WWAR
0.0

Al

'BATTLE FOR ARMAGEDDON
- SCENARIOS

'BY ANDY CHAMBERS & BILL KING




WARHAMMER 40,000 SCEMARIOS

CAMPAIGN

Omi the day of the Feast of the Emperor’s Ascension, 40,941, a
massive Ork assault on the hive world of Armageddon began,
System ships from space hulk Alveos Alpha Alpha Sexius
smashed through the orbital cordon of the planet, annihilating
the absolete orbital monitors, A massive space drop swiftly
overwhelmed most of the western continent of Armageddon
Prime, Lighining assaulis by the highly mobile Crk forces
encircled hive after hive. Tens of thousands of Ork Boyz
blasted through the hives' outer defences and massacred or
enslaved the popul®ions within,

Across the continent the forces of humanmity were driven inlo
retreat. Due to criminal negligence on the pan of Overlord von
Strab (cross-reference to Administratum file: Armageddon
O, Prosecutions for war-crimes), the ill-prepared human
forces were nearly swept away under the green tide. Divisions
of the Planetary Defence Force wene sent out piecemeal by von
Strab anly 1o be outffanked and destroved by the enemy.

Endless columns of Crk war machines raised plume® of dust
hundreds of metres high as they reced across the ash-wastes of
Armageddon Prime, The voices of a hundred thousand Orks
roared their brutal cries of victory, Reports came in from
bantefield after battlefield where the blood of brave human
wimiors stained the mulli-coloured sands. It became obvious
that von Strab had seriously underestimated the cunning and
strategic ability of his foe Warlord Ghazghkull Thraka,
Overboss of all the Golfs, Prophet of the Waangh!

WYon Strab fled to the relative safety of the south, 10
Armageddon Secundus, the industrial heartland of the hive
world. Two days later the Orks invaded Armageddon
secundus and the true baule for Armageddon began.
Armageddon Secundus contained 0% of the world's
industrial capacity, vital not only for fighting the campaign in
hand but alse for securing surrounding star systems against
alicn threats. Ghazghkull wished 1o rip the industrial hean out
of his foe, The only hope of relief was from the Space Marine
Chapters: but von Strab refused o call for help, still believing
he could defeat the Orks and claim victory for himself,

The Orks" assault stared in the Season of Shadows when the
voleanic mountains of Armageddon erupt, sending great
clouds of smoke and dust swirling across the wrbulent blood-
coloured skies. Massive armoured columns smashed into the
thinly-held Imperial border positions. War buggies raced
scross the Blazing sands towards the human lines. A howling
mass of green-faced devils overran the hard-pressed human
defenders, By the flickering light of the Palidus Mountains, as
Mount Eschatus itsell erupted and lava bubbled and hissed
dawn its slopes, man and Ork fought and died, Boliers
thundered relentlessly, Gargants lumbered forward, dwarfing
fMeeing human warriors, myriad turrets spitting death. The

HISTORY

Orks punched holes through the human fines and drove south.
Two tribes swept east of the Palidian range heading south
towards Hodes hive, The remaining Ork tribe stneck out wes)
towards the port of Helsreach,

As the Season of Storms broke, bowing the clouds from the
sky, the Orks" drive south continued. They punched through
the patiful improvised defences the human survivors hod built
along the riverbanks and swept round the Palidus Mountains
to Infernus hive. Demoralised by contineous news of defeat,
with no faith in the promises of the planetary overlord and
dismayed by the sheer size of the mechanised Ork hordes, the
Governor of Infernus surrendered without a fight. Bike.
mopunted Ork outriders harried the hundred kilometre-long
refugee columns that fled the city, berding them back 1o
Infernus and slave labosr in the factories

Giiven the fact that the Orks measured senior cllizens. women
and children against their own inhuman standards of
toughness, hundreds of thousands were 1o die in captivity,

Soon Hades hive cluster was besieged and the site of the
heaviest fighting yet seen during the campaign. The legendary
Commissar Yamrick supervised the defences. In those dark
days he seemed 1o be everywhere. supervising the welding
shiat of the great blast portals, personally negotiating treaties
of allegiance with the hive gangs and inducting them into the
Y. raising the spirits of a people demoralised by starvation
and defeat with his own ungquenchable belief in ultimate
victory, Amazingly he welded together a ragtug army capable
of sanding off the Drks. At Hades they halied.

Une con only imagine what it must have been like. The
humlreds of Kilometres of earthworks hastily thrown up by the
slave pangs overseen by whip-cracking Ork Runtherdz, the
giant Garganis blasting away at the distant hive spires, guns
thundering like the laughter of mad gods. Hundreds of
thousands of red hate-Nilled eyes glaring at the prize. so near
and yet so unreachable. The human population scuttling
through the shadows of the hive. endless Kilometres of
corridor darkened from the need 1o save power. Thousands
starving or eating rats and roaches. Who knows what feats of
heroism and horror took place in that place, at that time?
Those who survived do not talk much about it save 1o praise
the bravery of Yarrick,

In the west the delenders of the port of Helsreach, heariened
by the resistance in Hades. put up a brave fight. They
defended the dock vards and refinerics bravely, Street gangs
using improvised weapons ambushed the Orks at every tum,
Hastily converted atmoured supertankers were pressed into
service (o evacuate non-combatants. There was not enough
room to ke evervone so lots were drawn for berths on the
ships. Weeping families parted knowing that they probably
would never see each other again,

Once the Lust ship had sailed the defenders knew there was no
refuge for them; each member of the assembled Hive Defence
Units swore a mighty oath to sell his life as dearly as possible.
Driven by hate and rage they fought the Orks with the fury of
m berserk rhinodon, Suicide bombers leapt amid Ork patrols
and detonated their chest bombs. The cormdors of Helsreach
ran with blood. The drvers of the great loading cranes in the
harbour welded themselves into their vehicles and anacked
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the Gargants, Wave after wave of Ork aitacks were repulsed
until even the Ork generals began to doubt the wisdom of their
antack. Messages of hope from Hades hive were broadeast
over the comme=net in Helsreach.

It was the people of Helsreach's darkest hour when the port
finally fell. Defeat, when it came, armived from a most
ungxpected quaner, Ork Weirdboyz summaoned a monsirous
pavehic storm, Waves of pain burst into the minds of the
hive's defenders. Some wenj mad, some died of shock, the
hewds of some exploded. Under cover of this storm the Orks
entered Helsreach and wiped out the defenders to the lxst man,
When word of the fill of Helsreach reached Hades Commissar
Yarrick ordered arbhour of silence and then locked himsell in
the Emperor’s Chapel 1o pray. Some say that the old mon
communed with the deity and found fresh inspiration. Those
who knew him well say he wept.

Ghazghkull himself arrived to supervise the siege of Hodes,
He had heard tales of bater human resistance and thought he'd
hemter oversee the defeatl of Yarrick personally, For weeks a
long duel was fought oulunder the dreadiul yellow sky.
Ghazghkull tried every stratagem. He feinted assaults on one
part of the hive while the main strength of his troops aracked
elsewhere. He airdropped Stormboy kommando units onto the
peaks of the hive spires and ordered them to seek entrance
through the ventilation system. He ordered his Mekboyz 1o
bunkd him mighty siege engines, enormaus lowers with huge
juckhammers, modified Gargants with earthmoving blades
and great seoops, giant eanhboring drills which sought 1o eat
through the surface of the hive,

For every strategy implemented by the Orks Commaissar
Yarrick found an answer. Mobile reserves used the hive's
transport infra-struciure (o respond o the feints. The
kommandos were met by volunieer cadres of wnnel Gghters,
drug-erazed madmen chosen from the depleted ranks of the
city’s maintenance engineers, many of whom had lost atl their
loved ones during the siege. These men slipped into (he
maintenance shafts stripped naked, armed only with bolt pistol
and knife and an extensive knowledge of the system that
enabled them o lay traps and ambushes, These men fought a
lonely and unsang war in the termble darkness but they did
their job, Not a single Ork kommando emerged from the air
shalis alive. Suicide squads from the Hive Delence Force
sallied out at night and assaulted the sicge machines with
meltn bombs wnd power aes.

While the siege of Hades continued Ork columns rolled south
from Helsreach and Infernus, They were heading for Acheron
and what appeared 1o be the last bastion of human resistance.
It was the beginning of the Sesson of Fire and temperatures
outside the hive cities had started 1o soar. The hardy Orks and
the specially equipped human military didn’t have 1o worry
but the refugees who had escaped the Orkish net began to die

i droves,

The Acheronians steeled themselves for banle. They knew
their time had come. Looking out through their hive's ocular
monitors they could see the endless ranks of Orks
approaching. Hom-helmed bikers, kustomized war buggies
and preat siege engings stretched out o the horizon, The only
promise of support they hiad was from Cverlord von Strab. L
consisted of his personal good wishes and twenty of his elite
personal bodyguard who hod displeased him.

With an earthshaking roar the Orks advanced. the air itsell
vibrating with the thrum of thopsands of powerful engines,
They swepl through the outer hives of the cluster and laid
sicge to the core hive itself. Poorly provisioned and
inadequately armed us his forces were, the hive governor
refused to surrender. “We will fight to the last man.” he
announced, “And then our ghosts will come back 1o haunt the
Orkish scum.”

The Orks charged, confident of victory. Suddenly great holes
were torn in their ranks. Mighty explosions tossed their
vehcles into the air hke chafl. The inhabitants of Acheron
looked on in amarement as the orbital bombardment
continued. Great ships filled the sky and Imperial
Thunderhawk gunships dropped earthward, delivering
advance sguads of Space Marines into the fray. Taken by
surprise, the Orks reeled back. The Space Mannes continued
1o pour from their landing craft, boliers spitting death. The
hive defenders rallied and emerged 1o aid their saviours. For
the first iime since the campaign started the Orks 1asted defieat,

A relief force headed by the Salamanders, the Ultramarines
and the Blood Angels raced north in an effort to relieve Hades
hive. Just as the Space Marines broke through the Ork front
lines, Hades fell. Ork boyz scoured the cormidors, the last blast
doors were cracked and fighting raged through the former
homes and workplaces of the people. In the last few hours the
fighting was deadly and vinually hand-to-hand as battle raged
through the: last secune areas of the hive. Commissar Yarrick
wis one of the few survivors. His tembly wounded body was
found in the ruins, dozens of Ork bodies heaped about him,
Fortunately for the Impenum this exceprionally brave warrior
lived 1o fight anocther day.

In the west a new wave of Ok reinforcements had arrived and
a4 massive push against Tarnarus hive began. The Imperial
lines had been stripped bare in order to mount the ill-foled
reliel operation on Hades hive and the Orks easily broke
through and pushed on south 1o besiege Tartarus hive.
Ghazghkull himself ook personal command of the assault and
lounched his last desperate attempt 10 win the war, For days
evervthing hung in the balance. If the Orks could take Tanams
they could break the back of Imperial resistance. devastating
the South’s industrial base 1o the point where the war would
hecome unwinnahle. It looked for 3 while 2< if the Warlord
might succeed as headlong assaults swept over the city.

In a desperate gamble the Blood Angels returned 1o their
ships. The Space Marincs descended by drop pod and
Thunderhawk gunship behind the main body of the Ork
spearhead. cuthing off an entine Goff Ork tnibe and Ghazghkall
himself. A thin line of red-armoured Space Marines held the
handful of intnct bridges scross the viscid flow of cormosive
sludge known os the Skeletus nver.

Unless they recaptured the bridges over the Skeletus the Orks
could not retreat from the rap Tartas had become and would
soon run low on food and ammunition, Soon the Salamanders,
Ultramarines and [mperial Guard forces retuming from Hades
hive would crush the Orks once and for all. The only way the
Orks could escape would be o overrun the bridgeheads and
fight their way scross the Skeletus.
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INTRODUCTION

The scenarios in this booklet are intended to introduce ¥ o
the rules and weaponry of Warhammer 40,000 in casy stages.
By plaving them yvoun cian use the miniatures and terrain in the
box 1o Tight a progressive semes of engagements culminating
in a final conflict using all the miniatures in this game, Each
scenario (s reasonably quick to play so two players can fight
out the battle and then swap sides o see if they can improve
on each other’s perforpance

Each scenario gives Ypu all of the details you need 1o set up
the game Laid out in thé following manner

BRIEFING

The Bricfing section details the background for the scenario
and gives each player his orders for the engagement

FORCES

The Forces section tells gach plaver what troops they have 1o
command in the battle and how they are equipped

OBJECTIVE

The Objective section tells players precisely what they are
trying to achieve and what victory points are awarded for
achieving il.

DEPLOYMENT ZONE
AND GAME LENGTH

The Deployment Zone and Game Length section tells you
which side deplovs first and where: it also details who moves
first and how many turns the pame lasts

The distances given assume you are playing on a table that is
487 wide. If this isnt the case. disregand the part which says
deploy. anywhere within 12 of your own table edge. Jusi
ensure the Orks/Gretchin and Space Marine deployment zones
are 24” apar.

TACTICS

The Tactics section Bivies players some basic pdvice on how 1o
deploy and how (o achieve their objectives, as well as 4 few
caulionary warnings on what wef 10 do,

GAME VARIANTS

The Ganwe Variants section suggests some changes you can
make to the scenurio 10 make it different without upsenting the
balance of the forces involved

KGEDDON
INDUS '

H TARTARLISY

4
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MISSION 1

AGAINST THE ODDS

As the Blood Angels deployed into their forwand positions
sround the bridgehead Squad Lazorus reported they were
coming under sniper fire from A cluster of ruins on the right
Mank. Scanners revealed a large number of Gretchin
ensconced in the area® As long as the Gretchin held the ruins
they could I.'Lrl'l:l!l.l:ll'l&.'l view of the Blood Angels’ positons
and could potentially Circle around to seize the bridpe itself,
Only one squad coutd be spared from the perimeter defence to
dislodge the foe. Squad Lazars was despatched and, by using
a culvert to work their way forwand, emerged near the ruins
just before dawn

CLEANSE AND PURIFY:
Blood Angels Briefing

A force of Gretchin infilirators in Sector 306 poses o grave
threat to the secunity of the bridpehead. Your squad must kil
or drive back the Gretchin and secune the perimeter. Though
you may be heavily outnumbered, such is the meat and drink
of the Emperor’s chosen warriors, The strength ol
.'I;_.:hh.'u-.lhlle:-.\ 15 with you

FORCES

You have one combat squad of Space Marines under your
command. All Space Mannes are equipped with MK7 power
armour, bolt pistol, and frag and krak grenades. In addition,

the: Space Mannes ane armed with the following weapons,

Squad Lazarus
sergeant Larams — Chansword
i Hpace Mannes

Boligun

| Space Manine = Flamer

DEPLOYMENT Z0NE AND GAME LENGTH
Deploy second anywhere within 12" of your own lable edge
but no closer than 127 1o either comner. The Space Marines
move firsl. The game lasts four turns

&
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GRETCHIN DEPLOYMENT ZONE
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BLOOD ANGEL SPACE MARINE DEPLOYMENT ZONE
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OBJECTIVE

You must destroy the Gretchin wherever possible and
minimise your own losses. I all three Gretchin mobs are
broken ai the end of a Gretchin player’s tum (after they ' ve had
a chanee 10 rally) you win automatically. Otherwise the player
with the most victory points at the end of the game is the
WHINET.

5 or more Casualtics  Wiped Out®

0 viciory puil'i!

Gretchin Mob I wictory poing

* Any CGretchin mobs hroken at the end of the game count as
wiped out for victory qu-ints_

HOLD OUT:
Gretchin Briefing

“Dis is a grear place te shoot up da heemies from, ey fink dey
1% cennin ' b Beoot ws et bur dey don’ know dere's loadsa s
Grens up ‘ere and we gonna kick dere butts 'cox we is de
meanest, tuffest shooriest Grots around. Lets "ope dey don't
shaod back much.., ™

FORCES

All Gretchin wear flak armour. In addition, the Gretchin are
equipped with the following weapons,

Girotz Mol

Ten Gretchin armed with antoguns
Scumhoz Moh

Ten Gretchin armed with autoguns
Fergit's Mab

Ten Gretchin armed with autoguns

DEPLOYMENT ZONE AND GAME LENGTH
et up first anywhere within 12° of your own table edge but
no.closer than 127 to either corner. The Gretchin move
second. The game lasts four tums.

OBJECTIVE

“Dan’t et de humies get ver. Get ‘em furse.”
The Gretchin player receives the following victory points for
destroyving Space Manne squads.

3+ Casualties  Wiped Out

2 victory points

Space Marine Squad | victory point

TACTICS

GRETCHIN: The tactics for the Gretehin are relatively
simple: try to get all three of your mobs firing at the Space
Marines a1 once. Though your weapons are weak and lack
penetrating power a few volleys of thirty shots a time will
soon see off those seemingly invincible Space Marines!
Unfortunately, trying to get thirty models inio firing positions
against five enemy models is more difficult than it sounds
because the models will often block each other’s line of fire.

Always try to pick off any Space Marines that are foolishly
standing around in the open, they're & much casier target than
anes behind comers and walls. If the Space Marines just sit in
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one building either amass all of your ladz to fire at them
together or send one of your mobs to circle around and try to
getin a position where you can fire without walls getting in
the way. Once you've flanked the Space Marines’ position
like this he'll soon have to abandon it or dic where he stands,
IF your other mobs are waiting, possibly in overwateh, you can
shool him to pieces when he runs.

Be very careful about moving all three of your mobs together
in the open - a quick volley of well-aimed shots from the
Space Marines and you could find your forces broken and the
game aver. Try 1o keep one mob in cover. preferably blasting
at. the Space Marines at all times while the other two stemp
to surround them. One word of warning though, you need o
stay at a distance at all times or the Space Marines” Mamer and
ff-'lg L."I'E'I'I:IIJEH will make short work of Vo Worse still. if yiou
get 100 close the Space Marines might charge into hamd-1o-
hand combat and if that happens vou're in real trouble.

SPACE MARINES: Your job is very tough — you are
outnumbered six 10 one and you're expected to win' However
take heart. not only are you Space Marines but your opponent
has 10 handle thinty badly armed scumbo Gretchin while you
can concentrate fully on getting the best out of your five clile
killing machines, The problem is that every casually you
suffer is a death knell to your chances of victory, whereas the
Gretchin can absorb a large amount of fire before they break.

Don’t make the mistake of assuming that the Gretehin have 1o
be lucky to kill Space Muarines = they don't! Because there are
s0 many of them the sheer weight of fire assures them of
getting some hits. Inevitably you'll fail some of your armour
saves and another of humanity’s finest warriors will end up
face down in the red dust of Armageddon. The key 1o avoiding
this s to make as much vse of cover as possible, not only by
taking up positions against walls and corners but by using
more distant walls to block the Gretchin®s line of fire. It is
often better to place a Space Marine so that be can’t fire at all
rather than place him out in the open where he can fire but will
be gunned down in the following turn - the one o two
Cireichin he muy have shot cannod outwelgh his loss,

In general you should try 1o keep moving and close the
distance with the Grewchin. Your biggest advantage over the
Gretchin is at close quaners — your frag grenades and flamer
can inflict enough casualties with a decent hit to force
Gretchin mobs to take a Break test immediately. In hand-to-
hand combat you are even better off but be surc that you are in
range before you declare a charge — a squad missing a turn
because of a failed charge attempt is a sure recipe for disaster,

Keep an eye an the numbers left in each Gretchin mob so you
can force them 1o 1ake o Break test with the minimum
expenditure of fircpower. Try 1o resist the temptation to
remain stationary and fire twice because the longer you stay in
one place the easier it is for the Gretchin o bring their
numenical #dvaniage o bear, though of eourse if the siuation
warrants it and you are in cover stand 1o and blaze away.

GAME VARIANTS

Replace Squad Lararus with Squad Mephisto out of High
Crreanitnel,

Replace one or more of the Gretchin mobs with hive-strong
Ok mohs,
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MISSION 2

HIGH GROUND

With the perimeter stabilised Squad Mephisto was ordered to
set up their missile launcher on high ground in the ruins of the
Shrine of the Emperor Trinmphant. From this forward
position it could cover the road leading o the bridge and bring
fire down on forcestdnacking the perimeter, Before midday
the squad spotted fyo Ork battlewagons roaring towards the
bridge at high speed. The squad’s first krok missile smashed
the lead battlewagon off the road, making it crashy into a wall,
Their second missile tore a wheel off the other battlewagon
and brought it skidding 1o a halt with Orks spilling out i all
directions. Shortly afterwards the survivors of the two
banlewagons were joined by another group of Orks on foot
and the combined force prepared to assault Squad Mephisto's

reosatIon.

HOLDING ACTION:
Blood Angels Briefing

Y our squad must hold their forward position in the Shane of

the Emperor Triumphant for as long as possible before
withdrawing 1o defensive positions around the bridgehead
The anacking Orks have been identified as Goff warnors s0
close assault is 10 be expected. The foe is savage but the sword
of purity is stronger.

FORCES

¥You have one combat squad of Space Marines under your
command. All Space Mannes are equipped with ME7 power
armour, balt pistol, and frag and krak grenades. In addinon the
Space Marines are armeed with the following weapons,

Squad Mephisto

Brother Mephisto — Boligun

3 Space Marines — Boltigun

| Space Marine = Missile launcher (targeter, frag and krak
missiles)

DEPLOYMENT ZOME AND GAME LENGTH
Set up first anywhere within 127 of your own table edge bt
no closer than 127 to either comer. The Space Mannes move
first. The game lasts four tums

OBJECTIVE

You must destroy the Ork forces wherever possible and
minimise your own losses. The p|'l._'|-'|.l.' with the most victory
points at the end of the game is the winner.

50% + Casualties Wiped Out

Ork Mob comprising

5-T models ) wictory points I victory point

B+ misdels 1 wictory paint I vietory point

-
-

GOFF ORK DEPLOYMENT ZONE
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SHRINE OF THE
EMPEROR TRIUMPHANT .'J

BLOOD ANGEL SPACE MARINE DEPLOYMENT ZONE
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ASSAULT:
Goff Orks Briefing

“¥a gottet get up dere an skrunch dat missile launcher so°s we
can bring up da dreadnought an’ squash da humies round de
bridge. Ya ain't got enufl boy: Jor twe proper mabz so vou'll
e b organize “em verself”

FORCES

As the Ork player you have 4 wal of fifteen Orks under your
command. You can divide these into as many mobs as vl
like but the mininwm size of a mob i five models, so you
could have, for efgmple, a single mob of fifteen, or 4 mob of
ten and a mob of fve, or three mobs of five. All Goff Orks
wear MNak amwur. In sddition the Orks are equipped with the
tollowing weapons.

15 Goff Orks armed with bolt pistols, axes and frag
stikkbomz,

DEPLOYMENT ZONE AND GAME LENGTH
Set up second anywhere within 127 of your own iable edge but
no closer than 12" 1o ecither corner. The Goff Orks move
secomd. The game lists four tums,

OBJECTIVE
"l do missite leuncher ‘an da rest of ‘em foo if et can, ™

The Ork player receives the fellowing victory points for
destroying Space Marine squads

3+ Casualties
I victory poant

Wiped O

I victory poini

Space Marine Squad

The Ork player also receives the following bonus viclory
points for killing the Space Marine armed with the missile
luncher.

Bonus: +2 victory points

TACTICS

SPACE MARINES: This scenario gives you your firsi
opportunity o use o missile launcher and vou'll soon find i
needs some special tactics all of its own. Firstly, you need o
position it so that it has the best field of fire possible. This is
because the missile launcher is o ‘move or fire” Weapon, o
every time you need to move it 1o a new POSILION YOU miss an
opportunily to fire. The raized Moors in the centre probably
offer the best vantage points but take 3 moment before you
deploy to get a model's eve view from different places so you
can see what's visible and what's not - you may be surprised!

It's unlikely that you will be moving around much so i
should take care over ihe initial deployment of the rest of VOur
squad. Place your Space Marines so that they cover the missile
Launcher”s blind spots and make sure that the missile luuncher
can’t be picked off 100 casily by placing at least one more
Space Marine close by, IT the Orks manage to find a route 1o
you that doesn’t expose them to much fire consider placing
your squad on overwatch so that you can hit the Orks us
they're scuttling from cover 1o cover,

Alternatively spend a tum changing positions — half the trick
to using any Kind of heavy weapon is knowing when it's time
o move and when it"s dme 1o siand stll and unleash some
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coruscating mega-death. For all its potency a missile launcher
is completely worthless if it's positioned so that it can’t hit
enything.

If the Orks try 1o rush you in one big mob Just stand your
ground and blaze away. rapid firing with anyone who can.
You should have enough firepower o break the Orks before
they reach you. More of a problem is a wily Ork plaver who
splits his force into two or more mobs and tries 1o outflank you
from several directions at once. The best bet under these
cireumstances is 1o concenirale yvour fine on breaking one moh
and then move away Irom the others in the direction of 1he
broken mob, This should enable vou 1o stay out of the Orks’
clutches until you can move 1o pew firing positions.

ORKS: You have o iricky task ahesd of vou, Driving Spoce
Marines out of defensive positions is very difficult: their
ability to double fire and their excellent morale makes them
very tough. The first problem you have is how 1o Urganise
vour force. A single mob of fifteen Orks is difficult 1o stop bt
its sheer size means it can't take advaniage of cover very
easily without bunching up oo much: a few well-pluced frag
missiles will shatter your entire force and vou will fail,

Several smaller mobs mean you can use cover better but any
casualties you do suffer are more likely to break them, One
thing that is certain is that the Space Marines seriously
Quirnnge you. You must move within very close minge 1o use
your bolt mstols effectively and preferably charge into hand.
tr-hand combat to win the day

O concept vou must understand 10 cover that fire-swept 24"
to the Space Marines” position is the idea of “dead ground’.
Dead ground is areas behind walls and other cover which
can't be seen into because of the terrain in the way, I1°s casiest
1o think of dead ground as areas of shade from the blazing sun
of the Space Marines' weapons. By taking advantage of arcis
of dead ground you can work your mobs forward without
tiking too many casualiies,

You need to clase to within 8 of the Space Marines' positions
to be really effective. This is short range for your bolt pistols
{essential if you want to hil targets in hard cover), within
range for your frag stikkbomz (not terribly good againsd Space
Marines, but worthwhile if two or three are in a bunch) and
also within charge range. This means you will need to run
forward for the first couple of tms, leaving you twa tums 1o
kill off the Space Marines with shooting. hand-1o-hand
combat, or a combination of both,

GAME VARIANTS
Replace Squad Mephisio with Squad Lazarus out of Agains
Hre Oilels,

Replace ihe fifteen Orks with the Ork Dreadnought,

Place Squad Mephisto in overwatch at the start of the game
and have the Orks move first,
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MISSION 3

THE BATTLE FOR THE BRIDGE

The Blood Angel Space Marines fell back 1o guard the bridge
itself, taking up defensive positions in the shattered buildings
at the bridgehead. They did not have long to wait. the trailing

smoke of fossil fuel emissions soon betrayed the approach of

the first Ork Dveadnouizht and their sensors picked up a swarm
of accompanying lifdgforms.

The Space Marines tensed in their positions, alertly waiting
for the first sight of the Orks. They knew that the approaching
force would be o vanguard for the retreating horde of Warlond
Ghazghkull., If they held them off ontil their own
reinforcements erossed the bridge Ghazghkull would be
trapped between two fires and destroyed. Armageddon would
be freed from the Orkish scourge. If the Ork vanguard seired
the bridge and held it Ghazghkuoll and his green-skinned horde
would cross the Skeletus rniver and escape into the ruined
indusirial zone to the norih, free o battle on and hold ot for
perhaps years 1o come,

Every Blood Angel knew his duty and prayed o the divine
memory of Sanguinius for his guidance and inspiration as the
first howling Ork mobs crested the rise and raced towards
them.

TO THE DEATH:
Blood Angels Briefing

Ork forces have been spotied sivancing through Sector 307
towards bridge across the Skeletos. Your squads of Space
Manmes must hold the bndgebead against the forward
clements of the Ork advance untll relieved. Do not allow the
Orks w capuare the bridge under asy circumsances - il the
situation warrants it the ssenifice wr entire command may
be necessary to prevent this, Place voer fath in your sanctified
weapons and commend thy souls to the Emperor, Let the
slaughter commence

FORCES

You have four combal squads of Space Mannes under your
command. All Space Marines are equipped with M7 power
armour, bolt pistol and frag and krak grenades. In addition, the
Space Marines are armed with the following weapons,

Squad Raphacl

Sergeant Raphael - Chainsword
Boligun

| Space Marine — Flamer

3 Space Marines

-
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Seuad Mephisio
Brother Mephisto - Boltgun
3 Space Marines — Boltgun

| Space Marine - Missile liuncher (targeter, frag and Krak
meissales ).

Sopuad Lacarus
Sergeant Lazarus ~ Chainsward
i Spuce Marines - Boltgun
| Space Marine - Flamer
-
Sepuad Cleon %
Brother Cleon — Baliglin
3 Space Marines - Boligun
| Space Marine = Missile launcher (targeter. frag and krak
missales

OBJECTIVE

You must destroy the Ork forces wherever possible and
minimise your own losses. In addition You must prevent the
Orks moving into your deployment zone, The player with the
mosl victory points af the end of the game is the winner,

Wiped Out

2 victory poin

5+ Casualties

0 victory paint

Giretchin AMob

Ork Moh | victory poini 2 victory points
Damaped Destroyed or Disahled
Dreadnought I victory point 2 viciory points

DEPLOYMENT ZONE AND GAME LENGTH
Set up first anywhere within 12° of Your own table edge but
ne closer than 12" to either comer. Roll a D6 and sdd +5 1o it
before comparing it to the Ork player’s roll; the player with
the highest total moves first. The game Lrsts four fums.

BREAKTHROUGH:
Goff Orks Briefing

"I berss sez g shruneh g the humies an’ let "em kneny the
Fest of wz s comin', grab da briclge an “ald &t until devy ger
‘ere, You've got g Oreadnought, neo mob: of reel hard Goff
ks and four mob: of sneaky Gretchin so Ve shtondld be abie
fex sentesty aneviing the s denl enough o ger in ver w ey,

FORCES

All Orks and Gretchin wear flak armour. In addition, the Orks
and Gretchin are equipped with the fallowing weapons,

¥ Krusher

Ork Dreadnought armed with two power claws, a heavy bolier
and a lascannom,

Gerugnat’s Maoh
Ten Orks armed with boly pistols, axes pnd frag stikkbomz,

Snikbog's Maob
Ten Orks armed with bolt pistols, axes and frag stikkbome,

Lrit"s Mah
Ten Gretchin armed with autoguns

Grot’s Mok
Ten Gretchin armed with auloEuns

Scumba’s Moh
Ten Gretchin armed with auioguns

Fergit™s Maoh
Ten Greichin armed with autoguns

OBJECTIVE

“Splat as many of da gurly humies as v o, but don't pel
yerselves foo smashed g an - don't get da Dreeadnouphy
trashed, Get a mob or da dread close to dy Prriclpe e "ol ir

The Ork player receives the follow ing victory points for
destroving Space Marine squads

A+ Casualties

Wiped Out

I victory poini

Space Marine Squad 1 victory point
The Ork player also receives the follow ing bonus victory
points for having a mob with six or more models alive or the
Dreadnought (undamaged) in the Space Marines’ deployment
zonc at the end of the game.

Bonus: +5 victory points

DEPLOYMENT ZONE AND GAME LENGTH
Set up second anywhere within 12" of your owm Lable edee b
o eloser than 12° 1o either comer. Roll a D6 and sdd +3 1o the
scare before comparing it 1o the Space Marine player's roll:
the player with the highest totl moves first. The game losts
four tams,

3
.
i
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TACTICS

SPACE MARIMNES: If vou've played the previous two
scennrios vou will have developed a sense of how tough the
Space Marines can be if properly deploved and commanded.
This final banle gives you a force fully four times as big as
those used previously but you face an attacking force which al
first sight may seem impossibly difficult (o stop

Try to deploy your missile lanncher squads where they have
good fields of fine so you don’t have to move duning the game
These will give covering fire (o your Mamer squads which are
deployed slightly further forwarnd to break up imcoming mabs
of Orks and Gretchin. Concentrate your bolter fire on the
mohs to try and break them as efficiently as possible. Most of
all stay in cover orout of sighi: you can’i afford casualiies and
for the first time the Orks have goi something bigger, stronger.
tougher, faster and better armed and armoured than you are -
the Dreadnought!

The missile Launchers are the only effective weapons you have
apainst the Dreadnought so they should concentrate their fire
on the Ork Dreadnought until it is destroved or disabled, Mot
only is the Dreadnought worth a lot of victory points but it

also poses the higgest threat o your force = o decent burst of

firne from its heavy bolter can wipe out an éntire squad. On top
of this it"s a monster in close combat and you can vinually
guarantee losing o Space Marine o its lascannon every turn,
S0, hit it with both missile launchers every tum until i17s nod 2
proshlem any mone,

IF wou"re Jecky you' |l wotal the Direadnought straight away and
then hove two missile launchers free o fight off the Giretchin

and Ork horde. I a disaster occurs and both missile launchers
are destroyed you can dnly destroy the Dreadnought with krak
grensdes, either by throwing them (which is unlikely to work)
or in hand-te-hand combat (an endeavour that will almeost
certainly cost you an entire squad), so try not o lose the
mssibe launchers without destroying the Dreadnought first.

ORKS: Just as the Space Marines must destroy the
Drreadnought 1o stop the Orks, you have to make sure it intlicts
enough carmnage 1o assune you of victory, Try to avaid taking
hits from both missile launchers simuliancously and use walls
for hard cover bui keep moving forward every turm.

There are two good rexsons for this: the first is that the arms of
the Dreadnought are badly armoured and may well take
damage from the Space Marines” super krak missiles and you
could find yoursell with no ranged weapons lefl, IF you an
close 1o the enemy the simple answer is (o go hand-to-hand,
but if you're 1oo far away you' || waste precious lime moving
up.

The second is that your victory comnditions give you a big fat
five k'l\_'“l-r:. I'I:'I'In:'\ lisr tl.:l".lrll__" N ntack .’IIIII'I {0 IJ'.'.II:I.I"IHFI.“:’
Dreadnought in the Space Marines® set-up zone at the end of
the pame, Using yvour Dreadnought to spearhemsd your attack is
thee best chance yvou'll have of it succeeding

Use the Gretchin to shield the Orks as they move up
{remember the Space Marines will have w0 fire at the neanest
enemy o lot of the time because of the Choosing a Targel
ruled, Look carefally ot the terrain set-up and work out the best
route vou can use to get vour Crks into hand-1o-hand combai
without getting mauled. If by using your Gretchin and
Dreadnought to keep the Space Marines busy vou can gel
iwenty CGoff Orks e charge range you should brush the
Spece Mannes aside and romp in for an ¢asy win, 17 the Space
Marine player sees the Orks ds a threat early enough always
bear in mind that even a mob of six Gretchin can sneak in 1o
nel you five victory points, probably enough to win the game,

GAME VARIANTS

Let the Ork plaver have twenty Orks and forty Gretchin and
organise them into mobs how he likes. The minimum site for
an Ork mob is five models and the minimum size for a
Ciretchin mob i ten miodels.

Dont use the Ork Dreadnought and Squad Cleon

Replace the famers in Squad Lazarus and Squad Paulus with
meltaguns

Deploy all Space Mannes in lnding.




Men united in the purposc of the Emperor are blessed in his sight and shall live forever in hm;fgi:h o
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PLAYING THE SCENARIOS AS A CAMPAIGN

The Battle for Armageddon scenarios can easily be played as
pant of an ongoing campaign. In a campaign you keep track of
the results of bantles and casualiies so that yvour overall
performance affects your forces in later battles

If vou want w play the scenarios as o campaign both sides
have limited forces to use. Fot the whole campaign each
player has the contents of the Warhammer 40,000 game, s0
the Space Marine player has a total of 20 Space Marines and
the Ork plaver has q.: Dreadnought, 20 Goff Ocks and 40
Gretchin, ’

Both players assign part of their forces 10 fight inthe first iwo
seenanes, You don’t have to stick 1o exacily the same [onees
as were used in the historical bantles, the Game Vartants
seetion of the scenarios will tell you how you can alter the
basic forces For the scenario. For example, the Space Marine
plaver might decide to deploy a five-man squad with & missile
launcher rather than a Mamer in Scenario | or the Orks might
decide 1o send in the Dreadnought in Scenario 2. Fight oul
each baitle as normal and keep any models killed 1o one side
until the end of the game,

At the end of each game roll a D6 for every model that has
been “killed” during the battle and consul the table below.

_ D6 Roll  Result
5.6 The model was anly knocked out or
suffered a flesh wound and may fight
again in the final scenario, the Banle tor
the Bridge,
34 The model is seriously wounded and

may take no further part in the
campaign.

]2 The model is dead, dead, dead!

Iee Roll Modifiers:
Gretchin - |
Masdel on the winming siic +1

Any models that are dead or seriously injured are pot available
to fight in the final scenario and are deducted from the forces
deploved at the stan of the battle. Any damage suffered by the
Dreadnought cannot be repaired during the campaign so the
Ork player must decide whether to risk sending his
Dreadnought into battle before the final scenario. Weapons
carried by models that are killed or seriously injured cannot be
given to other models,

16

CONTINUING THE CAMPAIGN

In the historical campaign the battles around the bridges over
the Skelews river rumbled on for several months. In the event,
the Orks" first attempis 1o seize the bridges came closest 1o
success, but no-one knew it ot the time o both sides poured
reinforcements into the ared. You can keep on playing the
campaign after you've fought out the battles detuiled here by
using the Mission cards to determine objectives and the Codex
army lists 1o choose forces to a set points value,

When you choose your forees 1o pluy a game you are limited
to only picking troops or vehicles which have survived o fur,
To simulate the Now of reinforcements cach side receives roll
a D6 on the Reinforcement table after the Battle for the Bridge
and then afier ench three battles thereafter

REINFORCEMENT TABLE

Da Holl  Hesult

Ohrks Space Marines
[ Ok Dreadiought®  Choose from below
5 Ok W arboas® Spoce Morine
Dresdnought®
3 10 Orks Space Marine Captain®
3 5 Orks Five-man Missile

+ batthewagon® Lanncher scuad

nd

X0 Gretchin Five-man Flamer squad

| Nothing Nothing

e phe (o r mosy [ or velriole dotacards for deians

Ax vou acquire new forces (o use yvou may want Lo put
together your own Reinforcement lable or adapt the one
shown o incluede new models,
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