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Chapter I- Campaign Introduction

The Bastille Campaign is a narrative objeecbased campaign created for Warhammer 40Kk. It pits two

or three factions against each other and utilizes team work and strategy as valila®p prowess to

come out victorious. It does not score individual progress as a faction wins or loses as a faction, but if
you wish to include such things in your campaigns using this system, feel free to integrate your own as
you see fit.

This campajn is a troop intensive one and written purposely so. It utilizes Battle Fleet Gothic for space
conflicts, and the space campaign ties directly into the ground campaign. It uses boarding actions within
Battle Fleet Gothic to determine the results of sa@ions. It utilizes normal 40k games as well as

Cityfight and Planetstrike games and Apocalypse style games.

There are three overall objectives in the Bastille Campaign: first control the space surrounding the

FaAadAttS {@adSY g Setokd comrdzbhe BattleOrie by2clbiiag addkaldidg @
objectives, which garner you battle points. Last, control the artifact which is the overall objective and
cause for strife on the system.

Background

Locked deep within a shrine located in the Gadl&ector of Bastille sits an artifact plucked from a long
forgotten battlefield and left tanolderin darkness. This artifact, though old, has lost none of its
potency. Itis a piece of a necron chasand it contains the ability to generate living tadearound that
which possesses it.

It is this artifact that has attracted the attention of fell powers intent on reclaiming it! Under the guise
of a planetary strike behind the cover of an invading army, the powers that be have come to Bastille to
breakthe vault and pluck this item and escape with it. As its power would provide untold havoc in the
future, it is up to the Imperials stationed there to hold the planet off and protect the artifact with their
very lives.

Objective Based Campaign

The Bastill&Campaign is based around seizing objectives. Objectives are worth campaign points as well
as providing strategic value to the faction that owns them. The Bastille Campaign is alscldastdn

as opposed to individual army based. Participants wifldgiging alongside teammates for their
FILOGA2YyQa It 2NEO®

This is not a competitive environment. Please leave your tournameristetat home. Players are for
the most part free to create whatever army they wish within the bounds of the campaign, veth th
understanding that this isot a competitive tournament event
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Chapter II- General Campaign Rules

Factions and Setting It All Up

The Bastille Campaign supports up to three factions, though you may adjust things however you feel is
appropriate for yair group. The campaign assumes a larger number of Imperial players, particularly in
the role of Space Marines.

Imperialsg The Imperial faction consists of Imperial Guard, Space Marines, Grey Knights, and Sisters of
Battle. In addition, per below, neutrarmies may also fight alongside the Imperials if needed. The
Imperial faction starts the campaign a week after the initial ork invasion, and 95% of the planet has been
taken by the greenskins.

The Gallens Sector is the only area that is still contestldh is not surprising given that the
Ultramarine Garrison stationed there has thus far held off any attack. The players on the Imperial
faction represent the relief force that received the call for aid and have arrived to attempt to wrest
control of the sector back from the orks and other forces attempting to take it.

Destroyer of Worldg The DoW faction consists of Orks, Dark Eldar, and Tyranids. Their primary goal is
to take Bastille and its surrounding space. The tyranids want to eat the pladehave on.

Seekers of Poweay The SoP faction consists of Chaos and Necrons. Their primary goal is the artifact
t20FGSR gAGKAY GKS | 4N YINRYS DIFENNR&a2yQa @l df Gao

Neutral¢ Armies such as Eldar and Tau can really be put wherever they are needed for thi
Setting Up Factions

The key to any good campaign is to ensure that the campaign is balanced-aig@nlf nine players
are playing space marines and two players are playing something thatdsbdt OS YI NAYy S&as> @& 2 dz
have a very interesting cguaign.

Discuss the balance with your campaign group and do your best to make sure each faction is as equally
represented as is possible.

Faction Captains

Each faction will have a team captain responsible for communicating with the campaign organizer the
faDiA2yQa LINBLRAaSR Y2@0SYSyida +a ¢Sttt a 2NBRBFYyAl Ay3
which ones cannot.

The campaign does not depend on all of its players playing all of its games, as this can be very difficult to

accomplish. However, the cgraign captains should be chosen from the pool of players who can make
every campaign day and who can communicate matchups effectively.
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Army Lists
As was discussed in the introduction, this campaign is not a tournament or competitive endeavor.
Please keegour tournament lists at home.

Army lists are for the most part generated following the normal rules with a couple of exceptions.
Exception 1) Factions start off with access to siXpieces of wargear. Wargear is any item bought
from the armory & an upgrade to a character or unit champ@mrsquad such as a power sword, power
fist, melta weapon, plasma gus, (i O X

See Appendix A for what is and is not wargear.

There are sectors that grant additional wargear and certain scenarios may grant syscjaar.

Exception 2) Each faction has HQ points that they allocate per sector (minimum of 0, maximum of 2).
However many points has been allocated into the sector that you are fighting your battle determines
how many HQ slots you may use. Regarddéssmy rulesno army may field more than 2 HQ slots in

any battlefollowing a standard force organization unless specifically stated in a campaign scenario.

Scenarios will contain any further rules for army organization, but for the most part standayd a
construction rules are used.

Exception 3) You must spend 25% of your total points on troop choices.
Exception 4) Armies that have no unit upgrade characters such as veteran sergeants (for example

Necron armies using a royal court) may take a rogatt in games where they have no HQ choices
available to them.

To summarize: You are limited to six pieces of wargear, your army markers dictate how many HQ
choices you can field in a sector, and you must spend 25% of your total points on troop choices.

Objectives

There are three primary objectives in this campaign Jéte first is SPACE SUPERIOBIte Fleet
Gothic games will be played each turn to give factions the opportunity to score System Paints.
objectives and regions are held, thecfion earns points which add to their overall System Score.

This is a campaign that follows a heavy narrative akin to one of the 40k novels. As such your armies will
not have access to what you would have access to in an open game or tournament.navefse not
every marine had a power sword or fist. Using allocated resources is part of the strategy.
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Battle Fleet Gothic
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There are a total of five regions in the Bastille Syst&ime first is PLANET SPATIHSs is the space
immediately aroundhe Bastille planet and starts off in the possession of the Orks and related factions
(Destroyer of Worlds)If you are only using two factions, then it belongs to the4maperial

faction. Owning PLANET SPACE is important because it provides bontisegoound. For repair
purposes, PLANET SPACE repairs D6 points of damage.

In addition, if a Seeker of Power faction attempts to leave the planet's surface witirtifact but does

not possess Sector 1, then a blockade run scenario must be pla@&(spter IV for special scenarios)
Sector 2 and 3 are the star ports Octavius and Myrmidon, which hold a role of observation as well as a
dock for starships for repaiPossessing these points is crucial as a faction that does not hold one or
both stardip docks can NOT effectively repair damaged vessels between tHaa$. port can repair

D6+2 points of damage.

In addition, when attempting to launch an attack on Bastille Space (sectdeldetending faction may
utilize D6 orbital defence platformas well as any ground support that their army has freed up for them.
On the flipside, factions that own the starport or orbital defenpEmetsidemay use them against fleets
that are defending.

Sectors 4 and 5 are the System Perimeter zofig®yprovide campaign points as normal and in
addition prevent Seekers of Power factions from escaping system withrtifiect. If the Seekers of
Power faction does not own both of these perimeters when attempting to flee system, then the Last
Chance boardingcenario is played outSectors 4 and 5 enable a player to repair 3 damage points per

5
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sector.

At the beginning of the campaign, Sector 1 is in possession by the Destroyer of Worlds faction (Orks),
the Myrmidon port is held by the Seeker of Power factiand the perimeter is owned by the Imperial
faction. Port Octavius is contested and belongs to any faction.

Each sector in space is woiB battle points for a total 060 possible points if a faction owns all
five. Scoring begins at the end of tffiest overall turn after all results have been turned in.

Boarding actions will be conducted via a short 40k scenario (see Chapter IV for scenarios).

BASTILLE SYSTEM
++SHRINE WORLD ++

SORBR

=

++MYRIMIDON++

++OCTAVIUS++

->
-

BASTILLE PRIME

HEREVICO

Sector Name  Points Strategic Value Starting Repairs

Bastille Prime 10 Blockades planet. Allows fektra troops on DoW D6
the ground.

Octavius 10 Allows fleet repairs. Grants +250 pts of Contested D6+2
ships vs Bastille Prime Attackers

Myrmidon 10 Allows fleet repairs. Grants +250 pts of SoP D6+2
ships vs Bastille Prime Attackers.

Perimeter A 10 Prevents faction from fleeing the system Imperials 3
with the artifact

Perimeter B 10 Prevents faction from fleeing the system Imperials 3
with the artifactfs

Note: December 2010 FAQ will be in effect.
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BASTILLE PRIME GALLENS SECTOR

The Galens Semt on Bastille Prime is the theater of war for the
ground troops.It is broken into eight seperate zones, each providing
benefits to the ground war, and the possible battle points for the
ground war is also set at 50 per turn mabhe overall campaign ce

to determine who wins the planet is based off of the sum of all battle
points that a faction receives.

You will find that strategic zones that provide benefits to the army are
not worth as many campaign points as zones that provide little or no
strategic bonus.This is to balance out the importance of holding
these zoneslf the strategically important zones were also worth the
most campaign points, there would be little incentive to try and take the lesser zones!
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To win the planetary conagst objective, your faction must have accumulated the most battle points by
the end of the campaign. Each sector is worth a certain amount of battle points. You gain points by
havingtotal control over a sector. If neither side has total control oveseator, that sector is said to be
contested.

Sector I¢ Imperial Space Marine Garrison / VaultThis is the most heavily fortified area of the Gallens
sector. This fortress is home to a rotating garrison of Space Marines who are detached here to guard
the vaults deep underground. Currently, the garrison consists of thirty and two Ultramarines led by
Garrison Commander Apollo Garrick and Brother Chaplain Victicius Solomon.

Sector | starts in the possession of the Imperial Faction and is w@ghound battle points. This is a
special zone in that if planet space is granted to the Imperials (via BFG space campaign) then the
imperials get +500 points and if the Imperials own the Spaceport they gain another +500 points in any
battle. This means thati$ imperative for the other factions to possess space control and the space
port (and the orbital defence system)

Sector | is a city zone and all battles fought there will use the Cityfight scenarios and special rules (see
Chapter IV). If the zone isrtested, the battle fought will be the special scenario found in Chapter IV
entitled Cracking the Vault

Sector lIg Imperial Spaceport, The spaceport is a vitabne worth5 ground battle points. Factions
who own the Spaceport gain an additiomaimy maker. If PlaneSPACE SUPERIORIB¥o0 had, the
owning faction gains +250 points which must can only be used on Troop Choices.

Space Superioriig met when a faction controls planet space and possesses the orbital defense sector
on the ground.

The $aceport must be held by the Seekers of Power faction should they wish to escape the planet with
the artifact.

The faction that owns the Spaceport has access to its launch facilities and has access to an Air Base for
any Battle Fleet Gothic scenarioségege 146 BFG rules).

The Spaceport iszone that has a lot of concrete, open spaces and landing pads, and hangar bays.

Sector llig Imperial Manufactorumg This industrial zone is worthground battle points. Its war
manufacturing capacity grants i®ssessors witkwo extra pieces of wargearln addition, owning this
sector grants the controlling player the ability to access specialized ammunition for their guns, which
can be bought for any troop choices (and use a point of wargear doingl$wyfollow the same rules
that the Marine Sternguard use (p.63 Space Marine codex)
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Sector IVg Water Purification Plant; A very important sector as it controls the drinking water going to
Gallens. As such it is wort@ grourd battle points. In addition, controlling the Water Purification Plant
grants the faction D3 reolls, which may be used to+®ell any series of dice that count as D6 (anything
other than artillery dice). This could be a series dhitaolls, towoundrolls, a plasma overheat, armor
al gSasz SGOX

Sector V¢ Macro Cannon Orbital Defenses These large cannons provide fire support to vessels in

space. Possessing the Macro Cannon is key to poss&ssing Superiorifas defined above). Itis

worth 4 ground battle points. In addition, factions possessing the Macro Cannon have access to three
laser silos and a missile silo which can be used in any planetary space mission (see page 146 BFG Main
Rules)

Sector VK Transportation Hubg The hub of all tranggrtation in the sector, controlling this grants
easier access to any other sector. It is wakthattle points and whichever faction possesses this may
field an additional +250 points of troop choices.

Sector VI 502" Garrisonc The mainarmy garrisok 2 dza Ay 3 (G KS &aS0G2NDa RSTFSya
strategic point is wortl8 battle points, and in addition whichever faction possesses it may field an
additional army marker and an extra piece of wargear.

Sector VIIk Science Habg The research hub of Gallen This sector houses many people and
laboratories as well as shrines. Possessing this grants the faétimattle points and piece of wargear.
These habs are located in a city zone.
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Sector Name Points Strategic Value Starting Wargear .

I ¢ The Vault 10 Fortress. Holds vault which contains one Imperials X
of the victory conditions.

Il - Starport 5 Airbase for BFG. +1 Army Marker. With Contested X
Space Superiority +250 points Troops.

Il - Manufactorum 4 Bonus wargear. Special equipment. D6 (1) 3*

IV ¢ Water Plant 10 D3 rerolls D6 (2) X

V ¢ Orbital Defenses 4 Space Superiority key. Orbital Defence D6 (3) X
Network

VI z Transportation 4 +250 points of bonus Troops D6 (4) X

VIl z 502nd Garrison 3 +1 Army Marker. Bonus wargear. D6 (5) 2

VIl z Science Habs 10 Bonus Wargear D6 (6) 2

The Seekers of Power and Destroyer of Worlds each control one sector. Roll a D6 for each (reroll any
that are already taken).

Army Markers

Army markers represent a leader of a faction (an HQ choice) andntlegir Army markers move about
during the course of the campaign freely barring any special event that may happen per the rules of the
special scenarios.

In a twofaction campaign, each side has six markers total. In aflact®n campaign, the imperial
side has six markers, and the other two factions each have three markers.

If a sector has no army marker in it for a battle, the player may field 1,750 points but no HQ choices may
be taken.

If a sector has one army marker in it for a battle, the playey fireld 2,000 points but is restricted to
just one HQ choice.

If a sector has two army markers in it for a battle, the player may fi@si(hoints and may field two
HQ choices (but no more despite any army special rule that allows for three or moreoit®s3h

Any sector that contains two army markers from two or three sides fights égingalypseules and
each side is increased 8000 points for the battle.

Players are not stuck with their HQ choices during the course of a campaign. They mayfideynge
However, the rules for veteran upgrades contained within the 40k main rulebook will be used, so it
would be to your advantage to do so.

10
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Random Events
Before any battles are fought, each faction rolls a random event on the random event cloant dosdl
applies the result to all of their battles fought that cycle.

2D6 Roll Result
2 Ambushg your forces are caught in an ambush by enemy forces and you lose some m
YR SljdzZA LIYSyd GKAa Oe Oft250dpoints, fat tieNdurdtibadher 2
cycle.
3 Supply lines have been cut. Available wargear drops D3 for this cycle.
4 The citizens of Bastille have been driven to revolt in one of your sectors (determined

randomly). Adjust ownership of a random tile in your possession or cont&siaue

worse.

5 Communications mishap. One of your army markers moves to a random sector instez
where you wanted (determine randomly)

6 Il fortune ¢ your armies suffer a swing of bad luck this cycle. Your opponent gains thre

rolls. Howevethese rerolls are not for him, they are used to make you and your armies
roll a set of dice that he chooses!

7 Intelligence Network z your intelligence network has worked a little harder this cycle
and gets a +1 to determine enemy movements this cycle

8 Good fortunez your armies get a little bit of luck this cycle. You gain three nells
which may be used to reroll a set of dice of your choosing.

9 Your special forces have infiltrated a contested sector on the board, allowing you to us
its benefits this cycle!

10 Tactical masteryz after everyone has moved armies, you may place your army marker.

wherever you want (effectively passing the entire intelligence round and knowing all
movements in advance)

11 Your available wargear increases by D3f this cycle.

12 Bonus Troopsz your forces have swelled due to proper army movements, small
OEAOI OEAOR AT A A 1T EOGOGI A AEO 1T £ 1 OAES
duration of the cycle.

Moving Army Markers

Before each cycle, the faotis get together on their own to determine where they would like to move
their markers.Markers can be moved into any sector; up to a maximum of two markers may sit in one
sector.

Battle Fleets may make up to one attack each. Each faction may havetatnodieets active, for a
total of two battles initiated. Determine all of the battles initiated and then roll initiative to determine
the order of the battles.

This means that a fleet may very well engage several battles in the course of a campaighrjuto
spread out your games as best you can to all fleets. The imperial fleets should be able to match the
other two factions in size, so again if you only have one imperial player, allow them to make multiple
fleets (and the same is true if you hgust one xenos faction versus several Imperial players)

11
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Between each battle, you may make repairs as indicated by the territories that you pdssesgy

only retrofit your shipgn between campaign turnslt is important to note that strategy wisei# not

wise to dedicate your fleet to a full assault in a campaign unless you are sure of victory, for if you are
heavily damaged it will carry on to the next turn.

Resolving Battles
Any of the armies that moved are said to be launching an assault uhBssoved into a tile that was
already in their possession and there were no enemy armies that moved into that tile as well.

This meanshat there is a potential to beightbattles per cycle. To determine the battle that is to be
fought, see chapter I\VCaptains should divide battles up evenly, though players may have to fight
multiple battles in one cycle.

Sector Benefits

An army must totally possess a sector before it can gain any points for it or its bergfitsors are said
to either be contestd, in which case no faction possesses it, or under the control of a faction if they
won a fattle over a contested sector.

Non imperial factions are technically fighting on the same side though with different objectives, and
thus gain the benefits of arsector held by their faction brothers OR allied factions (giving each side six
army markers)

Campaign Experience

The rules for veteran units are being used from the main 40k rulebook. This is not mandatory for 40k.
However, for BFG each player must siittarfleet register and monitor damage as well as repairs and
retrofits (with the exception of Necrons which do not get retrofits, they instead gain extra repair points
per the December 2010 FAQAgain, BFG players may repair their ships in betweerebattthey must
fight several battles in one turn, but can only retrofit their ships in between campaign turns.

BFG Fleet Rosters and Player Count

As the campaign uses an odd number of factions, it is possible that you will only have three BFG players.
This leaves the imperial player at a disadvantage. This could also happen if there are multiple Imperial
players but only one necron player, for example. Players may control multiple fleets to make things
even, they will require separate fleet registers &ach.

Special Characters
Players may field one special character. However that character must be picked at the beginning of the
campaign and cannot change up for the duration.

Obtaining Intel on Enemy Movements
Proper intelligence and scouting are impont in any war. Knowing where the enemy is heading helps
dictate proper orders of movement.

After all factions have made their movement orders, but before any have moved, each faction may

12
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attempt to gather intelligence and see what their enemies hav&adne.

For each sector roll a D6. On the roll of a 6 any factions moving into that sector must reveal their
intentions to do so.

If a faction controls Planetary Space, then they may use satellite information to get further information,
and the roll needd is only a 4+.

After all sides have gathered intel, they may change one marker for every successful roll that they made,
but this change must be made public.

Once this is done, all army markers are moved and battles are staged.

Strategems and ApocalypsAssets

Strategems that can be used for battles will be listed in the scenario description found in chapter iv of
this document. Apocalypse Assets must be unlocked by winning scenarios. Once a scenario is won, the
winning side unlocks the apocalypseeatdssted in the scenario description. An asset may be used in

one Apocalypse battle, and players may use one asset per player on each side, per the normal
Apocalypse Asset rules.

13
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Chapter Il ¢ Bastille Campaign Special Characters and Units

SPACE MARINFAPTAIN JERROD KAET

The garrison commander of Bastille is currently an Ultramarine

named Jerrod Kaet. Captain Kaet is a-gdetlorated veteran of

several wars, and was haipicked to serve as the overall

‘ guardian of the vault for the mandated fhyearservice that all

=0/ k B garrisons serve on world.

Captain Kaet represents his chEBTer well in that his battlefield tactics and acumen are sHirb.
LINS&ASyOS 2y GKS oGt STASEIR Aa y20 2yfteée AYaLANARYS3
and tested veterans of many campaigns, and none are as worthy to guard the ancient secrets contained
within the vaults of Bastille more.

Imperial faction players who choose to field Captain Kaet gain several campaign benefits. First, they
may gain a bonuterritory at the beginning of the campaign, representing the tactical advantage that
Kaet and his Ultramarines present. Second, any scenario with which strategems are used, the player
who fields Captain Kaet may bring an additional stratagem to the table

JFLIGFAY WSNNBR YISGiXod mtp LRAYGE

WS BS S T W | A Ld Sv
Jerrod Kaet 6 5 4 4 3 5 3 10 2+

Unit Type: Infantry (Character)
Wargear: Relic Armour (2+ save); Mast€rafted Power Sword; IreHalo; Plasmd®istol
Special Rules:

And-TheyShall Know Né&ear

Combat Tactics

Independent Character

Inspiring Presence (counts as a chapter banner bearer)

Tactician (allows his army to redeploy D3 units after setup is complete)
Battle-Forged Hera One tactical squad in an army that includes Captain Kaet iayt m
upgrade to one of the following: Countéttack, Infiltrate, Scout, or TartKunters.

T
1
1
1
T
T
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THE FALLEN

The Fallen ithe necron overlord in command of the necron forces on Bastille. He
originates from the tomb world of Crytol, locatéda system near Bake, when
the Bastille system was once a part of the same dynasty as Crytol.

The Fallen is a cold and megalomaniacal machine, intolerant of weakness and
cowardice. His warriors served him fearfully yet flawlessly in life, and do so outside ofdbkeiadl well
as their programming has been altered to disallow retra&ad cowardice. Those that betray this
programming are executeohn the field by The Fallen or one of his nobles.

The Fallen hasturned to Bastille to retrieve the dynasty titan knowa The Tearer of Stars, a colossal
machine that wielded terrible power in battle. It was shut down before the Great Sleep and when
Bastille was taken over by the Imperium the shell holding the Tearer of Stars was moved to the vault.

¢ KS CI ZBapbinfsX ® d

WS BS S T w I A Ld Sv
The Fallen 5 4 5 6 3 2 3 10 3++

Unit Type: Jumplnfantry (Character)counts as Destroyer Lord for basic special rudesl counts as a
pheronwith the following additions)

WARGEAR: Warscythe, Phase Shif&ampiternal Weae, Doomsday Canno(8 pieces for the
purpose of the Bastille Campaign Wargear restrictiondgstroyer gauss cannon

SPECIAL RULES: ExecutigieK S Cl f £t Sy Qa 4 NNA2NRAR F2ft2¢ | LINRG202f¢
flee they will be destrged by The Fallen or one of his nobles. All models in an army led by The Fallenralay re

failed break checks in combat, though any that fail a second time are simply removed as casualties. The Fallen has
them executed on thepot for their cowardice vth internal explosions that are keyed to a remote firing device
contained by The Fallen himself.

Life Force¢ TheFallencounts as a resurrectionorb Wit I mMH é NI y3S o6Y2RStcanndthef f SR
brought back)

Modified Destroyer Body; ¢ K S C boiy issayfe@esigned floating fusion cannon with which he has been fused
to. The cannon uses the rules for a Doomsday Cannon.

s a

Override Synoptic Virug¢ KS Cl £ f Sy Qa 61 NNA2NE 6SNB NBLINRPINI YYSR GAlF

option as noted above. This reprogramming introduced a subtle virus in their logic which at times causes infinite
loops to run within their processing core. All infantry modweisin a transporin the army must roll a D6 at the

start of their movement pha8 @ ¢CKS NBadzZ G 2F | amé AYyRAOIGSAE GKFG GKS:

cores reboot.
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THE TEARER OF STARS

ThelLX5000Tearerof Stars is an ancient relic of the Necron race; a
warmachine of unimaginable power and destruction which watsdtier
the Great Sleep and eventually moved under the vaults of Bastille.

This massive warmachine is embodied with the sentient knowledge of
several highly successful necron overlords, and its control housing holds
twelve necron crewmembers who monitorsgtgms functionsand help

pilot.

While stored, the Tearer of Stars utilizes a fabricator mechanism that enables its metal hull to collapse
on itself, shrinking it to the size of a small metal cube roughly the size of a Rhino imperial transport. It is
in this form that the Tearer of Stars begins the campaign locked deep within the vaults of the Space
Marine garrison on Bastille.

Unit: 1 Necron Titarf1000 points)
Type: Supeiieavy Walker
Structure Points:4

SuperHeavy Quantum Shielding4
Weapons and BEgjpment:

Weapon Range | Strength| AP | Rules

Arm Mounted Fusion Canndfull) MHANE|D 2 |[hNRAYlIYyOS M3 wmn
Primary Weapon

Arm Mounted Fusion Cannon (rapid)| ¢ n ¢ |8 2 |[hNRAYlFYyOS HX T1¢

Primary Weapon

w

Hull Mounted Gatling Gausgfhons | c n € 6 Heavy 15, Primary Weapon, Gau

Tesla Coils cCneg 7 5 Heavy 10, Tesla

Titan Close Combat Weapon

Special RulesReactor Meltdowrg if the LX5000 suffers an Apocalyptic Explosion result on the damage
OKIFNIIZx A0Qa NBKOURNYISSAAYydBESE NPR | ff Y2RSta oAl
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GAFFBAZ GARSKRAG, WARBOSS OF THE CRIMSON REAVERS

A savagely cunning and opportunistic Deathskull warlord, Gaffbaz Garskrag and his
Crimson Reaver warband have sacked at least twetpetial holdings in the last several
years, including the valuable manufactorums of Ossian XII. In each case, the target was
. N raided, stripped of nearly all valuable assets and abandoned well before relief forces could
4_'; R arrive and engage the greenskins. WEBt Rf 23 NBO2NR& NBYFAY 2F (KS
raids show brutal Ork warriomsaking their escape.

a2NB GSNNAFeAy3d Aa (GKS wSIGSNAQ a1Aftf Ay 2NDBAGIE &1 NFI |
performed some of the most daring,el-coordinated Ork naval assaults in living memory, obliterating Imperial

defense forces with surprise attacks that have shown a remarkable grasp of nuanced void war principles that are
completely unlike the unsubtle brutality Ork fleets are known foinese assaults have seen Imperial ships looted

of supplies, equipment, and often whole operational sections as the Reavers pillage wrecked hulks to repair their

own vessels.

Gaffbazs leading thespearheadf the invasion of Bastille, an Imperial shrinend gorged with material

resources and potential slave labor. Having gathered a small army of greenskin mercenaries, Gaffbaz is determined

G2 G118 GKA&A 62NIR AY bIFT RNBIQa yI YSTIIRSAKMN GSKKAATRA & D
into the system...

DI FFol 1 Xddmun LIiA

WS BS S
Gaffbaz 6 2 5

o~

w I A Ld Sv
4 5 9 4+

Unit Type: Infantry (Character)

21 wD9! wYy wSEtAO / K2LII 3 {fdaA3alz .238aLkfSs WSI Fe I N¥Y2NE

Relic ChoppaDuring a skirmish with a Space Marlnk G N2 f = DI FFol 1 &l OljdZANBRE |y K2y
{ LI OS al NAYS [/ KIFYLA2Y 060aW9 R2yQ yYSSR AlG y2 Y2NBHéO0D | T
DF¥FFolTQ alS1a YFylFI3ISR (G2 62N] GKS of ItRckoadenthth8 NI FA St R
Relic Choppa are made at +2S, and ignore armor saves.

Unstable RosariusTaken from the hewed body of an Ministorum officiant, this seemingly worthless trinket

generates a protective power field. However, years of poor maintenance leétwbe device in less than optimal

condition, and it has a tendency to short out after heavy use. The Unstable Rosarius provides Gaffbaz with a 4+

Ay @dzt ySNI 6tS &l @Sz odzi oAttt OSFAaAS Fdzy Ol A 2hehegidning FGSNI |
of any subsequent turn, roll a di®@n a 4+, the Rosarius has come back to life!

Raiders Any Lootas in an army including Gaffbaz count as scoring units.

Y dzy' ¥ A ¥ QAny traBdpdrtiveticle or unit of bikes (but not Nob Bikers) in eefamcluding Gaffbaz gains the
G{ O2dzlié NUzZ S +SKAOtSa R2 y2G 3ILAy (GKAAZ NHAS AT GKS& KI
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THE MUTANTS OF BASTILLE ARMY LIST

W The mutants of Bastille army list represents chaos mutants emerging from the

_ undercitesandt S SNE® [ SR 08 (GKS OKINRAYIFIGAO &
; pieces of the Chaos codex, the Daemons codex, and the Lost and the Damned

| army list. The mutants of the undercity can be represented by a variety of

models that may be found in your cadkion.

They are for the most part an army of ragtag mutants utilizing whatever weapons they can find at their
disposal. They are filthy, rag wearing creatures. Some spetditat most hide their faces under
hooded cloaks. All carry a horrid steraftfilth from the sewers from which they emerged.

Army Special Rules
Children of Darknesgsthe Mutants of Bastille are an army that is accustomed to skulking in the
shadows. All models with the Children of Darkness special rule gain an additional €b¥enmsaves.

The Mob Rules the Mutants of Bastille are for the most part cowardly. They gain reassurance from
large numbers, but when those numbers start to disappear, they lose their nerve quickly. Models with
this rule gain +1 to their leadershiptifey outnumber their opponents, and +2 to their leadership if they
double their opponents in number. However such is their cowardice that they will run at loud noises,
phantom shadows, and even the thought of a grisly death. Pinning checks that ederéaillt in the

unit instead fleeing 3D6 inche#lodels with this rule flee 3D6 inches under other circumstances as
well.

Tunnelerg; The Mutants have no real transports to speak of. Instead, they utilize hidden tunnels under
the ground and the sewersder the street, often burrowing their own if need be. Any models with this
special rule may DEEPSTRIKE per the normal deepstriking, representing the models appearing from
tunnels under the ground. Unlike normal deepstriking, if the scatter of the dekpsemplate lands on
difficult ground or enemy units, the models may deploy regardless (in the case of the latter they are
counted as having launched an assault that turn).

Unfortunately, tunneling has some disadvantages as well. Before placing mmdledsD6. On the roll
of a1 or a2, the tunnel collapses and the unit is lost.
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Wargear

Blight Grenadeg Blight grenades are used when the unit that has them assaults, and explode with rot
and gore, lowering the unit being assaulted initiative lynlthe turn that it is charged.

Chaos Lightning Canngrthis bright and glowing gem fires off a crackling beam of lightning whose
power and range are variable. It counts as a vehicle mounted heavy 1. When firing, the controlling
player determines rangby rolling an artillery dice and multiplying by six. Strength is 2D6 and AP is 3. If
the strength rolled is an 11 or a 12 the lightning blast counts as S10 AP1 for that shot.

The cannon fires a lightning blast in a line as many inches are indicatbd stitlery dice times six.
Any units falling under the line (friend or foe) take D6 hits.

If a misfire is rolled, the tank itself suffers a hit at the strength rolled.

IEDGrenadeg these highly volatile concoctions are housed in glass globes atmtdexppon contact
GAGK GKS | ANO® wlky3aS cé¢ taatdzZad m avyrtt oflad {y

Heavy Stubber Platforimthese unpredictable weapons use actual heavy bolts. The guns themselves
were modified to accept this ammunition, and altered to fire at a high rate. The ibeoéthis are that

the mutants can put out a withering hail of gunfire which can pin down even the heartiest of enemies.
The bad side is that the weapon can often go out of control and fire at the wrong target, or even the
Ydzik yGi Qa 2¢6y | ffASaH

ThegurK & + LINRPFAES 2F whky3dS océ {p !'tp w9b5LbD | S} ¢
the amount of hits, the controlling player rolls a scatter dice. If the result is a hit, the hits are fired into

0KS 3dzyQa 26y dzy A (i dthin rang&obthganalBng th& ssattdr wilNtdiké thedaifsA & A
(friend or foe, even in combat). If firing into combat, distribute the shots evenly between friend and foe.

Long Barreled Sniper Rif@ hese rifles are fitted with scopes scavenged from thefuored
battlefields. In addition, the mutants have obtained high explosive rounds with which to fire from these
NAFE Saod CKS NATFES GKSNBF2NBE KIFa | LINRPBFAES 2F wly

Ranged IERQ these homemade explosives are mounted on sticks or fired oltebhack of vehicles.
¢tKS® KI @S || o08AP4ANdawAS | yR | NB {

Rending Forks electrified claws that grant the wearer the RENDING ability. Can be worn singly or as a
pair (granting +1A)

Stubber; LINR YA 0 A @S 3 dzy & ®Rapid Fire sveapsh y 3S> { o !t

Heavy Stubberst I NEASNJ OSNEA2Yya 2F (GKS &0dz oSN océ¢ NIy3S
mutants)

Storm Bladesg large electrified pole arm. Grants the wielder +2S and counts as a power weapon
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Stench Censersthese censers emit a horrifygly nauseating stench of burning filth, rot, and feces with

other unwholesome additions which sicken those near it. Censers can be used in the shooting phase

FYR KIFI@S | c¢cé¢ NIy3aS O2dzyiAy3d a {iNBy3aIKingz !'t o !
models equipped with a Stench Censer fightlaknitiative.

TunnelerTeams drill contraption that mutants use to tunnel ured the ground easier. Units equipped
with tunnelers who have the Tunneler special rule only collapse the tunnel on thd eoll.oln combat,
they count as a S6 11 power weapon.

Even though Tunneler teams are technically two models, they fight and count as one model of the unit
that they upgraded into. This means that they only have one wound total and only gain the noimber
attacks that a standard model of that unit gains.
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HQ CHOICES

Child of Dont mandatory choice. The Child of Dom is the leader of the Bastille uprising. Of all the
mutants, he is the least afflicted physically. Spiritually, his essence has beeuaghlyrencased by the
chaos gods and beneath the grime and dirt and what appears to be frail and weak body belies a
powerful grasp of sorceries and powers that can take an entire world hostage.

Child of DonX ®5D pts

WS BS S T W I A Ld Sv
Dom 3 3 3 4 4 4 3 10 3++

Unit Type: Infantry (Character)

WARGEARChaos Icorg, This brass star of chaos is worn over the tattered robes of Dom. It grants him a 3+
invulnerable save.

Special Rules and PowegsChildren of DarknessThe Child of DomrollsaD6 attheS3IA Yy Ay 3 2F S| OK 27
shooting phase. These represent how many powers he may use that turn. The Child of Dom uses psychic powers
as described in the main 40k rulebook.

1 Fireof Faithq this blackenedlame2 ¥ Sy SNH& KI & | 4randAP2H iy AASdt3A a { G NSy 3

91 BlessingsoftheChii KA & I dzZ3YSyid FFFSOGa 2yS dzyAld O0FNASYR 2NJ
unit may reroll all failed tehit and towound rolls. If an enemy unit, the unit mustrell all successful
to-hit and to-wound rolls.

91 Blessings of the Alfather- t A O1 'y SySYe& Y2RSt GgAGKAY wmuHé 2F (GKS O
Toughness check or be transformed into a shapeless blob of flesh.

1 Blessings of the Church of Stars ¥ NRA Sy Rf & dzy A leadérship &énfil the beginhingditiey & b wm
next shooting phase for the casting player.

1 Rage of the AlFather¢ Range48&  { (i NBR1Ass&Ult 1

91 GiftsofChangel FTNASYRt & dzyAl GAGKAY mMyé 2F GKS OKAfR 0O2dz
weaponsuntA £ G KS adl NI 2F (GKS LXlFeSNna ySEG akK22dGAy3a LKI

9 1 SHESNRE INWRYRE & dzyAld SAGKAY Hné 2F GKS OKAtR 3ALAY
shooting phase for the casting player.

1 {2dzZ aGSIHEeSND Y KATYRR 2 F 52 Y Qaéwerfof cifaBsi Henfagmll fasldd iokit G K S LJ
rolls and tewound rolls any rolls of a 6 toit count as RENDING. In addition, for any wound suffered
from the Child of Dom, the target model must make a LEADERSHIP check or be slain outright.

91 Shieldofthe Fithful¢l FNASY Rt & dzyAl G6AGKAY Hné 2F GKS OKAtR 3|

Y Twisted Land the Child of Dom nominates a piece of terrain on the table. That piece of terrain counts as
Dangerous Terrain. If the piece of terrain was already consideaedjerous, it is now Dangerous on a 1
ora?2.

Special Rules any unit that the Child of Dom starts the game a part of is FEARLESS whilst he remains joined to
them.
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_
Acolyte of FaitiX ®&Q@pts

Acolytes of Faith are creatures dressed in robes and smwgrapout censers filled with a rotten incense
which is quite pleasing to them and which can drive their fellow mutants into a murderous rage.

WS BS S T w I A Ld Sv
Acolyte 3 3 3 4 2 4 2 10 5+

Unit Type: Infantry (Character)

Wargear: Incense bearer @unts as a hand weapon). Leather robes (they are more serviceable than the normal
Ydzi b yi NRoSa 2dzad R2y Qi Fal éKFG dKS@ HNB YIRS 2dzi 27F0 .

Special RulesChildren of Darknesdncenseg the sacred incense which poufrom this filthy contraption drives
G§KS Ydzilyda YIFIR FyR AyG2 | FNRGKAYy3I NI 3ISo lye FNASYRE
the Furious Charge special ability, are Fearless, and gain an additional attack on their profile.

Options: May upgrade their incense bearer to a spikey version (befitting chaos of course) which grants the Acolyte
the RENDING abilifgr +10 pts

_
Acolyte of Shadows... 50 pts

The Acolytes of Shadow are assassins and cut throats; skillful killets abfebehind enemy lines and murder
enemy soldiers and officers without being noticed. The poison on their weapons is vile and potent, and their skill
with their blades is formidable (for a sewdwelling mutant).

WS BS S T w I A Ld Sv
Acolyte 4 3 3 3 2 5 3 8 5+

Unit Type: Infantry (Character)

Wargear: Leatherd b SSRf S Ddzy 6wHné NI y3IST LJAdsaul3),Par oflpdisoried ] & & 2 dzy F
blades (wound on a 4+, models wounded must make a Toughness check or are slain with no fethdosed.
The extra blade confers a +1A)

Special Ruleslinfiltrate, Children of Darkness, Stealth (opponents wishing to target the Acolyte of Shadows must
use night fighting rules to see if they can target him whilst he is in cover)

Options: May upgrae his leathers for carapace armor, increasing his armor save to a 4+ for +10 pts. May upgrade
his needle gun with a sniper scope for +5 pts which gives the gun the SNIPER special rule (hit on a 2+).
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le ]

Acolyte of Battle ..... 70 pts

Acolytes of battle a& fearsome foes, dressed in heavy metal armor and swollen with muscle, rage, and a nasty
disposition to tearing things apart nedikst. They wield large weaponoapable of punching through armor and
bone with ease, and enjoy doing so.

WS BS S T w I A Ld Sv
Acolyte 5 3 4 4 2 5 3 8 3+

Unit Type: Infantry (Character)
Wargear: Heavy metal platdpower armor, big nasty metal pointy thing
Special RulesChildren of Darkness§;urious Charge, Crazed (+1 A)

Options: May upgrade his big, nasty metal poirityng to one that is sheathed in chaos power for +10 points
(counts as power weapon), a Lightning Claw (+10 points), or an even bigger and more nasty metal pointy thing
(counts as power fist) for +15 points.

_
TROOP CHOICES
/hwt {9 a! ¢! be¢fmxdedd p LIGa LISNI

Corpse Mutants are the walking dead reanimated through the powers of chaos and the gifts of the benevolent
Dom. They are nothinking shells that seek to eat the flesh of the living.

WS BS S T w I A Ld Sv
Mutants 2 0 3 3 1 2 1 10 ==

Number/Squad: 10-30

Weapons: Teeth, claws

Options: None

Special RulesFeel No Pain, Fearless

—

23



Bastille CampaigrIENEGGN

al! ¢! be¢{ Xomodd LIia LISNJ

Mutants make up the bulk of the Bastille army, composed of twisted men, degenerates, and the rejected and
chaostouched individuals who liviife hiding in the shadows of the sewers and tunnels under the world. They
arm themselves with whatever they can find, and are unified in their hatred for how they are treated by the Pure
Bloods (as they call the Imperial Citizens above ground)

WS BS S T W | A Ld Sv
Mutants 3 3 3 3 1 3 1 6 6+
Boss 3 3 3 3 1 3 2 7 6+

Number/Squad: 1€80
Weapons:{ (i dzo 06 S NE& - RapicFére) QR Stubler Pistols (Pistol, SBakid hand weapon

Options: May upgrade to Flack Jackets for a 5+ armor save for +2 @ointedel. Up to four mutants may
exchange their equipment for heavy stubbers at +5 points a model, Improvised Explosive Devices for +5 points, or
Flamers for +5 points.

One mutant may upgrade to a boss for +15 poiBesses may take a pair of rendingki®for +5 pts
Special RulesChildren of Darkness, The Mob Rules

| ]
ELITE CHOICES

BIG MUTANTS®® H pmddii & LIS NJ

Big mutants are warped and twisted creatures of brute strength. Standing over eight feet tall and
capable of immense feats of strength, bigitaints can take some punishment and dish it back in return.

WS BS S T w I A Ld Sv
Mutants 4 2 6 4 3 3 2 7 5+
Boss 4 2 6 4 4 4 3 8 5+

Number/squad: 310Monstrous Infantry

Weapons: Teeth, claws, blunt and / or sharp things

Options: Firearmsfor +2 @tk Y2 RS o Owly3aS unéz {n !tc wkLAR CANBOO®
a flamer for +6 points per model or a heavy stubber at +5 points per model.

The squad can be upgraded to be scaly (4+ saving thiohuijt) for +5 points / modelOne malel may upgrade to
a Boss for +30 points.

Bossegan wield things from the options above, take a pair of rending forks for +10 pts or take a storm blade for
+15 pts.

Special RulesChildren of Darkness, The Mob Rules
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_
'y RS NJ BOD portgpérdnodel

WS  BS S T W | A Ld Sv
Underchild 6 4 6 6 6 2 5 10 4+

Number/squad: 1 Monstrous Creaturdunique max 1 in an army)

Jecial Rules:Daemon(fearless, 4+ invulnerablgyeel No Pain, Slow and Purposeful

Auraof Decag! f f Sy SYeé Y2 RS Urderdhildfeieh i¥i comiat) fuffer aiSR Bit with-AP

Toxic Spew The Underchild exhales a stinking stew of sewage. This is a template weapon wounding on the D6

roll of a 4+ and allowing no armor or cover saves. Vehicles are glanced on a 4+ if touched.

Noxious Touch ¢ K S ! y R 8Slds®dormbatiktazks are poisoned and wound on a 2+ as described in the main

40Kk rules

Stench ofthe Tunnetsi KS Y2 RSt Qa 3aAINRaa LINBASYyOS GdONIXOGa | &gl NYAy
having offense and defena grenades (but receives no strength bonus in combat against vehicles)

Necrotic Missileg TheUnderchild scoops up and lobs vast handfuls of its own waste. This is a poisoned weapon
@2dzy RAy3 2y | nb0 6A0K Odnafi@SargaBlast { A NBYy3GK bk! X !'t HZ

_
t € F3dzS / KAt RpeBmbdeb dmp LR AY (&

WS BS S T W | A Ld Sv
Mutants 3 2 3 3 1 4 3 10 6+

Number/squad: 510

Foecial Rules:Feel no Pain, Crazed, Fearless, Rending, Children of Darkness, The Mob Rules, Tunnelers
Diseased If a unit suffers amnsaved wound from the Plague Children, it suff&S,-1T, and-1I for the rest of
the game (this does not stack)

Options: One member of the squad may be upgraded to a Tunneler team for +20 points

_
/ SYyaSNJ . SI NBoNdmgdeldmH LIR2AY (a

WS BS S T W I A Ld Sv
Mutants 3 3 3 4 1 3 1 7 6+
Prophet 3 3 3 4 1 3 2 8 6+

Number/squad: 520

Weapons: Stench Censers

Jecial Rules:Feel no Pain, Crazed, Fearless, Rending, Children of Darkness, The Mob Rules, Tunnelers
Diseased, If a unit suffers an unsaved wodrirom the Plague Children, it suffeikS,-1T, and-1I for the rest of
the game (this does not stack)

Options¢ One Censer Bearer may be upgraded to a Prophet for +10 points. The prophet may exchange his censer
for a pair of rending forks for +5 pt©ne Censer Bearer may be upgraded to a Tunneler team for +20 points.
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_
{G2N) / KAf RNBrynddeldmp LR2AY(a

WS BS S T W I A Ld Sv
Mutants 4 3 3 3 1 3 1 7 4+
Prophet 4 3 3 3 1 3 2 8 4+

Number/squad: 520
Weapons: Storm BladesCarapace Armor
Joecial Riles: Children of Darkness, The Mob Rules

Options¢ One Storm Child may upgrade to Storm Prophet for +15 points. Storm Prophets may exchange their

Storm Blades for a pair of Rending Forks for free.
The unit may be equipped with Blight Grenades fopeiht / model.
The unit may upgrade to SCALY SKIN which will improve their armor save to 3+ for +2 points / model.

by @]

FAST ATTACK CHOICES
522Y 2 KSSt Xpednodelhn LIRAYQ(a
Armor 12 Front, Side, and Rear

Weapons:¢ gAYy fAY{1SR a0l GGE8NI fFaSNI océ¢ {71 !tn 1SI@
Special RulesOpen Topped

Random Movement During the movement phase, the controlling player nominates a direction for the wheel and

Al Y20Sa

iKFG RANBOGAZY

n5cé¢®

dzy A0 GKFG AG O2ydl O

the assault phase). Any unit struck by a Doom Wheel in assault takes D6 S6 hits with no armor saves allowed.

b @]

adzi yid . A]SN&EXebedbHp LIR2AYGA

WS BS S T w Ld Sv
Mutants 3 3 4 34) 1 7 4+
Boss 3 3 4 3(4) 1 8 4+

Number/squad: 15 Bikes
Weapons: Twin linked mounted stubbers, spiked wheels
Secial Rules:The Mob RuleClose Combat attacks are Rending from the spiked wheels

Options¢ One Biker may upgrade to a boss for +20 points. Two bikers may swap their stubbers out for plasma

guns fao +15 points a piece.
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I
PaGGEF O] . dzZ33ABeEmodetrd np LRAYGA

Armor 10 Front, Side, and Rear

Squad Sizel-3 buggies

Weapons: Turret mounted heavy stubber and two side heavy stubbers

Special RulesOpen Topped

Options: The buggies may add IED egive devices for +10 points a model
I

HEAVY SUPPORT CHOICES

adzi I yi CA RFpoittsperYhodeld b

WS BS S T W | A Ld Sv
Mutants 3 3 3 3 1 3 1 6 6+
Overloss 3 4 3 3 1 3 1 7 6+

Number/squad: 510

Weapons: Long barreled sniper rifle

Fecial Rules:Children of Darkness, The Mob Rules, Infiltrate, “Furkers

Options¢ Up to four mutants may replace their sniper rifles for Heavy Stubber Gun platforms.

One mutant may upgrade to an Overboss for +10 points. Overbosses may replace their snipeithifigdasma
cannon platform for +10 points

_
DNBYFIRASNBX®PDOHN LI2AYyda LISNI Y2RSft

WS BS S T W | A Ld Sv
Grenadiers 3 3 3 3 1 3 1 6 5+

Number/squad: 510
Weapons: IDE Grenades
Foecial Rules:Children of Darkness, The Mob Rules, Infiltrate, Tunnelers

Options: One grenadier may be upgraded to a Tunneler Team for +20 points
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_
[ AGKGYAYT ¢yl Xod mpn LRAyida LISN Y2RSE
Armor 12 Front, 12 Side, and 10 Rear

Squad Sizel tank

Weapons: Chaos Lightning Cannon
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Chapter V - Scenarios

The campaign will be madg use of scenarios found from the core 40k rulebook, Planetstrike, Battle
Missions, and Cityfight. You will need copies of these supplements to use the scenarios found here.

Special Scenariosthe canpaign uses a few special scenarios if certain evieatspire. Regardless of
the cycle, if certain triggers occur then please see the appropriate scenario.

Taking the Vaulg this Apocalypse scenario occurs whenever the Vault sector is attacked and is
contested

Halls of the Forsakenthis battle occursvhenever the Vault sector is attackedy R A a dzy RSNJ | F I
control that is not the imperials.

Flight of the Eishtenbaahthis battle occurs whenever a side possesses the artefact and is attempting to
leave planet via the spaceport.

Blockade Ruqthis BFG scenario occurs whenever a side escapes the planet and the planet space is
contested by an opposing faction wishing to stop them.

Final Boarding, this BFG scenario occurs whenever a side escapes the planet with the artefact and
attemptstoleavet®s a&aGSY odzi GKS a2aidisSyQa LISNAYSGISNEB | NB

Boarding Missiong BFG boarding actions can be done using the boarding action scenario.

Cycle 1

The beginning of the campaign kicks off with the orks and necrons having swept most ofniiegbla
defenders. The hub of conflict is in the Gallens Sector, where the necrons are attempting to seize the
artefact from the Ultramarine garrison.

The orks have captured planetary space around Bastille, and the Necrons have captured Myrmidon
station. A relief imperial fleet has arrived along the system perimeter. More than likely, the second
space station will see some serious action as it remains contested.

Attacking Fleet:Imperials
Available ScenariosThe Bait, and The Raides Planetary Asault(Imperials may decide which they
want to do)

With the sector so full of enemy ships, the Imperials realize that a full frontal assault may not be the
wisest course of action, and so attempt to lure some ships out to weaken the enemy fleet.

Imperialsmay choose to launch an assault on the Planet as well, which will help to add forces on the
ground, securing planetary space. If the Imperial side wishes to launch this battle, it is with a full 1500
point fleet.

On the groundthe Vault is at its mostulnerable as the Imperials possess neither planetary space nor
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the spaceport, and as such lose out on the additional pdhrsthose goals give to them.

Sector 1 Vault Scenario
The Space Marine garrison has kept much of Gallens sector secure étine €To gain a foothold in
this hotly contested zonéhe attackers are punching through a fortified city block. The imperial

defenders must hold the buildings at all costs, lest the attacking orks and necrons gain the foothold that

they need to launchn attack on the vaulGarrison!

Battle ¢ Cityfight. The Imperials have fortified the block and there is a lot of cover to be had.

Objectivec Hold out. The side occupying the most city structures at the end of the game is declared the

winner.

SpeciaRulesg Dusk & Dawn (p. 45 Cityfight), Random Game Length (p. 45 Citysigimglard mission
rules apply as well (reserves & deep strike)

Strategems; Each side may choose up to 3 points of strategems in the Cityfight book-4p. Ghyfight)

UnlockableAssetc Tunnels (Apocalypse Battlefield Asseby winning this scenario, the winning side
has access to the sewer tunnels running underneath this part of the city.

Deploymentg Divide table into four quarters. Roll to determine who picks quarter. Gpgagsayer
deploys in opposite corner. Deploy strategems. Next, starting with player who rolled lowest abov
RSLX 28 Ay GKS F2ft2¢gAy3 2NRSNY ¢NR2LJAT | St
OSYGiSNI 2F GKS {Glenen®. 2NJ 6 AGKAY wmyé 2F (KS

Terraing Cityfight terrain.
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