


Your gallant squad of Space Marine Scouts has
landed on the world of Moraz III. Your mission is
to locate a crashed dropship which contains vital
surveillance files. Once you have found the target
you must activate the dropship and make good
your escape.

But this is where the going gets tough. Moraz III

is no ordinary planet — it is a deadly jungle world
where even the plants are out to get you. Hidden

in the undergrowth are ferocious aliens called
Genestealers who are just waiting to pounce upon
anything foolish enough to get too close. To
succeed in your mission you must navigate your way
along the ever-changing jungle paths, slay all the
Genestealers that ambush you before they rip you
to shreds, locate the dropship and escape.

Good luck, Space Marine. You're going to need it!
THE GAME

Lost Patrol is a game for two players. One player
controls the Space Marine Scouts and the other
player controls the Genestealers.

This game contains:

¢ 5 Space Marine Scouts
(1 Sergeant, 1 Heavy Trooper, 3 Troopers)

* 30 Tiles
(28 Jungle, 1 Clearing and 1 Dropship)

* 12 Genestealers
* 6 Infestations
* 3 dice

Separate the Clearing and Dropship tiles, and put
all of the Jungle tiles into a single stack.

Carefully remove the plastic components for
the Space Marine Scouts, Genestealers and
Infestations from their frames, and assemble
the models as shown on the construction leaflet
included with the game.

SETTING UP

To start the game, decide who will take the Space

Marine Scouts and who will take the Genestealers.
If you can’t decide, roll a dice - the higher scoring
player takes the Scouts.

Place the Clearing tile in the centre of the table
and put the five Space Marine Scouts on it. This
may be a tight fit, but don’t worry, the Scouts will
soon spread out as they search their surroundings.
Next, shuffle the Jungle tiles and place them in

a stack face down. Place the Dropship tile at the
very bottom of the Jungle tile stack after it has
been shuffled.

All the Genestealer and Infestation models

are gathered together and placed where the
Genestealer player can easily reach them. Finally,
the Genestealer player places all the jungle paths
the Space Marines can see from the Clearing, as
described opposite. Once the paths are placed,
the first turn begins.

The Clearing tile

The Dropship tile

A Jungle tile

THE TURN

Play proceeds turn by turn until at least one Space
Marine Scout escapes or until they are all Killed.
Each turn is resolved in the following sequence:

1 The Scout player takes actions.

2 The Genestealer player removes old Jungle tiles
that can’t be seen.

3 The Genestealer player places new Jungle tiles
that can be seen.

1 The Genestealer player takes actions.

5 The Genestealer player launches assaults.

PLACING TILES

The jungle itself is an intelligent, malignant entity
controlled by the Genestealer player who always
places and removes Jungle tiles when required.
Although the Genestealer player has some choice
about exactly how new tiles are placed, they must
conform to the following rules when doing so:

Each Jungle tile has a path marked on it. Some
paths lead straight across the tile from one edge to
the opposite edge — these are called straight paths.
Other paths curve away, divide or cease abruptly
in a dead end.

A Space Marine Scout on a tile is assumed to be
able to see along all the paths that lead from that
tile to the adjoining tile or tiles. Don’t worry about
which direction the model is facing — Scouts are
highly trained warriors, so it is safe to assume

that they are quite capable of turning to face any
direction they want.

In addition, if an adjoining tile is a straight path
then the Space Marine Scout can see right along it
into the next tile. If that tile is also a straight path,
he can see into the next tile, and so on.




The tiles have been placed
around the clearing. The
Scouts can see down the

straight paths on these tiles.

PLACING TILES TO BEGIN

THE GAME

To start the game the Genestealer player must
place Jungle tiles around the Clearing tile. The
Clearing tile is unique because it has paths that
lead in all six possible directions. Other tiles have
paths going in three directions at most.

The Genestealer player begins by choosing one of
the six open path edges — this is the path along
which a new tile will be placed. Having done so,
the Genestealer player then takes the topmost tile
from the face-down tile stack and rotates it in any
way they wish before placing it so that the path

joins to the path edge they chose.

Once the first tile has been placed, the
Genestealer player nominates another path edge
and repeats the process until all the paths that can

be seen from the Clearing tile are in place.

When placing further Jungle tiles, the Genestealer
player can rotate the tiles so that paths go in

any direction they want, but a path cannot be
deliberately blocked unless there is no other
choice. If the Genestealer player has no choice but
to block a path then they must block as few paths
as possible. The Genestealer player can choose
exactly how they do this, except that they must
always continue the path from the nominated tile.

Note that if a straight path is placed next to

the Clearing the Scouts can see right along it,
so another tile must be placed on that tile’s
path edge as well. This can be done straight
away or once other paths have been placed — it
doesn’t matter so long as the Genestealer player
nominates an edge before placing each tile.

Once no more paths can be seen from the
Clearing the game is ready to start.

PLACING TILES DURING THE GAME
During the game the Genestealer player must
place new Jungle tiles when required during the
Turn sequence. This is done in exactly the same
way as already described, except that the Space
Marine Scouts will have moved from their starting
position and so will occupy several tiles rather
than just the Clearing tile.

Space Marine Scouts can see down all the paths
leading from the tiles they are on into adjoining

tiles and down straight paths, as already described.

THE JUNGLE GOT THEM!
and changing,
and once in a while it will grow into a loop from
which the Scouts cannot escape, no matter
what they do. If this happens to all the Space
Marine Scouts, the Space Marine player loses
— he cannot reach the dropship and the jungle

q

The jungle is constantly twistin

envelops his Troopers forever.

SEPARATION

Once the Genestealer player has finished
removing and placing tiles during a turn, it
is possible for the jungle to have been divided
into two separate portions. If this happens the
Scout squad is fatally divided and part of it will
be lost. The Space Marine pla
portion of the jungle to continue with, and
the 1 removed along with everything in it!
Removed Scouts are dead, tiles are discarded,
and Genestealer and Infestation models a
returned, to the Genestealer player’s pool of

chooses one

% available mod

The Space Marine player has moved some of his
Scouts. In part 3 of the turn the Genestealer player
Places the new tiles that the Scouls can see (A, B &
C). Note that as B is a straight path, the Scout can
see along it and into C.




REMOVING JUNGLE TILES

Tiles are removed by the Genestealer player when
required during the Turn sequence. Tiles which
are removed are discarded and take no further

part in the game.

Tiles are not removed just because they cannot be
seen by a Scout from the tile he is in. We assume
that it takes a little time for the jungle to shift and
regrow. Instead, a tile is removed if it could not

be seen by a Scout were he able to move up to two
tile spaces along the path in all possible directions
(ignoring Tangleweed, which is explained later).

Any tile which could not be seen by any Scouts
were they to move up to two tile spaces is removed

from the jungle and discarded.

When tiles are removed, any Genestealers or
Infestations on those tiles are returned to the
Genestealer player’s pool of available models.

THE DROPSHIP

The Dropship tile is the last tile in the stack. Once
it is placed then no further tiles are removed from
the jungle. From that point on the jungle remains

as it is.

1t’s later in the game and only three Scouts remain.
The ‘ghost’ Scouts show the positions of the Scouts if
they moved up to two tiles. These tiles and any tiles
visible from these positions remain in play (the ‘ghost’
Scout tiles and tiles A & B). Tiles C & D cannot be
seen from any of these positions and are removed. The
Genestealers on tile C are returned to the Genestealer
player’s pool of available models.

SCOUT ACTIONS

During the Space Marine player’s part of the turn,
each Scout can make up to two actions. An action
can be either to MOVE or FIRE.

A Scout can therefore either Move and then
Fire, Move and then Move again, Fire and then
Move, or Fire and then Fire again. Any of these
combinations take up two actions. A Scout does
not have to make two actions — he can make one
action or none at all if the player prefers.

Resolve actions one at a time. This means that if a
Scout Fires but does poorly, the player may decide
to Fire again rather than Move.

Each Scout model must complete all of his actions
before another model does so. If you only take one
action, you cannot go back to that Scout once you

have taken actions with other Scouts.

MOVE

A Scout cannot move off the jungle paths either
into the jungle or off the tiles. A single Move
action will take a Scout one tile space along the
path. By expending two Move actions a Scout can

move two tile spaces.

The Clearing has room for five Space Marine
Scouts. All other tiles have room for a maximum
of three Scouts. The Scout player may not move
more Scouts onto a tile than it can hold, or onto a
tile with any Genestealers. If forced to do so, the
Scouts are instead killed.

Scouts can move onto a tile with an Infestation,
as long as it does not also have any Genestealers.
If this happens, the Infestation is removed and
returned to the Genestealer player’s pool of
available models.

FIRE

A Scout can shoot at Genestealers in a tile the
Scout can see by making one action. To determine
the effect, roll a dice (or two dice if shooting with
the Heavy Trooper). Each 6 rolled is a hit and
removes one Genestealer from the target tile.
Place the Genestealer back in the Genestealer
player’s pool of available models. Note that

Scouts cannot fire at Infestations, but can remove
them by moving onto the Infestation’s tile as

described above.




GENESTEALER ACTIONS

['he Genestealer player can take up to three
actions in the fourth part of the turn. These are
PLACE GENESTEALER, INFEST and MOVE.
The player can perform the same action several
times, different actions or a mixture. When
making actions, however, it is important to note
that all tiles have room for a maximum of three
Genestealers. If the Genestealer player performs
any action that results in more than three
Genestealers occupying the same tile, the excess
are immediately removed and returned to the
pool of available models. Each of the Genestealer
player’s available actions are described below.

PILLACE GENESTEALER

Put a Genestealer on a tile at the end of a path, on
the Dropship tile, or on a tile with an Infestation.
The end of a path is a tile that leads off into the
unknown, so it can’t be a dead end, for example.

The Genestealer player uses the Place Genestealer
action as one of the three actions they can perform to
Place a Genestealer model at the end of a path.

INFEST

Place an Infestation on a tile that has 1 or more
Genestealers. Only one Infestation can be placed
in a tile. An Infestation allows you to place more
Genestealers in the tile, even if it is not at the end
of a ]);illl (see Place Genestealer above).

The Genestealer
player uses the Infest
action as the second
of their actions to
Place an Infestation
on the same tile as a
Genestealer model.

MOVE

The Move action can be used to move one
Genestealer up to 3 spaces, or two Genestealers
from the same tile up to 2 spaces, or three
Genestealers from the same tile up to 1 space.
Genestealers do not follow paths when they move —
they can move from one adjoining tile to another
regardless of whether there is a path or not. When
a group of 2 or more Genestealers is moved, all of
the Genestealers must start in the same tile space,
and they must all finish the move in the same tile.

There are three
Genestealers in
tile A. A Move
action could be
used to move

all three of them
to tile B, two of
them to tile C,
or one of them to
tile D.

Note that there are 12 Genestealers and 6
Infestation models in total. This places a limit

on the number of Genestealers and Infestations
that can be in the jungle at a time. If there are no
Genestealer models available then the Genestealer
player cannot take Place Genestealer actions until
one or more Genestealers have been killed and
returned to the pool of available models. By the
same IUL(']I. l}l(' (‘ﬂ'l]('f\[l'ill('l' E)l;l\'l'[‘ cannot l;lkl‘
Infest actions if no Infestations are available.




ASSAULT

After the Genestealer player has completed their
actions, Genestealers models will launch assaults.

An assault is made from a tile with any
Genestealers into an adjacent tile that is occupied
by any Scouts. Genestealers do not need to

follow paths when they assault — they can assault
from one adjoining tile to another regardless of
whether there is a path or not.

\ (;(']]('\[L‘}lll'[' can []|;|kl' onec .l\\d““ ])l'[- tarn,
and all of the Genestealers in the same tile must
assault the same enemy-occupied tile — they
cannot split up to attack different tiles. Assaults
can be carried out in any order the Genestealer

plaver desires.

Example: Two Genestealers assault two Scouls.
The Genestealers have an assault score of 4 (2 for
each Genestealer).

The Scout player rolls a dice, getting a 3. No
maodifiers apply to the roll. The modified roll is
less than the Genestealers' assault score, so the
Genestealers win — one Scout is killed, and the
survivor is driven back.

ASSAULT RESULTS
To work out who wins an assault, vou must
establish the assault score for each side.

The Genestealers have an assault score of 2 for
each Genestealer in the assaulting force (i.e.

one Genestealer has an assault score of 2, two
Genestealers have an assault score of 4, and three
Genestealers have an assault score of 6).

The Scout player rolls a dice to determine their
assault score. Subtract 1 from the roll if there

is only 1 Scout in the tile being attacked. If the
Sergeant is in the tile under attack, add a bonus
of +1. If the Heavy Trooper can see the tile under
attack, but is not actually in the tile, he can give a
covering fire bonus of another +1. The modified
result is the Scouts’ assault score.

Genestealers Win: If the Genestealers have the
higher assault score, one Scout is killed and any
remaining Scouts are driven back (see opposite).
The assaulting Genestealers then move into the
tile that was being assaulted.

Scouts Win: If the Scouts have the higher assault

score, one Genestealer is killed.

Draw: In the case of a tie between the two assault
scores, the Scouts are driven back (see right). The
assaulting Genestealers then move into the space
that was being assaulted.

Example: Three Genestealers assault two Scouts.
The Genestealers have an assaull score of 6 (2 for
each Genestealer).

TANGLEWEED
The jungle is full of horrible things besides
Genestealers. One of them is Tangleweed.
This can be easily recognised by its spik 1d
thorns as well as the purp

grows alongside it.

Tangleweed tiles have no effect on

firing, nor do they affect Scouts moving onto
them. However, once Scouts have entered
Tangleweed they are liable to get stuck. This
means that the Space Marine player must roll
a4, 5 or 6 on a single dice to move a model off
a Tangleweed tile. Roll once per Move action
and roll for each Scout separately. If successful,
the Scout may move one tile along the path as
normal. If the roll is failed, the Scout remains
where it is and the action is wasted. However,
if this was the Scout’s first action of that turn
then it may still try to move out with its second
action, again needing 4, 5 or 6 to do so.

Tangleweed only affects Scouts. Genestealers
are preternaturally agile and aren’t slowed
down by it at all.

The Scout player rolls a 5. A bonus of +2 applies (+1

for the Sergeant, and +1 for the covering fire from the
Heavy Trooper who can see the assault, but is not on
the tile). The Scouts’ assault score is 5 +1 +1 = 7. The
modified roll is greater than the Genestealers” assault
score, so the Scouls win — one Genestealer is killed.




REMOVING KILLS

Kills are removed by the player who suffers them.
In the case of the Scout player, they may therefore
decide which of their Scout models will be killed

where there is a choice.

Dead Scouts are out of the game. Dead
Genestealers are returned to the Genestealer

plaver’s pool of available models.

DRIVEN BACK

If Scouts are driven back then the Genestealer

player must move the models out of the tile they

are in and into an adjacent tile. The space must be
a tile that the Scouts could theoretically move into

- Scouts must move along paths, for example.

I'he Genestealer player may decide to drive the
Scouts all back into the same tile or they may split
the Scouts up over several tiles if they

prefer. When Scouts are driven back, they ignore
the effect of Tangleweed as described in the
Tangleweed special rule. Any Infestations in a
tile into which a Scout is driven back are removed
and returned to the Genestealer player's pool of
available models.

['he Genestealer player may not drive Scouts into
tiles that already contain three Scouts, or which
contain any Genestealers. If it is impossible for a
Scout to be driven back because all of the adjacent
tiles are occupied by the enemy and/or by three
Scouts, then the Scout is killed.

Note that the Genestealer player can deliberately
drive Scouts into a position where a new group
of Genestealers can assault them! However, each
Genestealer model can only take part in one
assault per turn.

WINNING THE GAME

If the Scout player has one or more Scouts in the
tile with the dropship at the end of any turn then
they win.

If all the Scouts are killed or trapped in a jungle
loop (see The Jungle Got Them! rule) then the
Genestealer player wins.,
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Genestealer with Rending Claws & Scything Talons Choice of heads
Genestealer avec Pinces Broyeuses et Griffes Tranchantes o

Choix de tét
Genestealer con Garras aceradas y Garras afiladas cm,..m:nm
Symbiont mit Zangenkrallen & Sensenklauen Auswahl an Kopfen
Genoraptor con artigli dilanianti e artigli falcati Scefa di taste
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