<\ SUPPLEMENTS /¥

DAY A SR TOON

EPIC: ARMAGEDDON _
Unofficial -
SUPPLEMENT / |
-2

el




Wl

Devastating Impact
Kinetic strikes during the Crusade for Sigma I1I, M37, were an integral part of the ground fighting
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Getting tired of the same old 3000 point
Tournament game? Thirst for new chal-
lenges, decisions, and the excitement of
something new? Here you have it. All
you need to put you into the realistic
situations of a mobile battlefield with
different strategies, plans and problems.
Can you rise to the occasion and fight
something that’s not another “meeting
engagement”?

The following scenarios were taken from
the Epic40k Battles Book and modified
for Epic:A. They have been tested, but all
armies and possible combinations have
not, so we look forward to seeing your
AAR on how you handled a night road-
block or a daring rescue!

While some armies may be at a disad-
vantage, most should do very well. Many
units thought useless or not worth their
points in tournament battles may shine in
a scenario battle. Air heavy, teleporting,
and mainly skimmer armies generally
have an advantage and might give their
opponent a bonus VP depending on how
it might affect the game. A good dose of
common sense is all that is needed.

Some of the maps were made using map-
ping board, a free program which can be
accessed from:

http://map.tylermade.co.uk/
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SCENARIO SUPPLEMENT

1. ILL MET BY MOONLIGHT

Situation: Your flanking column is
speeding along the Sagan Turnpike on
Wynn’s World. Already running late,
you need to get into position for a dawn
attack in 2 hours’ time. The night is cold
and foggy, with no sign of the enemy,
when your column’s Vanguard signals
“CONTACT! CONTACT! Hostile force of
unknown size blocking the Pike”. Imme-
diately the swirling fog ahead lights up
with the multicolour glow of explosions
and tracers. It's going to be one of those
days!

Weather: Night and fog slowly clear to

a bleak dawn. On turns 1 and 2, no tele-
porting, flying, or artillery shooting into
the fog and darkness. Normal firing can
only be done at ranges under 15cm. On
turn 3 (daybreak), normal combat rules
but a -1 modifier applies to all firing over
15cm. No weather penalties apply on
turns 4 through 6.

Set-up: Forces are set-up with a 250 point
or less ‘vanguard’ unit on table. This unit
may be as far as 50cm in, but at least part
of the unit must touch the main road run-
ning from the centre of one deployment
area to the other. The unit should be
scouts if they exist in the army. On turn

2 the main column arrives on table, on
road, in a three inch wide column (8cm).
Off-road movement is possible once

the unit arrives on board. Only Double
movement is allowed to off-board troops.
Note that the length of any preceding
forces is subtracted from a unit normal

movement, road movement is added if
applicable, and it is possible, that not all
forces enter the table on turn 2. The same
restrictions to off board movement, oc-
curs on turn 3.

Seven VP markers are placed. Three
along the central road, one at each road
end and one at its centre. The other four
will be placed one foot out from central
road side and one foot from the centre-
line of the table.

Table: A standard 4ft x 6 ft. table was
used with players deploying along the
long edge.

Forces: 4000 point armies were tested,
but anything between 3000 to 5000 points
would work well. A slow force may be
disadvantaged and spacecraft and plan-
etfall are not recommended.

Time: Six turns.

Victory Conditions: For each VP mark-
er that a force controls (normal control
rules) they gain 1 point. Whoever scores
the most VP’s wins. To achieve this, there
should be no non broken enemy within
15c¢m of VP marker. Except where cov-
ered above, normal tournament rules

apply.

Note: Army choice here may affect the out-
come, so if only one player takes a slow army
then they may find themselves blocked in and
unable to manoeuver.

Warhound titan Celerus Bellum (Legio Ignatum) during the pacification of Sigma IX, M40, its Plasma Cannon
making the dead of night look like broad daylight



Battlefield:
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Baneblade Imperator Primus during the Apocrypha Styx
campaign against traitor marines of the Black Legion
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Situation: Two patrols clash while they
are probing a weakened sector of the
battlefront. As the engagement contin-
ues, both sides call for reinforcements to
continue the attack.

Set-up: Both players will set up one
ground unit of 250 points or less along
their right long table edge. The deploy-
ment area will be along the rightmost
30cm and extend to the centre of the ta-
ble (60cm) in along the short edge. Rein-
forcements appear just off board behind
the 30 cm deployment edge, or behind
other reinforcing units. Movement is
calculated from where they actually are
when activated. Reinforcements arrive
on a D6 roll of 4+ on turns 2-3, 3+ on
turns 4-5, and automatically turn 6 be-
fore activation rolls. Each unit is rolled
for separately unless carried by a trans-
port where both are treated as a group
for 1 roll. Units with transport must ar-
rive aboard. Activate as normal.

Table: Standard 4 ft. x 6 ft. table.

Armies: Any Tournament army is legal.
3000 to 5000 points recommended.

Terrain: Terrain can be mutually placed
or by letting the person who didn’t set
up terrain choose which side to deploy
on. A dozen terrain features (hills, ruins,
woods, or other terrain) is about right.

Victory Conditions: Blitz Markers must
be deployed along the 30cm back line

of the deployment area. Other markers
are placed on the far side of a diagonal
line drawn between the players left edge
and his opponents left edge. Usual Tour-
nament victory points and conditions

apply.

Turns: Six turns.

Alternate reinforcements: Those wishing
to have a lower luck factor game can try this.
From Turn 2 onwards, up to 1000 points
worth of reinforcement’s may arrive on the
battlefield through the player’s 30cm deploy-
ment line.
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O: Essin, Peridor I, in the Segmentum Solar, the Psyker gene was unusually common, and during the Dark Ages the Essenes, cut off from
e rest of humanity, developed a harsh screening and training programme to detect psykers at a young age, before their talents manifested,
E nd to train them to control their powers without falling prey to psychic parasites or warp incursions. e
~ The programme was not perfect, but it worked, and soon a sizeable proportion of the populace was “Evolved”, as they were called locally.
'i'hey served as heavy labor, armed forces and ruling elite, depending on the nature of their talent, and they brutally destroyed any of their own
- that went out of control. |
- When the Imperial Crusades arrived, the Essenes joyously complied, accepted reunification and the rule of Empire, and the crusade fleet
~ moved on after establishing an Imperial assessors office, for collecting tithes and to monitor the local rulers. On Essin, harmony prevailed. #
i ~ Then came the edict of Nikaea, banning Psykers and Sorcery. The Imperial commander on Essin ordered the Evolved to renounce their evil

~ ways, and turn themselves in for re-education. Unsurprisingly, the Essene rulers and the rest of the Evolved resisted forcefully.

. The Essene no longer had an army, leaving all things military in the hands of the Empire, so the Imperial Commander believed that rounding
~ up the Essene witches and sorcerers would be an easy task. He had never seen them at war, or even angry, but even without any formal military
. structure, and without any heavy equipment, the Evolved were still a force to be reckoned with. : {

d ‘Empaths usually working in medical facilities turned their supernatural senses on the thought and plans of the imperials, and choirs of Tele-
paths cast out an undetectable network of thought, reaching all of the Evolved on Essene. Imperial Arbites and Guard squads, coming to collect
~the psykers, all found themselves minutes, sometimes hours, late. EJ
Not content with escaping and hiding, the Evolved soon took the fight to their enemies. Telekines and Pyrokines, once employing their tal-
ents in construction and manufactories, now turned their powers on the Imperial Guardsmen patrolling the streets. A single Psyker could crush
- or burn a man with a thought, while a choir could destroy a tank platoon before it got off a shot.
. The un-evolved civilian population of Essin had been conditioned for generations to follow the direction of their evolved kin, and they read- /
~ily took up hunting rifles and farm implements, following the psychic call of their leaders, the highly evolved. In addition to inspiring loyalty and
bRl courage in their kin, the Evolved leaders were also capable of panicking entire companies of guardsmen with psychic assaults, and where they
B 'Ied-thelr improvised companies, the Imperials ran in unreasoning fear.
¥ ~ With the seize and imprison operation in tatters, the Imperial Commander withdrew to his fortified compound, trusting minefields and long
‘range guns to keep the foul sorcerers at bay until reinforcements could arrive.
i The full capabilities of the Essene Rulers had not been used in millenia, but their Precogs had foreseen their fate were they to remain a part
of the Empire, and they fought for their lives. Under the withering gaze of the Rulers, reality flowed like water, and the defenses surrounding the
compound shattered, or simply vanished without a trace.
In the ensuing chaos, the Evolved led their followers forward.
“Psyker revolt” - short story by SpeakerToMachines
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Battlefield:
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Blitz Objective

Ultramarine forces (2nd Company) hold a position against the onslaught
of Hive Kraken during what are now known as the Tyrannic Wars.
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3. BLITZKRIEG

Situation: Force A has punched through
the lines of Force B into weakly held ter-
ritory. The attackers must brush aside
the scattered enemy resistance and seize
their objectives before fresh defenders
arrive.

Armies: Any legal army. 3000 to 5000
points are recommended.

Terrain: Terrain follows the standard
Tournament setup. A dozen pieces is
about right.

Set-up: This scenario is played along the
short sides of the board. Both players
roll D6 and add their strategy rating; the
highest is player A. Starting with player
A, both alternate placing an objective
marker in their respective coloured ar-
eas, as marked on map. Next roll 1D6
and add their strategy rating, the high
score is the attacking Force A. Player B
will deploy up to %4 his force hidden (i.e.,
a marker placed on the table indicating
the centre of its position. Its position is
revealed immediately if it moves, fires or
enemy units approach within 15cm). Air-
craft flying over hidden markers do not
trigger them, unless they are attacking
that hidden marker. These forces can be
deployed hidden anywhere on the table
but must be no further than 120cms from
his short edge of the table. Note that War

Engines can be deployed, but not hidden.

Each formation has 2 markers, one of
which is a dummy that can be placed up
to 120cm away from the real marker.

The rest of Force B is in ‘reserve” and
will enter play from Player B’s short ta-
ble edge. They will roll to enter the table

from turn 2 onwards. So on turns 2-3

a 4+ is need, turns 4-5 a 3+ is need and
on turn 6 its Automatic.1D6 is rolled for
each formation in the reserve. Units that
have a speed of 35cm+ gain a +1 to their
roll. This bonus doesn’t not apply to air-
craft/ planetfall / teleporters. Formations
in transports are considered to move at
the speed of their transport but must ar-
rive in it. The speed of the formation is
determined by its slowest unit not in a
transport.

Player A deploys just off his table edge.
They will roll to enter the table from turn
1 onwards. So on turn 1-2 a 4+ is needed,
turns 3-4 a 3+ is need and on turn 5 a 2+
is needed and on turn 6 it’s Automat-
ic.1D6 is rolled for each formation. For-
mations that have a speed of 35cm+ gain
a +1 to their roll. Formations in transport
are considered to move at the speed of
their transport but must arrive in it. The
speed of the formation is determined by
its slowest unit not in a transport. All
movement is measured from the table
edge, when formations move onto the
table.

Victory Conditions: Each side will get 1
victory point for each objective marker
they control. No enemy force must been
with in 10 cm of an objective in order to
claim it. Routing units and aircraft can-
not be used to claim objectives. The play-
er with the most VPs wins.

First Turn: Roll a D6 and add strategy
rating to see who goes first.

Table: Standard 4 ft. x 6 ft. table.

Turns: Six turns.

Ork recon forces advance on
the plains of Tora II, during
. Waagh! Gol Drugah in what -1“{
~ would eventually become the G
. largest armoured engagement
~ of the war for the Tora system
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4. RESGUE

Situation: Red Forces have invaded Sil-
vanos Il and are making good progress
toward the Capital. A Blue Force spy has
infiltrated their HQ and stolen copies of
their battle plan and codes. This could
change the whole military situation. Un-
fortunately, the spy was seriously injured
while escaping and is currently holed

up in a ruin behind Red Force lines. Blue
Force has dispatched a small detachment
to secure a perimeter around the ruins

as a large Red Force heads towards it. A
large Blue Force Relief column now must
punch a hole in the Red Force line large
enough for the spy to escape through.

Forces: Any mutually agreed upon size
(4000 points in our case). No aircraft may
be used. Blue Force is split between a
Garrison (full formations totaling up to
25% of the points) and a Relief Force just
off table on the short table edge of the
opposite table end (with the rest of the
formations in the army and at least 75%
of its point value).

Terrain: Terrain should include a ruin
in the Garrison area and a dozen or so
patches of hills, woods, and farmland
(same as woods for visibility, but not
dangerous terrain .Think of a corn or
cane field) elsewhere. Then the terrain is
placed equally about the table by mutual
consent.

v

Set-Up: The Blue Relief Force will be
positioned just off the left end of a short
table edge as shown on the Map. Red
Force deploys all its force in the Red
Force deployment area as marked on the
Map. The Blue Garrison will be deployed
in the Blue Force Garrison deployment
area as marked on the map. Roll 2D6 to
determine sides. High roller is Red Force.
Blue Force Garrison deploys first. Then
the Red Force deploys and makes sure
that no units are within 40cms of a Blue
Force Garrison unit; finally Blue relief
force deploys just off the left end of the
short table edge. The transport vehicle
containing the injured spy and medical
team keeping the asset alive should be
marked secretly. How this is marked is
up to the players.

First Turn: Roll a D6 and add strategy
rating to see who goes first.

Victory Conditions: Red Force wins

if the vehicle containing the spy is de-
stroyed. Blue Force wins if the spy exits
the table end that the relief force came in
on (even if routing) by the end of turn 6.
Anything else is a draw.

Table: Standard 4 ft. x 6 ft. table.

Turns: Six turns.

gighy
- - >
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Captain Sicarius of the 2nd Company (Ultramarines) after drop landing on the imperial
world of Luna Mundii to coordinate a large scale rescue of the Omega-98665 STC cache
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9. REINFORGE THE RIGHT

Situation: Your dispersed force is ad-
vancing quickly through disordered
enemy resistance when a strong enemy
force is encountered to your front. You
must collect your scattered detachments
quickly and direct them to where they’re
needed most if you are to overcome the
enemy before he overcomes you.

Forces: Any legal army. 3000 to 5000
points are recommended.

Table: Standard 4 ft. x 6 ft. table.

Terrain: Terrain follows the standard
Tournament setup.

Set-up: Each player will deploy half their
force by point’s value or as close as pos-
sible. The rest will be divided into two
roughly equal groups, called group Al-
pha and Beta.

Reinforcements: The player who won
the strategy roll will deploy reinforce-
ments first. Before any activation on
turns 2 and turn 3, reinforcements will
arrive off table. Roll a D6; with 1-3 indi-
cating group Alpha has arrived, 4-6 that
it is group Beta. The other force will
arrive on turn 3.

Where the reinforcements will arrive de-
pends on the roll of a D6. The 4 ft. x 6 ft.
table is broken into the following sectors.
The player rolls a D6 and checks the map
for the point of entry for the reinforce-
ments. All reinforcement will measure
movement from the table edge which
they enter on. Place the arriving units
just off the table and move them on table
one detachment at a time as they are ac-
tivated. Repeat this process on turn 3 for
the other reinforcement group’s arrival.

First Turn: Roll a D6 and add strategy
rating to see who goes first.

Turns: 6 turns.

Victory Conditions: Standard Tourna-
ment rules and victory conditions apply.

Note: If an enemy force ZOC blocks your en-
try onto the table, the unit is allowed to move
laterally until an opening is available, and
then enter. However, this sideways move-
ment is subtracted from the units on table
move. Alternately, simply engage it!



Tyranid strike on strong point
Zeta, defended by Rynn’s World
PDF Regiment 2867
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Rynn’s World in the initial stages of the Tyranid onslaught



Imperial Guard light tanks on the way to recon the advance of the XXIII Sahelian Tank Regiment during the
Stricke IX campaign, 998 M40
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6. BATTLE OF THE SULPHUR RIVER

Situation: The Sulphur River divides
Desolation Valley into two halves and is
impassable except at the two bridges that
remain across it. Your mission is to seize
both bridges and the access roads to the
valley beyond.

Terrain: The Sulphur River was 20 cm
(8”) wide and went from each player’s
left corner edge to their opponents left
corner. Two bridges, wide enough to
hold a Titan, were centred 30 cm (2.5 ft.)
up the river from each side, with roads
leading off each directly to the long table
edge. A ruined town was placed where
the road left the board on both right sides
and 4 cane fields (treat as woods without
vehicle dangerous terrain test) and 4 hills
completed the set-up. The bridges block
line of sight, but can be shot into or from,
and count as cover. War Engines will
prevent passage through them while on a
bridge, unless the bridge is wide enough
for others to go around.

Table: Standard 4 ft. x 6 ft. table.

Armies: This battle was fought with
4,000 points. Larger or smaller points val-
ues could be used, but faster armies, es-
pecially those equipped with skimmers,
transport aircraft, or large amounts of
attack aircraft, will have an advantage.

Deployment: Armies are deployed off
board one formation at a time beginning
with the force with the lower strategy
rating. Place just off the table edge, any-
where along the long edge of the table.
No teleporting, planetfall, or air transport
are allowed during turn 1.

First Turn: Roll a D6 and add strategy
rating to see who goes first.

Victory Conditions: Fight victory mark-
ers are placed, one at each road entry
point, and one at each end of the bridg-
es. Whoever controls the most Victory
Markers at game end is the winner.

Turns: A minimum of four is suggested,
but if you have the time, keep going until
one side controls both bridges and one
access road on each side.

Historical: The original Battle of the Sul-
phur River was fought between the Imperial
Fists and Warboss Waaa-Dreg’s Orks. A
similar battle (you can use the same map)
took place between Ghazghkull’s Orks and
Blood Angels at the Battle of the Skeletus
River. In this case, the Orks deploy as above
but the Blood Angels arrive on turn 1 by
Drop Pod.
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Situation: Your army has launched a
major drive up the Sanlando Valley on
Rynn’s World. Commanding Alpha
Force, you are ordered to hold open its
only viable supply road through this des-
olate country from Bravo Force’s coun-
terattacks.

Terrain: Two small parallel ridges 2 ft.
and at 4 ft. In from the left table edge
block Line of Sight. Parallel to these, and
centred 3 ft. from the left and also run-
ning across the board are 2 strips of the
divided highway. Six Mesa or other des-
ert terrain pieces were also used.

Table: Standard 4 ft. x 6 ft. table.

Armies: We used 4000 points. Smaller
armies will favour the attacker. Slow
armies will be advantaged as the defend-
er. Units with 15 cm or less movement
must have transport.

Deployment: Player A deploys all his
formations first, on or between the two
road strips (as marked on the map by
the black rectangle). Player B divides
his force into two groups (Points even)
called Alpha and Beta. Then Player B
deploys group Alpha into one of the
deployment zones marked on the map.
Then Group Beta will be deployed on the
other deployment zones, marked on the
map.

First Turn: Roll a D6 and add strategy
rating to see who goes first.

Victory Conditions: Check for victo-

ry from the end of turn 4 onwards. If

in any end phase a player has the only
non-routed units on both highway strips,
that player is the victor. Any other situa-
tion at the end of the game is a draw.
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Gate claxons wailed as the governor’s motorcade |eft the lron Hand’s compound. The lim
in their \mpractica\'rty, antique wheels pouncing over the sh ttered road. \ron Father \chmal watched their progress, h
mechadendr\tes continuing o operateé on the exposed innaras of the yindicator- Those cars were anftiques: pre—daﬁng even the old-
est STC, pr'rmit'\\le, put with an u deniable elegance of form \chmal turned pack to the task as hand, detailed images captured by his
pionic eYyes saved in his augmented brai
An unusual P lem, this, and he had yet to find the cause: Three days ago this vindicator had been reported as defective,
having apparent\y suffered full engine failure while on parade for the governor’s first visit. N\echan\ca\\\/ it was sound, there was no
hysical clue asto the cause of such a \function. ith his own eyes IC al had seen this yehicle €ross the ttlefields of a hundred
worlds, never shedding 2 frack. Wwith the subtleties of perceptio known only to lron Fathers he had sense he resolute power and
endurance of this machine’s spirit But now SO ething ad changed, the spirit was restles
h motorcade passed out of sight as jchmal re—secured h diagnostics hatch. As n€ drove the polts home the v'md‘\cator’s
engine emitted @ pellowing roar, suddenly running at full power The Iron Fa her steppe back warily, sensing deep turmoil in the
machine spirit. gehind him @ clutch of serV! ors went into spas , their limited Al functions thrown into disarray- Offering @ silent ben-
ediction \chmal re—approached the yindicator exhaling, he relaxed his mind into @ ctate of communion with the tank’s machine spirit,
his mechadendr'\tes interfacing with the main pattle system 1/O port: ;
// /Zoooooooooooom/ // Zoooooooooooom/ /! Zoooooooooooom/ / /Cr'rtica\ system error: compor\ent failure:
chrome hubcaps: missing; oNeé way glass: defective; wax finish: failing. / / /Zoooooooooooom/ // Zoooooooooooom
|NTERRUPT: 42B7C51-> objectives overwrite: target: open road; ‘freedom of the h\ghway’ ‘pedal 10 the metal
///20000000™
{chmal staggered, rmind full of strange yisions: gleaming cars in myriad shapes and forms speeding past. And desire such ..
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SCENARIO SUPPLEMENT

Situation: In a desperate bid to escape,
Force A launches a dawn assault through
the encircling enemy forces besieging it.

Forces: Any legal army. 3000 to 5000
point armies are recommended, but no
army may include aircraft, planetfall or
wraith gates. The defender (Force B) will
reduce his army to half the points of the
attacker (Force A). Note that slow armies
are disadvantaged.

Table: Standard 4 ft. x 6 ft. table.

Terrain: Terrain follows the standard
tournament setup. A dozen pieces are
recommended, placed before sides are
chosen.

Set-up: Before game start, both sides roll
2D6. High roller will be the attacker and
loser will be the defender.

Deployment: Defender (Force B) deploys
anywhere up to half way across from

his table edge, using numbered markers
which indicate the centre of the forma-
tion. These are revealed immediately

if they fire, move, or the enemy comes

within 15cm of them. Markers may be
fired upon and will get a blast marker
each time they are, but are otherwise
unaffected. These BMs will stay with

the unit and will affect their activation.
The defender gets one numbered marker
for each formation in his original army.
Those not corresponding to the forma-
tions to be deployed are treated the same
as the others, but when revealed they are
MINEFIELDS (5¢cm x 15cm) and are trea-
ted as Dangerous Terrain by both sides
(ie, kill on a roll of 1 without saves and
not causing any blast markers”). Note
that War Engines are set up directly onto
the table and cannot be hidden.

The attacker sets up 20cm from the oppo-
site long table edge.

First Turn: Roll a D6 and add strategy
rating to see who goes first.

Victory Conditions: To win, the attacker
must exit off the defenders table edge
with half or more of his detachments.
Detachments on or under half strength
do not count. He has only 6 turns, so step
lively!!!
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SCENARIO SUPPLEMENT

9. THE HELLBLADE

Situation: Glass Lizard Pass, Desolation
Valley, Rynn’s World. Force B is defend-
ing the end of Glass Lizard Pass, which
opens into the Alkali Plains beyond. It is
defending in depth. Force A is attempt-
ing a frontal assault with its main force
while flank marching over the foothills of
the Hellblade Mts. with V4 of its strength.

Forces: Any tournament legal army of
any size.

Deployment: Roll 2D6 at game start.
High roller = Force A. Low roller= Force
B.

Force B will deploy his full army. Force
A will need to divide his into a ‘Main
Group’ made of 75% of this army and a
‘Flanking Group’ consisting of the rest.
Both Force B and the Main Group of
Force A will deploy normally. Force B
may deploy up to 60 cm from its long ta-
ble edge. Main Force A may deploy up to
20cm in from its long table edge.

Flanking Force A will deploy just off
table along one of the short edges on
Force B flanks (but not both - write down
which one before game starts, to show
your opponent on start of turn 2). The
flanking force may enter anywhere along
the 60cm on that short table edge if they
pass their initiative test.

Table: Standard 4 ft. x 6 ft. table.

Terrain: On Force B’s side there will be

a clear mountain pass that’s 60 cm x 60
cm. On either side of this will be 60 cm x
60 cm of hills, dangerous or impenetrable
terrain and rough patches simulating the
Hellblade Mt’s foothills. The rest of the
table would have up to 4 pieces of terrain
that are small hills or occasional patch

of forest or marshes, placed before sides
were determined. Running down the
middle of the board is a stream, which
runs down the middle of the mountain
pass and through the middle of Force A
deployment zone. The stream is crossable
and is classed as dangerous terrain. Force
B’s Blitz objective is placed in the centre
back edge of the pass. All others objec-
tive markers are place as normal.

First Turn: Roll a D6 and add strategy
rating to see who goes first.

Victory Conditions: Force A gets 1 VP
for each unit in the pass within 15cm

of the exit edge and 2 VP for each unit
that travels the pass and exits off the exit
edge. Air transported, planetfall, or tele-
ported units do not count for these VPs.
Force B gets 3 VP if Force A gets no units
off the board at the end of the pass and 1
VP for each destroyed enemy unit.

Game length: 5 turns.
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SCENARIO SUPPLEMENT

Situation: A military convoy is moving
up through what was supposed to be
cleared territory when it is ambushed by
enemy forces. Can the convoy regroup in
time to bring its superior strength to bear
before the ambushers’ reinforcements
arrive?

Table: Standard 4ft x 6ft table.

Forces: Any Tournament Army will do.
Army size has been tested between 3000
and 4000 points. Mainly foot armies as
the ambusher will be at a disadvantage
due to late reinforcements. It is strongly
recommended that both side don’t use
teleport, planetfall, or air transport op-
tion in army lists for this scenario.

Time: Six turns or until one side has lost
V4 of its formations.

Set-up: Roll 1D6 each, the high roller

is the ambusher. The ambusher will set
up Y2 his points total or less in or behind
covering terrain after the defender has
set his whole force in column along the
road. Each defending unit must be with-
in 5 cm of the next along the road. Once
set up the ambusher may request the
whole column as a formation be moved
forward or back any distance on the
road, but not so much that any unit is off
the end of the road or board.

One half (round points down) of the am-
bushers force is deployed before turn 1.
This cannot contain WE but must contain
the Supreme Commander if present.

The ambusher receives reinforcement’s
turns 2 and 3. Divide the remaining forc-
es into two closely equal groups, called
A and B. Roll to see which group enters
first 1-3 group A, or 4-6 for the group B.
The formations in the Group may enter
anywhere along the long edge of the de-
ployment zone for the ambusher (which
is 135cm by 75c¢m area). Each formation
enters automatically on ‘double-move’
order, with any infantry aboard trans-
ports.

Terrain: Please check map for terrain lay-
out.

Victory: Either destroy %1 of the oppo-
sition’s formations (round down) or by
the end of turn 6, have the most points.
Points are gained by destroying the ene-
my forces, 1 VP for an infantry stand or
LV, 2 VP for each unreinforced vehicle, 3
VP for each aircraft, RA vehicle, or dam-
age point on a WE.

Special Rules: Only the ambusher can
try to activate on turn 1.

Eldar Revenant Scout Titan before a surprise attack by
White Scar hit and run forces, during the pacification of
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When the Tau emissaries came to the isolated human
outpost of Romero, they offered the populace the customary
chance to join the Tau Empire, for the Greater Good. The
response Was negative, as expected, but uncharacteristicany
incoherent, even for Gue'la.
made planetfall, they were faced with
crazed, fanatic enemies who threw themselves at the Fire-
caste warriors with no thought for survival, and no concept of
surrender. The Gue'la also had strange alien allies that fought
fiercely, but evaporated on death, rendering analysis impossi-

ble.

When the Tau forces

|t was a small colony, however, and the expeditionary fleet
was well equipped, sO the pacification proceeded swiftly and
according to plan. Soon, the defaced and ramshackle Gue'la
settlement was completely razed, and earth-caste engineers

had erected an outpost on the site.
The expeditionary fleet moved on, and a local year passed.
The first signs that something was amiss came when an
unnatural fog started creeping in at night, covering the area
around the outpost. Reports came in, speaking of things mov-
ing in the fog, and then sentries started to disappear when on
patrol. Discarded and destroyed equipment was found, but
no remains of the missing warriors were |eft soon, perimeter
patrols were only done at squad strength.
The nature of the attacker was discovered when one night
a reinforced patrol was attacked, and one Crisis Suit warrior
managed to transmit footage from his helmet cam, before he
was pulled down and the transmission was interrupted. The
blurry footage was thick with a mysterious static, but it clearly
showed animals and gue’la bounding out froma fog bank,

wer, shambling gue’la. How the gue’la

followed by @ horde of slo
n for a year, was impos-

had survived, or managed to stay hidde
sible to determine, but at least now the enemy had a name. The

Tau commander called for reinforcements, and ordered addition-
al defensive emplacements t0 be constructed. As yet, the gue’la
had not attacked within sensor range of the main encampment,
and the commander was confident that he could hold out against
an enemy with no heavy weapons, even if they did appear to
have superior numbers.
On the anniversary of the death of the last defender, howev-

er, portents in the sky announced him wrong. A passing comet

fractured into three and struck the nearest moon, forming three
huge craters in a perfect triangle, and on the ground, the fog
Tau settlement, the earth heaved, and

rolled in. Throughout the
they had fallen during the invasion.

the dead rose from were
Most of the risen gue’la were slow and disorganized, killing only
through sheer numbers, but some were infused with an unholy

energy and raced through the shocked Tau defenders, killing em-
placement crew pefore the guns could be brought online. Others
were bloated by toxic fluids, and exploded at the slightest provo-
cation, showering everyone nearby in corrosive poisons.

a panic, but the Tau commander

a systematic sweep, destroying the
hen the few surviving

ement, approaching!

Soon, the outpost was in
rallied his forces, and started
abominations wherever they were found. T
perimeter sentries called out an alert — moV!
From all side, figures emerged from the fog,

towards the outpost. They resolv
but even more horrifying, also fire-caste Tau, prutally

g, as if driven by an unnatural hunger,
tpost, isolated in the night. ,

gue'la,
maimed yet still walkin
walking towards the ou

“plague of unlife” - short story

walking inexorably Joprat

ed, as thousands more ofthe .
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