):

» They control ane or more objective markess.
» They control two or mose objective markers.
= They control more objective markers than

their opponent.

A player cannot score more than % victory points for
this victory condition in this mission,

AReNA OBJECTIVES
‘The Arena Objectives availablein this mission arc:

Attrition, Bounty Hunters, Death From Afar,
Daomination, Scout the Field

Drata Recovery: At the end of the misslon, score

3 victory points if there is at least one objective
marker that you have controlled at the end of every
battle round,

Al the end of the battle, the player with the mast
victory points is the winner, If there is a tic,
whichever player controls the mast objective markers
at the end of the battle is the winner. If there is still
e, the game 13 a draw.




Kill teams have been sent to gain ingress hnuwmﬂngtnmyﬁombymyoh-
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 b hree Arena O a5 described on
page 20 of Kill Tean: Arena and each plaver musters a
Bartle-forged kill team as described on page 18 of Kilf
T Arena,

THE BATTLEFIELD

‘This mission is played in a Killzone: Catacombs.
Create the battlefield by placing two Catacombs:
gameboards next 1o each other and setting up terrain
exactly as shown on pages 10-11 of Kill Teans: Arena.,
Then set up five objective markers as shown on the
reverse of this card.

SCOUTING PHASE
B not resobve 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 awn,
The other deployment zone will be their opponents.
The teams then takee it in tuens 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 1o set up, skip them. Once the
teams have set up their models, deployment ends and
the first battle roand begins.

BATTLE LENGTH

The battle automatically ends at the end of bartle
round 4.

VICTORY CONDITIONS

Victory points are scored for the following:

Take and Hold: At the end of each battle round, each
team scores | victory point for each of the following
conditions that they satisfy (far a maximum of 3
wvictory points:

+ They control ane or more ohjective markers.

» ‘They control two or more objective markers.

+ They control more objective markers than their
Opponents’ team.

A team cannot soore more than 9 victery points for
this ¥ictory condition in this mission.

ARENA OBJECTIVES
The Arena Objectives available in this mission are:

Cut Apart, Death From Afar, Domination, High-
Prafile Targets, Scout the Field

Rapid Advance: At the end of a battle roand, score
1 victory point if all models from your team's kill
teams (other than modeds that are out of action)
are on the same gameboard s your opponents”
deployment zone,

At the end of the battle, the team with the mose
victory points is the winner. If there is a tie,
‘whichever team controls the most objective markers
atthe end of the battle is the winner, [f there is still a
the, the game is a draw,
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A bold advance has left a faction stretched thin, but they are recovering their strength as they
lay claim to resources previously out of reach. If their position is overrun, however, they risk
handing their hard-won advantage over to their foes. The warriors charged with guarding the
facility must hold out until reinforcements can reach them.

If you are playing a campaign, you can choose to play
this mission Instead of the Felnt mission.

THE KILL TEAMS

This is 2 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 chonses a Faction keyword, and
the players reveal their choices at the same time. Then
each player chiotes 2 Battle-forged kill team (s=2 the
‘Core Manual) that only includes models with the
Faction keyword they chose. The altacker can spensl
an additional 20 peints on their kill team.

THE BATTLEFIELD

This mission is played ina Killaone: Sector
Mechanicus. Create the battlefield and set up terrain.
An example of how you might do this is shown on
the reverse of this card. The players roll off, and the
player that wins chooses which of the long edges

of the battleficld the defender’s deployment zone

is touching,

SCOUTING PHASE
Resolve the Scouting phase as deseribed in the
Core Manual,

DEPLOYMENT

The attacker sets up their kill team, and then the
defender setsup their kill team., A player’s models
st be set up wholly within their deployment
zone, Onee 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 cither shaken or out
of action at the end of a batle rownd, the battle ends,
Cithepwise, at the end of battle round 4, the defender
rolls a D&, The battle continues ona 3+, otherwise
the hattle ends, If the battle doesn't end as described
above, at the end of battle round 5, the defender
ralls a D6, This time the battle continues on a 4+,
otherwise the batile ends. The battle automatically
2nds at the end of battle round 6.

VICTORY CONDITIONS
At the end of the battle, if the defender's models
are all shaken or out of action, the attacker wins.
Otherwise, the defender wine.

RESOURCES

In a campaign game if the attacker wins the mission,
the defender lozes 1 Materiel and 1 Morale, [Fthe
defender wins the mission, the defender gains

1 Matesiel,

Artacker Tactic

Use ihis Tactic at the beginning of the Fight
phase. Re-roll hit rolls of 1 for models from
your kill team until the end of the phase.

Defender Tactic

Use this Tacthc at the end of the battle
round, befare rolling the dice to see if the
bantle ends. You can subtract 1 from the
soll. You can only use this Tactic once per
battle round.




OPEN PLAY MISSION

FREE PRISONERS

N

A kill team has been sent to rescue prisoners from an enemy stronghold. The captors must ensure their
‘Buests’ 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
tor 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
prisaner(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 mare 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 &

of the main shrine entrance door,
The defender then sets up their
maodels anywhere that is more
than & from any enemy models.

Prisoners

In this misslon, 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 B

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.




A deserted shrine offers much to a kill team - shelter, a secluded route through an area, and
sometimes an ideal site for an ambush. One kill team has found just such a site, and with
forcknowledge of the enemy patrol routes, is poised to spring a deadly trap,

If you are playing a campaign, you can choose to play
this mission instead of the Ambush mission,

THE KILL TEAMS

“This is 2 mission fur two players. Choose which
player will be the attacker and which will be the
defender {rall 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
cach player chooses a Battle-forged kil tearn (sce the
Care Manual) that only includes models with the
Faction keyword they chose. Each Kl team can cost
up to 125 points,

THE BATTLEFIELD

This mission e played in a Killzone: Sector Sanctoris.
Create the bartlefield and set up termin, An example
of how you might do this is shown on the reverse of
this card. Include as many Imperial Statues and Fallen
Statwes a5 vou can,

SCOUTING PHASE

Do not use the rules for the Scouting phase in
this mission,

DEPLOYMENT

‘The attacker secretly notes down a hiding place for
each model in their kill team. These hiding places
rmust be Imperial Statues or Fallen Statues anywhere
on the battleficld that is not in the defender’s
deployment zone, and the attacker's nate should
make it clear which piece of terrain is being referred
1o, Up to three madels can be set up in hiding in
each Imperial Statue, and one model ean be set up in
hiding in each Fallen Statue, If there are not enough
hiding places for all of the attacker's madels, they set
up the remainder wholly within their deployment
zone. Dnce the attacker has set up all of their medels,
the defender sets up all of their models whally within
their deployment zone.

BATTLE LENGTH

Ifat the end of a battle round all of the defender’s
models have escaped (see below) and/or are out of
action, the battle ends, Otherwise, at the end of battle
round 4, the attacker rolls a D6, The battle continues
on a 3+, otherwise the battle ends, If the bastle does
not end otherwise, at the end of battle round 5, the
attacker rolls a D6. This time the battle continues ana
4+, otherwise the battle ends. The battle automatically
ends at the end of battle round 6.

AMBUSH

At the end of any Movement phase, the attacker can.
set up any of their models that were set up in hiding
within 1° of the terrain that they were hiding in, and
more than 3" fraps any enemy models.

ESCGAPE ROUTE

The defender can mave any of their models off the
battlefield edge labelled ‘Escape Route' if that models
maove is sufficient to take them wholly over the edge
of the battlefield. A model that leaves the hattleficld
this way is not considered to be out of action, but
takes no further part in the mission.

VIGTORY GONDITIONS

At the end of the battle, the attacker scores 1 victory
pent for each enemy model that is out of action,
and the defender scores | victory point for each of
their models that is not ous of action, or 2 victory
paoints if that model escaped. The player with the
most victory podnts 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 Territary, If

the defencder wins the mission, the atacker loses

1 Teritory:

Attacker Tactic

Use this Tactic affer setting up 3 model on
the bamleficld using the Ambush rule. You
can immediately declare that that model
will attemipt to charge, but when you make
the charge roll you anly ol one 46 (instead
of 2D6).

Defender Tactic

Use this Tectie L any Shooting phase after

the first battle round, when you choose o
model to shoot with, Until the end of the
phase, they can target any statue as if it wene
an enemy model [F the result of a hit roll
made for an attack that targets enc of these
statues is 5+, and there is at beast one model
hiding in the terrain, the attacker must
immedistely set up one of those models as
described in the Ambush rule, and then you
cantinue to resolve the attack against that
moded (even if the model is not visible).




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 chaices 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 Truchawk. 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.

- Player A
o—— Deployment Lone

P Plawer B
S -t Deployment Zone

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 barttle 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.

VICTORY CONDITIONS

At the end of the game, each objective marker is worth 3
victory points to the plaver who controls it. If an objective
marker is in a player’s deployment zone at the end of the
game, that plaver 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 17 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 1o 6°, cannot
be moved within 17 of any enemy models, and must end
its move within 17 of the model dragging it). A model
cannot drag a storage chest if any enemy models (other
than shaken models) are within 17 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.

Resouvrces

In a campaign game, the player who lost the
mission loses 2 Materiel. If players draw they do not
lose Materiel.



ilI;EH :F-l;‘l’ MISSION
HEROIC STAND

b |

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

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,
whilst we recommend that the
attacker does not.

| 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 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
£" from the defender’s models.

a2

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
part in 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.,




Energy signatures suggest there is an incredible power source in a vault decp within a series
of underground tunnels. A structural analysis has revealed a concealed entrance to this vault,
and a kill team has been despatched Lo secure the area - but their enemies have similar plans.

THE KILL TEAMS

“This is a mission for two players. Each player chonses.
three Arena Objectives as described on page 20 of Kiil
Team: Arena and musters a Battle-forged kill team as
described on page 18 of Kill Tewn: Arenia.

THE BATTLEFIELD

This misskon is played in a Killzome: Catacombs.
Create the battlefield and set up terrain exactly as
shown on pages 10-11 of Kill Team: Arema. Then set
up four oljective markers a3 shown on the reverse of
this card.

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 zaone 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 whally within
their own deployment zone. Ifa player runs out of
models to set up, skip them. Once the players have set
up thelr models, deployment ends and the first hattle
round heging.

BATTLE LENGTH
The battle awtomatically ends an the end of battle
round 4,

VICTORY CONDITIONS

Victory points are scored for the following:

Vault Emtrance: At the end of the hattle round.

a player scores 1 victory point if they control any
objective markers, and 2 additional victory paints if
they control bath of the objective markers chosest tn
the Entrance Room (sec the map on the reverse of
this card). A player cannot score more than 9 victory
paints for this victory condition in this mission.

ARENA OBJECTIVES
The Arema Objectives available in this mission are;

Cut Off the Head, Damination, Engage On All
Fronts, High-Profile Targets, Proximity Alert

Jam Signals At the end of the battle round, score

I 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 ef 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 4t the end of the battle, that
plaver is the winner, If there is still a tie, the game is
a draw,




INATCHED 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 plaver
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
deplovment) rolls. In addition, if there is only one
unhroken kill team on the battlefield at the end of a
battle round, the battle ends.

Players
Deployment
Lone

Two-player battlefield using one gameboard

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 plaver 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

I a campaign game the player(s) that lose the mission
each lose 2 Territory, If players draw they do not

lose Territory.

Player's
Deployment
Loneg
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Playvers
Deployment
Zoni

Player's
Deployment
Lone

Player's
Deplayment
Lone
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Three- to four-player battlefield using two gameboards



Secking to destroy an eneny 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 missbon for two plavers. Exch player chooses
three Arena Objectives as described on page 20 of Kill
Tesmm: Areria and musters a Battle-forged kil team as
described om page 18 of Kill Team: Arena,

THE BATTLEFIELD

This mission is played in a Killzone: Generatorium.
Create the battlefield and set up terrain exacily as
shown on pages 8-9 of Kill Team: Arena,

SCOUTING PHASE

Do sol 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 madel
from their kill team. starting with the player who
st the rall-aff. Misdels must be set up whally within
their own deployment rone. If a player runs out of
models 1o se1 up, skip them. Once the players have set
up their models, deployment ends and the first batile
round begins

The hattle automatically ends at the end of battle
round 4.

VIGTORY CONDITIONS

Victory paints are scored for the following:

Terminal Carridors: At the end of the battle round,
a player scores 1 victory point if they control any
Tesminal Corridars {see the map an the reverse of
this card}, or 3 victory peints if they control more
“Tesminal Corridars than their opponent. A player
controds a Terminal Corridor if the total Wounds
characteristic of nvodels 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 Carridor, A player
cannot score more than 9 victory points for this
victory condition in this mission.

Anena OBJECTIVES
The Arena Objectives available in this mission are:

Attrition, Cut O 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 Cosridors that you control.

At the end of the battle, the player with the most
victory points is the winner. [T there s a tie, whoever
controls more Terminal Corridors at the end of the
battle is the winner. If there i still a tie, the game i
a draw.




‘When a Tyranid infestation is uncovered, all available military assets are deployed to
climinate the threat before it spreads. However, the Hive Mind never gives up its footholds
without a fight, and more often than not, those sent to purge the site are never seen again...

If yow are playing a campaign, you can choose to play
this mission instead of the Feint mission s Jong as at
least one of the players who will take part is using the
TYRANIDS Faction.

THE KILL TEAMS

This is a mission for two players. One of those
players is the Tyranids player. If more than one
player wishes to be the Tyranids player, those players
roll aff and the winner is the Tyranids player, Each
player chooses a Faction keyword, and the playess
reveal their choices at the mme time. The Tyranids
player must choose the TYRANTDS Faction. Then
ench player chooses a Battle-forged kill team (sec the
Core Manual) that only inclades models with the
Faction keyword they chose. The Tyranids player is
the defender and their opponent is the sttacker; the
attacker can spend an additional 20 points on their
Kl team.

THE BATTLEFIELD

Create the battlefield and set up terrain, An example
of how you might do this is shown on the reverse of
this card.

THE SCOUTING PHASE
Do not use the rules for the Scouting phass in
this mission.

DEPLOYMENT

First, the defender sets up a number of tokens an the
battleficld equal to the number of models in their kill
team, phus three. For example, if the defender had 8
models in their kill team, they would need to setup 11
tiokens. Each token must be at least 5" from any other
tokens and the edge of the battlefield. Thetr models
are placed to one side = they arrive later in the batile.
The attacker then sats up all of thels models, anywhere
wholly within 3" of the edge of the battlefield. Dnce
the attacker has set up all their models, deployment
ends and the first battle round begins.

BATTLE LENGTH

‘The battle endls ar the end of a battle round if either
kill team is broken. Otherwise, at the end of battle
round 4, the attacker rolls a D46, The battle continues
ona 3+, otherwise the batle ends. I the battle doesn
end as described abave, at the end of battle round 5,
the attacker rofls a [4. This time the battle continues
on a 44, otherwise the battle ends. The battle
subematically ends at the end of battle round &,

THE TRAP 15 SPRUNG

In each batle round, at the start of their turn in

thse Maverent phase, the defender rolls a D6 for
cach of their models that have not yet arrived on

the battlefield, adding 1 to the zoll for each battle
round that has been completed. On a 4+, they must
set up that model anywhers within 2 of the centre
of any token on the battlefield; that token is then
removed from play. On a 1-3, the model is not st
up: the defender will roll again for that model in the
Movement phase of the next battle round. Models set
up in this manner cannat Move or Advance in the
phase in which they are set up, but can charge. After
all of the models n your kill team have been set up,
any remaining tokens are removed from play.

VICTORY CONDITIONS

1f the battle ends because either kill team is broken.
the other kill team's player wins, Otherwise, a player
soores 2 victory points if the enemy Leader is out
of action, and | victory point for each other enemy
model taken out of action. The player with the most
vickory points is the winner. If there is a tic, the
defender is the winner,

RESOURCES

Ina campaign game, if the attacker wins the mission,
the defender loses | Morale and 1 Territory. 0f the
defender wins the mission, the attacker loses |
Morale and 1 Territory,

Attacker Tactic

Use this Tactic after seiting up a model
within I° f o token. That token remaing in
play until all of the models in your kill team
have been set up. after which it is semoved
from play as normal,

Defender Tactic

Use this Tactic afier firing Overwatch with
one of your madels, You can bmmediately
fire Clverwatch again,




‘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
threc Arena Objectives as described on page 20 of Kill
Tearrme: Arera and musters a Battle-forged kill team as
described on page 18 of Kill Teem: Arena.

THE BATTLEFIELD

This mission is played in a Killzone: Generatorium.
Create the battlefield and set up terrain exactly as
shown on pages 89 of Kill Team: Arena. Then sct up
four objective markers as shown on the reverse of
this card.

SCOUTING PHASE

Do not resolve the Sconting phase in this mission,

DEPLOYMENT

The players roll off, and the loger of the roll-off
chooses which deployment zone will be thelr own.
The other deployment zone will be their apponent’s,
The players then take it in turns to deploy one model
from their kill team, stasting with the player who

lost the roll-off. Madels must be set up wholly within
their own deployment zone. IF a player runs out of
miodels 1o set up, skip them, Once the players have set
up their models, deployment ends and the first battle
roaind begins.

BATTLE LENGTH

The battle automatically ends at the end of banle
roand .

VIGTORY CONDITIONS

Victory points are scored for the following:

Take and Hold: At the end of the battle round, 2
player scores 1 victory point for each of the following
canditions that they satisfy (for a maximum of 3
wiclory podnts):

« They control one or more objective markers.

= They contrel bwo or more objective markers,

» They control more objective markers than
their oppoment,

A player cannet score more than 9 victory points for
this victory condition in this misshomn,

ARENA OBJECTIVES
‘The Arena Objectives available in this mission are:

Cut Apart, Death From Afar, Domination, Engage
Om All Fronts, Scout the Field

Activate Engines: At the beginning of the Movement
phase, if you control ane or more ehjective markers,
youl can choose 8 model from your kill team (other
than 3 shaken model] that is within 17 of an abjective
miarker you control and not within 1° of an enemy
model. If you do so, you score 1 victory paint. This
model cannot be chosen to move, React, manifest
pavehic 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
wvictory points is the winner, If there is a tic,
whichever player controls the most olsjective markers
at the end of the battle is the winner, If there is still a
tie, the game is a draw.




Forward reconnaissance teams of the T'au Empire will often deploy ahead of larger
operations, singling out and marking critical enemy assets to be the targets of clinical Sun
Shark Bomber strikes.

I you are playing a campaign, you can choose to play
this mission instead of the Feint mission as lang as at
least one of the players who will take part is using the
T'av EsMPing Faction,

THE KILL TEAMS

This is a mission for two players. One of those players
is the T'u Empire playes. If more than one player
wishes to be the T'u Empire player, those players roll
off and the winner is the Tan Empire player. Each
player chooses a Faction keyword, and the players
reveal their choices at the same time. The Tau Empire
player must choose the T'au Emeire Faction. Then
each player chooses a Battle-forged kill team (see the
Core Manual) that ooly inchides models with the
Faction keyword they chose. The T Empire player
is the attacker and their opponent is the defender.

THE BATTLEFIELD

Create the battleficld and set up terrain. An example
of how you might do this is shown on the reverse of
this card, The players roll off, and the player that wins
chooses which of the long adges of the battlefield
their deployment zone is touching, The defender then
places three objective markers in their deployment
zone. Each objective marker must be at least 5°

from other objective markers and the edge of the
battlefield. These markers represent enemy nssets that
must be it with Markedight Beacons.

THE SCOUTING PHASE

Hegolve the Scouting phase (see the Core Manual),

DEPLOYMENT

The players roll off, and then alternate setting up
mandels starting with the player whao 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 bath
players have set up their kill erams. Once the players

have set up all their modeds, deployment ends and the
first battle round begins.

LigeT THEM Up

At the start of each Maovement phase, if the attacker
1s controfling an objective marker, roll a D6, Ona 4+
a Markerlight Beacon is 1t at that location. A Beacon
Temains lit at this location even if the attscker’s
models move away. If the defender gains control of
an objective marker and a Markerlight Beacon is it
there, that Beacon is immediately extinguished.

BATTLE LENGTH

At the end of battle round 4, the T'au Empire player
rolls a 1%, On a 3+ the game contimues. othervwise
the game is ever. At the end of battle round 5, the
T'au Empire player rolls a D6, This time the game
continues on a 4+, atherwise the game is over. The
Battle automatically ends at the end of battle round 6.

VICTORY CONDITIONS

At the end of the battle, the attacker scores 3
victory points for cach objective marker at which
a Markerlight Beacon is lit. The defender scores 2
victory points for each objective marker at which no
Markerlight Beacon is [it. In addition. each player
seores | victory polnt 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 the players have the same
number of victory pednts, the defender wins.

REsources

In a campaign game, the player that Ioses the mission
Inses 1 Territory, and the player that wins gains 1
Territory.

Attacker Tactic

Use this Tactic in the Shooting phase.
Until the end of the phase, add 1 to hit
rolls for models from your kill team that
targel enemy maodels that are within 67

of an objective marker that is lit with a
Markerlight Beacon.

Defender Tactic

Use this Tactic before making a saving
throw for 2 model from your Kill Team that
is controlling an objective. Until the end of
e turn you may re-rol] filed sve rolls of 1

for that model.




OPEN PLAY MISSION

LINES OF BATTLE

N

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 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 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
opposile battlefield edge.

BATTLE LENGTH

Al the end of battle round 4, the
attacker rolls a Dé. The battle
continues on a 3+, otherwise the
battle ends. At the end of battle
round 5, the attacker again rolls a
De6. 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. Al 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.




Rival kill teams have stumbled across each other in the midst of a lethal jungle, When the
initial shots are fired, however, the flora takes on a life of its own and myriad biting, stinging
creatures swarm from every hollow to attack the perceived threat to their habitat. The kill
teams have no choice but to withdraw, doing their utmost to survive, with the elimination of
their enemics a secondary consideration.

1f 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 keywoard, and the players reveal
their choices at the same time. Then each player
chionses a Banle-forged Kill team (see the Core
Manual} that only includes models with the Faction
keywaord they chose,

THE BATTLEFIELD

‘This mission is played in a Killzone: Death World
Forest. Create the battlchicld and set up terrain,
Examples of how you might da this are shown on the
reverse of this card,

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

DEPLOYMENT

The players each roll 206, The highest scorer las
the greates) 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 o deploy one model
from thede kill team, in the order of least 1o greatest
advantage. Models must be set wp anywhere on the
battleficld that is more than 3° from enemy models
and more than 6” from the batlefield edge. Once all
players have set up one model, they do so again in the
same awder, and so o, [T player runs out of medels
1o setupy, skip them, If a player runs ot of room 1o
set up their models, they stop setling up models, Any

remaining models fromm their kill team do not take
any past in the mission (including the post- bastle
sequence in a campaign mission), Once the players
hawve set up all their models, deployment ends and the
first baitle round begins,

DEADLY JUNGLE
All tereain (incheding apen ground) other than
impassable tesrain is dangerous terrain.

BATTLE LENGTH

The battle ends at the end of a battle round if all of
the mosdels of at beast one player's kill team have
escapesd (sec below) or are out of action.

VICTORY CONDITIONS

At the end of the mission, each player scores 1 victory
paint for cach of their models that escaped, and loses
L victory point for each of their models that is still on
the battlefield or is out of action, The player with the
mast victory points is the winner. If players are tied
for the most victory points, those players draw. Any
ather players lose,

Escare

At the beginning of the first battle round, each player
randomly determines an edge of the battlefield.
Players can meve their madels off the edge of the
battlefield that they determined in this way in the
Movement phase, if that model's move s sufficient to
take them wholly over the edge of the battleficld. 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, the player(s) that lose the
mission each lnse | Materiel and | Morale. 1f players
draw they do nat Inse Materiel or Morale,




When Imperial High Command seeks to eliminate an enemy installation, standard practice
will see the entire area levelled by heavy bombardment. However, circumstances will at times
favour a more subtle and elegant solution in the form of a hand- picked strike team.

1f you are playing a campaign, you can choose to play
this mission knstead of the Feint masion, as bong as a
least one of the players who will take part is using the
ASTRA MILITARUM Faction.

THE KILL TEAMS

This s a mission for two playess. One of those players
is the Astra Militarum player. If more than one
player wishes to be the Astra Militarum player, those
players roll off and the winner is the Astra Militarum
player. Each player chooses a Faction keyword, and
the players reveal their choices at the same time,

The Astra Militarum player must choose the AsTRA
MILITARUM Faction. Then each player chonses a
Battle-forged kill team (see the Core Manual) that
only inchades maodels with the Faction keyword they
chose. The Astra Militarum player is the attacker and
their opponent is the defender,

THE BATTLEFIELD

Create the battlefield and set up terrain. An example
of how you might do this is shown on the reversc of
this card. The defender then places three abjective
markers on the battlefield. Each objective marker
must be at least 67 from any other objective markers
and the edge of the battlefield. Whenever you
measure to of from an objective markes, always
measure to the centre of the marker,

THE SCOUTING PHASE

Resalve the Scouting phase (see the Core Manual).

DEPLOYMENT

‘The players roll off, and then alternate sctting up
models, starting with the player who lost the roll-off.
A player’s models must be set up wholly within their
deployment 2one. [Fa player rums out of madels to zet
up, skip them, Continue setting up models until both
players have set up their Jill teams. Once the players
have st 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 all

three objective markers have been destroyed (see
Destruction Protocols, below), Otherwise, at the end
of battle round 4, the atacker rolls a D6 On a roll of
3+ the game continues, otherwise the game is over. If
the battle doesrt end as described above, at the end
of battle round 5. the attacker rolls a D6, This time
the game continues on @ 4+, otherwise the game is
over. The battle sutomatically ends at the end of battle
roaund .

DEsTRUCTION PROTOCOLS

The attacker’s models can charge and target abjective
markers as if they were enémy models, Each objective
marker has a Toughness characteristic of 7, a Save
characteristic of 3+, and is destroyed once it has lost
5 wounds.

VICTORY CONDITIONS

I, at thie end of the battle, 0.1 ohjective markers have
been destroyed, the defender wins the mission. If2
abjective markers have been destroyed, the game s a
draw. If all 3 objective markers have been destroyed,
the attzcker wins the mission.

RESOURCES

In a campaign game, if the attacker wins the mission,
the defender loses 2 Matericl, If the defender wins
the mission, the attacker loses 1 Morale. IF the players
draw, the defender boses | Materiel.

Attacker Tactic

Use this Tactic after choosing a model
o attack with. Doulle the Damage
characteristic of any of that model's
weapons that target an oljective marker

this phase,

Defender Tactic
Use this Tactic after failing a saving throw
for an objective marker that is within 3°
of a model from your kill team that is not
Mo damage is inflicted upan the
e marker, but one model of vour
choice from your kill tean that is within
3" of the objective marker and not shaken
suffers a nusber of mortal wounds equal
1o the Damage characteristic of the weapon
used for the attack.




Immediate termination is not always the fate the Necrons most favour for their enemies,
when greater retribution can be gained through servitude. In this mission a Necron kill team
has been dispatched to implant mindshackle scarabs into a key enemy leader.

1f you are playing a campaign, vou can chooge to play
this mission instead of the Feint mission as long as at
Feast one of the players who will take part is using the
Necions Faction.

THE KILL TEAMS

“This is a mission for two players. One of those players
is the Mecrons player. If more than one player wishes
Lo be the Necrons player, those players voll off and the
winner is the Necrons player, Each player chooses o
Eaction keyward, and the players reveal their choices
at the same time. The Necrons player must choose
the NEcRoNS Faction. Then cach player chooses o
Battbe-forged kill team (see the Cors Manual} that
anly includes models with the Faction keyword they
chase. The Mecrons plaver is the attacker and their
opponent is the defender,

THE BATTLEFIELD

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

THE SCOUTING PHASE

Resalve the Scouting phase (see the Core Manual),

DEPLOYMENT

The players roll off, and then alternate setting up
muodels starting with the player who lost the roll-off,
A player's models must be set up wholly within theie
deployment zone, If 2 player runs out of madels to set
up, skip them. Continue setting up models until bath
players have set up their kill teams, Onee the players
have set up all their madels, deployment ends and the
first battle round begins.

IMPLANT THE SCARABS

At the start of the Movement phase, if the defender’s
Leader is shaken and is within 17 of ak beast ene
model from the attacker's kill team that is not shaken,
roll a dice. O a 4+ the defender’s Leader has been
implanted with Mindshackle Scarabs.

BATTLE LENGTH

The battbe ends at the end of a battle round if there

is only ane unbraken kil team on the battlefeld,
Otherwise, at the end of battle round 4, the Necrons
player rolls a D6, Om 2 3+ the game continues,
otherwise the game is over, If the game does not

end as described above, at the end of battle round

5, the Mecrons player rolls a D6, This time the gams
coatinues on @ 4+, otherwise the game is over, The
baitle automatically ends at the end of battle round 6.

VICTORY CONDITIONS

If the battle ends because there is only one unbroken
kill tearn on the battlefield, that kill team's player
wins. Otherwise, cach player seores 1 victory point
for cach enemy model taken out of action by one of
their models’ attacks or psychic powers, In addition,
if at the end of the bantle the defender’s Leader is still
om the bardefield and is implanted with Mindshackle
Scarabs, the attacker gains 3 victory poinis. The
player with the most victory points is the winner. If
there is a tie, whichever player had the lowest Force is
the winner, If there is still a tie, the players draw.

RESOURCES

In a campaign game the player that loses the mission
loses 2 Intelligence. If players draw they do not

lose Intelligence.

Attacker Tactic

Use this Tactic at the start of the Fight
phase. Until the end of the phase, you can
re-roll hit rolls of 1 for your Leader and
models in your kill team that are within 87
of your Leader.

Defender Tactic

LUse this Tactic when you are required to
make a saving threw for a moded in your kill
team. You can re-roll failed saving throws
of 1 for that model until the end of the
battle round,




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.
The attacker 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.

VICTORY CONDITIONS

The attacker 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 |

I 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.




MATCHED PLAY MISSION
RECLAMATION 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 a4 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 | 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 Deplovment rules (pg 19).

Pliayer'’s
Deployment

Maver's
Deployment
Lone

BATTLE LENGTH

Use the Variable Battle Length rules (pg 19) - the
player with the greatest advantage (determined during
deplovment) rolls. In addition, if there is only one
unbroken kill team on the battlefield ar the end of &
battle round, the battle ends.

VICTORY CONDITIONS

If the battle ends because there is only one unhroken
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,

Resounces

In a campaign game the player(s) that lose the
mission each lose | Materiel, and the player that wins
gains 1 Materiel. If players draw they do not lose or |
gain Materiel. % |




NARRATIVE PLAY MISSION
RECOVER AND RESGUE
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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 cach 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 battleficld (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 CONDITIONS

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.

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 Dé. 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).




MATCHED PLAY MISSION
RECOVER INTELLIGENCE

Strategic intelligence is a weapon more deadly than any amount of plasma warheads or bolt rifles. It ofien
falls Lo fast-moving, hard-hitting kill teams (o seize Lhe data-augurs, orbital uplinks and the like that
contain such data and swifily exload it so that their commanders can oulmanoeuvre 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 plaver chooses a
Battle-forged kill team (see page 62) that only includes
maodels with the Faction keyword they chose.

THE BATTLEHELD

Create the battlefield and set up terrain, Examples

of how you might do this are shown below. Set up

one objective marker in the cenire of the battlefield,
and then set four more up; each should be midway
between the centre of the battlefield and a comer of the
battlefield. as shown on 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
grealest stralegic advaniage in this mission, the nexi
highest gets the second greatest advaniage 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 Lo preatest
advantage. Models must be set up wholly in their own

deployment zone. Once all players have set up one
muodel, they do so again in the same order, and so on. If

a player runs oul 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

Al the end of battle round 4, the player with the greatest
advantage rolls a D6. The baltle conlinues on a 3+,
otherwise the battle ends. At the end of baitle round 5,
the player with the greatest advantage again rolls a De.
This time the baltle conlinues 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 plaver scores | victory point for controlling each of
the objective markers dlosest 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 nol lose Intellipence.




An individual vital to the war effort has been lost somewhere bevond friendly lines. This
would be cause for concern in any conflict, but when the war is being prosecuted on a death
world it necessitates the desperate mobilisation of multiple kill teams, all tasked with tracking
down the missing assct, before they fall afoul of the planet’s lethal envirans,

1f you are playing a campaign, you can choose to play
this missien instead of the Feing misslon.

THE KILL TEAMS

This is a mission for two players, Choase 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 chaices at the same time. Then
each player chooses a Battle-forged kill team (see the
Core Manual) that ealy inchades models with the
Faction keyword they chose.

THE BATTLEFIELD

This mission is played in a Killzone: Death Warld
Farest, Create the battlefield and set up termin, An
cxample of how you might do this is shown on the
reverse of this card, The players roll off, and then they
take it in tuen, starting with the winner, to set up an
objective marker until there are 6 objective markers
on the baulefield. Each ohjective marker must be at
Jeast 4° from other objective markers and 6° from the
edpe of the board,

The players then roll off again, and the winner
chooses which of the short edges of the battlefield
thelr deployment zone is touching.

THE SCOUTING PHASE

Do not wse the rules for the Scouting phase,

DEPLOYMENT

The players roll off, and then alternate setting up
models, starting with the player who lost the rofl-off.
A player’s models must be set ug wholly within their
deployment zone. Ifa player runs out of models 1o set
. 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.

TrACKING VITAL S1GNS

At the beginning of each battle round, the players
roll off, and then take it in twrn to move an objective
rarker that has not already been moved and is not
currently controlled by either player up to 3°. starting
witls the winner of the roll-off. This move cannor
bring the objective marker within 2 of a model from
either kil team, Continee moving objective markers
until all cligible objective markers have been moved.

IDENTIFYING VITAL SIGNS

When you control an objective marker at the end of
the Movement phase, you identify it. Pick a friendly
model within 2° of the objective macker and roll a
Dé: on a roll of 1, that model suffers a mortal wound.
Then remaove the objective marker. On a roll of 2.5,
remave the abjective marker, On a roll of &, you have
identified the VIF: remove all ather oljective markers
from the battlefield. If there is only one objective
marker on the battlefield, it is swtomatically identified
as the VIP Once the VIP has been identified, the
Tracking Vital Signs rule no longer applies.

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 altacker rolls &
136, ‘This time the battle continues on a 4+, atherwise
the battle ends. The battle automatically ends at the
end of baule round 6.

VIGTORY CONDITIONS

Ap the end of the battle, if the attacker contrals the
VIP abjective marker, the attacker wins, Otherwise,
the defender wins,

RESOURCES

In a campaign game, if the attacker wins the mission,
the defender boses 2 Intelligence. 17 the defender wins
the mission, the attacker loses 1 Intelligence.

Attacker Tactic

Use this Tactic at the beginning of your
turn in the Movement pliase. Cloose an
objective marker that is not controlled, and
Fvove it up o 37 This move must take it
closer to a madel from your kil team, but
canat bring it within 2° of a mode] from
cither kill team. You cannot use this Tactic
once the VIP leen identified,

Defender Tactic

Use this Tactic at the end of the banle round
if there are fewer than six objective markers
on the battlefield. Place an objective marker

on the bartlefeld. anywhere more than 37
Frem masdels from either kill team, You
camnot use this Tactic once the VIF has
been identified,




MATCHED PLAY MISSION
RETRIEVE THE RELIC

Two kill teams are seeking to locate a priceless holy relic in an ancient Ecclesiarchal shrine, cither 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 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, but do not set
up the storage chests. The players roll off; the player
who won places the storage chests anywhere on the
bartlefield. 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
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 Dé. 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.

VICTORY CONDITIONS

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.

SEArRCH CHEST

An INFANTRY model that ends the Movement phase
within 17 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.



Power is the lifeblood of all machines, and when sacred energy-shrines are disabled by enemy
forces, the priesthood of the Adeptus Mechanicus commit their finest operatives to returning
them to full operational level.

If you are playing a campaign, you can chose to
play this mission instead of the Disrupt Supply
Linies mission a5 long as ak least one of the
pliryers wio will take part is using the ADEPTUS
MecHANICUS Faction.

THE KILL TEAMS

‘This is a mission for two players. One of those players
is the Adeptus Mechanicus player. If more than one
player wishes to be the Adeptus Mechanicus player,
thase players roll off and the winner is the Adeptus
Mechanicus player. Each player chooses a Faction
keyword, and the players reveal their choices at the
same time. The Adeptus Mechanicus player must
choose the Adeptus Mechanicus Faction. Then each
player chooses a Battle-forged kill team (see the Core
Manual) that enly includes models with the Faction
keyword they chose. The Adeptus Mechanicus player
is the attacker and their opponent is the defender.

THE BATTLEFIELD

Create the battlefield and set up terrain. An example
of how you might do this is shown on the reverse

of this card, Place a marker in the centre of the
battlefield - the area within 5" of the centre of this
marker is the defender’s deployment zone. The area
more than 15° from the centre of this marker is the
attacker’s deployment zone. The attacker places twa
objective markers wholly within their deployment
zone. Each objective marker must be more than 12°
from the other objective marker and more than 1°
from the edge of the bartlefield. The objective maskers
represent energy vessels in this missbon,

SCOUTING PHASE

Resalve the Scouting phase (see the Core Manual).

‘The players roll off, and then alternate selting up
models, starting with the player whe lost the roll-off.
A player’s models must be set up wholly within their

deplayment zone, If a player runs out of models o 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 modelz, deployment ends and the
first battle round begins.

BATTLE LENGTH

At the end of battle round 4, the attacker rolls 2 D8,
On a roll of 3+, the battle continues, otherwise the
battle is over. If the batile doesnt end as described
above, at the end of battle round 5, the attacker rolls a
D6, This time the battle contlnues on a 4+, atherwise
the battle ends. The battle automatically ends at the
end of battle round 6.

VICTORY CONDITIONS

If, at the end of the battle, 2 energy vessels arc located
wholly within the defender’s deployment zone, the
attacker wins the missian, Otherwise, the defender
wins the mission.

CARRYING THE VESSELS

A model can carry a vessel if it is within 1° of the
wvessel at the start of its move in the Movernent phase,
and there are no enemy models within 1° of the vessel
(shaken models do not count). After the carrier hias
moved, or if it is taken out of action or becomes
shaken, place the vessel within 1 of it. A model
carrying a vessel eannot Advance, and a model can
anly carry a single vessel at a time,

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 Marale,

Attacker Tactic

Use this Tactic at the start of the Movement
phase. Choose a model from your kill

team that is not shaken. That model may
Advance this phase even if it is carrying an
energy vessel.

Defender Tactic

Use this Tactic at the start of the Fight
phase. Choose a model from your kill team,
Until the end of the phase, re-roll failed

hit ralls for that model’s attacks that target
an enemy model which is within 1" of an

energy vessel,




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 Truchawk. 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.
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BATTLE LENGTH
At the end of battle round 4, the attacker rolls a Dé. The
battle continues on a 3+, otherwise the battle ends. At

the end of battle round 5, the attacker 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.

VICTORY 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 | 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 a1 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 battleficld. 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
vour models.




A faction has crumbled and its rivals now descend to plunder its holdings, like carrion
flocking to a fresh kill. Warehouses are a prime target, though whether they actually contain
spoils worth the risk of encountering competitors cannot be foreseen.

1f 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
chiooses a Faction keyword, and the players reveal
their choices at the same time. Then each player
chooses a Battle-forged kil team (see the Core
Manual) that only includes models with the Faction
keyword they chose.

THE BATTLEFIELD

‘This mission is played in & Killzone: Sector
Munitorum. Create the battlefiedd and sct up terrain.
Examples of how you might de this are shown on

the reverse of this card, Then set up four objective
markers midway between the cenire of the battlefield
and each corner of the battlefield, and one objective
marker in the centre of the battlefield, as shown in the
deployment maps on the reverse of this card,

SCOUTING PHASE

Hesolve the Scouting phase as described in the
Core Manial.

DEPLOYMENT

The players each roll 206, The highest scorer has
the greatest strategic advantage in this mission, the
next highest gete the second greatest advantage and
so on. Any players who roll the same result rofl their
dice again to determine which of them has a greater
advantage. The players then take it in tuen, in the
erder of greatest to least advantage, to choose their
deployment zone,

‘The players then take it in tarn to deploy ane mode]
from their kill team, in the arder of least to greatest
advantage. Models must be set up wholly within their
own deployment zone. Once all players have set up
ane model, they do so again in the same order, and

50 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 batthe round begins,

SCAVENGE SUPPLIES

1fa player controls an objective marker at the end of a
battle round, and it has net been identified, they roll
a D6 and consult the following table. The objective
marker has then been identified,

D6 Result
1 Nothing of Value: Remove the
objective marker.

2-3  Curio: Remave the objective muker and gain 1
wictory padnt,

4-5  Supplics: If a player controls this ohjective
marker at the end of the battle, they gain 2
victory points.

6 Vital Resaurce: If a player controls this
objective marker at the end of the battle, they
gain 3 victory points,

BATTLE LENGTH

At the end of battle round 4, the player with the
greatest advantage rolls a D6 The baule continues on
34, otherwise the battle ends. 1§ the battle doesn't
end as described above, at the end of battle round

5, the player with the greatest advantage 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.

VICTORY CONDITIONS

The player with the most victory points is the winner.
IF players are tied for the most victory points, those
players draw: Any other players lose.

RESOURCES

In a campaign game, the player(s) that lose the
mission each lose | Intelligence and 1 Morale. If
players draw they do not lose or gain resources.




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 Scouling 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

Al the end of the Movement phase,
roll a Deé 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.




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 & mission for teo players. Each player chooses
three Arena Objectives as described an page 20 of Kifl
Tearr: Arena and musters a Battle-forged kil team as
described on page 18 of Kill Temm: Arena,

THE BATTLEFIELD

This mission is played in a Killsone: Armorium
Stockpile. Create the battleficld and sct up termin
exactly as shown on pages 12-13 of Kill Teas: Arera.
“Then sct up six objective markers as shown on the
reverse of this card.

SCOUTING PHASE

Do not resolve the Scouting phase in this mission,

DEPLOYMENT

The players roll off, and the loscr of the roll-off
chooses which deployment zone will be their awn,
‘The other deployment zone will be their oppanent’s.
The players then take it in tarns 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 uns out of
models to set up, skip them. Once the players have set
up their modele, deployment ends and the first bastle
tound begins,

BATTLE LENGTH
The battle automatically ends st the end of battle
Tound 4,

VICTORY CONDITIONS

Victory points are scored for the following:

Take and Hald: At the end of the battle round, 2
player scores 1 victory point for each of the following
conditions that ihey satisfy (for a maximum of 3
viclory poants):

& They control ane or more objective markers.

= They control bwo 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 conditbon in this misston,

ARENA OBJECTIVES
‘The Arena Objectives available in this mission are:

Dieath From Afar, Engage On All Fronts, Recon
Sweep, Scont the Field, Thin Their Ranks

Diivert Dirones: At the end of the battle round, score
1 vietary point if you contral the twa abjective
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 i3 a tie,
whichever player contrnls the mast objective markers
at the end of the battle Is the winner. If there is s1ill a
tie, the game is a draw.




High ground gives an age-old tactical advantage, but the addition of scanning technologies
can create a firebase from which even small kill teams can dominate the wider battlefield.

1f you are playing a campaign, you can choose Lo
play this mission instead of the Recover Intelligence
mission, as long as at least one of the players who will
take part is using the T'Au EMPIRE Faction.

THE KILL TEAMS

This-is a mission for two te four players. One of those
players is the Tau Empire player. If more than one
player wishes to be the T'au Empire player, those
players roll off and the winner is the T’ Enypire
player. Each player chooscs a Faction keyword, and
the players reveal their choices al the same time. The
Tau Empire player must chaose the T"au Evring
Faction. Then each player choases a Battle-forged
kil teamn (see the Core Manual) that only includes
mindels with the Faction keyword they chose,

THE BATTLEFIELD

Create the battlefield and set up terrain. Examples of
how you might do this are shown on the reverse of
this card. One objective marker is then set up in the
centre of the bartlefield.

THE SCOUTING PHASE

Resalve the Scouting phase (see the Core Manual},

The T'aw Empire player has the greatest strategle
advantage in this bartle. In a three- or four-player
game, the remaining players then cach roll 2D6, The
highest scorer has the second greatest advantage in
this mission, the next highest gets the third greatest
advantage and so en. Any players who roll the same
result roll their dice again to determine which of
thern has the greater advantage. The players then take
itin turn, in the arder of greatest to least advantage,
to chisose their deployment zoie,

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. and more than 3" fram

any other player’s deployment zone, Once all players
have set up one madel, they do so again in the same
order, and so an. Ifa player runs out of models to
set wp, skip them. Once the players have set up all
their models, deployment ends and the first battle
raund begins,

BATTLE LENGTH

The battle ennds at the endd of a battle round if there

is only one unbroken kil feam on the battlefield
Otherwise, at the end of battle round 4, the T'au
Ernpire player rolls a D& On a 3+ the game continues,
otherwise the game is over, If the game does not end
a5 described above, at the end of bantle round 5, the
Tiau Empire player rolls 2 D6, This time the game
continues on a £+, otherwise the game is over, The
battle automatically ends at the end of battle rownd 6.

FIREBASE

Ifa player controls the objective marker, they may
re-roll hit rolls of | in the Shooting phase for any
mdels From their kill team within 6” of the centre
of the objective marker, and ignore the modifier for
shooting at long range with these maodels,

VICTORY CONDITIONS

If the battle ends because there is only one unbroken
kill tearn on the battlefield, that kill team's player
wins. Otherwise, each player scores 1 victory paint
for each enemy model taken out of action by one

of their models’ attacks or psychic powers, and the
player that contrels the objective marker at the end of
the battle scores 3 victory points. The player with the
mast victory points is the winner, If players are tied
for the most vietary points, those players draw. Any
wother players lose.

Resources

In o campaign game the player(s) that lnse the
missian each lose I Morale, and the player that wins
gains 1 Territary. If players draw they do not gain or
lose Morale or Territory.




In any battle, a fortification has the potential to make an army’s position invulnerable,
extending their reach and givlng them a safe place from which to strike at their encmics. The

Damriod

same is true even in small-scale

and an aband,

d bunker is a prize that will be

fiercely fought over for the advantage it gives to those who control it.

If you are playing a campaign, you can choose 1o play
this mission instead of the Assasinate or Sweep and
Clear misstons.

THE KILL TEAMS

‘This is a mission for twe 1o 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 Core
Manual) that only includes models with the Faction
keyward they chose,

THE BATTLEFIELD

‘This mission is played in a Killzone: Wall of Martyrs.
Create the battlefiedd and set up terrain. You must
include a single Iryperial Bunker, which is placed in
the centre of the battleficld. Examples of how you
might do this aré shown on the reverse of this card,

SCOUTING PHASE

Resalve the Scouting phase (see the Core Manual).

DEPLOYMENT

The players cach roll 2136, The highest scorer has
the greatest strategic advantage in this mission, the
next highest gets the second greatest advantage and
0 om. Any players who rall the same result roll theie
dice again to determine which of them has 4 greater
advantage. The players then fake it in turn, in the
order of greatest to least advantage, to chonse their
deplayment zone.

The players then take it in wrn o deploy one model
from (heir kill team, in the order of least to greatest
advantage. Modcls must be set up wholly within their
o depleyment zone. Onee all players have set up
one model, they do so again in the same order, and
50 o0 Ifa player runs out of models to set up, skip
them, Once the players have sst up all their models,
deplayment ends and the first battle round hegins.

IF WE CAN'T Have In...

The Jmperial Bunker can be targeted in the shooting
Pphase as ifit was an enemy model, except by models
currently nccupying it. It has a Toughness of 8, 12
Wounds and a 3+ Save, If it is reduced to 0 wounsds, it
is destroyed — leave it where it is. but it can no longer
bie occupled, and any models that were occupying
itare taken out of action. Players cannot use any
abilities to prevent this from happening.

BATTLE LENGTH

“The battle ends immediately if the Imperial Bunker
has been destroyed. Otherwise, at the end of battle
round 4, the player with the greatest advantage must
roll a D 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 sound 5, the player with the
greatest advantage must roll a D6, ‘This time the game
contanues on 3 4+, otherwise the ganse 3 over, The
bantle automatically ends t the end of battle round 6.

VIGTORY CONDITIONS

18 the banle ends becanse the Lmperial Bunker has
been destroyed, the player whose model inflicted

the final wound on the bunker wins, and any other
players lose. Otherwise, the player who las at least
one model occupying the bunker wins, and any other
players lose. If the bunker has not been destroved and
is not occupied, the resull is a draw.

RESOURCES

Ina campaign game, the player(s) that lose the
mission each lose | Materiel and | Territory. If
players draw they lose 1 Terrltory.




A chance encounter between scouting parties turns sour as the first shots ring out through the
ruins of a deserted settlement. As fighters scramble for cover and draw their weapons, the air
is filled with shot, shell and blazing beams of energy as the kill teams fight to the death.

Ifyou are playing a campaign, you can choase 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
chaoses a Faction keyword, and the players reveal
their cholbees at the same time. Then each player
chooses a Batthe-forged kill team (see the Core
Muanual) that only incledes models with the Faction
keyward they chase,

THE BATTLEFIELD

‘This mission is played in a Killzone: Sector Fronteris.
Create the bastleficld and set up termain, Examples of
Tiow you might do this are shown oni the reverse of
this card.

SCOUTING PHASE
Resolve the Scouting phase as described in the
Core Manual.

DEPLOYMENT

The players each roll 204, The highest scorer has
the greatest strategic advantage in this mission, the
next highest gets the second greatest advantage and
0 an. Any players who mll the same result roll their
dice again to determine which of them has a greater
advantage. The players then take it in furn, in the
order of greatest to least advantage, to choose their
deployment zone. The players then take it in turn to
deploy one moedel from their kil team, in the order
of least to greatest advantage. Models must be set up
whally 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
1o set up, akip them. Once the players have set up all
their models, deployment ends and the first batile
round begins.

GUNFIGHT
Muodels cannot chasge or Fight in the first two
battle rounds.

BATTLE LENGTH

At the end of battle round 4, the player with the
pgreatest advantage rolls a D6 The battle continues on
a 3+, atherwise the battle ends, 1f the battle doesn't
end as described above, at the end of battle round

5, the player with the greatest advantage rolls a D6,
This time the battle contimues on a 4+, other wise the
battle ends, The hatt ically ends a1 the end
of hattle roand 6.

VIGTORY CONDITIONS

Each player scores | victory point for cach enemy
model that their kill tearn takes out of action. The
player with the most victory points is the winner.
If players are tied for the modt victory points, those
players draw. Any ather players lose.

RESOURCES

In a campaign garme, the player(s) that lose the
mission each lose 1 Morale and | Territory. If players
draw they do not lose Morale or Tesritory.




MATCHED PLAY MISSION
SHUTTLEJACKERS

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
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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

Player A
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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 plaver 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.

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).
A player scores 3 victory points for controlling the
objective marker on the bridge of the Truchawk, 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.

Commanp Copes 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 plaver 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 | bonus
victory point this battle round. You can only use
this tactic once per battle round.




A pair of kill teams have infiltrated the enemy’s barracks, hoping to slaughter their foes while

they sleep. Some of the building’s s,

|

training and are fully armed, equipped and more than prepared for combat!

THE KILL TEAMS

‘This is & mission for two teams of two players. Each
team choases three Arena Objectives as described on
page 20 of Kill Team: Arena and each player musters 2
Battle-forged kill team as described on page 18 of Kill
Team: Arena.

THE BATTLEFIELD

This mission is played in 2 Killzone: Garrison Vault.
Create the banlefield by placing two Garrison Vault
gameboards next to cach other and setting up terrain
exactly a5 shown on pages 14-15 of Kill Team: Arena,
Then set up five objestive markers as shown on the
reverse of this card.

SCOUTING PHASE

Do not resolve the Scouting phase in this mission.

DEPLOYMENT

The teams roll off, and the tearn 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 o deploy one model
from either of their playess' kill teams, starting with
Ave tearm that last the roll-ofl Models must be set up
wholly within their own deployment zone. If a team
Tumns out of models to et wp, skip them. Once the
teams have set up their models, deployment ends and
the first batile round begins.

BATTLE LENGTH
The battle automatically ends at the end of bartle
round 4,

have just returned from night-fighting
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VIGTORY CONDITIONS

Victory points are scored for the following:

:-':lvui crtierd ek EegyT
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Take and Hold: At the end of each battle round, each
team scores 1 victory point for each of the fallowing
concitiens that they sutisfy (for 2 maximem of 3
victory points):

TR

+ They control one or more objective markers.

« ‘They control twa or maore objective markers.

+ ‘They control more objective markers than their
opponents’ teanm.

A ream cannod score more than 9 victory peints for
this victory condition in this mission.

Anrena OBJECTIVES
The Arena Objectives available in this mission are

Cut Off the Head, Engage On All Fronts, Proxinsity
Alert, Scout the Field, Thin Their Ranks

Silenced: Score 1 victary point when an enemy
model is taken out of action and there & po enemy
model within 5° of that model.

At the end of the bande, the team with the most
victory paints is the winner. If theee Is a tie,
whichever texm controls the most objective markers
at the end of the battle is the winner. If there is stilla
tie, the game is a draw.
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Factories extracting the life of this world dot the landscape. Not all factions have the means
to build or protect such facilities, but all can make use of the resources they are gathering.
When such facilities are left lightly defended, 4 small téam can easily infiltrate and steal the
resources necessary for the war effort — as long as they don't run into any competition.

If you are playing a campaign, you ean choose to
play this mission instead of the Ambush or Recover
Titelligence missions.

THE KILL TEAMS

This is 2 mission for two to four players. Each player
choeoses a Faction keyword, and the players reveal
their choices at the same time. Then each player
chooses a Battle-forged kill team (see the Core
Manual} that onby inclsdes models with the Faction
keyword they chose,

THE BATTLEFIELD

‘This mission is played in 2 Killzone: Sector
Mechanicus, Create the battlefield and set up terrain.
Ezxampes of how you might de this are shown on the
reverse of this card. The players each roll 2D6, If twa
or more players are drawn for the highest score, they
re-roll to determine which of them has the highest
score. Then cach player takes it in furn, starting with
the highest scorer and going clockwise, to set up an
objective marker. Each objective marker must be at
least 4 from other abjective markers and 6” from the
edge of the board.

SCOUTING PHASE

Resolve the Scouting phase as described in the
Core Manual.

DEPLDYMENT

‘The players each roll 2D4. The highest scoter has
the greatest strategic advantage in this mission, the
mnext highest gets the second greatest advantage and
50 on- Any playess 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, 1o choose their
deployment zone.

The players then take it in turn to deploy one model
from their kil team, in the order of lexst 1o greatest
advantage. Models must be set up wholly within their
own deployment zone. Once all players have setup
one model, they do 5o again in the same order, and
s om. IFa player runs out of models 1o set wp, skip
them. Onee the players have set up all their models,
deplayment ends and the first battle roand begins,

BATTLE LENGTH

At the end of bartle round 4, the player with the
greatest advantage rolls a 16, The battle contimees on
a3+, otherwise the batile ends. At the end of battle
round 3, the player with the greatest advantage rolls a
D6, This time the battle continues on a 4+, otherwise
the battle ends, The battle sutomatically ends at the
end of battle round 6.

VICTORY CONDITIONS

Each player scores 1 victory point for each objective
marker that their kill team controls at the end of each
battle round — keep track as you play the mission.
The player with the most victory points is the winner.
If players are tied for the most victory points, those
players draw. Any other players lose,

RESOURCES

Inacampaign game, the player(s) that lose the
missbon each loge | Materiel. while the player that
wins gains | Materiel. If players draw they do not lose
or gain Materiel.




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 Arenn Objectives as described on
- page 20 of Kill Team: Aresa and each player mustersa

Battle-forged kill team as described on page 18 of Kill

Teant: Arena,

THE BATTLEFIELD

This mission is plaved in a Killzone: Armorium
Stockpile. Create the hattlefield by placing two
Armorium Stockpile gameboards next to cach other
and setting up terrain exactly as shown on pages
12-13 of Kill Tewm: Arena. Then set up five objective
miarkers as gliown on the reverse of this card.

SCOUTING PHASE

Do niot resolve the Scouting phase in this miskon.

DEPLOYMENT

The teams roll off, and the team that loses the roll-off
chooses whether to deploy in Tearn A deployment
zanes of Team B, The other deployment zones will

b their opponents’ The teams then take it in turns

0 deploy ane model from either of their players’ kill
teains, starting with the team that lost the rll-off,
Models must be sct up wholly within one of their
own depl somves. 11 a team
1o set up, skip them, Once the teams have set up
their medels, deployment ends and the first battle

round begins.

BATTLE LENGTH
“The battle awtomatically ends at the end of battle
rownd 4.

1al
maodel

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
comditions that they satisfy (for a maximum of 3
victory points):

» They control ane oF more objective markers.

« They contral twa or mere objective markers,

+ They control more objective markers than their
apponents’ team.

A ream 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 i three or more models from
yonir team's kill teams charged in that phase,

At the end of the battbe, the team with the most
victory poinis is the winner. If there is a tie,
whichever team controls the most objective markers
a1 the end of the battle is the winner. If there is still a
tie, the game is a draw.




Intelligence indicates an opening in a powerful foc's defences - an automated shipment could
provide an casy route behind their lines and afford a small but daring group of warriors

a chance to wreak untold damage before escaping. All that they have to do is infiltrate the
distribution hub and stow away without causing so much alarm that they are discovered,

If you are playing a campaign, you can chooss to
play this mission instead of the Disrupt Supply
Lines mission.

THE KILL TEAMS

This is a missien for two players. Choase which
player will be the attacker and which will be the
defender {rall off if you can't agree - the winner
decides). Each player chiooses 1 Faction keyword, and
the players reveal their choices af the same time. Thea
each player chooses a Battle-forged kill team (see the
Core Manual) that only includes models with the
Faction keyword they chose.

THE BATTLEFIELD

This mission is played in a Killzone: Sector
Munitorum. Create the banlefisld and then the
defender sets up terrain, which must include at least
six Munitorum Armoured Containess. An example
of how you might do this is shown on the reverse
of this card. The attacker then choases which of the
shurt edges of the battleficld their deployment zone
is touching,

SCOUTING PHASE

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

DEPLOYMENT

The defender sets up their models, anywhere that is
more than 57 from the attacker’s deployment zone.
The attacker then scts up their models, wholly within
their deployment zone, Once the players have set up
all their madels, deployment erds and the first battle

Tound begins

SENTRIES
In the first battle round, the defender’s models cannot
move or Resct.

STOWAWAYS

The attacker’s models can stowaway in the
Munitorum Armeoured Containers, To do so, they
must begin the battle round within 1” harizgontally
and 4" vertically of that Monitorum Armoured
Comtainer, and can do nothing else in that bartle
round. I, at the end of the batthe round, they are

not shaken and there is no cnemy model within 4°
(except shaken models) they can stowaway — remove
them from the battleficld. They are not considered o
e ot of action, but stherwise play no further part in
the mission. Only one model can stowaway in each
Munitorum Armoured Container.

BATTLE LENGTH

At the end of battle round 4, the attacker rolls a D6,
The battle continues on a 34, otherwise the battle
ends. At the end of battle rodind 5, the attacker rolls a
D6 This time the battle continues on a 4+, otherwise
the battle ends. The battle antomatically ends at the
end of battle round 6,

VICTORY CONDITIONS

At the end of the battle, the attacker scores | victory
poirt far each of their models that successfully
stowed away, and the defender scores 1 victory point
for each of the attacker's models that is shaken or out
of action. The player with the most victory points is
the swinner. If the players have the same number of
victory points, the defender wins,

RESOURCES

I a campaign game if the attacker wins the mission,
the defender luses 2 Morale. If the defender wins the
mission, the defender gains 1 Materiel.

Attacker Tactic

Wse this Tactic at the end of the Movement
phase. Choose an enemy model that is not

shalen and is mot within 17 of a medel
froan your kill team, and move them 37,
You cannot mave them throwgh dangerous
terrain and you cannot make them jump
down, This move does not affect what the
model is abde to do in this battle round
teg. if that neodel was Readied, they are
still Readied)

Defender Tactic

Use this Tactie at the beginning of the frst
Battle round. Choose one me<del from your
Baall nemm. That made] is not affected by the
Sentrics rule,




Working with steel-cold precision, Deathwatch kill teams are able to strike at pivotal enemy
strongpoints without compromising important strategic locations of their own.

1f you arc: playing a campaign, you can choose to play
this mission instead of the Assassinate or Sweep and
Clear missions, 28 long as at least one of the players

o will take part is using the DEATHWATCH Faction.

THE KILL TEAMS

This is & missian for two to four players. One of those
players is the Deathwatch player. If more than one
player wishes ta be the Deathwatch player, those
players roll off and the winner is the Deathwatch
player. Each player chooses a Faction keyword, and
the players reveal their choices at the same time, The
Dreathwatch player must chaase the DEATHWATCH
Faction, Then each player chooses a Battle-forged
kill teany (see the Core Mannal) that only incledes
models with the Faction keyword they chose,

THE BATTLEFIELD

Create the battlefield and set up terrain. Examples of
hove you might do this are shown on the reverse of
this card. Each player se1s up one abjective marker
in a different deployment zone, at least 6° away from
the edge of the battlefield, The objective marker in

a player’s deployment zone is known as that player's
home objective, while all ather objective markers are
known to that player as enemy objectives.

THE SCOUTING PHASE

Resolve the Scouting phase (see the Core Manual).

DEPLOYMENT

The Deathwatch player has the greatest strategic
advantage. In a three- or four-player game, the
remaining players then each roll 206, The highest
scorer has the second greatest advantage in this
mission, the next highest gets the third greatest
advantage and 5o on. Any players who roll the same
result roll their dice again to determine which of
thern has the greater advantage. The players then take
it in tarn, in the order of greatest to least advantage,
1o choose their deployment zone. A player may

anly chaase o deployment 2one in which there is an
objective marker.

The players then take it in turn to deploy one model
froem their kill team, in the order of least to greatest
advantage. Models must be set up wholly within
their own deployment zone, and more than 3° from:
any other player's deployment zone. Onee all players
have set up one model, they do so again in the same
arder, and s0.0n, I3 player runs out of medels 1o
set up, skip them. Once the players have set up all
their reodels, deployment ends and the first baitle
round begins.

BATTLE LENGTH

At the end of battle round 4, the Deathwatch player
rolls a D6, On a 3+, the game continues, otherwise
the game is over, Al the end of battle round 5, the
same player rolls 4 D6 This time the game continues
on a 4+, otherwise the game is over: The battle
automatically ends ai the end of battle round 6.

PosiTioNn COMPROMISED

In the Morale phase, if a player's home objective is
held by an opponent, add 1 o all Nerve rolls that
player makes,

VICTORY CONDITIONS

At the end of the game, each player scores | victory
point for each enemy model that was taken out of
action by one of their models’ attacks or psychic
powers, | victory point for holding their home
objective, and 3 victory paints for holding an enemy
abjective. The player with the most victory points is
the winnes. [f players are tied for the most victory
points, those players draw. Any other players lose.

RESOURCES

In a campaign game the player(s) that lose the
mission each lose 2 Morale. If players draw they do
not lose Morale.




MATCHED PLAY MISSION
SWEEP AND CLEAR

When securing territory, it is imperative that all enemy forces are driven oul of it, lest lurking saboleurs
strike al supposedly safe locations. Kill teams are ofien employed in this task, sweeping contested areas
quickly and stealthily lo 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 al the same time. Then each player chooses a
Battle-forged kill team (see page 62) that only indudes
maodels with the Faction keyword they chose.

THE BATTLEFELD

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 cenire of
the battleficld 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 2136, The highest scorer has the
greatest strategic advantage in this mission, the next
highest pets the second greatest advantage and so on.
Any players whao roll the same resuli 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
lo least advantage, Lo choose their deploymenl 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
madel, 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 sel 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 playver 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, al the end of battle round 5, the
player with the greatest advantage again rolls a D6. This
time the baitle continues on a 4+, otherwise the baitle
ends. The battle automatically ends at the end of baitle
round &

VICTORY CONDITIONS

If the battle ends because there is only one unbroken

kill team on the battlefield, that kill teamis 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 nol lose Territory.




MATCHED PLAY MISSION
TAKE PRISONERS

Kill iteam operatives are ofien privy lo sensilive 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 extracied 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 al the same time, Then each player chooses a
Battle-forged kill team (see page 62) that only includes

THE BATTLEFELD
Create the battlefield and set up terrain. Examples of
how you might do this are shown below.

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

DEPLOYMENT

The players each roll 2Dé. 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
1o 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 batile round 4, the player with the greatest
advantage rolls a D6 The baitle conlinues on a 3+,
otherwise the battle ends. At the end of baitle round 5,
the player with the greatest advantage again rolls a D,
This time the battle continues on a 4+, otherwise the
battle ends. The battle automatically ends al the end ol
battle round 6.

VICTORY CONDITIONS

Each player scores 3 viclory 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 caplured. The player with the mosi viclory
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 caplured by your kill leam 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
slill considered to be out of action, and in a campaign
game the models 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 nol lose any resources.

Three- ta four-player battlefield using two gameboards



In this sparsely built area, the high ground is all important for a commander secking tactical
supremacy. Unfortunately, such a prize is rarely claimed without a fight, and a kill team
seeking an ideal sniper's eyrie often needs to dislodge its current occupants first.

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 twa to four players. Each player
chooses a Faction keyword, and the players reveal
their choices at the same time. Then each player
chposes a Batle- forged kall team (see the Care
Manual} that only includes models with the Faction
keyword they chose. Each kil team can cost up to
125 points.

THE BATTLEFIELD

This mission is played in s Killzone: Sector Sanctoris.
Create the batticfield and set up terrain. Examples of
o you riright do this aze shown en the reverse of
this card,

SCOUTING PHASE
Resalve the Scouting phase as described in the
Core Manual.

DEPLOYMENT

The players each roll 206, The highest scorer has
the greatest strategic advantage in this mission, the
next highest gets the seoond greatest advantage and
50 on. Any players who roll the same result roll their
dice again 10 determing which of them has a greater
advantage. The players then take it in tuen, in the
arder of greatest to least advantage, to choose their
deployment zonc,

‘The players then take it in turn, in the order of Jeast
Lo grestest advantage, to deploy one model from their
Kill team. Modeis must be set up whelly in their own
deployment zone, Onee all players have set up one
moded, they do so sgatn i the sme order, and so on,
1fa player runs out of models to set up, skip them.
Once the plavers have set up all of their models,
deployment ends and the first battle round begins.

BATTLE LENGTH
If, at the end of & battle round, there is only one
bralken kil teim on the bandefield, the battle ends,

If the battle does not end otherwise, at the end of
battle round 4, the player with the greatest strategic
advantage rolls a D6, The battle continses o a 3+,
otherwise the battle ends. 17 the battle does not end
otherwise, at the end of batile round 5, the same:
player rolls 2 D6, This time the battle continues on a
4+, atherwise the battle ends. The battle avtomatically
ends at the end of battle round 6.

VICTORY CONDITIONS

It thers is only one unbroken kill team on the
batlefield ax the end of the bartle, that kill team's
player wins. Otherwise, whichever playes has the
mast models wholly on the shrine floor(s) at the
end of the battle (other than shaken models) wins,
I players are tied for the most models wholly on
the shrine floor(s), the tied players deaw. Any other
players lose,

RESOURCES

In a campaign game, the playes(s) that lose the
mission each lose 1 Morale and | Territory. If players
draw they do not lose Morale or Territory.




When faced with a Tyranid force of any size, bitter experience has taught many commanders

to target their leader beasts at all costs. However,

d structure is

ing its prey's

alse a common strategy of the Hive Mind, and is often the sole task of its vanguard units.

1f you are playing a campaign, you can choose to play
this mission instead of the Assassinate or Sweep and
Clear missions, as long as at least one of the players
who will take part is using the TYRANIDS Faction.

THE KILL TEAMS

This s a mission for two o four players. One of thase
players is the Tyranids player. If more than one player
wihihies to be the Tyranids playes, those players roll
off and the winner is the Tyranids player, Each player
chooses a Factlon keyword, and the players seveal
their choices at the same time, The Tyranids player
must choose the TyraxNtos Faction. Then each
player chooses a Bastle-forged kill team {see the Core
Manual) that only includes maosdels with the Faction
keyword they chose,

THE BATTLEFIELD

Create the banleficld and set up terrain. Examples of
henw you might do this are shown on the reverse of
this card.

THE SCOUTING PHASE

Resalve the Scouting phase (sec the Core Manual}.

DEPLOYMENT

The Tyranids player has the greatest strategic
advantage. In a three- or four-player game, the
remakning players then each roll 206, The highest
scarer has the second greatest advantage in this
missbon, the next highest gets the third greatest
advantage and so on. Any players who roll the same
result roll their dice again to determine which of
them has the greater advantage. The players then take
it in turn, in the order of greatest to least advantage,
1o choose their deployment zone,

The players then take it in turmn to deploy one model
Trotr their kil team, in the arder of least 1o greatest
advantage. Models must be sct up wholly within
thelr own deployment 2one, and more than 3° from

any other player’s deployment zone, Once all players
have set up one model, they do so again In the same
order, and 5o on. Il 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 ends at the end of a battle round if there

is only one unbroken kill team on the battlefield.
Onherwise, at the end of batile round 4, the Tyranids
player rolls a D6. On a roll of 3+, the game continues,
atherwise the game is over. If the battle docsn't end
as described above, at the end of battle round 5,

the Tyranids player rolls a 14, This time the game
continues on & 4+, otherwise the game s over. The
batle antomatically ends at the end of battle round 6.

DECAPITATED

If your kill team is not broken at the end of the
Morale phase but your Leader has been taken out of
action, your kill team s broken.

VICTORY CONDITIONS

11 the battle ends because there is only ane unbraken
kil team on the battlefield, that kill teams player
wing. Otherwise, a player scores 2 victory points for
each enemy Leader taken out of action by one of
their models' attacks or psychic powers, and 1 victory
point for each other enenry specialist taken out of
action by ane of their models' attacks or psychic
powers. The player with the most victory points is the
winner, If players arc tied for the most victory points,
those players deaw. Ay other players lose,

RESOURCES

Ina campaign gnme the player{s) that loge the
misshon each lose 2 Morale. If players draw they da
not lose Morake.




MATCHED PLAY MISSION
TERROR TACTICS

An enemy force whose nerve has failed them is litile more than a gaggle of victims waiting o be
slaughtered. Some commanders deploy kill teams on dedicated lerror 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 Iwo to four players. Each player
chooses a Faction keyword. and the players reveal their
chioices al 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,

Create the batilefield and set up lerrain. An example of
how you might do this is shown below.

SCOUTING PHASE

Besolve the Scouling 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 advanlage and so on.
Any players wheo 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

Al the end of battle round 4, the player with the greatest
advantage must roll a D6. On & 3+, the game conlinues,
otherwise the game is over. [f the battle doesn’t end as
described abowe, at the end of battle round 5, the player
with the greatest advantage must roll a Dé. This time the
jame 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
muodels 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. [f 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 50 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. I players draw they
do nol lose Morale,

Three- to four-player battlefield using twe gameboards



A cache of genetic sampl
are amongst the first to descend upon the bounty, fuelled by motives dark and sickening,

has become

If you are playing a campaign, you can choose to play
this miseinn instead of the Assassinate or Sweep and
Clear missions, a5 long as at least one of the players
whe will take part is using the DRUKsART Faction,

THE KILL TEAMS

This is a mission for two 1o four players, One of those
players is the Drukhari player. I more than one
player wishes to be the Drukhari playes, those players
roll off and the winner is the Drukhari player. Each
player chooses « Faction keywarsd, and the players
reveal their choices at the same time. The Drukhari
player must choose the Drukiar: Faction. Then
each player chooses a Battle-forged kill team (se¢ the
Core Manual) that only includes models with the
Faction keyword they chose.

THE BATTLEFIELD

Create the battlefield and set up terrain. Examples of
haow you might do this are shown on the reverse of
this card. One objective marker is then set up in the
centre of the battlefield. This represents the Casket.

THE SCOUTING PHASE

Resolve the Scouting phase (sce the Core Manual),

DEPLOYMENT

The Drukhari player has the greatest strategic
advantage. In & three- or four-player game, the
remaining players ther each rall 206, The highest
scorer has the second greatest advantage in this
mission, the next higheat gets the third greatest
advantzge and 50 on. Any players who roll the same
result roll their dice again to determine which of
them has the greater advantage. The players then take
it in turn, in the order of greatest to least advantage,
to chowose their deployment zone.

“The players then take it in tuen 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, and more than 37 from

d from an Imperial supply line, and Dirukhari

anyy other player's deployment zone. Onee all players
have set up one model, they do so again in the same
order, and g0 on, If a player runs out of meoedels to
setup, skip them. Cince the players have set up all
their medels, deployment ends and the first battle
round begins.

BATTLE LENGTH

‘The battle ends at the end of a battle round if there

is only ane uabroken kill team on the battlefield.
Otherwisc, at the end of battle round 4. the Drukhari
player rolls a D6, O a 3+, the game continues,
otherwise the game is over. At the end of battle round
5, the Drukchari player rolls a D6, This time the game
comtinues on a 4+, otherwise the game is over. The
battle automatically ends at the end of battle round 6.

THE CASKET

Any specialist can carey the Casket by moving into
comtact with it while it is not being carried - that
model then autematically picks it up. From that podnt,
the Casket remains with the model (move the Casket
with the model to show this) until it is dropped,
which only happens if the model is take aut of
action, A model careying the Casket cannot move
further than 9° in any single phase for any reason.

VICTORY CONDITIONS

At the end of the battle, if a model from a player’s kill
team is carrying the Casket, then that player wins the
‘mission. If the Casket is not being carried, then sach
player scores 1 victory point for cach enemy model
taken out of action by cne of their models” attacks

or psychic powers, and the player with the most
victory polnts is the winner, If players are tied for the
most victory points, those players draw. Any other
players Inse.

RESOURCES

Ina campaign game the player(s) that lose the
mission each lose 1 Morale. If players draw they do
niot lase Morale.




Scattered and surrounded, the elite brethren of the Deathwatch remain ever steadfast in their
task. Though the foc appear to reinforce themselves tirelessly, these Adeptus Astartes will not
relent until the kill zone is cleared.

If you are playing a campaign, you can choase o play
this mission instead of the Feint mission as long as at
least one of the players who will take part s using the
DEATHWATCH faction.

THE KILL TEAMS

This is a mission for two players. One of those players
is the Deathwvateh player. If more than one player
wishes 1o be the Deathwatch player, those players roll
off and the winner is the Deathwatch player. Each
player chooses a Faction keyword, and the players
reveal their cholces at the same time, ‘The Deathwatch
player must chaose the DEATHWATCH Faction. Then
each player chooses a Batthe-forged Kill team (see

thse Core Manual) that only inclisdes models with

the Faction keyword they chose, The player using

the Deathwvatch kil team is the attacker and their
apponent is the defender. The defender can spend an
additional 50 points on their kil team.

THE BATTLEFIELD

Create the battlefield and set up terrain, An example
af how you might do this is shown on the reverse of
this card_

THE SCOUTING PHASE

Hesolve the Scouting phase (see the Care Manual),

DEPLOYMENT

The players roll off, and then alternate setting up
mandels starting with the player who lost the roll-off,
A player’s models must be set up wholly within their
deployment zone, The defender may only deploy

up to half of the total number of models in their kil
teamy; the remainder are kept off the battleficld in
reserve. Ifa player runs out of eligible models to set
up, skip them, Continue setting up models until both
players uave set up all eligible models; at this point
deployment ends and the fiest battle round begins.

QuELL THE TIiDE

In ench battle round, at the end of the Mavement
phase, the defender may deploy a number of modeks
frorn their kill team that were kept in reserve equal
10 the number of models from their kill team that
were taken out of action in the previous battle round.
‘The defender places these models anywhere in their
deployment zone that is more than %° from enemy
models. They are considéred to have moved In

this phase.
BATTLE LENGTH

The bathe ends at the end of a battle round if there

is only one unbroken kill team on the battlefeld.
Dtherwise, at the end of battle round 4, the
Deeathwatch player rolls a D6, O a 3+, the game
continues, otherwise the game is over. If the game
des not end as described abave, at the end of batile
round 5, the Deathwatch player rolls 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,

VIGTORY CONDITIONS

1f the battle ends because there is only one unbroken
kill team on the battlefield, that kill team’s player
wins. (herwise, each player scores | victory point
for each enemy model taken out of action by one of
their models” attacks or psychic pawers. The plaver
with the most victory points is the winner. If there i
a the, the attacker wins,

RESOURCES

Ina campaign game the player that loses the mission
Boses 2 Materiel, and the player that wins gains

1 Territory.

Attacker Tactic

Use this Tactic in the Shooting phase, before
sheoting with one of your models. When

muaking the next shooting attack, ignore any
modifiers for the target being abscured,

Defender Tactic

Use this Tactic al the stact of the Shooting
phase. Select one model in the opponents
kill team to be your chosen prey. Re-roll

all hit and wound rolls of 1 for attacks that
target that mocded until the end of the phase.




Orks may be bratal, but they can be cunning too. They have even been known to offer up their
hard-won (or sneakily scavenged) loot in order to tempt rivals or enemies into a fight. Though
they risk Iosing the loot in the act, the chance of a good fight is usually enough of an excuse!

Ifyou are playing a campaign, you can choose to play
this mission instead of the Assassinate or Sweep and
Clear missions, as long as at least one of the players
who will take part is using the Onks Faction,

THE KILL TEAMS

‘This is a mission for twa ta foar players. One of
those players is the Orks player. If more than one
player wishes to be the Orks player, those players rell
off and the winner is the Orks player. Each player
chooses o Faction keyword, and the players reveal
their choices at the same time. The Orks player must
choose the OrKs Faction. Then cach player chooses.
a Battle-forged kill tearm (see the Core Manual) that
only includes models with the Faction keyword
they chose.

THE BATTLEFIELD

Create the batthefield and set up terrain. Examples
of how you might do this are shown on the reverse
of this card. Set up a stack of objective markers
equal to the number of players as dlose ns possible 1o
the centre of the battlefield. The objective markers
represent loot counters in this mission,

THE SCOUTING PHASE

Resolve the Scouting phase {see the Core Manual),

DEPLOYMENT

Thie Orrkes player has the greatest strategic advantage.
In a three- or four-player game, the remalning players
then each roll 206. The highest scorer has the second
greatest advantage, the next highest gets the third
greatest advantage and s0 on. Any players who roll
the same result roll their dice again to determine
which of them has the greater advantage. The players
then take it in tuem, in the order of greatest 1o least
advantage, to choose their deployment zone.

The players then take it in turn to deploy one model
from theie il team, b the order of least 1o greatest

advantage. Models must be set up wholly within
their own deployment zone, and more than 37 from
amy other player’s deployment zone. Once all players
have set up one model, they do so again in the same
worder, and so on. If a plyver runs out of models o
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 Orks player rolls
6. On a roll of 3+, the game continues, otherwise
the game is over. At the end of battle round 5, the
Orks player rolls a D6, This time the game continues
on a ++, otherwise the game is over. The bastle
sutomatically ends at the end of battle round &,

MAKING OFF WITH THE LooT

A model can carry 2 single loat counter, and can pick
ome up if it ends its move in the Movement phase
within 2” of a leot counter — move the loot counter
with the model carrying it cach time they move.

Thse model cannot Advance, and will drop the boot if
taken out of action, after which any model can pick

it up as normal. A model with a leot counter can be
moved off any edge of the battlefield in the Movement
jphase, if that model’s move is sufficient to take them.
wholly over the edge of the battlefield. A model that
escapes this way is not considered to be out of action,
bt takes no further part in the mission.

VICTORY CONDITIONS

The player that had the most models successfully
escape with loot counters by the end of the baitle (see
above) wins, If players are tied for the most models
escaped, those players draw. Any other players lose,

RESOURCES

In o campaign game the player(s) that lose the
mission each lose 1 Morale, and the winner gains 1
Morale, Players that draw do not lose or gain Morale.




Mot all uprisings go to plan or ¢ven come to froition. On occasion, authoritics are forewarned
and the cult finds itself caught off guard before they are ready to reveal themselves. At such
times, they must often retreat and go into hiding before their work is destroyed.

IE you are playing o campaign, you can choose 1o play
this mission instead of the Ambush mission a5 long as
at least ane of the players who will take part is using
the GENESTEALER CULTS Faction,

THE KILL TEAMS

This i a mission for two players, One of those players
is the Genestealer Cults player. If more than one
player wishes to be the Genestealer Cults player, those
players roll off and the winner is the Genestealer
Cults player. Each player chooses a Faction keyword,
and the players reveal their choices at the same

tire. The Genestealer Cults player must choose the
GENISTEALER CuLTS Faction. Then, each player
chooses a Battle-forged Kill team (sec the Core
Manual) that only includes models with the Faction
keyword they chose. The Genestealer Cults player Is
the defender and their opponent is the attacker,

THE BATTLEFIELD

Create the battlefield and set up terrain, An example
of how you might o this is shown on the reverss

of this card. Then set up two objective markers 17
from the short edge of the battlefield closest to the
artacker’s deployment 2one, as shown on the map.

THE SCOUTING PHASE

Resolve the Scouting phase (sce the Core Manual),

DEPLOYMENT

The players take it in turn to deplay one model from
their kill team, starting with the defender. Models.
must be st up wholly within their awn deployment
zone. Once a player has set up all their models, their
opponent continues setting up models until bath
players have get up their kill teams. Once the playess
have st up their models, deployment ends. and the
fiest 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 battlefeld.
Otherwise, at the end of battle round 4, the attacker
rolls a D6, The battle continues on a 3+, otherwise
the battle ends. 1f the battle doesn't end as described
above, at the end of battle round 5, the attacker ralls a
Di6. This time the battle continues an a 4+, otherwise
the battle ends. The battle automatically ends at the
end of battle round 6.

1§ 2 defender's model finishes a move within 2° of

an objective marker, the player can remave that
model from the battleficld, That model is said to have
escaped. Models which escape are not treated as out
of action (e.g. for the purposcs of checking whether
their kill team is broken).

VICTORY CONDITIONS

If the battle ends becanse there is only one unbroken
kill team on the battlefield, that kill team's player
wins. Ortherwise, the defender scores 2 victory points
far cach model which cscapes. The attacker scores

1 victory point for each defenders madel which is
taken out of action, or 2 victory points if that model
is a Leader. The player with the most victory poinis is
the winner, If the players are tied for victory points,
the attacker wins.

RESOURCES

I a campaign game, if the defender wins the
misshon, the attacker loses 1 Morale and | Territory.
IF the amacker wins the mission, the defender Joses
1 Territory.

Defender Tactic

Use this Tactic when it is your ten o pick a
model to sheat with, You can pick a made
which has escaped the battleficld. When you
do so, draw line of sight and measure range
from any point on the short edge of the
hastlefield closest 10 the atacker’s deployment
zome. The maodel is considered to have moved
in the preceding Movement phass,

Attacker Tactic

Use this Tactic at the start of a battle round.
Pick an abjective marker within 2" of a
model from your kill team {other than a
shaken maodel). Models from the defenders
kill team cannot escape the bastlefield whilst
they are within 2" of that objective marker
until the end of the battle round,




OPEN PLAY MISSION

\

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
& Commanders mission, in which
case each kill team must include
one Comimander. .

THE BATTLEFIELD

This mission is played in Killzone:
Ministorum Shrine. Set up terrain
as shown on pages 26-27,

DEPLOYMENT

The defender sets up thelr models
first, All of their models must be
set up within 6" of the centre of the

battlefield. The artacker then sets
up their models. They must be set
up anywhere that is whally 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 cannaot
place a third model within 3" of
the same trapdoor until all have
two models within 3°, and so on

Tue Express Horpe

In this battle, each time an
Injury roll is made for one

of the attacker’s models, it is
autematically an ‘vut 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
whaolly within 37 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 CONDITIONS

At the end of the battle, the
defender wins il at least one of
their models is on the battlefield.
Any other result is a win for

the attacker,




NARRATIVE PLAY MISSION
TIP 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 & 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 vou might do this is shown below,

SCOUTING PHASE

Resalve the Scouting phase as described in the Kill Team
Core Manual,

DEPLOYMENT

The players alternate setting up models, starting with the
defender. If 4 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

Attacker'’s
Deployment Lone

BATTLE LENGTH

Use the Variable Battle Length rules (pg 19) - the plifyer
with the initiative in that battle round rolls. In addition,
if there is only one unbroken kill team on the battlefield
it the end of a battle round, the battle ends,

VICTORY CONDITIONS

It 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 victary paints 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 isa
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.




Any aspiring Nob worth their teef knows that reputation is everything - Orks naturally follow
the biggest and toughest of their kind, and there’s no better way to prove that you're the
biggest and toughest than finding the most menacing foe you can and giving them a kicking!

I you are playing a campaign, you can choose o
play this mission instead of the Disrupt Supply Lines
mission, as long as at least one of the players who will
take part is using the Onss Faction,

THE KILL TEAMS

‘This is a mission for two o four players, One of
those players s the Orks player. Ifmore than one
player wishes to be the Orks plaver, those players roll
off and the winner {s the Orks player. Each player
chooses a Faction keyword, and the players reveal
thele cholces at the same thme. The Orks player must
choose the Orks Faction. Then each player chooses
a Bartle-forged kill team (see the Core Manual) that
anly incledes models with the Faction keyword they
chose. Each kill team can cost up (o 125 pokbnts.

THE

Create the bastlefield and set up termin, Examples of
how you might do this are shown on the reverse of
this card.

THE SCOUTING PHASE
Resolve the Scouting phase as described in the
Core Manual.

DEPLOYMENT

Use the Standard Deployment rules (see Kl Team:
Elites) with the exception that the Orks player has the
greatest strategic advantage — the other players roll
10 determine their advintage relative (o each other

a5 normal,

BATTLE LENGTH
Use the Variable Battle Length rules (see Kill Team:
Elites) — the Orks player molls.

CHAMPION

In the first batile round, keep a tally of the number
of models taken out of action by each models attacks
and psychic powers. Whichever model Tas the
highest tally at the end of the round is the champion.
If models are drawn for the highest tally, randomly
determing among them which is the champion, If
no models have been taken ont of action by attacks
or peychic powers, or if the champion is taken out of
action by anything ather than another models attack
or peychic power, use these rules again in the next
battle round, and so e,

TrROPHY

1f 2 model takes 2 champion out of action with an
attack or o psychic power, they claim a trophy and
become the champion,

VICTORY CONDITIONS

At the end of the batile, If there s a champlon on
the battlefield, the player whose kill team includes
the champlon wins. If there is no champion on the
battlefield at the end of the battle, whichever player’s
Kill team claimed the meost trophies wins. If players
are tied for the most trophies, those players draw.
Any other players lose.

RESOURCES

In a campaign game the playes(s) that lose the
adssbon each lose | Morale and 1 Territory. Flayers
that draw dio not lose any resources,




The environments that kill teams are sent into are often extremely hazardous, but particularly
luckless individuals may find themselves tasked with eliminating enemy agents in a battlefield
that is still under bombardment - they have a chance of survival and success where a larger

force could be targeted and destroyed.

IF you are playing o campaign, you can ehoode to play
this mission instead of the Disrupt Supply Lines or
Take Prisoners missions,

THE KILL TEAMS

This is a mission for two to four players. Each player
chooses o Faction keyword, and the plavers reveal
their chojces at the same time, Then each player
chooses a Battle-forged Kill team (see the Core
Manual) that only includes models with the Faction
keyword they chose.

THE BATTLEFIELD

This mission is played in a Killoone: Wall of Martyrs.
Create the battlefield and set up terrain, Examples of
how you might do this are shown on the reverse of
this card,

SCOUTING PHASE
Resolve the Scouting phase as described in the
Core Manual,

DEPLOYMENT

The players each roll 2%, The highest scorer has
the greatest sirategic advantage in this mission, the
next highest gets the second greatest advantage and
saon, Any players who roll the same result roll their
dice again to determine which of them las a greater
advantage. The players then take it in turn, in the
order of greatest o least advantage, to choase their
deployment zone.

The players then take it in turs Lo 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 mosdel, they do so again in the same order, and
sooon. [Fa player runs out of models to set up, skip
them, Once the players have set up all their modets,
deploynsent ends and the first battle roand begins,

STRAY SHELLS

At the beginning of each battle round, randomiy
determine a piece of terrain, All models within 27 of
that piece of terraln suffer a mortal wound,

BATTLE LENGTH

The battle ends at the end of a battle round if there
is only one unbroken kill team on the banleficld.
Dtherwise, at the end of bavtle round 4, the player
with the greatest advantage rolls a 16, The battle
continues on a 3+, otherwise the bande ends, 7 the
hattle doesn't end as described above, at the end of
battle round 3, the player with the greatest advantage
rolls o D6, This time the battle continues on a 4+,
otherwise the battle ends. The bautle automatically
ends at the end of battle round 6,

VIGTORY CONDITIONS

If the battle ends because there is only one unbroken
kil team o the battlefield, that kill team's player
wins, Otherwise. each player scores 1 victory point
for cach cnemy model taken out of action by one of
their models’ atacks or psychic powers. The player
with the mast victory poings is the winner, If players
are tied for the most victory points, those players
draw, Any other players lose.

RESOURCES

In & campaign game, the player(s) that lose the
mission each lose 1 Morale and 1 Territory. If players
draw they do not lose or gain resources.




When a Genestealer Cult reveals itself, specially trained teams of fighters will be deployed
at speed to destroy the command infrastructure of their oppressors and pave the way for the
coming of the glorious Four-armed Emperor.

1§ you are playing a campaign, you can choose to play
this mission instead of the Assassinate mision as
long as at least ane of the players who will take part is
uging the GENESTRALER CULTS Faction.

THE KILL TEAMS

‘This is 4 mission for two players. One of those players
is the Genestealer Cults player. If mare than one
Pplayer wishes 1o be the Genestealer Cults player, those
players roll off and the winner is the Genestealer
Cults player. Exch player chooses 3 Faction keyword,
and the players reveal their choices at the same

time. The Genestealer Cults player must choase the
GENESTEALER CULTS Faction. Then, each player
chooses a Battle-forged kill team (see the Core
Manual) that only includes models with the Faction
keyword they chose. Each kill team can cost up to 200
points. Both players must include one Commander

in their kill team. The Genestealer Cults player is the
attacker and their opponent is the defender.

THE BATTLEFIELD

Create the battlefield and set up terrain. An example
aof how you might do this is shown on the reverse of
this cand.

THE SCOUTING PHASE

Do ot wse the rules for the Scouting phase in
this mission.

DEPLOYMENT

The defender sets wp their kill team wholly within
their deployment zone. The attacker then sets up
their kill team wholly within their deployment zones,
dividing their models as they wish between their
twao deployment zomes. Onee the players have set up
their mosdels, deployment ends and the first bastle
round begins.

BATTLE LENGTH

The battls ends at the end of a battle round if there

Is only one unbraken kill team on the battlefield.
Otherwise, at the end of battle round 4, the attacker
rolls 3 D6, The battle continues on a 3+, otherwise
the battle ends. If the bartle doesn't end as described
above, at the end of banle round 5, the attacker rolls a
136, 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

If the battle cnds because there is only one unbroken
kill team on the hattlefield, that kill teams playes
wins. Otherwise, at the end of the battle, if the
defender’s Commander has been taken out of
action, the antacker is the winner. If the defender’s
Commander is still on the battlefield at the end of the
battle, the defender Is the winner.

RESOURCES

In a campaign game, if the attacker wins the mission,
the defender loses 1 Morale and 1 Intelligence, 1If
the defender wins the mission, the attacker loses

1 Morale.

Attacker Tactic
Use this Tactic at the start of the Morale

phase. Models from your kil team
automatically pass Nerve tests until the end
of the phase.

Defender Tactic

Use this Tactic at the start of the bartle
round. Pick a madel from your kill team,
Until the end of the battle round, each time
your Commander suffers a wound whilst
within 3" of this model. you can roll a dice.
Ona 3+, that wound is instead inflicted on
the madel you picked (unless that model

is shaken).




Kill teams are often sent ahead of a large invasion force to gather intelligence, map out secure.
routes and clear traps to ensure that when the invasion is launched it strikes with devastating
force. The odds are stacked against them though - they venture into cnemy territory with no
idea of the obstacles they may face or if they are walking into an ambush.

If you are playing a campaign, you can choose 1o play
this mission instead of the Feint mission,

THE KILL TEAMS

This is a mission for two players. Choose which
player will e the attacker and which will be the
defiender (roll off if you can't agree - the winner
decides). Each player chonses & Faction keyword, and
the players reveal their chioices at the same time, Then
each plaver chooses a Battle-forged kill ream (see the
Core Manual] that only includes models with the
Faction keyword they chose.

THE BATTLEFIELD

This missian is played in a Killzone: Wall of Martyrs.
Create the banlefield and set up terrain. An example
af haw you might do this is shown on the reverse

of this card. The defender then scts up 3 oljective
markers on the battlefield. Each objective marker
must be at least 4" from ather objective markers and
6" from the edge of the board.

‘The defender then secretly chooses three pieces of
terrain and notes those down clearly on a piece of
paper. These pieces of terrain are trapped {sec right].
The players then roll off, and the winner chonses
which of the long edges of the battleficld their
deployment rone is touching.

SCOUTING PHASE

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

DEPLOYMENT

The players roll off, and then alternate setting up
nodels, starting with the player who bost the roll-off.
A player's models must be set up wholly within their
deplayment zone, If a player runs out of models 1o 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 hattle round begins.

TRAPPED

& model from the attacker’s kill team moves within
1” of a trapped terrain piece, or begins their move
within 17 of one, the defender must reveal this,

The players roll off. If the attacker wins, the trap is
spoited and disarmed, If the defender wins. the irap
detonates, and the attacker's model suffees D3 mortal
wounds. The terrain is then no longer trapped.

AREA SECURED
At the end of each battle round, remove any objective
markers the attacker controls from the battlefield.

BATTLE LENGTH

At the end of battle round 4, the defender rolls 2 D6,
The battle continues on 4 3+, atherwise the battle
enads. At the end of battle round 5, the defender ralls a
D&, This time the battle continues on a 4+, atherwise
the battle ends. The battle automatically ends at the
end of battle round &,

VICTORY CONDITIONS

At the end of the battle, the attacker seores 1 victory
puing for cach trap they disarmed, and for each
abjective marker remaved from the battlefield, The
defender scores | victory point for each trap that
detanated, and for each objective marker still on
the bantleficld. In additisn, a player scares 1 viciory
paknt if the enemy kill team is broken, The player
with the most vietory paints is the winner. If the
players have the same number of victory peints, the
dofender wins.

RESOURCES

Ina campaign game, if the attacker wins the mission,
the defender loses 2 Territory: If the defender wins
the mission, the artacker loses 1 Morale.

Attacker Tactic

Use this Tactie at the beginning of your men
in the Movement phase, Add 1 toall rolls
you make for the Trapped rule on the front
of this card until the end of the phase.

Defender Tactic

Lise this Tactic at the beginning of the banle
sound. Until the end of the battle round,
the attacker cannol remove any objective
markess while you have at least one modsl
Ithat is not shaken) within 2° of that
objective marker.




The diabolical chemists of the Plague Planet have excelled themselves and produced a
singularly potent weapon. Your team has been tasked with delivering it secretly and safely to a
facility that will distribute it across the planet and bring the blessings of Nurgle to billions.

1f you are playing a campaign, you can choose to play
this mission instead of the Ambush mission as long as
at least one of the players who will take part is using
the DEaTh Guanme Faction,

THE KILL TEAMS

This is @ mission for two players, One of those players
is the Death Guard player. If more than one player
wishes 1o be the Death Guard player, those players
roll off and the winner is the Dieath Guard player.
Each player chooses a Faction keyword, and the
players reveal their chodces at the same time, The
Death Guard player must choase the DEATH GUARD
Faction. Then each player chooses a Baitle-forged

Kill team [see the Core Manual) that only includes
models with the Faction keyword they chose. Each
Kill team can cost up 1o 125 paints. The Death

Guard player is the attacker and their opponent is
the defender.

THE BATTLEFIELD

Create the battlefield and set up terrain. An example
aFhow you might do this is shown ot the reverse of
this card.

THE SCOUTING PHASE

Do not use the rules for the Scouting phase in
this mission,

DEPLOYMENT

The attacker cets up all of their models first. A

player's models must be set up wholly within their
deployment zome, Once the attacker las setwp all of
their models, they place an objective marker touching
the base of one of their models, and then the other
ployer sets up all of their models. Once the players
have set up all their models, deployment ends and the
first battle round begins,

PLAGUE VAT

When the attacker chooses one of their models

1o mwve in the Mavement phase, if the objective
marker (representing the plague vat) is touching
that models base and has not been moved in this
phase, that model can move the plague vat Remove
the plague vat fram the battlefield, and once the
myodel has moved, place it on the batthefield touching
that models base. Until you have placed the plague
vat back on the battlefiedd, that model is said to

be maving the plague vat, A model cannot make

a charge attempt and move the plague vat in the
same phase,

1f the model moving the plagae vat is shaken or t2ken
out of action, place the plague vat on the batlefield
touching their base before the model is removed from
the battlefield.

A model moving the plague vat can move off the
hartlefield edge labelled vector rowte, il they have
sufficient movemnent to reach that battlefield edge.

BATTLE LENGTH

Use the Variable Bantle Length rules (see Kill Tearn;
Elffes) — the attacker rolls. In addition, if one of
the attacker'’s models moves the plague vat off the
batthehicld, the battle ends immediately.

VIGTORY CONDITIONS

1f the battle ends because the attacker moved the
plague vat off the battlefield, the artacker wins,
Oiherwise the defender wins,

RESOURCES

In a campalgn game, if the attacker wing the mission,
the defender boses 2 Materiel. If the defender wins the
mission, the attacker loses 1 Mateciel

Attacker Tactic

Lse this Tactic when you choose a madel
to-move in the Movement phase, and that
madel can move the plague vat. Add D3
to the distance that model can move in
this phase, If you do se, the model must
move the plague vat. The madel may

still Advance.

Defender Tactic

Use this Tactic when a madel from your
kill team would be taken out of action, it
that model is within 17 of an enermy model
tha is touching the plague vat. If you do,
that model can fight as i it were the Fight
phase {even if they have already fought in
this phase) before they are removed from
the banleficld, They must target an enemy
maodel that s touching the plagee vat with
all of their attacks.




There's nothing Orks love better than a good fight, but sometimes their enemies won't play
along. When this happens, wily Orks will mess up the shiniest-looking monuments that they
cat find - they know this is a reliable way to rile their enemies and get a good serap!

1f you are playing a campaign, you can choose to play
this mission instead of the Feint mission as long as at
Ieast one of the players who will take part is using the
Drxs Faction,

THE KILL TEAMS

‘This is 2 mission for two players. One of those
players is the Orks player. If more than one player
wishes to be the Orks player, those players roll

off and the winner is the Orks player. Each player
chooses a Faction keyword, and the players reveal
their chaices at the same time. The Orks player must
chonse the Orks Faction. Then each player chooses
a Battle-forged kil 1zam (see the Core Manual) that
anly includes models with the Faction keyword they
choge. Each kill team can cost up to 125 points. The
Orks player is the attacker and their opponent is

the defender,

THE BATTLEFIELD

Create the battlefield and set up terrain. An example
of low you might do this i shown on the reverse

of this card. You must set up at least three pieces of
terrain, but more is better, and ideally you should
inrclude Fallen Statues in the terrain,

THE SCOUTING PHASE
Do not use the rules for the Scouting phase in
this missiomn.

DEPLOYMENT

The attacker sets up all of their models first. &
player’s madels must be set up wholly within their
deployment zone. Once the attacker has set up all
of their models, the other player scts up all of their

models. Once the players have set up all their models,

deployment ends and the first battle round begins.

RuUINEDR RELICS

Terrain features that are at least 2 in one or more
dimensions (Le. height, depth or breadth) can be
contralled as if they were objective markers in this
misgion, with the exception that, when you measure
1o or from a terrain feature, you do so from the
closest point as opposed to the centre of the terrain.

BATTLE LENGTH
LUse the Variable Battle Length rubes (see Kill Teant:
Elites} = the attacker rolls.

VICTORY CONDITIONS

At the end of each battle round, players score viclory
points for the following: 2 victory points if they
control more terrain features than their opponent,
and 1 victory point for each Fallen Statue they
comtrol. The player with the most victory points at the
end of the mission is the winner. If there Is a the, the
defender wins,

RESOURCES

In a campaign game, if the attacker wins the mission,
the defender loses 2 Morale, 1f the defender wins the
missicn, the attacker loses | Morale.

Attacker Tactic

Use this Tactic when you cheose a model
to shoot with in the Showming phase. You
prin 1 victory paint and, until the end

of the phase, that model cannot make
shoating attacks,

Defender Tactic

Use this Taetic a1 the start of the Shooting
or Fight phase. Until the end of the phase,
you ean re-roll hit and wound rolls of | for
attacks made by models from your kill team
that are within 1" of any terrain,




Just as the Necron legions claim and hold their conquests with terrifying tenacity, so too do
their counterparts who operate at a more agile specialist level. Even a single Necton warrior is
a dogged and deathless foe, and operating in small tactical coharts they are easily capable of
claiming and holding critical ground.

I you are playing a campaign, you can choase to play
this mission instead of the Assassinate or Sweep and
Clear missions, as long as at least ene of the players
who will take part is using the Necroxs faction.

THE KILL TEAMS

This is a mission for two to four players, One of
those players is the Necrons player, [f more than one
player wishes to be the Necrons playes, those players
roll off and the winner i the Necrons player. Each
player chooses o Faction keyword, and the players
reveal their choices at the same time. The Necrons
player must choose the Necrons Faction. Then each
player chooses a Battle-farged kill team (see the Core
Manual) that anly includes models with the Faction
keyword they chose.

THE BATTLEFIELD

Create the battlefeld and st up terrain, An example
of how you might do this is shown on the reverse of
this card. Each player scts up onc objective marker in
a different deployment zone, at lexst 6 away from the
cdge of the battlefield,

THE SCOUTING PHASE

Resolve the Scouting phase (see the Core Manual),

DEPLOYMENT

The Necrons player has the greatest strategic
advantage in this battle. In a three- or four-player
game;, the remaining players then each roll 206, The
highest scorer has the second greatest advantage in
this mission, the next highest gets the third greatest
ahvantage and so on. Any players who roll the same
resull rall their dice again to determine which of
them has the greater advantage. The players then take
it in turn, in the order of greatest to least advantage,
to choose theie deployment zone. A player may
only choase a deployment zone in which there isan
objective marker.

The players then take it in turn 1o deploy one model
from their kill team, in the order of least to greatest
advantage. Models must be set up whaolly within
their own deployment zone, and more than 3” from
any other player’s deployment zone. Once all players
have set up one moedel, they do soagain in the same:
arder, and so on. Ifa player mns out of models to
set up, skip them. Once the players have set up all
their models, deployment ends and the first bastle
round begins,

BATTLE LENGTH

At the end of battle round 4, the Necrons player
rollsa D6, Cin a3+ the game continues, otherwise
the game is over. At the end of battle round 5, the
Necrons player rolls a Dé. This time the game
continues on a 4+, etherwise the game is over. The
batile automatically ends at the end of hattle round 6.

VIGTORY GONDITIONS

Each player scones 1 victary point for each enemy
model taken out of action by one of their models'
actacks or psychic powers. In addition, at e end of
each battle round, cach player scores 1 victory point
for each objective they control. The playes with the
st viclory points is the winner. If players are tied
for the most victary points, those players deaw. Any
other players lose,

RESOURCES

In a campaign game, the player(s) that lose the
mission each lose | Territory, and the player that wins
gains 1 Territory. If players draw they do not gin or
Lose Territory.




