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Pre-battle sequence 
Although you can simply decide with your opponent which scenario you want to play, most players prefer to generate their scenarios randomly. To do this, work your way through the following sequence before the battle. 

1. Determine if there is an underdog 
2. Buy Inducements
3. The player with the lowest squad value rolls on the Scenario table to determine which scenario is played. In the scenarios where there is an attacker and a defender, the same player may choose which he is. 
4. Roll for models with old battle wounds and similar to see whether they can take part or not. 
5. Set up the terrain and squads according to the rules for the scenario you are playing.  Point out witch parts that are considered difficult terrain etc.
6. Look up any special rules for the scenario.


Underdog
Compare the squads ratings and look out the difference in the table below. The squad with the lowest rating may choose to buy inducements for the amount gained. Most inducements are temporary and will be removed after the game.

Inducements
You might want to let the opponent wait with this step until after you have decided which scenario to play, but unless you let him he have to do it unaware of the dangers that lurk around the corner.

Choosing Scenario
Either choose or randomize the scenario you want to play. 

Setup
Unless otherwise noted most scenarios uses a standard setup procedure described below:

1. The players help out placing terrain on the tabletop until they are satisfied. If you want you can take turns placing terrain. Make sure you all agree on what is difficult- or impassible terrain.
2. Place Loot counters and strategy points. Also place Monsters or other neutral models as described in the scenario.
3. Determine who sets up first by rolling a D10 adding the squads Strategy rating. The winner may choose to be the attacker or the defender. The Attacker may choose table edge first but must also setup their models first. Models may be setup anywhere along the table edge and up to 8” in as long as they are at least 8” away from enemy models. Models may be placed in buildings and on top of roofs etc.
4.  When the Attacker has placed all his normal units on the table the Defender sets up on the opposing table edge.
5. Infiltrators are setup in the same order as the rest of the Squad, Attacker first.
6. Make Scout moves.
7. Once both sides have deployed, the first turn starts by both sides rolling for initiative.


The Scenario usually suggests what kind of Table Setup to use:
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Special Rules
Some scenarios have very specific special rules and they are written out in each instance. There is however some rules that are general and only referred to by its name they are printed in full below.
Sometimes you want a little more complicated battle and for these times there are a couple of recommended optional rules. You may use any rule, even the ones not mentioned but they might need a little modification.
Stratagems is best used in a campaign where you have pointed them out on a map on beforehand. 

Loot Counters
Picking up a loot counter is an action. You must start your movement base to base with the counter and you may not shoot in the turn you picked it up. If a model carrying a counter is taken OOA he drops the counter on the spot. Some Loot Counters is “Heavy”, you may not run with a heavy counter unless you have two models in base to base contact with the counter. Once they are carrying they move as one. You may not transfer lootcounters between models.

Dusk & Dawn
Sometimes a battle may start before first light, or so late that dusk falls before an advantage is gained. After deployment, but before determining who has the first turn, roll a D10. On a 1-5, the battle starts before dawn and the Night Fighting rules are used on Turn 1. On a roll of 6-10, the battle starts at dusk and the Night Fighting rules are used on Turn 6 and any subsequent turns.

Night Fighting
Many city fights are fought at night, when the screening effects of the dense terrain can be multiplied to an attacker's advantage and those few open lines of sight are limited still further. After selecting a target, but before a unit fires, a check needs to be made to see if the firers can see their target through the darkness. Roll 2D10, this is the maximum range that any non-barrage weapon can be fired. If the shooters have selected a target beyond this range they lose their right to fire, as they search the darkness for a target that never appears. Grenades may be thrown at unseen targets, but if they do, follow the normal rules for indirect targeting.

Reserves
Reserves are forces in the same sector as the troops on the battlefield who can be called in to reinforce them at relatively short notice. Units in reserve are not deployed at the start of the battle, but will become available in later turns of the game. Each officer or henchmen group is rolled for separately at the start of the player's turn.
Reserves table:

Unit arrives:	Turn 1	Turn 2	Turn 3	Turn 4+
Roll a D10	N/A	6+	4+	3+

A unit held in reserve must be deployed as soon as it becomes available. They might be deployed via Deep Strike, the Sewer Rats stratagem or it may be via a specified table edge.

Random Game Length
At the beginning of the mission's stated number of turns, roll a D10. On a 6+ that turn is the last one. Repeat this process at the beginning of every turn until either a result lower than 6 is rolled, or three extra turns are played. If it is dark on Turn 6, it remains dark for these extra game turns.


Objectives
Before deploying the squads, roll the number of dice suggested in the scenario, this is thenumber of objectives that must be placed onthe tabletop. The objectives can be no closer than 12” to the table edge, nor may they be any closer than 8” to other objectives. You may not place objectives in the deployment zone. Take turns to placeobjectives, with the first player placing thefirst one.
An objective is controlled if:
A. One squad is the only one with models within the building or within 4” of the objective marker.
B. One Squad has more then twice the number of models within range. ( ie. 1 vs 3)
Models that are prone, sentrys or otherwise incapable of holding an objective do not count.

Sentry
Sentrys is taken from the following table:

Orc Boys with shoota?	Orcs Goblins
Imperial Guardsman	Deamonhunter, iG, Spacemarines, Chaos, blab la

You must place sentries on the board before any other setup.
During each maintenance phase, roll a scatter die and a D10/2. This is thenumber of inches and the direction that the sentriecan move. If you rolled a “HIT” the defender may choose direction. If this brings the model to impassible terrain, down a cliff or similar move the model along the edge/wall in the most logical way instead. The sentry only looks for trouble when he stands still so check if there is an enemy in sight only at the beginning and end of his movement. As soon as the enemy is spotted the alarm is raised. If anyone uses firearms without silencer or throw grenades the alarm is also raised, but if an enemy moves into LOS and takes the sentry Out of Actionin the same turn he is still undetected unless there is another sentry that spotted the one who got taken out.
When the alarm is raised all models in the barracks may move and act as normal.

Ending the Game
A standard game has a game ends after 6 turns or when someone wins, whatever comes first. 
If a model is supposed to reach something to win the model is considered to have done that when a part of its base is touching the object.

Rewards
There are many different types of rewards but the most common is the anonymous loot.

Make a random loot table
1- lasgun
2 - boat

Rules for playing multiplayer games 

Size of playing area
Multiplayer Gunhed 40K sometimes requires more room to play. While Gunhed 40K normally plays fine in a 4'x4' area, the size of the playing area for multiplayer games could be 4'x6'. See diagram above for different types of setup.

Attackers and defenders
In scenarios where attackers and defenders are defined, the defender is the player whose squad has the highest rating. If more than one squad has the same highest rating, the defender will be the one among them whose squad includes the most models. There is only ever one defender, all the other squads are the attackers. 

Setting up the squads
To determine who among the attacking squads sets up first (or among all the squads in a scenario without defined attackers and defenders), each player rolls a D10 and adds his strategy rating. The player with the highest roll sets up next and the remaining players set up in order of descending dice rolls. 
When it is his turn to set up his squad, each player must choose one segment of table edge and set up his squad within 6" of it. No player may start a member of his squad within 6" of a member of another squad. 
Note that some scenarios will have special set-up rules (usually for the defender) which are different from the above. Any such variation will be noted in the rules for that scenario. 

Order of play
After all squads have been set up, players must determine the order of play. Players should be arrayed about the table by their set-up segment (see above). Each player rolls a D10 and adds his Attack speed. The player with the highest roll gets the first turn. Play proceeds clockwise around the table from there. 

Underdogs
In multiplayer Gunhed 40K, the underdog is not so clear. Any squad can be an underdog if it is attacked by two or more of its rivals! Still, there may be cases where one squad is simply playing out of its league. To determine if a squad is an underdog in multiplayer Gunhed 40K, simply take the squad with the lowest rating and compare it to the squad with the next highest rating. Use the difference in ratings and the chart from the Experience section to determine if any experience bonus is justified. 

Shooting into close combat
Unlike in the regular rules, it is possible to shoot into close combat in multiplayer games, just as long as the shooters belong to a different squad than the models involved in the Close Combat. Shooters must still fire at the closest enemy model as normal (unless they are in an elevated position, as per the normal rules). However, if the shooter hits a model involved in a close combat, the shot may well hit one of his opponents and not the model itself. Randomise any hits between the target and any models in close combat with him. 

Allies
Normal games involve one squad competing or fighting against another. Obviously, in this environment alliances are not normally possible. However, in multiplayer games, alliances are not only possible; they are a necessity for the completion of some scenarios! A single squad attempting to take out a Landraider will find itself fighting an uphill battle with very little chance of success, indeed, it may well find itself lacking a few members after failing to complete its objective! Alliances can last until the end of the game (for example, two squads can decide to ally against a third, and split whatever booty exists at the end), or they can be very temporary (often falling apart quite suddenly and violently!) 
To form an alliance, a player must declare that he is doing so at the start of his turn. He must declare (to all players) which squad(s) he wants to ally with and if they agree, the alliance is formed. There is no limit to the number of squads a player can ally with. The following special rules apply to a squad and its allies: 
Members of allied squads do not count each other as enemies. Members of a squad may freely run within 8" of members of any squads they are allied to. Models forced to charge enemy models due to some special rule (such as Frenzy or Animosity) are not forced to charge allies. Members of allied squads that are in combat with one another when the alliance is announced will automatically break from combat. Place the models 1" apart from each other. They can move as normal in their next Movement phase (so models knocked down or stunned follow the normal rules for being knocked down or stunned, etc). 
Initiating close combat with, shooting missile weapons at, or using non-helpful powers at a member of an allied squad automatically breaks the alliance with that squad. Note that this includes attacks caused by a failed Animosity test. Your allies aren’t going to be as forgiving of such behavior as your own members might be! 
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Scenario 1 – Skirmish v.1


Objective
Two sides oppose, and have a go at each other; delightfully simple really. 
Take out the enemy. The side that stays on the battlefield the longest is the winner. If both sides are left when the scenario ends it is a draw.

Setup
[image: ]
Special Rules
None

Ending the game
Routing or Time limit.

Game length
6 turns.

Experience
+1 Survives. 
+1 Winning Leader. 
+1 Per Enemy Out of Action.




Scenario 2– Skirmish v.2


Objective
Two sides oppose, and have a go at each other; delightfully simple really. 
Take out the enemy. The side that stays on the battlefield the longest is the winner. If both sides are left when the scenario ends it is a draw.

Setup
[image: ]
Special Rules
None

Ending the game
Routing or Time limit

Game length
6 turns.

Experience
+1 Survives.
+1 Winning Leader. 
+1 Per Enemy Out of Action. 




Scenario 3 – Take and Hold v.1


Objective
Some large pieces of equipment; specific buildings or important persons are to be taken into custody and held, while the opponents must be fended against.
Take and hold as many objectives as possible.
The side withthe most objectives when the game is over win the scenario. (To hold an objective you must be within 4” of the marker and no enemies must be within range. If both sides are within 4” none holds the objective.)

Setup
[image: ]

Special Rules
Infiltrators gain the Scout skill instead.
D3+2 Objectives

Ending the Scenario
If one side holds all the objectives at the end of any turn the Scenario ends.

Game length
6 turns

Experience
+1 Survives.
+1 Winning Leader. 
+1 Per Enemy Out of Action.
+1 For holding an Objective.



Scenario 4 – Take and Hold v.2


Objective
Some large pieces of equipment; specific buildings or important persons are to be taken into custody and held, while the opponents must be fended against.
Take and hold as many objectives as possible.
The side withthe most objectives when the game is over win the scenario. (To hold an objective you must be within 4” of the marker and no enemies must be within range. If both sides are within 4” none holds the objective.)

Setup
[image: ]

Special Rules
Infiltrators gain the Scout skill instead.
D3+2 Objectives

Ending the Scenario
If one side holds all the objectives at the end of any turn the Scenario ends.

Game length
6 turns

Experience
+1 Survives.
+1 Winning Leader. 
+1 Per Enemy Out of Action.
+1 For holding an Objective.



Scenario 5 – Loot v.1


Objective
Smaller pieces of equipment, documents or similar have been reported in the area and both crews are out to get their hands on it. 
Take as much loot as possible.

Setup
[image: ]

Special Rules
Infiltrators gain the Scout skill instead
D3+3 Loot Counters

Ending the Scenario
If one side holds all the Loot counters at the end of a turn the Scenario ends.

Game length
7 turns

Experience
+1 Survives. 
+1 Winning Leader. 
+1 Per Enemy out of action.
+1 Loot Counter. 


Scenario 6 – Loot v.2


Objective
Smaller pieces of equipment, documents or similar have been reported in the area and both crews are out to get their hands on it. 
Take as much loot as possible.

Setup
[image: ]

Special Rules
Infiltrators gain the Scout skill instead
D3+3 Loot Counters

Ending the Scenario
If one side holds all the Loot counters at the end of a turn the Scenario ends.

Game length
7 turns

Experience
+1 Survives. 
+1 Winning Leader. 
+1 Per Enemy out of action.
+1 Loot Counter. 


Scenario 7 – Defensive Perimeter


Objective
Sometimes a crew needs to show their might and attack into the heartland of another crew to prove a point… and net a small bit of territory while they were at it.
Take the other squads HQ.

Setup
Place a building, encampment or similar area ofterrain in the centre of the tabletop. This is themain objective for this scenario.The defender now sets up his crew inside orwithin 6” of the terrain piece.The attacker may then set up within 6” of anytable edge, and may split up his crew to coverany of the table edges.The attacker takes the first turn.
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Special Rules
None

Ending the Scenario
If at the end of a turn there are more attackersthan defenders inside or within 6” of the terrainpiece then the attacker has won the scenarioand the game ends.

Game length
7 turns

Experience
+1 Survives
+1 Winning Leader.
+1 Per Enemy out of action.
+1Breaking Through. This experience is only gained if the attackingunit survived the scenario and was within 6” ofthe objective at the end of the scenario.



Scenario 8 – Chance Encounter


Objective
Every so often two crews will be caught flatfooted by each other as they are travelling through what they supposed was a safe area. A brawl is, of course, the only conclusion. 
Take out the other squad.

Setup
[image: ]

Special Rules
Infiltration may not be used.
Both crews are carrying D3 loot counters. Note down which units that carries these loot counters before deployment. The crew thatsets up first chooses one of the quartersand places D3 units in that quarter within 10” of the center of the table, all of the loot counters must be placed now if possible. Theopponent then does the same in the opposite quarter. The crew to first set up nowsets up the rest of their units; with noneof them closer than 14” to an enemy unit. Theopponent then does the same.
The winning side gains the loot counters theyare carrying at the end of the scenario, the loosing side does not get to keep theirs.

Ending the Scenario
Routing or Time limit

Game length
7 turns 

Experience
+1 Survives. 
+1 Winning Leader. 
+1 Per Enemy out of action.
+1 Capturing Enemy Loot Counters



Scenario 9 – Escalation


Objective
Every now and then, recon patrols will run into each other and thus form the beginning of a skirmish as reinforcements slowly trickle into the area.
Survival

Setup
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Special Rules
Reserves/reinforcements
As both sides consist of small patrols, they areoften ill-prepared and consist of randomtroops. Upon deployment, roll a D10 this is the number ofunits to deploy. Then, roll a D10 for each unitthat you’d like to deploy. On a roll of 6+ theyare available. If they are not available, keeprolling for your units until you have enough. If you didn’t get enough for the initialdeployment, then the last units rolled for willappear to fill up the numbers. The rest is placed in reserves. Reserves vill enter from any table edge in the next segement clockwise. Ie. If you started in B reserves will show up from D.

Ending the Scenario
If at any point there is only one team on the board, he is the winner and the Scenario ends.

Game length
7 turns 

Experience
+1 Survives.
+1 Winning Leader.
+1 Per Enemy out of action.



Scenario 10 – Surprise Attack


Objective
While the crew is out scavenging or simply just kicking back and relaxing, others attempt to upstage them by staging a surprise attack. Stretched thin, the defenders are going to have a hard day’s work ahead of them. 

Setup
The crew with the lowest rating starts out as the defender. He must now roll 1D10 per unit. On a 6+, that unit can be deployed; otherwise theywill enter the scenario as reinforcements.The defender may then deploy his availableunits anywhere on the table, but no closer than8” to any table edge or another model.The attacker may now deploy his whole crew ata randomly determined table edge.The attacker has the initiative for the first turn.
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Special Rules
Reinforcements

Ending the Scenario
Routing or Time limit

Game Length
6 turns

Experience
+1 Survives.
+1 Winning Leader. 
+1 Per Enemy out of action.
+1Being the Defender. This experience is only gained if the defendingunit survived the scenario and was part of theinitial deployment.



Scenario 11 – Push Comes to Shove


Objective
Mostly, the crews will ignore their hatred for each other on neutral ground. But once in a while a remark falls idly about one or theothers mother… then push comes to shove. 

Setup
[image: ]

Special Rules
Roll 1D10 for each side. This is the number of unitsavailable to that side, determined randomly (roll adie for each, on 7+, they are present, keep rollinguntil you have filled out the number of unitsallowed).
Once deployed, a special turn sequence isinitiated, called the buildup.Both sides move, according to initiative (roll todetermine) but may not perform an action. Unitsmust move towards enemy units and may not moveinto cover. Once they are within 4” they stop.Following each move, roll a D10 and note thenumber down. When this number reaches 20, thatsides nerves have broken and they went for theirfirearms. Once this happens, it’s time for the quickdraw. If both sides reaches20 in the same turn, both went fortheir guns at the same time. Roll a D10 for each of the models on both sides, add -1 if the unit did drew first and/or is armed with a pistoland +2 if armed with a heavy weapon, if the score is under or equal of their Initiative they may shoot. They maynow only perform a shooting action. Work out the shots in Initiative order, if two or more models have the same Initiative they shoot at the same time. Once allshots have been resolved, a normal turn begins.
Roll a die to determine who sets up first. Thatside now deploys all of their available units in one randomly determined quarter and then the opponent does the same in any other quarter.

Ending the Scenario
If one side manages to wipe out the other side in the quick dra, the Scenario ends.

Game length
The scenario automatically ends 4 turns afterthe quick draw.

Experience
+1 Survives. 
+1 Winning Leader. 
+1 Per Enemy out of action
+1 If they didn’t pull their guns first and was deployed at the start of the scenario and survived.


Scenario 12 – Artifact Hunt v1


Objective
When a normal loot pile just isn’t big enough… 

Setup
At the beginning place 1D10+1 counters on the table, one which is marked underneath. Shuffle the markers so no one knows which. 
[image: ]

Special Rules
The crews are on the lookout for something veryvaluable to them and it is hidden somewhere inthis vicinity. Naturally, the opposing side islooking for it as well.To represent this, when a unit may enter a pieceof terrain and forego their action phase in orderto look around. The unit that spent its actionphase looking now carries the loot counter, flip it over to see if it is the artifact.They now have to get the loot counter off theboard. In order to do so, the unit with thecounter simply moves beyond his side’s tableedge.For simplicity, the loot counter is worth 5D10 ratings, added to the side that got the lootcounter out.
Infiltrators gains the Scout skill instead.

Ending the Scenario
When a side gets the loot counter across theirtable edge he wins and the scenario ends. 

Game length
7 turns.

Experience
+1 Survives
+1 Winning Leader. 
+1 Per Enemy out of action.
+1 Finding the Loot 



Scenario 13 – Artifact Hunt v2


Objective
When a normal loot pile just isn’t big enough… 

Setup
At the beginning place 1D10+1 counters on the table, one which is marked underneath. Shuffle the markers so no one knows which. 
[image: ]

Special Rules
The crews are on the lookout for something veryvaluable to them and it is hidden somewhere inthis vicinity. Naturally, the opposing side islooking for it as well.To represent this, when a unit may enter a pieceof terrain and forego their action phase in orderto look around. The unit that spent its actionphase looking now carries the loot counter, flip it over to see if it is the artifact.They now have to get the loot counter off theboard. In order to do so, the unit with thecounter simply moves beyond his side’s tableedge.For simplicity, the loot counter is worth 5D10 ratings, added to the side that got the lootcounter out.
Infiltrators gains the Scout skill instead.

Ending the Scenario
When a side gets the loot counter across theirtable edge he wins and the scenario ends. 

Game length
7 turns.

Experience
+1 Survives
+1 Winning Leader. 
+1 Per Enemy out of action.
+1 Finding the Loot 


Scenario 14 – Rescue


Objective
Free the captive.

Setup
Place the prisoner in the middle of the board in a somewhat empty space. Either ramdomize who playes the attacker and use a generic prisoner or use the captive model from a previous Scenario as the prisoner.
Choose a building in the vicinity f the prisoner as the barracks.

[image: ]

Special Rules
D10 Sentries

Ending the Scenario
The scenario ends when the captive has successfully escaped across the attacking player’s table edge. One friendly model must start their turn base to base with the prisoner to free him. The defenders do not need to roll for a routing.

Game length
8 turns.

Experience
+1 Survives. 
+1 Winning Leader. The.
+1 Per Enemy out of action.
+1 Freeing the Captive, only awarded to the model who actually freed thecaptive.



Scenario 15 - Urban Assault


Objective
Both forces are launching their assault upon their foes' strongpoint, but must spare sufficient warriors to defend their own, lest they lose more ground than they gain!
Both players must attempt to get units into the enemy's defended building

Setup
Both players choose an building or similar in their deploymentzone to defend, this will be the opponents objective.
[image: ]

Special Rules

Ending the Scenario
If one side controls both his own and the opponent’s objective at the end of a turn, the scenario ends.

Game length
7 turns

Experience
+1 Survives. 
+1 Winning Leader. 
+1 Per Enemy out of action.
+1 If you occupy the opponens objective at end of game.




Scenario 16 – The Gauntlet


Objective
The attacker's forces have been cut off and surrounded. Rather than stay and fight they decide to break out before the defender can tighten the noose. The opposing side must try to prevent them from slipping away.
The attacker must get as many units off the board as he can via the exit point.

Setup
[image: ]

Special Rules
The attacker declares an entry point along histable edge and an exit point on the defender'stable edge.The attacker gets the first turn, moving as much of his army as he chooses onto the board from anypoint on the table edge within 6' of his entry point. Both sides may leave any units he wishes in reserve.
Reserves: When available the attacker's reserves move on from any point of his table edge. The defender's reserves move on from any point along ANY table edge.

Ending the Scenario
If the attacker manages to get 4 of hes units off the table within 6' of his exit point then he wins. If the attacker does not manage this, then the defender wins.

Game length
7 turns 

Experience
+1 Survives. 
+1 Winning Leader. 
+1 Per Enemy out of action.
+1 The Unit moved off the table edge



Scenario 17 - Assassination


Objective
A small, fast-moving attacking force has infiltrated deep within enemy held territory and is seeking to destroy theenemy leadership before infiltrating the battle zone.
The attacker must destroy the defender's leader, or force it to fall back off the table.

Setup
The defender deploys all of his units anywhere beyond 12' of any table edge.The attacker then deploys his units within 12" of any single board edge. The attacker goes first.
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Special Rules

Ending the Scenario
If the hunted Leader leaves play the scenario ends.

Game Length
6 turns

Experience
+1 Survives
+1 Winning Leader. 
+1 Per Enemy out of action. 
+1 For taking the Leader Out of Action



Scenario 18 - Defend the find 


Objective
Often asquad finds a building with a hoard ofequipment or other treasure inside, only to be challenged by a rival. This usually leads to conflict as it is unlikely that either side will be willing to give up the wealth easily. 
Defend the find from the attacker

Setup
Place  a building in the middle of the board, this is the objective. The defender is deployed first inside or within 6" of the objective building. The attackingsquad is deployed within 6" of any table edge. Note that you can split thesquad to enter from different edges if you wish. 
The attacker has the first turn. 
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Special Rules
Reward: One lootfor each model of either squad who is inside the objective building at the end of the game (up to a maximum of three loot counters per squad).

Ending the game 
If at the end of the  turn the attacker has more standing models within 6" of the objective than the defender, the attacker wins and the game ends. 

Game length
6 turns

Experience 
+1 Survives. If a model or group survives the battle they gain +1 Experience. 
+1 Winning Leader. The leader of the winning squad gains +1 Experience. 
+1 Per Enemy out of action. Any Officer earns +1 Experience for each enemy he puts out of action. 



Scenario 19-City Square Skirmish 


Objective
In the vastness of the Gunhed ruins there is always the risk of running into a rival squad. While two groups sometimes pass each other without a fight, more often than not there is a vicious battle amongst the ruins. If a squad can drive their rivals away, they will have a larger area in which to search for loot. 

Setup
This Scenario takes place in an open terrain. Place no houses or large ruins in the (centre of the) board

[image: ]

Special Rules

Ending the game 
Routing or Time limit

Game length
6 turns

Experience 
+1 Survives. 
+1 Winning Leader. 
+1 Per Enemy Out of Action.


Scenario20 -Artifact hunt 


Objective
Scattered in the ruins of Gunhed are innumerable artifacts. It often happens that two squads come upon the same area and only a battle can determine who will pick the spoils. 
In this scenario, squads encounter each other while scavenging in the same ruined warehouse, vault, temple or other such potentially rich building. 

Setup
[image: ]

Special rules 
D3+1 Loot counters
Reward: Your squad earns one loot for each counter still in their possession at the end of the battle. 

Ending the game 
Routing or Time limit

Game length
7 turns

Experience 
+1 Survives
+1 Winning Leader. 
+1 Per Enemy out of action
+1 per Loot counter




Scenario21 - Breakthrough 


Objective
When news of a huge deposit of loot starts circulating, squads will mount expeditions to unearth the wealth. However, their rivals often try to block them, eager to claim all the loot for themselves. 

Setup
The attacker sets up first, within 8" of his table edge. The defender sets up anywhere on the table as long as all his warriors are at least 14" away from any attacker. 
The attacker has the first turn. 
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Special Rules

Ending the game 
If the attacker manages to move two or more standing models to within 2" of the opposite table edge, they have broken through and the scenario ends. 

Experience 
+1 Survives. 
+1 Winning Leader
+1 Per Enemy out of action.
+1 Breaking Through. 



Scenario 22 - Street fight 


Objective
Often two squads will come face to face with each other in the narrow streets of Gunhed. Sometimes they pass each other without incident but more often the meeting ends in bloodshed. 

Setup
Set up all the buildings into a single street, with no gaps along the sides. Behind the buildings are impassable ruins, although the buildings themselves are still accessible. The only way out is along the street. The street may be as winding as you like and should not be too narrow to fight in, but can have narrow bottlenecks at some points.
The squads are deployed within 6" of opposite ends of the street. 
[image: ]

Special rules 
Neither squad can backtrack down the street to leave the battlefield via their own edge. 

Ending the game 
When one of the squads manages to move all its remaining warriors out of the street via the opposing edge, the game ends and that player is victorious. 

Game length
6 turns

Experience 
+1 Survives
+1 Winning Leader. 
+1 Per Enemy out of action.
+1 Escaping. The first model from either side (not both!) who exits via the opposing table edge.


Scenario23 - Chance encounter 


Objective
Both squads have completed their daily search of the ruins and are on their way back to their encampment when they run into each other. Neither side was expecting a fight, the squad that reacts the quickest has the advantage. 

Setup
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Special rules 
Each squad is carrying D3 loot counters at the beginning of the battle. Mark down the number each squad has. 
Reward: Both squads gain all the loot they were carrying at the beginning of the battle, minus the number of their own Heroes that were taken out of action during the game, down to a minimum of zero. In addition, they gain one extra loot for each enemy Hero they take out of action, up to the maximum number of shards the opposing squad was carrying at the beginning of the battle 

Ending the game 
The battle ends when one squad fails a Rout test. The routing squad loses. 

Game length
6 turns

Experience 
+1 Survives. 
+1 Winning Leader. 
+1 Per Enemy out of action.



Scenario 24 - Hidden treasure 


Objective
There is a rumour that one of the ruined buildings has a concealed cellar with a treasure chest hidden in it. Two rival squads have heard about the cellar and are now searching the area. Who knows what they will find? 

Setup
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Special rules 
Place a number of counters equal to the number of ruins/hideouts or roll 1D10 to represent possible treasures.
Each time a warrior enters a building which has not been previously searched, by either side, roll 1D10. On a score of 10, he has found the treasure. Buildings in the deployment zones are not searched (since they have already been thoroughly ransacked) and each building may only be searched once. 
If you have not scored 10 with any roll when there is no building left to search, the treasure was only a rumour.
 After finding the treasure chest, the model must then take it to safety via his own table edge. Carrying the treasure chest will slow the model carrying it to half speed. Two or more models may carry the chest without any penalty. If the carrier is put out of action, place the treasure chest at the spot where he fell. Any man-sized model may pick it up by moving into base contact with it. 
Reward: Artifact

Ending the game 
When one squad gets the treasure to safetythe game ends. The victorious squad then gains the treasure chest. 

Game length
7 turns

Experience 
+1 Survives.
+1 Winning Leader. 
+1 Per Enemy out of action
+2 For Finding the Chest. 


Scenario 25 - Occupy 


Objective
This scenario takes place in a part of Gunhed where the buildings are bursting with loot and other wealth. Taking and holding these buildings means that your squad gains rich pickings. Unfortunately, your opponent has the same idea. 

Setup
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Special rules 
Mark D3+2 buildings, starting with the one closest to the centre of the table, working your way outwards to the next nearest building. A building is occupied if at least one of your standing models is inside and no enemy models are inside the building. 

Ending the game 
If one squad occupies all buildings at the end of a turn the Scenario ends.

Game length
8 turns

Experience 
+1 Survives. 
+1 Winning Leader
+1 Per Enemy out of action. 


Scenario 26 - Surprise attack 


Objective
One squad is out searching the ruins of Gunhed for loot when it is attacked by an enemy squad. The defenders are spread thinly and must muster a defence quickly to drive off their attackers. 

Setup
The defending player rolls a D10 for each model in his squad, in any order he chooses. On a 1-5, they are elsewhere in the ruins and turn up later as reinforcements. On a 6-10 they are deployed at the start of the game. 
Note that at least one model will be present at the start. If all else fail, the last model rolled for will be present. 
The defender deploys his available models on the table. No model may be closer than 8" to another model, as the squad is spread out wide to search the ruins. No model may be deployed closer than 8" to a table edge. 
The attacker then deploys his whole squad within 8" of a random table edge. 
The attacker always gets the first turn. 
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Special rules 
Reserves
Reward: Extra loot. The defender may roll one additional exploration die during post game as he has searched the ruins thoroughly.

Ending the game 
Routing

Game length
6 turns

Experience 
+1 Survives. 
+1 Winning Leader. 
+1 Per Enemy out of action.


 Scenario 27 - The (failed?) Rescue 


Objective
The squad is attempting a rescue mission when something goes wrong. There is a small team inside the prison when the alarm is raised. The rest of the squad rushes to their aid but it might be too late…

Setup
The first building should be placed in the centre of the table, as the objective of the scenario. The rescuers and the prisoner will be placed within. Choose 4 models who act as the rescuers and the prisoner. If the prisoner has any means to fly etc they are useless for this game only…
The rescuers may not act the first turn as they are to busy freeing the prisoner but the reinforcements is moved in from a random table edge.
The defenders setup anywhere on the battlefield, but no closer than 12” to the prison. They need to pass an Intiative check to be able to act on the first turn.
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Special rules 
Night time

Ending the game 
If the captive moves of any table edge this scenario ends.

Game length
6 turns

Experience 
+1 Survives. 
+1 Winning Leader (Attacker). 
+2 Winning Leader (Defender). The leader of the defending squad gains +2 Experience if victorious. 
+1 Per Enemy out of action. 
+1 Escapes. The captured model gains +1 Experience if he successfully exits the board. 


Scenario 28 - Stake-Out 


Objective
While leading his men on a territory-claiming mission, the squad’s Leader becomes the target of an assassination attempt by a band of stealthy attackers. 

Setup
Firstly the defender sets up his squad in his deployment zone, His leader must be the furthest model away from any table edge. He must be at least 12” away from any table edge. After the defender has setup, the attacker will sets up his squad anywhere on the table, except that a model cannot be set-up within its charge reach of an enemy. 
The scenario attacker goes first. 
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Special rules 
The scenario defenders are taken completely by surprise. At the start of the defenders’ first turn, each model must pass an Initiative test or do nothing for the first turn. 
Defending models can escape by moving off any table edge, but they may not return. 

Ending the Game
The game ends if the defending leader is taken out of action or if he leaves the battle via a table adge.

Game length
6 turns

Experience 
+1 Survives. 
+1 Winning Leader. 
+1 Per Enemy out of action.
+1 Target Survived. If the defender’s leader escapes he earns +1 Experience 
+1 Target Stopped. Whoever puts the defender’s leader Out of Action will earns +1 Experience


Scenario 29 - Race to the Stash 


Objective
In the aftermath of the comet's fall, Gunhed has become a labyrinth of ruined buildings, decaying streets, abandoned catacombs, and treacherous alleyways. Some even say that the city itself is alive, and has the power to reorder its chaotic innards in order to confuse or destroy the imposing squads who plunder the city for precious loot. It is not uncommon for a squad to find a safe haven or a stash of treasure only to find it completely vanished the next day, replaced by a completely different structure. It is for this reason that squads will often assail a place of worth as quickly as possible; to ensure that they can plunder its riches before it is never seen again. Sometimes two or more squads will hear of the same location at the same time, and in these situations a deadly race can ensue through the streets of Gunhed, with the victor claiming lordship over the area and defending it from any attackers. 
Through your network of informants and spies, you have learned of a large stash of treasure deep within the city's rich quarter, which once housed the affluent and often corrupt upper class of citizens. According to your informant, this find has only just been discovered, and the riches are ripe for the taking! Finds like this are rare, but a find in the rich quarter is almost unheard of, as this area of the city is trafficked often by the squads seeking loot and riches. Immediately gathering your warriors and gear, you quickly embark towards the location of the rumored find. As you quietly make your way across the remaining bridge and through the streets of Gunhed, you catch sight of an opposing squad who is travelling in the same direction as you. A row of ruined, but still standing buildings separate you from your rivals, who have also spotted you. The both of you quicken your pace, and suddenly you hear the crack of a crossbow bolt whizzing through the air and striking a wall behind you. Your squad returns fire in kind, still racing through the mottled, uneven streets of the former rich quarter. Through the gaps in the buildings you exchange shots, speeding through the twists and turns of the city, approaching the stash of treasure at breakneck speed. Whoever is to reach the horde first will have a marked advantage, as they will be able to take covered positions and defend the find against the attackers. 

Setup
Set up the terrain so that there are two lanes or streets, one for each squad, with both lanes eventually leading to a building or other structure that represents the treasure horde. The lanes should be segregated by a row of buildings or other such terrain that is impassable on foot, but can be shot through. These lanes should be as similar as possible with respect to length and distance from the goal, but do not have to be perfectly straight or symmetrical. A slightly longer table or playing area than normal is recommended for this scenario; something roughly 5' x 2' or larger would do nicely. 
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Special rules 
Break-neck Speed: The squads in this scenario are navigating their way through the city as fast as possible, and will not stop until they can see the horde of treasure they are searching for. All models in this scenario must run the maximum distance allowed every turn until they are within line of sight of the goal, at which point they will slow down. However the squads are aware of their competition, and will occasionally shoot toward each other in a desperate attempt to slow the other band down. Because of this, models armed with a shooting weapon may shoot while running, with a -1 “to hit” penalty conferred for doing so. This penalty is added to any other penalties as normal, such as being behind cover. 
Models are considered to be moving at breakneck speed only while they are approaching the goal. Once they have line of sight to the goal they will not be compelled to move as quickly or fire as recklessly, and as such the rules for movement, shooting, etc. will return to normal on their next turn. 
Rewards: The winning squad may plunder the treasure horde after the battle, keeping anything it finds. They gain one artifact

Ending the game 
Routing

Game length
7 turns

Experience 
+1 Survives. 
+1 Winning Leader. 
+1 Per Enemy out of action. 
+1 Race Winners. All heroes in the squad that reaches the stash of treasure first.



Scenario 30 - Camp Assault 


Objective
After a successful day's hunting, one squad returns to their base to revel in the spoils of their victories - and drink themselves senseless. However, another, less-successful Squad has followed them, and when the moon is hidden and the fires dying, they make their move to distribute the wealth more equally… 

Setup
The set-up should consist of a few ruined buildings representing the outskirts of a city. The base, consisting of perhaps more ruins, tents and importantly 2-3 campfires or similar light sources, should be set up around 18" away from the ruins. The ground between the attacker and the base should be littered with ample cover, such as broken carts, rubble, and long-dead trees. 
The defenders must split their Squad into two halves. 
Half of the Squad, including the leader, sits round the lights in the camp eating/drinking/kicking the gobbos/re-animating the zombies/whatever it is your Squad does in its free time. Importantly, there are 6 Loot counters in possession of the squad. Each counter must be assigned to a model, which is carrying it. If there are not enough models to carry the counters, then spare counters is left by the lights, and can be collected by anyone when the alarm is raised. The other half are stationed as guards (who got the short straw!) around the camp, at least 8" away from their drunken companions, and at least 5" away from another guard
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Special rules 
At the start of the game, only the guards in the defender's Squad can move, and cannot stray more than 10" from the lights. As soon as one of the attackers moves within 8" of a guard, make an initiative test for the guard. If passed, he spots the attackers, shouting a warning and rousing his comrades – the rest of the defenders can now act. If failed, he simply shakes his head, probably thinking something along the lines of, “I knew I shouldn't have drunk the wine when eating that cheese”, and must test again next turn (providing the attacker is still within 8"). 
The attackers are aiming to steal as many loot counters as possible! Each time an attacker takes a defender out of action who is carrying a counter, the attacker may collect the counter. However, the attacker must then get to the outskirts (starting table edge, where a hidden chest is waiting). There he will deposit the loot, and can head back into the fray! 
The attackers have the first turn. 
Night time

Ending the game 
The game ends when the attackers have stolen at least 4 loot counters and got them back to the outskirts of the battlefield. 

Game Length 
8 turns.

Experience 
+1 Survives. 
+1 Winning Leader. 
+1 Per Enemy out of action.
+1 Per Loot Counter. 


Scenario 31 - Happy Harpy Hunting Grounds 


Objective
The ruined buildings of Gunhed are home to many strange and fantastical creatures, a number of which are the subjects of rumours about hidden riches. Occasionally squads will attempt to discover whether these rumours are true. Most of the time these adventurers are never seen again, but often enough they return laden with treasures; often enough, that is, to convince the rest that it’s worth a try… 
A group of three Harpies have nested in one of the tall buildings in the edge of the ruined city, and their scavenging and attacks on unfortunate squads has ensured a sizeable stash of valuables. In fact, the Harpies have been nesting on some rather sizeable shards of wyrdstone closely resembling eggs of a sort. Partially due to their maternal instinct and probably due to the corrupting influence of the wyrdstone the Harpies have grown extremely protective of their nest and will guard it to the death if need be. 
Kill the Harpies and take their treasure before someone else does.

Setup
Start by set one of the taller building (6" or taller) in the centre of the playing area (The top of this is where the Harpies have built their nest). Ladders may be placed in nearby buildings, but none in the building occupied by the Harpies.  
The Harpies go first before any of the squads. 
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Special rules 
The scenario is best suited for two squads and a third player whom would control the three Harpies. 
If more squads are used then the amount of harpies will increase by D3 per squad. 
Rewards: Artifact

HARPY
Perhaps due to its opportunistic nature, the Harpy tends to avoid protracted assaults, and instead opts for strafing runs performed at the nadir of one of its swooping dives. This is not to say the Harpy does not engage its prey in a bloody melee, but it rarely engages in such a contest unless the odds of victory are stacked in its favor. Accordingly, the Harpy's favored prey is something ill-suited to fighting back - enemy skimmers are a particular favorite, as they lack the speed to escape and the capacity to offer any real threat to the Harpy at short range.
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Equipment:  Hardened Carapace, Scything Talons, Wings, Twin-Linked Barbed Strangler.
Special Rules:Causes Fear.

Ending the game 
A squad wins if all Harpies have been taken out of action and the other squad has routed, or the Harpies win if both of the squads rout before the Harpies have all been taken out of action. 

Game length 
7 turns.

Experience 
+1 Survives. 
+1 Winning Leader. 
+1 Per Enemy out of action..
+1 Per Harpy killed



Scenario 32 - The Lost Prince 


Objective
Travelling entertainers often tell tales of the ruined city and because of this, sons of the privileged classes often see the city of Gunhed as one big romantic adventure. Sometimes one will run away from home to join a mercenary squad and make a name for himself. Often these individuals are killed before they even get to the city but once in a while one will get lucky and actually make it that far. Sometimes their families are happy to see the young fool go but once in a while, a rich merchant or noble will actually pay to have his son saved from his inevitable fate in Gunhed. 
The squads have heard rumours that a powerful man’s son has wandered into the ruins and a handsome reward will be paid for his return. 

Setup
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Special rules 
The merchant’s son is initially placed in the centre of the board. He will wander D6" in a random direction at the start of each of the first player’s turns, until someone ‘rescues’ him. If a squad member comes into contact with the merchant’s son (through normal movement, NOT through charging – this is an exception to the normal rules and represents that the merchant’s son is not the enemy and should not be engaged in combat), the boy will attach himself to that member and follow him around. If the ‘rescuer’ is taken out of action, flees or routs, the merchant’s son will attach himself to the next squad member to contact him. Should someone wish to attack the merchant’s son, he has the same stats as a Youngblood (see the Mercenary squad in the Gunhed rulebook) and is armed with a sword and dagger. If he is killed, no reward will be issued to the winning squad, of course. 
Rewards : Artifact

Ending the game 
The game ends when one squad manages to get the merchant’s son off the table. That squad (and any allied squad) is the winner. 

Game length
7 turns

Experience 
+1 Survives. 
+1 Winning Leader. 
+1 Per Enemy out of action. 



Scenario 33 - The Pool 


Objective
Rumours abound about a pool in the city whose waters have magical powers of healing. The squads patrons believe the magical properties of the water are due to a large deposit of radioactive loot within the pool. The squads have been sent to collect as much from the pool as they can. 

Setup
The first piece of terrain should be a pool of water roughly 6" in diameter placed somewhat in the middle. 
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Special Rules 
Roll a D3+3 to find out how many pieces of loot that are in the pool. The pool is shallow and may be entered. Any Hero spending an entire turn within 1" of the pool doing nothing else but searching for loot may roll at the end of his turn to see if he finds some. On a D10 roll of 1-4, that player has found one of the pieces in the pool. No model may search within 1" of another model (friendly or enemy), as models that are too close together disturb the waters for each other, so that neither may see the bottom. Only as many pieces of loot may be found as were rolled at the beginning of the game, any searching after that is useless. A model can carry any amount of loot without any penalty. Models cannot transfer their loot to another warrior. If the modelwho is carrying a counter is taken out of action, place the counter on the table again where he fell. Another model can then pick up these counters simply by moving into contact with them. 

Ending the game 
Routing

Game length
6 turns

Experience 
+1 Survives. 
+1 Winning Leader. 
+1 Per Enemy out of action.
+1 Per Loot Counter. If a model is carrying a counter at the end of the battle he receives +1 Experience. 


Scenario 34 - Ambush! 


Objective
The defending squad has recently discovered a rich deposit of wyrdstone. Unfortunately, word has leaked out about their find and squads throughout the city are hunting them, determined to take the treasure for themselves. 

Setup
All the models in the defending squad must be set up within 6" of the centre of the board. The attacking squads are then set up as normal. 
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Special rules 
Each of the defending Squads Heroes carries D3 pieces of loot. If models carrying loot is taken out of action, place a number of counters, equal to the amount he was carrying, on the ground where he fell. Any Model moving into contact with them may pick up these. 
The Defender may move models off the board to secure the loot.

Ending the game 
If all the loot is carriedoff the board the Scenario ends. The Squad with the most loot is the winner.

Experience 
+1 Survives. 
+1 Winning Leader. 
+1 Per Enemy out of action.
+1 Per loot Counter. 


Scenario 35 -Monster Hunt 


Objective
The squads have heard rumours that a terrible monster has come up out of its lair beneath the city following the recent devastation and established a new home in the ruins. You have heard stories of such creatures and the treasure they accumulate is the stuff of legends. You have decided to see for yourself if the rumours are true. 

Setup
The first building should be rather large (at least 6" x 6") and open topped, preferably ruins. This building should be placed in the centre of the table, and this is where the monster’s new lair is located. 
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Special rules 
The monster is young for one of its kind and its profile reflects The monster will not leave its lair for any reason, though it will use its weapon against any model in range that it can see and will, of course, attack any model entering its lair. It will charge all models entering its lair if possible. Its ‘turn’ is performed before whichever player won the dice roll to go first, though it will do nothing until someone comes near its lair. For the monster’s stats, see below.
Reward: Artifacts
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Equipment:  Hardened Carapace, Scything Talons, Wings, Twin-Linked Barbed Strangler.
Special Rules: Causes Fear.

Ending the game 
When one squad (or more than one, if the players have agreed to share the monster’s hoard) is the only one to have 
any models within 6" of the monster’s lair, and the monster has been put out of action, that squad is victorious and gets the monster’s hoard. If two or more players have decided to share the hoard, they must decide how to split it up. If they cannot determine this peacefully, their squads will have to decide it un-peacefully! 

Game length
8 turns

Experience 
+1 Survives. 
+1 Winning Leader. 
+1 Per Enemy out of action.




Scenario 36 - The Writing on the Wall 


Objective
The squads have each heard rumours of a map drawn on an alley wall on Tyler Street that leads to great treasure! This alley is in the Poor Quarter, a cluttered and twisting section of the city. Whoever can decipher the map and keep this precious knowledge from their enemies will gain a great advantage in the hunt for a fantastic treasure! 

Setup
The centre of the table should have two buildings, placed close together so as to form an alley, one inch wide. The map will be written in this alley. Because of the ruins, close confines of the alley, trash, etc., the alley is considered difficult terrain.
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Special Rules
Infiltrators may not be used
The map on the alley wall was written by a madman, and the warriors in Gunhed will have a tough time puzzling it out in the middle of a fight! In order to understand the map, a hero must be moved into the middle of the alley, and must spend two full turns doing nothing but studying the writing. Heroes who have taken at least one Academic skill may decipher the writing in one turn rather than two. 
Once a squad has no further use for the map, they may ruin the wall so other squads can't follow the directions to the treasure! The wall has 1 Wound, and a Toughness of 7. Attacks against the wall automatically hit, and any wound ruins the map. Anyone attacking the wall must be in the alley (they cannot ruin the map from the other side of the wall). 
The map doesn't lead to a specific treasure; rather it marks out good routes through the Poor Quarter. Squads who have deciphered the map may add one of a kind in the next exploration phase, after rolling the dice. For example a player who rolled 1, 3, 3, 4, 5, and 6 could choose to add another 3.

Ending the Game
If one squad is able to decipher the writing on the wall, and then ruin said writing, the scenario ends immediately, and that squad wins. 
If both squads manage to decipher the writing, then the scenario ends in a draw. If one squad deciphers the writing and then routs, the game ends in a draw. If the writing is somehow ruined before it can be deciphered by either squad, the scenario ends in a draw. 
Alternatively, if one side routs, the other wins. The winners are assumed to decipher and orient the writing at their leisure. 

Experience
+1 Survives. 
+1 Winning Leader. 
+1 Per Enemy Out of Action. 
+1 for Deciphering the Writing.
+1 for Ruining the Writing.


 Scenario 37 - Spawn Hunting 


Objective
"Over there men! After it! 50 Creds to the man who brings that chaos beast down!" shouted Captain Alkazar to his men, as they chased the twisted Chaos Spawn through the ruined streets of what was once a productive farming village. In the time after the comet fell, the streets of Gunhed were tainted by the touch of the foul gods, and the effects visible in many areas. Men and women bore twisted visages of their former selves, and much, much worse was to be found. The touch of Chaos was laid heavily on the land. Many priests of the righteous gods were trying to do what they could, but some of the more physical threats required a less spiritual touch, and more of a physical beating. 
In this case, a Chaos Spawn has been tracked down, and is terrorizing its way through the remains of the city, and your squad is chasing it, and trying to bring it down. Or maybe you're trying to subdue it and bring it under your control, and then use it to make it your loyal servant. Such a creature would be very, very powerful to have under your control. However, you've run into a snag. 
Another squad has spotted you, and is closing in to intercept you and stop the spawn themselves. What is their motive? Why are they here? Such questions are not to be answered here. 

Setup
The setup is for two or more squads. The squad with a highest rating should be set up within 10" of one corner of the board, as they are the squad hunting the spawn. Place the spawn 16" from them, directly between them and the centre of the board (always place it on ground level.) Place opposing bands on the table edges opposing that player, and within 6" of the edge. The player may pick which of the two sides he starts on. 
The Spawn gets the first turn, and immediately makes a move, directly away from the band pursuing them. Then the hunting band goes second. 
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Special Rules 
Wyrdstone Necklace: Make note of which model(s) deliver the killing blow to each of the spawn on the table. After the fight, roll a D10 for each warrior who took a spawn OOA. Whichever rolls the highest, he found a mysterious Wyrdstone pendant around the neck of the spawn. He can either wear it or sell the pendant to a wandering psyker for 6D10 Credits. Should the warrior choose to put it on, consult the following table for the result. (If the warrior in question is a henchman, remove him from his existing group and place him in his own group, which may never be added to again.). 
Roll D10 after the game 
1 The green stone drains the warrior of his vitality. Roll on the squad advance table, for rolls of doubles the warrior mutates and may roll a random mutation. 
2-3 No effect beyond dark and troubled dreams.
4-10Roll on the henchman advance table.
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Equipment:  Hardened Carapace, Scything Talons, Wings, Twin-Linked Barbed Strangler.
Special Rules: Causes Fear.

Ending the Game 
The game ends only after the Spawn have been taken OOA and only a single band is remaining on the table. Squads may voluntarily rout, following the normal instructions for such in the Gunhed rulebook. 

Game length 
9 turns

Experience 
+1 Survival
+1 Winning Leader:
+1 per Enemy out of action
+1 Spawn Wound


Scenario 38 - The West Gatehouse 


Objective
There are many a vile squad that resides at Cut Throat's Den. Cut Throat's Den is known to house unscrupulous squads who are some of the foulest scum to visit Gunhed. Squads such as the Righteous Sisters, Witch Hunters and other do-gooders would shun such a decadent area. 
The main path from Cut Throat's Den to The City of the Damned is by the West Gatehouse. Normally, most would think nothing of going to Gunhed via the West Gatehouse but danger lurks at every corner of Gunhed and this area is not different. The West Gatehouse remains guarded by a dark and sinister tree beast, and to enter the city from this direction adventurer must first brave passing by this monstrosity. Skeletons hang from its branches and who knows how many skulls are entwined within its blackened roots. Squads tend to scale the walls or have found tunnels into the city from the West side in order to avoid The Giant Oak that lurks at the West Gatehouse. 
The Great Oak that once stood near the ornate gates of the garden uprooted itself and began a rampage of death and destruction. A huge one hundred foot tall monster, it smashed through the perimeter wall of the gardens and began to make its way to the West Gatehouse where crowds had gathered in a desperate attempt to flee the disaster. 
With evil eyes glowing red, the instrument of the Shadowlord stomped through the crowd sending broken bodies hurtling through the air as its huge branches lashed out at the throng. Few managed to escape the Northwester Quarter of the city during the disaster, as the monster had rooted itself at the gateway slaughtering all that dared to pass. 
Many squads have disappeared when they have ventured through the West Gatehouse. There are rumours The Giant Tree guards not only the West Gatehouse but treasure. The treasure horde has been rumoured to include wyrdstone, jewels, armour, weapons, precious and rare items. 
Many squads have decided to go after the Giant Tree together to split the riches but many have died by the hands of The Great Oak or my each other as truces only last as long as a squad wants. 


Setup
There should be terrain but not too much to block the movement of The Great Oak. Leave a 6” x 6” square in the middle of the board for the Great Oak. 
The Giant Oak will be placed in the middle of the board. Each squad will roll a D3 for the amount of Dark Dryad that will be placed on the board. The Dark Dryad will be placed on the board before players roll for sides and will be placed 8 inches within the Giant Oak. 

[image: ]

Special rules 
The Giant Oak and Dark Dryad will always be the last “player” go move or take its turn.
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Equipment:  Hardened Carapace, Scything Talons, Wings, Twin-Linked Barbed Strangler.
Special Rules: Causes Fear.
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Equipment:  Hardened Carapace, Scything Talons, Wings, Twin-Linked Barbed Strangler.
Special Rules: Causes Fear.

Ending the game 


Game length
8 turns

Experience 
+1 Survives.
+1 Winning Leader. 
+1 Per Enemy out of action.
+1 For wounding the Shadow Dryad. 
+1 For wounding the Giant Oak. 
+2 For taking the Giant Oak out of action. 


Scenario 39 - The Raven Barracks 


Objective
The Raven Barracks, located North West side of town, housed the military arm of Count Steinhardht. The Empire was deeply embroiled in a bitter civil war. During this turmoil, Count Steinhardt refused to commit his forces to any of the three warring factions. The Count had the finest uniforms made for his soldiers. As the Empire went to war, expending valuable resources on arms and soldiers the count grew rich in selling arms and supplies at extortionate prices to any side. The weapons were for top quality and craftsmanship. 
After the great disaster the barracks are empty of soldiers. The soldiers have perished or left the city as fast as they could. Now many squads are attempting to get to the Raven Barracks to stock up on supplies for themselves or to sell them at a profit. The City of the Damned is a dark and deadly place. The route to the barracks is dangerous and leaving alive from the barracks might be more difficult than the squads think. 

Setup
The barracks should be an area that is at least 2' x 2' in the middle of the board. Plenty of terrain should be around the barracks to provide cover and some obstacles to get there. 
Once you have placed the terrain, place D3 +1 crate for each squad involved in the game on the tabletop to represent where the crates are. The crates should be 10” inches away from the table edge and 6” inches away from each other.
[image: ]

Special rules 
When a model first touches a crate roll a D10. If the result is a 1-2 then a trap has been activated. D6laserbeams are fired at that model at Strength 3. Only one trap per crate. 

Ending the game 
The game ends when one squad manages to get all his men off his table edge with supplies or when all but one squad have routed. If one or more squads have allied, they may choose to share the victory and end the game. 

Game Length
7 turns

Experience 
+1 Survives. 
+1 Per Enemy out of action.
+1 Per Leader with most supplies off the board. The leader whose squad gets the most OFF the board.
+1 Per Crate captured. If a model takes a crate OFF the battlefield.


Scenario 40 - The Psyker’s Howl


Objectives
Not all of the ruined buildings in the city are ordinary houses. Some notable structures were the abodes of important town leaders or rich travellers. Tales are told of hidden rooms filled with treasure in such homes. The squads have discovered the location of one such building. Rumours abound that the former owner also dabbled in the arcane arts, which may explain why his home was almost untouched by the devastation. 

Setup 
The defender is deployed first inside or within 6" of the objective building. Then the attacking squads are set up as normal. 

[image: ]

Special Rules
Reward: Artifacts

Ending the game 


Game length
7 turns

Experience 
+1 Survives. 
+1 Winning Leader
+1 Per Enemy out of action.


Scenario 41 - The Gaol 


Objective
The battle in the Gaol grounds is a Skirmish. Both Squads have happened upon the area at the same time and are fighting it out for control, so they can loot it. Little do they realise the presence of the dreaded ‘Warden’… 

Setup
Choose any one neutral table edge of a 4'x4' area and place a large ruined building on the chosen table edge just on the table. This represents a part of the Gaol. The rest of the gaming area represents the Gaol grounds and terrain should be set up in a mutually agreeable manner. 
The first player chooses the table edge he wants to set up on, and places all of his warriors within 8" of it. His opponent then sets up within 8" of the opposite edge. Players cannot choose the table edge that has the Gaol building on or the edge opposite the Gaol. 
The Warden and the Inmates (see below) take a turn after both players have had their turn and are effectively a third player ie, after the last player has finished his turn, the Warden and the Inmates get their first turn. Play then continues as normal. 

[image: ]

Special rules 
The Warden and his Lackeys: 
Hidden within the dark recesses of the Gaol is a thing known by local scavengers and squads as ‘The Warden’. No one knows what it once was; some say it was a large guard dog, others that it is a bonded and mutated group of prison guards. Whatever its true origins, the Warden now wanders the ruins of the Gaol feeding off any foolish enough to enter its realm. The Warden is served by a group of ‘Inmates’ – surviving convicts of the cataclysm since driven mad. They will attack and capture any in their wake so their master may feed. 
The Inmates have the same stats as a servitor, you can also use servitor models to represent Inmates on the tabletop. There are three Inmates in the scenario; they will work together as a mob and must stay within 2" of each other at all times. They will move towards – and charge, if in range – the nearest model. If the Inmates manage to injure a warrior then ignore the out of action result on the Injury table, instead the model will be treated as stunned for D3 turns. Whilst a model is stunned the Inmates will carry the warrior towards the Warden (unless impeded by being charged, etc) at a rate of 4" (they cannot charge or run whilst carrying the warrior). Note that two Inmates can carry the warrior without reduction in their movement, however, if reduced to one Inmate then the remaining Inmate can only move 2" a turn. If they reach the Warden in time, the stunned model is consumed. The model is taken out of action and is considered dead for the purposes of the campaign. 
The Warden has the same statistics and abilities as a Possessed with two random mutations (players should decide the randomisation method for themselves). You can also use a Possessed model or any Chaos Spawn miniature to represent the Warden on the tabletop  The Warden will move towards – and charge, if in range – the nearest warrior. If it wins a combat it will move towards the next nearest warrior. 
NOTE: Both the Warden and the Inmates all start the game within the Gaol and move out of this building towards the warriors that are closest to it at first and then the warrior that is closest to them, as described in the rules above. 
If a Hero enters the Gaol and remains there until the end of the game he will gain +1 dice for Exploration (even if an enemy warrior is present). 
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Equipment:  Hardened Carapace, Scything Talons, Wings, Twin-Linked Barbed Strangler.
Special Rules: Causes Fear.
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Equipment:  Hardened Carapace, Scything Talons, Wings, Twin-Linked Barbed Strangler.
Special Rules: Causes Fear.

Ending the game 
If someone takes the Warden out of action the Scenario ends.

Game length
7 turns

Experience 
+1 Survives. 
+1 Winning Leader.
+1 Per Enemy out of action. 
+2 Slaying the Warden. 


Scenario 42 - Executioner’s Wall


Objective
One of the oldest places in the city, Executioner’s Wall was named for obvious reasons, the daily executions were a crowd puller making the area busy and surrounding businesses successful. Now the wall stand deserted amongst the rubble. The many victims – the guilty and innocent alike - have returned as restless spirits eager to scream their anger at all who pass or linger. 
Both squads have come to Executioner’s Wall with one purpose – to fight. Such places are often the arena for so-called ‘pitched battles’, open, bloody and vicious. Little do they realise of the latent spirits, yearning to vent their anger against them. 

Setup
No buildings can be placed in a central 2' x 2' area although they can be placed along this boundary as this represents a square. Rubble pieces and other such flotsam can be placed in around the square as normal. In the centre of the square, place a piece of terrain to represent the actual wall. Place terrain in the remaining gaming area as normal. The scenario works best if this is particularly dense. 
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Special rules 
Anger of the Damned
The restless spirits of Executioner’s Wall vent their eternal anger at any who roam in or close to the square. They manifest as concentrated and violent gusts of wind; the howling is their screams of rage. At the beginning of each players movement roll a D10. On a roll of 1 the spirits stay silent and nothing happens this turn. If the result is a 2 or more a spirit attacks. If the number is even (2, 4, 6, 8, 10) then the player whose turn it is must choose one of his models to be attacked. If the number is odd (3, 5, 7, 9) then his opponent must choose one of the controlling player’s models to be attacked. Note it is always the player who turns it is that is attacked by spirits, the only difference is whether or not he or his opponent chooses the affected model. 
An attacked warrior is automatically hit by a Strength 2 attack (no armour modifiers) and is blown directly backwards D6". If an attacked warrior is in an elevated position such as a gantry or an upper floor of a building then there is a good chance he may be blown off and if this is the case treat the model as falling. If a model is blown into a piece of terrain (such as a mound of rubble or the wall of a building) or blown into another warrior, friend or foe, then the model (or both warriors if it hits another model) is knocked down.

Ending the game 


Game length
7 turns.


Experience 
+1 Survives. 
+1 Winning Leader. 
+1 Per Enemy out of action.
+1 Trophy from the Square. If an Officer manages to stay at the centre of the square (within 2” of the wall) for one complete turn then he gains +1 Experience



Scenario 43 - The Great Library 


Objective
The North-East Quarter of the city was renowned for trade and learning. When itwas a living city, the crowded labyrinth of streets.
A notable aspect of the North-Eastern Quarter was the Great Library. During the rule of the extravagant Count Ignatius Steinhardt, the library grew extensively to become the largest building in the entire city. The Count was particularly fond of collecting mystical and religious tomes. Of course, unwittingly, The Great Library managed to collect on of the largest deposits of Daemonic and Necromantic lore in the Empire. 
Now after the disaster struck,the Library was engulfed by flames from an orbital bombardment. Only the bravest ever consider going anywhere near the ruins but the lure of ancient tomes is enough to persuade psykers from across the Universe to hire squads to retrieve any books that they can find. For enough credits, fools can find enough bravery to risk even this dark place. 
Find the tomes.

Setup
If you have one piece of terrain or several that could “act” as the Library should be placed in the middle. Many of the tomes have been spewed across the many blocks close to the Library. 
Players should then place D3 +1 Tomes for each squad involved in the game on the tabletop to represent where the Tomes are. Each player takes it in turn to place a Tome counter. The counters must be placed more than 10” away from the edge of the table and at least 6” away from each other. Note that counters are placed before deciding which edge the squads will play from.

[image: ]

Special Rules
A model can carry any amount of Tomes without any penalty. Models cannot transfer their Tomes to another. If a model is put OOA then the Tome is placed next to where the model was taken OOA. The Tomes cause FEAR. You must take a FEAR test to pick one up, unless you are immune to FEAR. This is to represent the great unknown on whether or not the Tomes are Evil. 
Rewards: Ill Gotten Gains… 
You can sell the Tomes for 25 +1D10credits or choose to keep the book. If you keep a book then roll on the chart below (1D10). Rolling on the chart below will represent that the officer has decided to open the scroll and is trying to decipher its abilities (only officers can read…). 
Please nominate which Officer will be opening the scroll. 

D10 Events 
1.	 The Officer who keeps the scroll will sit out the next game as he is transfixed for some days. 
2-3	The Officer who keeps the scroll will gain +1 Initiative. This can take you above our racial Maximum. 
4-6	 The Officer who keeps the scroll will gain an Academic Skill.
7-10	The Officer who opens the scroll will gain D3 experience. 

Ending the game 


Game length
8 turns

Experience 
+1 Survives. 
+1 Per Enemy out of action. 
+1 Per each Tome Picked Up. 
+1 For the Squad with the Most Tomes. For the leader of the squad with the most tomes at the end of the game.



Scenario 44 - The Middle Crossing Point


Objective
The Middle Crossing Point is the main crossing point for the City of the Damned. Whoever holds that place controls all aspects of movement in the City. The Point is rumoured to have piles of Scattered Equipment or Artifacts around it but are said to be guarded by massive Ogres, who have a strange affinity for these kind of places. 

Setup
You can easily make a bridge and a river out of coloured paper or plastic or a Gate and a wall out of something else. (Yea right!)
Place D3 +1 Ogres for each squad in the water/on the wall and within 6” inches of the bridge/gate. Place 1 Ogre for each squad in the middle of the bridge and the remainder Trolls should be placed in the water. I would suggest that this scenario be limited to one to two squads. You can have one squad go at a time to secure the bridge or have two squads attempt capture and control the bridge, while fighting off the Ogres.
The Ogres will always go last. 

[image: ]

Special Rules 
Rewards: The winning squad may gain a onetime 5D10credits. This will represent collecting tolls from other squads and merchants who peddle their wares and will be able to choose the next scenario they play by hearing rumours from travellers passing through. 
In addition to the normal rules for Ogres, please use the special rules below if you like. 
Fog:The area will be affected by fog. Movement and shooting distance will be halved. You may charge as normal. 
Dumb Creatures of Habit:
The Ogres under the bridge have become so practiced and cunning at taking out travellers that when a Ogre is within 6” inches of the bridge it is allowed to take Stupidity tests at double their normal leadership (all the way up to 8). The Ogres will stay within 6” inches of the bridge at all times. 
Massive Ogres:All the loot collected by the Ogreshas made them stronger. Raise their W and A with one point. 
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Equipment:  Hardened Carapace, Scything Talons, Wings, Twin-Linked Barbed Strangler.
Special Rules: Causes Fear.

Ending the game 
A squad wins if he is the only one with models within 6” of the objective at the end of a turn.

Game length
7 turns

Experience 
+1 Survives.
+1 Winning Leader. 
+1 Per Enemy out of action. 
+2 per Ogre out of Action. 



Scenario 45 - The Cemetery of St. Voller 


Objective
A grim and foreboding place, the Cemetery of St Voller had a dire reputation even before the comet struck and changed the city forever. Now, the cemetery is a haunted place, where the dead do not rest easy. Indeed, many of the graves are open and the numerous tombs and mausoleums of the city’s more opulent patrons, cracked like rotting wounds. Though whether this is from the attentions of ambitious grave robbers or the stirrings of the unquiet dead, who knows… 
One squad is out searching the cemetery’s grounds for loot to pilfer what remains on the corpses of the rich and influential. The cemetery, though, is vast and the squad spread thin. In the shadows of a vast statue, depicting the cemetery’s patron they are set upon by another squad, lying in wait… 

Setup
 As the squads are battling in a cemetery, there should be a large number of graves, mausoleums, tombs etc. Some of these can be erected on mounds and some should be open. In the centre of the battlefield should be a large statue – the image representing St. Voller. 
The defending player rolls a D10 for each Officer and Squad group in his squad, in any order he chooses. On a 1-5, they are elsewhere in the ruins and turn up later as reinforcements. On a 6-10 they are deployed at the start of the game. 
Note that at least one Officer or Squad group will be present at the start. If all roll 1-5, the last Hero or Henchmen group will automatically be deployed at the start of the battle. 
The defender deploys his available Models on the table. No model may be closer than 8" to another model, as the squad is spread out wide to search the ruins. No model may be deployed closer than 8" to a table edge. 
The attacker deploys his whole squad within 8" of a random table edge.
The attacker always gets the first turn. However, if the squad has a Priest, they will automatically get the first turn instead. Note if both squads have a Priest, then the attacker goes first. 

[image: ]
Special rules 
Reinforcements
Open graves: If a model falls into an open grave they suffer a Strength 2 hit and must climb 2" to get out next turn. 
The Unquiet Dead: After each player has taken a turn and always rolling at the start player’s turn who went first, roll a D10. On a roll of 1 or 2, D3+1 zombies emerge from the graves. These models are be placed by the player with the lowest squad rating within 1" of any grave. The zombies don’t move and attack until the end of the second player’s turn. They will always move towards the nearest model, choosing a living one, if they are equidistant, and charging if possible. Note, they will even attack other Undead models but not if they are also the Unquiet Dead. 
The Statue of St. Voller: Though Gunhed is lost and a wholly depraved place, the spirit of St. Voller still exerts some guardianship over the cemetery. Any of the Unquiet Dead that rise from the graves may not move within 3" of the statue as its holy aura repels them. 
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Equipment:  Hardened Carapace, Scything Talons, Wings, Twin-Linked Barbed Strangler.
Special Rules: Causes Fear.


Ending the game 


Game Length.
7 turns

Experience 
+1 Survives. 
+1 Winning Leader. 
+1 Per Enemy out of action.


Scenario 46 - The District of the Black Kraken


Objective
The once thriving Market Square, more commonly known as the District of the BlackKraken has become a deserted plaza. Only the exceptionally brave or downright foolhardy dare cross the open cobbles, where once thousands of merchants sole their wares. To venture into the Market Square is to expose oneself to all those who keep a close watch from the surrounding shadow. Many eyes peer from the dark alleys and ruined buildings, in search of a fresh opportunity to make a quick killing. There is still a vast quantity of precious and exotic goods lying in the broken cellars of trader’s houses for the taking. 
It is said that a few of the beasts that were caged hereescaped the destruction and their cages and have made their lairs around this area. Some have mutated horribly and are twisted diabolic parodies of their former selves. The infamous of these creatures is said to be a huge Black flying Krakenwith several additional horribly mutated heads, that of a serpent and a ram. Hunger gnaws at the stomachs of these beasts and they will face many times their number if they catch the scent of prey. 
In a terrible twist of fate, the Merchants Quarter remains the most opulent region of the accursed city. Should any adventurous soul wish to visit the ruined library or take a chance and stroll through the market place, it is highly likely that they may discover some rare goods that have survived the fall. Leaving the quarter with your life is a different matter though, for the District of the Flying Kraken is also rich pickings for those who seek to spill blood. 

Setup
The middle area of the board should free of terrain (maybe a fountain or the like to mark the centre of the square) and to have at least a 12” inch x 12” inch square open area. This will represent the Merchant's Square. The buildings placed outside of the Merchant's Square will represent the Trader's Homes and Shoppe's. 
In the Merchant's Square, will be D3 crates per squad. The crates will be placed in the middle of the Merchant's Square.

[image: ]

Special rules 
Squads will begin searching the buildings for common items. Each squad will roll 1D10 for each searchable building. If they roll a 6+ they found a common item. When a squad touches a crate they must roll a D10. Only one roll per crate. On a roll of a 1 or 2 on a D10, the Black Pegasus will appear. The Black Pegasus will appear 8” inches in on a Random Table edge. The Black Pegasus will go in the last turn and will attempt to fly down on the models in the Merchant's Square. The Black Pegasus will target the closest model in the Merchant's Square. Merchant's Square is the 12” x 12” area in the middle of the table as the streets and alleys would be too narrow for the Pegasus to fly into. 
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Equipment:  Hardened Carapace, Scything Talons, Wings, Twin-Linked Barbed Strangler.
Special Rules: Causes Fear.


Ending the game 
The game ends when all the crates are off the table. 

Game length
7 turns

Experience 
+1 Survives. 
+1 Winning Leader. 
+1 Per Enemy out of action. 
+1 Per each crate taken off the board. 



Scenario 47–Night Skirmish v.1


Objective
Two sides oppose, and have a go at each other; delightfully simple really. 
Take out the enemy. The side that stays on the battlefield the longest is the winner. If both sides are left when the scenario ends it is a draw.

Setup
[image: ]
Special Rules
Night fighting

Ending the game
Routing or Time limit.

Game length
6 turns.

Experience
+1 Survives. 
+1 Winning Leader. 
+1 Per Enemy Out of Action.




Scenario 48–Night Skirmish v.2


Objective
Two sides oppose, and have a go at each other; delightfully simple really. 
Take out the enemy. The side that stays on the battlefield the longest is the winner. If both sides are left when the scenario ends it is a draw.

Setup
[image: ]
Special Rules
Night fighting

Ending the game
Routing or Time limit

Game length
6 turns.

Experience
+1 Survives.
+1 Winning Leader. 
+1 Per Enemy Out of Action. 




Scenario 49 – Night Time Take and Hold v.1


Objective
Some large pieces of equipment; specific buildings or important persons are to be taken into custody and held, while the opponents must be fended against.
Take and hold as many objectives as possible.
The side withthe most objectives when the game is over win the scenario. (To hold an objective you must be within 4” of the marker and no enemies must be within range. If both sides are within 4” none holds the objective.)

Setup
[image: ]

Special Rules
Night fighting
Infiltrators gain the Scout skill instead.
D3+2 Objectives

Ending the Scenario
If one side holds all the objectives at the end of any turn the Scenario ends.

Game length
6 turns

Experience
+1 Survives.
+1 Winning Leader. 
+1 Per Enemy Out of Action.
+1 For holding an Objective.



Scenario 50 – Night Time Take and Hold v.2


Objective
Some large pieces of equipment; specific buildings or important persons are to be taken into custody and held, while the opponents must be fended against.
Take and hold as many objectives as possible.
The side withthe most objectives when the game is over win the scenario. (To hold an objective you must be within 4” of the marker and no enemies must be within range. If both sides are within 4” none holds the objective.)

Setup
[image: ]

Special Rules
Night fighting
Infiltrators gain the Scout skill instead.
D3+2 Objectives

Ending the Scenario
If one side holds all the objectives at the end of any turn the Scenario ends.

Game length
6 turns

Experience
+1 Survives.
+1 Winning Leader. 
+1 Per Enemy Out of Action.
+1 For holding an Objective.



Scenario 51 – Dark Loot v.1


Objective
Smaller pieces of equipment, documents or similar have been reported in the area and both crews are out to get their hands on it. 
Take as much loot as possible.

Setup
[image: ]

Special Rules
Night fighting
Infiltrators gain the Scout skill instead
D3+3 Loot Counters

Ending the Scenario
If one side holds all the Loot counters at the end of a turn the Scenario ends.

Game length
7 turns

Experience
+1 Survives. 
+1 Winning Leader. 
+1 Per Enemy out of action.
+1 Loot Counter. 


Scenario 52 – Dark Loot v.2


Objective
Smaller pieces of equipment, documents or similar have been reported in the area and both crews are out to get their hands on it. 
Take as much loot as possible.

Setup
[image: ]

Special Rules
Night fighting
Infiltrators gain the Scout skill instead
D3+3 Loot Counters

Ending the Scenario
If one side holds all the Loot counters at the end of a turn the Scenario ends.

Game length
7 turns

Experience
+1 Survives. 
+1 Winning Leader. 
+1 Per Enemy out of action.
+1 Loot Counter. 





[bookmark: _Toc332561010][bookmark: _Toc335495265]Stratagems

City fighting stratagems represent such things as special terrain pieces, items of wargear or mission special rules. These cunning tactics and dirty tricks add annew aspect to Gunhed 40,000 battles. Stratagems can be represented on the table by simple written notes, or even specially converted models. A number of stratagems are chosen by each player, who declares their use before the game begins. They take effect just before or during the game.

The use of Stratagems is optional. Some Scenarios will not benefit from the extra complexity, some will…
City fighting stratagems are chosen from the list below before the game begins. They do not cost any points. You may choose a number of stratagems dependent on the level of game you are playing. Each stratagem may only be chosen once.

Mission Level		Stratagems
Alpha		1
Gamma		2
Omega		3

Strategems
Stratagems fall into one of five categories, whichdictate how they are played.
Roll 1D20 to see which stratagem to use if you want to go random.


1. Ammunition Store 
2. Command Centre 
3. Fuel Dump 
4. Medicae Facility
5. Observation Point
6. Power Generator 
7. Sacred Ground 
8. Deep Strike
9. Infiltrators
10. Sewer Rats
11. Booby Traps
12. Demolition 
13. Fortifications 
14. Master Snipers 
15. Plunging Fire 
16. Combat Engineers
17. Barricades
18. Razor Wire
19. Tank Traps
20. Choose any of the above.




Declaring Stratagems
Stratagems are declared during the Set-up phase of thegame. Having determined deployment zones, bothplayers roll a D10. The player that rolls highest chooseswhether to declare first or second. Both players take it inturns to declare the use of a stratagem, placing anyappropriate markers or terrain pieces on the table asthey do so, or indicating which unit  ormodel a stratagemrelates to, if applicable.

Representing Stratagems
Players can use anything from handwritten labels tospecially modeled pieces of terrain to represent theirstratagems. For example, had you chosen theAmmunition Store stratagem you might write a note upona scrap of paper and place this in a city ruin. If you werefeeling more adventurous you could model a small pile ofcrates on a scenic base. You might even want to make acomplete building, perhaps featuring stockpiles of crates,shells and power cells.Players are encouraged to imagine how they mightrepresent stratagems in line with the background of theirown army. What passes for a command centre for aTyranid army would be very different to one used by theImperial Guard for example.

Key Building Stratagems
Many ruined structures continue to serve a specific function, from power distribution nodes to sophisticatedcommand bunkers. The Key Building stratagems each upgrade a city ruin with a special rule which will benefitnearby friendly troops. 

The following rules apply to all Key Buildingstratagems:
• A Key Building stratagem is prayed on any cityruin on the table.
• Only one Key Building stratagem may be playedon each city ruin.
• A key building may only be used once per turn.
• The effects of a key building apply to a singleinfantry unit or model with at least one model either within it,or within a set distance of it, as stated in thedescription.
• A unit may benefit from the effects of only onekey building per turn.
• Key buildings only benefit the owning army -captured key buildings confer no benefit toenemy models.


Ammunition Store Stratagem
Crates of ammunitionRestackedWithin thebuilding, ready to be distributed to nearbywarriors. A unit with ready access to such a stashis able to fire with wanton abandon, relaxing fire discipline and unleashing a withering hail of bullets attheir enemy.
• The ammunition store is used in the owning player'sShooting phase.
• A unit within the city ruin may re-roll any failed' To Hitrolls.

Command Centre Stratagem
This might be a communications node attached tothe upper storeys of a building, or a cogitator bankthat aids the control of nearby friendly forces.
This stratagem has two effects, only one of which may beused in any given tum.
• The command centre grants a unit within 12' theCounter-Attack universal special rule.
OR
• The command centre allows a unit within 12' toautomatically pass aLd test.

Fuel Dump Stratagem
Many cities are host to extensive fuel production,distribution and storage networks. These may beused by troops equipped with flame weapons,who connect these straight to the pipelines and unleasha torrent of high pressure, searing chemical death upontheir foes.
• A unit within 6”of the city ruin may add 1 to theStrength of any Flame-template weapon.

Medicae Facility
The building contains medical supplies, automatedsystems. stirn dispensers, healing balms orother stores useful for patching up woundedwarriors sufficiently for them to get back into action.
• The medicae facility grants a unit within the city ruinthe Feel No Pain universal special rule.

Power Generator Stratagem
Many races provide their forces withprefabricated power sources, or they patch intoexisting conduits found amidst the ruins. Theseare used to drive autoloaders and power feeds to theirmaximum capacity, or to overcharge laser-basedweaponry, allowing alltypes of weapons to sustain aprodigious rate of fire.
• The power generator is used in the owning player'sShooting phase.
• A single unit within the city ruin may re-roll any failedTo Wound rolls.

Observation Point Stratagem
Warriors might tap into security observationnetworks or servitors built into wall points,designed to provide a means of monitoring thepopulace. Other races make use of cunningly hiddenscouts to pass on information to friendly units regardingthe position of their enemies.
• The observation point grants a unit within 12" the NightVision/Acute Senses universal special rule.

Sacred Ground Stratagem
Every race has some reason, and means, formarking an area o(ground as especiallysignificant. It may be blessed by theEcclesiarchy, marked with the spoor of the HiveMind or home to a pile of junk particularlyfavored by an Ork Mek.
• Sacred ground grants aunit within the city ruinthe Stubborn universalspecial rule.


Dirty tricks stratagems
Troops engaged in It city fight soon become grizzled veterans, streetwise and wily masters of theirenvironment. Dirty tricks stratagems offer a wide range of tactics and strategies, from planting deadly boobytraps to blowing up entire buildings.

Each Dirty Tricks stratagem has its own specialrules, detailed in its entry below.


Booby Traps Stratagem
Urban combat is a notoriously dirty business. Theclose confines of a cityfight allows troops to placeall manner of deadly devices in the path ofattackers, most of which are never detected before beingset off. These take a wide variety of forms, from the crudelyimprovised and (to them) highly amusing devices placedby Orks. to the automated sentry drones placed by the Tau.
• D3+3 booby trap markers may be placed in any cityruins or obstacles (see the Obstacles stratagem) onthe table not within the enemy's deployment zone.
• Should the city ruin or obstacle in which the marker isplaced be removed or destroyed, the marker itself islost along with it.
• The player controlling the booby trap may choose totrigger it when any enemy model or unit moves throughthe city ruin level, or an obstacle in which it is placed. Roll a D10: on a 6+, the booby trap is triggered. On anyother result it is removed as a dud. The model, which takes aStrength 6 hit, at AP 2, with no Cover Save allowed.Booby traps only work once, so remove the counteronce the attack has been made.

Demolition Stratagem
Those races skilled in combat engineering maychoose to demolish or undermine importantstructures. Such a tactic is risky, as it willpreclude the use of the building by friendly troops, butthere remain many situations that are best resolvedthrough the use of high explosives.
• The Demolition stratagem is declared during theDeployment phase as normal, but its target is keptsecret until the stratagem is actually used. The targetcan be any city ruin not in the opponent's deployment zone.
• The player writes down the target city ruin, and the turn in which the demolition will occur. This is kept secret,to be revealed when that turn arrives.
• In the player's own Shooting phase of the nominatedturn, roll a 06. On a 1, the device is a dud and doesnot explode. On any other result, the city ruin isdestroyed

Fortifications Stratagem
Although the ruined cityscape affords plenty of hard cover, many armies will take the opportunity to fortify buildings in areas they control. Such fortifications vary from simple flak board panels nailed over windows, to extensive works of sandbags and armour plating.
• The Fortifications stratagem may be played upon asingle city ruin in the player's deployment zone. Thismay be a key building.
• A fortified city ruin has its Cover Save increased by + 1.

Master snipers Stratagem
O Ruined cities are the natural hunting grounds of a snipers, and the most skilled of marksmen arehighly valued for their ability to take out enemytaking cover In the dense terrain.
The Master Snipers stratagem is applied to all unitsequipped with one or more weapons with the SniperWeapons rule.
• No Cover Saves are possible against shots fired withthese weapons.

Plunging Fire Stratagem
Troops experienced in city fighting know that highground affords numerous positions from whichthey can gain a commanding view of the battlefield.
• Any troops in the army may use the Plunging Firestratagem. Doing so will inflict a -1 Cover Savemodifier on any target within 18' , so long as it is on alower level than the firer.


Armoury stratagems
Many units become adept at city fighting and are equipped with a staggering array of specialized equipment Space Marine siege veterans, specially bred Tyranid mutants and Ork Kombat'Sappaz to name a few. Armourystratagems introduce items that may be taken by units, characters or vehicles In your army.
Each Armoury stratagem represents specialequipment, much like wargear. Note down on yourarmy list and make it clear to your opponent whichunits are affected.


Combat Engineers Stratagem
Whether for a single operation or for an extendedcampaign, the army' has been issued withspecialised wargear ranging from simple wirecutters to smoke grenades. They are expected to lead theassault upon the enemy's strong points, whatever the cost.
This stratagem provides a means of equipping your armywith a wide range of combat engineering equipment. This confers all of the rules listed below, regardless ofhow individual models are equipped.
All infantry models are equipped as combat engineers. Allof the following rules apply, unless the unit is falling back:
• When assaulting enemy defending a Fortified city ruin(see the Fortifications stratagem), models equippedwith breaching charges fight with Initiative 10. Thefortification's effects are then lost for the remainder ofthe game.
• Wire cutlers allow any length of razor wire (see later) theunit moves through to be removed on a D10 roll of 6+.
• Smoke grenades (or their equivalent, such as Tyranidsporefog or Ork fungus clouds) can be used by eachunit once per game, instead of firing any weapons inthe Shooting phase. When used, they confer a 5+Cover Save until the start of the unit's next turn.
• Jammers mean the unit only triggers enemy boobytraps (see later) on a D10 roll of 8, rather than thenormal 6+. On any other result, the booby trap is adud. See the Booby Traps stratagem for details.


Obstacles stratagems
Given sufficient time and resources an army might place barricades, razor wire or tank traps to hamper themovement of the enemy. Obstacles stratagems allow you to place additional terrain on the table, which may severely hamper the movement of enemy forces, or provide additional cover for your own warriors.
The following rules apply to all Obstacles stratagems:
• Obstacles can be placed anywhere on the table.
• There are three types of obstacle: razor wire, tanktraps and barricades. The player gets D3+3 ofwhichever type is chosen, and each is up to 6" long.


Barricades Stratagem
The wider, more open spaces of a city, such asits plazas and main thoroughfares may bedefended by hastily thrown together barricades,troops clustered behind them to repel the enemy.
• Barricades provide a 4+ Cover Save.
• Barricades are difficult terrain.

Razor Wire Stratagem
Many urban warzones are threaded with endlessmiles of flesh-stripping razor wire. Vital buildings inparticular are likely to be surrounded by deep beltsof wire, the better to keep assaulting enemy infantry at bay.
• Razor wire is difficult terrain for all non-vehicle models.Vehicles can drive over razor wire with no effect.

Tank Traps Stratagem
Crew of armoured vehicles dread entering thedense terrain of an urban warzone above all else,for enemy tank hunters wait in ambush at everytum. Tank traps are used to slow armoured vehicles further,forcing them into ambushes and blocking off entire sectors.
• Tank traps are impassable to all vehicles exceptskimmers.
• They do not affect non-vehicle movement, but providea 5+ Cover Save for non-vehicle models shelteringbehind them.


Deployment stratagems
Many troops go to battle by unusual means, some teleporting from orbiting spacecraft, others sneaking forward under cover - some even crawl through sewers and pipes. 
Deployment stratagems are alternative methods by which troops may enter the battlefield. Playing such a stratagem adds an additional mission special rule to the game being played, allowing you to tailor the way you deploy your army according to your own favorite tactics.


Deep Strike Stratagem
It is a bold commander indeed who will risk dropping or teleporting troops directly into thedense terrain of a city. Desperate times,however, often call for desperate measures.
• By playing this stratagem, any units with the DeepStrike special rule are able to deploy accordingly. Notethat units which are always allowed to deep strike,whether the mission allows it or not, need not choosethis stratagem in order to deep strike.If you wish to use this option then the units in questionbegin the game in reserve - it does not matter whetherthe Reserves special rule is in force for the mission.Roll for arrival of these units as specified in theReserves rules.

Infiltrate Stratagem
Many troops specialise in sneaking forward topenetrate enemy lines. Many armies possess acadre of streetwise troops able to utilise thedense terrain to gain a favorable position prior to thebattle's commencement.
• By playing this stratagem, any units with the Infiltratespecial rule are able to deploy accordingly. Note thatunits that are always allowed to infiltrate whether themission allows it or not, need not choose thisstratagem in order to infiltrate.

Sewer Rats Stratagem
Some warriors are able to move around a city byquite extraordinary means, squeezing throughimpossibly small spaces, down ruptured pipes orstalking along overhead crawlways. One of the mosteffective means of getting behind the enemy's lines is tocreep through the city's sewer network, to strikeunexpectedly through street level access points.
This stratagem is used in conjunction with theReserves mission special rule, and allows any friendlyInfantry units without a transport vehicle to be held inreserve.
• During the playing of stratagems, D3+3 sewer markersare placed anywhere on the table at ground level.These represent sewer hatches, ruptured pipes andthe like.When the reserves become available, they maymove onto the table via any sewer marker as if itwere a table edge, so long as no enemy models arewithin 1” of it. They may not launch an assault on theturn they arrive.
• Should only one player take this stratagem then onlythat player will be able to deploy models via the accesspoints. If both take it, then both may use any accesspoint on the table.
• If more reserve units become available than there aresewer markers from which they can deploy, they arenot deployed that turn. Roll for each unit again nextturn.Only one unit may deploy from each sewer marker perplayer turn.
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OFFICER (D100)




104
43

1-5	DEAD 
The unit dies. Strike him and his equipment from your roster.

6-8	RETIRES 
The unit suffers a career ending injury and retires. Strike him from your roster, but keep his equipment.

9	MULTIPLE INJURIES
The unit survives, barely. Roll D3 times on this table, ignoring rolls of 1-15.

10	CAPTURED
A unit that was captured can either be; ransomed back to the owner; sacrificed, netting the opponent +1 XP for a unit of his choice or sold into slavery for D10x10 credits. Before any of this happens, you have the option of playing the rescue scenario in order to rescue him. If failed, then one of the events takes place. A unit sold or sacrificed will be lost from your roster as well as his equipment.

11-15	ROBBED
While hurt the opponent strips him of all equipment. If he belongs to the winning team all equipment is lost, if he lost then the opponent gains all his equipment.

16-18	SLIGHT AMNESIA
	The unit loses a random skill.

19-20	LEG WOUND
A random leg has been injured. The unit has -1 Movement.

21-23	CHEST WOUND
This confers a -1 T penalty. If the unit is reduced to 0, treat as retired.

24-26	ARM WOUND
A random arm has been wounded. The unit has -1 S. If the same arm becomes wounded twice, the unit can no longer hold a weapon with that arm. 

27-28	BLINDED
The fighter loses the sight in a random eye. An eye that becomes blinded inflicts a -1 BS penalty. If all other eyes become blinded as well, then the unit retires.


29	HAND WOUND
A random hand has been wounded. The unit has -1 WS. If the same hand becomes injured again, then the unit can no longer hold a weapon with that arm.

30-31	HEAD WOUND
Roll a die before deployment. On 10+, the unit suffers from stupidity for that battle. Further Head Wounds adds a +1 modifier to this roll.

32-35	SHELL SHOCK
	The unit suffers -1 to his initiative.

36-38	PARTIAL DEAF
	The unit has -1 Ld. 

39	OLD BATTLE WOUND
Roll a die before deployment. On 10+, the unit does not partake in the scenario. Additional Battle Wounds adds a +1 modifier to this roll. 

40-49	BADLY HURT
The unit recovers, but will not partake in the next scenario.

50-89	FULL RECOVERY
The unit recovers fully, and suffers no further harm.

90-92	BITTER ENEMIES
The unit now hates the unit that took him out. If you cannot remember which unit did this, then choose an enemy unit from that squad at random.

93	BITTER ENEMIES
The unit hates all units in the opponent’s squad; it gains Hatred against that Race.

94	WAR FRENZY
	The unit now suffers from frenzy.

95-97	HORRIBLE SCARS
	The unit now causes fear.

98-99	IMPRESSIVE SCARS
The unit gains +1 leadership, further results do notstack.

100	SURVIVES AGAINST THE ODDS
	The unit gains +2 experience points



SQUAD (D10)

1-2 	DEAD 	
Remove them from the rooster
3-10 	OK 	
Only a scratch.
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Roll one die for each Officer who survived the game. The winner rolls one additional die.
Income = the number rolled x 2 credits.



Doubles

Ones (1 1)-Grenade
The model finds a grenade that is lying around unused since some other battle. Lucky guy! 
The grenade will not replenish between battles, it will be lost once used. Roll a D10 to see what type it is:
	1-3	Smoke
	4-6	Flash
	7-9	Frag
	10	Krack

Twos (2 2) – Happiness is a warm gun
Searching the battlefield the fighter finds a Autopistol lying around in the rubble.

Threes (3 3) – Warm Corpse
You find the remains of an unfortunate scavengeramidst the rubble…To see what you find when you search the corpse,roll 1D10:
	1-2 	Flak jacket
	3-5	Sword
	6-7	 Stubgun 
	8-9 	Respirator
	10	Laspistol

Fours (4 4) – Bountiful Resources
As the crew is rummaging through theirsurroundings they have happened upon a ratherbountiful area of scrap and salvage.Roll an additional dice and add this for calculatingyour crew’s earnings. This additional dice does nottrigger a new exploration event.

Fives (5 5) – Small Supply Wagon
The crew comes upon the site of a well-plannedambush, lured by the still smoking wreck of anoverturned supply wagon. Whoever prepared thisambush seems to have done it for the hell of it,for there’s still plenty of supplies inside thewagon.To see what the supply wagon contains, roll a D10:
1-2 	1D10 worth of earnings in supplies
3-4 	Auspex
5-6 	A case of Teflon ammunition
7-9 	Frag grenade
10 	Infra-red Goggles

Sixes (6 6) – Ammo Box
Roll a die to see what’s inside
1-5 	Dum Dum bullets
6-9 	Armour piercing
10 	Kraken Bolts

Sevens (7 7) - Peoples Gasmask
Among the ruins you find two older gasmasks. Gain 2 respirators.

Eights (8 8) - Prospector
As the crew approaches a burnt out wreckage of atank, they suddenly find themselves under fire! Asthey throw themselves towards the nearest covera voice rings out over the area…If the Imperial Faction, Squat or T’au factionhappens upon the prospector, they will gain asingle die re-roll for their next exploration roll.If the Eldar happens upon the Prospector they payhim no further heed and kill him, nettingthemselvesa lascarbine.An Ork crew will simply sell the prospector intoslavery, and gain D10x3 ratings in earnings.

Nines (9 9) – Snitch
The squad runs into a person with connections to the other gangs. If they pay him 10 credits they gain +1 in Strategy rating and Initiative in the next battle.

 Tens (0 0) –Snipers Nest
You find an old nest of a sniper. Unfortunately he was taken out of action with a well-placed grenade destroying almost all his equipment. Roll a die an see what can be looted.
1 	Silencer
2-4 	Telescopic sight
5-8 	Climbing gear
9 	Cameleoline
10 	Sniper Rifle


Triples

Ones (1 1 1) –Grenades!
The model finds some grenades lying around in the rubble. Lucky guy!
The grenade will not replenish between battles, it will be lost once used, roll a D10 to see what type it is:
	1-3	D3 Blind
	4-6	D3 Stun
	7-9	D3 Anti-plant
	10	EMP

Twos (2 2 2) – Straggler
Wandering about, gibbering madly to himself, thecrew comes upon a survivor of one of thecountless battles…Imperial, T’au, Eldar crews caninterrogate the man and gain a +/-1 modifier fortheir next exploration roll.Ork crews and the like can sell the man to slavers and net D10x3 earnings for their trouble.If there are followers of the ruinous powers in thecrew, or they claim allegiance to these powers,then they can sacrifice the man and gain +1 EXPpoints to their crew to distribute freely.

Threes (3 3 3) – Tattoo Artist
The squad finds a starving tattoo artist; if they buy him food he will paint one of your warriors. Pay 5 credits to roll on the table below. (you must choose which warrior that gets the tattoo before you make the roll)
	Warpaint…!!! Neeeeeed More to choose from

Fours (4 4 4) – Eldar Ruins
Deep in the ancient forests of Jassyria your crewcomes upon a number of Eldar ruins; most of ithas been destroyed over time, but still theremight something worth salvaging.All except crews belonging to the Eldar factiongains D10x5 additional earnings if they choose toscavenge the ruins. However, doing so will makeany Eldar faction hate that crew the next time thecrew is up against an Eldar faction crew.Eldar crews may, on the other hand, claim any lostwaystones and return them to their Farseer, which nets the crew D3 EXP that can be distributedfreely (although a unit may only receive 1 such EXPpoints).

Fives (5 5 5) – Medic without Boarders
You meet a lone Medic who tries to make the world a better place. You may have him treat your wounded (reroll one injury) or you may kill him and steel his stuff, gaining a Medipack.

Sixes (6 6 6) – Wrecked Staff Vehicle
The crew has spotted that one of the vehicles in aconvoy that was ambushed belonged to someoneimportant from either the noble families’ orperhaps an imperial general…
1-2 	Carapace Armour
3-5 	2 Laspistols
6-8 	Refractor Field
9-10 	Chainsword

Sevens(7 7 7) - Abandoned Shelter
The telltale signs of a smoke plume rising to theair gave your crew the whereabouts of a smallcamp. However, when they arrived it had beenabandoned. Your crew finds a left behind mantle whenransacking the camp.
1-3 	Admantium Mantle
4-7 	Cammo Cloak
8-9 	Cloak of St. Aspiria
10 	Mantle of Ophelia


Eights (8 8 8) – Abandoned Guard Post
Among the equipment is an Overcharge Packs and Hellgun.

Nines (9 9 9) – Axe Master
In a coffin you find the axe Master buried with his favorite axe. Roll a D10:
	1 	2 Axes
	2-4	Great Weapon (Axe)
	5-7	Chain Axe
	8-9	Power Axe
	10	Dreadaxe

Tens (0 0 0) – Servoskull
Drifting aimlessly is a floating skull. If you have a Mechanic amongs the crew you may add a Servoskull to your equipment, roll a die to see which sort it is.
1-5 	Medic Skull
6-9 	Target Skull
10 	Weapon Skull (Laspistol)
If not you may have some target practice  Pick one Squad or Officer; he/they gets +1 BS.

Four of a Kind

Ones (1 1 1 1) – Lone Orc Village
The silent whimpers of caged slaves, in symphony with the shrieks and wails from unattended squigs fills the air as the crew happens upon an abandoned Orc Village. Imperial, Squat or T’au factions can free the captives and gain an Imperial Citizen for free to their crew. See the Encounters for details. An Eldar faction simply sets everything ablaze; netting D6 experience point to be distributed to their crew (no unit may receive more than one such points). An Ork faction is delighted to sell the slaves to another Ork village and gains 3D3x5 ratings in earnings. In addition, they may search for survivors. This counts as recruiting. On a roll of 6+, they have found a single Orc survivor which they may add freely to their crew.

Twos (2, 2, 2, 2) – Abandoned T’au Outpost
A scene of utter chaos burns itself on the retina of the crews eyes. Before them lies many slaughtered T’au and human civilians and soldiers alike; this outpost has been the target of a very savage attack but it seems the victors are nowhere to be found. When searching the Abandoned T’au Outpost, roll a dice for each of the following entries. If you score equal to or better than the number listed you gain the listed equipment. Auto means that you always get this particular piece of equipment.
Result Effect
Auto D6x10 Ratings
4+ Flak Vest
4+ Lasgun (any)
5+ Carapace Armor
5+ Pulse Carbine
5+ Pulse Rifle
In addition to the above then a T’au player may attempt to search for survivors. This counts as recruiting. Roll a D6. On a 6+ a lone survivor is found and added, free of charge, to your crews’ roster. He may be of any race that is available to the T’au.

Threes (3, 3, 3, 3) – Supply Cache
The crew rejoices as they stumble upon a cache of fine foods and wine. The Crew nets 2d6x5 extra earnings.

Fours (4, 4, 4, 4) – Arbites Precinct House
After shutting down the auto-targeting system on the Arbites Precinct House, the crew enters to find that it has been abandoned in a hurry. They quickly scavenge what they can… there’s something lurking in the shadows in here. When searching the Arbites Precinct House, roll a dice for each of the following entries. If you score equal to or better than the number listed you gain the listed equipment. Auto means that you always get this particular piece of equipment. 
Result Effect
Auto D6x10 Ratings
Auto D3 Shields
4+ D3 Combat Shotguns
5+ D3 Carapace Armor
6+ D3 Shock Mauls

Fives (5, 5, 5, 5) – Imperial Guard Outpost
A torn and shattered Aquila is strewn across the courtyard of a makeshift Guard Outpost, long abandoned. When searching the Arbites Precinct House, roll a dice for each of the following entries. If you score equal to or better than the number listed you gain the listed equipment. Auto means that you always get this particular piece of equipment.
Result Effect
Auto D6x10 Ratings
Auto D3 Lasguns (any)
4+ D3 Flakvests
5+ Flamer
6+ Plasmagun (any)
In addition to the above, then an Imperial Guard player may attempt to search for survivors. This counts as recruiting. On a 6+, a lone Human survivor is found and added to your crew.

Sixes (6, 6, 6, 6) – Still Running
The crew is lucky enough to find a vehicle, somewhat intact and with enough fuel to last them a good many miles. The crew rolls on the following table to see what sort of vehicle they’ve found.
D6 Result
1 Bike
2-3 Ground Car
4 Hover Bike
5 Flatbed Truck
6 Truck
This vehicle may be added in addition to the normal cap of 6HP worth of vehicles. 

Sevens

Eights

Nines

Tens


Five of a Kind

Ones (1, 1, 1, 1, 1) – Squat Prospector Hall
After being nearly shot to death by an autosentry, the crew has found the entrance to a Squat Prospector Hall. They move fast to scavenge what they can before the sentry guns have recharged… When searching the Squat Prospector Hall, roll a dice for each of the following entries. If you score equal to or better than the number listed you gain the listed equipment. Auto means that you always get this particular piece of equipment.
Result Effect
Auto D6x15 Ratings
Auto D3 Boltpistols (any)
4+ Boltgun (any)
5+ Carapace Armor
5+ Autostubber
6+ Heavy Bolter
In addition to the above then a Squat player may attempt to search for survivors. This counts as recruiting. Roll a D6. On a 6+ a lone survivor is found and added, free of charge, to your crews’ roster.

Twos (2, 2, 2, 2, 2) – Eldar Ranger Camp
More by luck than skill your crew has stumbled upon an Eldar Ranger encampment. The camp looks to be habituated, so wasting little time the crew scavenges anything that isn’t nailed down. When searching the Squat Prospector Hall, roll a dice for each of the following entries. If you score equal to or better than the number listed you gain the listed equipment. Auto means that you always get this particular piece of equipment.
Result Effect
Auto D6x10 Ratings
5+ Eldar Laspistol
5+ Eldar Lasgun
6+ Shuriken Pistol
6+ Shuriken Rifle
6+ Eldar Carapace Armor
In addition to the above then an Eldar player may attempt to search for survivors. This counts as recruiting. Roll a D6. On a 6+ a lone survivor is found and added, free of charge, to your crews’ roster.

Threes (3, 3, 3, 3, 3) – Coming to the Aid
After having helped a freelancer from a sticky situation he now feels that he owes your crew his help. Choose an Encounter type suitable for your faction (i.e. of a race allowed for your faction) and grant that unit two levels (i.e. two increases, rolled for as any other unit). This encounter will appear in the next scenario you play to help you out on a roll of 4+; roll during the maintenance phase each turn to see when the hired gun appears. This help is for free. Following the Scenario, roll a D6. On a roll of 5+ the Hired Gun will fight, using the same criteria as above for another mission for free. On any other roll, the Hired Gun feels that he has been redeemed and is never heard of again.

Fours (4, 4, 4, 4, 4) – Cultural Attaché
After heavy negotiations the crew has a chance to hire on a warrior of an alien race. You have the possibility to hire on a unit of a race normally not allowed for your faction. This counts as recruiting. Roll a D6. On 4+ you may now hire a unit from a race normally not allowed for your faction.

Fives (5, 5, 5, 5, 5) – Ratling Cook Wagon
No-one, no matter their creed or culture, will argue that Ratlings makes the most exquisite food in the known universe; and the crew rejoices as they employ one such cooks for their travels. A unit with an attached Ratling Cook Wagon may re-roll a failed bottle check once per game, and may add a +/-1 modifier for their exploration rolls. The Ratling himself, however, will not partake as a unit in a scenario.

Sixes (6, 6, 6, 6, 6) – Teachings of a Veteran
On their travels, they happen upon a small group of wounded men marching in the opposite direction. The leader of these men promises to teach the group a trick or two if they let them be. When encountering the Veteran roll a dice to see what he can teach you:
D6 Result
1 +1 EXP to the Leader
2-3 +D3 EXP to the group, distributed by the player (no more than 1EXP per unit)
4-5 +D6 EXP to the group, distributed by the player (no more than 1EXP per unit)
6 Free Advancement to any unit of the players choosing.

Sevens

Eights

Nines

Tens


Six of a Kind

Ones (1, 1, 1, 1, 1, 1) – Freelancer
As the crew settles down for the night, a mysterious stranger approaches their camp site. He offers his services and loyalty to the group for a nominal fee. The crew may freely add a new unit to their crew. The freelancer is a character with D3+1 free advancements. He has no starting equipment.

Twos (2, 2, 2, 2, 2, 2) – Heavy Weapons Cache
Lovely, big, guns! The crew plunders a forgotten heavy weapons cache for anything that isn’t nailed down. When searching the Heavy Weapons Cache, roll a dice for each of the following entries. If you score equal to or better than the number listed you gain the listed equipment. Auto means that you always get this particular piece of equipment.
Result Effect
Auto D6 of any pistol or basic weapon (non-xenos)
Auto D3 Autostubbers or Grenade Launchers
4+ D2 Heavystubbers or Heavy Bolters (any)
4+ Multilaser or Heavy Flamer
5+ Missile Launcher or Meltagun
5+ Plasma Cannon or Multimelta
6+ Autocannon or Lascannon

Threes (3, 3, 3, 3, 3, 3) – Making it rich!
The crew has managed to secure a very lucrative contract and are about to become very, very rich. Do not count earnings as normally. Instead you gain 4D6x10 ratings in earnings. If you roll this event again, you only gain the normal earnings of this result (a crew can thus only make it rich once).

Fours (4, 4, 4, 4, 4, 4) – Nobles Mansion
The crew is astonished as they happen upon an Imperial Nobles huge estate that has been left completely undamaged by the war. With a wild grin, the crew scampers off on a wild scavenging run throughout the estate… When searching the Mansion, roll a dice for each of the following entries. If you score equal to or better than the number listed you gain the listed equipment. Auto means that you always get this particular piece of equipment. 
Result Effect
Auto 2d6x5 Ratings
3+ D3 pieces of equipment of your very own choice (no armors)
3+ Any pistol weapon of your choice.
4+ Any Field of your choice
5+ Roll again:
1-2 – Power Sword
3-4 – Power Axe
5 – Power Halberd
6 – Roll again
1-2 – Force Rod
3-5 – Force Weapon
6 – Daemon Weapon

Fives (5, 5, 5, 5, 5, 5) – Space Marine Mausoleum
Shifting through debris the crew finds what appears to be an entrance to a vault of some sort. Down there, in the shadows, they are met by a man of giant stature and with a savage sense of grace surrounding him. Fortunately for the crew, this Space Marine is long dead. When searching the Mausoleum, roll a dice for each of the following entries. If you score equal to or better than the number listed you gain the listed equipment. Auto means that you always get this particular piece of equipment. 
Result Effect
Auto Boltpistol (any), Boltgun (any)
3+ Chainsword
4+ Plasmapistol
5+ Powersword
6+ Powerfist
6+ Power Armor

Sixes (6, 6, 6, 6, 6, 6) – Offworld Contact!
Pure joy rushes through the entire crew as they finally make contacts with elements off world! This means that the storm might be lifting and that they will get much needed supplies! The crew automatically gains D6 fresh units to add free of charge to their roster. In addition, you also gain access to a result of your choice from the exploration chart.
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SQUAD (2D10)


2-4	+1 Leadership
5-8	+1 Initiative 
9-14	+1 WS or BS
15-16	+1 Strength
17-19	+1 Toughness
20	+1 Movement

May only advance one step in, S, T, M and two steps in Ld, I, WS and BS
If you roll a double you may choose Lad’s Got A Talent.
If you already have advanced in the characteristic you may choose any other (You may only choose Movement if you already have maxed out on all the other stats)

OFFICER (2D10)

2-4	+1 Leadership
5-7	+1 Initiative 
8	SKILL
9-12	+1 WS or BS
13	SKILL
14-15	+1 Strength
16-17	+1 Toughness
18	+1 Attack
19	+1 Move
20	+1 Wounds

If you roll a double you may choose any SKILL, not just from your skill tree; or any other characteristic increase except wounds.
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An Imperial Guard (Human) costs 25 p. Any difference from that profile costs:
W= 15p
A ,M = 5p
WS, BS, S, T = 4p
I, Ld = 2 p
Skill 5 p (sniper, melta, flamer, heavy =free)
Psyker 10p

Lasgun (rifle) costs 18p. Any difference from that profile costs:
#shots cost 10p
Special rule 5 p (pistol, assault…)
Strength, Range 4p
AP 2p
???

Close Combat Weapon 5p.
S, Skill = 3p
Ap, I= 2p
No save = 15p

Armour
Flak = 10p
Save 3p per step?
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