SPACE HULR

Castobel Peril

A splinter force from Jyranid dHive Fleet Dagon Aas initiated a brutal assau(t at
Castobe(. Planet befense forces are struggling to repe( the attack, and JTyranid forces
have overrun (arge areas of the planet, inc(uding the Tyralos five city and several
strategic imperia( (ocations.

A mul ti-cﬁayter space marine strike force fas 6een mobilized from nearﬁg cﬁapters and
ordered to retake an imperia( base thatisin peri(. 'Damage from the yranid attack and
initial battle Aas cause a jai( ure in the ancient fusion reactor which will soon turn critical.

OGjectives:

Marine Players

T he Marines have 16 turns to retake the 6ase and enable the emergency shutdown of the fusion reactor
Gejore it expl’obes.

Enaéle thie emergency cooling (3pts each) — T fie squads deployed from the Caestus Assault Ram can
reachi the two auxiliary control rooms where tie emergency coofing can 6e enab(ed. o enabfe the
cooling a marine must enter te control room and spend 2 APs standing in front of the panel. Each
emergency cool'ing system enabled gives an additional 2 turns Before the generator goes critical.

Ope’n the 6ulkfieads (Ipt each) - 'During the befense of the base, emergency 6ulkheads were enabled to
try to (ockdown and seal off areas. Jo opena 6ulkfiead a marine must stand in front of the associated
control panel and spend 2 APs.

Open tfie reactor 6(ast doors (Ipt each) — T fie 6ast doors securing the reactor areas require 3 APs to
open. T fie doors open slowly and require a full turn to open complete(ly. On the Genestealer turn after
the door is activated, it is partial(y open enough for stealers to exit but not for marines to enter or fave
(ine of sighit into the room.

Shutdown the reactor (10 pts) — T o shiutdown the reactor a marine (or marines) must 6e adjacent to the
reactor and spend a total of 6 APs. (Marines win!)

Genestealer Player

Prevent the marines from reacfiing their ofjectives and Kill as many Marines as possible. Stealer
players get 1pt per Marine Kif(ed.




Special Rufes:

Entry points

Marine pl’ager can seal entry points, except those marked as unsealadle.

E(evator

Getting into or out of tfie elevator cost IAT

Commanding thie elevator to go up or down costs AP
Genestealers can not use tfie efevator or trave( up or down sfiaft

Genestealers can attack a Space Marine in the elevator
Space Julk Rufes v3.5

The version ¢f S’,oace Hulk rules we are using is coméination of 15t and 37 edition with the 2° edition
f/ amer rules. Here are the moo'iﬁ’cations:

Flamers: \lsing 210 edition jfamer rules with the exception that af( f(ame counters are removed at the
end of the stealer turn. A square may onfy e ﬂameb amaximum of 2 times. If the stealer survives two
sfiots it survives!

Overwatch Jams: Storm Bolter wil( (jam on overwatch lf any doub(es are rof(ed. A command point can
6e used to unjam the bolter and go 6ack onto overwatch.

Weapons: [igﬁtning Claws are 200+2. T hunder Hammers are 100+2

LOS: Marines have 180 degrees vision. \Use true (ine of sigﬁt (middle of square to middle of square) -
even in rooms.

Flamers and “Hard-to-Kil(" (HT K) modefs. T K models cannot move through any flame. HT XK
mode(s can e Ki((ed 6y a fieavy ﬂamer lf mu(ti'p(e ammo shots are used (max 2 per square). If two or
more Ki(( results are ro((ed it is dead.

Lurking: T o cause (urking, @ marine must 6e within 6 squares of an entry area.
Overki((: Tf a Ki(( results is ro((ed for 6ot dice on a storm Golter, or multip(e dice for the assault cannon,
thien an adjacent genestealer (or tyranid) model (in LOS) is alsoKif(ed. T fie sustained fire 6onus is not

aypﬁeﬁ to determine the second Ki(( resul(t.

Command Points: Each squad gets 3 (1-2=1, 3-4=2, 5-6=3) Command Points.

T he (eader of each squad provides +2 Bonus CT (Captain, Librarian, and Chaplain)
Ij the (eader of the squad is Ki((ed Gut a sergeant remains the 5quad receives +l BonusCP.




Space Marine Squads

Squad I (Blood Angels):

Ix Captain w/Storm Bolter, power sword

Ix Marine w/Heavy Flamer (I reload) and power fist
Ix Marine w/Assault Cannon (I reload) and power fist
Ix Marine w/Storm Bolter and Power fist

Ix Marine w/Storm Bolter and Power fist

Squad 2 (Grey Rnights):

Ix Captain w/Storm Bolter, 2% power sword

Ix Marine w/Heavy Flamer (I reload) and power sword
Ix Marine w/Storm Bolter and power sword

Ix Marine w/Storm Bolter and power sword

Ix Marine w/Storm Bolter and Thunderhammer

Squad 3 (Deathwing):

I % Captain w/Storm Bolter and force axe

Ix Marine w/Assault Cannon (I reload) and power fist
Ix Marine w/Heavy Flamer (I reload) and power fist
Ix Marine w/Storm Bolter and power fist

Ix Marine w/Storm Bolter and power fist

Squad % (Ultramarine Chaplain):

Ix Chaplain w/Storm Bolter, Crozius Arcanum

Ix Marine w/Heavy Flamer (I reload) and power fist
Ix Marine w/Assault Cannon (I reload) and power fist
Ix Marine w/Storm Bolter and power fist

Ix Marine w/Storm Bolter and power fist




Start with fetr 6(ips deployed on the map (2 for each Aalf). T ey can e placed in any of thie rooms, except the generator
room-of the marine entry areas.

R einjforcemehts

4 reinforcement 6(ips per turn. 2 6(ips must Ge deployed on each Ralf of the Goard. Only one 6(ip can Ge deployed at an entry
point each turn. 16(ip must 6e deployed against each squad. If a marine squad is wiped out that side drops to 1 6(ips per turn
reinforcement.

Tyranid Warrior (w/Boneswords)

The Tyranid Warrior can 6e substituted for a “2” 6lip at any time if the mode( is avai(able (one on each Aalf of the board ata
time)

Broodlord

Once the marine open thie outer 6ulkfiead doors, the Brood(ord 6ip is placed in the generator room with 2 6ips. T he entry
area in tfie generator room can now e used on suésequent turns.

Ambush Bfi

T fie Am6ush Blip rules are used for Lictor deployment. T e Genestealer player can choose to take an Ambush 6(ip in place
of one of their re-enforcement 6(ips. Each player can deploy up to 3 ambusfi 6(ips during thie game, one at a time. T e
contents of the ambush Gl'i)o are determined 6y die rofl. lf the Lictor does not appear on the first Gl'ilp the chances increase with
the 2nd and 3rd Gl'ilps. T he chances reset 1’f a Lictor appears on the 15t or 2M Gf[p.

Ambush Bfip Chance that 6lips is actually Lictor
1st 5+
2nd 4+
3rd 2+

Lictor — 306 Close Assault, Migfity Blow

Genesteafer — 306 Close Assault

Broodlord - 306 Close Assault, Mighity Blow, Hard to Kil(

dormagaunt — 206-1 Close Assault, Leap

Tyranid Warrior ~336 Close Assault, Migfity Blow, Boneswords 2 parries

.M'igﬁtg Blow — add the ﬁigﬁest and (owest dice to determine close assault value
dHard to Kill — requires two Ki(( results to defeat with shooting attack

Leap — can move 2 squaresin a straigﬁt (ine for 2AF




Al Number Bfips (1-6) are Purestrain Genestealers

A - 3 Hormagaunts
B - 3 ormagaunts
C - 4 Hormagaunts
D - 4 Hormagaunts
E - 4 dormagaunts
F -4 dHormagaunts
G -5 Hormagaunts
¥ -6 Hormagaunts

Blip Mix
8-1s

6-2s

10-3s

6-4s

2-5s

2-~-0s

2 each - A,B,C,D,E,F,G ¥

Afternate 2 poofls — each 6fip pool contains

4-1s
3-2s
5-3s
3-4s
1-9s
1-6s
leach - A,B,C,D,E F,G ¥




Captain w/Storm Bolter, Power Sword
Marine w/Heavy Flamer (I reload) and Power Fist
Marine w/Assault Cannon (I reload) and Power Fist
Marine w/Storm Bolter and Power Fist
Marine w/Storm Bolter Power Fist

Squad | - Blood Angels
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4AP to refoad Assault Cannon or Flamer
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Weapon Range Effect Dice E
Storm Bolter UL /12 T 2 |Yj Y Y 6|7 |4]|7]|6% 6 6
Heavy Flamer 12 T 1 N N N 2|3 |1]4]|6* 6 --
Flamer 12 T 1 [N N N 4 al2]|5 |~ — —
Assault Cannon
Burst UL/ 12 T 3 |y v v 505 |3|5]|5 6 5
Full Auto uL FA 3 [N N N 4| a|2|a|4 5 a4




Squad Il - Grey Knights

Captain w/Storm Bolter, 2x Power Sword
Marine w/Heavy Flamer (I reload) and Power Sword
Marine w/Storm Bolter, and Thunder Hammer
Marine w/Storm Bolter and Power Sword
Marine w/Storm Bolter and Power Sword
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C aptain 106+2 w/2  parries in close combat
Marines w/ Power Sword 106 w/)varry in close combat
TRunder Hammer 106+2 in close combat
4AP to refoad Flamer
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Weapon Range Effect Dice E
Storm Bolter UL /12 T 2 |Yj Y Y 6|7 |4]|7]|6% 6 6
Heavy Flamer 12 T 1 N N N 23 (1] 4]6* 6 -
Flamer 12 T 1 N N N 4 | 4 2|15 |- - -
Assault Cannon
Burst UL/ 12 T 3 |y v v 505 |3|5]|5 6 5
Full Auto UL FA 3 N N N 4 4 2 5 || 4k B Al




Squad lll - Deathwing

Captain w/Storm Bolter, and Power Sword

Marine w/Heavy Flamer (I reload) and Power Fist
Marine w/Assault Cannon (I reload) and Power Fist
Marine w/Storm Bolter, and Power Fist

Marine w/Storm Bolter, and Power Fist
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C aptain 106+2 w{parry in close combat
4AP to refoad Assault Cannon or Flamer
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Storm Bolter UL /12 T 2 |Yj Y Y 16| 7 7 |6 6% 6
Heavy Flamer 12 T 1 N N N 2|2]|3|1]|4]|6* 6 -
Flamer 12 T 1 N N N 24| 4|25~ - -
Assault Cannon
Burst UL/ 12 T 3 |Y Y Y 1|5|5]|3]|5]|5 6 5
Full Auto UL FA 3 N N N 2[4 4 2 |5 |4 5% 4




Squad IV - Chaplain

Chaplain w/Storm Bolter, Crozius Arcanum, Inspiration and Feel No Pain
Marine w/Heavy Flamer (I reload) and Power Fist

Marine w/Assault Cannon (I reload) and Power Fist

Marine w/Storm Bolter, and Power Fist

Marine w/Storm Bolter and Power Fist

RELOAD

T

10

RELOAD

e =

.
1
1

Chaplain 206+2 in close combat
Inspiration: +1 close coméat to othier marines within 3 squares
Feel No Pain: ignores wound on 4+

4AP to reload Assault Cannon or Flamer
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Weapon Range Effect Dice E
Storm Bolter UL /12 T 2 |Yj Y Y 1|6| 7 |4|7]|6" 6 6
Heavy Flamer 12 T 1 N N N 2|2]|3|1]|4]|6* 6 -
Flamer 12 T 1 N N N 24| 4|25~ - -
Assault Cannon
Burst UL/ 12 T 3 |Y Y Y 1|5|5]|3]|5]|5 6 5
Full Auto UL FA 3 N N N 2|4 4 2 |5 |4 5% 4




