SPACE HULR

The Fall of Ragul Il

A Tyranid fiive f(eet fas overrun J(agu( I11. But Gefore aﬁanboning the Jo(anet, the
forces of the Abeptus Astartes have 6een ordered to assist with the evacuation of
important yersonne( ano artilfacts from imperia( outpost L10-426...

OGjectives:

Marine Players

T fie Marine's orders are to (ocate Inquisitor Amérus Frost and assist fiim 6ack to fis ship and off the
planet. Inquisitor Frost returned to L1-426 under vermillion (eve( orders to retrieve an artifact from
the 6ase. During the retrieval the base was overrun 6y Jyranid forces. T fhie Inquisitor signaled for
assistance and indicated fie was initiating a stasis fied for protection.

T e Marines have 16 turns to fina Frost and escort him to his sﬁip Gefore the Tyranid forces
overwhielm the base.

Locate Inquisitor Frost - Inquisitor Frost and fiis squad ave Aidden in a stasis fie(d in one of the
rooms of the base barracks. J o search a room a Marine must spend | AT in the doorway of the room.

Enable outer defense systems — T fiere are two auxifiary controf rooms whiere thie outer 6ase defense
systems can 6e enabed. Eachi defense system enabled gives an additional 2 turns for Frost to escape.

Open tfie dangar Bulkfieads - [nquisitor Frost's Arvus Lighiter is (ocked in the Aangar protected by an
impenetrable power fie(d. When the Jyranids were overrunning the base, automatic procedures (ocked
down tfie base. T o open thie Aangar doors a marine must enter the controf room and spend 2 AP
standing in front of the panel. T fiedoors will open at the end of the current player turn. Note: 6ecause
of the (ock down procedure this wi(( open 6oth the inner and outer ﬁangqr doors

Escort the Inqu’tsitor to his sﬁty - Once (ocated, escort Inquisitor Frost to is sﬁiy. Inquisitor Frost
must be in a square adjacent to the sﬁip and spend OAPs to disable the power fie(a and enter the sﬁiy to
prepare for aeyarture.

If Tnquisitor Frost makes it into fiis ship Marine Players win!

T yranid J’(ayer

Prevent thie marines from reaciing their oGjectives and keep Inquisitor Frost from (eaving.

Special Rules:

Marine player CANNOT seal entry points. T fie 6ase (and planet) is 6eing overrun 6y Tyranids.




T fhe scenariois configureb so that with two Tyranid pl'ayers, the 6oard is syl’it in ﬁa(f and each Tyranid
player plays against two of the Marine players.

Genestealers Setup:

Start with four Gl'i’ps bep( oyed on the map (2 for each ﬁal:f ). T ey can 6e pfacea inany of the rooms, except the generator
room or the marine entry areas.

jReinIorcements

4 reinforcement 6('1}35 per turn. 2 61"1)05 must Ge bep(ogeb on each ﬁal'lf of the 6oard. Only one Gl'i'p can be bepl’ogeb atanentry
point each turn. 1 G(i‘p must Ge bepl'oyeb against each squad.

Entry Areas

Because the entire pl’anet is Geing overrun, aj'ter turn G the marine entry areas can 6e used as Steafer entry areas.

Lictor — 306 Close Assault, Migfity Blow

Genestealer — 306 Close Assault

Broodord - 396 Close Assault, Mighty Blow, Hard to Kil(
Formagaunt — 206-1 Close Assault, Leap

J M& Warrior ~306 Close Assau(t, Migfity Blow, Parry, Unwie(dy
Carnifex — 306+2 Close Assau(t, Migfity Blow, Hard to Ki((, Unwie(dy

Migﬁtg Blow — add the ﬁigﬁest and (owest dice to determine close assault value
Hard to XKil( - requires two Ki(( resuflts to befeat with sﬁooting attack
eap — can move 2 squares in a straigfit (ine for 2AT

Unwie(dy — 90 degree turns cost IAP




Legend for Genesteafer Bips

Al{ Numéer Blips (1-6) are Purestrain Genestealers
A - 3 Hormagaunts

B - 3 Hormagaunts

C - 4 Hormagaunts

D - 4 3formagaunts

E - 4 Hormagaunts

F -5 dormagaunts

G -5 Hormagaunts

¥ -6 Hormagaunts

J =1 Tyranid Warrior

Blip Mix

8-1s

6-2s

10~-3s

6-4s

2-5s

2-~-0s

2 each - A,B,C,D,E,F,G, 3]

2 pools — each 6(ip pool contains
4-1s

3-2¢

5-3s

3-4s

1-5s

1-6s

leach - A,B,C,D,EF,G,3,]

Outer Hangar Door Chart

* First turn the hangar door is open - 1 Carnifex, 4 Genestealers, 4 dormagaunts enter, subsequent
turns a Tyranid Warrior and | additional 6(ip will enter.




Squad | - Blood Angels

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

1] 2 5
3 14 [5]16|7([8[9][10
_ AeoaD 3 (4| 5(6|7]18]9]10
G aptain 106+2 w@arry in close comoat
4AP to refoad Assault Cannon or Flamer
o s M A|rP|T]|e|L|B c D
vV U O P |U Y A | R A O
E S V R R u|C|O R O
R T E E A N|T|O N R
W A S N T|O|D |
A | & T | S| R L F
T N R D O E
C F A R X
H F | | D
| R N
R E
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 22| 3 |1|4]|6" 6% -
Flamer 12 T 1 [N NN 2]4]la]2]5]~ — —
Assault Cannon
Burst UL/ 12 T 3|y vy vy 1|5|5|3]|5]5 6 5
Full Auto uL FA 3 [N N N 24| 4a|2|a]|4 5 a4

UL=Unlimited T=Target A=Area (3x3)

*=Hard to Kill




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

; s
2 516 |78 10
RELOAD | ] | 2 5/16|(7|8 10

C aptain 106+2 w2  parries in close combat
Marines w/ Power Sword 106 w//mrry in close combat
TRunder Hammer 106+2 in close combat
4AP to refoad Flamer

O S M A|P T G L B C D
w'apon Stat‘ v U O P | U Y A | R A O

E s v s|R|R|U|Cc|lo R O

R T E E A N|T|O N R

W A S N T|O|D |

A | & T | S| R L F

T N R D O E

C F A R X

H F | | D

| R N
R E

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 NN 2]|2|3]|1]4]|6 6 -
Flamer 12 T 1 N N N 2|4 4 2|15 |- - -
Assault Cannon
Burst UL/ 12 T 3|y vy vy 1|5|5|3]|5]|5 6 5
Full Auto UL FA 3 N N N 2 4 4 2 5 || 4k | B Al

UL=Unlimited T=Target A=Area (3x3)

*=Hard to Kill




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

Marine w/Cyclone Missile Launcher (I reload), Storm Bolter and Power Fist

Marine w/Storm Bolter, and Power Fist
Marine w/Storm Bolter, and Power Fist

Squad lll - Deathwing

Cyclone Warheads
1 2 3 4 5
1 2 3 4 5
2|13|4(5([6 (7|8 10
112|3[4[|5[6[7|8 10
Captain 106+2 w/parry in close combat
4AP to refoad Flamer
O S M A|P| T|G|L|B C D
Weapon Stats
¢capo a VU O P|U|Y|A|I|R A O
E S VvV SIR|R|JU|C|O R O
R T E E|A|N|T|O N R
W A S|N|T|O|D |
A I & T | S|R|L F
T N R | D O E
C F A R X
H F | | D
| R N
R E
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~ - -
Cyclone Missile Launcher
Krak UL T 2 N N N 1]3 3 2|4 |4 5 3
Frag UL A 2 N N N 1]5 5 3|5 6% - -

UL=Unlimited T=Target A=Area (3x3)

*=Hard to Kill




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

s e

un [

o e

S

10

~3 (3

.
1
1

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

4AP to reload Assault Cannon or Flamer

10

w'apon stat‘ O S M A|P|T|G|L|B C D
vV U O P|lUJ|Y |A]|I R A O
E S V SIR|R|U|C|O R O
R T E E|A|[N|[T|O N R
W A S|N|T|O|D |
A I & T | S|R|L F
T N R | D O E
C F A R X
H F | | D
| R N
R E
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 22| 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

UL=Unlimited T=Target A=Area (3x3)

*=Hard to Kill




Inquisitor Frost and Retinue

Inquisitor w/Storm Bolter, Digital Weapon, Power Sword, Power Glove with Grenade Launcher and “Look Out Sir”
Guard "Drake" w/Plasma Pistol and Shield

Servitor "Bishop” w/Heavy Bolter (Hellfire Shells)

Grenade Launcher Ammunition
t |2 | 3] 4] 5|6

Hellfire Shells
t |2 [ 3[4 [ 5|6 | 7| 8] 9] 10

Inquisitor Frost06+2 w/parry in Close Combat

Digital Weapon allows one (as sfiot before CC

“Look Out Sir” ~ Apply wound to adjacent model instead of Frost
Guard "Drafke "106-2 w/parry in Close Combat
Servitor "Bisfiop "106-1 in Close Combat

w"l"n Stats O s M A|P|[T|G|L|B c D
v U O P|lU|Y |A]|I R A O
E S V S|IR|R|U|lC|O R O
R T E E|A|N|T|O N R
W A S| N|T|O|D |
A I & T | S|R|L F
T N R | D O E
C F A R X
H F | | D
| R N
R E
Weapon Range Effect Dice E
Storm Bolter UL /12 T 2 |Yj Y Y 1|6| 7 |4|7]|6" 6 6
Flamer 12 T 1 NN N 21|14 4 2|15 |- -—-
Heavy Bolter UL /12 T 2 |YjlY N 1|6| 7 |4|7]|6" 6|6
Hellfire Shell A 1 N|N N 23] 4[2]|5]|5 6%]-
Plasma Pistol 12 T 1 Y N Y 1|55 |2|6|" - 5
Grenade Launcher - Plasma 8 S 1 N N Y 1|4|5|2|6| - 5
Digital Weapon - T 1 - - - 516 |35 - -

UL=Unlimited T=Target A=Area (3x3) *=Hard to Kill




Sgt. Newt

Pilot w/Las Pistol

Sqt. Newt is the pilot of the Arvus Lighiter. Fte was separated from Frost and fias spent
the I'as{few days Iiiding in the 6arracks. y fie can reach the s/t}'o with Inquisitor Frost only
4AP are needed to activate the ship.

Sgt. Newt can also drive thie Sentinel Powerlifter in the fianger if needed. The Sentinel
w/Newt fias 4AF and moves (ike a T erminator. 306 in close combat, Mighity Blow.
The Sentinel is also fitted with a Las Cannon.

Weapon Stats o s wmalp|T|e|L|c b
v U O P|U|Y |A|I |A O
E S VvV S|IR|R|JU|JC|R O
R T E E|A|N|T|N R
W A S N |[T]|O |
A | & T | S| R|F
T N R D E
C F A X
H F | |
| R N
R E
Weapon |Range Effect Dice E
Las Pistol | 12 T 1|y N Y 1]|e|7]al7|- 6
Las Cannon (Sentinel) ] T 2 N N Y 14| 4 ]|2]|5]5

UL=Unlimited T=Target A=Area (3x3) *=Hard to Kill

g

Notes:
106-2 in Close Combat™

SquV ewt is small and agi/e - fie may move th'rough' squares occupied by frien&/y models but must end fAiis
movement in an empty square.

* fie never dies just disappears back into fiiding






