
Before the game:
1. Roll-off: The winner places the first objective. A total of six objectives shall be placed each with a number 1-6.
2. Roll-off: The winner chooses deployment zone.
3. Slå: Warlord Traits. The player who won the deployment zone roll-off picks Warlord Trait first.
4. Slå: Gifts, Boons and anything else abit strange. The player who won the deployment zone roll-off goes first.
5. Slå: Psychic Powers. The player who won the deployment zone roll-off goes first.
6. Slå för: Night Fight.
7. Roll-off: The winner chooses who deploys first.
8. Roll-off: Infiltrators
9. The Player who deployed first chooses who goes first.
10. Roll-off: Scout moves. 
11. Seize the initiative
12. War!

Each mission has usually three "Primary Objectives":

1. Objectives - Start with the lowest number up to the amount of objectives.
2. Tactical Objectives - All Objectives from 1-6
3. Kill Points

Since there are six objectives markers in total on the board, sometimes an "Objective" and a "Tactical Objective" will be the same marker.

*In every game with Tactical Objectives each player will, in the beginning of his turn, draw cards so his hand will consist of three cards.
*If a Tactical Objective is drawn that is impossible, during the game, to score you may discard it at once and draw another.
*All cards in the hand are open.
*At the end of a players turn the player may discard a card.
*A maximum of 2 cards can be scored by a player each game turn.




Tactical Objectives:
d36 - TOC nr
11 - 31: Secure Objective #1
12 - 32: Secure Objective #2
13 - 33: Secure Objective #3
14 - 34: Secure Objective #4
15 - 35: Secure Objective #5
16 - 36: Secure Objective #6

21 - 42: Behind Enemy Lines - 1VP If one of your scoring units is within 12" of your opponent´s table 
              edge at the end of your turn.
22 - 44: Ascendency - 2VP If you control atleast 3 objectives at the end of your turn.
23 - 45: Supremacy - 2VP If you control atleast 2 objectives and twice the amount your opponent 
               controls at the end of your turn.
24 - 51: Overwhelming Firepower - 2VP If you destroyed 3 or more units in the shooting phase.
25 - 52: Blood and Guts - 2VP If you destroyed 2 or more units in the assault phase.
26 - 53: No Prisoner - 2VP If you completely destroyed 3 or more enemy units during your turn.

31 - 54: Hungry for Glory - 1VP Issue a challenge in a assault phase.
32 - 55: Psychological Warfare - 1VP If opponent miss a morale, Pinning or Fear test during this turn
33 - 62: Witch Hunter - 1VP Destroy at least one Psyker, Psychic Pilot eller Brotherhood of 
               Psyker/Sorcerer unit during your turn.
34 - 63: Scour the Skies - 1VP Destroy at least one FMC or Flyer during your turn.
35 - 64: Assasinate - 1 VP Destroy at least one enemy character during your turn.
36 - 66: Big Game Hunter - 1VP Destroy at least one MC or vehicle during your turn.


Secondary Objectives:
Slay the Warlord, Line breaker and First Blood.


VP table
[bookmark: _GoBack]VP diff. 	Result
0-1   	10-10
2-3   	11-9
4-5  	 12-8
6-7  	 13-7
8-9   	14-6
10-11 	15-5
12-13 	16-4
14-15 	17-3
16-17 	18-2
18-19 	19-1
20+   	20-0





Missions
------------------------------------------------
Mission 1
Deployment:          	Vanguard Strike
Objectives:         	4 objectives worth 2p each
Tactical Objectives:	Max 8p in difference
Kill points:         	Max 4KP in difference
Special:            	 	HEAVY choice is worth 2KP instead of normal 1KP

Slay the Warlord, Line breaker and First Blood is all worth 1VP
------------------------------------------------

Mission 2
Deployment:          	Dawn of War
Objectives:          	Not in use in this mission.
Tactical Objectives: 	Max 10p in difference
Kill points:        	Max 10KP in difference

Slay the Warlord is worth 2VP, Line breaker is worth 1VP
------------------------------------------------

Mission 3
Deployment:         	Hammer and Anvil
Objectives:          	6 objectives worth 2p each
Tactical Objectives: 	Max 8p in difference
Killpoints:          	Not in use in this mission.

Line breaker and First Blood is worth 2VP
------------------------------------------------

Mission 4
Deployment:           	Vanguard Strike
Objectives:           	6 objectives worth 1,1,2,2,3,3 (After the choice of deployment reveal the objective points)
Tactical Objectives:  	Not in use in this mission.
Kill points:          	Max 6KP in difference
Special:              	FAST choice is worth 2KP instead of normal 1KP 

Slay the Warlord, Line breaker and First Blood is all worth 1VP
------------------------------------------------

Mission 5
Deployment:          	 Dawn of War
Objectives:           	2 objectives worth 2p and an fixed objective in the middle worth 4p
Tactical Objectives:  	Max 8p in difference
Kill points:          	Max 4KP in difference

Slay the Warlord, Line breaker and First Blood is all worth 1VP
------------------------------------------------

