


DEATHWil{O

CONTENTS
3
7

8
l3

16
r9
22

25

30

3 l
J J

35
40
42

you catl see how to best use the new wealnls' E
personalities and so on. For example, you cou5 I

Marine in the Suicide l{ission ftom Spacc E*,'

Assault Cannon Marine. Or you could rePhy
choosing tlre Marine force ftom ttpTetminaa
vou're familiar with the mission, this will lir
idea of whether or not you've chosen a good -
exra Terminaors and Geneslealers in thc tl.
more models for the larger forces you cl

Force List, And all lhe new Marine
arc available as metal Citadel MiniaotEt

Once you'rc happy thar You knov br -
move on to the new missions. Tlrere le r

missions that form a camPaign - lrfr
filst time you play these missia.
though as individual 8ames. Tha
as a campaign. Also, it's best to firta
rules on the solo mission C loud Rut'//sl

Deathving also contains fie SPdct
This allows you to quickly drd sindt
layouts, using *re georiles provided-
cards that show a small section of I
you've used the generalor a few tinres'you-ve us€o lne genera@r a rew tJlIIE5! J'!.-
ideas for your own missions and campaigns.

52
54

56

58

60

63

PRODUCT CoDE: 0133

SPACE HUIR EllPAl{Slof{
At{0 illsslof{ 0EI{ERAT0R

Deolhwing: Chopfer One

Nerv Personnel
NewWeopons
Mulli-level Gomes

Deolhwing: Chopler'Two

New Rules
Terminolor Force lisl
New Feofures
Deolhwing: Choplel Thlee

Mission Generolor .......................
Mission Generslot Scenorios
Mission Generolot Compoign
Deolhwing: Chopfer Four
Solo Ploy

Solo Mission
Deofhwing: Chopler Five

Two: The Ship'S [oS -....-....

Ihree: Seek ond Rel eve
Fou: Regtoup...............
Five: CA.T. Hunt
Six: The Unknown Lifelorms.........
Rosler Sheef
Refelence Toble .....".......... 64

This n l. book ha beer daisM.l to olbe .s! stons. i^ a GdM Wo.kshoP
ri^g bint ,.. R.tut. th. rtaplzs fun tie boot and s.Porau th. paes' tha^ .ttt
doen tie c.tur.fold IiE ol.uh shat 4d pu,.h l@lzs a} n nk 4

INTRODUCTION
Before using the new rules fi Deatlrwirtg' take a qui.:t lod

tlroueh the whole tulebook. Once you've got an idee rI

each ;le is about and where in the book it is' you're rr.6l -

start using them in yov Space Hulk garnes

It's o good idea to intoduce these rules over severl

REF: 003338

Space Hutk 3D RoteplaY hobby game and the Games Wb*shop and Citadel
Miniaturcs logos are all Tndemdrks owned bv Games Workshop Ltd All
drtwo* in atl Games Workshop ptoducts and the imdg:es contained thercin
have been prcducad eithet in'house ot as wotk lot hire The exclusive
coryight on the anwo* end the imagcs it depic6 is the Nopedy of Games
vl,Iotkshop Ltd. Cowtight @ l99O Ganes Wotkshop Ltd. All ights rcsetued.

GA^ffiG
YffiP



towards the drcpship Dear,ll}/ir8.

W€asel-Fierce had just descended from the ramp. He gazed round
ierally at what qrce had been Cloud Runner's village and brought his
stom Boher into attack position. A grin split his skull-like face.

"Dark Angels, be wary. Death has walked here," he said. The sun
glistened off Weasel-Fierce's black Terminaror armour. Wirh his
white hai. and y-shap€d sca.-tattoos, he Iooked like the Eater of
Bones come back to claim rhe world.

Cloud Rurmer shook his head in disbelief. For rwo hundred years he
had held the memory of this place in his mind. Although rhe Chapter
was his home and the Batde Brorhers were his family, he had always
felt his spirit would rctum here when the Empror granted him rest-

He glanced in the direction of the burial mounds. They had been
broken open. He made his way to the anrrance. He could s€€ thar rhe
bones had been broken and mingled. It was a blaspherny rhai only rhe
bineresr of fcs would perforrn. It marked rhe ending of his clsn.

"The ghosts of my ancestors wander hcineless," he said. "Thev *ill
b€come dr inkers of  b lood and earers of  ercrement.  My c ian is
dishonoured."

He felt a heavy, gaundered hand on his shoulder and omed to see
llme Bear Sazing down on him. TVo cenluries ago, Cloud Rurmer
and he had belonged to enemy clans- Now rhe clansmen who lhey
had foughr alongside were dead, and fie old rivalry had long ago
become fast friendship-

loud Runner gazed on the wrcckage of his hfite and felt like
weeping. He closed his eyes and tock thrce breaths, bul when
he looked again, nothing had changed. He lumed back

"The Dark Angels are your people now," said Lame Bear in his soft
voice. "If necessary we u,ill avenge lhis dishonour."

Cloud Runner shook his head. "Thar is no! the Way. The Warrion
From The Sky are above rhe squabblings of the clans. We choose
only the braves! of rhe Plains People. We rake no sides."

"Your words do honour !o the Chapter, Brother Captain," said l,arne
Bear, stooping to pick up something that lay in rhe gnss. Cloud
Runner saw tha! it was a metal axe'head. Sorrow warred with
curiosity and *m.

"This was not the homecoming I had imaginen," C'loud Runner said
softly. "Where are children gathering flowers for the Aurumn Feasr?
wherc are rhe young bucks iacing out to count coup dr our annour?
Where are fie spirit-talkers who wish to conmune with us? Dead. All
dead."

Larne Bear limFd away,leaving Ooud Rurmer alone wirh his grief.

Two Heads TalkinS studied 6e desiccated bodies wirhin the lodge.
One had been an old warrior. His shrive[ed hand still clutched a
stone axe inscrib€d wih the thunderbird nme. The oaher had b€en a
squaw Belween her skeletal fingers was lhe neck of an infanr.

"She strangled lhe child rarh€r rhan le! her fa[ into rhe hands of the
enemy," said Bloody Moar. The Librarian noriced rhe undercurrent
of horor in the Marine's voice. He look a deep breath, rrying to
ignore the musty stench lhat filled the long house.

"Ssnething evil happened herc, but i! happened decades ago," Two
Heads Talk ing repl ied,  seeking io re l ieve Bloody Moon's



supcntilious fear. He wanred time !o consider, lo Probe lhe events of

the pasr. The aura of old terror almost smothered him. Shadows lay

over ttris lodge. Something was Gninously familiar abou! fte psychic

"Lord Shaman . . ." said Blmdy Mmn. The Librarian alrnosl smiled,
the habirs of rheir ancient former lives had retumed in sfi€ngth now

rhat they crrce more walked rhe soil of their homeworld.

"Brother Librarian is my title, Bloody Moon You are no longer my
honour guard. We are both Marines "

"Lord - Brotler Shaman," Bloody Moon continued. "No waniors of

l}le Plains would have wrought such havoc. Do you $int. . . ?"

"Wc shal have ro investigate, old friend. We must visit the other
lodgetowns and sp€ak wirh llleir chieftains. If somedre has retumed
ro the customs of the Reaving Time, we will put an end to il."

I! was rumoured tha! some of lhe Hill Clans sri]l kepl to the old
daemon worshipping praclices from the rime before the Emp€ror's
people carne. If lhar were true, ir was up to the Marines to take acrion.

Somehow Two Heads Talking did not rhink it would cctne to thal.
'lhis did nor havc the feel of daeriron worshippers, although lhere was

a taint in fie air that was akin to it. An ainos. recognisable horror

clawed ar his mind. He fought it down and hoped dral his susPicicns
w€re not rue,

The ciiy reared above the plain like a soor'grim€i leviathan Cloud
Ruiner spoued it before l}te otreN and ordered l-am€ Bear to land the
dropship in a valley, out of sighl of ils walls.

From the brow of the hill, he studied ir through magnoculars. It was

an uSly place rhat reminded him of the hiveworlds he had visi@d. It
covered many niles and was enclosed by monolithic walls. Great
smokeshcks loorned in lhe disrance, belching acrid chcmical clouds
inlo the g.eyish sky.

Outside lhe walls, the river ran black with poisons. As Cloud Rwmer

wathed, he srw herd elk being driven sque3ling frorn barges bwards

great aballoirs within the watls. From huge stone barracks, p€oPle

swarmed through the streets towards enormous, brick factories. Smog

driJted everywhere, occasionally obscuring lhe grimy city and ils

reeming inlabiranh.

"That is where llme Bear's metal ax€ came from," said Two Heads

Talking, lowering himself b rh€ ground b€side cloud Runner. "I

wonder who built it?"

"It's a nightrnare," murmured Cloud Runner. "we retum horne ro find

our lodges ravaged and lhis . . . abomination in its place."

"That city could hold all the clans of all the P€cples of the Plains and

len times more besides. Could our folk have been enslaved and laken

ther€, Brorher Caplain?"

Cloud Runner rcmajned silenl considering "If rhey have becn, then

we will go down with flamer and slorm bolter and frce lhem."

"We musr lrrow more before we ac!. We could be outnumttered and

trapPed," rcplied fte Sharnan.

"I say we go in with weapons armed," said Weasel-Fierce from

behind rhern. "If we find fo€l, we bum thern

"suppose rhey think lhe same? The soo! and filth give the place an

Ortish lmk," said lnme Bear' He had been scouting furrher along rhe

"No Ork ever put srone on stone like rhat," countered Two Heads

Talking. "Thar is human workrnanship."

"It is not fie work of the People," said Cloud Runner' "Those

barracks are a hundred limes rhe siz€ of a lodgehouse and built of

brick."

"There is only one way lo find out anyrhing," said Two Heads

Talking. "One of us must visir the city "

a



Two He-ads Tdking shok his head. "I must go. The spirirs wilt shield

Cloud Runner saw the rEst of the warrion look ar him to see whar his
decisicr would be. As Cap(ain, he could ovenule the Libndan. He
looked at the city, then at fie Shaman slanding quier and proud before
him. A sensaticr of ernptiness, of tutility cahe over him. His people,
his village had gone.

"As you wish, Lord Shaman. Speak ro lhe spirits and seek rheir aid,"
he said, giving the ancimt ritual mswer. "Bloody Moq!'s squad l'ill
rEmain her€ to walch over yqr. The rest of us will take Deathwing
and seek our any surviving lodgetoiqls."

Nigh! fell as Tlro He3ds Thlking compleled his prepararions. He laid
the four rune-erched skulls of his prcdec$sors on the gromd about
him. Each faced one of rhe csrdinal points of the compass and
walched over an appr@ch ftom the spirit realln.

He lir a small bonfire in the de? hollow, casr a handful of h€rbs on
the fire and breafied in deeply. He louched the cercmonial winged
skull on his chest-piec€ and lhen rhe deafi's head inlaid on his beh.
bsdy, he pnyed to tbe Empe.or lamer of lhunde6irds and beacqr
of tle soul path, !o watch over him as he made magic. Then he began
io chanL

The tumes frdn the herbs fllled his lungs. He seemed ro rise above
his body lnd look down upon it. The orher Terminalotr backed awsy
from the spiri! circle. A chill srole over him, and life leeched lway
until he was close !o rhe edge of &!th. crcar sobs wracked his body,
but he mastercd himselJ and cqrtinued wirh rhe dtud,

He slood in a cold shadowy place. He sensed chill while presences a!
lhe edge of  h is percept ion,  c lammy as misr  and cold as the
gravemound, Above him he could hear fte bearing of mighty pinims
from where Deathwing, rhe EmF.or's sreed and be-:rer of the souls
of the slain, hovered.

The Shaman talked with rhe prcsences, made pacts that bound fiem
ro his service and rEwarded them wi.h a ponim of his sEEngth. He
sensed rhe hungry spirits surge around him, ready to shield him frdn
sight, ro cloud rhe eyes of any who mighr look upon him, causing
them to see only a friendly being.

He walked frqn lhe circle, past the watching Mariaes. As he cresred
the brow of the hill, h€ saw rhe dish ciry. Even ar nigh! irs firEs
bumed, lighting rhe sky and uming the metropolis inro a giant
shadow cast upo(l rhe land. 

.

Above them, through the gloom, loorned the Mountains of Storm.
Cloud Runner wondered how Lame Bear was laking it. The big
man's face was a blank mask. He l,as not allowing himself ro rhink
abour whst migh! have happ€ned to his Fople.

The Hunting Bear village was lhe las! they had visited: the mos!
remote, built jr csves benath Cloudcin Peak. l,arne Bear limD€d uD
the nano* pathway in tle clif-face.

Cloud Runner rried not to think of lhe other lodgerowns lhey had
seen. They had found norhing bur desolation and des€crated graves.
No living so{rl except the Marines walk€d among the fallen totems.
They had buried lhe bodies lhey had found and offered prayers to the
ErnFror for the safety of rheir slain kin.

Cloud Runer could see Wasel-Fierce pause The gamt mant hand
play€d with .he fathered hilt of his cercmmial dagger. He studied
rhe ledges above the paths and seemed ro sniff the air.

"No sentries," he said.'As a buck, I raided lhese mountains. The
Hunring Bean always had rhe keeneJt watchels. If anycre was alive,
we would have been challenged by no*."

"No!" l,ame Be{r shouled and ran across the lodeetown's fircshold
and inlo the cavems.

"Squad Paulo, overwatdt!" Cloud Rmner order€i. Five Terminaton
froze in pcition, guarding lhe enrrance.

"The rest of you, follow me. Helrnets on. Keep your eyes peeled.
Weasel-Fierce, establish a fir on l,ame Bear. Dsr't lose him."

Night-lights cut in as they entered the cave moulh. Doz€ns of tunneb
l€d frqn fte place. Chitt€rin8 rhings flapp€d away from fi€ir lights.
For a molnent, Cloud Rurmer allowed hiftself !o fe€l hopeful. ]f they
werc ro find any survivoN of rhe Plains People, it would be here. In
this huge nighl-black maze Lame Bear's pecple could have hidden
oul for years, dodging any pursuil

As they followed llme Bear's locator signd rhrough the wln€n of
turmels, despair 6lled Cloud Runne.. They passed hallways where rhe
d€ad lay. Sornelimes the bodies l'erc marred by the mai( of spear and
axe; sonetimes rhey were crushed and mangled by inhuman force.
Some had been ripped asunder Cloud Runner had seen bodies
butchered like fi:t before but told himself tha! ir wss no! Dossible
herc. Such a thing could no! happen on his homeworld - in vast hulks
ther hy cold in space, perhaps, but not here.

They found Lame Beir slanding in the largest cave of all. Bones
lirtered fie floor. Sa]ttlers fled from their lghts. t me Bear sobbed
and pointed to the walls. Painrings dating from lhe earliest Limes
covered the c{veside, bu! it was the last and highest-situated
.epresentation that drew Cloud Runner's attenl.ion. Therc rras no
mistaking rhe four-amed, malevolent forn. Hatred and fe3r chased
each other lhrough his mind.

"Genestealers," he spat. Behind him, l-ame Bear moaned. Weasel-
Fie.ce gave his shon, barking laugh. The sound chilled Cloud Runner
lo lhe bone-

Two Heads Tafting sralked pasr rhe ciry's open gates. The stench
rssailed his nostrfu. His concentration faltered, and he could feel the
spirirs stugslin8 to esc.pe. He exerted his irsl will, and rhe spell of
protection fell into place.

Srudying his surrou[dings, he r€alised thar he had no need lo wo.ry.
There were no guards, only a toll-house where a pasty faced clerk sat,

The warrion nodd€i assent. E.ach tspped s scar-tattoo to indicate tbat
he volunteer€d.



lrcking off accounts. In ils own way this was ominous: the city\
builden obviously did not feel d[earened enough to po€t senlries.

Two Heads Talking studied the scribe. He sar at a liule window,
ponng over a ledger. In his hand was a quill pen. He was writing by
the |jgh! of a small lantem. Momentarily, he seemed ro sense the
libnrian's presence and l@ked up. He had the high cheel-bones and
ruddy skin of the Plains People, bur rherc the resembtance €nded.

IIis limbs seemed slunr€d and we{k. His fearules had an unieslthv
palor. He gave a haddg cough and rEtumed to his work. His face
showed no sign of md|hood scars. His clothes werE made of smne
coarse-woven clotl\ not elk lelrher. No weaDon sat near at hand. and
h€ showed no resenlrnenr !r being coop€i u; in $€ tiny office llrher
lhan being under lhe op€n sky. Two H€ads Talking fo{rnd it hard ro
b€lieve that this wss r descmdan! of his warior cultur€.

He Frshed on into lhe city, picking his way fasridiously rhrou* rhe
narroq diny steets tha! ran between the enormous buildines. The
place was teid ou wirh no rhyrne or reasar. Vasr squarcs lay &rween
the grea! factories, bur lhere was no appsrenr plan. The city had
grcwn uncontolled,like a c$cer

There werc no sewers, and rhe roads were full of lilth. The smell of
human waste mingled with the ododr of frying food and the sharp
rang of-cheap alcohol. t,ow shado*y doon of inns and food boortri
runmeo ench squsre.

Unwashed children scurded everywherc. Now and agajn, huge, well-
fed men in long, blue coals pushed their way through rhe rhrong.
They had facia l  scar- tar toos and they walked wirh an ai r  of
swaggering pride. ]J anycne got in lheir way, lhey lashed out at them
with wooden babns. To Two Heads Talking's surprise, no-qte hit
back. They seemed roo weak-spirired ro figh!.

As he wander€d, rle Librarian noriced somethins even more horrible.
All the members of rhe crowd, except r}Ie urchins and lhe bluecosrs,
were maimed. Men and wcinen trorh had mangled limbs or scorched
fac€s. Some hobbled on wooden crutches, swinging rhe srumps of
legs before them. Others were bUnd and were led abor_rr by children.
A dwarf *irh no legs waddled past, using his arms for morion,
wslkint on the palms of his hands. They all se€med !o b€ the
accidental vicrims of scrne huge, indusrrid process.

In the darkness, by dle lighr dancing frcrn lhe hellish chimneys, they
moved like shadows, scrabblng abou! cryinS lor alns, for succour,
for d€liverance. They called on rhe HeavenJy Father, rhe four-armed
Ernpemr, lo save thqn. They cu8ed and rav€d and pleaded ulder a
pouured sky. Two He-lds Talking watched rhe poo; stcal from rhe
poor and wcndercd hoiv his people had ccne to be laid so low.

He .emembe.ed rhe !all, srrong warriors who had dwelled in the
lodgetowns and asked norhing of any man. Whar matign magic could
hav€ transformed the People of ihe plains inlo these patheric
cre{tures?

He felt a shock as a child rugged at his arm. ,.Tokens, Elder. Tokens
for food."

Two Hads Talking sighed wi$ relief. His spe[ sdlt held. The child
saw only a safe, unobrrusive figure. He could f€el rhe strain of
binding the spirits gnawing away at him subconsciously, but they had
not yet slipped his gnsp.

"I have nothing for you, boy," he said. The urchin ran off mourhing

Depressed and angry the Marines left rhe cave village. Cloud Runner
noticed rhat llme B€ar's face was white- He gesurred for rhe big nan
and Weasel-Fierce lo fouow him. The lwo squad leaden fell in beside
him. They marched up lo a grear spur o[ roci and looked down into a
long valley,

"Srealers," he said. "We mus! inform the ftnp€rium,"

Weasel-frerce spar over tle edge of lhe cliff.

"The dark city is thein," said l,sme Bear. There was a deprh of hared
in his quier voice lhar Cloud Runner undenrood. -They rnusr have
cmquer€d ihe People and h€rded rhan *.irhin."
'Some clans rEsisred," Cloud Runner said. He v,/as Droud of thst. The
fsct that his clan had chosen o cmrinue a hoFless lrru8gle rarher
lhan surrender gsve him some cornforL

"Our world is ended; our time is done," said Weasel-Fierce. His
words tolled lile great, sad bells wirhin Cloud Runner's skull.
Weasel-Fierc€ was right Their entirc cr turc had been exterminared.

The only ones who could rememb€. the world of rhe Plains Pecole
werE lhe Marines of rhe Dark Angels. When lhey died rh€ cl;ns
would live only in rhe Chapter Fle€r's records. Unless the Da.k
Angels broke wilh lradition and recnrited from other worlds. rhe
Chapter would end wi th the dearh of  lhe presen! gen€rar ion of
Marines.

Cloud Runne. felt hollow. He had rerumed home with such hieh
hopes. He was going !o walk clc€ morc among his people, see agatr
his village before old age took him. Now he found his world was
dead, had been for a long rirne-

"And we never krew," he said softIy. 'Our clans have been dead for
yean, and we nevet knew' It was a cursed day when we rode rhe
Dadrrrirg back ro our hcrneworld,"

The squad leaden slood silent. The moon bmke bnrugh rhe clouds.
Below them, in the valley, rhey saw rhe fad€d oul.line of a gian!
wmged skull cot inlo fie ellth.

"w}tat is lhar?" isked Weasel,Fierce. "It was not here when lasr I
stalked in lhe valley."

kme Be:ar gave him an odd look. Cloud Rurn€r knew ftar his old
friend had never piculed the brave of an enemy clan walking in his
people's sacrcd valey. Even after a c€ntury the racitum, skelebl mar
c(|l]ld still surprise them.

"h was wherE our spirit talkers mad€ magic," anewered Lame Be3r.
"They must have rried to summon Deathwing, rhe bearer of rhe
Wanion from rhe Sky. They musr have been desperate ro anempt
such a summons. They trusled us to pro!€ct rhem. We never came."

Clold Runner heard Weasel-Fierce growl. "We will avenge rhern," he
salo.

[.ame Bear nodded agreement. "We will go in and scour the ci!y."

"We number only diny, against possibly an enrire city of Srealen.
The Codex is quite clear on situations like rhis. We should virus-
bomb rhe planer from orbir," Cloud Runner said, lisrening ro rhe
silence serde. llme Bear and Wessel-Fierce looked a! him, appalled.

"But what of oul people? They may srilt survive," tame Bear said,
like a msn withour much hope. "We musr ar least consider rhar
po€sibility before we cl€anse our hcrnewodd of life."

Wssel-Fierce had gcite pale. Cloud Runner had never se€n him loc*
so dismayed.

"I cannot do it," he said softly. "Can ydr, Brorher Captain? Can you
give rhe ord€r that rvill desrroy our wodd , and our Fople - forever?'

Cloud Runner feh rhe weight of rerrible responsiblily s€Ble on him.
His duty was cl€ar. Herc on rhis world rras a srear rhreat to the
Inperium. His word would cq)&mn his enrire peo-ple ro obtivicn. He
tried nor to cqrsider rhar L:me Beer might be-ngir, t}at rhe people
mighr not yer be brally enslaved by tl€ Cenesrealers. Bu rhe doughr
nagged al him most of all because he hoped it was rrue. He srood
frozzr for a mcrnent, paralysed by rhe enormity of rhe decision.

"The choice is nor yours alooe, Cloud Runner," said Weasel-Fierca
"Ir is a maEer for all drc wrrriors of rl€ People."

Cloud Runner looked inro his buming eyes. Weasel-Fierce had
invoked l}|e ancient rirual; by righls, it should be answered. The
Terminator CaFain looked ar llme Bear. The giant's face was grim.

Cloud Runner nodded- 'Therc musr be a Gafiering," he said.

I
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MARINE CAPTAIN
Armed with powet sword (see Neu We4pazs), storm bolter
and power glove wift built-in grenade launcher (see 1{ew
Weapons), Marine Captains make far more forrnidable
opponents for a Genestealer than a standard Marine. Mote
important, they are skilled leaders, able to extract the uEIIost
effon &om troops under their command,

Morine Coptoins ond fhe lime.
For each Marine Captain in play, the Marine playet receives
an additional thirty seconds in which to complete his move.
Therefore, if a Marine Captain is accompanying two full
squads, each with a Sergernt, the Maine player would have
dree minutes and thifiy seconds to complete his move. If the
Captain is on his own, the Marine player would have two
minutes and thirty seconds in which to complete his move.

Morine Coptoins ond Commond Poinls
For each Captain in play, the Marine player receives two
additional Command Points. If this gives him seven or eight
CPs, he keeps track of the additional points with an extra
cornnand dice: for example, when he sp€lds his sevenft CB
he hrms one command dice !o 6, dd tlle odE! to l.

If a Captain is removed Aom play, the Marhe player gets to
spend any remaining extra CPs during that turn. In
subsequent turns, howevet, the Marine player no longer
enjoys the benefits of that Captain's CP bonus.

Morine Coploins qnd Combof
The Marine Captain is a skilled fighter and receives a bonus
of +2 to his close assault dice roll. In addition, his power
sword allows him to parry (see Nela, Weapons) a
Genestealer's attack. The Captain is also armed with a smrm
bolter and has a grenade launcho built into his power glove.

MARINE TIBRARIAN
Librariars are powerful psykers, able to chamel the force of
their minds into their weapons.

The Librarian is equipped with a stom bolre! and a force axe
(see New Weapots) artd receives a +1 close assault bomrs. In
addition, he rnay spend psi points to furtler increase his close
assault roll with his force axe as described below.

Psychic Mostery ond Psi Points
Lihrarians are ranked accotding o mastery level, There are
four different levels of mastery - the higher the level, the
stronger the Librarian. Any mission which uses Librarians
will specify ttrcir mast€ry levels in drc Forces section. If you

are using the army lists (see Termbrator Force List), all
Lib,rarians start off at lst level, but can be upgraded ro higher
levels.

At tlle stafl of dr€ game, drc Litraian has a cenain number of
psi points, a numerical representation of his psychic strength.
This number is dependent upon the Ubrarian's mastery level
and is shown on the chart below, During the game, the Marine
player keeps a rurming otal of the Lib'rarian's expendinte of
psi points on a piece of scrq, paper or on the roster sheet at
the back of this book, When the Librarian has spent all of his
poin6, he camot spend any more during that rnission.

Librorions ond Close Assoult
Librarians are armed with force axes, special weapons which
allow them to charmel the powei of their minds into Oreir
blo'r,s. For furtlrer informati:on see New Weapons.

TTEIT' PERSOI{ITEI
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t{ctt' ttrEAPoils
ASSAULT CANNON
Assault cannon can be fired in two modes: burst or full au!o.
The Marine player must declate which t,?e of lue is being
used before he rnakes the attack.

Firing Bursts
Bursts are fied under the same cLcurNtances, and for the
sane AP cos! as siom bolters. On each burst fiom an assault
ca lon, roll three dice. The basic roll required on any one of
the dice is 5. Br.rrsts receive a sustained fire bonus of tl per
turn ir the sarne way as storm bolters. A roll of three ones is
always a miss.

Firing on Full Auto
Assault camon can be set to fire on full auto, releasing a
deadly hail of fire in one continuous burst. It costi 2 AP to do
so. When f ir ing on ful l  auto, rol l  three dice for each
damageable target (Stealer, Marine or doot) in Ore Marine's
LOS and arc of hre; if any of *re dice score 4 or more, the
target is desuoyed. If the LOS to a tatget is blocked by a
model or a door, but fie blocking object is destroyed by rhe
assault cannon, then the newly,revealed target can be affected
by this attack, and so on until a blocking object survives.

Assoull Connon Ammunition
Assault cannon arnmunition is held in a slide-in magazine
mounted at the rear of the weapon. An assault cannon
magazine carries five hr.rn&ed rormds, enough for 10 burss.

The Marine player must keep track of his anmunition on a
piece of paper or on the roster sheet provided at the back of
this book. Once ar assault cannon has fued all l0 burstr ftom
one magazine, it may not be used again until it has been
ieloaded.

8
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NEW WEAPONS

If the assault cannon is fired on full auto, i! uses uD the
equivalent of 5 bursts of ammunition, An ass.ult cannon
cannot be fued on full auto if it has less thdl 5 bursts left.

Relooding the Assoult Connon
The Assault Cannon Marine begins the game *ith one
magazine of ammunition in his weapon and one reload
caEied in I compartnent built into the back of his Terminaror
suit. Additionally, if yc^t ne ]usitg he Termirator Force List,
you may purchase another two magazines when building yow
forces. Each magazine contains enough ammunition for the
Marine to firc the equivalent of elother 10 bu$ts.

It's extremely difficult to reload an assault cannon on the
banlefield. The Assault Cdrnotr Marine may do so 6t a cost of
4 AB which must be paid all at once. He carmot partialty
ieload an assault cannon and then comDlete the action later.
The AP cost can be also be paid wift aPs, of cowse, Thus,
the weapon can be reloaded dudng dre Genestealqs' turn.

The Assault Carmon Marire can reload his weaDon at anv
time. He does no! have to wait until it is complerely empry.
However, ony rmused rcunds which are ur oaded are lost and
camot be sayed and us€d for futuIe rcloads.

Assoult Connon ond Overuofch
An assault camon can be put into overwatch mode fot the
same AP cost as a storm bolter, entitling the assault carmon to
fue a burst (not full auto) at any eligible targers. As usual, the
Marine player must remembe! to keep track of any
arnmunition he uses. Assault carmon csmot jam (they were
built for rapid fEe); however, they are subject io catastsophic
malfimction (see below).

Assouli Connon Molfunclion
Although made of a special alloy, the weapon's badels still
rcach tempqatures of over 300oC. Because of dreir high rate
of wear, assault cannon barrels are regarded as disposable and
ee usually discarded after each batde. If an assault cannon js
used to fue more than 10 bursts (or tlre equivalent on full
auto), there's a chance the weapon wil l malfunction,
Violently.

If, while fuing th€ assault carmon after having already fted
the equivalent of 10 bursts, the Marine playo rolls a riple -
all tlnee dice come up the same number - the assault cannon
malfunctions. The Marine firing the cannon is killed
automatically. In additioq the Marine player rolls a dice for
each adjacent model, bulkhead and door: a Genestealer or
doot is rernoved on a roll of 4 or higher, a bulkhead (see Nen,
FearlreJ) or Meine on a 5 or betr€(. The assault cal|Ilon car
malfunction in overwatch or normal fire and when firine
burss or on frrll auo.

GRENADE TAUNCHER
Each Captain is equipped with a special power glove
incorporating a small, rapid-firing grenade launcher. Grerude
lawrchers can fire a grenade at a cost of 1 AP at any squate in
the Captain's I,oS and arc of fire, up to a range of 8 squares.

They 6re only plasma grenades, which affect an entire board
section in much the same way as a heavy flam€f,, except thal
the effect is instqtan€ous. The Marine player rolls one dice
for each model in the section with the target square. The
scores required for a kill are listed below.

Grenode louncher Ammunition
Grenade launchers carry enough ammunition for 10 shos.
The Madne player must ke€p uack of the lrumber of grenades
he fires on either a piece of scrap paper or flre roste! sheet
provided at the back of tlds book. Once a genade launcher
has fired 10 shots. ir may nor be used again fir rhe duration of
Ine mlsslon.
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NEW WEAPONS

POWER SWORD Emnple of PartYing
A Captain attacks a Stealet. He tolls a 3; this, wih his +2

Power swords extrernely effective weapons awarded to only

the battle-proven best. Usually only Marine Captains possess

them, although Marine Sergeants who have shown extreme

bravery are sometimes awarded one'

They give no pluses to the Marine's close assault rol l '

Howeu-er, tlre M-arine is able to parry one of the Genestealer's

attack. After bo0l sides roll, the Marine player can force the

Genestealer player to reroll one of the three dice he rolled

The new roll stands - even if better than the original rcll'

The Marine can parry only when he is facing his opponent'

He cannot parry arhcks from the side or rear' The Marhe is

never forced to pairy - ifhe is satisfied with the Genestealer's

rolls, he can always let them srand.

closi assault skill, gites him a final score of 5 ' The

Stealer rolls 2,3 and 5. At this noncnl' the conbat k

tied. The Ma rc player decides to paftJ' forcing the

Genestealer playir to rcrol l  his highest dice - the 5

IJnfortunately, the Stealer rolls a6 killing the Caplain

CHAIN FIST

Chain fists are used fol slicing thlough bulkheads and closed

doors. Though they do more damage in battle ihan a power

plove. thev ate somewha! more unwieldy As these two

iharacrerisLics cancel each other oul Marines wirh chain fiss

receive no close assault bonus or penalty.

^{



Choin Fisfs ond Bulkheods
A Marine armed wi0r a chain fist can cut throueh a bulkhead
(se. New Featwes) for a cost of 2 APs. The bulihead musr be
in the Marine's front square, A destroyed bulkhead is
removed ftom play, and dre squarc is tr€ated as a clear square
from then on

Choin Fisls ond Doors
A Madne armed with a chain fist cuts duough a door for a
cost of 1 AP. The door must be in the Marine's front squae.
As usual, a destroyed door is removed from play, ani the
square is treated as a clear square ftom then on.

NEW WEAPONS

STORM SHIETD

The storm shield is a Teminator defensive energy shield
wom on the Madne's left arm. Shaped like a cross, it draws
its energr ftom thegeneratom inside of the Terminator suit. It
always glows a startling azure from the electrical energy drat
snakes across its surface. It glows even morc violenrly when a
Genestealer's claws rake across it ard disturb the energy
panem. Usually lhe ftot of dle shield beals a facsimile of the
Marine's chaprer or company batde banner.

A storm shield can be used to parry an attack from the
Marine's front facing in exactly the same way as a power
sword (se€ example above), forcing a Genestealer the Marine
is fighting to reroll one of its close assault dice rolls and
accqrt the new result. It can also be us€d to parry an attack
coming from the Marine's left-hand side.

THUNDER HAMMER

@

The tt-rrnder hammer is an energy weqron constructed aroud
a generalor, It produces a blindingly bdShr explosive energy
field capable of blowing apart a Cene,stealer's carapace. The
thunder hammer's generator can be set to overload in the
most dire of circumstances. This causes a gigantic explosion
tlut vaporizes everyrhing in rlle vicinity. A rhunder hammer is
usually caded in conjunction with a storm shield.

Any Marine equipped with a thunder hammer has his close
assault modifier increased by +2 when he is facing his
opponent. The Marine's modifier is not incleased when
defending against anacks made &orn the side ot rear-

In desperate situarions, the Marine nay cause the hammer to
self-destruct, destoying all models, Blips and doors in his
sectiorq at a cost of 1 AP. The Marine player cdr detonate his
haflune! at any point dwing the Marines' action phase or the
Stealers' action phase by using the model's own APs or
spending a CP as appropriate.

The Marine may detonate his hammer instead of defending
when a Genestealer delivers a close dssault attack. This
doesn't require alry CPs, but it must be done before and
instead of the Marine rollhg for the close assault. To detonate
his hammer, dre Marine must also have LOS to a Stealer that
has just performed an action. After the hammer s€lfdestructs,
remove all models, Blips and doon in the section" including
drc Marine himself.
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NEW WEAPONS

LIGHTNING CLAWS FORCE AXE

Force axes are special weapons into which Librarians can
channel their psychic-energy during close assault. Only a
Litrarian can carry one because only a payker can use one.

When a Librarian with a force axe fights a round of close
assaull he can spend psi poinrs ro augnent his roll. Foi each
psi point he exlends, he increases his rolt by +1. This is in
addit ion to his ski l l  bonus of +1. The Librarian musr
amounce how malry points he is expending before any dice
are rolled. If drc Libradan spends no psi poins, he still gets
his skill bonus of +1 .

The Librarian can spend psi lbints only if he is facing his
opponent; if he is anacked fiorn the side or tear, he cannot
spend aly poinrs.

Lighming claws are bladed gloves surging wi$ lerhal energy.
I hese energy weapons al low Terminalors fo adopl the
ruthless figlting style of a primeval cat. The claws can hook
inlo a Genestealer's carapace and rip it away, exposing the
flesh beneaLh. Lighming claws are eitremely diffiiult duse;
it takes many years of study to become Foficient widl them.

Lighming claws are always wom in pairs, as the Marine's
sole amarnent. The Marine gets a +2 ilose assault modifier.
Also, the Marine rolls two dice in close assault. instead of iust
one, adding the close assault modifier !o each dice roll.

LightrLing claws can only be used when a Marine is facine his
opponenr. The Marine rolls only one dice agairsr opporienrs
!o his side or rear but still gets his close assault tnnus.

12
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iIUtTI.LEU€[ OAiIES
Space craft are often multi-leveled. The rules below can be
used to desiSn and play missions of your own which cover
more levels than the traditional singleJeveled game.

PITFALLS
Pitfall colmters represent a hole in a floor, opening onto the
next lower level. The holes don't continue through the next
floor, A Marine who falls thrcugh a pitfatl crashes to the floor
of the next level. He doesn't fall further unless he lands on
anotler pidall square, which he then autornatically falls ino.
Pidalls do not block LOS. A flamer hir in a secrion wirh a
pitfall in it does not affecr the section above or below it.

Spoce Morines ond Pitfotls
A Marine cannot climb up though a pitfall, as his Terminator
armour is Loo bu\.

When a Marine moves ino a pitfall square, the Marine player
rolls a D6. On a 1, tlrc Marine tumbles to the sDace directlv
below, A Marine can voluntarily jump into a pitfa)I, simply
by announcing that he is doing so as he enters the space. If
Ore Marine de.ides to jump into the pitfall after enbring the
space, he pays I AP to do so.

Morines Jumping or Fslling into o Pitfoll
If the Spac€ is Empty

The Madne player rolls a dice. On a 14, the Marine lands
badly and falls prone. Place him face-down in fte space. On a
5-6, he lands upright facing any way he wishes.

Ifthe Space is Occupied by a Stealer

The Stealer player rolls a dice. On a 3-6, the Stealer scuttles
out of the way (the Stealer player moves it into any empty
adjacent squale, keeping dre same facing) and the Marine
follows the rules above for falling inro an empty square. If
there are no ernpty spaces to which rhe Stealer can rctreat, it
is killed automatically. Or a 1 or 2, the Srealer is killed and
dre falling Marine is prone in that space

If the Space is Occupled by Another Marine

The Marine player rolls a dice. On a roll of l-3, the Maline
below is killed and the falling Marine is prone in that space.
On a roll of 4-6, dre Marine below is knocked orone. and the
Slea.ler player places tie fallirg Marine in any empry adjacent
space, also prone. If none of the adjacent squares are empty,
the Marine below is killed automatically

Effecls of Being Plone
It costs 2 APs for a prone Marine to get up; the Marine player
faces the model as he chooses.

A prone Marine has no LOS. He carmot move. fire. or initiare
close assault combat until he ges up. If a prone Marine is
attacked in close assaul! he subfiacts -l from his conbat dice
roll. In addition, he follows all the rules for not facine his
attacker (ie he cannot harm Lhe Stealer. but if he wins oi Lies
the roll, he can get up and face his artacker).

Genesleolers ond Piifolls
Stealers and Blips can enter and pass tlroug,: pitfall squares
widrout risk of fallhg. They can climb up 0trough a pirfall at
a cost of 3 APs. They can jump down into a pitfall at no exna
cost by ,rrormcing their infendon of doing so when enteing
thar space, o! by paying an additional I AP if ftey decide to
jump down it after they have already occupied the square.
The Stealer playet gives dte jurnping or climbing Stealer any
facing he wishes.

LADDERS
A ladder coulter represents a series of connected rungs
located to one side of a corridor or lowards the nearest wall of
a room, leading down from one level io rhe next. The ladder
shadow counte! shows where a ladder countet leads to.
Ladders cal be used from either level (ie from both the ladder
and the ladder shadow squares). They don't block movemen!
or LOS. Ladders can be attacked in the sarne way as doors,
but are immune to storm bolter or assault cannon fire.

All pieces can enter ladder hole spaces without risk of falling.
Marines, Stealers and Blips climb up or down laddets at a
cost of 2 APs. The playcr may give the cl imbing or
descending pieces any facing in the new space. Pieces can
jurnp down ladder holes, following the rules n Pitfalls .

l
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COMBAT BETWEEN LEVELS

Close Assoult
Marines camot initiab close assault between adiacent levels.
al$ough a Slealer can. lls rargel must be in rhe space direcLly
atpve or below it. When affacked tl[ough a pitfall or ladder
hole, a Maine cannot harm his attacker. If he wins or ties rhe
fust rorurd of comba! he can retleat [o any empty front or
rear square without AP cost, keeping his original facing.

Blip Conversion
When converting a BIip in or below a ladder or pitfall space,
Stealers can be placed in the space directly above or below.

Weopon Fire
Storm bolters, flamels and assault cannon can be fired up or
down through a ladder or pitfall space. Overwarch iirc also
occurs tl[ough pitfalls ard ladders. Flarner shots affect only
the sector they are targeted at, not the sector above or below.
Grenades can be hred down a pitfall or ladder hole within
range and in his LOS and arc of lre. A grenade fired onto a

square in which there is a pitfall or ladder hole falls ttrough
to the squae below on a 1 or 2 on a D6.

LOS ond Fire Arcs
Models can trace [,OS t]rough ltfalls or ladders holes if they
occupy or are adjacent to them. The view is limited: at best
the Marine csn see the square direcdy above or below and
possibly some adjacent spaces. A model ocaupying the upper
level of a pitfall or ladder space blocks LOS tkough the hole.
A model below the Didall or ladder hole does not block l-OS.

* 0 APs if the model amounces it is jumping as it enters
the square (ie there is no additiona.l AP cost beyond the
cost to entcr the squde). Orre the model is in the squae,
it must pay 1 AP to jump down the pitfal or ladds hole.

14
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LINE OF SIGHT DIAGRAMS

Tbe follouing diagrams sbou LOS and fire arcs tblough
pitfa s ot lad.ler boles.

Note: Los and fire-arcs up through a.hole are th€ same as down. (For example, a Marine below and diagonally
adjacent to a pitfall has LOS and fire arc to the pitfall space and th. spi.. diagonatty opposite to him.)

ffi
L.O,S. ONLY

ffi
FIRE ARC
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fn wo Hesds Talking saw a comrnotion break out across the
_ 

| 
' 

.ou"r". A squd oI bluecoars forced dre maitned b€g8ars to

I on" siae. People were crushed undedoor as they pushed

rhrough the lhrong like a btade through flesh.

The Ubrarian dropFd back ro*atd the ettrance of a tavem A sutly

bravo with freshicarred cheeks cam€ too close' He raised his

trunchecn !o strike Two Heads Talking, obviously Frceiving hifi as

one of the rhrong. h bounced off the canpace of his Terminator

armour. The bhlcoat squinted in astonishmen! at him, and then

back€d away.

A palanquin bome by two squal ,  shaven_headed men in brown

urriform"rnotel drough rhe pafi clared by $e bully-boys Two

Heads Talking lmke<l ai ihe sign of a four-armed man on irs side and

s rhr i l t  of  fear passed lhrouSh him. His worsr  susPicrons wer€

justified.

"Alms, Elder, give us alms," tlte crowd Pl€aded' voices mergrng nto

one mighty roar. Many had abased lhemselves and kneeled' stumps

una g*rping hanils outstretched in supplication towards the

palanquin.

A currain in its side was pulled back, and a short' fat man stepp€d

out. His Dale skin had a bluish dnr, snd he was wearing a rich sui! of

black clorh, a whire waistcoal and high, black leather boots A four-

armed penianr dan$ea frorn s chain hanging around his n€ck llis

head was totally hairless, and he had piercing black eyes He gaz€d

out o the crowi and smiled gloatingly, grear jowls .iPpling backward

!o give him a dozen small chins.

He reached down and found a Purse. The ciowd held its brcath

exD€clantlv. For a second. his gaze fell on rhe Librarian, and he

toof.a pozd"a. A fmwn crossed his face. Two Heads Talking felt a

nje on lijs lee and fetl to one knee, altlrough il wenl againsl lhe Srain

roL""t ro *yrhlng excePt the image of the EmPeror He felt [rat

rnalign g[nce'tinger upd him and wondeed whelher the fal man

had somihow penetrated his bound sPirit! disSuise'

All rhe sousds Ealiered amund rhe llre. The gr€st logs smouldered it

tft" a"*.'-a*i*tg the facd of tle Marines, making lhem look

daemonic. Behind thett, Deafiwing sat on irs landilg claws' a

Urf-wal 
"gain.t 

*e at*ners. He knew thar beycird ir lay the ciry of

their enemx where dwdled abominarion'

Nerrcs! the fir€3 squatEd rhe squad leaden, faces imPassive- Behind

them were rheir mezI, in full bade rcgalia' siorm bolters and flamers

near at hand. Firelight glit@rei on the wing€-d swotds painted on thelr

.ionfa"t pi"""" 'Iieir gatu wss IinP€dql, but lhe scatred faces lhal

showed ill 6e firelieht belonged !o rhe Plains People'

He haal kno*n lhese men tor so long that not even Two Heads

ialking corld have aone s bett€r job of reading Oar looa ! acn

"r- "i""g", 
h" t"* 

" 
rttit"l for v€trgence and a desire fot death' The

*";otr 
-"i.ft 

a to join their clanrmen in the spirit realm Cloud

i-o"i ,-, f"h ,rt" ,oe of lus $cesual sPirits, rheir clamo{rr to be

"r"n".a. 
H" rried ro ilnore rheir voices He was a soldier of the

Emoeror. He had orner duries $an to his p€o?le'

"We mult fiqht," said We3sel-Fierce. "The dead danand iL Ow dans

need lo be;venged lf any of our People survive, lhey must be

libenled. Our h6our must be reclaimed."

'There arc many kinds of honour," rcsPonded Bloody Moon "We

honour the Em;eror' Our Terminaror suits ate the badge of lhal

honour. 
'Ihey 

are signs of rhe honour our Chaprer das us Can *e

r isk los ing-al l  t ra;s of  our ChaPter 's  sncient  her i tage to rhe

S!ealers?"

"For a hundred cenurnes, the amour we llear has bome Marines

safelv thtouqh baBle The suils will not fsil us now'''repli€d weasel-

ii"rJ. nol"] "w" .- onlv add b rheir hoour by staughlering our

"Brother MariN, Brother Pauto, pray, silence''' Cloud Runner said'

irvokins fomality by dre us€ of Chapter rilual and callinS Weasel

fierce aira Otooay Mocn by lhe names lhey bad kken on when they

had become Mariner. The two Terminabrs bowed their heads'

ackrrcwledging the gmvity of lhe momqrt
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K€,SE
Wc are rt your ' ffi"Forgive us, Brorltcr C.pt in, end neme penrnce.

service. Semper fideleq" lhey rcplied.

"No penance ir aecesrary" clord Runner loo&ed arqrnd rhe fir€, All
eyes were upqr him. He weiShei hfu word! carefirlly bcfor€ he spoke
again.

"We are gathercd tonight, nol es soldieB of thc Emperor, but by
ancient custorn, e3 \ralliors of lhe People. To fii!, I give my blssing
as Captain md Wsrchicf. We sre hcre es speal(ers for our clan3,
joind in brotheriood ro th|! we migh! rpeak yith orc voice, ihink ar
me mind rnd dkcem the corrcct pah for all our peeles."

Cloud Runner k:rcw N3 word! ranS false. Those pr€senr we.e no!
spe{ken for LheA chnr. They wcra their dans - all rhet wes left. Still,
the riuel hid b€en itrvoked and must be keF to.

"Wihin ftis citcle lherc will be no violence, T:dl rhe ending of this
galhering, *e will he as one clan."

It wes stnnge to spak those \,ords to wrrriors who hsd fought
togelher in a lhotssnd botder under a hundrcd suns. Yet it was the
ancient rite of m€€ting, me{n! to ensurE peaceful discoune emmg the
wardon of dvsl tribes. He saw scrne Marines nod.

Suddenly, it felt righl The *ays of their people had been bom m rhis
world, and while dley werc herc, they would keep ro rhem. In rhis
time lnd sp.ce, they s,ere bound by lhe rier of rheir common
heritage. Erch ne€ied the rE3ssurence rftcr the trials of rhe &y.
'We musr rpesk cerceming the fste of our wortd and orr hqrour as
warrion. This is a m.tter of life and derlh. bt us spelk honestly,
according to the Dmner of our people."

The Elder fondlei his chein of office and continued to siare at Two
Heads Talking. A frown creased his high, bulbous forehead.
Abrupdy, hc looked awsy fnd fumbled in his pune.

A ngged cheer went up frorn rhe crowd as he rhrcw handfuk of
gle3ming irqr lokens out to rhem, then wiftdrEw into his pdanquin ro
wihess the sctEmble. The Marine watched Fople grcvel in rhe dus!,
sqlbbling for coirs. He shook his held in disgus! as he enreftd rhe
tavem. Even Lhe most debased hive world dweller would hrve rho*'Il
mor€ digrdty than the rabble qrtside.

The phce was neldy qnpty. Two Herdi Telking looked around at rhe
pocked €5nh floor and the cnrdely made trbles over which slouded s
few rrgged, unws3hed drunks. The wrll3 were covercd in rouSh
hnginSs which rcF5ted a ltylised four-srmed Fnem made !o loo&
like a crude ster. Outside, ir lhe distance, he hesrd the long, lmely
wail of a srarn whisde.

The innkeeper le-aned forward against the cofirter, gur str.ining
sgainst dle ber-top. Two He-rds Telking *alked over to him. AB he
rached fie colmt€., he rEdiled that he hrd no tokens. The irmkeoer
stlrEd at him coldly, rubbing one snrbbled, bmkar-vebed dreef ;0t
a me{ly Paw.

"We[," he denanded peEnprorily. 'What do you wanr?"

Two Helds Talkint w.s lurpriscd by the mrn's nrdeness. The Pelple
had dwsys been ! polite folk. I! peid to show courtesy when m
otrended pary night hn you with e stone rxe. He met the man's grz€
levelly ard exened r poition of his will. He met no rElistance froin
the mrn's we{k spiril bu! even so, the efron wer fstiguing.

The innkeeper trmcd away eye! downclst, alrd poured e ddnk frqn
a clay bottle, without being asked. Ourside the doorw.y ceme the
sound of footrlefrr. The doon bunr oFn, snd a crowd of workers
flooded in, bellowi4 ordcn for drint.

Borh men and women hrd gaunt, lired fsces. Their hards and bare
fe€t werc ss grimy rr dleir clorhing. Two Hea& Talking guess€d rhrt
a rhift hrd just cnded. Hc bok hfu drink snd ser down in a comer.
watching lhe worteN slump down in the chain, listening to rhem
lisdssly curle their ovcr3ecl3 ind rheir l.ck of tol(en!. A Brq{' ret
up a dicc garnc in the conrr end gernblcd indiffercndy.

A.fter s while, Two Hcsds Talking naiced drar pecplc were drifring
lhrql8h r doorc,ey in the back of the tavcm. He rose and followed
thern. No-<ne seerncd to obiect

The rcfln he entered wss dark and smelled of snimal fat. In itr cent€
was ! pit lurrounded by cheering, cursing workers. Two Heads
TalkirB made his wsy fofirard, alld the crowd mehed s*ay abour
him. Hc stood at fie edge of lhe pit snd sew fie obje€r of everyone's
attention.

Down beloq two gre-at Plains \peasels were fighiing, ripping long
srriF of flesh frdn €rdr other while lhe audience rcarcd snd b€!ed.
Each wrs rhe size of a grown man and *ore a spiked metal collar.
One had los! sn eye. Both were ble€ding frorn dozens of curs.

Two Heads Trlking wa3 disgusted. As a youth, he had hunred
weasds, Datching stqle ue egeinst ferocious cunning. It hed been s
challenSe in which the wanior gambled his life lgains! a 6erce and
desdly adversery. TherE wss no challenge to fiis cruel spor! I! was
simply a safe outlet for fie bl@dlust of these weary hmgry workers.

The Libnrian depaned from rhe pit, lesving the workers to their
sporr. A3 h€ left, he noriced thar a bluecoar had edered the bsr and
was talking to the benender. As he s!?ped oulside, he saw tha! rhey
were looking in his direcrion. He hurried into rhe smoggy nighr,
fiinkins rhsr he felr inhuT ** 

:""Tr 
*.

Cloud Rutner l@ked a! the faceq round the fiI€. They were waiting
for him lo begin. He took thrE€ decp b.esrhs. By long tnditicn, he
must be {te fifit !o !F!k.

A Gatherin8 of Wsrriors wss no! sn argumen! in lhe fomal sense,
wherc *ords wer€ used a! wealmrs to count coup on the enany. It
wxs ! p@ling of exFrience, a lelling of stories. Words mus! have no
sh.Ip edges dr which to snag anger. He chose his carefully.

"When I wa! lwelve lummers old," he began,'I dwelled in the
Yellow l,odge amorg the young bucks. It wai my last summer there,
fot I was pleige/ ro ms.ry Rurming Deer, who was the fairEst mai{ten
of my clm.



wv$sw
'Oftan,rhebud(swouldralkoftheWsrriorsfrornrheSky.Ahundndr' Ikrewthenthatlwarinlhert{ lmofspir iE,forHawkTalon,my

years had passed sirce fieir la$ visiq lnd the red gtar was visible in grsndfsther's grandfather, stood among thern. I had seen hil face

the sky. The time wss ne:r for their retum. crwed cn lh€ roof pole of our farnily lodp. He loo&e.d old and grcy

"Hawk ralon, my grandfarhert grandfarher, had been chosen and 
md titEd' but there was srill a family resernblance'

raken ro the spirit realn to serve the Great Chief Beyond The Sky. 'To see a face so f&niliar lnd so str.nge in that dresdfi{ plac€ l,es
My bloadline hsd scquiEd much hcnour because of it, althougb he somehow resssuring. h enabled me to overcorne my ferr Filcd wilh
had Ieft his sm fathertess and needing to found a new lodge wonder, I walked forward lill I stood befo.e him: thet rerrible,

"silver Elk was a buck with whom r hsd vied for Running Deer's 
grizzled old rnan whose fac€ wa! so like my o$n'

hand. Because she had cho6en me, he hs!€d me. He boasted of how 'For a lcrg time, he simply siarEd ar me. Then he smiled and rlan€d
he would be chosen His words werc a taunt, aimed at b€linling rny to laugh. He clasped me !o his srmourEd brEss! and sh(rrted rhal i!
kinsman's honour, Silver Elk's own lire had no spirits who had was a foiuiate honecqrlins. He s€aned jw! ss plesed lo se€ me as

ridden De-adrwing snd venured beyond the sky. I was to see lum."

"I was sumg and respord€d to his raunt. 1 said that, if Ihat werc so, he Cloud Rurme. psused, cornpsring his snceslort rcom to his own.
wouldn\ mind clirnbing Gho6t Mcontain and visirirg the Ahode of There was no laugbter here ar lhere had been among tho6e Marines
lhe Ancestors." lmg ago. He mdetstood rrcw how glad the old rn&r had bem to see a

cloud Runner paused ro re! his \r,ords .,,r j-.,? ],1,-L., ylT:: ir:Hilf""T ru#f:t 
Hawk ralo' wasn't here no* to see

imagine the scene. The memory seemed frcsh and clear rn llls o\In
rnind. He could elmosr smell tle acrid wood smoke filling dre young "Of coune, I was overwhelmed, standing among these legendary
men's lod8e and see rhe tun hanging from its ceiling. waniors, sp€rking with my ancient blood-rclative. I knew lhey had

..lhat was wha! silve, EIk had wanred me 
, relumed !o choose their succ€ssors in the Ehperor's sewice, and

replied rhar he would go to rhe mour,"3 iit;.Ti"J""iT""ll! 
toeening everlthins else' I begsed to b€ allowed ojoin rhem'

accompany him as a witness. He looked straigh! ar me. "The old man loc*ed at me snd ssked me whether I had any re€son to

"so I wa! uapped. I courd not back ou! withour dishonour I had lo ;:J*It'Jff'*:;ffit:Tft 
t*:H:i:r:#tr,ff',i;Tl,l

go, ot he would have counted couP on ma b€yond the sky 6red rne, what did I truly know of life? I was bemg

"When she heard, Running Deer begged me no! lo go, fearing rhat the called on to nake ! choice ihat I would have ro live with for

spirits would take me. She was a Shsman\ daughier snd had the centuries, alrhough I did nor kno* iL

witching sigbt But T was vourg, witi a voung m*,'{d: 
T1 l'!l "My ancesor did. He saw my hesirrrion and told me bener ro sray in

so I retused her' seeing dtat I could not e 
:*"ry1 :ry 1.: 

b*! lr,"i*r". i*o.la r'*" 
".,rt;itg 

of ir, and insisred ltrar rhey pur me ro
from her hair and wove it aboul wirh spells, making it a charm !o ,fr",..i 

-

retum me safely home.

"rr was a rhreedav rrip ar hurter's wark to ciost M*lTl: IiL:i: fi"J.lffijf,:f,,i"'f :i5-T'"ffiT'#"T'rtr-T*J"#l
our consbnt companion what had seemed possi!!-l 

S: Y."1i1:j ,rt" p"i" *", 
". 

."rti.g to whar I ften endurcd. when they opened
the lodse seemed dr€ldfirl in $e cold autu'nnnisht!- 

:!i"ry.IT -v [*i, rrt-"v i*pr*"a ftinss which ihey said wo'ld bcrd wiih rny
was riru and spirits flitted from !rce !o rrE€. r beti"::_*:,tr 

":g'.?l iiai;;;;, _. ,p,". p"*..
us had b€en alone, we would have tumed back, for it is a lerrible
thing ro approsch the places of lhe resdess dead ar nighr as winler "For weeks, I lay in feverish agony while my body changei. The
appro.ches. walls dan€ed, and my spiri! fled to rhe edge of rhe cold place. While I

"Bur we could show no fear, for rhe orher was_ wimess, and our ;1ff:'Jt*t"1"'"' 
one of the Brothers stood beside me r€ciling

rivslry drove us forward. Neitler wanted to b€ the first ro tum bad.

"on rhe evenins of 'l'e rhird dav. we me! $eri'.,,Iiy, 1".T1"; ;H#il.5Y:'#r#:3ff'fjJfrTt#f;#"t[tj'j#
covered by the skulls of those the sky warriors h:d]:19ld to*d vi.J"" io-". It ,rr, 

" 
be$t of spirir; the orher had been a bkd of

wanting. I feh like running $en, bur pride kepr me moving cn. -", 
-, 

"i",". 
L" - i" i."g".

"we began ro climb rhe niEhr was still 8nd_cold 
l$9r.,lr*Lj "The Emperor spoke o mo, rellhg me of fie Srerr srruggte being

the undergrowlh' rnd lhe mocn l€€red down lfie r.witching sPirit *""-"a-*'" rrt-r*a *ousand world$. He sho*ed me the rece-s orher
stunted lrees hunched over the pathway lile maliSn Siosts we ,rr"i--* *i-,rr".""r", hesn of the universe, which is chaos. He
climbed till we came to the vast empty platesu marked by dre sign of .i;;;l;;;" p"*"" rhar rurked i,, rhe warp snd exposed m€ !o
the winged skull thei. remptations. He watch€d ss I re,sisted. I lare* th6t, if I had givcn
"We werc 6lled with a sense of achievemed! and c.rr enmity lf,as, for in, he wcirld heve slru& me down
the mornent' buried' we slood in a place few meniad ever se€n we "Evenuraly, I awoke, and I knew fie", fia! my spiri! belonged ro rhe
had d€Iien the soiriB and lived. Still- we were cr edpe. - 7, .mpercr. i nao cnosen rc sDtnoon my pe{p'e, my womo ano my onoe
"I don't know wha! I fiough! when Silver Elk pointed upward. Th€rE for his servic€. I knew I had msde the correct choicc."
came a howling as of a lhousand roused ghosls: 

:{ ry l+,*:-tl cloud Runner gla$ced around sr rhe or}er ]brminators. He hoped he
Pethaps I rhought the spiiits had chosen to,sr*: 

T:-d..yl ll.il h;;-;"itG;-.i".y well enough ro carch his listeners' minds andpr€sumpLion. Pefiaps I was 30 filled with tenor thil I 
*:."lll:l *-irJ,r,"- J,r,;i. arty ro rie Ernperor He hoped he tud rcminded

nothing l how that I was frozen in plac-e, while Silver Elk tumed ,1r.. [" ,rt"v ira 
"[ 

.a& rhe semi decision aihe had and that thcy
and ran' would cnc€ morc male rhe corect choice.
"r I had b€al afraid beforc, imagine how I fell when I saw that 8r€!1, He shook hL h.,d ,nd loudred lhe drarm of brsided hair rh.t he stir
winged shaPe in the distance and heard the toar of lhe €pproachine *"* .*"a rr" ,i,r*a ue wonderEd if he hrd made rhe coned choice
thunde6ird Picture mv honor when t **.1 

::t,.*11Tir,*' "n 
;.;;;;;, !gb, if he would heve been hsppier 3raying wirh

sreed of the Emperor, choser of the slain, wingen Hunting Skeleon n-"i"f ri..,.:lrr" u"ghr, bold vision he had podse$ed in hir yqrrh
"I tdnerly r€greEed my folty. I could not move to save myself, and had faden sttd lo3t il! glamout over the yean of endless warfare. I
waired for DearhwinS ro srrike me wirh irs claws and r€lsse my never evm said 8oodbye to her, he thought, and lhat somehow wes
spirit, the saddesl thouSh of all.

"I wal sulprfued when the thundeftird stooped to e3nh in frcnt of me He j'rdged tr|r hc hd swayed many of lhe Marines, bul when l-sme
and cssed irs angry roaring. Stilt, I could nor run. hs berk gaped, Bear le-r|ei for*erd to spek,'he knew the struggle had only begrm.
disgorging the massive' black-srmourcd form_s-of lhe-chosen desd. "l wc$ld spclr of ca)arl€€]ers,', rhe big man ssid quialy..I wdrld
on eich shoolder tiey borc fte sign of the winged blade 

"o.'r 
.ic,!'.""'r"". ,r*ir rlnor and rheir crueltv. . . ."



Flomer Ammunition
If you are lsir.g the Termiaator Force List (see below),
additional ammunition is paid for when choosing your squads
and weapons. The points cost for buying arnmunition for
flamers is listed in the options for squads wifi this weaporL

A flamer begins the game loaded with enough fuel for 6
shots. You may buy 1 extra canister of fuel for a flamer when
purchasing squads ftom tlre army list. This allows the flamer
another 6 shots.

Flomer Relood Aciions
Reload actions c.st 4 A?s. Reloading must be completed as a
single action" so-all *re APs must be spent at one go. Marines
cannot paltially ieload, perfom some other action and then
complete reloading.

The points cost may, of course, be defrayed by expending
command poins. Reload actiors can be performed during the
enemy nrd.

When you reload a flamer, dre Genestealer player hands back
the markels that have already been used by it. Also, you
should keep track of flamer ammunition and reloads on a
piece of scrap paper or the rosbr sheet provided at the back of
this bookler.

"q.*
' l

, lt{Etlr RutEs
CLOSE ASSAULT
WITH GENESTEATERS
A Genesteal€r attacked in close assault ftom the side or rear
is disadvantaged in the same way as other models. It rolls
only two dice and, if it survives the 6rst round of anack, is
allowed to tum and face its opponent at no AP cost.

Shooling info o Close Assoull
A Marine in ovetwatch can shoot into a close assault,
provided the talgeted Stealer is in his arc of fire arrd he has a
clear LOS to it. If a Genestealet attacks a Marine who blocks
the firing Marine's l,OS and the result is a draw, the Marine
in overwatch cannot lue at that Genestealer. If the Stealer
wirs, however, the dead Marine is removed and the Marine
car! then immediately lre at the Stealer.

FLAMERS
During a long garne, a flarner may run out of arrlunition.
Reloading a heavy weapon (ie a flamer or an assault camon)
while wearing Teminator Armour is awkward and time-
consurning, bu! the exua ammunition can give the Marines
that slight edge they need to complete their mission.
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You carr reload a flamer at any time; you don't have to wait
rmtil it's completely empty. However, a reload will only bring
the weapon up to is normal full load of shots - ie a flamer can
never have more than 6 shots. Any extra shots are lost and
carurot be saved for futrue reloads.

AMBUSH COUNTERS
Ambush counters are used by the Genestealer playet to
represent two things: Stealers who have remained hidden
while the Marines have passed them by, and things that are
picked up by the Marhes' movement sensors rh might be
Stealers. Ambush counters can only be used if both players
agree upon it before the garne starts. Place the anbush result
counte$ in a clrp at tJ\e start of the game if you decide to use
them, and put the ambush counters themselves to one side.

The Stealer player can take an anbush countq instead of one
of his reinforcement Blips for the tu:m. He may never use
more than one ambush comter per tum and must place it at
t}Ie enl of his turn. It can b€ plac€d in any empty square on
the board as long as the square is aL least six squares away
fiofl the nearest Marine, and flot in a Marine's LOS, Irt
addition, the Stealer player is never allowed to have more
than two ambush counters in play at ary time.

Ambwh counters have 6 APs, and move in the sarne way as
Blips. An unconverted Irnbush counter can enter the LOS of
a Marine, in which case, the Genestealer player must
immediately draw an arnbush result counter tom the mug at
random. Ambush counters car only be convefied when they
enter a Marine's LOS or a squarc that is adjacent to a Madne
(even if no Madne is able to s€e ihem).

If an ambuh result cormler is revealed to be a Genestealer,
replace the ambush comter with a Genestealer model. It may
carry on moviig, using any APs that were not used p or !o its
conversion. If the ambush result counter tums out to be
anything else, the ambush counter is lemoved from play
immediarely anless it is in the LOS and atc of fte of any
Marine(s) on overwatch. Retum any arnbush result counters
to their mug aJter they have been revealed.

A Marine on overwatch will lue at an atnbush counter withh
his LOS and arc of fue, even if ir is something othe! than a
Genestealer. Attacks on revealed Genestealers are handled
normally. Those on an;thing else must be rolled for anyway,
as the Marine's grm will jam if he rolls a double. The fued-
upon anbush counter is then removed from play.

SECURING AREAS
The mission briefing will tell you if Stealer entry areas cart be
secured (ie made safe). Entry areas may only be secured if dre
briefing specifically tells you that it can be done.

Being able to secrue entry aieas means thal they do not lead
to limbo-like spaces inhabited by hordes of Genestealers. h
reality, they lead io rlLings like major access corridors that a
Marine can secure in such a way as to deny their use to the
Stealers (by locking blast doors, for example).

An entry area is secured when a Marine entels a square next
!o the first square a Genestealer would enter if it were to use
that entry area. There is no AP cost to secure an area, but the
Marine must be able to see the area to be able to secwe it.
Note that this msurs that objects (including Stealers) that
block the Marine's l,OS to an area must tre rernoved for that

a

Jd
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Marine to be able !o secure that atea- Represent secuted entrv
areas by placing a spare counter face down on the appropriate
squarc.

Secwed areas may not be used by the Stealea player to enter
reinforcements. In addition, any blips or Genestealen that are
lurking offboard next to ihat area a(e lost alld removed ftom
play, Stealers rcmoved in this way do not count towmds the
Marine player's victory conditions. A secured entry area
remains so for the rest of the garne, even if the Marine who
rcured it moves away.

TELEPORTING
AII important part of any suit of Terminator armout is its
built-in teleportet homing beacon which makes it possible for
a Marine tlapped aboard a ship to effect an immediate escape.
Unfortunately, the carrier wave that the device broadcasts is
easily blocked by large amounts of metal or by elecftonic
interference.

Thus, rhe furrher inro a hulk a Marine is, the less likely i[ is
that the Marine command ship can pick up his homer's signal
and bring him home. Conversely, this makes it extremely
difficult !o teleport a Marine deep into a hulk as well. For rhis
reason, teleportation charnb€n are usually positioned near the
exterior of a ship, where the potential for interfetence is
reduced.

Il some of the missions, the Marine player has fte option of
teleporting his force back to safety at a cost of 4 APs pei
model. Only one Marine can be teleported in any one tum,
and this can only occur during his own tum, never in tie
Stealers'.

When a Marine is teleported, remove the model from the
board and place it to one side. That Marine plays no fwther
part in the game and cannot teleport back onto the board.

The time the Marine player has to complete his turn is
reduced by thirty seconds for each Marine Sergeant or
Captain teleported to safety. If a Captain is teleported to
safery, the Marines also lose, in the following nrm, the +2 CP
bonus thar he orovides.

THE ROSTER SHEET
At the back of the rulebook are two rostet sheets for the
Marine player's use. When playing Space Hulk, you should
use one sheet for each squad in your force. Write the name of
the squad in the box. at the top of the sheet and the name, rank
and armanent of each of the squad's Marines in the boxes
provided. Squads ale usually narned after their senior officer.

If the squad is being led by a Marine Captain, record his
personal heraldry in the blank shoulder-pad shaped space in
the upper left-hand comer of the shedt. This is Ore design ftat
appears on the right shoulder pad of the Captain's amout.

When recording a Marine's armament, be specif ic,
particularly if he is carrying a heavy weapon (ie. al assault
c ulon or a flamer). For example, there may be more than
one assault cannon ot flamer in a squad, so tecord which one
the Marirc is equipped with. Also note rhe number of reloads
he has at the beginning of dre game.

There is also a track upon which fte number of Genestealers
killed can be tallied. It is the Marine player's duty to maintain
this tot-al when it is vital to his vicrory conditions.
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TERTIII{ATOfr TORCE LI$T
The Terminator Force List allows you, as the Marine player,

to carefully choose yow forces for each mission. You decide
what weapon combinations you will use and whether the

situatiofl calls for specialiss such as a Captain or a Lit'rarian.

Using the force list b,rings a whole new feel to the game. The

potential for vadation is enormous. You can replay every

scenado several times, trying out different squad and weapon

combinations in each game lf you get beaten with one forc€,
pick a different force next Lime and try again.

The rules can be used for any of the pubhsheA Sprce Hulk
scenados as lonS as botlr players agree ro use them before the
game begins. Note that tlese rules allow only the Marine
player to pick his forces. The Genestealer playet follows the
forces and deployment instructions Siven in the scenario.

cHoostNG
THE MARINE PTAYER
Before you choose the Marine player, decide which scenario
witl be playcd. Then, without showing fte otler player, bodr

players mwt write down the number of points they would like

to spend on a Marine force for the scenario, up to a maxunum
of 50 points.

The player who makes the lowest bid gets to be the Marine
player. He then uses the number of points he bid to pick his

force from the force list. This force is used instead of the
force listed in the scenario, not in addition to it. If both
players bid the same amount, they mwt each make new bids

until one player makes a lower bid than the other.

Remembe! when you're bidding that the higher the number of
points you bid, the more Marines and weapons you can buy,

but that you're less likely !o 8et to be the Maine player. On

the other hand, if you bid too low, you're certain to be the
Madne player, but your chances of winning are slim!

USING THE FORCE LIST
l .  Select squads from those l isted. Unless otherwise

specified, the Marine player may have any number of

squads irl his force. (In some cases this will me:rn that

some Marines wil l  not f i t  on the Matine entry areas

specified for the rnission. If so, simply add spare straiSht
corridor sections to the Marine entry ajeas until all of lhe

Marines can fit.)

At least one Sergeant ot Captain must be included in the
force. A force may never have more than one Caplarn.

2. Equip each squad with any weapon upgrades or reloads
that you want from the Opriont sectiod of the appropriate
box.

3. Refer to The Timer rulcs below, and decide how many
points you want to spend to increase youl tum's length.

4. Add up the lotal value of the points you've spent and make

sure that it does not exceed the arnount of your bid. If it

does, you've got to redcsign your force until you've spent
the proper amormt ofpoints.
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Now you're teady to Play. Objectives, Cenestealer forces,

deDloyment, specia) rules and victory condir ions apPly

"*Lly ", 
tori itt rhe mission Mehng.

Ihe fimer
To find out how long the Marine playe! has to complete his

move, sirnply ctoss-tefelence the number of Captains and

Sergeants there are in his fotce with rhe number of points he

spent in step 3 of designing his force. All times are Siven as

minutes befole the decimal point and seconds after the

decimal point (eg 1.30 means 1 minute and 30 seconds).

The time allowed for the Marine playel's move is reduced by

30 seconds for each Sergeant or Captain that is lost during the

same. to a minintun of 30 seconds.



TERMINAIOR FORCE LISI

I Captain with slorm bolter, power sword and power glove
wilh BrEtude launchei

I librarian, psychic rnastery level l, *.iih srorm boher and

I Marine wirh flamer and power glove
I Marine rvith agsauh cannon (l free reload) and power glove
I Marine with storm bolter snd power glove

Increase Librarian's psychic mastery
(maximum 4ft) 3 Per level

l flamerrcload 2

1 or 2 assaul! canncn reloads I e3ch

1 Marine with power glove and eitrer flamer or assauh
cannon (l free reload)

I Marire with storm bolter and power glor/e

I flamer reload 2

I or 2 assauh csnnql rel@ds I each

SeBent widr storm bolier and power sword
Marine wilh lightning claws
Marine with thunder hammer and sbrm shield
Marines wih slolm boler and power glove

Replace storm bolter and power glove with:
flaner and power glove 4
storm boller and chain fist 1

I Sergeanr ivfth storm bolter and power glove
I Marine with po*er glove and e/tr?r flamer ,/ assault

cannon (l frce rcload)
3 Madnes with rlonn bolter and power glove

Replace Sergernt wilh Caplain armed
wirh storm bolter, power sword and
power glove wirh gr€dade launcher 3

Equip Serge5 wirhpowersword I

Replace I Marine's stom boher with
assault cannon (l fr€e reload)
orflamer 4

Replace I Marine's power glove with
chain tut I

l flamerreload 2

I or 2 assault csnncir reloads I each

Replace I Marbe's entirc armamenr wirh
thrrnder hammer and srorm shield
orlighming claws free

I Se4eant witi storm bolter and power Slove
2 Marines wilh storm boher and pnwer glove

Equip SerBea wirh power sword I

Replace I Marine's entire annament wilh
thunder hammer and storm shield
or lighinirg claws free
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CRATES
Stealen usually ignore much of the cargo left upotl a ship by

tie foriner inhabitants as it often is useless for their purposes'
The crates that hold dris cargo block LOS and movement
while intact. They car be anacked in the same way as doors,
and should be replaced with an appropriatd-sized rubble
counter or flipped over if destroyed. Crates can also be
destroyed by a flamer hit. Roll a D6 for each clate in the
section; it is destroyed on a 6. Crates camot be moved.

RUBBLE
Ships are often damaged during a Stealel invasion ol
subsequendy fall into disrepair. This can leave large amounts
of rubble in the ship. While rubble does not block LOS, it
hinders movement through it. It costs an additional +l AP to
enter a rubble space. Fot example, a Marine pays 2 A?s m
move forward into a rubble sPace.

When a Marine fues a stom bolter or an assault cannon bwst
at a target in or behind a rubble spa@, there's a chance fhe
shot is deflected by dte rubble. If hi! the Stealer player tolls a
D6. On a 5 or 6, Ore shot is deflected and has no efect. If the
shot passes through or into more than one rubble pile, the
Stealer Dlaver rolls for each .

The Stealer does not get to rcll if the shot Passes diagonally
next to some rubble unless the other diagonal is blocke4 too.
Rubble has rro effect upon on any other grpes of attack. Also,

rubble carmot be destroyed or cleared away.

BUTKHEADS
Bulkheads are sirnilar to closed doors, excePt they camot be
opened. They are fixed in Place and must be b,roken through.

A Marine armed with a chain fist can break through a

bulkhead by paying 2 APs. Othet Marines must make close

assault attacks against drcm, succeeding if they roll a 6 or

higher. Any close assault bonus a Marine is entitled to

applies, as do any psi points a Libradan spends' Genestealers

also ne€d to roll a 6 to brcach a bulkhead.

A bulkhead can only be shot open by an assault caruron fting
a burst at it (full auto fire has no effecr - it's nor focused
enough). Roll tlree dice fo! the assault cannon as normal. The

bulkhead is destroyed if any of the dice come up with a 6. A

bulkhead can be blown down by a self-destructing flamer or

tlllmder hafiuner or a malfunctioning assault cannon. In any

of these cases, the bulkhead is destroyed on a roll of 5 or
better. Bulkheads are not affeated by grenades ol flaner fue.

CRYOGENIC TANKS
Cryogenic tanks are devices which are used !o place a living
qeature into deep sleep by reducing its body tenPrature ln

this fashion, creatures can be held in stasis fo! yeals,

complelely untouched by Ole Passage oi time.

Cryogenic tanks block LOS and movement, even if they have

been de,stroyed, They are fixed in place and camot b€ moved,

but can be attacked in the saine way as doors. Flip the
cryogenic tanks marker face down if they are destroyed.

DISPOSAL CHUTES
A disposal chute is designed to vent garbage from a ship and
ou! into space. A Marine who reaches one can dive in, blast
tlEough the chute's outer door and exit the daft. The door can
be attacked l ike a.normal door, but cannot be opened
manually. Once through, a Marine can then make his way
along the outside of the ship to a boarding torpedo and enter it
through an extemal airlock, or altematively, be teleported
back ro fie ship from which he origina.lly came.

Stealers can follow Marines inlo the chute one at a time and

ry m kill them before rhey destoy the outer door Once the
door is removed, however, a Stealer has no chance of
catching a Marine who has entered a chute. Aly Marines
already in the chu@ escape automatically.

A Ma.rine that exits the ship is removed from the board. He
has escaped and cariot retum to ihe game. A Genestealer that
enlers the chule has either become tapped at dle bottom of
the smoorh'walled chute or, if a Marine has destroyed the
chute's ouler doors, fallen into tlle bottomless pit of space.
Gene,stealers thar die in this fashion are counted as casualties,
but similarly removed Marines are not.

a
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\{o He.& Telking *'sndeEd lhe nithted streers. They seeined
edrlFy now thsr fte vo*ers hsd rEqrmed ro their b6nacks. A

I slight beze had spnmg up, Howing flecks of ash lhrough the
street6, deadng the smot slighdy. A bitter ssh-bsr€ filled hir moufi.

He pessed br the fectories wherc gLnt stesm engines sood, still
wo*ing. Their dir filed lhe iir. Their pistons wenr up and dovm like
the nodding heads of mrddened dinolAurc. He knew they never
!ested

He strode do*n r .ar€€t of ricb mansims, ddven by morbid orriosity.
He fdl e! rhough he h.Nd be€n rhown lh€ pieces of. vast puzzle, snd
if he could qiy loc.tE drc las! piece, ir wq{d a[ fdl into place.

Each m'|rion hc passed had wroughr-iron g.tes \xhich bore $e signs
of the Nighr-owl, lhc Puma and the Rsr. These were lhe tor€m
admels of lhe Hi[ Claur. Two He{ds Tslking wondercd whaher the
cbi€flains of these Fople dwdled widria, Hc corld well b€lieve rhat
lhey might make pec-t3 wilh whoever had done rhis. Tho6e peoDle had
dark r€putation!.

He felt anger grow withi[ hirn, driving oui the sense of
bec.ildemen!. His life had been rEndered fi*ningless. His Faple
had bern betreyed. His world had been stol€n. Even the Da* Ansels
had been destroyed. Ten rhousand years of tradition ended hire.
Therc rpere no morc bold huntsmen of the plains for the Sky-Warion
lo l€cruL

The Chaper might continue, but its heritage had been destroyed - it
wodld trever tE the same again. TVo Heads Talking was of rhe last
generation of Marines recruited frcIn fie Plains PecDle. There would

As he movd beyond the mansions, towerd the pollured river, his
spirit senses wamed him he was being followed. Pan of him did not
care, would welcome confrontation with whatever watchers
shdowed him. F&rn up ahe{d, he hsrd e IrEn of pain.

"We do not know where rhey cone fram," said Lame Besr .Not
even the Cuntors of rhe Admini$ralum know that. They appesr
withou. waming, canied in the mighry spsce hulks which drifr;; dle
tides of warprpece."

A shiver pesred through even there hardened Terminaron. Cloud
Runner saw the gaze of rhose $ho had fsced rhe Ge&sr€sleB tum
hward Their faces reflected lhe grim manodes of thc eaccirnters.

Unconsciously, they 6st W strrighter and look€d around nervoudy.
For fie filrt time, it was brought hofte to lhe Capain that they really
did face the Cenesteilen once more. They feced a thrcar rhrt could
kill tlern.

"They arc dreadl!! fes: ferocic s, relentless, klowing neirher pily
nor f€r They do nor use weapoDs, Fdaps becluse rhey do no! need
therh. TheL claw! rre c{pable of tearing adamartium like paper.
'They do not use crmour; their hides arc so tough rhat they c{n
survive, for r lime, unsuirrd in vacuum, They ht e the espec! of a
beast, yet they lre intelligent and organised. They are the most
tenible enemies rny Marine hss faced since thc time of the Horus
Hercsy.

"How d,o I know this? I h.ve fsaed thfrn. rs have othen herc."

Cloud Runner ,iiver€d, recalling the rimes he had fscrd lhe SrealeN,
He rehembercd rheir chitinous visage, 6eir geping jaws end four
rending claws. He tried not to rEcall their blinding, insed-like speed.

"It is nor their fesnome baEle prowess thst makes the Stealers 3uch
dr€3dful opponents. h is something else. I will tell you of ir.

"One hundrEd lnd twenty ye3rs ago, befott ever I dmned Terminato,
armqlr, I l,a3 lem wfth rhe lleet that investigsted the strrnge silcnce
of dle hive world Thram.

"The Imperial Gwemor had not paid trjbute for rwenty years, and the
Adeprus Terrs had decided rhar perhaps s gentle reminder of hig
swom duties w'r in order.
'Th€ fleet anived bearing sections froln rhe Dart Angds, the Space
Wolves, the Ulrramarines and err Irnperial Guard regiment fiom
Necromunda. As lhe fle€! moved into drop position, 

-we 
expected

rcsistancc, reb€llio[ Bur rhe orbital mdlirorx did not firc at us. and
the Govemor spoke feirly !o us on rhe cqnm-link

"He claimed rhat the world had been cut off bv warDslonns and
Orkish raids. He apologised for rhe non-paymenr oi rribute and
ofierri imrnediste reparations. He suggested thst hquisitor Vsn Dam,
who wes in charge of the Fnitive expedilicn, descend sDd accept his

"We were naturally suspicious, bu! Van Dam suggested that any
chance to teke a world b.ck i.ro the Imperial fold wirhout the
expense of military action should .r les;r be invesrigated. He
t€quested ilnr the Dsrk ArBels prcvide an honour guard. We set our
loc4ors and teleponed down into t|e Govemor's r€cetrion hall.

"Thrsni wrs a world €ocrsed in sreel. IE natives never sa* rhe skv.
TIre Govemor's hall was so v!s!, though. rhat clouds formed mder iL
ceiling and rain fell m the rre€s $a! surlullded &e Ruler's Pavilion

"I! wrs s sight to 6tir the blmd. Lorg ranls of guardsmen flanked the
curvint metal road fiat led ro $e pavilion. The Fvilion irself floarcd
on suspenson above an artificial lake. The govemor sat cr ! throne
csrved frorn r shtle indusrrially cultured pearl, flanked by two
b*utiful blind meidens who werc his court releDaths. He bade us
welcorne md showed us the tdbute.

"It was brought frorn vaults by specia[y bred slaves, grEy-skirmed
eunuchs vith muscles Iike an Ogryn's. Even so, rhey could bxrely
clrry the chests. They paraded past us in a seemingly endlcss
Procession, ctrqting industrial dismmds, gold-inlaid bolters, suits of
armoued ceramite rnd jade.

"All the tjme the govemor, Husc, kept up an endless, miable chauer.
We wstched, dazzled and beguiled by his smoorh voic€ and afable
manner As the long day worc ('r, we began to eccept !ha! therE was
no need lo fight, that we should sirnply tlke the rribure and go home.

"Our minds *ere ple.sandy befuddled, srd we were preparcd to
agrec !o anything our tracious hos! luggested when lhe trcat
cryogenic cofins werc brought fonh. Huac claimed they canied his



x$swffi
greatest tre:surcs. It is a measure of how under his sway we wete ihat Several other wanion mede to acconpany hirn.
we alrnct took fiqn, withour fiinking. "WaiL,, said Bloody Moon. "The gathering is nor o'er and I would

"It was Two Heads Talking who said no. He stood there, for s spelk...."
mcrn€nq like a man bemused, and ihen he began to chanl Il was as if

cobwebs had been lified fmm our eyes and we saw the snarc thal had
been so subdy s€t for ur.

"The spell of the Magus, for such was Hu.ac, IPss lified, and we saw
to our hormr thar rre had almosi lsken rwo Genesteder cofrns back
to our fleet. All thd dremoon, as our minds had b€en luled by rhe
long, slow march, Huac hsd been inserting subde, myslical lendrils
inio our minds.

'Still, so near !o being enthralled were we that we rlrnosl Protesled
when Two Heads Talking riddled Huac and his two apprcntices with

boler fite. Otly fie Living Drcrdnoughl Hewk Talon joined in fie
firing. We r€act€d slowly when he wamed us to defend ourselves.
Huact guardsmen almosr had us.

,,BurwewerEMarines.Nosoonerhadrheyopenedupwi$ neirras- ltr11i'3ft:f*-T":h"fif$Xlflfi";#""ti;#:
rifles than we rebrmed frrc wilh o{rt boliers, cutting t}em down. Yan ie sa*'thrr 

" 
group of bluecoats haal pinned an old Inen agaiNt ihe

Dam tried to contact lhe fleet but our comm-Ii"\1 
"".* l"l:,8 *u[ una werJslo*ly and surely beating him !o detth ;i!h rheir

jamrned, and we could not telepon out.There was norhing for it. we urncheons. One of dreir nurnber held a lanrem, occasicnally giving a
had to fight our way to the planet's surface and hope $4 a droPshrP calm- Drecise order.
could reach us.

"hseeinedasif thewhorepranerhadtumedasainsru.s.and$arwas 
"l*s;tY"'jffH;Hj#:t";if;"#;:$'J:Iotfimore or less rpha had haFpened. Two hundrcd of us foughr our way 
. fri. f""*. ffr" 

",fr*tf"ecoatslaughei.out of rhe audience room. W€ were met by armed men, unarmed
childEn and rh€ir morhers. All threw thems€lves agains! us with "Pr€ach her$y agains! the Inperial cult and the warriors frorn $e

insane ferocity. As we cur rhem down, lhey show€d no fear - cnly a sky, eh? Whal makes you old fools d,o id By fie Etnperot, I lhought

strange, unloly joy. The whole world had been infected. we had 8ot the l3st of you "

"Our trip ro lhe surface was a nightnare. We battled along dark Their victim lmked up a! them. "You sre deluded. The Wanion from

corridors, crawled up access ladders and rhrough narrow halches the Sky would not have hill ihis place and herd€d us here lhe way

never meanr for Marines. I saw Sle€l Fis! rumble back he-adless from elks are herded ro the slaughte!. Nor would they have broken fte

me halchway. Van Dam lobb€i a handful of crack grenades through burial mounds of our Fo?le. Your masters arE evil sPirits sunmoned

and we werE spaner€d wirh the remains of a full-grown Stealer." by the IIiU Clans, not true Sky Waflion. Dealhwing will ftrum and

"My b,rother Red sky l'as Frlled down by a wave of feral children 
rend lhem asundet_"

{.ifi explosives in their hands. They deronated them as they crawled "Silence, blaspheming no-name," said the leader of the bluecoats.

over hitbody. He did not live. "You wish to prove your courage, do you? Peftaps we should r€tum

"Twice in rhe endress corridors, we werc arrnos! ovenun. t c€me !o 
lo l}e old wsys' drqnkrd' and practise the weasel claw ritual on

hand-to-hand combat wirh puesrain Slealen. Twenty of our bro$ers lw

were cur down beforc Two Heads Talking's force axe and Cloud The old ma'l coughe/ blood. "Do whar yo|r will. I arn Mondng Slar

Ruturer's power sword canied ur clear. of the line of Rururing Deer and Silver Elk. I have rhe Witding Sigh!.

..rt was while suardins lhe rinar ha!€hway th.a, r rosr rhe use of my :;?r"H"*:ffiffi:-]1#t#ffiff?"## 
rand rhe rcd

leg. A Ste3ler qrt right through fie noor and Srabbed me. tryrng to
prll me down. I blasred frurticalty ar it. The last thing I remernber "Is tbat why you chde ro stalr ranting fitu night? I had rlrcughl lhe

was iu horrid, teering face as ir pulled me down towad iL Around it only spirits th{r Blked to you came from a botrle," said lnother

was a grurp of Thranxians who stroked and pushed against it fondly. bluecoar, kid<ing Moming Star in the rib6. The old man groaned. Two

.,rhe orhers told m€ l'hat had happened when I wore l,p,* rhe ff:i:J*ljRil:ij"lil{'av 
rorward lhroush rhe rnis!' till he

medical bay of th€ ship wilh a new bionic leg. Two Heads lhlkrng
and Cloud Runner had Filed me cl€ar and canied me to rhe roof of The bluecoat leader spoke to him. "Go away, buck. This is Warrior

rhe world, where lhe drcpship wailed. l-odge tusiness. If you dm'l want to join rhis drunkard in lhe river,

"There wrs cr y one thing to do: order fte Errerminatus. The whole 
yotr'Il leave now "

place was slerilfued frorn orbi! wilh virus bonbs. Later, inquisiorial "You dishonour lhe idet of the Warrior lrdge," said Two Helds

investigalors sscenained rhat the whole business had begun only Talking quietly. "Depart now, and I will spare you. Rernain a

sirry yeaff before, when an unrecorded space hulk had swung he3nbe3! lcnger, and I will surely granl you deth."

through the systsn 
The old man looled up u him, awestruck. Two Heads Talking carld

"k had rakel only &rce generations ior the Sr€slen ro infect a whole see the *inged skull laltoo of ! Shaman on his forEhead- A few

world, For $ar ii how they r€produce - ry tuming people inro hosts bnvos laughed Sorne, the wiser ones, hesrd rhe soft menace in rhe

for rheir offspring. Their yictims endure this willingly. due to the Marine's voic€ lnd bocked away.
stealers' hyPnoric Powers lhe leader gestured for rhe bluecoars ro a$sck. "Tskc him!"
'Madv nieh6 I have lain swake 

"*d*t-:l:{:1::_T."lj^n::: Two Hesd3 ralking parried rhe swipe of a !runcheon wirh his
savei the world ir oilv we had arrived 'T"11-l-"11pj-I-1", 

Y ;;;;.-il"; waia rnerarlic ring ai rhe ttuageon snappd. He
been able b elimiflde fie Stslen beforc th€ cancer had spead, we 

;;;;; ;.;;,, rnse against lhe 6un of his fo; axe lll; hshed
wdld nor have had to order rhe Exteminalus 

*i*irh r,i"-i*,, arl"lng i! into anoi}ler btuecoat's stornach rvirh

Cloud Runner could 3ee ihat the warriors had been swayed and inhunrn forc!. As dle mar Sent d,ouble lhe Librarian choPPed down

argered by Lame Be-ar's tsle. He could lell tlat rhey wer€ considering on his nc*, brElking iL
rhe assimilalicn of lhe People as breeding stock and th€ possibilily 

The blu€coaB s*.rmed over him now. Their truncheons were ss
lha!, by swifi action, ftey might prevent il 

inefrectivc er rw[r againsr s besr A few tded ro grab hi5 slms artd

"kt us go," said Weasel-Fiercr, leaphg to his fe€t. "lrt us enter the immottli5c bn. Hc ahruSged them off easily, swinghg killing blows

city and kill the Stealen' spawn." wil}l wcalon !|d elbo.r. W}l€re he stuck, men died.

.*t



As the baElelust swep over him, he felt the bound spirits slip away.
He knew that he stood revealed in his true form. The lsst of lhe
bluecoak lrned ro lurl. Two He3d3 Talking hooked an arm srctmd
hfu ned( and twisted. Th€rs was a crunch of shattering vertekae.

The old man gazei on him with rcligious intensity. "The spirits spoke
turhirlly," he 3aid, a! if he did not quite beliwe iL He rcached our
snd touched him, mrking sure he was rcal.

"You hsve cqne at lasr io frE€ the People fr€in their bondsge !o rhe
false Enperor and leld rhem back to lhe plahs. What is your name,
Sky Wanior?"

"Ir my yqrlh, it wls Tbo He.ds Talking, spprEnricr to Spirit Hawk.
When I enrered the service of rhc true Emperor, I rook the narne
Lucian." He cluld see lears flnning down the old man's sc€rred
cheeks.

"Tell me, old man, whai has happened ro our folk? How did they
ccine to fall so low?"
'It begen when I was s buck," said Moming Srar, wiping his
face."Ole summer night, the sky bumed, snd there was a grea!
roaring. A trail of fire raced across the sky, and rherc wss an
explosion. Where \re sre now was a vast crater, and in rhe c€ntrE,
wher€ the Temple of the Four-armed EmFror srands, was a grear,
rcd-hot pile of metal

"Some pople thought dle Sky Waniors had rcrumed, thar rhe roaring
was the voic€ of their lhunde6ird. The Sharnans knew thar fiis could
not be so, for Deathwing rerums q y once every hundrcd yean, in
autunn, and ir had b€€n only fifry years sinc€ the rcd slar was last
visible."

"We were pleased because we thought that we might ride Deathwing.
Mosl of us had rE€koned on being old men when fie Sky Waniors
crune ag:rm.

"Those who met our chiefs werc no! the arrnorred waniors of lesend.
They were feebte, prle-skinned men who claimed lllar lhey had ;cne

frqn Ihe Enpercr to show us the way to build an e3nl y peradise.
They prsched the viroes of toleran e and brothedy love end an end
to warfar€. The driefs ierrt them packing, which was . mist ke, for
when honeyed wod.s did not suc.eed, they ried forr€ of a.ms. They
a[ied with rhe Hill CLn3.nd gsve lhem m€tal blades which ou.
werFo3 could not wirh3rand.
'Evennrdly, clans werc forcrd to trade for dle new we3pons in o(der
to wirhrtand their enemies. Tales \f,ert rold of how witcbing spirits
\vith four srms and terrible claws &suoyed drr warriors. S@rL the
preten&d dled fie Plains, lakirg sleves and desrroyin8 uttedy thole
who opposd thern,

"Then ceme rhe buildirg of this great city, using shve labour and
psying the freernen in trlde tokqs."

Sudder{y, lhe old nun's eyes went wide with honror He was looking
past TWo Herd6 Talkirg sd inro the nigh! The Librarirn rrme4 and
frorn the misl, rhape ederged.

One was thc fa! mrn who c{dier hed been riding in tbe palanquin.
Flanking him wcre lwo huge four-armed figure3. Their carapaces
glistcncd like oil. They raised large claws which glirler€d in the
mooi ighl

"We world have told yo.r all this if only you had asked," said the fa!
man, gazing at Two He3& Talking wirh his dark, magnetic eyes.

The Libarian flexed his fingen, and his force are hummed a song of
dedr in his hrnd.

"It wcs in the iime of Commander Aradiel, a hundred sumrners
gone," said Bloody Moan. 'We were aboard the bardebarge Angelus
Mon€ on s€cror edge l,strol when the alams went off. S€nsor probes
indicated fiar a spac€ hulk had dropped frcm warpspace near us.
De€p sc$ning rEv€ded nothint. We werc odercd ro investigate.

"We crouched wifiin the boarding lorpedoes ard were fired at the
hulk. h \pas unpowered and da* when we disembarked, so helrnet
lights q\ we moved to seore the Frimerer. \[e me! no rcsistance,
but as per standarrl operalional procedures, we proceeded wirh
extreme c€ution.
'We ideiti-fred dre hulk rs ftiron of lrsr Souls, an appropriale name
as it tumed out. We movei newously rhrough fie shadowy conidors,
for the raint of $e wsrp still hung about lhe craft. I! made us une5sy."

"At first, there was no sign of danger Then \xe came across the
bodier of sqne Spsce Wolves. They had b€en riddled widr bolt€r 6rE.
We could not guess how long lhey had lain there - Frfups sinc€ the
hulk had las! e tered normal spsce. It migh! have been retr ye{Is o.
ten thoussnd - we did not know. The rides of warDsDace are
unprEdiclable, and time flows strangely rherE.

"Brotber Sergeant Conrad ordercd us !o be wary Then a rerribl€ $iry
occurrcd. A Space Wolf's corpse sat uprighr, irs eyes glowing
crimson. 'You are doom€d,' i! lold us. 'Every one of you will die as I
have.' We riddled ir l}'ifi fire from our weapors, bu! sdll i|s honible
whisFrs echoed in our min&.

"We begrn !o fall b6ck. All around us, BliF suddenly appearci on
our sensoni. They were running parallel ro us, rrying lo cut us off
fiom the boadine torpedo.

"At corridor inlenections, we caught sighr of ffmourcd figures. We
exchnged s few shots with them. I hir one and heard ils scrcam ovet
rhe comm-link. They were using the same frcquencies as we were.
When we rcalised t}at, our blood ran cold. We asked ourselves: cqrld
these be Marines?

"We did no! hsve long to writ for afl answer. They swamed do\rn $€
corridor lo\rard us in s vast wave. They weae garbed in the armqtr of
Marhes, but they were horribly nuured. Sqne clurched rusty boltcn
in tentecles ins!€:d of hands. Sorne had faces rhst werc moist and
Sreen and sliDy like toads. Some had claws .nd extrr limb,s. Ssne
draggei themselves along, lervirg s rrail of mucus behind rhem.
'Th€ mark of Chaos was upon them. They celled on Holus and lhose
powers that sre beler noa named. And we lcnerr them - tbey werc

negsdes, surivo.s frqn rhe Age of Heresy who had pacted wfth
Chaos in exchange for el€mal life. The frghring becarne close and



heavy. They had the weighi of numben, but we had our Terminaror

armour and rhe str€ngth of righteousness.

"For a momenl, it loo&ed as rhough they might overwheLrn us' but

then ow thunder hammers and lightning claws came into Pley, and

we cu! through them jnexorably. They foughr like daemms, and they

had lhe srlengft of ile dafimed, but evenorally we wdt

"I stood tooking down ar the Hy of my lasi foe, and a rhought

occured to me: this man had once been a Marhe like myself. He had

undergore rhe same training and indoctrinalion as I had. He had

swom to serve the EmPeror. And yet he had berrayed humanity. How

could this be?

"How could a rrue Marine b€ccrne forswom? I! seemed unlikely !ha!

he would suddenly rum his bsck on the Pettem of a lifetime and psct

wfth lhe Dadoess. Whal had Chaos to offer him?

"Wea]lh? We have no use for the baubles that other men covel; we

already have the fines! of everlthing thst a man could wish for'

Sensual gratification? We aI€ raugh! iB rBnsirory narure. Power? We

krow lnre powef, which is the will of th€ Emperor. wllo among us

could equal his sacrifice?"

"No - as I stood over his Hy I came to mderstand. He had deviared

not in cne leap but in small st€p8, by increnenls.

"First he had ccne !o place trusl in the Warmaster. An easy slep' for

was not Horus rhe drief chamgicn of the Emperot?

"Th€n he had come to follow the Warmaster. Who would nol? A

soldier follows his commander.

"Then h€ had come to believe Horus divine. An eary mistake Was

noi the gr€at Her€tic one of the Primarchs of the First Founding'

gifbd wilh god-like powers second oily to the Emperor himselfl

"Thus did he sray frcm rhe path of tmth, till eventually he losl boih

his lif€ and soul. Il is a way ihat is oPen !o anyon€, one small mistake

leading to anolher untit at last the Gre3i Error is reached This I came

to rcatise as I srudiei the Hy of lhe renegade on the Prfuon of l,s!

Souls. I rerolved then rnd lherc to submit mysef to the Edperor's

wilt. I knew that all our regulations and our codes hav€ a purpos€'

and it is nor for us lo question rhem, for $ey keep us frorn rhe Path of

rhe deviant-

Around the fire, lhere was silence. Cloud Runner could tell lhat

Bloody Mooo's words had tooched a ciord within fte Marines He

found'hirnself examining his o$n conscience for signs of h€resy. The

implication of Bloody Moorl\ tale was quite clear: if l}ley laPsed

frqn lhe servic€ of rhe Emperor, they werc taking lhe first steP do\\n

fte road ro datrmaiion. He had also reminded lhem thal they were

Mannes, the chos€n of lhe Emperor. If fiey did noi ke€p ihe failh'

who would?

For r lc,ng !ime, all was quiet. Then Weasel-Fierce indicated hie wish

to talk.

"I wil sDeak of death." he said, "the death of men and worlds. . . ."

Two Heads Talking feh the imPac! of rhe fat Magus' will like a

Dhvsical blow. Th€ area!, dark eyes seemed to swell, to become

ion"-less oits into which lhe Libnrian fetl. Ar his feet, Moming

Star whimrercd.

Wirh a wretlch, tle Marine broke rhe psychic contact, rhankful ihat

his Ubrrrian's amout was equiPPed wilh a pBychic hood. The Magus

was slrong, and Two Herds Talking was already ticd.

The Sterlers nced toward him. The Librarian raised his storm bolter

ard sent a hail of shells blazing our. Tracet fire rilped dre night apan'

The leading Genesrealer was shredded by the heavy bullers. The orher

dodSed wilh inhwnan sP€ed

Moming Star lespr between the Librarian and his assailant. A clsw

flickered, and the old man's body wss tom in half. Two Heads

Talking lashed out *ith his axe, willing it to strik€ hard, and its blade

bumed coklly as ir passed through rhe S@aler's neck. He leapt back

to avoid irs r€flexive de-ath_strike.

The Magus taughed. "You carmol escaPe. Why struggle?"

The fat man concentfirted, and a halo of Power played around his

head. The Librarian hosed him down with fire, bur som€ fotce

intercepied th€ shetls, c-:iusing them !o exPlode hannle'ssly a few feet

from their t"rget.

Two Heads Talking strode forward, swinging ile axe. He felt his own

oower bui ld wi th iD him as lhe blade arced lowsrd his target .

Someding stopped it a foot away from the Magus's head. Great

muscles bulSed under his armour as he forced it forward. Servo-

morors whin€d as lhey edded their srrenglh lo his.

Slowly, inexorably, the Marine forced ihe blade loward his €nemy.

S*eai raa do*n rhe fat man's brow as he concenlrat€d. A look of fear

passed across his fac€. He could nor save himself' and he kn€w il'

He gave a single shtiek as his concenlration lapsed. The force axe

sharEd rluough him frc,rn head to gmin. Two Heads Talking feh the

Magus' psychic deadr scresm echo through rhe night. He sensed

hurdrens of rninds answer i! In l}le distanc€, lhrugh ihe desdenitg

curuin of mist, he heard the sound of scunling, corning ever clocer

Ihovrins his cnly cbance of survival lay in swifi flight, Two He.ads

Talkin8 D.lm€d and lan.
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One of fhe many duties of each Chapter of the Space Marines
is to patrol the space 6uEounding theii Chapter's horne world,
Often the Chapter's Terminators are ordered to investigate
shipe with which contact carmot be established. Usually this
involv€s nothing more than a toutine impection.

But occasionally, (more often than the Adeptus Astanes
would like) something mote sinister is afoot, and Stealers
have overun tlrc ship. But, then again, that's why *ley've
sent in the Terrninators. As the Marine player, your job is to
go in and cleanse the ship of the Genesrealer presence. If you
fail, the ship will simply be destroyed by your command ship,
The ship is valuable, however, and you are not to fail.

Tlrc Space Hulk Mission Generator :'lses a set of geotiles to
allow you to design an alrnost infinite number of different
missions in which you can simulate just such a 'ioutine

investigation' gone awry. You can use Teminators from aly
Marine Chapter you wish and play as many of these scenarios
as you like. Situatiois like rhis crop up regularly in nearly
every sector of Irnperial space.

THE GEOTILES
A geotile is a card depicting a portion of a Space Hulk map.
When these cards are arranged together properly, they fom a
layout ftom which a firll-size board caJI be constructed. The
set of geotiles in Deathwing are nwnbered from 1 to 10 to
assist you in randornly selecting thern to design a layout

One way to do this is by rolling a D10. Ten-sided dice should
be available at the same store at which you purchased
Deathwing. AJre''larively, get a deck of cards and remove ten
cards ftom the deck, numbered 1 !o 10.

One player randomly generates a mmrbe! from 1 !o 10 and
then taLes the correspolding tile and places it on a convenient
spot on the table. The second player then generates 6nother
number conesponding to an unused tile and places the tile so
that at least one corridor cormects with a corridor on any of
the tiles that have alteady been placed. Each player takes it in
tum to Blace a tile in rlfs way until eight tiles have been used.

Tiles may not be placed so that they overlap in any way. Note
that the airows printed on the tiles are only used when
playing tlre solo game Cloud. Rw'oer's Last Stand They play
no part in a mission gellelalot scenado.

THE SCENARIOS
Roll a D6 and refer to the table below to find out which
scenario you will play. A full explanation of each scenario
apFE.us m Mission Generator Scena.rios

THE MARINE FORCE
The Marine player and his forces must be chosen using the
method present€d in the Terminalor Force Lr'.r, section of tlis
rulebook. While the Madne player is seleating his force, rhe
Stealer player should set up the boald designed with the
geotiles.

After the board has been set up, the Marine player should add
two hve-square-long corridors to dre layout if he can. These
are the Marines' deployment areas. Any remaining open-
ended colridors on the board can be used as Genestealet entry
points.

THE GENESTEALER FORCE
Roll a D6 and refer to the Genestealer Force Toble to
determine the size of the Genestealers' force. The table
provides the following pieces of inforrnation:

Reinforcements: This is the maxirnum number of Blios the
Stealer player can bring ino play each tum, alrhough hL may
bring in less than this nwnber or even take no reinforcernents
ar dl.

Total Bl lps: This is the total number of Bl ips (not
Genestealers) that the Slealer player may use over the course
of the scenario, The Marine player must keep track of the
number of Blips the Stealer playe! has used, either on a piece
of scrap pap€r or on the roster sheet provided at the back of
this rulebook.

Ambush Couniers
The Stealer player may use up to four arnbush counters in
each of these scenarios. Ambush counters do not count
agaifft the total number of blips fte Stealer player may use.

STARTING PLAY
The Marine player must set up his force on the backmost
squares of his deployment coridors unless the scenario
briefing lells him to do otherwise. He can use either or both
deployment aleas, as long as all members of a squad are
placed in the s:ime area. Squads cannot be broken up and
have their members deployed in differcnt areas.

If there are loo msny Marines to fit in the deployment areas,
add enough straight corridor sections to those coridors to
allow all of the Marines to set up in them. If you don't have
enough sectiors left to do this, queue any spare Marines in
irnagiury conidon anached to fte deploymenr rreas, In tlis
case, fte lead Marines deploy on the frontmost squares.

Play then proceeds to the fust turn of drc game. Note fiat the
Stealer player never has any starting forces in drese scenarios.

o I
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I: RECON
Wide spectsa scans can tell you a great deal about the layout
of a ship ard even pinpoint concentratiols of lifefoms, It will
not, however, tell you what these Lifeforms are or how many
of them are on board, For mole detailed information. vou
need to go and have a look for yourself.

Often a small unit of Marines is teleported inlo the vessel to
investigate. More often than Do! they will be able to deal
wi& anything they fild on their own. If drey run into serious
opposition, they will be teleported back to the Madne patrol
craft from which they came until a plan is prepared for
dealing with whoevet - or wharever - is on the vessel.

Objeclives
The Marines must find out what has caused rhe loss of
conlact with the vessel. They are not expected o fight a majot
batlle and must escape if they run into serious opposition.

Speciol Rules
The Marines arc assumed to have teleponed safely onto the
ship and regrouped on tlrcL deployment conidor The Marine
player may late! teleport his models back to safety, but only
afte! the fifth Genestealer model has been placed on the
board. The Marines cillulot secure ently areas during this
mission., but the Stealer player can use ambush counters.

Victory
The Maine player wins by sighting at least one Cenestealer
and then teleporting his squad to safety without losing more
than one Marine. The Stealer player wins by killing two or
more Marines.

2: ESTABLISHING A PERIMETER
Most Imperial patrol craft carry one or more boarding
torpedoes. Standard procedure when initiating an offensive is
to use these tolpedoes to land squads of Terminators with
orders to form a defensive alea into which additional forces
can be transported without risk of anack

Objeclive
The Marine player must establish a defensive perimete!.

Speciol Rules
The Marine player can se.cwe Snaler entry areas during this
nission, and the Stealer player carr use arnbush counters.

Victory
The Marine player must secure the fow Genestealer entry
areas closest to his deployment squares. The Stealer playet
must prevent this.If two or more entry areas are equally close
to his deployment squates, the Marine player must srare out
loud, before play begirs, which ones he will secure.

3: PERIMETER DEFENCE
Genestealers often launch furious counter-artacks ro break
through the cordon of tsoops around a defensive perimeter. If
they can treak through, they know that they will carch any
reinforcements as tlrcy anempt !o deploy and should easily be
able to wipe them out.

Obiective
The Marines must stop the Genestealers from breaking
tlrough their defensive perimeter,

Speciol Rules
The Marine ptayer-niust set up his entry corridors as normal,
but may deploy his forces anywhere on the board.

The Marine player rnay choose four Srealer entry areas to be
already secured at the start of this mission. The Marines are
not allowed to secure any furtrer Cenestealer entry areas h
this mission.

The Srealer playei cannot use ambush counters in this
mission.

Add +10 to the total number ofBlips in the Stealer force.

Victory
The Stealer player wins by moving a Genestealer onto one of
the Marines' entry corridors. The Marine Player wins by
stopping the Genestealer from achieving his objective.

4: RAID
Magi are fourth generation hybrid Cenestealers who have
powerful psychic abi l i t ies. They are usually placed in
cryogenic deep-sleep chambers fo! the duration of any space
voyage, as they are not nearly as long lived as purestrain
Genestealers. Often a Marine force will be dispatched to
destroy them before they can be awakened.

Objective
The cryogenic tanks in the control room (geotile 10) hold the
Magi of Ore Cenesteale! invasion force. The Marines must
destroy them in order to win.

Speciol Rules
The Stealer player must set up geotile 10 if it has rlot already
been placed. Also, he can use arnbush cowrte$ this mission.

Marines can secwe Sbealer entry areas during this mission.

Victory
The Marine playe! must destroy the cryogenic tanks (see
New Features) in the control room in order to win. The
Stealer player wins by wiping out the Madnes before they
achieve their objective.
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MISSION GENEi?AIOR SCENAR/OS

5: BREAKOUT
Marine raiding forces often find themselves cut off deep
behind enemy lines where radiation ftom the ship's engines
and electrical systems interferes with the Madnes' teleport
homers, ln such circumsiairces, the force must fight its \ray io
an area where they can be telepofted to safety.

Obiective
The Marine player must escape with at least half of his force.
Unfortunately, the only area where his teleport homers can be
picked up is the connol room (geotile 1L,.

Speciol Rules
The Stealer player must set up geotile l0 if it has not already
been placed. Also, he can use ambush counters rhis mission.

Marines may only teleport if they are in a square in the
contsol room on geotile 10.

Stealer reinforcements are limited to one per tum, no matler
what it says on the Gercstealer Force Table, Remember, the
Stealer player must still roll on that table to detetmine the
otal number of Blips in the Stealer force.

Marines can secue Stealer entry areas during this mission.

Victory
The Marine player must telepoit at least half (rounding up) of
his command to safety. The Stealer player wins by stopping
the Marines from achieving Oreir objectrve.
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6: SEARCH AND DESTROY
Once a defensive perimeter has been set up, the Marines will
operate offensive sweeps to clear the ship of its Genestealer
infestation. AlIy surviving Genestealers will attempt to sell
their lives dearly, by mourring suicidal wave attacks designed
n kill as many Marines as possible.

Obieclive
The Marine player must secure the entire board or wipe out
all the Cenestealers.

Speciol Rules
The Stealer player can use ambush counters this mission.

Victory
The Marine player must secure all of the Genestealer entry
poins or wipe out the entirc Genestealer force. The Stealer
player must wipe out all dre Marines.

I
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This campaign game covers a complete Marine operation to
clear a Stealer-infested spacecraft by linking logether all of
the Missioa Generator Scenarios except Breakout. One
p)ayer controls a large force of Marines selecled from the
force list. The other player contols the Cenestealers.

THE MARINE FORCE
As in the normal Mission Generator Scenarios, the players
must each secredy male a bid for the Marine force, and the
player who makes the lowest bid gets to play rhe Marines. In
the carnpaign garne, however, the playcrs may bid up to 125
poinb for Ole Marine force (rather than up to 50).

Wloever bid the lowest arnount mus! now buy his force of
Marines. He rnay buy any nurnb€r of squads as long as their
total point value does not exceed the amount of his bid and
the force does not include more than one Captain. He should
neady record his fotce on some roste! sheets.

The force that tlle Marine selects represelts all of the men he
has available for the entire campaign garne. At the starr of
each scenario, he can select any number of squads ftom those
that he has available. However, a squad may not be selected if
any of its members took part in the last scenado that was
Dlaved.

I
I

Afier each scenario, the Marine player must update his master
force rosler, noting any casualties that were suffered by the
squads that took pan. Arnrnunition and Lib,rarians' psi points
are automatically replenished at the end of each scenario. If
the squad iJ used in a fun[e scenado, it can only use those
members that are still alive. At the same time, the Marine
player is allowed to break up squads and distribute their
members arnong other squads that have suffered casualties, so
long as no squad ever ends up with more than hve Marines.

For example, Squad A has just completed a scenario and has
beor reduced ro a Sergeant and a Marine, while Squads B artd
C have each lost one Marine. The Marine player decides to
break up Squad A, giving the Sergeant to Squad B and the
Marine to Squad C. Note that Squads B and C will not be
available for the next scenario, as ihey now contain membets
from Sauad A, which took part in the last scenario.

THE GENESTEALER FORCE
The Stealer player may enter two reinfotcement blips per tum
and has a total of 125 blips !o use over the coutse of the entie
campaiga. The Marine player must keep track of the number
of Blips the Stealer player uses in each game, and when this
reaches 125, the Stealer player may not enter any more
reinforcements in that or any future scenano.
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M/SSION GENERAIOR CAM PAIGN

WINNING THE CAMPAIGN
The Marine player wins dre campaign if he wins the Searc,h
dn4 Desto' scenario. The Stealer plsyer wirs by beaking
the Madne force, The Marine fotcc is broken if there are no
Marines available to trke part in a renario, eidrer because
they are all dead or because they were all used in the lsst
scenario. Note that tlre Marhe playq mus! if he c8& allocate
at least one squad to lake pst in each scenario.

THE SCENARIOS
The players must play the following scenarios in the order
shown. Use the geotiles to generate the board for each
scenario ru ess told to do odrerwise. The following additional
rules apply to each scenario when it is played as part of a
camparSn.

Recon
Teleporting is a risky business at best. Errots oftetr result in
the Marine materializing within a solid object, which is
always f*al. Roll 2D6 for Marine that is releported, On a roll
of 2, the Marine is killed by a teleporter malfrmction. Marine
casualties zuffered during telepofiation do count as casualties
widr reged to the victory conditions for dds scenario. (Only
roll for casualties when releporting to the Stealer-infested
ship, never when teleponing back to safety.)

The Marine cannot opt to teleport Madnes into the hulk after
this stage of the game as it is considered too dangerous for
several reasbns, Marines can only bleport onto lhe ship one
at a time and only inm unshielded areas, Also, there is a
moment of disorientation immediately following
matedalisatiorl Thus, without tjrc element of surprise, those
Marines later teleported onto the ship would certainly be
irnmediately kiled by the alerted Cenesteale$.

When this scenario has been completed, ploceed to the
Establishing a Perimeter sce'rwio.

Estoblishing o Perimefel
If the Marine loses this scenario, it must be played again. If
played more than once, the Marine player may choose to
either use the same board layout or generate a new one. Keep
on playing drc scenario until the Marine player manages to
win or the Marine force is broken or runs out of boarding
torpedoes. If Ole Marine wins this scenario, proceed to the
P er bncter Deferoe sceruio,

The Marine player has a total of four boarding torpedoes,
each of which can be used to ca'ry 5 Madnes. Each torpedo
may only be used once per carnpaign. If the Marine loses this
scenario and has to play it again, he rnay only use his
remaining torpedoes. If he has none left, he loses the
campaign.
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Perimefer Defence
Use 0rc same board lay-out as was used for tJts Establish@
a Perineter scenaio. hstesd of choosing four Steale( enEy
areas to be s€cwe4 tlre four entry aers that rv€re secued at
the end of the last scenario rernain secured for this scenario.

The Marim player nust secredy record which squads he will
use for this sceoorio. The Stealer player rhen has the option of
either using the forces he has near the perimeter to mount a;l
attack or keeping them in tesewe to tie down the Marine
playe.t's forces.

If dle Stealers do not 8nrck, the squads chosen by de Marine
may not be used in any further scenarios, as tlrey must rcmain
on duty to gusrd the pedmeter.

If the Stealer player makes the .Back, the scenrrio is Played
out using the normal rules. Any Marhe survivors go back
into reserve, as the Mednes know drat drc local Stealet forces
have beefl spent in the altlck.

In any case, the Steal€r player does not receive the 10 extra
blipc rnentioned in the non-campaign briefing.

If the Marine player loses the scenario, he also loses one
additional squad ftom those under his commdld that did not
Iake part il the scenario. This represens the Marines who
were killed by the Genesteale$ drat got to his reat zone. The
Madne playe! may choose which squad is lost. Play then
proceeds to the Rard scenado.

Roid
The Ma ne player must mount this operation as quickly as
possible, else the Magi will wake up before he can get to
them. The more squads he uses, the longer the scenario will
take to organise and the greater the chance of the Magi
getting away. To represent this, roll a D6 when a Madne see"s
the cyogenic unks for dre first time. If dle roll is less than
the number of squads the Matine player chose for the
scenario, the Magi have 8ot away, and the Marines
automatically lose the scerErio.

A Marine csn be teleport d o safety from any of the squares
on dre Marine entry areas. Carry on playing rhis scenario until
all the Marines are dead or have tel€ported b safety.

If the Marine player loses this scenario, Ie Sleal€r Magi are
awakened srd able o use their psychic powers !o disrupt lhe
Madnes' attack. This is represented by the following rules:

1. The Marine player must subttact three points ftom drc
number of command points he recrives each turn in any
funre scenarios,

2. The time he has to complete each tum is reduced by
thirty s€cands in any funrre scenatios.

3. The nurnber of psi points available to any Librariaru is
reduced by 50% in any furure scenarios.

Once dris scenario is completed play immediately Focelds
to he Search and Datoy scr,nwio,

Seorch ond Desloy
This scenario must be played until either the Marine player
wins the scenario or the Marine force is btoken. If the
Marines win the sceoario, dley have won the campaign, while
if the Stealers win the scenario azd the Marine force is
brokerl the Stealers win the campaign. If the Stealen win tlle
sc.enario without breaking the Mariaes, the scerurio must be
played out again, using a new board layout.



/^  ur  wor ld is  dead,"  said Weas€l-Fierce.  Som€ Marines

I I rnurcred about fie facl lhal he was addr€ssing $ern diectly,
\-/ mther rhan kerping b rhe dqlal. He silenced rhem wirh a
shon, choFping ge,slute of his righr hand. men he spoke agaia, his
lone was scarhing and savage.
'This rilual ir e sham. It com€s from a time thst is ended. Why
prctend ofierwise? You may wish !o delude yourselves by keeping
with the old ways, but I do nor-

"You can sFak in parables about our oaths ro the Emp€rm, the horror
of the Srealers or the naturc of damnarion. I cloose ro sFak the trurh.

"Our people arc dead or emlaved, and we sit here like old wcinen,
asking ourselves what to do. Hav€ we be€n pul under a sDell? When
werc we ever so indeci3ive? A lrue wanior has no choice in rhis
matbr. We musl evmge our people. Our weapons must taste enemy
blood. h would be the coward's way noa ro face them."

"But if we fail . . ." began Bloody Moon.
'ff we fail, so be iL Whaa have we to live for? How many swtuners
have we left before we die ofold age or arc encssed ir lhe cold, meral
body of a Livine Drcadnought?"

He fell silenr and glared around the fire, To Cloud Rurmer's surprise,
he looked down , and rhe fury seeped out of him.

"I am old," he said softly. 'Old and tired. I have seen more than two
hundred sranmen. In a few more, I will be dead, anJ-way. I had hoped
lo gaze again cn my kin beforE then, but ir is not to be. This is rny
only regret."

Ooud Runner could see fie wadness in him, feft irs echo in his own
mind. Ev€ry man abour the firc had served the Elnperor for csnturies.
lheir  l i fespans increased by the process thar iumed rhem inro
Marines.

"If I had rcmained arnong the people," Weasel-Fierce said, ,.I would
be dead by now. I chde anorher palh and I have lived long - longer
Perhaps lhan any monal should.

't is time for an ending. Where better firn herE, on our h&newodd,
rmqry the bones of olrr kin? The dsy of le Plains People fu done.
Wc on avenge than, md we cln join them. If wc fall in ccnbat, we
rhall have hed wsrrioft' de3ths. I wish lo die s5 I hive livedi we&nr
in hsnd, foes beforc me.

"I believe that thtu i! *har we all wsnt. Ler u3 do it."

A wa! quiea. exc+t rh€ qsckling of lhe 6re. Cloud Rumer lmkei
frorn face to face and saw death wss erifi€n in €ch of drem. Weasel-
Fierce hsd voiced what they had lll felt since firsr seeing the
shatercd lodges. They bad become wraithr, walking in the nrins of
elder days.

There wa! nothing lef! here for !hem, except memories. If they
deFrted now, all that loqned bcfore tbem wes old age and ineviteble
de{rh. Thir way, at lest, theii ending would have s mesning.

"I say we go in. If the co eninaticn hss noa spr€{d !@ fsr, we crn
frce any survivors," said t ame Bear. Clood Runner looked a! Blaody
Modr.
'Prc\,iding we corffn3nd DeathvtirS !o viru!-bonb the planet if we
fail," he said. The rest of rhe warriors put theL righr fNts forward,
signifying assenl They all looked a! him, waiting ro see whar he had
to say. He felt onc€ morE the pressur€ of c@mand fall m him. He
considercd 6e destroyed lodges ard his own loss ard weighd them
against his LnFrial duty. Notling cqrld bring back the Plains People,
but Frlnps he cciid save liei! descsldanb.

But that wss no! all there 1l/as !o it, he rc3lised. He wanted rhe
sadsfaction of meeling his foes, face ro face. He was angry. He
wanted to make the Srealers suffer for wha! they had done, snd he
*anred lo be 6ere *hen rhey did. He wanred vengeance for himself
and for his peaple. It wss as simple as thal Such a decision was nor
the corrcct me for an Imperial officer bu! it was lhe way of his clan.
In tbe end, ro his suiprise, he found qr! where his true loyalry lay.

"I say we fight," he said sr lasl- "But we figh! as Warrion of fie
People. This battle is no! for the Emperor. h is for our murdered
clsns. Our las! bstde shall be fouShr in accordanc€ wirh our ancienr
ways. l,€! us F.form lhe rire of Deathwing."

Two Heads Talking ran for his life. Through rhe darkened srrcels,
Ceneste€lers pursued, loping almg, swift and desdly. He sensed their
Presence all around.

He lespt over a pile of mbbish *hich lay in his Fth afld lwept round
a csner ino a main road. Two worken poked $eir he.ds rhrcqgh a
doow;ay to ree *har was going on. They swiftly wirhdrew.

Two Hesds Talking ran wesrily. His he{n was pounding, and his
bresthing wss ragSed. The strsin of mainraining !h€ speu of
conc€ilrne for so long had sapped his str€ngth. H€ wonderEd ho*
lq|g he could keep up rhis pace.

He risked s swift glance over his shoulder A Genesrealer had just
rcunded the comer He lired his storm boler ar ir, bu! his shor was
inaccurale, end rhe Steder lurched back inlo cov€r.

Sensing danger in front of him, he lumed. From out of a shadowy
doorway, a Slesler uncoiled. He had jus! eno{rgh rime !o raise his
force axe before i! sprsng. He thrus! rhe blade our befor€ him,
chopping inlo the monster's ches!. The monenlum of lhe ihing's
charge knocked him over. A claw cut into his arm, searing i! wifi
pain. If his blow hsd nor landed clearrly, he rEdised, he would have
be€n de{d.

IgDoring the pain, he rcUed onto his belly, ctlching a clear glimpse of
his punuers as they charged. He squeez€d the rdgger of his bolter and
stitched a line of fire across lheir drests. The str€ngrh of lhe armour
allo*ed him to hurl off rhe ambushet's carcass with ease. He
condnued on his way-

Not much funher, he rhoughr, forcing himself !o reel onward. He
could see rhe huSe watls juEing upward lbove neafty buildings. He
recir€d e spell b free his mind of pain and made for fie gates.

His hesn sank when he saw whar awaited him - s mass of hunched.
evil-flced mer with dark, pierchg eyes. Some held ancienrlooking
energy we3pons. Sqne gripped blades in rheir $.ee hands. Towering
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over them were purestrain Cenesteslers, flexing their clews
menacingly. Two Heads Talking came to e halt, facing his fo€s.

For a mornen!, lhey eyed each other in .especrful silence. The
Librarian cornmended his spirit to the Emperor. Soon Dearhwing
wartd be carrybg him off His boher wrs alrnost emPty. Widt citly
his force are, he knew he could not wirl$bnd so many.

As if at an unspoken signal, rhe Gcnesteden and their brcod surged
forward. A boh from sn energy weapon bumed inro hrs armour,
rneltjng qle of fie skulls on hfu c.hes! plar€. He gritled his terd and
retumed fir€, cutting a greal swathe of dedh. Therc lllas 3 lcDd click
as his bolter jammed. He did not have the time ro clear it, so he
charged to meet lus f€s, chanting his dead-chanr

He rushed into a se3 of bodies thet pressed against him, hitting him
with bledes and rcnding clavs. He surnmded the lasr dregs of his
suength !o power his force axe and sllrnS it in a gre3l double arc. He
lopped off herds and limbs with e will, but for every foe who fell,
anodrer stepFd into place. He could not guard himself against all
their blows, and soon he bled frorn scores of greal wounds.

Uf€ fled froln him, and overhead he ficught he heard the bsring of
rnighty pinions. Deafiwing has come, he thoughr, just before a blow
smeshed into his head and all conscic,usness fled.

Cloud Runer peusei briefly before he painred out his petsonsl
cloud-snd-thunderboh insignie dr his srmour's right shouldel He felt
danged, By blanking oor his Irnperial insignia, he had blsnkei out
part of himself, cut himselr ofi from pan of his history Slowly he
began to etch in new totem signs on the srmour, the marks of

vsrge$ce and deatll As hc did so, he feh lhe powers of lhe tolen
spirits begin ro e er him.

He looked at Wersel-Fierce. The gaunt mall had finished painting out
all lhe icois on his .mrour. Ii was noe white, the colour of rleath,
excepr on i$ lcft shcirlder, where lhe skull had becn left unchenged. Il
secmed sornehow ePProPriate.

They perform€.d r rite rhsl d$ed blck !o ancient times, before the
Emperor had come ro uoe the rhunderbitds. Or y once b"fore had
Cloud Rurmer seen it performed As a boy, hc had watched e party of
old warnors, swom to vengernce, paint fieir bodi$ white and 8o
after s horde ol Hill Cler reiden rhat had killed s small child. They
hsd painted their bodica the funersl colour b€cause they did not
exp*r to ntum frvn facing so overwhelning e foe.

Bloody Moc,n looked over frqn beside tle fire aod 88ve him a weak
grin. Cloud RuDnet wdked over to him.
'Ready, old friend?': he asked. Bloody Moon nodded. Cloud Ruflrer
bent over the fire end put hfu hands into the ash. He Pressed hi6
palms, fingers togeilEr, flat against his fece, making the sign of
Dathwing Gl elch drcek
'I wish Two Heads Talking would retum," srid Bloody Moon,
rEFating Cloud Runn€t's gesutre.

"He msy yet surprise you."

Bloody Moon looked doubtful. Cloud Runner testuted for the
warriols to rssemble. They fdmed inlo r citcle arurnd fte desd file.
One by cne, they began lo cha rheir dedh-songs.

Even rs they canied him ftrough lhe long slesl coridors, T$o Heads
Talking knew he was dying. Iife lexked frcm his wounds. with
every drop of bl@d fial dribbled over his bearen, he becarne *erker.

It felt like sorne evil dream, being bome down dirnly lit urnnek by
rhe hunched, daemonic figurd of lhe Genestealet brood. The
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Librarian w.tched these evenB through a fog of pain, wcndering why Heads Talking doubted he could have msrched ir. Noq strength
he was srill alive. Pert of his mind rcslised that he was within fading because of his wounds, exheusted because of his earlier
wbatever vessel had clrried the brcod ro his hcrneworld. strug8ler, he could offer no contest at sll.

Agcny lanced thrcugh hiln ss one of his bearErs jolted him slighdy. It His outer scrEen fell, and fie Parderch was wilhin lds mind, sortin8
took all his will power not to scrEam. They entered a long ha)l in thmugh his melnories, sbsorbin8 rhern inlo ilself. For e seccnd, while
which a hunched, drsdfirl figure waited. He was placed on the floor ir was diso.ient€d, he rded s psychic lhrur!. The Steder counl€red
in front of i! It cod(ed itr he{d ro one side sidq sEdying him. e:sily, bur fo. a msnent, fiey mel mind to mind.

Tears ran do*n the Librarian's face from the pain as he forced Strsnge alien memories and emotions washed over lhe Librarian,
himselJ to his feet. Geneslerler guards raced towards him, but rhe thrcarening to drown him, He saw the Palrisrch's past spreed out
huge crcalure glanced at them, and they froze in positiorr' before him. He saw the long mil drnt led thrcugh despoiled wodds

rwo Heads rarking stood unsteadily, knowing he faced. a Genesrearer ilj H.j.lTt#jfrff:ils: iJ: 
-"* it hld ned fron in a

Patriarch. He had hesd dim letends of sudl rhings, the proSenitors
of entire brcods, rhe most ancient of their lines. With a shock, he redised that he had been there himselJ - on Thranx -

He rooked inro his enemies' eves. H" fth 1 1l1"::,*TT:-:ITI il$1ffiKtr*#iffr##;'fffiT;i J""''il *:
pass rhrough his body as rheir minds made contact. Th€ Libnrian ' . :'
iound himielf corfronled by a foe that was ancient, implacable, Jrnnp mro w3rPspace'

deadly. His mind reeled under the assault of its ferocious wilt. He felt He €xperienced rhe long stmggle to retum to normsl space and rhe
ar! u.Ee to kneel, to do homage to lhis ancient being. He knew that i! frozen eremities it took to escape and cnsh-land the crippled ship qt

was worthy of his respecr r new, virgin wodd. He saw the pitifirlly lew survivors emerge; cily

wirhaneffort,hemanasedroresrrainhims€ff !::yj:oj]1'.,:{ ;#,fJfi5ff""*,fx#*r#:Lff,ilJ|:*f;ffi:
thar this was lhe b€h8 lhal had d*lroyed his people He made.lo ;;i;tui;;; slan rhe lons s!rusere ro esrabhsh rhemserves ,,, a
lhrow himself ar it, !o sim a killhg blow wilh h.i3 Soodrrm. He ;#;;;;.
sprang, bur his legs gave way undemeath hirn, and rhe Patriarch
csughr him easily, alrnos! gendt and held him at bay w h irs claws. He was gratified ss lhe web of psychic conue expanded with e3dt
The long ovipositor on itr tongue flickered out, bur did no! rc,uch him. new brcod member. He feh cold salisfaction at the destructicn of the

suddenry, he round himserr engaged in " !l.:."].,ry11+_"ii1,*l:r frH:fr: "HT:f'f*,*Hfk:J"J.il'J;I*h:1;:$i *
Tendrils of alien thoughr insinua@d themselves inlo his mind. He ;;;.-;;-
blocked thern, chopping them off with the blades of his harred. He
counterd with a psydric boh of his own, but it was sopped by an For s ble3k momeoq despair frlled Two Heads Talking. He saw the
ancient will drat seemed irnpervious to outside inlluence. Sreders plsnning to sprEad !o snd infect new worlds. And he could

The Palriarch exened his tull powel and rwo Heads Talking felr his 
do norhin8 ro srcP rhis old' invincible efltity He slrnosl Save in'

defences begin to buckle under lhe lerrible pressure. The cold, He could see no way out. D€3lh loorn€i, and !fut fiought gave him
focused power of the Gen$tealer was enomous. Even fEsh, Tbo pause. He knew what he must do. Pan of him gave way before fie

Patriarch's assaulq another pan willed his spirir bwards oblivion.

He slood once more in the cold plac€, sensed far-off the spirit of the
Empemr, brigfu end shining as a sljr Near at hand werc the angry
gb6ts. The Palriarc.h was a hungry, crninous p.esence, determined ro
enslave him. Some*here in the distance,  he could hear rh€
thunderour pinims of De-athwing ccining to claim him.

Too late, the Parri.rch realised what he wss doing and tri€d to break
the link. Two He-ads Talking focused all his hatred, anger and fear and
held the link oprn, a task made easier by their arlier intimate conLcl.
The Patriarch struggled frantically, bor cdrld not free himself.

The wingb€ats came closer, drowning lhe Librarian in a roar rhat
miSht have been e hurricane or his own last br€ath. Frorn the middle
of a vonex of agant he was bome up into darkness. The rnaelstrcrn
sucked in the Pstriarch. It died, slain by the Libmrian's death agmy.

Briefly, Two Heads Talking feh his foe vanish, felt lhe sense of loss
from iB br@d. As fie Librarien's spirit rose higher, he rsched out
snd touched the minds of his ccrnrndes, bidding lhetn farewell, tclling
rhem *hat they must do. Then Two Heads Talking knew no morc.

clord Rrmner felt the prcseflce as he st red into the fite. He lmked
up and saw T*o Hesds Talking standing befo.e him. The Librarian
looked pale. His face *as distorted by agony, his Hy gashed by
drcadful wounds. He knew thal thrs was a spiri! vision, fiat rhe old
Shaman *as dead.

For a mornent, he thought he heard the sound of titanic wingb€als ard
saw the mightiest of thunde6irds soaring toward lhe moon. Th€
prcsence vanished, leaving cloud Runner fe€ling cold and alone. He
shivered in lhe ludden chill. He knew he had been touched by
Delthwirg's pa$ing.

He tmked toward the others and knew that they had seen the salne
rhing. He rsised a hand in a B€slur€ of fsrcwell and lhen swept it
down as a signal for the Marines lo advance.

Fi ed with detemination, rhe whir€-sfinoured Terminalors marched
loward $e distrnt city.
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These rules can be used to play any of pub$shd Space Hulk
scenarios solitaire, Simply pick out . mission, set up the
board and place the Marines norrnally. You play the Maines
and do not have to use the timef,. You win by fulfiling the
Marine's vicmry conditions. The Stealers are conuoll€d by
the following rules.

GENESTEATER FORCES
The Stealers begin the gane widr the same number of Blips,
and reaeive rcinforcernents. as normal.

Plocing Blips
Draw the Blips at random from fte Blip cup. Place one Blip
at each entry are4 starting with dre entry area nearest to a
Marine, then the secoDd nearest and so on rmtil all of dre
Blips have been placed. In case of a tie, you choose which
one of the closest, empty €ntry areas the Blip is to be placed
at.

Blip6 are nev€r forced to lurk irr an entsy area and can enter
play even if a Marine is within 6 squares. They may nol
however, be placed on entry ateas that have beell. secued (see
lfew.Ra/es). If drcre are more Blips dran entry areas, excess
Blios are lost.

AU Blips are then turned face up and replaced with the
apfofiatE fltmber of Genesteal€t tno&ls in lhe same order
in which the blips rrere placed. If you don't have enough
models, the excess Genestealers are lost, but they do not
cormt 8s casualties for victory cdditions, RetEn the Blips to
their cup after you have replaced them widr models.

Plocing Ambush Counlers
If I mission allows the use of dnbush counters, but does not
specifically state when tlrey should be deployeA (as Cloud
Rr/,rtgt's Last Stond does), use the following rules. If the
mission tells you when to use anbush counters, follow the
rules below for placement, but do['t roll to determine
placernent nrrns, . ,

Beforc your fist tum, rcll a D6. Draw an ambush result
counter at rhe begirming of that nrm. For example, if you roll
a 5, draw an ambush result coulrter on turn 5.

Any time you draw an ambush result counter, it counts
againrt the number of teinforcement Blips the Stealet$ get
tlnt tunL For instance, if the Stealers would nomally get two
Blips erch trEn, on lhe $m you use .n ambush cormter, the
Steale$ only get one Blip in addition to thal counter.

The mission briefing giees the Genesteale$ 3 Blips per
turn. Thc eltry arco to tle top of the tnap section is f|e
squarcs away from the Mairc. The Jbst Blip is placed
thcre (A). The other two entry &eas are both sb squares
away. The renaiaing two Blips can be placed at these
en!ry areat in aa) order (B), If Stalerc had orlt lnd two
Blips pet turi, you would choose nhich eitr, afeo to
place tle second Blip at.

4m
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After drawing dre cormter, look at it. If it is a St€aler, place a
Genestealer model exacdy 6 squares away from a Marine
(cowrthg by the shortest route), in a square that is not in the
I,OS of any Madne. ff no squares apply, the Sealer is lost.

If dre cormter was anydring other ther a Genestealer, subtract
-1 from the number of command points you receive next turn
(down to a minimum of zero) to rqrreselt the momentary
confirsion caused by whalever was on the cormter. Retum the
counter to its cup after you have looked a! it, in either case.

Then, roll a D6. You must draw another ambush result
coute! on the corresponding tum following. For example, if
you roll a 3, draw a countet on the thid urm following.

SOLO PLAY

GENESTEALER MOVEMENT
Genestealers are moved - after any reinforcements have been
placed - one at a time, starting with the one closest to a
Marine. In case of a tie, you decide which of the nearest,
unrnoved Cenestealers goes first.

Genestealers always nove by the shortest possible route
towards the closest Marine, until they are in an adjacent
square. They wiu then stop and atlack the Marine.

However, a Genestealer will not en!e! a Madne's I,oS at any
point in its move ur ess it will be able to make at lerst one
attack that tum. lf the Stealer cannot do so, it will move as
close as possible !o a Marine, without levealing itself, and
then stop moving. The only exception to rhis is when a
Marine has 1-OS to a Stealer at the start of its tum, or to a
rcinforcement Stealer's entry square. In either of these cases,
the Stealer must move towards the nearesr Marine. even if it
is not able to a[ack him.

Tle Stealers to the bottom and side 6 the diagran are 6
squares away from the Marite. The other is only 5
squarcs .twar, and so tnoves fvst. Sbllc.e it can attrck the
Malinc this tum, it does so (A). The Marine is not on
overwatch atd canmot fire.The close assauh is a dtaw.

The othcr Stealers caa both mote row. Tfu one on the
side must nove ta,,ards the Marine, as it was in his lns
at the begi.nning of thc tun (B). The last Stealer was not
in the Moine's LOS ard cainot attack him this tun , so it
motes as close to him as possible wihow entering his
LOS (CL
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A SOLO MTSSTON
++ Brothet wdttiots, the homer beacon ofTwo Heads

Talking's arttor is broadcasting from deep withii the
bowels of the burbd ship that lbs behind this ettratce.
Therein lies his body arno g thc host of his nurderers,
the pervertels of our clar'.t.

++ Eraugh hp.*ing, Cloud Runner. Ow foes owait our
cleawing fury. Ow people's souls soeatn for vengetttEe.

# Ancestots, give us yur blessings. Brother warriors, bt
tle erud.icatioa of the plagrc tlqt lu.t dlicte.t thc Plair.t
People corwrrcnce.

This solo mission based on the Dark Angels Terminator
Company's epic struggle to cauterize the Gen€stealer
presence on their home planet. To this en4 Cloud Rurner is
leading a spearhead composed of the company's finest
warriors through the Genestealers' crippled starship in an
efrort to reclaim the remains of their ftiend. Otlrcr squads will
follow. Unbekrownst to the Marines, another Genestealer has
stepped forward to tempoiarily take control of dre horde.

The new leader has managed to damp€n much of the psychic
shock resulting from dre Patriarch's death. If the Marines
manage io kill that Stealer, the psychic shock from its death -
compounded by the Patsiarch's still-resonating psychic deatl-
throes - causes the remainder of the horde to become
disoriented and unorganized: for the Marines, an easily
manageable foe. Also, to reach drc new leader, the Marines
will have had to have killed dre majority of the horde.

As the name implies, this mission is incredibly challenging.
But to go down fighting for the honour of your pe.ple, that is
a fitting death.

The Morine Squod
Cloud Runner: Captain with storm bolter, power $wo!d and

power glove with grenade launcher.
Weas€l-Fi€rce: Sergeant with storm bolter and power glove.
Lame Beari Sergeant with a$sault cannon (with three

reloads) and power glove.
,lioody Moon: Sergeant with flarner (with one reload) and

chain fist.
Wsdom K€eper: Librarian, psychic mastery level I, with

storm boltef, and folce axe.

Alternatively, you can select a squad from tLe Terminator
Force Lis wonh up m 20 poins,

The Genesfeolers
The Stealers have no stating forces on any bosrd excEpt on
board 10 (see below). See Special Rules for details on
Cenestealer leinforcernents.

Obieclive
Completing this mission involves moving your Marines
across nine randonly generated boards dd then kiUlrg the
Genestealer leader who awaits you on the renth board. To set
up the boards, follow the procedures outlined below.
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Selling up lhe Boords
Boards I - 9

I Randornly select two different geotiles as described in the
Missiot Geterator section of this book. Note that each tile
except geotile l0 has both an entsy and an exit arlow on it.
If geotile 10 (the dead-end tile) is generated place it to one
side for dp moment and randonly select a drird tile.

2 Plac€ the two open-ended tiles as described intJl.e Mission
Generator section. but mate sure that the corridors
containing the entry a.row on the first tile and &e exit
arrow on lhe second tile se not blocked.

3 If geotile 10 was generated, add it to the layout. Again,
make sule the coridors mentioned above are not blocked.

4 Put togelher the board iou've just designed, as described
m ttla- Mission Generator, Auach a five squae corridor to
each of tlre two coridors rnentioned in stq> l.

On the frrst nine boards you must get your squad ftom the
entry corridor (the one attached to dle entry alrow on the first
tile) to fte exit corridor (dle one attached !o the exit arlow on
the second corridor). Play halts as soon as all surviving
Marines are on the exit cotridor. All models are then
renove4 snd a new board is generated. The survivors mu$t
then batde their way drough to the next exit corridor, and so
on, until they reach drc tenth board (see below).

For boarcls 1 - 9, the cryogenic unks on geotile 10 represent a
hidden weapon6 cache lilled with flamer and assault cannon
amrnunition. A Flam€r or Assault Carmon Marine may take
exta reloads at a cost of 4 APs per reload, The cache must be
in one of fte reloading Marine's front squares.

A reload can be placed either in the weapon or carried by the
Marine as a spare. A Marine can carry one flarner or dree
assault caruron spres at most. Only. Flamer Marines can carry
flamer rcloads, and only Assault Csuron Madnes can carry
assault carmon reloads. Terminator Armour is not designed to
hold ammunition for weapons other than drose it has.

Board l0

To set up the tenth board, follow steps 1 and 2 as described
above. Therq whether it was previously selected o( nol attach
geotile 10 to the exit arlow of the second tile. Attach a five
long coridor to dd entry arrow of dp flust tile as usual.

The cryogenic ta*s/weapon cache counter is not in the dead-
end room at the end of geotile 10. The room is instead
occupied by three Blips and the Genestealer leader. The
leader is in one of 0le comen farftest ftom the door, and a
Blip occupies each remaining comer. These Stealers should
be placed when the hnal board is set up.

When the Madnes move onto the board, the Genestealers in
the dead-end room will all move to attack them as described
ia Solo Play, T\e leada, however, will hcrg back and allow
the oth€(s to saqifice their lives to protect him. He moves in
the sarne way as a cormal Stealer, but moves or y after all
other Blip6 and Steal€f,s on the board have moved.

You should mark the Genestealer leader so that you can
differentiate him ftom the rest of the Steale$. The leader has
9 APs and afiack widr four dice instead of three.

I
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CLOUD RUNNER'9 LAST STAND

Speciol Rules
Use the rules in the Solo P/ay section, as well as those below.
The Marine player can secure any Stealer entry areas during
dris mission.

Getr€stealer Reinforcements

Roll a D6 at the start of each Genestealer tum to see how
many reinlorcemmts the Gmestealers receive.

Victory Condilions
You nust kill'the Genesrealer leader in order !o win. If you
do, the resultant psychic shock from his death, in addition to
the still-reverberating shock of the patriarch's death, strms the
remainder of the horde, rendering them disoriented and
helpless - easy victims of your vindicating justice. It will
require many yearc of long, hard worh but the Plain's pe.ple
will rise again - the Dark Angels will survrve.

However, even if you lose, you may still uphold the honour of
both yow people and your Chapter by doing well. Keep track
of the number of Genesbalers you kill and look up your score
on the table below.
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You did poorly. Your names are a blemish
upon the history of your Chapier add will
be cursed by every generation of you!
people.

Your failure has been noted, but your
gallant efforts have done you honor You
will be missed,

g
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lgld Rutner rat enthroned and looked down upon his They sttackcd in small groups wirh no panem and no guiding

I visitoB. His people werc dnwn up in ldrg rrnks, formin8 a inrelligmcc, and we cut rhern down.
\-.7 corridor sloog which the Marines advanced warilv. Thev
rcrc ld by a Captain- and a Librarian. From rhe <foorwav- rire trus'e 

_we 
Frsh€d throD8h crowds of scrcarning pacple as we followed ourrcrc ld by a Captain and a Librarian. Frcn rhe doorway, rhe huge t 

we !'ush€d,rhnoD8n crowds oI screemrng PecPle as we tbllowed our
rrmoured form ;f e dresdnouqhr oerformed overwarch. Cloria Llbranan's locator beicon loward lhe city centre. Huge purcslrain
Rmner found rhe sighr of dtar old, familar fonn confoninp. )l"ti"I eruped from buildings as we advanced. They attacked wilh

He saw lhe un.,sy, worshipfirr faces of his peopre look ;o hnn for 
u'sane lirry' but v'ithout lhought' and so we belted them easily'

Eassunnce. He keF his fac€ Srim and calm. He sensed rhe Bstde
Brothers'unease sr the strangeness of lhe folk wirhir rhe grcat
lodgehoure. They held fieir bolren rEsdy, as if expecting violence to
cnpt at any moment.

cloud Rul|rler was glad to see rhem. Sinc€ Lame B€r's death. he had
felt very alone. He spotted several familiar faces among rhe
oncoming Imperial warrion. Mqnories of the old days in the Chapier
House floded back- He took three de4 breaths, roucled the ancien!,
white?ainted ruir beside him, for luck, and rhen spoke.

"Grcetings, Brorher Sky Waniors," he said.
'Greerings, 

Brother Ezekiel," said the Marine bader susDiciouslv.

Ooud Runner nrbbed his facial scar_lanmr 
"In rhe centre of lhe ciry we found a remple - a building rhat

,h*s,i"""d.:.s";;t-;d;G;ad,;tilff,ifuXiT n-o' 
:H:ff?,J#.jir"*,Tffi*:ilrtr#g;*J;jififSl

"Yes, Brot}er Ezrliel. They made me a Captain wh€n you failed ro inro the stteer and b€nsth ir found an entrance int" rfr" rmaerrri6la.
retum'" He paused' obviously waiting for an exPlanaticir' 

"Down we went into rhe cold, me!a[ corridors. we passed throueh
"h took you tm ye3rs lo corne lookin8 for lhe Dark Angels' hoour airlocks and bulkheads. It was like a buried spacicrafi. We srill
suits?" the old man asked w h a hin! of mockery followed th€ locator 6r, deiermined !o reclaim Two H€-ads Iirlking's
_ lhere has been war: a great migrarion of orks through rhe 

armour and avenge his death "

S€Smentum OhEcura. The Chapter was called to serve. Durin8 thar "At frst we made ersy progress agairst isobted Stealer anacks, but
time the absence of our Teminators l,as felt grievously, You have an lhen a chsnge occurr€d. For a while, rhere was Face.
erplanation for thfu' of co{rrse." ..We exchanged wary lmks. Bloody Moon asked if we could possibly
The Marines starEd a! Cloud Runner coldly. It was as if he was s have kill€d them all. I cln even now pictur€ the puzzled look cn his
stnnger to these Srim youths, or worsq a tfaitor. He remernbered rhe face. It was sdll there when e Sr€aler dropped through an air v€nt aid
firsl time he had srood among Marines snd, for lhe finr time in long took his he{d ofi. I btasred dte lhing wirh boher nre, reducinS ir ro
years, becsrne awarE of rheir uncanny quliry. He felt isolated ani bloody mush.
unasv 

"Now the Stealers began to srtack a8ain. Bur rhis tim€ rhei auacks
"These are not our people, Cloud Runner. W}lat happened herE?" werE co-ordinated, guided by scne malign inte igence. h was as if
asked a deep rolling voice. He rccognised it as Lhe dreadnoueht's. lhey had been l€aderless for a rime, but a new flend had now taken
Suddenly, he did not feel so done. Hawk Talon w&s rher€, h;ked charge.
ioto the life-suppon sysrems of lhe drexdnooghr:-1":f: 

" 1*-., "They flanked us rhmugh paralel corrido.s, dropped rh.ough vents inone person pnesent who was on his side' who was old eno.8h lo ,rt"'"liiirc.';r"a* .f s,.,lers and rhei. hurnan brcod alracked fmmundersland. It was like their firs! meednDcat^ulin',when he had.ish;.J,t;;;;:;fiili:i#""r""1 ilH,i:ty:x."#:tr#Hfir1;"f,i1;:yiy*1":ffi1slnrngeN' 
sight, welching those grca! armqrrcd b€ssts race closer, ignonng fteir

"No, honoured forefather, they arc not. They are !h€ unrainred kin as lhey were cut down.
survivors oflhe Genesreder ccrq'est." ,.s!ill rhey came. our point men and rEarguard werc ambushed and
He heard the shocked murmur of the Marines, srw rh€ wav rhar rhev kiued. The threals came so fast. we almost didn'r hav€ rime ro
instjnctively bro{rght their we3pcirs ro bear on rhe lodge people. 

- 
r€spond.

"You hd b€tt€r explain, Bror}er Ezekiet," said Broken Knife. "I saw a scorc of thern slain by flamer fire, and the stench rhat filed
rhe air was indescribable. They spent rheir lives rccklessly in their
blind lu$ ro kill us. There was a smse of rerrible, oppressive anger in
the air. h was as if they had a Frscnal score wirh us and were all
preparcd to die ro s€tde iL

"Any other rquad, evan other Terminators, would have been beaten
back by rhe sheer, fury of lheir .r!ack, bu! we $ore lhe mark of
Deatlwing. Our fimenl dirSes had been sung - fear was nor in us, and
we_had our own scores !o setde. We pushed forward, inch b)r loftrous

"Blood wesh€d lhe conidors as we fough! our way into a gr€a! central
chamber. TherE we found rhe body of Two Heads Talkin8. He was
dead, his body rcnt by grear wounds. Nearby lay rhe body of the

cloud Runner found himself relling his rale 16 rhe ssronished 
Patrinrch, nor a mark upon him.

Marines. He rold thqn of the Te.minabr cornp.ny's landing and of "The hall was fr:ll of foes, purcsrrain and brood. A handfut of us had
their discovery of the devastation thar had been wrough! by the fought our way hto rh" th.onr-.oo-. We faced many rimes our
Genesteslers. He lold them of lhe Cathering and of fie;hoice rhe nurn'ber. For a mornent, lPe stood exchanging glarcs. i rhint soth
warriors had made - of Two Herds Talking's spirit wdk and the sides sensed lhar rhey faced rheir ultirnare ireii - lhar rhe ourc.ine
Terminators' final mrrch on the ciry. He spoke to rhern ia the jltricate of thal fight would decide the fare of rhis world.
syntax of the Inp€rial longue, nor rhe language oI rle plains people.

"we rnarched rhrurgh rhe brack gares and we-re assaured by sretren. ;*"fJ1"J:i:tr:.1:yi*'J*ff:ffi*:r"trH5t:i;l;
At first they seerned ccrfrrsed, as if they had suffercd a gre6t shock. -. strangely calrn, surc fiai soon I wouli be-grceting rhe siirits of my
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anceslors. The Steilers formed up, and we rsised cur bolters !o the
firing posilion.

"At an unspoken sigml, they cha.g€d. mouths open but making no
sourd. A few of lhe brood fired encienr energy we3pons. B$id€ me,
a Battle Brorher fell. We laid down a barnge of 6rc rhat rore lhe frnt
wave to pieces. Nothing cqrld hsve lived lbrough it. Evert'lhing we
fircd sr died. Bur therc wele ju3r roo many of rhem. They rwarmed
over us, and the 6aal conllicr began in €amest

"I saw Weasel-Fierce go down befleath a pile of Sttalel:. His bolte.
had jammed, but he fought on, scrErming taunts and insult! at his
foes. The last I saw of him, he was tearirg the hesd frorn e Steder,
even as ir punched a clsw rhrough his chest. Thus passed the grurest
wanior of our gaention.

"l,ame Be-ar and I fought bsck to back, circld abot by qrr enemies.
Power glove and power s*ord smote rhe SEsl€rs as we cut lhem
do*'n. ff therc had been only s few mor€ purcrfain, things would
hav€ gme differcndy tlat day, but mos! of them sermed to have died
in the initial tutile auacks.

"As it was, things were close. tame Be-ar fell, wounded, and I found
myself breast to breast wilh a huge, armourcd horror. The leader
knocked my sword from my hand v.ith a sweep of a mighty claw. I
thanked rhe &nperor for the digital werpons in my power glove and
sprayed th€ monstosity's eyes with poisoned needles, blinding iL In
the brief iespite, I found time to bring my storln boher to b€3r and
slay iL

"I lmked rmund: only Terminaton stood in the hall. We whooped
win joy to fiad ounelvas still alive, bur rheo rhe nunbe. of our fallen
stmcl us, and we stood in appalled sitence. Only six of us survivei.
We did no! counr rhe numb€r of the Ste.len fallen.

"In fie world above, the chjldren of rhe Plains People waited. A huge
crowd hsd gathercd ourside the Emple !o see lhe ourcome of our
ba[le. They looked ar us, awe-struck. We had destoyed their tqnple
and kiled then godr. They did not know whether we were daemcns

"We look€d m the we3ry creaturcs l''ho wer€ rhe or y rcmnant! of
o{rr former clans. We had won, and we had rcclaimed our world. Still,
our vidory se€rned hollow. We had saved orr descendants fmm the
Stealers, but cur way of life *as gone.

'As we stood befor€ the assembled throng, it sFuck me what we musr
do. The Emperor himself provided inspirsrion in thal moment. I
explained my plan to the oahers.

"We drcv€ th€ cmwds frcrn the city and assembled rhem gl the plain
outside. We searched for traces of the brood among them, b.rt therc
were ncne. The Sleder taint seemed to have been desuoyed in our

"I walked through lhe factories and past the toppled chimneys. Then
we look our flamers and bumed rhe city !o lhe ground. We divided
the people up into sir new tribes snd said our good-byes to e3ch
oaher, for *e knew we would likely never meel again. Then we led
our descg|dan|! away frsn the stil-blazing city.

"l,ame Bear took his folk to the mountains. I brought my pec,ple ro
my old village, rnd we rebuilt i!. I do not know what became of ft€
oah€rs.

"I have rold fiese p€ople that I was sent ry lhe Emperor ro lead them
back ro lhe old w:ys. I have taught them how ro hunt and frsh snd
shoot in rh€ old marmer. We d,o batde with the other rribe,s. One &y
they will again be wonhy of becorning Sky Waniors."

Cloud Runner fell silenl. He ccirld see the Ba0le Brothen hsd be€n
moved by his tale. Broken Knife rumed ro the Librarian. Cloud
Runner felt tbe pressure of mind-to-mind cantac!.

"Brother Ez€kiel spaks the trurh, Brolher Captain Gabriel," said rhe
Libnrian. Broken Knife looked up at rhe old Marine.

"Forgive me, brother, I have misjudged yo{r. It seems tle Chapler and
the Plain's People owe you and your waniox a great debr."

"Semper Fideles," said Cloud Runner. "You musr take back lhe suits.
They belong to th€ Chapter."

Broken Knife nodded.

"Peftaps a favour. In honcrrr of our dead, leave ihe suils lhe colo{rr of
De.alhwing. The deeds of our brothen should be remembeEd."

" I t  wi l l  be so,"  repl ied Broken Kni fe.  "Dearb* ing wi l l  be

The Marines rumed ,nd filed our past the drc.dnoughr. The mighty
being stood iherc, watching Cloud Rumer wilh inlurnan eyes.

The Terminator's depanure left Ooud Runner suddenly rir€i. He felt
the weight of his yean heavily.

He sensed the dr€{dlought gazing at him and looked up.

"Yes, honoured ancestor?" he asked in the rongue of the Plains
People.

"Yc,u could go back wilh us. You arc *orthy of becarLing a Living
Dr€a&rought," it seid.

He wished he could rctum and spend his lasr yesrs wfth his Chapter
but he knew tha! he cqrld no(. His duty was to his people now He
musl rctum rhem !o ahe Emperor's way. He shook his head.
'I lhought not. You sre ! worthy chieftain of rhe People, Cloud
Runner."

"Any Sky Warrior eould be, Arccstor. Few are given the chance.
Before you depan, there is scnahing 1 must krow. W}en hrsr we
mel, you told me I should not becone a Sky Warrior if rher€ was
anyone I would r€gret lerving beiind. Did you have any rcgrets aboul
b€coming a Marin€?"

The dreadnought srar_ed a! him. 'Sometimes I still do It is a sad rhing
to leave people yo{r c5rc abou! b€hind, knowing lhey will be los! ro

'Goodbye, Cloud Runner. We will not meet again."

The dreadnought rumed and departed,  lesving Cloud Runner
enthroned amcng his p€ople, his hands toying with a blEid of ancient
hair.
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Captain "Broken I(nife" Gab,riel, commanding officer of the
newly-renamed Terminator company of the Dark Angels -

Deathwing - inspected the squad in the boarding torpedo widl
reserved pride. The polished white finish of the recently-
recolowed Terminator suits was neady dazzling.

A battered fransport ship - later idertified as The Spore - hd
dropped out of dre warp less than a week ago aod recently
had drifted into tlrc fringes of the section of space near the
Dark Angels'  headquarters, an area the Chapter was
responsible for patrolling.

A preliminary reconnaissance tearn had renrmed just over two
hows ago. The news rhey had b,rought back was horible, but
not unexp€cted: the ship was overnm widr Genestealers,

The Marines' primary assault wave met with heavy
opposition, but evenmally a bridgehead was established. The
secondary wave landed and, without sustaining any serious
casualties, advanced through the primary bridgehead and
formed a perimeter defenc€.

Intelligence reports began pouring in. Cyber-Altered Task
(C.A.T.) units sent back information confirmirg Gabriel's
fears: the chance of total decontamination of the ship was
reported to be "very low." All available data sugSested rhat
dre total annihilation of tie ship would be the most prudent
cowse of rction.

Gabriel rcalized, however, that, if the Terminators could
obtain a copy of the ship's log, the Inquisition would be able
to ietrnce the coruse of the ship and investigate all planets
along rhat route as possible sites of contamination.
Intelligence repolts suggested that the possibility of such a
log existing on board the ship was extremely high. Gabriel
made the decision without hesitarion.

He could trot allow the plague fiat had rcarly desnoyed his
own home planet to inflict itself upor the rest of the Empire.
Just as under Cloud Runner's command ir had saved his
world and his people from oblivion, Deathwirg would now
be able to save the worlds of others. And, as he refused to ask
another Marine lo perform a job that he wouldn't personally
do, Broken Klife would lead the mission himself.

He glared levelly at the Madnes arranged before him. They
were each as prepared for banle as a Terminator could be. He
sat down next !o the pilot and strapped himself in.

He gave the order and rhe torpedo blasted away ftom the
Imperial vessel and into the endless darhtess of space. Ah€a4
dre infested ship loomed largely. The other torpedoes in tltis,
the tertiary wave, had already docked.

"Onward to honour, brorhers. We shall  eradicate the
Genestealer d[eat. O[war4 for the honour of the Emperor,
our people, and our Chapter. Onward for Dearhwing!"

I
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THE CAMPAIGN
The following six rnissions cal be played together as a single,
larger engagement. Ideally, you should play rhrough them
each once as they are described in their btiefings before
attrnempting to run them togedrer.

Play Missions One, Two and Three as they stand, noting
down which Marines, if any, survive each mission. The
survivors of the first three missioru ae used in tlrc last d[ee.
Because of dre nairre of the campaign, you must play each
mission out until all Marines are either dead or have moved
off the board, even if rhe Marine player has already fulfilled
his victory condirions.

Morine Forces
In Mission Four, dre survivors ftom the three earlier missions
are regrouped together to face th€ Geneslealer horde. Replace
fie Mafines listed in t}e original mission briefing with ihose
listed below:

Group 1

All survivors ftorn Mission One's Squad Giheon, plus
Captain Raphael and Brother Marcus if they survived.

Group 2

The remnanB of Squads Gervase and MattlLias fiom Mission
Two.

Group 3

Those left alive ftom Squads Noel and Nathadel in Mission
Three.

For Mission Five, the Ma ne player should simply use the
survivors of Mission Fow in place of drose described in the
original mission briefing.

If the working C.A.T. is found and retrieved in Mission Five,
Captain Gabriel will alrive to lead the sulvivon that rnission
on to Mission Six, replacing *re foices listed there. If the
working C.A.T. was not lecovered, lhe campaign comes to a
close as the Marines are not aware of the presence of the
hidden lifeforms.

Ammunition
Due m the nature of the campaign (ie its lellgth), assume that
the Madnes locate weapon caches betweel each mission. As
such, Flarner Marines and Assault Cannon Marines begin
each mission with fully loaded weapons and as many reloads
as they can carry (ie one flamer or three assault camnon
reloads).

Viciory
If this campaign is played as a whole, new victory conditions
apply. For a total victory, the Marine player's forces must
have recovered both volumes of the ship's log (at least one of
them must be undamaged) and one of the unlmown lifeforms.

A partial win cal be claimed if a lifeform or either of the
volumes is rescued from the ship.

Failure to recover even a single volume of the ship's log or
one of the unknown lifeforms will leave a stain on the narne
of Deathwing thar a century of heroic deeds will not begin to
letnove.

L
49



illsslOl{ 0ilt: AtABil $tt
Jftt '

++ Captain Raphael to Captain Gabriel. Squad Gideon,
holling perimetet at Sector Delta Five, is down. Squad
Lucius rcports leav! psrchb activitt in sector Deba Six.
Brotler Marcus @d I arc respondiag,

The perimete! defence had been holding up well under the
ferocious Genestealer artack, but it needed to be totally secure
before Gabriel's forces could begin their search for the log.
The casualties in Sector Delta Five were suspicious - the
Marines had been left uncorucious, but not dead. They had
been psychically attacked by Magi, fourth generation
Genestealer-hybrid psykers, from elsewhere in the ship.
Squad Lucius had stumbled upon just such a group in an
adjacent sector and had eradicated them. However, the
downed Marines were not reviving on thet own.

.t+ Sector enlered. No hostiles present,

i+ First brother located. We hove awakened Sky Cat, and
he appears to be unharmed,

++ Our enemy is at ha d. We shall continue. We shall
succeea.

Captain Raphael and Brother Marcus were trying to locate
and revive all five members of Squad Gideon while fighting
off Stealers looking to exploit dre hole in tlrc perimeter. Only
by reviving dre unconscious Marines and pulling backdid
Raphael have any hope of halting tlle enemy advance.

++ Large con ertrutions offoe buildiag up ia rcigrtbourw
sectots.

a-+ Sergeart Gideon located and rcefued. Enemy units row
noing in.

1-+ Thc hour of victory is at hand, We '',jast cba+se this ship.
We will prevail.

Captain Raphael must decide whefte! to quickly pickup a few
men and retreat beforc dre Genestealers break through the
perimet€r wall, or to revive the whole squad and fight back to
safety tlrough the massed foe.

Objeclives
The Marine player is'attemptinS to rcscue the unconscious
Marines. The Stealer player is trying to kill all conscious
Marines.

Forces
Marlnes:

Consclous
One Captain with storm bolter, power sword and power Slove

widr genade lalncher.
One Marine with chain fist and smrm bolter.

50



MISSDN ONE: ALARM CALL

O ooon
I unnrrues oeelov
  STEALER ENIRY AREA

I eulrreno

Unconsclous
One Sergeant wift storm bolter and power gloye.
One Marine with flamer and power glove.
Threr Marines with storm bolters and power gloves.

Stealers; The Stealers begin with two Blips and rcceive two
reinfolcement Blips per turrl

Deployment
Marines: The conscious Marines deploy on the malked entry
corridor on the map. The unconscious Marines begin the
gane one in each room. The Marine player and the Stealer
playe! take tuns placing dre uconscious Marines face down
m any room not aheady occupied by a Madne, The Marine
player places hrst.

Stealers: The Blips may enter play at any entry area.

Speciol Rules
The Marine player can secure areas, and the Stealer player
can use ambush counters.

Aryakenhgr Reviving a Marine costs 1 AP. Any Marine can
revive another Marine in one of his ftont squares. A revived
Marine is considered prone (see Effects of Being Prone n
Mubi-level Missions) and may not get up rmtil dre tum after
he is awakened- Stealers will not attack a sleeping Marine, as
they are concerired with the more immediate threat: the
conscious Marines. Unconscious Madnes block movement
through a square, but not line of sight.

The Tlmer: The Marine player does not gain dre extra thirty
seconds for the Sergeant until he has been revived, The
Malines st rt the game with two minutes and thLty se.onds
for each tum.

Viciory
Each revived Madne is worth 5 poins, and each Marine that
leaves the board via rhe marked exit corrido! is worth another
5 poins. Once a Marine leaves the boar{ he may not ie-entei.

The Maine player wins by scoring 35 poins or more. The
game is a draw if the Marine player scores 25 or 30 points.
The St€alers win if the Marine player scores 20 points or less,
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illsSl0lt Ttll0: TllE SHIP'S t00
# Captaitu Gabriel to Squad Genase, copy to Squad

Motthias. Desig^ated tatget located in control room
rcferent Deha Two Romeo Seven. Successful retrieval
inperative.

++ Squad Gervase eftering sector ruiw- No foe presence yet
detected,

++ Blips approaching from all directions. First Stealer
sighted. and killed.

++ Tatget room located. Lag secured.

* Sqwd Manhias sighted. Our chnsmen are with us. We
proceed in glory.

The slLip's log would show where ?fte Spore had come frorir
and the route it had taken to get into the Dark Angels'
te[ilory. Any and all planets along its loute were possible
sites of infection. With this data, dre Impetium would be able
to hunt down and destsoy the Stealer enclaves, poteltia]ly
saving the popularions of several worlds. The mission was a
sacred and vital trust, and victory would mean great accoladds
for Deathwing.

++ Major enemy coru:entrations aroufud target room, but so

far, our casualties are low.

++ Estirnate ofi kill rate is apptoaching I to l, but nwber
offoe is increasing rapidly.

t-+ Sergeaat Matthias has established his squad as a
rcoguand to irtsure our success.

++ This is Matthias. Red Deer's Jlaner is rcarlt erhausted
Desert Cat b dead.

)+ Motthias is dowt Stealer came out of nowhere. Can't
ttold out tueh langer.

1-+ This is Red Deer Thc others are all dead. Am deloding
mt fiat Et. I go,o ncet Deathwing with blood oi m!
lands andtbtory in my spirit.

1+ Squd Matthias has been dcstored, Their srcti,ftce will
not have beerr inrain.

++ We stvll be victotious. We slall overcone,

Acquiring the log had rot been difficult. Retuming wift it
dEough the now-alerted foe would be fte test of the Marines'
mettle. Ultimate glory was the reward for success. The only
orize for failure: death.

Objeclives
The Marine player is att€rilpting to 8et ?1" Spore's log ftom
the control room at fre top of the map and king it back for
exarninarion. The Stealef player is trying to ptevent this ftorn
happening.

Forces
Marlms:

Squsd G€rYase

One Sergemt with stonn bolter and power glove.
One Marine with assault carmotr and powet glove.
Three Marines widr siom bolters and power gloves.

Squad Matthlrs

One Selgeant widr storm bolter and pow€t glove.
One Marine with flamer and power glove.
Tluee Marines with storm bolters and powe( 8love.

Stealers: No forc€s at the start of dle game, but receive two
reinforcement BliI!6 per $m.

Deployment
Merlnes: The rwo squads start on the marked corridor. Squad
Gewase is in the lead.

Stealers: Reinforcements may be b(ought on at any of the
marked entry areas.
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MISS|ON WO: IHE SHIP'S LOG

)

)

Speciol Rules
The Maine player can secure areas.

The Stealer player can use arnbush counters.

Removing and Carryiug the Ship's Log: The ship's log
resembles a large leather- and brass-bound book attached to a
lect€rn by its back cover. It contains trvo blark tablets upon
which the ship's captain would normally record the day's
eve s with a traditional quill perl" Altematively, a ship's mate
or scribe may perform this function for him. When ttle book
is closeq the text disqrpea$ into the log's memory and the
tablets b€come blank.

Any set of two wriuen pages may later be recalled upon the
tablets when the lo8 is open. The log is also connected to the
ship's main computer. At the beginning of egch two-page
spread appears a heading which lists the time urd date of the
entry, as well as the location 6nd status of the ship. Wlfle the
Stealers have neglected !o manually maintain the log during
their travels, it has kept a record of th€ ship's route
automatically.

A ship's log does eventually become full when all of its
rnemory has been used. When dris happens, the captain, mate
or scribe simply removes the current volume ftom its stand
and replaces it with anodEr. Back volumes of the log are
usually kept on a shelf in the captain's library or in his
quarters.

The log can be rcmov€d from its housing at a cost of 2 APs
and can be carri€d by a Marine with no penalty to movement,
fuing or close assaull However, a Marine involved irr close
assault will drop tlre log if holding it.

Droppltrg th€ Ship's Log: Passing or taking ttre ship's log
costs 1 AP. If thir is done, roll a D6. On a 6, the log's been
dropped. Roll two dice, a double indicates the log's been
damage4 Picking the log back up costs 1 AP.

Vicfory
The Marhe player wins if he gets the ship's log back down
the start corridor undamaged. Getting away with the log
datnaged couts as a &aw Failure to rctrieve tle log at all is a
Stealer \vi[.

ENTRY
& EXIT

x
A
o

DOOR

MARINES DEPLOY

STEALER ENTRY AREA

THE SHIP'S LOG
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frllsSl0l{ T}lfiEE: $EEll Aill| RETRIEUE

t-+ Captain Gabriel to Squad Lucius. Expect heav!
resistance. Mission rLn tirrg at ftfi) percert success rale.
Tfu Emperor demands success, and we shall ,rot fail.

It had been discovered thar the ship's log that Squads Gervase
aad Manhias had recovered was the second of two volumes
completed since the Genestealels had overrun the ship.
Another retrieval team was sent into orerny terrilory to obtain
the other volume.

t+ Squad Lucius tepotts target located. High foe
concentratiorts all arcund. One casuahJ slstaincd. We
shall avenge.

t-+ Major enem! presence. Sergeant Lucius has fallen
hornurably. We mts tat fail.

i-+ Hotrour is ot stal@. Major casuahies have been inflicted
upoa our enemies, ba thc horde is endless. We can but
strive to succeed, even whcn, ia striviig, u,e shall die.
Others sllall carry on, and we shall not be shanwd.

++ Running Turtle's assauh canaon has molfun tio^ed.
Many foe dbd with him. I -

In a desperate move, two perimeter squads were dispatched to
recover the volume that Squad Lucius had failed to retum
with. Sergeant Lucius may have lost his batde, but Deathwing
would win the war.

Knowing that the host of Stealels that Squad Lucius had
fallen to would be waiting for them, Sergeants Noel and
Nathaniel fearlessly led theL men into lhe sector from which
Lucius's last tsansmission had come. What would be rheir
best plan? To hope for a quick find in the closest rcoms or to
head for the far room ond sweep back down?

t-+ Squads Noel and Natha iel detdiled for pickttp. Proceed
to Sector BetaTwo,

t-+ We have arrived. Full sector search initiated,

++ Bt the thrc c, brother, save tour anr 't xion!

++ StoncThrcwer just kilbd a rur.

.t+ This b Noel. Target located and in our possession. We
are returnihg.

1+ Our brothers shall be vindicated. Their sacriftce shall
rot be in vain. Death to the Genestealers. Glort to the
Emperor Vengeance shall be ours.

Obiectives
The Marine playei must locate (see Searc,izg the Rooms
below) and bring back the volume of the ship's log which was
lost by Squad Lucius. The Stealer player must ptevent this
from happening.
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Forces
Marine,s:

Squad No€l

One Sergeant with storm bolter and power glove.
One Librarian, psychic mastery level 1, with storm bolter and

IOrCe axe.
One Marine with assault cannon (one reload) and

grove.
orrc Marine wittr lighming claws.
Orc Madne with storm bolre! and power glove.

Squad Nathaniel

One Sergeant with slorm bolter and power glove.
One Marine with flamer (one reload) and power glove.
One Marine with thunder hamrner and storm shield.
Two Marines with storm bolters and power gloves.

Stealersr The Stealer player begins the game with one Blip
and receives two rcinforcernent Blips per tum.

Deployment
Marines: The Marine player deploys one squad on each of
the rnarked corridors.

Stealers: The Stealer player's forces can arrive at any of the
marked entry areas.

Speciol Rules
The Marines can secure areas, and the Stealers can use
ambush counters.

Searching the Rooms: The log can only be found in one of
the fow rcoms marked on the map with a nurnber. A room
cannot be searched while there are l ive Stealers in i t .
Searching a room takes 3 APs. A Marine must enter any
square in a roorn to sealch it. Afler a room has been searched.
the Marine playe! rolts a D6. If rhe result is equal ro or higher
thall the number marked in that room, the volums ]ras be..
found. The Stealer player then places rhe ship's log cormter
on any square m urat room.

The Long Search: If rlree of the fout numbeted tooms have
been searched without finding the volume, it is automatically
in Lhe last numb€red room, A Marine must srill sDend 3 Ap;
in thaL room to locaie the log.

Returning with the Ship's Log: Atl the rules ftom Missioz
Two: The Ship\ Log apply for moving, firing and fighting
while carrying the volume, as do the rules for passing the log-.
It costs I AP to pick up the volume when it is lrst formd. 

-

Viclory
The Marine player wins by finding the volume and carying it
through the entry corridor rmdamaged. The game is a draw if
the log is damaged before before being retumed to safety. The
Stealer playe! wins if the volume is not rc&iev€d.

MISSION THREE: SEEK AND RFIRIEVE

ENTRY
& EXIT

oc



fill$SlOlt f0Ufr: RE0R0UP
t+ Captain Gabriel to Captain Raphael. Lov enemy

concenlralions in your area. Pull together all squads in

lour yoximity and strikz inlo e^emt territory, Proceed
on to Sector Garwaa Nine aid aw)ait fitrther irLtFuctions.

++ Tlis is Captain Raphael. All troops in Sectors Fottrot
Four through Eight, cowerge on m! beacon. Intehded
attack route is through Sector Tango Six-

++ Remaits of Squad Gideon responding with four men.
Closing fast onlour signal.

i+ Cotection: three nen.. Big Sk! occotrnted for himself
hoiourably.

i+ To ne, my clansmen! anitud, the Steabrs cotubt stand.
agabst us. They must perish before ow fury. We shall
coutt oul coup m cofpses.

Captain Raphael and Brother Marcus struck out towards the
target sector *hile the remains of three other squads struggled
to join up wifi him.

++ Librarian Nicoderruts of Squad Noel in visurll contact
with Raphael, am leading two othets from Squad
Nathaniel. Squad Gemase coming up onTango Six.

++ Squad Gervase closing in on target area. We have
s ustairwd t hree casualt k s.

+-+ Glory to the Empetor- Enem! contact established, All
groups close up fast. We slull la!.gh at dedth together,

Not knowing how long it will take all three following groups
to reach him, Raphael rnust decide whether to strike on
quiclly 8nd let 0re goups corne logether as they prcgress, or
wait in a defensive position until more tsoop$ rcach him.

Objectives
The Marine player is attempting to move finther into dre ship
by grouping together scattered Marines and pushing them
forward across lighdy-defended sections. The Sbaler player
is simply trying b kil as many Marines as possible.

*
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MARINES DEPLOY

STEALER ENTRY AREA

BULKHEAD

EXIT

ENTRY

Forces
Msrines:

Group 1

One Captain with storrn bolter, power sword and power glove
with grenade launche!.

One Marine with storm bolter and chain fist.

Group 2

One Librarian, psychic mastery level 1, with storm bolter and
force axe.

One Marine with flamer (one reload) and power glove.
One Marine with lighming claws.

Group 3

Tlree Marines with storm boltef,s aod power gloves.

Group 4

One Sergeant with storm bolter and power glove.
One Marine with assault cannon (one reload) and

glove.

Stealers: No starting Blips. Two reinforcement Blips
each tum.

MISSION FOUR: REGI?OUP

Deploymenl
Marines: At the end of a turn when troops come onto the
board roll a D6 to see when the next group will come on. l-3
means it arives the next turrl while 4-6 means the tum after
ftar AII groups begin at the rear of the marked entry corridor.

For example, Group 1 enters the board at the beginning of
turn 1. After turn 1, roll to determine when Grouo 2 arrives.
I-3 means they arrive on nrn 2, while 4-6 meas rum 3.

Stealers: The reinforcements may come on at any marked
entry are4.

Speciol Rules
The Tlmer: The Marine player does not get the extra ftirty
seconds for the Sergeant rmtil the model actually enters play.
He begins with two minutes and thity seconds for each tum.

Vicfory
The Marine player wins if six or more Marines get across the
board. If three, four or five Marines survive, the game is
drawn. If two or less Marines make it *re Steale! plaver wins.

power

arrive

o l



illS$l0t{ flUE: C.A.T. HUIIT

++ Technaines report thrce, rcpeat three, Clber-Altered
Task uaits h Sector Gattoa Nble. Squads Raphael and
Gemase to act as pick-up.

Usual pre-entry procedure for investigating a vessel with
which contact camot be established is to set loose a number
of C.A.T.S tlut will search 0uough drc hean of the ship and
report back anything of intercst. Captain Gabriel wanted the
information held by the C.A.T.s - Thc Spore *ould hold no
secrets ftom him.

i+ CA.T. units appear to be moving without dbectional
conttol. Possibility of ddrnaged Esterns is high.

* A fully futrctionitg unit is necessary for data rcttieval.
Check for ur6orrtEted data before retrbeal of C A.T,

++ btetny concertration$ are high- Go with the Emperor's
blessings.

Unfortunately, two out of the 0uee C.A.T. unis are carrying
corrupted and partially wiped data- Or y a manual irspection
will reveal which is tie uncorrupted unil

l+ Squad Raphael reports large enerny troop moverncnts in
and orowrd Sector Gatntta Nine.

i+ All thrce CA-T. Bnits still conrtied to that sector. Foe
closing in rapid.ly on several vectors. Speed is essetuiol
if we are to srcced.

++ Squad Genase has located a CA.T. Blood Blade has
detemiied that tlrc data is cdrt pted.

)+ Ddeot vrill ,tol be toleruted. The E nperor u,atchcs a,er
us. Go forwa for the gbry of Deathwing.

The two squads must find the corect C.A,T, and get it off fie
other side of the board while facing major concentrations of
Genestealers.

Obieclives
The Marine player is attempting to find the one working
C.A.T. out of the 0ree in this area and remove it to a safe area
to read the dat! it contains. The Stealer player is Eying to stop
this from happening.. 

"

Forces
Marlnes:

Squad Rsphael

One Captain widr storm boltet, yrcwer sword and lnwer glove
with grenade launcher,

One Marine with storm bolter and chain fhr
One Marine wi$ flamer (one reload) and po*,er glove.
Two Marines with storm bolters and power gloves.
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MISSIQN FME: C A'T. HUM

O ooon

I lnnnes orerov

I srealen rrurnv rnee

l
Squad GerYas€t

One Sergeant with storrn bolter and power glove'

One Marine with assault cannon (one reload) and Power
elove.

Ttri Marines wi*r storm bolt€f,s and power gloves'

Stealers: A start ing force of two Blips' and two

leinforcement BliPs Per tum.

Deployment
Marin€s: The squads both stafl in tlre marked entry corridors'

St€alers: Forces can be b(ought in at any marked efltry area'

C.A.Ts: Before the game begins, the Stealel player decides

which of the fire€ C.A.T.S is $corrupted, and wdtes it down

on a piece of paper The Madne player is not to be shown the

paper until he locates the cofiect umt.

The Marine player then draws a command point counler and

puts a C.A.T: an)ryhere in rhe room wiLh tJrat number marked

in it on the map. This countel is put to one side and another

counter is dtawn [o find out where the second C AT is to be

Dlaced. ReDeal rhis procedure for Lhe Ltrird C A'T This way'

iach C.A.T. starts ira different toom.

Speciol Rules
The C.A.T.S: All rules from Missian Thtee: Rescue in the

oily:|i,al Space H uk mission booklet apply here The C A T s

wil'i be moving around, as per these rules' from tum 1'

The uncorrupted C'A.T':  To determine i f  a C A'T' is

uncornDred. a Marine must pick it uP 6nd erarnine it lt coss

1 AP Lopick it up and a ftu*er 1 AP lo exarnine il' Once a

C.A.T. has been examined, the Stealer playei announces

whether or not it is the uncorrupted unit.

Victory
To win, rhe Marine player must irnd the uncomrpted C A'T'

and eet it to the marked exit conidor, undamaged' If the dght

C,AIT. is retrieved, but ges damaged, the game is a draw If

the poper C.A.T. is not recovered, tlle Stesler player wins'
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illsSl0f{ Slll: THE Ul{llt{0tttll tlfEf0
The functioning C.A.T. unit bore Captain Gabriel some
starding information. Three similar, alien lifeforms wele
being kept in stasis aboard The Spore. These lifeforms, if
captured and retumed to the Adeptus Mechanicirs, might
prove to be an invaluable find.

The C.A.T. described the creatures as large, six-legged
insectoids, far too bulky to be carried back safely to $re
assault torpedoes while batding the Stealer host. However,
the room was wshielded ftom teleportalion devices. Possibly,
dre lifeforms had originally been b,lought aboard the ship that
way. This meant, if a Marine could reach one of the lifeforms,
he could tel€port back to dre parol ship wirh it in his grasp.

Also, Squad Gervase had located a cache of five power held
generarors in Sector Delta Ten and brought them to the
rendezvous point just outside Sector Alpha SeveiL wh€re the
lifeforms lay ftozen. The Marines could use the genentors to
block the corridors behind them and hinder the Stealers'
assault long enough for them to complete their rnission.

t-+ Captain Gabriel to all rennining units. Cotverge o m,
signal. We begin our assauk in 60 seconds.Each man
wil l  carry one power f ield generator. Ase them
prudentlr.

++ Low nunbers of foe rcported in taryet area. They face
death unlaaviae ,

1+ Foe rroeing in qubHy. Forwatd, brorhcrs, Forward to
ho,tow,

-t+ Ii the narrv of Deathwing, for the Emperor and our
peopb - for Cloud Rmrcr - ure shall succeed.

Obieclives
The Marine player is trying to ab6cond with one of the three
unkrown lifeforms being held in stasis in the end room. The
Stealer player is doing everythhg possible to stop this.

Forces
Marlnes:

One Captain with storni tiolter, power sword and power glove
with grenade launcher.

One Marine with assault cannon (one reload) aird po*er
glove.

One Marine with flamer (one reload) and powet glove.
One Marine with storm bolter and chain fisL
One Marine with storm bolter and power glove.

In addition, each Marine has one of the five power field
generatols.

Stealers: Starting force of one Blip, and two Blips per nrm.
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M/SSION SX ; IHE UNKNOWN LIFEFORMS

o
x
Ar

DOOR

MARINES DEPLOY

STEALER ENTRY AREA

CRYOGENIC TANKS
(Alien Lifelorrns)

Deployment
Marines: The squad starts on the marked corridor'

Stealers: The Stealer forces may come orl at any of the

marked entrY areas.

Tbe UtrkDowD Lifeforms: Place t}|e cryogenic unk- counter

in rhe proper room as shown upon the map' I he lllelorns lre

in stasis within.

Speciol Rules
Po\rer Field G€nerstors: A powd field generatol is a small

a"ri"" O"t Senerates an inuisible force field in a sphere

""ntt"a 
-o,ittO ls.1t. They have several uses' one of which

ir r""tl"g ttUf U"""ttes in imergency situations However' in

rhis miision. the Marines have come up with a more

aopropriate application. They are Soing to use the-Senelal'ors

rii"tuv rft" Ginestealers by blocking off some ol the stup s

corridors.

Usinq Power Fi€ld Generators: Priming and tluowing a

senerior ctss 2 APs. A Marine can thJow a generalor up to

ii" ,oo*", uo'"y in his lrs and arc of fire' To be effective'

the qlnerator nttrsr go off in a square between at least two

;;6;t;;;"11. (ie-normallv, onlv in a sraight corridor

section oi ar *re enfance to a room o! junction):

When rhrowing a generatot' the Marine player indicates

*i*l ii;t t"o*,""a t land and ften rolls a D6 on a rotl of 6'

,it"-""rll 
"ii.tt" 

one square further lhan iniended (unlcss

ti""?"i t" 
" 

*"U - 
"losed 

door) On a 1' the generator€ither

ial trt"n'uv o* tqtare or, if it was meanl ro go off only one

.i"*" 
"""i 

r-. ,il" Marine tlrowing ir' iL goes off early' in

that Madne's square.

Pow€r Fleld Generator Effects: The field fills the entire

.".*" itt *fttft i, f-as, killing any model in drat space and

"l.J"i"rt 
blocking movemenl and firing though iL bul not

i,osllii"i"t 
" 

s"i. l8 APs to nght P&st a field and desrov

the generator. On a piere of paper. keep track ol T".luT-
of APs a Stealer has spent on attacking a power llelo' lr an

""tit" 
totn passes in which a power field has not been

"*"t"a. 
i i.-"aiot"fy is resored to fulIpower again

Marines can only destroy a field and its gene-rator wi$ a

fo*"i t"ota. cirain fisi, thunder hammer' force axe or

iignting 
"1".". 

It co.ts an approptiately armed Marine 4 APs

dao s-o. Destoyed genentols a.re lemoved Aom the board'

Viciory
lI anv Marine reaches the lifeforms and spends 4 APs Lo

t"r#n Uu.t ro ttt" .hip with one of them, the Muine player

wins. Anything less than this is a Stealer win'

67



CI'fi.\f)EI, j}lIl$dffUKES" i..
!E

l*"ii*+"fi'ff"4ifi::"$"f:,"{fr &
bettertoy and hobby shops everywhere
In the event of dif f iculty, or for further 

" ,r fr ,  '  3 3\ts..=---ir!)-11 ttdetai ls of our latest releases. send a l--: : \g*,-Vl l  |  1:
stamped self  -addressed envelope to the I l  r"""hteA.. \  |  Zi
appropriate address below:
! Games workshoDs.'ilii[* | ll's,ffifil I iichewron Street. Hilltop, I ll / F/A,fi\" ll | :;

Eastwood l l /?v l lJ , ' t \ l l  l5F
r,ro"'nshu'",NcrosFrv I IffiKAW ]r$e
cames workshop Inc l41ffi\ft]4l =AE'T:,3:,il"f:iq;;" ffil E=F

- 
rE __==

oney xltEEi-renutraton ruer.aesrs ro'iii weapor | \/ 3?lrry -- FIE
o7o2o4t2 GYCLOI{ETERMIIIAIOBS

WITH STOFM BOLTERS
O7O2O4I5 THUiIDER HAMMER TERMINATOBS

TERMINAAOR WITH AEFIMINATOR WITH
THUNDER HAMMER & THUNDER HAMMER &

STOBM SHIELD STORM SHIELO

TFIAITOFI SEFGEANT WITH CHAOS
STORM AOLTEF & CHAINFIST AND POWEF GLOVE WITH

JOKEFO DIGITAL WEAPONS

o7o2o4t4 LtcHTt{ltIG CLAW TERMTNATORS

TERMINATOR WITH
LIGHTNING CLAWS

TEFMINATOF WITH
LIGHTNING CLAWS

TRAITOF TERMINATOFI WITH
ASSAULT CANNON AND

DESIGNED BY JES GOODWIN Gama6 Wo.khop lrd Arl tishF ro5.rwd.



I
c\ o\ €\ €\

€ a @ €

t- F l.- F-

\c \..) \o

=

al a{ t\

.
. .

fff
l t l l  o  o  6
l t l /  4  <  <
J l l /  c  q  q

.VEEE
fF*6 

*

Fr'
ryfl

q\ €\ o. €\

€ a € €

t- F- t- F

\c) \c) \o \o

= =

al at al

ffi
l l t l  o  o  o
l l l /  <  <  <

a q o,
.EIJ E E E

- sS# " - -
61")qzq

F
e

6rt

€\ €\ o\
.j

o\

€a a a €

F t . : t.-
al

r-

\o \.c \o

a.l

-

{. =
C:I

l.-,
1

F
r.l

at ca at

f i l
a9

w'
: 2 1 F

3F+

z > 6

Eg$

'osn reloead ror ldo.oloqd or paluerE uorssrurea

c\ c\ c\ c\

G - € €

t- F F t-

\c) \.o

a.t at a':l ?.1

\J

t ^ l
E]e l

:

. .

€\ o\ 6

€ € 6 €

F t.- F- t-

\9 \€,

{

al al arl c.l

ffi
l l / /  <  <  <
t l  o.  q q

. 4 g g g g
fF5# 

* *

Vw

cl

c\ o\ o\
cl

o\

- l -
t l

ca €
al

€

;l-r- F t-

r!l
51.€
L I

\€t \o \€'

crl

ail
s

c.l

6l cl al
?.1

al

at



lock movement and LOS.
Attacked ifl the sane manner as a door.
Replaced by rubble if destroyed.
Cannot be moved.

Block movement and
Cannot be moved.
DesLroyed by a close assault attack on
score of 6 or bener.
Remove counter if bulkhead's

Disposat Chutes To escape a ship via a disposal chute, a
Marine must slide down the chute and
destroy the outer door.
This door cannot be opened manually.
Stealers can follow Marines into the
chute one at a time.
Mode l s  l ha t  have  en te red  t he  chuLe
cannot rehrm to the board,
Once the door is destroyed, Marines in
the chute escape automatically. Stealers
in the chute become casualties.

A Stealer Stealer is killed. Marine falls
prcne.
Stealer moves into any empty
adjacent squale, retaining
fachg. Roll for Marine falling
into empty space. I f  Stealer
calnot move, it is killed and

Cenestealeis can.
Any time a Marine enters a pitfall square,
he falls duoueh on a 1 on I dice-
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