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			HOW TO USE ALTAR OF WAR MISSIONS
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			It is very straightforward to use an Altar of War mission – it only requires a handful of minor modifications to the rules for Preparing for Battle in the Warhammer 40,000: The Rules. These changes are explained in detail next, but they boil down to: roll-off if you want to use an Altar of War mission; if you win, you can roll on one of the Altar of War mission tables instead of the Eternal War mission table. And that’s it!

			THE MISSION

			If either you or your opponent wish to use an Altar of War mission, then you must roll-off at the start of The Mission step of Preparing for Battle (see Warhammer 40,000: The Rules). 

			The winner of the roll-off can choose to either roll on the Eternal War mission table, or instead choose to play one of the missions included in this book. 

			For example, Sarah and Jon have arranged to play a game of Warhammer 40,000. Sarah has brought along her Tau Empire army and has First Blood: An Altar of War Selection Pack, while Jon is using his Space Marines and has Altar of War: Space Marines II. They roll-off and Sarah wins. She decides to play the Tau Empire Altar of War mission included in this book. If Jon had won, he could have either rolled on the table in his book or, with Sarah’s permission, chosen to play the Space Marines Altar of War mission in First Blood: An Altar of War Selection Pack.

			In this book you will find one mission for each of the following Factions, including an additional mission for Black Legion players.

			Space Marines

			Dark Angels

			Imperial Knights

			Eldar

			Tau Empire 

			Tyranids

			Chaos Daemons

			Chaos Space Marines
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			ANGELS OF DEATH
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			‘We are the Ultramarines, the Sons of Guilliman. Whilst we draw breath, we stand. Whilst we stand we fight. Whilst we fight, we prevail. Nothing shall stay our wrath.’

			- Marneus Calgar, Chapter Master of the Ultramarines
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			One of the most effective ways of disrupting an enemy army is to launch a surprise attack against its command centre. Space Marines are some of the most capable armies in the galaxy at this type of mission. Scouts will be dropped behind enemy lines, with orders to locate and reconnoitre the enemy headquarters, but without being spotted themselves. The Scouts will spy on the enemy base for several hours or even days, relaying the information back to the Space Marines’ main base. There the Space Marine commander will determine how and when to attack the enemy. At the appointed hour the Space Marines will attack without warning, catching the enemy unaware. Drop Pods will fall from the sky, and ground units will surge forward from carefully hidden positions. If the mission is successful the enemy will be left leaderless, and their disorganised forces will quickly succumb to follow-up attacks launched by the Space Marines and allied Imperial battle-formations.

			THE ARMIES

			Choose armies as described in Warhammer 40,000: The Rules. The Space Marine player’s Warlord must have the Space Marines Faction.

			THE BATTLEFIELD

			Use the deployment map included with this mission. Set up terrain as described in Warhammer 40,000: The Rules. The Space Marine player may not use any fortifications in this mission.

			Players should first roll for Warlord Traits as described in Warhammer 40,000: The Rules, then deploy as follows:

			
					•	The enemy player deploys first, anywhere on the table is that at least 12" away from a table edge. In addition, enemy units must be placed at least 6" away from any other enemy unit. No enemy units may be placed in Reserve, unless they have a special rule that says they may do so ‘even in missions where Reserves are not normally allowed’. 

			

			Space Marine units enter on the first turn using the following methods:

			
					•	Any unit can enter from any table edge, as if arriving from Reserve.

					•	Any unit with the Deep Strike rule can instead Deep Strike onto the table, using the rules for Deep Strike units entering play from Reserve. 

			

			Any units that do not enter play on the first turn are placed in Ongoing Reserves. In this mission all units will Fall Back towards the nearest table edge. Reserves may enter from any table edge.

			FIRST TURN

			The Space Marine player has the first turn. Do not roll to see if the enemy player can Seize the Initiative as described in Warhammer 40,000: The Rules.

			GAME LENGTH

			The mission uses Variable Game Length as described in Warhammer 40,000: The Rules.

			VICTORY CONDITIONS

			At the end of the game, the player that has scored the most Victory Points wins the battle. If the players have the same number of Victory Points, the game is a draw.

			PRIMARY OBJECTIVE

			At the end of the game each player receives 3 Victory Points for each enemy HQ unit that has been completely destroyed, 1 Victory Point for each Troops unit and Dedicated Transport unit that has been completely destroyed, and 2 Victory Points for each other unit that has been completely destroyed. Units that are Falling Back at the end of the game, and units that are not on the board at the end of the game, count as destroyed for the purposes of this mission. Remember that Independent Characters and Dedicated Transports are individual units and award Victory Points if they are destroyed.

			SECONDARY OBJECTIVES

			Slay the Warlord, First Blood.

			MISSION SPECIAL RULES

			Night Fighting, Reserves.

			Angels of Death: All units in the Space Marine player’s army with the Space Marines Faction have the Fear special rule.

			Home Ground: All enemy units have the Move Through Cover and Stubborn special rules.

			Tactical Precision: Any unit that enters play by Deep Strike on the first turn does not scatter.
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			OUTRIDERS OF DEATH
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			‘The enemy have been sighted. I am going to engage. In the name of the Emperor: 
Ravenwing – attack! Attack! ATTACK!’
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			The Dark Angels consider advanced reconnaissance of enemy positions to be a vital prerequisite to any attack. The Ravenwing are ideally suited to such tasks, ranging far ahead of their battle brothers and reporting back what they discover so that their commanders can devise an effective attack plan. Commanders that do not have access to Ravenwing units will use other units under their command to carry out the task. Such duties often require the outriding forces to closely engage the enemy, so that they can accurately gauge their strength and the location of any hidden forces. Should they encounter resistance that cannot be quickly overcome, then their probing attacks will be reinforced and an all-out offensive will be launched immediately.

			THE ARMIES

			Choose armies as described in Warhammer 40,000: The Rules. The Dark Angels player’s Warlord must have the Dark Angels Faction.

			THE BATTLEFIELD

			Use the deployment map included with this mission. Each player rolls a D6, re-rolling ties. Whoever scores higher can decide which half of the table they wish to deploy in. The opposing player will deploy in the opposite half. Then, set up terrain as described in Warhammer 40,000: The Rules. 

			OBJECTIVE MARKERS

			Set up a total of D3+2 Objective Markers before either side deploys. The enemy player sets up the first Objective Marker, then the Dark Angels player, and so on. Objective Markers may be set up anywhere on the table at least 12" from a table edge or another Objective Marker.

			DEPLOYMENT 

			Players should first roll for Warlord Traits as described in Warhammer 40,000: The Rules. The enemy player deploys first. He may deploy anywhere in his half of the table using the Hidden Deployment special rule to the right. The Dark Angels player may deploy any number of Ravenwing units or units with both the Scout special rule and the Dark Angels Faction in his half of the table, within 6" of his own table edge. His other units must begin the game in Reserve.

			If the Dark Angels player has no Ravenwing units or units with both the Scout special rule and the Dark Angels Faction, he may deploy any two Troops units with the Dark Angels Faction instead.

			RESERVES

			Both sides may place any number of units in Reserve.

			FIRST TURN

			The Dark Angels player has the first turn.

			GAME LENGTH

			The mission uses Variable Game Length as described in Warhammer 40,000: The Rules.

			VICTORY CONDITIONS

			At the end of the game, the player that has scored the most Victory Points wins the battle. If the players have the same number of Victory Points, the game is a draw.

			PRIMARY OBJECTIVE

			At the end of the game, each Objective Marker is worth 3 Victory Points to the player that controls it.

			SECONDARY OBJECTIVES

			First Blood, Linebreaker, Slay the Warlord.

			MISSION SPECIAL RULES

			Reserves.

			Hidden Deployment: The enemy player must first write down if any of his Independent Characters will start the game attached to a unit they can join, and which units will start embarked on any transport vehicles in the army. Independent Characters will deploy with the unit they are attached to, and transported units will begin inside their transport vehicle when it is deployed.

			The enemy player must take one Hidden Deployment marker for each unit in his army (do not take separate markers for attached Independent Characters and transported units). Note that there is no need to record which marker corresponds to each unit (this is determined when the marker is revealed as described below).

			The enemy player deploys the Hidden Deployment markers instead of the units in his army. The markers must be set up in this deployment area, and may not be set up in impassable terrain. They are treated as impassable terrain by models in the Dark Angels player’s army. Hidden Deployment markers are revealed in the following circumstances:

			
					•	When a model in the Dark Angels player’s army with the Dark Angels Faction ends its move or arrived via Deep Strike within 12" of the marker.

					•	The enemy player may choose to reveal any of their markers at the start of any of their turns, starting from the second game turn.

			

			When a marker is revealed, the enemy player replaces it with a single unit from his army. The enemy player may choose any unit that has not yet been deployed. If the unit has any attached Independent Characters, or a transport vehicle, these will deploy at the same time.

			Either place the revealed unit on the table, or discard the marker and declare that the unit is in Ongoing Reserves. If the unit is placed on the table, one model must be placed where the marker was located, and the rest of the models in the unit must deploy following the rules for unit coherency, and be placed more than 1" away from any model in the Dark Angels player’s army. If it is impossible to deploy all of the models in the unit for any reason, then any models that can’t be deployed are destroyed (but remember, you can always choose to place the whole unit in Ongoing Reserves in order to avoid its destruction).

			The enemy player is considered to have models on the battlefield (and thus his force will not have been wiped out) as long as at least one of his Hidden Deployment markers remains.
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			OF LANCE, SHIELD AND MANTLE
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			‘You are a Knight of House Terryn. May your deeds lift the hearts of your allies, and crush the spirits of your foes.’
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			When fighting alongside the armies of the Imperium, Knights are often called upon to act as the speartip of an attack. This is not without good reason, for a Knight’s presence at the forefront of an assault serves three purposes: firstly, his strength is such that a Knight can fight his way through almost any foe to break apart the enemy battleline; secondly, the durability afforded to a Knight’s suit by his ion shields enables him to shelter allied forces that follow in his wake; finally, the Knight acts as a highly visible reminder of the Imperium’s might, inspiring all who fight for the Emperor, whilst cowing their foes.

			THE ARMIES

			Choose armies as described in Warhammer 40,000: The Rules. The Imperial Knights player’s army must include an Imperial Knight Detachment that comprises either one or two models with the Imperial Knights Faction (see Codex: Imperial Knights).

			THE BATTLEFIELD

			Use the deployment map included in this mission. Set up terrain as described in Warhammer 40,000: The Rules.

			OBJECTIVE MARKERS

			After terrain has been set up, the enemy player must place 3 Objective Markers anywhere in his deployment zone. No objective can be placed within 6" of any battlefield edge or 12" of another objective.

			DEPLOYMENT

			Before any models are deployed, both players should roll to determine their Warlord Traits as described in Warhammer 40,000: The Rules.

			Firstly, the enemy player deploys his units anywhere within his deployment zone (see map). Then the Imperial Knights player deploys his units anywhere within his deployment zones (see map).

			FIRST TURN

			The Imperial Knights player has the first turn unless the enemy player can Seize the Initiative as described in Warhammer 40,000: The Rules.

			GAME LENGTH

			This mission uses Variable Game Length as described in Warhammer 40,000: The Rules.

			VICTORY CONDITIONS

			At the end of the game, the player who has scored the most Victory Points wins the game. If players have the same number of Victory Points, the game is a draw.

			PRIMARY OBJECTIVE

			At the end of the game, each Objective Marker is worth 3 Victory Points to the player that controls it. Furthermore, at the end of the game, the enemy player scores 1 Victory Point for each model in the Imperial Knights player’s army with the Imperial Knights Faction that has been destroyed.

			SECONDARY OBJECTIVES

			First Blood, Linebreaker, Slay the Warlord.

			MISSION SPECIAL RULES

			Night Fighting, Reserves.

			Lance of the Imperium: All models in the Imperial Knights player’s army with the Imperial Knights Faction have the Rampage special rule.

			Shield of the Imperium: Any unit in the Imperial Knights player’s army that is partially obscured from the firer by a friendly model with the Imperial Knights Faction receives a 4+ cover save.

			Mantle of the Imperium: All units in the Imperial Knights player’s army with Factions from the Armies of the Imperium (Adepta Sororitas, Blood Angels, Dark Angels, Grey Knights, Astra Militarum, Inquisition, Space Marines or Space Wolves) within 12" of a friendly model with the Imperial Knights Faction count as having scored one additional Wound when determining assault results. Furthermore, all units in the enemy player’s army within 12" of a model in the Imperial Knights player’s army with the Imperial Knights Faction must use their lowest Leadership value, not the highest.
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			FATAL STRIKE
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			‘Your understanding is not required mon-keigh, merely your surrender...’
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			Farseers are potent psykers, whose prodigious powers allow them to see the future. By casting their runes, they can unravel the tangled skeins of probability to divine which course of action should be taken. These powers can allow the Eldar to carry out a devastating attack that will win a campaign at a single stroke or, at the least, ensure their success in the longer term. More often than not, the strike will be aimed at an important enemy commander, whose death the Farseer has divined is vital if the Eldar are to succeed in their plans.

			Once a target has been identified, a small strike force will be sent to destroy or capture them. The Eldar will strike quickly and without warning, relying on a fast and furious assault to overwhelm the foe and achieve their ends. The enemy’s only hope is to do their best to protect the likely targets of the attack, and to attempt to drive the Eldar off by inflicting such heavy casualties upon them that they fall back rather than press home their attack.

			THE ARMIES

			Choose armies as described in Warhammer 40,000: The Rules. The Eldar player’s Warlord must have the Eldar Faction.

			THE BATTLEFIELD

			Use the deployment map included with this mission. Then set up terrain as described in Warhammer 40,000: The Rules. 

			DEPLOYMENT

			Players should first roll for Warlord Traits as described in Warhammer 40,000: The Rules. The Eldar player deploys first, anywhere in their deployment zone more than 9" away from the centre line of the table. The enemy player then does likewise, except that all of their HQ choices must be deployed within 6" of the centre of their deployment zone. Note that this means that enemy HQ choices may not be placed in Reserve.

			FIRST TURN

			The Eldar player goes first unless the enemy player can Seize the Initiative as described in Warhammer 40,000: The Rules.

			GAME LENGTH

			The mission uses Variable Game Length as described in Warhammer 40,000: The Rules.

			VICTORY CONDITIONS

			At the end of the game, the player that has scored the most Victory Points wins the battle. If the players have the same number of Victory Points, the game is a draw.

			PRIMARY OBJECTIVE

			The enemy player receives 2 Victory Points for each opposing unit that has been completely destroyed. The Eldar player receives 3 Victory Points for each HQ unit that they completely destroy, 1 Victory Point for each Troops or Dedicated Transport unit they completely destroy, and 2 Victory Points for any other type of unit they completely destroy. Units that are Falling Back at the end of the game, and units that are not on the board at the end of the game, count as destroyed for the purposes of this mission. Remember that Independent Characters and Dedicated Transports are individual units and award Victory Points if they are destroyed.

			SECONDARY OBJECTIVES

			First Blood, Slay the Warlord.

			MISSION SPECIAL RULES

			Reserves.

			Dawn Attack: The Night Fighting special rule is in effect automatically for the first turn of this mission (do not roll for it as you would do normally).
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			THE KILLING BLOW
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			‘There are certain things in war, of which the Fire caste Commander alone comprehends the importance. It is not his right, but rather his responsibility, to send thousands to their deaths if millions will prevail. That is the heaviest burden of command, and it must be shouldered alone.’
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			The Killing Blow is the most aggressive style of Tau warfare, and is based upon identifying a target of opportunity and attacking it with brutal precision. The commander will often spend several days planning the operation and reviewing his plans. Only once he is confident the attack will the have the maximum chance of success will he strike. A Killing Blow Attack is usually carried out with a mobile force, that can swiftly take the fight to the foe, but this is by no means the only way to enact such an attack. Common to all methods however, is landing a crippling blow to the heart of a enemy force, by concentrating overwhelming firepower upon carefully selected elements of the opponent’s baseline. In order to co-ordinate such an attack, Tau Pathfinder teams or other scouting forces will work their way close to the foe, from where they can pre-designate the targets that the main force will attack first. At a precise moment, the entire force will attack, blasting apart vital units and leaving the enemy reeling and unable to respond effectively. If the initial attack causes enough damage, the Tau will press the attack, endeavouring to annihilate their foe. If the enemy prove able to resist the first hammer blow, then the Tau will often fall back and regroup, satisfied with having inflicted heavy casualties at little cost to their own forces.

			THE ARMIES

			Choose armies as described in Warhammer 40,000: The Rules. The Tau player’s Warlord must have the Tau Empire Faction.

			THE BATTLEFIELD

			Use the deployment map included with this mission. Each player rolls a D6, re-rolling ties. Whoever scores higher can decide which of the four table quarters the Tau Empire player will deploy in. The enemy player will deploy in the remaining three table quarters. Then, set up terrain as described in Warhammer 40,000: The Rules.

			OBJECTIVE MARKERS

			The enemy player sets up 1 Objective Marker in any of the enemy deployment zones before either side deploys.

			DEPLOYMENT

			The enemy player must deploy first. Before doing so, they must split their army into four groups. Each group must include at least one unit, and no group may include more than half of the units in the army. The enemy player must place one of the groups in reserve. The remaining three groups must deploy on the battlefield. Each group must deploy in a separate enemy deployment zone, with all of the models in the group within their designated area, and no model from one group within 12" of a model from a different group.

			The Tau Empire player deploys second, and may place any of their units in their quarter of the table. Units with the Scout special rule may deploy anywhere in the Tau Empire table quarter; all other units that are not held in Reserve must deploy more than 12" away from any enemy models.

			FIRST TURN

			The Tau Empire player goes first unless his opponent can Seize the Initiative as described in Warhammer 40,000: The Rules.

			GAME LENGTH

			The mission uses Variable Game Length as described in Warhammer 40,000: The Rules.

			VICTORY CONDITIONS

			At the end of the game, the player that has scored the most Victory Points wins the battle. If the players have the same number of Victory Points, the game is a draw.

			PRIMARY OBJECTIVE

			At the end of the game each player receives 1 Victory Point for each opposing unit that has been completely destroyed. Units that are Falling Back at the end of the game, and units that are not on the board at the end of the game, count as destroyed for the purposes of this mission. Units that have made a Tactical Retreat (see Mission Special Rules) do not award Victory Points. Remember that Independent Characters and Dedicated Transports are individual units and award Victory Points if they are destroyed. In addition, at the end of the game, the Objective Marker is worth 3 Victory Points to the player that controls it.

			SECONDARY OBJECTIVES

			First Blood, Slay the Warlord.

			MISSION SPECIAL RULES

			Mysterious Objectives, Night Fighting.

			Pre-designated Targets: After deployment is complete, but before the first turn starts, the Tau Empire player must pick one enemy deployment zone. D3 markerlight counters are placed on each enemy unit in that deployment zone (roll separately for each unit), and will remain in place until used or the end of the Tau Empire player’s first Shooting phase (whichever should occur first).

			Tactical Retreat: At the start of any of the Tau Empire player’s turns, starting with the third, the Tau Empire player may announce that he will make a Tactical Retreat. If he does so, his units are allowed to move off the Tau Empire board edge. In order to leave the table, at least one model in the unit must touch the table edge; the entire unit is then removed from play and may not return. If the Tau Empire player announces a Tactical Retreat, the opposing side receives D3 additional Victory Points at the end of the game, but any of the Tau Empire player’s units that make a Tactical Retreat do not award Victory Points.

			Reserves: The Tau Empire player may place up to half of their units with the Tau Empire Faction in Reserve. The enemy player places units in Reserve as described in the deployment instructions above.
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			INFESTATION
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			‘The moment you stop to count the cost; that is the moment you fail.’
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			As the Tyranid invasion enters its final stage, the planet will be almost unrecognisable. The world will lie in ruins, the majority of its population either dead or, far worse, assimilated by the hive fleet to create new Tyranid creatures. Even the surface of the planet will have been corrupted, the landscape torn by brood nests that spew forth alien monstrosities, and rent by the huge capillary towers used to funnel the bio-mass of the planet back to the waiting hive fleet.

			In this nightmare landscape the battle will reach its final stages, as the few surviving inhabitants battle to the death against a Tyranid horde that will have adapted and evolved to suit the conditions that prevail on the planet. But the defenders will also have learnt much, and the hardened veterans that are still alive will have learnt the best tactics to use to defeat the alien invaders. It is battle at its most brutal and visceral – a struggle for survival in which only the fittest will endure.

			THE ARMIES

			Choose armies as described in Warhammer 40,000: The Rules. The Tyranid player’s Warlord must have the Tyranids Faction.

			THE BATTLEFIELD

			Use the deployment map included with this mission. Then, set up terrain as described in Warhammer 40,000: The Rules.

			Divide the table into four quarters. Roll-off. The winner of the roll-off must choose which of these four quarters will be the enemy’s deployment zone. The Tyranid player deploys in the remaining three-quarters of the table.

			DEPLOYMENT

			Players should first roll for Warlord Traits as described in Warhammer 40,000: The Rules. The Tyranid player deploys first, anywhere that is at least 12" from the enemy deployment zone. The enemy player deploys second, anywhere in their deployment zone.

			FIRST TURN

			The Tyranid player goes first unless his opponent can Seize the Initiative as described in Warhammer 40,000: The Rules.

			GAME LENGTH

			The mission uses Variable Game Length as described in Warhammer 40,000: The Rules.

			VICTORY CONDITIONS

			At the end of the game, the player that has scored the most Victory Points wins the battle. If the players have the same number of Victory Points, the game is a draw.

			PRIMARY OBJECTIVE

			At the end of the game, each player receives 1 Victory Point for each opposing unit that has been completely destroyed. Units that are Falling Back at the end of the game, and units that are not on the board at the end of the game, count as destroyed for the purposes of this mission. Remember that Independent Characters and Dedicated Transports are individual units and award Victory Points if they are destroyed.

			SECONDARY OBJECTIVES

			First Blood, Linebreaker, Slay the Warlord.

			MISSION SPECIAL RULES

			Mysterious Objectives, Night Fighting, Reserves.

			Adapt or Die: All units from the Tyranid player’s army with the Tyranids Faction have the Move Through Cover and Stealth special rules.

			Lines of Retreat: Any units that Fall Back must do so towards their controlling player’s nearest table edge, as depicted on the map. 

			Tremors: All units treat all terrain, apart from open ground, as dangerous terrain. 

			Tyranid Fighters: All units in the enemy player’s army have the Preferred Enemy (Tyranids) special rule.
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			ETERNAL NIGHT
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			‘Hell exists, and it sprang from the nightmares of mortals.’
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			To fight against Daemons is to fight against shadows. It is a battle of nightmares, where the enemy can appear at any place and any time. Most terrifying of all is when such a battle takes place in the dead of night and Daemons, well aware of the advantage the cover of darkness gives them, will often choose to attack at this time. Night fights are confused, desperate affairs, and never more so than when battling against an enemy that has the power to materialise from nowhere. Friend and foe will quickly find themselves hopelessly intermixed, and the battle will devolve into a quilt-work of individual battles. Most of these will consist of desperate shoot-outs and assaults fought at close range with an enemy that suddenly appears out of the darkness. The night will be lit by the blaze of gunfire and filled with the screams of dying men and the howls of their daemonic enemies. Then, as suddenly as it started, the battle will end, leaving the shaken survivors hoping the dawn’s light will come before the next attack.

			THE ARMIES

			Choose armies as described in Warhammer 40,000: The Rules. The Chaos Daemons player’s Warlord must have the Chaos Daemons Faction.

			THE BATTLEFIELD

			Use the deployment map included with this mission. Note that in this mission, neither player has a single deployment zone (see Confusion All Around in the Mission Special Rules). Then, set up terrain as described in Warhammer 40,000: The Rules. 

			OBJECTIVE MARKERS

			Players take it in turns to set up D3+2 Objective Markers before either side deploys. The enemy player sets up the first Objective Marker. Objective Markers may be set up anywhere on the table that is not in, or on, impassable terrain, buildings or fortifications, and is at least 12" from a table edge or another Objective Marker.

			DEPLOYMENT

			Players should first roll for Warlord Traits as described in Warhammer 40,000: The Rules. The enemy player then deploys first using the special rules for Confusion All Around; the Chaos Daemons player then does likewise.

			FIRST TURN

			The Chaos Daemons player goes first unless his opponent can Seize the Initiative as described in Warhammer 40,000: The Rules.

			GAME LENGTH

			This mission uses Variable Game Length as described in Warhammer 40,000: The Rules.

			VICTORY CONDITIONS

			At the end of the game, the player that has scored the most Victory Points wins the battle. If the players have the same number of Victory Points, the game is a draw.

			PRIMARY OBJECTIVE

			At the end of the game, each Objective Marker is worth 3 Victory Points to the player that controls it.

			SECONDARY OBJECTIVES

			First Blood, Slay the Warlord.

			MISSION SPECIAL RULES

			Mysterious Objectives, Night Fighting, Reserves.

			Confusion All Around: Before deploying a unit, either at the start of the battle or when it enters from Reserve, the player must first roll a D6.

			On a roll 1-4 the whole unit must be placed in the wedge with corresponding number (see the deployment map) – if the unit is arriving from Reserve, it must either move on from the appropriate table edge or, if arriving by Deep Strike, choose to Deep Strike in the appropriate wedge (though it may scatter into a different wedge, of course).

			On a roll of 5-6 the player may choose where the unit is deployed.

			In any case, a model may never deploy within 1" of an enemy model.

			Eternal Night: The Night Fighting special rule is in effect during every turn in this mission.

			Which Way To Run: In this mission, units always Fall Back towards the nearest table edge.
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			SCORCHED EARTH
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			‘Kill! Maim! Burn! Kill! Maim! Burn! Kill! Maim! Burn! Kill! Maim! Burn! Kill! Maim! Burn! 
Kill! Maim! Burn! Kill! Maim! Burn! Kill! Maim! Burn! Kill! Maim! Burn!’

			- Khârn the Betrayer
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			Fighting against the Chaos Space Marine followers of the Dark Gods is a grim and deadly affair, and never more so than when the tide turns against the Renegades and they are forced onto the defensive. To dare to enter the battlefield in such circumstances is to step onto a blasted landscape of ruined buildings and burning vegetation. It is as if the Chaos Space Marines have turned their eternal hatred of all living things against the very planet itself and are determined to leave nothing standing in their wake. Amongst this carnage, the Chaos Space Marines will continue to fight a furious rearguard action, determined to make their hated foe pay in blood for every yard of ground they hope to recapture. Only after they have inflicted the maximum amount of death and destruction will the Chaos Space Marines finally retreat, leaving behind them a world so devastated that it will take generations to repair the damage.

			THE ARMIES

			Choose armies as described in Warhammer 40,000: The Rules. The Chaos Space Marine player’s Warlord must have the Chaos Space Marines Faction.

			THE BATTLEFIELD

			Use the deployment map included with this mission. Each player rolls a D6, re-rolling ties. Whoever scores higher can decide which quarter of the table they wish to deploy in; the opposing player will deploy in the opposite half. Then, set up terrain as described in Warhammer 40,000: The Rules.

			OBJECTIVE MARKERS

			Players take it in turns to set up D3+2 Objective Markers before either side deploys. The enemy player sets up the first Objective Marker. Objective Markers may be set up anywhere on the table at least 12" from a table edge or another Objective Marker.

			DEPLOYMENT 

			Players should first roll for Warlord Traits as described in Warhammer 40,000: The Rules. The Chaos Space Marine player deploys first. He may deploy any number of units anywhere in his deployment zone that is over 9" from the centre of the table. The enemy player then does likewise.

			RESERVES

			Both sides may place any number of units in Reserve.

			FIRST TURN

			The player who deployed his army first goes first unless his opponent can Seize the Initiative as described in Warhammer 40,000: The Rules.

			GAME LENGTH

			The mission uses Variable Game Length as described in Warhammer 40,000: The Rules.

			VICTORY CONDITIONS

			At the end of the game, the player that has scored the most Victory Points wins the battle. If the players have the same number of Victory Points, the game is a draw.

			PRIMARY OBJECTIVE

			At the end of the game, each Objective Marker is worth 3 Victory Points to the player that controls it.

			SECONDARY OBJECTIVES

			First Blood, Linebreaker, Slay the Warlord.

			MISSION SPECIAL RULES

			Mysterious Objectives, Night Fighting, Reserves.

			Slash & Burn: All pieces of area terrain, and all fortifications (including any belonging to players’ armies), are either on fire or a smoking ruin. Before either side deploys, roll D6 for each piece of area terrain and refer to the table below. In addition, both burning and smoking terrain blocks any line of sight that is drawn across it.
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			KILL THEM ALL
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			‘I will suffer their existence no longer. Slaughter them all and leave their bodies to rot!’
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			When Abaddon gathers his forces to launch a Black Crusade, one thing is certain: countless millions will die in blood and fire, and entire planets will be left in ruins, or worse. On Holy Terra, the annals of the Administratum are littered with the names of Imperial Guard regiments, Space Marine Chapters and even mighty Titan Legions that have been completely destroyed whilst attempting to stem the tide of these terrible onslaughts.

			Such are the overwhelming forces at the disposal of the Despoiler that should he seek the annihilation of a specific target or enemy host, only the most tenacious and heroic of them will be able to withstand the relentless onslaught of his Black Legion. One thing is certain – if Abaddon seeks the death of a certain foe, he is rarely disappointed.

			THE ARMIES

			Choose armies as described in Warhammer 40,000: The Rules. The Black Legion player’s Warlord must have the Chaos Space Marines Faction and his army must include a Detachment chosen using the rules in ‘The Black Legion at War’ section of Black Legion – A Codex: Chaos Space Marines Supplement.

			THE BATTLEFIELD

			Use the deployment map included in this mission. Set up terrain as described in Warhammer 40,000: The Rules.

			DEPLOYMENT

			Players should first roll for Warlord Traits and then deploy as described in Warhammer 40,000: The Rules.

			FIRST TURN

			The player that deployed first has the first turn unless their opponent can Seize the Initiative as described in Warhammer 40,000: The Rules.

			GAME LENGTH

			This scenario uses Variable Game Length as described in Warhammer 40,000: The Rules.

			VICTORY CONDITIONS

			At the end of the game, the Black Legion player wins if he has completely destroyed his opponent’s army. If there are any enemy models remaining, including those units that are Falling Back, his opponent wins. However, units that are not on the board at the end of the game count as destroyed for the purposes of this mission.

			MISSION SPECIAL RULES

			Night Fighting, Reserves.

			The Claw Tightens: The Black Legion player may choose to bring on units held in Reserve/Ongoing Reserves from any point on any table edge.

			Fight to the Last Man: Every non-vehicle unit in the enemy player’s army has the Stubborn special rule.

			Lines of Retreat: Units in the Black Legion player’s army Fall Back towards the nearest table edge. Units in the enemy player’s army Fall Back towards the centre of the board, where they will remain until they Regroup.

			Unleash the Legion: Each time a unit from the Black Legion player’s army with the Chaos Space Marines Faction is completely destroyed, remove it from play and place it into Ongoing Reserves, where it will be available to return to the battle at the start of the Black Legion player’s next turn. However, special characters may not return to battle in this manner.
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