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MISSION BRIEFING
Mission RUIES L ofiess than 3 made in
A March: AT 0 ead count as 3

PRIMARY OBJECTIVES -
p “warded for controlling objectiv®

At the end of each players
e, the player whose tarn i is scores 3

o cach of the following conditions they
maximum of 15 victory points):

rake and Hold (Progressive):

atisfy (fora
. control one or more objective markers

ore objective markers.
LAY

ey control two or M
control more objective markers

opponent controls

This primary objective cannot b, scu”.d in e first

battle round.
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ETERNAL WAR — INCURSION
CENTRE GROUNY

MIS5{0N BRIEFING

SECONDARY OBJECTIVES

P

vic

RIMARY OBJECTIVES

and H ach player

old (Progressive): At the end of ¢
. ¥ whose turm it is scores 5

se, the player d (Action): One

Tak

h of the form this

ollowing conditions they

: ihase Lt is v thin
paximum of 15 Victory points! A
aimax P ) A and o eremy riaits (¢

rang

uding AIRCRAFT) are within

of tit obective marker. The action is completed
ol one or more objective markers, p

at the end of yirr nex ¢

nd phase so long as
They control 60 oF more objective markers ; :
i

the unit performing it is still
ontrol more objective markers than their

Jiti 'n range of the same
objective marker.

opponent controls.

rimary objective cannot be scored in the first

ound.

Playet BDeployment Zane

opeg 8 19held

Centre of
Battlefield

Player A Battlefield Edge

Player A Deployment Zone




’ ERNAL WAR
" CROSSFIRE

WSSIDNBRIEFING ik

ssil les
Mission Rule ks against target units

o battlefield, those

ver provided you can

onditions:

ve markers labelled A and the
is in range of an objective marker

t

th objective markers labelled B and the
s in range of an objective marker

odel's un

PRIMARY OBJECTIVES

warded for controlling objective

s, as follows:

Take and Hold (Progressive) .t the <i:d of cach player’s
Command phase, the playerythose turs it s scores 5

_ INCURSION

« They control one «
+ They control two
+ They control more ol i
opponent controls

This primary objective ¢

battle round.

SECONDARY OBJECTIVES

vhe

In this missior
secondar; objectivs. they ¢
one ok them o be Outflank, below

Outtlanl: (Progressive): At the end of your

pliase, you score 3 victory points if you contr,
e objective markers labelled A. Scc

instead if, at the end of your Cor .
control both of the objective markers labelled A
there is at least one enemy unit within 9" of
the battlefield. This secondary objective cann,
in the first battle round

mand

Player A Battlefield Edge

Player A Deployment Zone

Centreof |
Battlefield
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pIVIDE AND CoNgugg

SECONDARY 0BJECTIVES

PRIMAR' PJELTIVES

Take

and Hold (Progressive

e bl huise turr
ase, the playes whoise turr, it

each of the followirg ¢ nd

for a maximum of 15 victory points

v control one or more objective mar. ers
+They cor

wo or more objective marker
more objective markers than their

objective cannot be scored in the first

This prim

battle round.

Centre of
Battlefield

Player A Battlefield Edge
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ETERNAL WAR — COMBAT

ENCIRCLE

PATROL

SECONDARY OBJECTIVES

MISSION BRIEFING . this vital location and @ In this mission, when the player
orces have o0 lling to cede gronnd, cecondary objectives, they car
Encircle (Progressive): 5

" fire leaving the objectives Jor

rolling objective

ARY OBJECTIVES

< arc awarded for cont

Take and Hold (Progressive):
e, the player whose turn it is scores 5
“ctory points for cach of the following con

<ty (for a maximum of 15 victory points):

ey control one or more objective markers.
+ They control two or more objective markers.
+ They control more objective markers than theit

opponent controls.
This primary objective cannot be sccred ia ihie frs

battle round.

At the end of each player’s

at least one unit from yonr
wholly within 6" of o battlefield edge an
unit from you i my (*Xciucng AIRCRAFT :

wiefield edge at th,

6" of your pponent. ba
oints inst

re 5 nctoiy !

turn (s
y within your opponent

also wholl

ditions they

Player B Battlefield Edge

Player A Deployment Zone

Player B Deployment Zone

PlsgerAEauleﬁeld Edge
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J OUTRIDERS'

MISSION BRIEFING

BAT PATRUL

SECON
ONDARY 08 JECTIVES

PR!MARY O0BJECTIV

Ve

fake and Hold (Progressive): At the end : )
command phase, the player whose m,‘””MJ""‘”"‘

e ach of the followisig Gondiians o1

for a maximum of 15 vict
ctory points):

satisfy (f

. They control one or more objective mark
sl ers.
~ They control two or more objective mark
: e markers,
- They control more objective markers than th
heir

opponent controls.

This primary objective cannot be scored in the first
L

battle round.

Player B Battlefield Edge

Centreof |
Bmleheldr

N -
\% Player A Deployment Zone.
9

Playet A Banleﬁeld Edge




INCISIVE ATTACI’(” L

ETERNAL WAR — COMBAT PATROL ‘

MISSION BRIEFING wdopling+ They control
v dug ity + They cantrol more ¢ isatkers tha
N 541 setesyital] | opporient control
g eical assaults across \
i [his primary objective cannot be scored ir 1
battle round.
i sl SECONDARY OBJECTIVES
3ef ‘.‘\,‘ ‘ni‘\w‘\uu( T and phase, jt  In this mission, when the players are selccting i,
” ,‘” ntrol, ever, 1\ ori e no models secondary objectives, they can, if they wish, che
B (/o) yatns one ofthem Lo be Surgical Assaul. belon
\fany subsequent phase.
Surgical Assault (Progressive): Score 5 victory poin,

vou control the objective marker in your

| PRIMARY OBJECT!VES
ot depicyment zone at the end of your turn,

< arc awarded for controlling objective

arkers, as follows:

Take and Hold (Progressive): At the end of each player’s

d phase, the player whose turn it is scores 5

| victary points for each of the following conditions they
satisfy (for & maximum of 15 victory points):

Player A Battlef
28p3 pjayapieg g safield

layer A
DeploymentZone ; a
- 3 | 0 Player B
| eployment Zone
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BATTLEFIELD SUPREMACY

ENGAGE 0 AL FRONTS

B «ci0 01 ective

oy Uihe end
nd of your tu
e+ i 1o, your ar T
& my wholly
Whin thy

quarters. Y those unit
weall

e hattlefield, Seore 3

b
gore A victory guLits at thc end of your turm if two. /
s from yore o rmy (exclt ding Atrc i"

more uni
wholly within

DOMINATION
DOMINATION

tive

your.opponent deployrent zone

Seare 3 victory poins if you control uore tan hal e
e aumber of objective markers on th: baleiel |t the
end of your turn.

. GHADOW OPERATIGNS
INVESTIGATE SITES
Progressive Objective v,

each time a unit from your army
the following action: Investigate
v unit (excluding CHARACTERS)

Score 3 victory points
successfully completes

Progressiv,
and End Game Objective

SE THE BANNERS HIGH

* Raise Banners (Action):

it (cxcloding rvcnar) it rang of e
e matker. The Action e compltedt e
won 1 i Acion’s pccenti completed,
S have ane of your army's
G the banrier is ‘removed if your
ontrols the objective marker at the start of

any phase). You score
sy phus) o score L vich S the end of each
“ommand phases, and 1 victory point at the end

of the battle, for each
, for objective marker o
‘i hacons oy T lser o

WARPCRAFT

MENTAL INTERROGATION
P

+¢:51ve Objective

Score 3 vic ory points each time you successfully’
comp e the following psychic action: Mental
Interrogation (Pevchic Action - Warp Charge 4):
One PovisR Chan <R rom your army can attemptto.
perum this psvet ¢ tion in your Psychic phaseifitis
ithin 18" ofany eneyy THARACTER models.

PSYCHIC RITUAL”
1 Gantie Objer.vé

Site (Action): One INFANTR
*from your army can start (0 perform this action at the
end of your Movement phase ifit is within 6" of the Scorc 15 ¢ictory point « the eng.ofthe Dautle if any unil
centre of the battlefield and no enemy. units (excluding, from you army Sueees y completed the following.
3  AIRCRAFT) are within 6" of the centre of the battlefield. The psychic acdond times during the® >sychic Ritual
_ Actionis completed at the end of your turn. (Psychic Action = Warp Chege 3): On 'SYKER
CHARACTER unit from yoU = army can att® ptto perforr
{his psychic action i ;0ut Psychic jaaseifit’ nﬂn‘n
ssive Objective of the centre of the b tilefield
.l
re 5 victory points each time a unit from your army. ABHOR THE'Wlch I A
fully completes the following action: Repair End Game Objective
Homer (Action): One INFANTRY unit from your o i scondary o v Fyour
eap start to perform this action at theend of yOUT ;!:1 L:dES O eoanis. S S vctory poms
@1 pimse e e OPPU“E“(‘; ¢ end of the battle for each en
nent zone. The Action is completed a‘& the end o s dstoye " and 3viclorY
ext Command phase Pr! ided the unit attempting ey POTKER U it thatis des
ent’s deployment zone.

tholly within your 0pPO™




jary objectives.

DARY OBJECTIVES
P SECON et NO MERCY, NO RESPyy

ission you are PRI oy THEIR RANKS

e
any 7
ad on th*

When you are
you can s+ <t
secondary O et

End Game Objective

& thor it 157 itorv points froni cac h
Youcan seay. 0 s udnsuny. he mission (any ) £
secondary oBee e i auted) If youu select this objective, keep a tally of iy
7"/ each time an enemy model is destroed, o,
d 10 to this tally instead if the Ja

tally

excess victory Pt

fow Megory (.
B owhass cegor
+sec.ndhy objectives,  destroyed had a Wounds characteristic
¥ model can, if it is resurrected for any re

ory.

Each secondary objc.
purge the Eneny). When yor sclectsecuin
Jou cannot choose more (an one fiom eacls ca

destroyed and subsequently returncd 1o (1,
potentially add several points to this tally (
is resurrected and subsequently destroyed

E ENEMY :
PURGE ™ over). At the end of the battle, divide your ki .

tally by 10 and round down - the result s the .
ASSASSINATE 7 4 victory points you score. -
End Game Objective
i A
Score 3 victory points at the end of the battle for cach gi RL'ON—\ L S
enemy CHARACTER model that is destroyed. Progressive Objective
BRING IT DOWN - Score 4victory points at the end of the battle ro
End Game Objective riore enemy units than friendly units were destroyeq
battle round
Score 2 victory points at the end of the battle for each Y
enemy MONSTER or VEHICLE model with a Wounds WHILE WE STAND, WEFIGHT
End Game Objective

characteristic of 10 or less that is destroyed, and 3 victory
points for each enemy MONSTER or VEHICLE model with a
Ifyou sclect this objective, then before the battle

Wounds characteristic of 11 or more that is destroyed.

: must ideniify which threc models from your arr

TITAN SLAYERS luding models with the Fortifications Battlef:
Role) have the highest points value, and make -

End Game Objective
them on your army roster (if two or more are mod
tied, you can choose between ther). If your army
three or fewer models, then you instead identify all the
units in your army. A mo Jel’s points cost includes the
SLAY THE WARLORD points of all weapons and wargear it is equipped with
You score 5 victory poiats for each of these models that

are on the battlefield at (¢ end of (he bautle.

Score 10 victory points at the end of the battle if one
enemy TimaNic model is destroyed, or 15 victory points if
two or more enemy TITANIC models are destroyed.

End Game Objective
; vs::‘:.: 's‘ :i;r:z:oi:;at the end of the battle if the enemy  FIRST STRIKE
' SAOKEC Al
7 End Game Objective

Score 5 Victory points at the end of the battle if any
€nemy units were destroyed in the first battle round,
S ﬁmjl score an additional 3 victory points if more enemy
3 . i ::t‘:lse:h:‘:‘nf;ie“dl}’ units were destroyed in the first




15, ENDING THE BATT( ¢

16. DETERMINE VICTOR
At the s th 1)

maximum of 45 victor

primary objectives and a ma
ory points from secondary objectiy
o a maximum of 15 victory points fror
of the 3 secondary objectiv >
each of th bjectives you have

lected), for a total of 90 possible victory points
om mission objectives (any exce: =

fro
points awarded are discounted). I every mode!
{na player’s army was painted to a Battle Ready

is awarded a bonus 10

standard, that player
victory points. This gives the player a maximum

total score out of 100 victory points.

MISSION OBJECTIVES ‘W
[

yictory points by achieving mission
objectives. There are two ypes of missjon
objectives: primary and seconds

Primary mission objectives are described
in the mission’s Mission Br
Secondary mission objectives ar
by each player aficr the mission has
been determined and the armies have
been revealed. Tn cither case, mission
objectives can either be ‘End Game'
or Progressive. kid Gamie mission
objectives are scored at (e end of the
battle Progsessive mission objectives
scored dusing the battle (exactly when

is deiailed on the objective itself), and
cait he achicved and hence award victory

points several tinies.

are




er than
oyl alocaion 90 L
o their armny 0 3100 Lo
i R ld, they must use 84 |:] e
e d which of their units St Tiey
it !VvyLnlmllnn'luni?ﬂﬂ e g
battle embarke it areembarke SR
m"mw“)w“(‘u pl (-r\!m\cd(m\‘n:. hey
sdel). When both pla o
i ri : ‘heir sclections to thelr OPF onent
declare their selec
ber of units
he total num!
No more than half Sl
T o army can be Strategic Rz'.»lrvri“ 5
or R L units, and the combin
o Reinforcement s 81 2L nd
all your § b

s (including those em
within Tnanspont models that are StraleBC
Reserye and/or Reinforcement units) (108 £
Jess than half of your army’s total points value,
| cven if every unit in your army has an ability
that would allow them to be set up elsewhere:

ic Reserve and

In Eternal War missions, Strategi
Reinforcement units can never arrive on the
battlefield in the first battle round. Any St
Reserve or Reinforcement unit that has not
arrived on the battlefield by the end of the third
battle round counts as having been destroyed, s
do any units embarked vihin them (this does

not apply to units that are placed into Stratcgic

Reserves after the first battle round has s(arted).

11. DEPLOY ARMIES

The players alternate setting up their remaining
units, one a! a time, strting with the Defender,
A player’s models must be set up wholly within
“heir deployment zone. If one player finishes
deploying all their units, their opponent then
deplogs the remainder of their units;

If mode rom your aruyy s so large that it
<onnor physical beset up wholly within your
epioy et zone (i.c. the smallest dimensi
ittt e ety o
deployment zone), it must be setup so that it
£ touching your battlefield edge, n the firg;
‘l:‘de muxfd, that model unit cannot doany of
F-; I::;;wng: ‘make a Norma| Move, Advanz:
“" Pack; attempt to manifest or i, A

sl
armies |,

L
jow them to be set up ‘after both
s must roll off aftey.

all
deployed; the play
units have been set up and alternate ey

oy,

{hese units, starting with the winner, 6
12. DETERMINE FIRST TURy
The players roll off. The winner declare,

whether they will take the firs! or secon

13. RESOLVE PRE-BATTLE
ABILITIES
Players alfernte resolviog auy pre

es units in their army nay k

abiliti
resolying any Stratagems that azc uscd peg,
ore

the battle (excluding those hat upyrage .
their

nits or (ose that ¢nable them to « Wpaur
ina location other thar the bat lefield) 1:“w

I ) Starting
with the player who will take the first 1y, ng

14. BEGIN THE BATTLE
‘The first battic round begins. Players continge
to resolve battle rounds until the battle ends

e
Ending the Battle Early |
or Conceding |
Ideally, a battle should always be played
until the end. On occasion, though, one

or both players may not be able, ot ma

not wish to, complete the battle.

Ifyou and your opponent both agree
end the battle early, then you can end
the battle at a mutually agreed point («
suggest at the end of a battle round). Yo
and your opponent can then calculate
your final victory points totals, taking
into account any objectives achieved, to
determine the victor.

Ifonly one player wants to end the battle
early then that player must concede

and remove all their models from the
battlefield. A player who concedes scores
O victory points for that battle and their
©OPponent is automatically the victor
(even if they scored 0 victory points
during the battle). The other player may
continue to play out their turns until the

can

: }few more victory points, or they
00se to end the battle now.

battle ends if they wish, perhaps to accrue




INCURSION MISSIONS
MISSION Battlefiely o,

06 g n
. alpgo: B"%[S

{43
pe ack BATTLEFIELD SizE
swing - o sl |

B = GIRCEMISSIONE
6 MISS N Unless noted othervie

I terrain features seting up

detailed on
Anot be set

Retrieve: Missio” g
Pages 266269, L
Terrain features cap

Front-line
objective markers, p

up on top of
use the Players must

efield terrain rules for terray

A

e
eatu

R tiers Landipe” 56 a8 described on pages 260,265
scorched Earth (py <) J 25 Feges 200165 |
e S FELCETCI\TJSSECONDARY \‘
Eac'. player then secrely selects three \

.;.:Lonr‘ <Y objectives for the battle and writes |
5  Each can award victory points

<0 ple, er vho chose them. The secondary
Objectiv, that layers can choose from can be
forsc .. pages 284-285, though some missions

D6 MISSION

{12 LinesofBattle (pg 301)

| 3.4 AloutWar (pg 302)

4. READ MISSION BRIEFING

‘Each mission has a mission briefing that

will detail the primary objectives that award
victory points to the players. Some missions
may also include one or more secondary
objectives that players can choose to select
during the Select Secondary Objectives

step. Some mission briefings also list one or
more mission rules that will apply for the
duration of the battle. The players should
read and familiarise themselves with these
before proceeding.

Where each should be placed.
CREATE THE BATTLEFIELD

| 5.5 PathwaytoGlory (pg303) y
e

5. PLACE OBJECTIVE MARKERS
The players now set objective markers up on
the battlefield. Each mission’s deployment map
will show the players how many to set up, and

terrain features. Missions are played
gu battleﬁeld.s. The size of your

wtinclude sec dary objectives the players

can also .o se fre .. Once both players have

selectod

: “cond objectives, they reveal
Licir cieeior 10 the' - opponent,

S. NETERNMF ATTACKER AND
DHEENDER

The plers o off ud the it - ot decides
whowil' L.ethe A ' ickerar L. ,will be
the Defr  der.

9. CHOOSe DETLL (MINT LONE
‘The Defender 9w sele’. (e _.the
deployment zo.ie< Zor ' cir army. I
opponent uses the ¢ aer depl”, ment zorie

10. DECLARE R” SERVZS AN
TRANSPORTS

These missions use the St
rules (pg 256)-

P seives

Both players now secretly note dov.«0n. thei
ch of the units Inf £a"y
army roster which of ; j
will start the battle in Strategic Rfservu, vflnch
of their units will start the battleina lm:auoness
other than the battlefield (if a player hasaoc
1o any Stratagems that enable them to SEtUP.




ETERNAL WAR

An Eternal War battle is

I1ZE
1. SELECTBATTLESIZE e ey

| onsiaughe

ce below:
god by following e sequen’
wa

1 firs

1, Incursion, SUke
Je belaw gives &
1 should take:

ATTL it

Up o 2hours
3hours

Uprodhours |

2. MUSTER ARMES
Each pl-y <~ must then
army.” he | oints limit

the nun be: of Comman dpoints ¢-ch playe
starts with . hen they bgin ustcring thei)
army a-shown in the tible belov

2 Bale-iviged
b pla cr’s army. and

NTSL AIT Covd |
'8 = am

1000 5

2000 12

3000 18

Details of how to Battle-forge an army can

be found on page 244. Details of how to use

2 points limit can be found on page 241.

Details of how to select a WARLORD and what
information your army roster must contain can
be found on pages 238 and 251 respectively. You
cannot include any Understrength units in your
army. All of the units in each Detachment in
your Battle-forged army must have at least one
Faction keyword in common, and this keyword
cannot be CHags, IMPERIUM, AELDAR), YNNARI or
jmumns, unless the Detachment in question
isa Fortification Network (this has no effect
onyour Army Faction), If yoy gre playi :
Combat Patro] battle, th fae

MISSION PACK

with the exception of units with
the Troops or Dedicated Transpor
Battlefield Roles, or u il
to your army during the b
Reinforcement points, each

only include the same data

my three times. For the pury

{cctriction the | ince, Da

of Chacs Prin
urglc and aemor: Prince of =
atashe tsarall cor sidered to be th
me dtasheet. In addition, if by del,
(e word ‘Cut or ‘b700d Brothers

datash et ‘itle in Codex: Genesteglor
ults it would match the
(latashect from Codex: Astra Military,

en for the purposcs of this resriction,
10se daashcets ar- considered to be

e samc.

me. e

only Detachment your army can include is
Sup 1vy Detachm ent (pg 250),

If either player has access to any Stratage
that are used before the battle that upgr
units, these must be used now and the d
the upgrades noted on the player’s army
Each player must then provide a copy o
army roster for their opponent to read

3. DETERMINE MISSION

‘The players determine which mission wil

be used for the battle; they can choose fron
the missions for their chosen battle size. This
will determine the deployment map that the
players use, as well as the specific mission
briefing. You can either simply agree with your
opponent which you will use, or you can roll
to randomly select a mission using one of the
following tables:

COMBAT PATROL MISSIONS
D6 MissioN

Incisive Attack (pg 286)
Outriders (pg 287)
Encircle (pg 288)
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PATHWAY Tg

MISSION E

nmand phase, it ¢

ven if you have no model

within
ntrols it at the

PRIMARY OBJECTIVES

ints are aw

S varded for controlling objective

rers,
ma

Domination (Progr the end of each player's
d phase, the player whose tun itis scores 5

(Comman
oy points for each of the following conditions they

vic

fy (for a maximum of 15

victory points)

sat

They control two or more objective markers

Player A Battlefi

PlayerA
Deployment Zone

-

LAUGHT

GLORY

SECONDARY OBJECTIVES

Search for the Portal (Pragressive

the Portal actior
plus | additional
labelied A that

maximum of 5 victory points!

Search for the Portal (Action): One InpanTRY unit from
your army (excluding CHARACTERS) can start to perform.
this action at the end of your Movement phase if it s

wholly within th

arch Area shown on the deployment
map. The action is completed at the end of yous next
Command phase so long as the unit performing it still
wholly within the Search Area.

Centre of
Bal\\eheld

PlayerB
Bepmgmgmlnne
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FTERNAL WAR ~ ONSLA

ALL'OUT WAR SECONDARY OEvJ’E‘FTI\IE‘Q

ARIEFING A

MISSION 2 ‘

progressive and End ¢
jem (Progre Jame

Surround 11
i at the end of yo

poit
e end of the battle if yc
CTIVES i at i

PRIMARY

in your deployme

instead if you contro|
ictory points it

¢ markers than their

nnot be scored in the first

Player A Battlefield Edge

Plager A
Deployment Zone

Centre of
Battlefield

Player g
Deployment 70ne

Player B Battjgfig Edge
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LINES OF BATT| £

L s6InN BRILFING
pRIMA LY OBJECTIVES Hold the Centre (Progressive
{ o ol one or more objective ina
¥ east one objective ms

lled A

rker labelled B and at lest one
dC.

one objective marker labelled
ast one objective marker

cast one objective ma

atle
" jective marker labelled

imary objective cannot be scored in the first
primary

This
battle round-
Player ABattlefield €

PlayerB Deplngmentlone

PlayerB Battlefield Edge
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AR — STRIKE FORCE
\E/TIE'FX,:.L ;INTELLIGENCE

i MISSION BRIE i
SECONDARY OBJECTIVES

In this mission,

(Progressive: |

. | Data Intercer

mand phase,  your army

nunber of y

markes you curren

you sco

our opponent
¢, even ifyou of objecty

“ Data Intercept (Action): On
siart to perform ths action at the

tt the end of each plavers.  phase ifitis within range of an o
. yer whose turn it is scorcs 5 enemy units (excluding AIRcRAFT)
the following conditions they of that objective marker. The action is
the ed of your next Command phase so lon

unit performing it is still within range of the

PRIMARY OBJECTIVES

maximum of 15 victory points):

e objective narkers, bjective marker.

¢ or more obiective 1 arkers.

ore objective markers thar the

€ PlayerABattlefield Edge

PlagerA
Deployment Zone

2
Centre of Battlefielq

¢ thatis approximately
44"x60

Plager g
Deplayment 70ne




RNAL WAR -
ETE RIKE FoReg

SCORCHED £ EARTH

SION BRIEFING

e €0ty uny xcluding Mireaapy
A & label SE[DNDAR(GBJEET\VES

A. The aciion is completc
secondary objec

& our turn, If this action is su.cessfitly corm,

one of them to be Raze, helow
biective marker is razed and remored i op
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