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- lFilet 1327.90
/File Namer AAR 32.11.098 Blood Angols LA
/File Status: S6cr6t
/Date lnputred: 2 247 989 M41
/lnputted by lname): lmperial Commando. Trix
/lnDutted bv {serial number}: 431'12.34.601

/Beoin Fi le:

AFTER ACTION REPORT

- Purye of enemy vessel by Blood Angels Chaptet Legiones
Astaftes. Thitd Phase - 2 154 989 M4l, srid coodinates 7a/54/23
thtough 80/55/23 lsee stategic nap; File M55.7ag).

(See also: File 1209.4-1209.47 First Phase - Ship actions against
enemy vessel; File 13O4&l3O5.l Second Phase - Boading enemy
vessel; 1305.22-1305.67 Thid mase - Expanding bndgeheads and
linking assault crcft.)

, :  Operat ion Object ives:  Expand br ids€head to esrabl ish
jumping-off point lor linal assault on command and sngine ssctions of
ship;  contro lcommunicat ionscorr idorsto hamperal ien re inforcementof
areas under att6ck.

* Forces Employed: Bemnants of Legion Asta rtes Blood Angels
Telminat ion Comoanv one-hundred Mar ines under the command of
Brorher-Captain Msntags. (Note that because of proximity to engines, no
he6w weaoons were iss!ed,)

i Analysis: rt" op"ration was s complete failure. while the objective
was easily fsach€d, Marin€s were un6ble to hold, 6nd were very nearly
annihilated ifl counterattack, lf not forthe prompt and courageous actions
olthe wounded Maines and suppon staff, fie assaultvessels could easily

Combat losses have be€n sxtremely heavy. Of one-hundred Marines in
the in i t ia l  forces,  twelve rsmain h€al thy.  Without  substant ia l
reinforcements, fu(her off€nsive operations ars impossible - in fact, I
cannot guarantee to hold the ground we've got now.

ll cunent loss fatio estiriaiss ars corect, a Marine willkill3.S Genestealers
before dying himself. lt is impossible to dstelmine whsther this ratio is
high enough, as the numbefof f€serves and reinforcemsnt rate ofthe aliens
is unknown. Thus a war of attrition is extremelv uncertain and dscidsdlv

The Maines have bs€n showing th€ir usual degre€ of compst€nce and
co! fage in bat t l€ -  i f  anything,  they are almost  aoo fanat ical  in th€ir
persecution ol the fighl, liercely unwilling 1o fetfeat even in the face of
overwhelming odds. Such an attitude is to be commended lndar most
circumstanc€s, but with the recent decimation of our forces and the
apparent inexhaustibility of the enemy's numbers, each Marine's death
b.ings us closer to disaster.

* TaCtiCS: Ou r tactics, splittins the Marines into tactical units of five
men -a S€rgsani, a Flam€r Marine, andthree stom boltsr-armed Marines
'ssem to be working as well as might be hoped, given the overwhelming
numeica I superiority of the enemy, the impossibility of employing he6vy
weaDons and the extremelv difficult combat terrain.

Stom boltsrs ar€ reasonably etfsctive against the ali€ns, assuming that
the Marine can hit histarget before it reaches him - a dubious proposition
albest, Marinesfind it uselul to syslematically destroy any possible cover,
particularlv doors, to incrsase thsir fir€'corridor. Overwatch fire tactics

Flafiers have proven quite usefulin the battle againstthe aliens, asthey
can wipe out a large number ofthe enemy before he is within attack range
However, we have only enough flamers to equip each Squad with one,
and the enemy are becoming adept at outflanking the sole llamer and
hitting him trom the rear lf more llamers were available - approximately
twice as many as we have now - I believe that the balance would swing

Ouite possibly, the Sensorium isthe best weapon arthe Marines' disposal,
allowingthem to determinethe location of the 6nemy b€forethsy launch
the inevitable assault. lt must be noted, however, thatthe ali€ns seem to
be aware of our location at all times,

Hand-to-hand b6ttle 6g6inst the monsters is inadvisabl€. Ths aliens are
much tasterthan we are,6nd, signilicantly srronger: more often th6n not,
they ar€ more than a match €vsn for a Marine in full Tsminator almour.

*  SUmmary:  Ws are losing.  Af tsr  ths in i t ia l  successss of  the
invasion, w€ dramatically undsrsstimat€d the fighting skill and numb€rs
ofthesn€mv. Without reinforcem€nts. w€ should either admit dsfeat and
withdraw orchoose much more limited objectives andextsndths proisctsd
timescale for the reduction of the vessel- Even that will not ouarantee

The Blood Angels Company has been decimaled, and is in rcaldanger of
being wipsd out in its €ntifety. To a man, th€ surviving Marines (myself
included) are extremely loath to give up the fight. Death is, of coufse
infinitely preferable to dishonour

I have reported the situation to High Command, and await lurther orders.

t Action:

15.O0.O5 J Assaul t  launched. Obiect ives reached wi th l i t t le  or  no
oooosi t ion.  No casual t ies.

15.10.00 t  Per imeter secured.  Purge of  areas wirh in per imeter
comm€nced, Marines using Flamers to burn out alien concentrations.

15.13.00 J Aliens rsported massing on edge of p€rim€tsr. Squads
divened from purgeto reintorce pickets. Purge continued at slowsrpace.
Fsw additional casualties.

15.15,OO J Al ieas launch counterat t6ck against  cor idor iunct ion
7 Al54l23l l1i desTtoyingtwo Squads, breaking through perifieter. Enemy
casualties unknown, pr€sumed heavy.

15.'l7.OO ) Marines launch pincer attackfrom adjacent sectorstoseal

15.19.35 J Pincsr attack rspulssd. Ali€ns wid€n brsach, infiltrating
sectors 78/55/21 and 74154122. Matines in sector 78/55/22 encircl€d.

15.20.00 J Marines ordered to tall back and sstablish new defensive
l ine at  78154121-78154127. Heavy casual t ies repo. ted dur ing

15.2O.43 ) Captain Mentage killsd lsading brsak'out attempt from
sector 78155/22. Fifteen Marines lost during break-out; three suruivors
reach defensive line at 79155/2!.

15.22.30-t Delensive lineestablished. Heavy pressure along entarelronl,
Operational reserv€ {twenty heavily-wo!nded Msrines, assorted support
staff and non-essential ship's Dersonnel) ordered to bolsterdefensive lina

15.25.00 )

15.32.45 )

llarin€s repulse heavy 6ssau lt 6long entire line, Casualties

Feserves errive ai defensive line. Defensive line stabili2ed.

* Marine Casualt ies: Two off icers ki l led, three missing and
pr€sumsd dead. Eight M arines killed; twenty-eight missing and presumed
dsad; fourteen suDDort st6fl 6nd non-essential shiD's Dersonnel killed.

* Enemy Casualt ies: seventy-two conl irmed ki l ledj one-
hundred-and-f if tv-three orcb.bles.

lllay the blessings of the Eternal Emperor fall upon you.
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BACttGROUilO
The Genestealers are a race of aliens who seek to conauer
the unive.se. They travel in huge, ancieot. nearly der;lict
vessels, commonly known as space hulks, until th€y find
a suitable planet to colonize

A victim of the Stealer t.uly suffers a fate wolse than death.
Iniected with the Stealer's egg, the victim becomes an
unknowing carrier of the Stealer's DNA pattein, and his
children are bom as Genesteale$. Thes€ creatures. in turn.
infect other humans. until the entire planet is taken over
The Empe.orofHuman Space has recently become aware
of the Stealers activities and is taking immediate steps to
isolate and stamp out the attack - but at a terrible price _
rhe Emperor's tnquisitors ruthlessly sterilize rainted planets.
wiping out their populations tothe last man. womin. and
child.

Though rhus far t00o/o effective in sroppinq rhe soread of
rhe Stealers beyond the infected planiis, t-his soiution is
not without its dfawbacks. In additionto the obvious loss
of life aod resources, if news ofthe scorched earth Dolicv
spreads. local governments may naturally become reticent
about telling the Imperium that they have been infiltrated.
making the job ofcrushing the inwsion all rhat much more
difficult. Therefore, grear efforts are being made to search
out the invading vessels and attack and desiroy them before
rhey have a chance to infect arry more planets.

Enter the Space Marines.

Space Hulk chronicles the assault upon one of the giant
vessels by a Company of Space Marines from the Biood
Angels Chapter of rhe Legiones Astattes. One player takes
the part of the Space Marines, the toughest wairiors ofthe
Imperium, and the other plays the Genestealers, terrible
alien in dets from another galaxy. The fight is to rhe death. THE RUTES

The firsr thing )ou have ro do r,o play Space Hult is read
these rules. Thry aren r parricularly long or difficutt, and
we ve included Iots of diagrams and examples to help
explain rhe more compticated ideas. Don r tryio memorize
rnrs DooX on the l irsr go: all you reall) need ro begin play
is a grasp of how rhings work - you can look up thi
particulaE as vou need during the gane

The fi6r secrion of rhe rules. entitled Hou to pl.q Tbis
Gamq ptovides an ol.en'ie* of the entire game. Once
you vf rcad lhar. vou ll have a good undentanding of what
the various rules m€chanic5 are meant to accomplish and
how they fit in the overall scheme.

The Missions
Once )'ou have read the rules and assembled the Dieces.
you are-read] ro begin play. At rhis poinr, you wii l ha\'e
to d,ecide which of the Mlssions. appe^ring in the Mlssioo
al|_d Backgrou[d book, you wiJh to play. The Missions
tell how to arEnge the boards to recreate a section of the
space hulk, where the men and atiens begin play, when
and wherereinforcemefts (ifany) affiye, and whit you neeO
to do to win. Each Mission is different from the rest; each
presents its own unique challenge.

W_ e've included six Missions with the game, and once you,ve
played for a bit and have a feel for w-hat makes a balanced,
exciting gam€ of Space Hulk, you can easih. create your
own.-ln addition. Wbite Dwarf, cames Workshop.s
monrhly games magazine. periodicall\ publishes niw
Space Hulk missions.

"t
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In space Hulk, one player takes the role of the space Marines, fanatical warrio$ dedicated to the destruction of the
enemies of the Empe ror of all Human Space, equipped with awe some weaponry and massive Teminator armour; and
the other player takes the roll of the Genestealers, fast, vicious, and super-humanly snong alien creatures. The game
takes place aboard a massive derelict vessel known as a space hulk, in which the aliens are invading Human Space.

THC iIAP Entry Areas
As you'll notice from the diagram above, a number of
corridors lead off the map. In the Missions, certain ofthese
corridors are desigoated Stealer Entry A/e6s, which m€ans
that tlre Genestealers can use th€m to bring reinforcements

G

THE PtAYIilO PIECETi

The Marines
Depending upon the Mission, the Marine player has one
or two squads ofSpace Marioes underhis command. Each
Squad contains five Marines: one Sergeant, one Flamer
Marine. and three Marines. Each ofthe Marines is dressed
in lbminator armour, a powerful €r<oskeleton which makes
him much stronger than a normal human and able to
withstand the most hostile environment. Each Marine is
also equipp€d with a mighty power glove.

Madne Sergeaots
These are the commanders of the
Squads. They are particularly powerful
in hand-to-hand (or hand-to-claw)
combat with the Genestealers. Loss of
the Sergeants will effect the amount of
time the Marine playei has to complete
his turn (see below). The Marine
Sergeants are armed with storm bolters.

These Marines are armed with six-shot
'heavy flamers. Heavy flamers afe
powerful weapons which fi l l  entire
corridor or room sections with flames,
possibly destroying any or all
Genestealers within.

The Space Marines are armed with storm
bolters. Extremely effective against
individual Genestealers at long r-f,nge, a
Marine is in real trouble if a Stealer gets
within clawing distance!

into play.

Flamer Marhe s

The map of Space Hulk is variable - it may be set up in
different ways to represent different areas within the huge
vessel. Each of the six Missions provided in Space Hulk
gives a differcnt map set-up.

Sectlons
The individual pieces that make up the maps are called
corridor and room sections. T\eft edges are cut so they
iotedock with each other and won't slip apart in the heat
of the game. The sections also have a game function, in
that they determine the area of effect of Marine flamer
attacks (described in more detail below).

Squares
Each map sectioo is divided into squar€s. No more than
one piece rxry ever occupy a singe square, and a piece
cannot move through an occupied square. This means that
they cannot pass each other in the c|amped, one square-
wide corridors of the space hulk - so if lour Flamer Marine
is at the back of the Squad, and you want him to burn out
the concentration of Genestealers lurking ahead, first
you've got to get everybody out of the way!

Doofs
The Missions tell 'ou where to place door counters on the
map. Door counters repres€nt the airlocks and blast-doors
dotting the huge vessel. Both sides can open or close th€
doors, Howe!€4 since Genestealers like to lurk out of sight
behind the doors and pounce upon unwary Madnes, smart
Marines oftenblow the doors right out ofthe walls instead
of using the simple opening m€chanism, thus denying their
opponents a place to hide.

Interestinglt the doors no longer serve their original
purpose as airlocks. The ship has been hit by so many
asteroids during its ageslong royage through space, that
all ofthe atmosphere within has leak€d out. somehow, the
Genestealers are able to survive in the hard vacuum. The
Space Marines, protected by their Terminator arlnour, ale
similarly unaffected - but drey die horibly iftheir suits ar€
Dunctured.

Madnes
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The Genestealers
The cenestealer player has a virtually unlimited number
of Steale$ under his command. Though he usually gets
only a few at thebeginning oftheMission, more and more
reinforcements arrive as the game progresrs.

Bltps

Genestealers

rvhen first brought into play, the Stealer
player's forces appear as Bllp counters.
Blip counters represent one, two, or
three Genestealers moving about the
corridors of the space hu.lk. The Space
Marine player is not surc how many
alieos h€ is facing until one of his Madnes
sees a Blip, orthe Stealer player chooses
to 'convert' the Blip (usually because
those St€al€$ are about to attack).

When the Stealer player is ready to
att4ck, orwhen a Marine s€es a Blip, the
Blip counter is turned over to show how
many stea.lers art there. At that point, the
counter is removed from the board, and
replaced with Genestealer models.
Tkenty stealer models areprovided with
Space Hulk, so that's the maximum
number that the stealer player can have
in play at any one tim€. However, the
Stealer player can reuse killed Stealer
models - and there will prottably be a lot
of dead Stealers by the end of the game !

Genesteale6 have no long-range weaponry - in fact, they
don't use weapons at all. Thsy attack by ruflning up to their
opponent and doing something nasty to him with their bar€
claws. This is risky, considering the awesome firepower
of the Marines, bvt if thq can get close, the Stealers are
exlremely lethal in close assault combat.

TURt{S
Space Hulk is played in turns - a Madne player's turn,
followed by a Genestealer player's tu!n. The turns are
further divided into a number of smaller parts, called
pbases. Specific things happen irl each phase, and it is
important that yon do them in the proper older, at the
proper time.

In game terminology, the ordei ofturns and phases within
a game is called the sequence of phry. Spaee lJulk'6
sequence of play is as follows:

Sequence of Play

Marine Player's Ttrrn
set Tlmer Phase: The Marine playe! is under time
pressure. Because dre Genestealers are so much faster than
humans, the Marine sergeants must think and act fast, or
theirsquad is dead. To simulat€ this, theMarine player has
only three minutes to move his pieces. To make matters
even worse, if a Marine Sergeant is ever killed, the Marine
player has even /ess time to make his move!

In the Set Timer Phase, the Stealer player announces the
beginning of the Marine player's turn. From then on, he
k€eps track of the passage of time on a stopwatch or
wristEatch; once three minutes have passed, the Marine
player's turn is over

Commaod Phase: During this phase, the Marine player
ramdorr y d.aws a 6omlru1nd countei 'jJumb€rtd from one
to six, to find out how m ny Command Por'rds he has. The
Marine player uses Command Points (also called CPs) to
have his Marines perform exceptional feats.

The Marine player keeps the number of command Points
he has secret ftom the Genestealer player until the Endphase
at the end of rhe Genesr€aler player's turn.

Action Phase: Thjs is when the Marines move, fire, open
and close doors, and perform other actions. A t]utn
repres€nts a very short period of time - five to ten seconds
- and a Marine can only do so much in that time. Thus,
each action rhe Marine might take is assigned an Action
Point (AP) Cost, and each Mariflehas 4 Action Points (APs)
per turn.

For e$ampl4 a Maine must pqt 2 Ah to rnoue orw sqr.are
bacbwar^ and 1 AP tofire a storm boltex Duringa turn,
be could fire his bolter four tirnes or moae backuards 2
squares, or vnue b.7chw.7r^ one squ4re and.fire bis bolter
tulce - be could perforrn .|ny Actions be wisbed. in an!
order, .ts long as be dldn't spmd more tban 4 APs,

In addition, the Marin€ player can spend some or all of
the Command Points he gained during the Corffnand Phase
to have Marines perfom actions toalling more than 4 APs.

Following is a list ofthe actions the Marines can perform:

Move: The Maline moves to an empty adiacent square. The
AP cost varies depending upo[ whether he is moving
forward or backwards.

Thr[: The Marine turns while staying in the same square.

€n
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Fire Bolterr The Marine fires at a target in front of him.
The Marine can't fire through other models and he can't
fire if the target is to the side or behind him. when a Marine
fires a bolter, the Marine player rolls two dice: ifeither of
the dice turns up 6 or the Marine rolls double6s, the target
is destroyed and removed from the map. If the Marine
repeatedly fires at the same target, he gets a sustained fire
bonus, and his chance ofhitting increases - on the second
shot he needs to roll a 5 or 6 on either dice, and on the
lhird and subsequent shots h€ needs [o roll a 4. 5. ot 6.

Move and Flfe Bolter: The Marine morr'es one square and
fires a bolter at a taiget. He doesn't get a sustained fire bo[us
if he is moving and firing.

Set Overwatch: When the Marine player ex?ects a hord€
of Genestealers to come nmpaging down a, hallway ^t ^
Marine, he may put the Marine into Ooenaatch ,node. This
is indicat€d by placing an overwatch marker by the model.
In overwatch, the Marine fires at anything that moves in
the Stealer Action Phase (provided he can see it). He doesn't
get a sustained fire bonus for Ovefwatch. Flame( Marines
cannot be put in Overwatch, only Marines with storm
bolters.

Overwatch is usually quit€ effective, even without the
sustained fire bonus, but there are risks. If the Mafine playe!
rolls doubles, the Marine'sbolter jams and becomes unable
to fire, leaving theMarine quit€ helpless until he can clear
the jam.

Cl€arJam: A Marine with a jammed bolt€r can clear the
weapon and make it ready to fire once again. Jams occur
only when the Marine player rolls doubles during
ouerwatcb. They never occur during any other kind of
bolter fire.

Flr€ Flamer: Flamer Marines fire their flameN at entire
board sections, not individual tar8ets. The Marin€ player
rolls a dice for each piece in the section - Stealers and
Marines. The piece is destroyed on a rcll of 2-6.

In addition, flamer fire blocks passag€ through corridors
and rooms for the next Stealer player's turn. A Flamer
marker is placed in a burning corridor section to denote
that it may not be entered; it is removed in the next
Endphase.

Flamer Marines carry limited arnrnunition; after six flamer
shots they're out of juice for the rest of the game.

ll0l[ T0 ?tAv THls oAllE

Opetr of Close Door: The Marine may open o! close a
door if he is facing towards it.

Close Assault: This is an act of desperation for a Space
Marine, sincehe is quite likely to come out much the worse
- ie, dead - from the battle. In close assault combat, each
side rolls one or more dice, and the highest individual dice-
roll wins. A Space Marine or Flam€r Marine lolls one dice,
a Marine Sergeant rolls one dice and adds one to the roll,
and a cenestealer rclls tbree dice ̂ nd picks the highest !oll.
The loser is destroyed and removed from play; a tie has
no effect.

The Marine player's turn ends when he has completed his
moveJ of time runs out.

Genestealer's Ttrfn
Blessed with remarkably efficient nervous systems,
Genestealers think and act much faster than Humans do.
Therefore, in Space Hulk, the Genestealer player is not
under time pressure to complete his moye. The timer is
not used during the Genestealer player's turn.

Stealer Reltrforcement Phas€
During this phase, the Genesteale! player takes a number
of Blip coufters, usually one, two, or three per turn, as
determined by the Mission. He looks at them to find out
how many Stealers they r€present, and theo places them
face-down inStealer entryareas. Stealers in entry arcas do
not have to move onto the board immediately aftei entering
play; they may lurk in the entry areas for as long as the
Stealer player wishes. Steale$ in entry areas cannot be
harmed in any wry by the space Marines.

Stealer Actlol Phase
The Genestealer player moves his Genestealers and Blips
in much the same way as the Marine player moves Marine s.
However, Genestealers have 6 APs, two more than the
Marines. Also, some actions cost different amounts ofAPs
for Geoestealers and Blips, and some actions are prohibited
for Blips - most importantly, Blips cannot attack.

Since they have no weapons, Genestealers are quite
l'ulnerable to the Marines' firepcMr'er During the gamq thsy
often stay just out of sight of the Marines, waiting until thsy
have enough reinforcements to attack in pave assaults.Even
these tactics are not necessarily going to b€ successful,
especially ifthe Marine player has saved some Command
Points to use to mov/ down huge oumbefs of the offushing
Stealers. However. ifa Stealer survives the fire and reaches
the Marines, he is quite likely to destrcy one or more of
them in Clos€ Assault combat.

The Stealer player's tun ends once he has finishedmoving
his pieces.

Endphas€
The players checkto see if either side has won. If[ot, the
game continues. The Marine plapr shows the Stealer player
the CP counter he drew, to prove that he didn't spend more
cPs than he had available. and Flamer mark€ls aod
overwatch counters are taken off the maD.

THAT'S THE O'IIIEI
In a nutshell, that's how you play Space Hulk. The
following rules provide sp€cific details, but now you have
a good overview of the game. Keep it in mind as you are
reading, so that you have an idea on how each .ule fits in
the framework of the game.
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ffiW ffiruffi
overwatch fire/Bolter

Jammed counter.

.GETTII{G RCAOY FOB PLAY
1. First decide who is going to play the Genestealers and
who isgoiflgtoplay the SpaceMarines, thenpick aMission
fiom the six provided in the Mlsslon and Background
book.

2. Set up the map according to the Mission instructions.

3. Take out one or two Marine Squads (as l)€r the Folces
section of th€ Mission), and s€t aside six Flam€r counters
for each Flamer Marine in ptay.

4 . 'Ihke the six Command counters and place them in a cup;
take the Blipcounters, turnthem face-down, shuffle them,
and place them in the box top. Place the stealer models
within easy reach of the St€aler playe!.

5 . The cenestealer player deplo's his starting forces (if any),
then the Marine player places his forces, at the locations
allowed accoiding to t}re Deplolmsnt section of th€
Mission.

6. The Stealer plays sarts the tirner; the Marine player pulls
a Cornmand counter; and play begins.

comPoilEtrrs
You can find a complete Iisting of the components of Spac€
Hulk on the back of the box.

COUITTERS

Flamer counter. Door counter.

Blip counter. C.A.T. counter.

NTPORTAITT!
You need a wdstwatch or clockwith asecond handto Dlav
Space Hulkt (See p9 for details.)

THE iIAP
The terms corridor and room ate \sed interchangeably
throuShout these rules; there is no diffefence betweefl
corridors and rooms except that rooms are wider than
corridors.

THC iIODELS
Space Hulk comes with two complete Marine Squads, each
coftaininS a Marine Sergeant, Flamer Marine, and three
Space Marines. In addition, twenty Genestealers are
piovided.

Assembllng the Models
Before you can begin play, a small amount of assembly is
required. First, remove all ofthe models from the ir sprues,
preferably with a sharp knife. Don't t'im off the tabs on
the bottom of the models; these are glued into the slotta
bases so that the models will stand upright. Attach rhe
Genestealers' extra arms to their torsos, using agood plastic
glue. clue flamer guns over t ro of the Marines' stofm
bolters and right hands. (Don't throw away the extra
flamets; you may want to conveft othef Mafines to Flamer
Marines later.)

Slott4 Bas€s
Thirty-two Slotta bases are provided in Spac€ Hulk,
twenty-four black, four red and four grey. Glue the
Genesteal€rs and two of the Space Marines to the black
bases, putting the two extra bases to the side. Glue three
Space Marines andone FlamerMarine to thefedbases, and
three Space Marines and one Flamer Maline to the grey
bases.

When you arefinished, you will have twenty Genestealers
on black bases, and two complete Space Marin€ Squads.
A complete Squad contains: three Space Marines and a
Flamer Marine with the same coloured basesi on€ Marine
Sergeant on a black base.

Patnttng the Models
Though it is not necessary to play and enioy Space Eulk,
we recommend that you paint the models. The sidepanels
ofthebox bottom contain aguide ro painting the models;
Games Workshop provides a wid€ variety of colours and
paint-brushes which are specially designed for cames'Workshop 

and Citadel miniatures. For tips on painting, see
Whtte Duarf, Games .workshop's 

monthly gaming
m sazine.

Cofiunand Point counter.

/



Space Hulk is played in tums. Each game begins with a Marine player's turn, which is followed by a Stealer player's
turn. Play altemates between the two for the duration of th€ game.

Each turn is further divided into phases. Tb make sure that everything is done propedy, follow the ecrct sequence
shown below.

TIARTIIE PLAYER'S TURIT

1. Set Tlmer Phase
^lhe Stealer plzyet announces the beginning of the Maiine
Player's tufir and starts the tim€r (see below).

2. Command Phase
The Ma.ine player takes a Command Point counter at
iandom to find out how many command Points he has (see
p11).

3. Madn€ Actions Phase
The Marine player gets to acti te and movq fire, close
assault and/or put into Overwatch his Marines (see p10).

Once the Marine player has finished (or runs out of time ;
see belov.), it is the Stealer player's turn.

STCATER PLAYCR'S TURIT

1, Stealer Reinforcement Phas€
The stealer player takes any reinforcement Blips he is due
that turn and places them in Stealer entry areas (see p25).

2. Stealer Actlons Phase
The Stealer playef activates any or all of his pieces. He may
move his Blips or conrert them into Stealer models, and
he may move andlor alose assault with any or all of his
Stealers (see plo). The Marine player may spend Command
Points to move. fire. and/or close assault with his Marines
(see p1l).

i. Endphase
During this phase, rous record-keeping tasks are taken
care oi The Steele( player rcmoves Flamer and Olzerw?tch
couffers; the Marine player reveals the CorDmand Point
couffer drawn that turn; and the players check to see if
either side has won. If not, the SEaler player starts the timer
and announces the b€ginning of a nsw Marine player tum.

G€nestealers are fast - much faster than humans. A turn of Space Hulk r€presents just a few seconds of real time;
fof the Space M2.tines, surviyal dep€nds upon theif corDmander making split-second decisions. Therc's no time to cal.efully
weigh all the options. Act fast, or you'r€ dead. We simulate this in the game by putting the Marine player under time
pressure.

To play Space Hult, you need some kind of timer. A stopwatch is perfect; iust about any watch or clock with a second
hand is flne, as well.

HOTI' TO US€ THC TIIIER
The Marine player has iust three minuteE to complete his
turn. When the Steal€r player has finished ,ls turn, he
begi$ timinS the Marine player, Once thrce minutes have
passed, the Space Marin€ player's tum ends immediatety
(except that he may roll for the outcome of on€ fire or
assault combat he announced b€fore time sas up).

During the Marine Player's turn, the Stealer player
announces the passage of time, calling off each minute as
it passes, and then counting dos'n the last minute in fiifteen-
second intervals - for sxamplg "Oha!, begln. You baue
tbree mlnubs,.. tuo minutes.,, orre mlnute.. f.trt!-flue
seconds, . . tHrtJ) semnds . , flfreert s@onds. . . tlme's upl "

cam€ Note This is a lot of fun, especially wh€ar your
oppon€nt ls dlthering during a crltical turn!

LOSI|{G COiTitAtIOEBS
When e Squrd's S€rgeant is killed, one of the remaining
Marlnes takes over. Th€ new commander is less
experl€nced, and probably won't be as decisive as the
Sergeant he ls replacing. 

'When 
this happens in the game,

the Marhe player gets e!"en less time to complerc his move !

You lose thirry seconds of time for each of your Sergeants
killed (or not in play to begn with). Therefore, if you've
got ooly one Serg€ant in play, you haye only two minutes
and thirty seconds to make your move; if both are gone,
you haYe iust two minuteE.

FIRST-TftT€ PTAYCBS
Novice Marine pla'€rs get four minutes per tum instead
of three. (They sdll lose thirty seconds of time for each
commander killed.)
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THC ACTIOIU PHASE
During your Action Phase, you move and fight with your pieces. You move and fight with your pieces one at a time,
completing one piece's move before you sEtrt another's. When you are moving or fighting with a piece, it is said to
be the actiae piece.

In your Action Phase, yorl may actia.rte some, none, or all of your pieces. You never ,4re to activate a piece: it may
sit there doing nothing for as long as you want - of as long as your opponent lets it survivel

ACT|UATIOtU
You may actirute your pieces in any ord€r you choos€, but
each piece may be activated only once per turn, and you
may activate only one piece at a time. Once you have
finished with one piece and activated another, you cannot
activate the previous piece until your next turn.

ACTIOil POIIITS (APs)
Vtren activated, each piece receives a numlj€t of Action
Points (APs\, q/hich you spend ao have that piece movq
fight, or perform other actions. The piece can do any
actions it can afford; it may perform all different actions
or the same action oyer and over. You don't have to spend
all ofa piece's available AR during a tufn, but any leftover
APs ai€ lost when you activate anothetpiece or your turn
ends.

Spac€ Madqes recelve 4 Als
Genestealers and Bllps recelve 6 APs

The AP costs of actions rq)resents the amount of time it
takes for apiece to pedormthat action. AP costs are listed
on th€ following table.

a.

ACTIO|{S PO||ITS ALtOllrAt{CE

Space Marines
4 APs per Activation Phase

Genestealers and Bllps
6 APs Der ActiYation Phase

'Ifthe Stealer makes two 90 o turns in a row' he's leally
making one l80o turo, and must pay I AP to do so.

It is tbe Marine plaJtef's Action Pbase. He actirates
a Marine, who can nou spend 4 APs. The Marlne
moues loruard and fires (l AP), misses, moDes
forlllard and fires again (1 AP), misses again, mooes
foruard and. fires a third tirne (1 AP), tbis time
bitting and destroling tbe Stealer (and bauing spent
ct total of 3 APs to do so). Heating a sigb of felief,
the Marine plaler actiuates anotber Space Marine.
Tbe first Matine can't be actiu.lte.l until tbe Maine
plaler's next tuln; bis leftoaer AP is u.tsted.



Marine Squads sent into the space hulk art in consant cofirmunication with a command centre back on the assault
vessel. Each squad is under the command of a Lieutenant, who monitors lbrminator progiess via small camens mounted
on the Squad's helmets, integrating their movement within that of the entite assault team.

These Lieutenants are often quite helpful in combat, urging the Marines on to gteater effofts, pointing out advancing
Stealers that d:le Marioes might not have seen, offering tactical suggestions, and so forth. In Space Hulk, the Lieutenants
are represented by Cotnnand Points (CPs).

Genestealers have no CPs; oflly the Marine player gets them.

GAIITIITG COIIIIAITD POIIUTS
At the start of the game, take the six Command Point
counters and place them in an opaque containe! such as
a cup. During the Command Pbase, p\ll one ofthese out
of the cup to find out how many Command Points you get
to spend during that turn and the following Genesrealer
player's turn.

After you haye drawn a Command counte! look at it and
place it face-down in front of you.

The CPs must be spent during your turn or the next
Genesteder player's tum; you may not s,rve them until youf
following tum. Any CPs left ovef after the Stealer player's
tufn are lost.

Importatrtl Don't tell the Stealei player how many
Command Points you have until the Endphase!

SPEI{DIITG COMMAilO POIITTS
Command Points xre exactly like Action Points, except that
you can spend them on any of your Mafines, active or
inactivg and you can spend them during your Action Phase
and the Stealer plaJ'ef b Action Phase.

Keeplng Track of Comrnand Points
You Have Spent
Though you shouldn't tell the Stealer player hov/ many total
CPs you receiyed during tie Command Phase, you must
tell him how many you are spending as you spend them,

As you spend CPs, you ke€p track of the number you have
spent with one of the dice. \vhen you haven't spent any
CPs, put the dice off to one side; when you spend one or
more CPs, turn thedice's face to show the total points you
have spent 2nd place it on top of the Command Point
counter. Ifyou spend more points later on, simply turn the
dice to show the new total.

Playing Tlp: Sincethe maximum number ofcPs you can
receive is slx, if you spend six CPs during )our turn, the
Stealer player will knov/ that you don't have any left to
spend during his turn. However, if you spend, say, two
dufing your turn, he can't be sure if tbat's because that's
all you had to spend, or because you'rc saving the cPs to
hit him later!

Iftou spent tuo CPs to baue a Marine fire bis fiame4
lou rooul.l turn tbe Comrnand Dice so tb.rt it
sboued 2 and place it on top of the Comr/rand Point
countex If, latet in tbe tum, lou spent anothet,
point, Jtou uould tben turn tbe .lice to 3.

The Marifle plaJ)er bas drau.)n a 4 Comrnand Point
counter He c.tn spend 4 CPs an! time during bis
or tbe follouing Stealer tu/n to baue bls pleces
pelfornt extra a.tions costing up to 4 APs: a Marlne
could Moue Fortua.fds e Sboot Jour times, two
Marlnes coud eacb nake Fl/lrner sbob, one Marine
could Sboot and tblee otbers coud Moue Foruard-t
a squqre, and so foftb.
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Reveallng the Command Countef
You rcveal the Conunand Point counter to the Stea.ler play€r
duringthe Endphase.Ifyou spent more CPS than you had,
you lose immediaie ly.

After you have rev€aled the Command Point counter, place
it back in the cup with the oth€r counters.

Spendlng CPs Durlng Your Actlon Phas€
During the lilarine Action Phase, you can spend CPs on any
Marine in any way you wish. In fact, you can sp€nd CPs
on one Marine while another is active; the active Marine
does not become inactiye as a result. You can also spend
CPs in combination with Action Points (thus, you can sp€nd
1 CP and I AP to have an active Marine Derform a 2 AP
acrronJ.

Example of Speodlng CPs Duting Ma ne's
Actlon Phase

Tbe Marine plater bas tu)o Command Points.
Neitber oftbe tuo Marines shoun bas been actiuated
!et. He uisbes toflame tbe tuo Stealers alound tbe
cor'rret, but the Marine is in tbe ua! of bis Flamel
Marine. He spends 1 CP to rnoue tbe Marine into
the si.le corridol (A), tben Actiuates tbe Flamer
Ma.rine, ubo ,noues down the corridor (2 APs) an.l
turns to face tbe Stealers (1 AP) (8, C, and D). Tbe
Flamer Marine bas only I AP remaining, and it
costs 2 APs to Jlire a lhzme4 so tbe Marine plaler
spends bis last CP and tbe AP to baue tbe Marine
fire bisJlamer, to.tstlng tbe Stealers (E). Tbe Marine
pl.4tenna! nou Actirate tbe Marine in tbe side
corridor; tbe Marine uill baue its full complement
of 4 APs

Spendlng Command Points Dudng
the Stealef's Actlon Phas€
You can spend CPs on aMarine during the St€aler player's
ActionPhase; howeae4 you maydo so only ifiout Marine
sees a Steal€r perform an action. (This tepresents your
Lieutenant seeing the movement through the Matine's
vidcameras. )

To see a Stealer, your Marine must have a Line of Sight (LOS)
to the Stealer. Line of sight is explained in detail in the
M.rrine Shooting section of the rules; for nov/, all you need
to know is that the Stealer must be in front or to the side
ofthe Marine, and there can't be anything betq/een the two
models blocking the Marine's view

In addition, you can spend CPs on a Marj're only afier a
Stealer in his LOS has pedormed an action. Clhat is, ifthe
Stealer just sands there and does nothing for its entfe tum,
the Marine LieuterEnt won't pay any attention to it. ) If the
Stealer's action takes it out of your Marine's LOS (it closes
a door in the Marine's face or steps atound a corner), you
can't spend CPs on that Marine

Finally, during the Stealer player's Action Phase, you may
spend CPs only to have one Marine p€rform one single
^ction at 

" 
time. You c4z spend 2 Ck to have a Marine

perform a 2 AP actioo, like firing a flame! but you cannot
spend 2 CPs to have a Marine fire twice The Stealer player
is always allowed to p€rfotm another action before you can
spend mofe CPs.

This rule is in effect even if more than one Marine sees a
Stealer perform atr action: you can spend CPs only to have
one of them perform one action. If the Stealer then
subsequently performs other actioos, you can spend Cps
on the same Marine as before, or on another Marine with
LOS to the Stealer
To spend CR dufing the Stealer player's turn, wait umil
a Stealer performs an action in one of your Marine,s LOS,
then simply announce that you are sp€nding Cps on that
Marine. After you haye finished, the Stealer player resumes
his move (until you interrupr again).

a=

lloru to ecadthr Cmmplr

dw
fhnrr lthrlnr 0rndrdrr

ugisr *
Solt r Shot flrmrr Shot

Exehpl€s of play, Ute the ore to the left, 2ppe.r rhroughout
thtu boot.

Ia th€ text, pareothestzed lctters refer you to sp€c tc p|rts
ofrh€ dtagrams. For cxample, h ahe dtagr.m to thc left, the
lext says "H€ sperds one CP to move thc M.rtn€ tdro the
stde cortdor (A)." The '(A)' referc to rh€ A h a ctrcrc h rh€
dlag..m above the text.
Thc 'ghosdy' ngures ln thc dlagrams show where models
bcgh, or spaces thc modcb pa-ss through, durtog rhc acttoo
dkpl.ycd tn th€ dtagf1m. Thc hcaekr nSurcs show whcr€
ttr€ models erd up. For €xrEpl€, ln th€ top dlagrlD ro rhe
left, the Splce rl2rh€ st2rtcd lo thc space dtrcctry abovc
ttrc Flam€r Mafln€r he moved otre spac€ dl.gon [y up .rxd
to trr€ rtght.

St..l8ht affows ladlc.rc th.t the model h.s moyed ro the
sp.ce thc .rrow polnts to, cure€d .rro''s rhrt th€ model
turncd 90' or tSOo h the ep.ce.

Spc lhrlnr
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Exzmples of Spending CPs Duriag Stezler's
ktlon Phese

ilARtilE c0ilitAil0 P0ilTt

It is tbe Stealel pl.aler's Actlon Phase. Tbe Mqrine
pl.aler bas 3 CPs lejt; caugbt latber stupidllfacing
in tbe wrong direction, the M4rine is .tbout to get
.lttackedfrom tbe side W.7n angry Genestealer Tbe
Stealar moues touards tbe Maline (A).

Tbe Marlne bas a line ofsigbt to the rnoulng Stealer,
so the Maline phyer rt4! spend CPs on bin. The
Marine pl.ayer spends a CP to tur'rr tbe Maine to
face its attacher (B) Ae tur.'t s because tbe Marine
can'tfife at a Stealer coning a.t biflfrom tbe side).

Since tbe Marine pla)/er cannot spend an! more CPs
until tbe Ste.ller plawr perlorms .lnotber Action,
be uatcbes belplessl! as tbe Stealer firoues foruard
..gain (C) - nou he's rlgbt next to tbe Marine! AJtel
the Stealef's mooe, tbe Martne plaJgt' inter-rapts once
more Qnd spends anotber CP to take a sbot at tbe
adaancing Stealer (D); tbe Ebot rnlsses. T|te Stealer
.7ttr7cks the Marine lrtrclose assault; tJ the M..rine
suruiaes (unlikel!!), tbe Marlne plater c.1n use bis
l^st CP to try to blou awa! the Stealet once ,nore.

Since tbe Marlne cannot see tbe Stealer after it
perfon .s its Action (scuttling doun tbe corridar),
tbe Marine plaler ma! ttot spend CPs on tbat
M6rine.



MOUEiTCilT
The corridor sections of the map are divided into squares. A piece can move into any adjacent empty squ?lre, includtng
empty diagonaly-adiacent squares (though see below) - if, of course, its player pays the APs. It is usuilly more expensiv;
to move backwards than forwards.

Note that you pay APs for each square you move a piece. If, for example, you wished to move your Marine Sergeant
four squares forwards, you would haye to pay 4APs to do so.

Nrhen a piece is moving, it keeps its current facing (see
below); you must pay APs for a rurn action to change a
piece's facing.

Illegal Moves
You cannot move a piece into a square containing another
piece, a closed door, or through a wall. In addition, you
carurot move a piece into an empty diagonally-adiacent
square if both intervening squares are occupied by other
Dieces and/or corners.

FACIITG

When models are on the board, each must be placed so
that its front bces one of the sides of the squarc upon which
it sands, as shown below: A model's facing has effects upon
its movement, fire and close assault, and ability to open
and close doors (see various sections). Blip counte$ need
never worry about facing.

How Facing Aflects Movement
Your models pay different amounts of APs to move in
different directions, depending upon their facing.

a A model pays I AP to move to any of its three fJont
squares.

a A model pays 2 APs to move to any of its three rear
rquafes.

a A Stealer model pays 2 APs to move to its side squares;
a Marine model cannot move directly sideways at all
(though extremely powerful, Terminator armour is
somewhar clumsy - its leg arliculators don't allow much
laterel movement).

a A Blip has no facing. It may moye in any direction at
a cost of I AP.

Remember that models keep their current facing v/hen
moving. Turning is a separ.ate action from movement.

qt
INCORRECT

FACING

All oJ tbe moues sbuutn are illegal.

/



touEtEftr
Tirrning
You may expend APs to tznz a modal - thzr is, to change
its facing by 90 . or 180 . whflc nrying itr tle same squar!.
a A Space Marine pays I Ap ro tl|l8 90 " ; 2 AIt to turn 1gO o.

a A Genestealer pays 0 APs to tufl 90.; I Aproru.n 1g0..(Note that a Stealer cannot make two 90" tums in a row
for free; it would have to pay the I A? cost for makins a
I80" rurn.)

a Blips haye no facing; they never tum.

Example of Turning

Tbe Space Marifle h..sfoolisbl! neglecte.l to go into
Oueruatcb nodq so tbe neulyactixated Steatel
(uitb 6 APs) decides to go and k/tt him. It ,nakes
a90" turn forfree (O Ap)(A), mores forurald ( j Ap)
(B), turr,s 90" egdinfolfree (O Ap)(C) rips tbe beaA
offoftbe Space Marine (1 Ap)(D), turn;90. apain
(0 AP) (E), moDes back doun tbe batt tbrce s;aces
B Aps)(F_H), thm exper\ds its tast ! Ap tumin; 180.
u).

Tbe Space Ma ne pals I Ap to mo.'e fonoard to
hefront diagonal square I A ): it pa)/s anotber I Ap
to tum 90" to face doun tbe ball (B); it maJl spend
its lemaining 2 APs to blou auay tbe Stealel doun
the ball
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Marines are armed with the very best weaponry in the Imperium. The storm bolter, the space Marines' standard firearm,
fires small, high-velocity bolts with explosive tips, capable of blasting through eight inches of plasteel as though it
were tissue gaper. The healT flamer fir€s jets of volatile chemicals which explode violently, filling the target area with
burning flames. Few creatures stand a chance against this awesome fifepower.

The Genestealer is one of them.

TARG€TII{G
The term targeting lefers to a Marine's ability to (A) see a
tatget, and (B) bring his wsapon to bear on it . If the Marine
can do both, he can fire at the target. Basically, a Marine
can see tO the front and sides; he may bring his weapon
to bear only on rargets in front of him.

In most cases, a Marine will be firing his storm bolter at
an individual Stealer or door, in which case he must be able
to target the Stealer or door. \When a Flamer Madne fires
a flame! howevet he is shooting at an entire corridor or
room section. To hit it, he must be able to t^get an! o e
of the squares in that section.

In game terms, in order for a Marine to be able to see a t4rget,
he must haye a line o/s8 t (LOS) to the arget; in oider
for him to be able to bring his weapon to bear, the target
must be within his ,?re arc

Line of Stght
Marines don't have eyes (or camer:r mounts) in the back
of their heads. They can see only targets that are in front
or to the side of them. However, as they are equipped with
sophisticated vision-enhancement equipment built into
theh lbrminator armour, thsy can see forunlimited distance
(provided there's nothing in the way).

Playlng Note: Since Genestealers don't carry weapons,
they don't shoot at things far away, and thus neyer have
to worry about fire arcs or LOS - except, of course, they
will probably worry a lot abolJ.tstzying out ofthe Marines'
fiie arcs and LOS...

Blocklog Los
If there is a model, wall, corner, door, of burning square
(see below) between the Marine and his target, the LOS is
blocked.

Judgtng Dtagonal LIOS
It's simple enough to iudge LOS if the taqet is direcdy down
a line of squares from the Marine - if something occupies
a square betw€en the Marine and the target, the LOS is
blocked. Howwer, if the target is on a diagonal from the
Marine, it's a little more work. Lay a piece of string or a
ruler ftom the centre of the Marine's square to the centre
of the target's square: if the line passes o\ -r a square
conaining something which blocks, the LOS is blocked.

If the line passes directly between tvr'o squares, LOS is
blocked onfy if botb sqlu rcs are blocked.

Tbe Marine can see lhe unsbaded squares.



tAniltt sHooTtflo
Exanples of Line of Sight

- LOS OPEN

-----  LOS BLOCKED

(A), (B), (C), (D) and (E) are ex.zmples of diagonal
LOS. (A) and. (B) are not bloched because onl! one
oJ tbe squares is blocked u,bere tbel pass dlrectll
behaeen tuo squ.7res. (C) ls blocked because botb
squares a.re bloched, one b! tbe comer afl.l one b!
tbe Marine (D) and (E) are bloched because the LOS
passes directl! througb a blocked squafe.
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Fire Arcs
Space Marines can fire only at targets in front of them -
that is, that are in theh flre arcs. If a target is ourside rhe
Marine's fire a!c, he must turn before he can fire at it. The
following diagnm shows the Space Marines' fire arc.

Playtrg Note for the cenestealer Player: \t/hen
attacking the Space Marines, you'll have to pay close
attention to the Marines' fire arcs and LOS. The best way
to atack a Space Marine is to hit him from the rear (the
dark shaded spaces in the diagram above), because the
Marin€ can't s€e you there, and thus the Marin€ player can't
spend any CPs on the Marine under att4ck.

The next best way to gei at the Marine is to hit him from
the side (the lighter-shaded squares). Though he can see
you , you aren t in his fire afc, and at least the Marine player
will have to spend CPs to tum the Marine to face you before
he spends them to blow you away - and he might run out.
If you've got to come at him ftom the front (the white
squares), chances are, you'll lose a couple of Stealefs in the
assault . You'd better have two or three (or mote!) Stealers
within attack range wh€n you make your move.

Playlng Not€ for the Marloe Player: Keep your back
to the wall! Put !.ulnerable Malines into Overwatch (see
below), and, if you can, sate a CP or two for the Genestealer

(D;"*''' 

turn' iust in case '

FIBII{O II'ITH THE
STORM BOTTER
Marines fire their storm bolte$ at Genestealers or closed
doors. When a Maline fires a storm bolter at a target, roll
two dice: ifa 6 is rolled on eithe! or both dice, the target
is destroyed and iemoved from the board.

Range
Storm bolters haye unlimited range. They may fire at any
target that is within the Marine's fire arc and LOS (but see
Ouentatcb Fire, next page).

Sustalned Ffue
In sustained fire, a Marine is firing rep€atedly at a single
target, allowing a sophisticated targeting computer in his
Terminator armour to adjust his aim. The computer is
effectiye or y if the Marine stays still and concentc es upon
hitting the taryet; ifhe moves orceases firing, the targeting
computer loses the target and he must rely on his own skill.

If a sationary Marine misses with his first shot, the score
required to destroy the targ€t goes down on the second
and subsequent shots (provided he doesn't move). On each
round ofsusained fire, the score required to hit lhe target
goes down by one:

Score Requlred to Hit:

Fi6t Shot:
Second Shot:
Third Shot:
Fourth or Morel

6
5 or 6 on either dice
4, 5 or 6 on eithe! dice
3, 4, 5 ot 6 on either dice

A Marine receives the sustained fire bonus only if he
continuously fires at the arget: ifhe moyes, moves and fires
(see below), opens a doo! fights a round ofClose Assault
combat, switches targets, or does anything else, or if
another Marine is activated or the Action Phase ends. he
loses any susained fire bonus.

Remember that the Marine must pay I AP lot each shot.

Marines do get the sustained fire bonus during the Steale(
playe!'s Actioo Phase, if the Marine player expends CPs to
have the Maline fire at a Stealer more than once as it moves
within his fire arc. Note that any susained ffie bonus that
Marine buitt up during the previous Marine player's Action
Phase is lost; he starts again from scratch (that is, he needs
to roll a 6 to hit the Stealer on the first shot. a 5 or 6 on
the second, etc).

M{ines d.o not get the sustained fire bonus for Overwatch
fire (see below).

w

LOS
and
FIRE
ARC

LOS
only

Duting the Marine plaler's turn, the Marine spen^
bis last AP to Jire at a Steal.er. He needs to roll a 6
on either die to bit: be rolls a 1 and 5 an.l tbe sbot
misses. He expends a CP andfires again, tbis time
rolling a 4 and 5. As be receioes a sustained Jtire
bonus for firing on tbe same ta.rget for tuo shots
in a row, tbis tirne tbe 5 rcll is good enougb to bit
and kill the Stealer



Overwatch Fire
In Overwatch mod€, the Matine is firing off tapid buEts
at anything that moves. Heisn't taking dre time to carefully
aim his weapon; he's just shooting as quickly as he can.

A Marine armed with a storm bolter may 80 irro Overwatch
mode at a cost of2 APs. Place an Overwatch counter next
to his model.

How OYerwatch Works
At no AP cost, the Marine automatica.lly fires at any action
in his fire arc (assuming he has an LOS to the target, of
course) within 12 squares. Overwatch fire takes place only
during the Steal€r player's turn.

Since the Marine is not concentrating his fire on a specific
target, but attempting to cover an entire area, he never gets
a sustained fire bonus during Ovefwatch: he must always
roll a 6 on either of his two dice to hit the target.

Playlng Note: Ofcourse, if theMarine is Overwatch firing
at a Stealer who is advancing dqwn a coffidor at him, he'll
get to shoot at it for no AP cost each time the Stealer moves,
which more than makes uD for the lack of Susained fire
bonus.

itAf,lill tHooTlilo

Ove applng Ovcrwatcl
If two or more Marines have Overwatch on the sam€
space(s), they all fire at any stealer who takes an action in
the space. Note that sven if the first shot you roll kills the
target, you still must roll for th€other Marines, as in reality
they would fire simultaneously - and there's alaays a chance
a Marine's bolter will jam...

JamE
A Marine in Overwatch is firing o.tremely quickly. Actually,
he's firing faster than his bolter is designed for and there's
a chance his weapon will jam. If a Marine in oyerwatch
rolls doubleswhen firing at a target, his bolter is iammed.
0f the Martne rolls double 6, he ki s his taqet, but the bolter
iams after th€ killing shot. ) Flip the Overwatch fire counter
to its Jammed side.

Effects of Jams
A Marine with a iammed bolter loses his Overwatch. In
addition, h€ may not fire his weapon until he dears the jam.

cleartng Ja|nmed Boltcrs
To clear his weapon, the Marine must pay I AP (you can
use cPs to do tiis, following the nomal rules for etqending
CPs). The Marine may then fire as normal.

?'? t t:
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If the Marine ta-kes any action, he loses the Overwatch. Also,
ifthe Marine is attacked inClose Assault combat. he loses
th€ Overwatch. The Marine can voluntarily go out of
Overwatch at any time, for no CP cost. The Marine
automatically goes out of Overwatch at the Endphase
(though you may, of course, put him back into Oyerwatch
during your next turn).

OverFrtch
Marines in Oyerwatch fire only at targets within 12 spaces.
lphen counting the range, count ffom the q)ace in front
of the Marioe to the space the target enters.

c

Tbe Space Maline bas Ooeruatcb fire doun tbe
cor'ridor Tbe Genestealer moues fonoard. a sPace,
.lrauingfiref'ornthe Marine (A) Ihe Marlne pkryer
rolk a 3 and 5; the sbot misses. Tbe Stealel rnooes
for&afd. once ,nore (B); this sbot..lso ,nisses.
Decid.ing not to pless bis htck arryfurthet, tbe Steal.ef
plalel stops moting tbe Stealer under fire, and
instead ,nooes tbe BIip across tbe corTidor (C). Since
tbe Steal.er blocks the Maline's LOS, the Marir.e does
not get an Orefioattb sbot at tbe Blip.

Botb Marines are in Oueru.ttcb mode. Tbe Ste.rlet
,noues fonaard a spa.ce (A); since tbis is in botb
Matines'fire alc 6nd LOS, and isuitbin 12 squares
of tbem, botb fire at the approacbinS alien. Thefirst
Marine's sbot is 6 an l 6 - hilling tbe Stealer, and
unfortunqtel!, jamming bis ueapon as uelL The
second Marilte's sbot is 3 afld 3 - bisweapon is ako
jammed! If thele are arrJ/ ,nore Stealers d.oun tbe
corridor, tbe Marines could be in Jfor a bad da!...
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Move and Flre Bolters
The Marines can move and firc their boltels simultaneously,
paying either one or two APs to do so (depending upon
the direction they are moving; see AP Chart). The fire is
handled exactly like standard fire combat, e)(cept that the
Marines receive no sustained fire bonus for firing whilst
moving; any previous bonuses are lost.

For purposes of targeting, the fire takes place from the
square the Marine moyes toi ifhe moves to a square where
he cannot see the talget or the target isn't in his fire arc,
he cannot firc at that tarset.

Examoles of Move attd Flte

A Marine paJ/s 1 AP and executes a moue forward
andfire action. Tbefire misses, so the Mariflepafs
another AP and fires once morq tbis tirne, ubile
standing still. Since tbe Marine3 firstfire uas p.1/t
ofa moue and fire action, be Sets no sustained fire
bonus: he stillnee^ a 6to bit tbe Stealer. If bemisses
.tgain and fires qnotber shot utitbout ,norinq, be
tl,ould. get tbe sustained fire bonus for firing tuice
in a roo ot the same talget uitbout mouins.

FIBII{G II'ITH FIAiIERS
Unlike storm bolters, which are fired at specific targets,
Flamer Marines fire their flamers at entirc room or corridor
sections, filling them with flame and possibly killing
everything in them.

You don't have to roll to s€e if the Flamer Marine hits his
target; as long as one space of the section is within th€
Madne's fi(e arc, Los, and is within range (see below), the
shot hits automatically.

A Flamer Marine can target a square containing a model;
he can't target a square containing a closed door.

Range
Flamers hav€ a maximum range of 12 squares: at least one
square of the target section must be 12 or fewer squares
from the Flamer Marine. Count ffom the souare in front
of the Marine to the arget square..

Effects of Flamer Hits
Flamers effect entire map sections (except g/rts blocked
by clos€d doors; seebelow). v'hen aflam€r hits a section,
place a Flame marker in the middle of the section, bumin8
side up Roll a die for each model or Blip within that section;
the piece is destroyed on a roll of 2 or higher

In addition to kilting lots of Stealers, flamer hits ma.ke the
flamingsections impassable; pieces cannot enter a section
which has taken a flamer hit until aft€r the Flame marker
is removed in the Endphase. Surviving pieces within the
section can move about lieely, but no others may enter.

As the hit fills the entire section with smoke and flames,
Marines may not trace LOS througb a square in a burning
sectiott. Aua'ine m4! tface a LOS to a target within but
on the edge of a buroing section, as long as there are no
burning squares between him and the target.

Gamlng Note: A Flamer Marine may sometimes find it
useful to fke at an empty map section, to keep Stealers from
entering it.

W

This Matine's backutards moae takes tbe Steal.er out
of bis LOS; tberefore be cannot move and shoot at
tbe monster



Flamers and Doors
Flamers do not destroy or shoot through dosed doors.
Thus, tf the only Equare of a sedion a Flamef, Marfute can
see contains a closed doo! he cannot shoot at that section.

Alsq if a section which takes a flamer hlt has any closed
doors ln it, the squares beyond the closed doors are
unaffected. fapiece foolisl y opens a door into a burning
corridor whtle occupying a non-buming squarc ln the same
corridor, the flemes immediately fill the newly-rwealed
squares. The Marine player rolls to see whether the new
Yictims are destro)'ed.

Pieces in dtfferent coridor setions mry open or close
doo$ leeding to bumtng coridor secttons fr€ely; however,
they may never enter burning comidor sections.

Exanplc of Flamet 'llts aod Doors

Ttte Ma.rine flrss his
section. Hls shot tb,
cannot dam4ge tbe
Tbe Marine pIaW r
a 1 and 6, n isstng o
Tbe su/01 .)onn*!
freery; if tbe door
jla.mes flll tbqt sel
Marine plqler rol
destroJ/ed. If not,
cor'rtdor fteeu.
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Multlple Flamer lllts
You can fire a flamef at a corridor section more than once
during a tufn (if, sat one or mo.e Stealers survive the first
hit). Simply pay the APs, place the additional marker, and
roll to see if the Stealers survir.e.

Flamer Amm 'rlltloo

A Flemer Marine can carry enough 'flamer 
,uice' for six

shots - which is v*ry there are six Flame countets for each
flamer. When a Marine fires a flamer, make sure that vou
use the correct Flame marker to rDark the buming corriior:
when he is out of Flamer marters, the Marine is out of
ammo and may not fire for the rest of the game.

Unfortunately, Flamer Marines do not cxrry backup
weapons. Once they've run out of flamer iuice, they've got
to use their bare hands...

Flam€r Self-Destf uctlon
A Flamer Marine m4y! at a cost of I AP, deliberately cause
his flamer to seu-destrucr violently, destrolng all pieces
and doors in the rction. The Marine must have at least
one round of flamer ammunition left in order to self-
destruct.

After the Marine self-destructs, remoye 4// models and
doors in the corridor section, and place a Flame marker
as usual.

Note: Thts is the only q/ay a Flamer Marine may flame the
cofrldor section he ls in.

Removhg Flamer Markers
During the Endphase, the Stealer player r€moves 4rl Flame
markers on th€ bsrrd.

E
E

hislarrrer at tbe adl.tcent corrid.or
tbleatens tuo Ste@Ie^., but tbe fire
tbe Stealer beblnd the closed doox
?r ,'olls a dlefor eacb tatget, gefting
tg one Stealer and killtng tbe otbex
a! moue in tbe buntlng cortldor
or ln tbe corrldor ls opened' tbe
sectlon of tbe cortldol and tbe
rolls to see lf tbe new oicttm is
,t, lt too ,nay nToue a.round. tbe
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CLOSE ASSAUTT
Close assault is hand-to-hand combat between Stealer and Marine. Since the Stealers have no weapons, this is the only
way that th€y may damage the Space Marines. Despite the Space Marines'fanasdc Terminator armour and mighty
power glove, the Stealers are faster and stronger than their opponents. A Stealer is more than a match for a Marine
in close assault.

II'HO IIAY EITGAGE
lt{ ctosE AssAutT
Any Space Marine or Genestealer may atack in close assault;
Blips neverclose assault. Marines with iammed bolters can
close assault without perrrlty.

A piece can close assault if its target is in its front square.
Pieces may not assault targds in their froDt diagonal squares,
side squares, or rear squares.

Yotr nevet hcaue to close assault. You can completely ignore
a model in an adiacent square if you wish and a Marine
can fire at a Stealerin an adjacent square without penalty.

Holtr To cotlDucr
closE ,utsAutTs
The attacker pays the APs; the target does not hav€ to pay
any APs to defend against the assault. The attacker and
defender each roll one or more dice; the highest individual
dice-rcll wins. The loser of a close assault is destroyed.

a Stealers roll 3 dlce ln cloae assault and plck the
htghest.

a Madnes and Flamer Madnes roll 1 dlce.

a Madne Serg€anta roll one dlce and add + 1 to th€h
roll.

Examples of Close Assault

A Genestealer close ^ssaults a Space Marine: tbe
Stealel rolls 2, 3, and anotbel 3; tbe Space Marine
rolls a 4. Since tbe Marlne's roll is bigber tban afl!
of tbe Stea lel's rolls, tbe Marifle uins and tbe Stealer
is .lestroled.

Ties
If the assault rolls are tied, th€ combat has no effect. The
attacker may, of cours€, initiate another round of close
assault, if he pays the AP cost.

Pasing ln Close Assault
Ifa piece is attacked from the side or rear, it cannot actually
damage its attacke!: all it can hope to do is fend off the
attacker untilit has a chance to turn around and face him.

Ifa defenderwho is not facing his attacker loses the attack,
he is remov€d as usual. Ifthe result is a tie or the defender
wins the dice-roll, he may turn to face his attacker at no
AP cost.

Exantple of Effects of Facing itt Close Assault

Tbe Genestealer close assaults tbe Marine Serpeant
from tbe rear The Space Ma ne u)ins tbe combat.
so be turns to face his attacker (Since tbe Marilxe
L'asn'tfacing bis attacker. the Stealer is unbarrned.)
Tbe Genestealer pals anotber AP to attack again;
tbis time, if tbe Marine Sergeant uins, tbe Stealer

'\.\11
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is destrqted. *_:,,r-,::.r'.r I

A Stealer attachs a Marine Selgeant. Tbe Stealer's
hiSbest roll is a 6; luchil!, tbe Sergeant also rolls .r
6. Since he adds + I to bis roll, he wins.



ELIPS
In Space Hulk, th€ Marin€s are on unfamiliar territory, facing unknown odds. The assault yessels'deep radar has
given them some idea of the layout of the space hulk, but it isn't able to tell them how many steale$ are lurking within.

To combat this problem, Marines are equipped with Sensoriums, or life-detectors. when the Marines are inside the
hulk, the Sensoriums constantly scan th€ suffounding corridols of the vessel for alien life-forms, showing concentrations
of life as dots ofl a video display (earning the Steal€rs the nickname 'blips'). The machines aren't v€ry precis€, being
unable to tell whether a life-form reading comes fiom one Stealer, or two or three moving dose together. Thus, until
a Marine actually sges a Blip, he won't know exactly how many Stealers are th€re.

Stealers are blought into play as Bltps: counters which represent one, two, or three Stealers. The Stealer player moves
these counters alound the rnap, face-down, until he wishes to convert them to models, or until a Marinegains an LOS
to the Blip.

When Activated, a Blip counter has 6 APs, just like a Stealer Howsver, Blip counters expend their APs oflIy on movement
and ope[ing and closing doors: they can never attack.

EIIAiIIilIilG BLIPS
The Stealer player is'free to examine his Blips - that is, pick
them up and see hovr' many Stealers they represent - at any
time. The Marine player caDnot exrmine Blip counters until
they ar€ to be converted.

BIIP iIOU€iIEI{T
Blips move in much the same fashion as other pieces, except

e "'*
a Blips have no facing. They moye in any direction at a
cost of I AP; they neYe( turn.

a Blips cannot move into a Marine's siSht: if you
accidentally move a Blip into a Marine s LOS, the Marine
playerpoints this out, and you must return the Blip to the
last square in which it was out of the Marine's LOs. That
Blip's mov€ immediately ends: it may not do anything for
the rest of the curent Phase.

a Blips cannat move nex:t to a Marinq even if the Marine
is facing another direction and has no LOS to the Blip.

*

BIIP COilU€RSIOIT
There are two ways in which a Blip converts into Stealers:
voluntary conversion - when the Stealer player converts
the Blip - and involuntary coN'e$ion - when the Marine
player converts the Blip.

Voluntafy Conversion
The Stealer player can convert aBlip counter into Stealers
only during his Action Phase. He converts the BIip irlttead
o/Activating the Blip; if the Blip has perlotmed 6n)/ action
that Action Phase, he may not conyert it.

Newly-conv€fted Stea.lers can be ActivaEd as norma.l during
that Action Phase; each has its full complement of6 APs.

Invol'ntary Converslon
Marines cause involunary conversion when they gain LOS
to a Blip. ln involuntary conve$ion, the Marlne playet
converts the Blip to steal€rs, not the stealer player

If a Marine gains an LOS to a BIip during the Stealel p klw's
turn (if for instance, he uses CPs to blow away a model
which was blocking LOS), this is involuntary conversion
and the Marine converts the Blip. If the Blip has not yet
been activated that Phasg then all of the newly-placed
Stealer models c4l, be activated as normal. If the BLip has
alr€ady been activated, than the Stealers cannot be
activated.

Remember that a Blip cannot move into a Marine's LOS;
however, the st€aler player can move a stealer which was
blocking a Marine's LOS, allowing the Marine to gain LOS
to the Blip. This would be involuntary conveEion and the
Marine player would place the Stealers 

@
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How to Corrveft
T|rn the Blip counter over to reved the number of stealers
it represents. R€move the counter from play and place the
appropriate number of Steal€rs on the map. Place the
Stealers so that on€ Stealer occupies the square v/here the
Blip stood, and any r€maining Stealers are placed in empty
squafes adjacent to that model.

In voluntary conversion, the Stcaler player cannot place
his Stealers in a Marine's LOS; in involuntary conversion,
the Marine player can place the Stealers in or out of LOS
as he wishes.

If there aren't enough available squares to place all of the
Stealers, the excess Stealers are tost,

After the Stealers are placed on the map, t}re Stealer plaW
gives the Stealers any facing he wishes, even if it was
involuntary conversion and the Marine player placed the
Stealefs.

Example of Bnp Cotwf'r'lon

FLAmES H|TS Oil SuPS
Like Stealers, Blip counters in corridor of room sections
hit by flamers are destroyed on a roll of 2 + . The Marine
play€r rolls only once for the Blip counter, even if it
replesents two or morc Stealefs.

RUIIilIIIG OUT OF STEALEBS
In the unlikely event that there are a lot of Stealers on the
map and not anough l€ft to convert a Blb, all a.cess Stsalers
are lost. However, killed Stealers cofl be immediately
recycled back into playr if you had only three models
available, you could convert e Blip into the three models,
rush them forward and get them all killed, use those same
models to convert another Blip, rush them forwatd and
get them all kllled, etc, etc.

s
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The Stealcr runs touards the Mafine, who is ln
Ouerua.tcb n ode. The Marlne playel rolb a 6 and
a 2; the Stea.ler is destro),ed. Tl\e Marlne now bas
a.n LOS to tbe Blip; lt ls revealed to be a 2 Steoler
Blip. Tbe Marlne plaw places the ,nodels, and tbe
Stealer plaJ,er J.aces tbern as be ulsbes. (If tbe Bllp
infi'ont moees, tbe MarTne geb an Ouenaatch attach
ogainst it,)

If the Blip marher ls conuerted, one n odel must be
pl.^ced ln tbe square wbere tbe Blip counter stood,
tbe others ma! be plq.ced. in an! of tbe sbaded
sauanes,

Tbe Marlfle bas just opened tbe d.oor, gaining LOS
to the Blip countel beblnd it, ublch is a. i countex
Since tbls k lnvoluntery conuerslon, tbe Marlne
plarel pl4ces the Stealers - not that lt mahes much
dtfference tn tbls partlculor place He places one
Stealer in the space uhele the Blip counter stood.,
and anotber ln the onl! empt! adlacent spa.ce
rerna.inlng - tbe doorwa!. Slnce tbefe's no roornfor
it, tbe tblrd Stealer ls lost. Tbe Stea.l.er plaw tbe?r
faces tbe Stealers tawards the Marlne. (Note that as
tbe rreul|'-placed Sbalers blach LOt the Bllp counter
dourt tbe balluay is not conusrbd,)
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BIIP CITTRY ARC'Ui
Blips enter play ^t en ry arcas: off-map areas right next
to corridots leading off the ed8e of the map. During rhe
Steale( Reinforcement Phase, t2ke your reinforcing Blips
f(om the box top at mndom, look at tlrcm, and then place
them at one or moie Stealer entry ar€as. You can have up
to three Blips in the same entry area at any one time; you
must place additional Blips at other areas. A BIip pays 1
AP to move from an entry area to the adiacent corridor
squafe.

Place the Blips so that it is obvious which entry area they
are in; that is, place them right n€xt to the coridor leading
off of the map. If there's ever any question as to which entry
aiea the Blips occupy, because, for instaflce, tb€y arc equally
close to two or more coridois leading off ofthe map, roll
dice to see which they ar€ in.

Once at an entry area, Blips may not mo!€ to different entry
areas: they must either move onto the rnap, or lurk where
they are.

Lurklng
Blips or stealers in entry arcas cannot be attacked by the
Marines. Entry arsas may not be shot at by flamels (though
the corridor section leading to the entry area can be fired
at as nofmal). Blips in entry areas do not hale to enter the
map when they arrive; they may lurk off-board, completely
safe from harm, for as lon8 as the Stealer player wishes.
LOS does not extend into entry areas; thus, Blips there are
never sublect to involuntary conversion.

Mardatory Lurklng
If a Space Marine is six or fewer squares away from the
squarc ncxt to the entry area, Stealeo or Blips cannot enter
the map on tlte turn they are placed: they must lurk for
at least one tum. On the next tum, however, they may enter
as normal. count by the shortest possible route, ignoring
faeing, doors, flames, intervening models or Blips.

If a Blip or Stealer was a.lready lurking in the entry area
when the Marine moved to q/ithin six spaces, it can enter
play immediately. It does not have to lurk an additional
turn because the Marine showed up - he'll iust have to take
his chances.

Importatr& Blips are never forced to lurk for more than
one tldrlJ! They can aluqys move on the second
subsequent turns (though they don't have to move if
they don't want to).

Stealers rn Entry Areas
The Stealer player can convert Blips to Stealer models in
entry areas. The Stealer models may also lurk, and must
do so if their Blip arriyed this turn and a Sgace Marine is
six or fewer squarcs away. A maximum of three Stealer
models may lurk at any one entry area, in addition to the
three Blips.

If a Marine occupies the squar€ dir€ctly adjaceff to the entry
area, stealers who are not forced to lurk can attack him
from the entry ar€a in close assault combat, at the sandard
AP cost.

Movlng Off-Board
Once entercd onto the map, Ste a.lers or Blips may not move
off board.

The tbree Bllps uere brought into pla! tbis tunt;
since tbe FlamefMarine is six spaces du.q,, from
tbe square laading to tbe enry afea, tbe Blips cannot
mooe onto tbe map thls tum.



Example of Stealcrs ln Entry Areas

Tbe Maline moued adjacent to tbe entry areq last
turn. During bis Deplqlrrrent Phase, tbe Stealer
plarer placed a BW at tbe entry area; since tbe
Ma.rlne u4"t uell wttbln six squ4/esfrom tbe space
(zero squares aua.!, to be preclse), tbe Blip was
folced to lurb. Tltis turtt, the Marlne someubat
unulseb/ staJEd wbere lt uas. The BUp utas free to
lurh or not, 4t tbe Steolcl pl.aw pleased,

This tunt, the Stealer pl4ler connerts tbe BLp, wblcb
is a 3 Stealprs Blip, Stealer A attachs tbe Marirre,
Iasing ,nlserabb/. Stealel B then attack' tling tbe
first round of close a.ssault combat, but uinning
tbe second. Cbittering in trlumpb, it uses its
ren &ining 4 APs ta ,noue four squares as sboton.
Tbe Stealer pl.alet tben actiuates Ste@lef C. Slnce
It has not been engaged in tbe battlq lt bas its fu
6 APs; it gingerly steps ot)et tbe srnouldefing ptle
of wet ,netal and n ooes sitc square'

suPt

The space hulk is littered with itis-style airlock doors. The doors' most importalt game-function is that they block
LOS and the effects of flamer hits; stealers are often found skulking behind dosed doors, awaiting the right moment
to open them up and spring out on rmwary Marines.

ooon coutlTcBs
The doors in the space hulk are represented by door
counters. Each Mission tells where to set up doors. When
th€ door is closed, place it in the middle of the squar€.
When it is opened, place it to one slde of the square it
occupies when closed. If the door is destroyed, remoye
the count€r altogeth€r.

OPCilIIUG AITD CTOSIITG OOORS
A piece may open or close a door if the door is in one of
its front squares. A Blip may open or close a door if it is
adiacent to the doof including diagonaly adiacent. The
pl€ce simply e'rpends the appropriate APs (the Stealer or
Marine press€s the button) and the counter is moyed.

A Door cannot be closed if a model or BliD is in its wav.

Open Doors
Squares which conain open doors are treated sxactly as
normal empty squares.

Closed Doors
Pieces may never entef squares which contain closed doo$.
In addition, LOS does not pass through squares with closed
doors.

closed doors contain the effects of flamer shots, as

6.r.r,o.o 

otrpase 21.

frRil{o AT crosED ooons
A Marine ca! firc his storm bolter at a closed door ilr an
attempt to destroy it. This is handled exacdy like standard
ffrcr that is, a 6 is needed to destruy the door, and the Marine
receives the bonus for Sustained fu€. Ov€rwatdr fire is nevsr
used against doors. A Matitre caflnot fjfe at an open door.

Flamer shots have no effect on closed doors (but self-
d€structing Flamers will destroy all open or closed doors
ir that corridor section).

CLOSC ASSAUTT
oil cLosED oooRs
Both GenesEalers and Marines may make close assault
attacks against closed doors; eadr side needs to roll a 6 to
be successful, The Marines roll one dice as usual (the
sargeant's close assault bonus of +1 does count); the
cenestealers roll three and cormt the highest roll.

,fr



SUfrIfrIARV OF PLAY
SCOUEITCE Of PIAY
MARnE Pr-ArrR's TURN
I Timer Phase
2 Command Points Phase
3 Marine Action Phase
STEAIIR PLAYER'S TTIRN

I Reinforcement Phase
2 Stealer Action Phase
3 Endphasc

COIIiIAITD POIITT SUM TARY
1 Marine player draws CP counter during Command Point

Phase.
2 CPs, like APs, are spent to have Marines perform

Actions. I CP can be spent to perform a I AP action; 1
CP can be combined with 1 AP to Derform a 2 AP
action, or 2 CPs can be spcnr ro perform 2 AP actions.

3 Marine player can spend CPs on Marines during Marine
Action Phase in any way he wishes.

4 Marine player can spend CPs during Stealer Action
Phase. CPs can be spent only on Marines with LOS to
Active Stealer. Marines can perform one Action at a
time; Stealer playcr gets to perform at least one action
before Marine player can again spend CPs.

5 Reveal CP chit at Endphaso.

BOLTER SUiIiIARY
I Target must bo in fire arc and LOS.
2 Pay APs.
3 Roll two dice. Target destroyed if either turns up '6'.

SUSTAIITCII FIRE SUM TARY
1 Applies only if Marine ffcs bolter repeatedly at same

target. To receive bonus, Marine cannot perform any
Action other than Fire Bolter; if Marine is attackcd in
close assault combat, another Marine pcrforms action or
tum ends, bonus is lost.

2 On second and subsequent sustained fire attacks, number
needed to hit is reduced:
Sustained Fire Number Needed to Hit

(Roll number
on either dice

First Shot 6
Second Shot 5 or 6
Third Shot 4,5, or 6
Fourti and Subsequent Shots 3, 4, 5, or 6

OUERII'ATCH fIRC SUIIIIABY
I Marines armed with Bolters only can Overwatch. Marine

must be in Overwatch mode to Overwatch flre.
2 Marine Overwatch fires during Stcalcr player's Action

Phase. Fires against any target who performs an Action
in Marine's LOS, fire arc, and within 12 squares. Fire
takes place ctrl action.

3 Marine player rolls two dice. If either dice turns up '6',

target is destroyed. If Marine playcr rolls doubles,
Marine's Boltcr joms. (Tum over Overwatch marker.)

4 Remove Ovcrwatch markers in EndDhasc.

Tuilt{ FtAitEB SUilitARY
I Flamer Marine flames entire corridor or room section.

One square of section must bc in Marine's fire arc, LOS,
and witiin 12 squares of Marine. Marine cannot target a
corridor section if the square contains a closed door

2 Flamer Marine automatically hits section. Place Flaner
marker in square.

3 Closed doors block effects of Flamer hits. Pieces on
other side of doors not effected. Open and closcd doors
themselves are not effected.

4 Marine player rolls a dice for each affected piece. Roll
once for each Blip, not for each Stealer it represcnts. On
a roll of '2' or higher, piece is destroyed.

5 No pieces can enter flaming corridor. Surviving pieces in
flaming corridors move freely.

6 Remove Flamer markers in Endphase.

CLOSE ASSAUTT SUMMARY
1 Stealers and Marines only can close assaulq Blips cannot

close assault. To assault, target must be in assaulting
piece's front square, nar front diagonal, sidc, or rear
squares.

2 Attacker only plays APs; defender docs not pay any Aps
to defend.
Attacker and dcfender roll dice. Genestealers roll three
dice and pick highest; Marine Sergeants roll one dice
and add +1; Marines and Flamer Marines roll one dice.
Highest dice roll wins.
If attacker wins, defender is removed. If tie, no cffect. If
defender wins, attackcr is removed (unlcss defender is
not facing a acker).
If defender is not facing attacker, defcndcr cannot hurt
athcker. If tie or dcfender wins, defender can turn to
face attacker ar no AP cost.



ACTIOil POIITTS ATLOU'AITCC

Space Marines
4 APs per Activation Phase

Genestealers and Bltps
6 APs per Activation Phase

Move Backwards

I square

Move Backwards &

Fire Bolter

* If the Ste ale r makes two 90 " turns in a row, he's really
making one 180o turn, and must pay I AP to do so.




