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Heavy calibre solid rounds punched holes in the cover around him as Shas’ui Tsun reached for a grenade. No matter how 

many fell, the Orks just kept coming. If this kept up, his position would soon be overrun. Before he could prime the 

grenade an Ork, far larger than any he had seen, flung itself over the Tidewall. As he desperately turned to block the 

descending cleaver, the Ork vanished in a blizzard of blue plasma.  

 

An XV8 Crisis Suit belonging to Shas’vre Drelen, hero of the Prolen Offensive and survivor of the Orlan Massacre 

descended from the skies, a saviour in Sept colours. The voice of a hero, calm and assured, issued forth from the 

battlesuit.  

 

“Fall back Fire Warrior, there is nothing more you can do here.” 

 

Without waiting to see if the order had been obeyed, the Crisis Suit turned and set its feet on the ground, its burst 

cannons beginning to cycle even as the Orks continued their lumbering charge. Just as the green skinned brutes entered 

her point blank optimal kill-range, her weapon locks went live. Multiple targets, optimal range. 99% predicted mortality 

rate.  

 

Welcome to Operation: Konor.  

 

A fun days gaming awaits as Kill Team: Operation Konor gives you the chance to play some enjoyable, fast paced 

games of the new Warhammer 40,000 here in Warhammer World.  

 

Kill Team has long been an iconic setting in Warhammer 40,000. The premise is simple – select  a hand-picked team of 

veterans and bring them to play in skirmish sized games of Warhammer 40,000 that last from twenty to thirty minutes 

each.  

 

This means on Saturday the 26th of August, you can take 

part in a day of skirmish sized games with other like 

minded warriors. This event, like many others over the 

summer weeks, will be free of charge. There is a limit to 

how much space we have available, so to confirm your 

spot make sure to get your free ticket (you can find a link 

for tickets on the same web page as the one you found 

this event pack) 

 

Not only that but this is also part of the Fate of Konor 

summer campaign – so you can decide where your 

victories go after each game as well. 

 

Interested? Of course you are! 

“I once threw a grenade and 
killed fifty men. Then it 
exploded.”  

Gunnery Sgt. “Stonetooth” 
Harker, Catachan 
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System 

Army size 

Format 

 

 

You will need to build a Kill Team using the rules given later in this pack 

under “Assembling your Kill Team”. The Points value available to 

purchase models from is 250pts. 

 This is a singles event, you will play as a solo operative in command of a 

crack squad as you attempt to complete special missions throughout the 

evening.   

this event only.  

Warhammer 40,000 using the unique additions for  

“Make no mistake, Gue’vesa, 
we will return. But when we 
do, you will not see us coming” 

 
Darkstrider, Fire Caste. 

Mission Information VITAL 

Number of games Six. 

Scenarios in use Scenarios will be specifically written for each mission and will be unique 

to the event. They are located in the back of this event pack. All games 

will be played on a 4’x4’ table. 

Publications in use  All current and up to date Warhammer 40,000 publications are in use – 

this includes the Indexes, the new Warhammer 40,000 book and any 

future publications.  

 

We expect all attendees to have all the relevant publications that you will 

need to use your army present on the day. This is mandatory – please 

don’t turn up with half-remembered rules and datasheets. 
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A Note on Painting and Basing: 

 

At registration we will ask you if your Kill Team is fully painted and based and we will check each army 

during the first game to make sure all models are up to standard. If your army isn’t finished don’t panic! 

We will do our best to give you the time and space you need to get your models finished before your first 

game. As we don’t allow anyone to play with unpainted or unbased models, but we understand that life 

gets in the way sometimes, we will do our best to help you get them up to standard. 

 

If you have a model which is unfinished, then we politely ask you to remove it from the table, as we are 

obliged to protect the experience of every attendant - we all want to play against fully painted armies, and 

this event is designed to give everyone the opportunity to do just that! 

 

All miniatures in your collection must be produced by Games Workshop and be fully assembled, painted and 

based. Each model must fully represent what you have presented on your Kill Team roster. 

Mission Schedule 

 

9.00am – Bugman’s Bar Opens and registration for Kill Team begins. 

 

Note: The rest of Warhammer World opens at 10.00am! 

 

10.00am - 10.20am Event Briefing  

 

10.20am - 11.00am Game 1 

 

11.00am - 11.20am Break 

 

11.20am - 12.00pm Game 2 

 

12.00pm - 1.30pm Lunch Break (the long lunch should give you 

enough time to order food from Bugman’s and return!) 

 

1.30pm - 2.10pm Game 3 

 

2.10pm - 2.30pm Break 

 

2.30pm - 3.10pm Game 4 

 

3.10pm - 4.00pm Afternoon Break 

 

4.00pm - 4.40pm Game 5 

 

4.40pm - 5.00pm Break 

 

5.00pm - 5.40pm Game 6 

 

5.40pm - 6.20pm Break while we total the final results 

 

6.20pm - 6.30pm The Awards 

 

8.00pm Warhammer World Closes 
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Kill Team Detachment 

 
 

 
 

 

Troops 

0-15 

Elites 

0-5 

Fast Attack 

0-5 

Heavy Support 

0-5 

 

Dedicated Transports: May 

include 1 for every 10 

models in your Kill Team to 

a maximum of 2. 

 

 
 

 

Restrictions: All units must be from the same 

Faction 

 

Command Benefits: +3 Command Points. 

 
 

 
 
 

 
 

 
 
 

 
 

 
 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 

 

 Battlefield Role slots are filled by model, rather than by unit. 

 You may purchase individual models from datasheets (additional restrictions below under “Who has what 

it takes?”). 

 ‘Squad Leaders’ such as Nobz, Celestian Superiors, Veteran Sergeants and so on that do not have their 

own points value listed are a free upgrade for one of the models from that same datasheet once the 

minimum number of models required for that unit have been included on your Kill Team roster. For 

example if you buy five Space Marines from the Tactical Squad datasheet, one of them may be upgraded 

to a Space Marine Sergeant. 

 Where a ‘Squad Leader’ has their own points value listed separately to their unit, such as a Thousand 

Sons Aspiring Sorcerer, you must include the minimum number of models for that unit in your Kill Team 

roster before you can take them as well. For example if you wanted to take a Thousand Sons Aspiring 

Sorcerer you would need to include 4 Rubric Marines before you could add the Aspiring Sorcerer to your 

Kill Team Roster. 

 Wargear options for units may be taken but you must have the correct number of models on your Kill 

Team roster to do so, and you must abide by any further restrictions that apply. For example if you have 

10 Space Marines purchased from the Tactical Squad datasheet, you could equip one with a Special 

Weapon and one with a Heavy Weapon. All other requirements for Wargear options remain unchanged. 

 You may take a model with the VEHICLE keyword for every ten other models in your army without it. 

 Each model may have a maximum value of 3+ for their armour save. 

 Each models may have a maximum Wounds value of 3 (If the model has the VEHICLE keyword, this limit 

is changed to 10) 

 Each model may have no better than a 4+ Invulnerable Save. 

 Models that can only be taken once per army may not be used. 

 One Keyword must match across every model in the Kill Team. 

 For every battlefield role slot you fill beyond those available in the Kill Team detachment, you must 

sacrifice 2 Command Points. 

 You may not use Command Points before the battle begins (no Relics, for example). 

 

Once you have completed your Kill Team Roster, you will need to choose your Leader and your Specialists. 

This is a simple process and is explained overleaf. 

5 

NOTE: THESE ARE 100% UNOFFICAL RULES! THE WARHAMMER 

WORLD EVENTS TEAM IS DOING THIS FOR SOME FUN! 



The Leader 

 

Every Kill Team needs a Leader. This hardened Veteran is a true blue, dyed in the 

wool hero (or villain!). They know the plan and have the guts to get it done. Not 

only are they often a formidable fighter but they who are everyone else looks to 

when the plan fails and the ammo runs out. 

 

Large and in charge: Nominate any one model in your Kill Team to be your Leader. 

That model gains the CHARACTER Keyword if they did not already have it. 

Nobody Runs: When taking Morale checks, if your Leader is alive, you automatically 

pass them. 

Born Survivor: Your Leader has the Warlord Trait “Tenacious Survivor” – Roll a 

dice each time this Leader loses a wound. On a 6, the Leader shrugs off the damage 

and does not lose the wound. 
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Command Points 

 

Command Points are generated as normal for a Battle-Forged army, but the only 

Detachment you can (and indeed, must) use is the Kill Team Detachment. 

As a result you will only ever have 6 or less Command Points to spend in your 

games (3 for being Battle-Forged and a further 3 for having a Kill Team 

Detachment). 

 

You may spend Command Points on Stratagems (for example: Command Re-roll, 

Counter-Offensive and Insane Bravery) as normal. In addition there are three extra 

Stratagems you can use in all the Kill-Team scenarios as listed below. 

Bleed them Dry This Stratagem allows one model to re-roll a failed charge roll. 
 

2CP 

Take them down This Stratagem allows a model in your Kill Team to fire Overwatch twice. 
 

3CP 

Get to the  

objective 

This Stratagem is used before a model advances. That model may roll 

2D6 and pick the highest when determining how far they advance. 

 

2CP 

Kill Team Stratagems  

(Note: These are the only available at this event) 
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“Captain Catachan? Sure I’ve heard of him! Rumour has 

it they tried to name a street after him somewhere, but 

they had to change it back a few weeks later. Turns out 

no-one can cross him and live” 

 

- Private Egel Grayn, Cadian 456th 
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The Games 

Each game will have its own custom scenario to represent the kind of daring missions that Kill 

Teams are often sent on. Every Warlord has dirty work they need to be done, or a vital task that 

can only be trusted to their most accomplished warriors. 

These scenarios are listed at the end of the pack; we recommend you read them before the event! 

 

The Awards 

 

The main award for the evening will go to the player with the most Kill Team Commendations. 

You gain commendations for the results of your games as listed below. 

 

We Make This Look Easy – 5 Kill Team Commendations 

 

A Close Call – 3 Kill Team Commendations 

 

Even Stevens – 2 Kill Team Commendations 

 

A Narrow Escape – 1 Kill Team Commendation 

 

We Barely Made It Out Alive – 0 Kill Team Commendations 

 

If there is a tie for any of these awards, we will use the number of points scored through kills 

to determine the winner. If there is still a tie then we will go to Favourite Game Votes and if 

there is still a tie after that, then we will give an award to both players! 

 

Last Man Standing – this award goes to the player who scores the most Kill Team 

Commendations over the day. 

 

Heroic Veteran – this award goes to the player who scores the second highest amount of Kill 

Team Commendations over the day. 

 

Scarred Survivor – this award goes to the player who scores the third highest amount of Kill 

Team Commendations over the day. 

 

Last In, First Out – this award goes to the player who scored the least amount of Kill Team 

Commendations over the day. 

 

The Regimental Colours – this award goes to the player who has the best presented Kill Team 

on the day, as chosen by the Events Team. 
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Scenario 1: No Man’s Land 

 

“Keep your head down kid” 

Sgt. Stonegrave, Aleskan 117th 

 

Trench warfare is a common sight in the Imperium, and inevitably, with the extended sieges and warfare that 

follows, comes the debris strewn patches of unrest known as No Man’s Land. Sites of previous battles, they are 

littered with unexploded munitions, corpses, burnt out vehicles and the shattered husks of living quarters. It is 

into these lethal areas that small squads of soldiers are sent, to retrieve injured personnel, lost equipment or in 

some cases, to prevent enemy units infiltrating too far forwards. 

 

The Armies: Each player selects a Battle-Forged army using the rules given in the Kill Team: Operation Konor 

Event Pack. 

 

The Mission: This battle is fought to control two objectives. These objectives could be lost equipment, personnel 

or even just enemy infiltrators trying to keep their heads down –the options are limitless! These objectives are 

located at the centre of each player’s deployment zone 9” from the edge of the battlefield, as shown on the map 

below. This location should be marked by an Objective Marker, ideally mounted on a 32mm or 40mm base. The 

game is played on a 4’x4’ table. 

 

The Battlefield: The Events Team will have laid out scenery for your use during this game. As scenery gets 

moved around a lot during events, you should make sure before you start that you arrange the scenery into a 

suitable gaming area. You should place any objective markers required for the mission now. 

 

Deployment: The players roll off – whoever rolls highest chooses which side of the table to deploy on. Their 

opponent uses the opposite side. 

 

The players then alternate deploying their models, one at a time, starting with the players who did not pick their 

side to deploy on. A player’s models must be deployed in their own deployment zone, which ends 12” from the 

table edge they chose. Continue deploying models until both sides have set up their Kill Teams.  Don’t forget 

you must deploy at least ten on the table! 

 

First Turn: The player who finished setting up first can choose to take the first or second turn. If they decide to 

take the first turn, their opponent can roll a dice; on a 6, they manage to seize the initiative, and they get the 

first turn instead! 

 

Battle Length 

You control an objective if, at the end of any turn, you have more 

models from your Kill Team within 6” of the centre of the 

Objective Marker than there are enemy models. 

 

Starting from the third battle round one player immediately wins 

a “We Make This Look Easy” result if they have control of both 

Objective Markers. The other player records a “We Barely Made 

It Out Alive” result. 

If neither player has won by the end of the fifth battle round, or 

the amount of time allocated for the game runs out, then each 

player adds up the points value of any models slain during the 

game. If one player has a higher total, then they win a ‘Close Call’ 

victory and the other player records “A Narrow Escape”. 

 

If neither player has won after points are calculated then record 

both player’s results as “Even Stevens”. 
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Scenario 2 – Hold Your Ground 

 

“Awake, Iron! Arise, Hate!” 

Lieutenant Gomor, Iron Hands 

 

Your orders are simple – you must slay as many of the enemy as possible and capture as much territory as you 

can while doing so. This is war, brutal and fast and there is no time for the weakness that is mercy. 

 

The Armies: Each player selects a Battle-Forged army using the rules given in the Kill Team: Operation Konor 

Event Pack. 

 

The Mission: This battle is fought to control four objectives. These objectives represent strategically vital 

ground – your orders are to hold these locations for as long as possible, and die to defend them if necessary. 

The objectives are located in the middle of each quarter of the 4’x4’ table. The Realm of Battle tiles should 

make this easy to find, or you can consult the map below. 

Each of these objectives should be marked by an Objective Marker, ideally based on a 32mm or 40mm base. 

 

The Battlefield: The Events Team will have laid out scenery for your use during this game. As scenery gets 

moved around a lot during events, you should make sure before you start that you arrange the scenery into a 

suitable gaming area. 

 

Deployment: The players roll off – whoever rolls highest chooses which side of the table to deploy on. Their 

opponent uses the opposite side. 

The players then alternate deploying their models, one at a time, starting with the players who did not pick their 

side to deploy on. A player’s models must be deployed in their own deployment zone, which ends 6” from the 

table edge they chose. Continue deploying models until both sides have set up their Kill Teams.  Don’t forget 

you must deploy at least ten on the table! 

 

First Turn: The player who finished setting up first can choose to take the first or second turn. If they decide to 

take the first turn, their opponent can roll a dice; on a 6, they manage to seize the initiative, and they get the 

first turn instead! 

 

Battle Length 

 

You control an objective if, at the end of any turn, you have 

more models from your Kill Team within 3” of the centre of the 

Objective Marker than there are enemy models. 

 

At the end of each turn you score one victory point for each 

objective under your control. 

 

From the end of the third battle round, if either player controls 

all four objectives, the game ends and that player records a 

“We Make This Look Easy” result and their opponent records a 

“We Barely Made It Out Alive” result. 

 

At the end of the fifth battle round, or if the time allocated for 

the game runs out, the player with the most Victory Points 

records a “Close Call” result and their opponent records the “A Narrow Escape” result. 

If both players have the same number of Victory Points then both players record an “Even Stevens” result. 
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Scenario 3 – Umbra Directives 

 

“Why are we here? Hah! That’s a dumb question boy, the answer is obvious – we were sent.” 

Private Hellerak, Brastan 34th Dragoons 

 

You don’t get to choose your commander, and yours has given you a set of orders you can only open once you arrive at your destination. 

These kinds of missions are usually suicidal, but you’ve been selected because you are the best, and you are the only ones with a hope in 

hell of pulling this off. Besides, you are a valuable asset - certainly not expendable... right? 

 

The Armies: Each player selects a Battle-Forged army using the rules given in the Kill Team: Operation Konor Event Pack. 

 

The Mission: This battle is fought using the secret orders chart below –no-one, not even your Leader will know what orders you have been 

given until the game starts! Perhaps you will be told to capture vital territory, or capture enemy officers. 

Part of the fun of this game is trying to stop your opponent completing their mission while you try and complete yours. 

 

The Battlefield: The Events Team will have laid out scenery for your use during this game. As scenery gets moved around a lot during 

events, you should make sure before you start that you arrange the scenery into a suitable gaming area. 

 

Deployment: The players roll off – whoever rolls highest chooses which side of the table to deploy on. Their opponent uses the  

opposite side. 

The players then alternate deploying their models, one at a time, starting with the players who did not pick their side to deploy on. A player’

s models must be deployed in their own deployment zone, which ends 6” from the table edge they chose. Continue deploying models until 

both sides have set up their Kill Teams.  

 

First Turn: The player who finished setting up first can choose to take the first or second turn. If they decide to take the first turn, their 

opponent can roll a dice; on a 6, they manage to seize the initiative, and they get the first turn instead! 

 

Battle Length 

After deploying your Kill Teams, each player rolls a D6, starting with the player that finished deploying first. Consult the chart below to find 

out what your Umbra Directives are. Once an Umbra Directive is completed, the game ends immediately. 

 

Umbra Directives 

1: You must control the objective in the middle of the table for two consecutive turns. 

2: You must control all three objectives at any point after the end of the third battle round. 

3: You must control the two objectives nearest the edges of the table at the end of your opponent’s turn, after the end of the third battle 

round. 

4: You must control any of the same two objectives for two consecutive turns. 

5: You must destroy over half the enemy Kill Team. 

6: You must destroy the enemy Kill Team Leader. 

 

You control an objective if, at the end of any turn, you have more models from your Kill Team within 3” of the centre of the Objective 

Marker than there are enemy models. 

 

If a player achieves their Umbra Directive and the other player 

does not, then the player that does records a “We Make This Look 

Easy” result. The other player records a “We Barely Made It Out 

Alive” result. 

 

If both players (somehow) achieve their Umbra Directives at the 

same time then both players record an “Even Stevens” result. 

 

If neither player has won by the end of the fifth battle round, or 

the amount of time allocated for the game runs out, then each 

player adds up the points value of any models slain during the 

game. If one player has a higher total, then they win a ‘Close Call’ 

victory and the other player records “A Narrow Escape”. 

 

If neither player has won after points are calculated then record 

both player’s results as “Even Stevens”. 
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Scenario 4 – Cry Havoc! 

 

“I will dedicate your death to almighty Khorne, weakling. Perhaps then you shall attain some measure of glory in your 

hollow, miserable life” 

 

Korayn Axebleed, Champion of Khorne 

 

Your orders give the full details of an enemy Kill Team in the local area that have been causing havoc by raiding supply lines, destroying 

ammo dumps and assassinating enemy officers. Of course, you have been doing the same thing, so it’s no surprise when you get the orders 

to wipe out the opposing Kill Team. To make matters worse, a vital objective has landed in a deadzone that only your Leader and Specialists 

have the access codes to capture, forcing them to take extreme risks to get the job done! 

 

The Armies: Each player selects a Battle-Forged army using the rules given in the Kill Team: Operation Konor Event Pack. 

 

The Mission: Your mission is to slay the enemy Kill Team, with extreme prejudice. Of course, not every Kill Team member is worth the same 

amount - the enemy Leader is by far the most valuable, followed by their Specialists. Naturally, the extermination of the entire warband is 

perfectly acceptable to your commanding officers or alien overlords. There is also a vital objective placed in the centre of the battlefield.  

 

The Battlefield: The Events Team will have laid out scenery for your use during this game. As scenery gets moved around a lot during 

events, you should make sure before you start that you arrange the scenery into a suitable gaming area. 

 

Deployment: The players roll off – whoever rolls highest chooses which side of the table to deploy on. Their opponent uses the  

opposite side. 

The players then alternate deploying their models, one at a time, starting with the players who did not pick their side to deploy on. A player’

s models must be deployed in their own deployment zone, which ends 6” from the table edge they chose. Continue deploying models until 

both sides have set up their Kill Teams.  

 

First Turn: The player who finished setting up first can choose to take the first or second turn. If they decide to take the first turn, their 

opponent can roll a dice; on a 6, they manage to seize the initiative, and they get the first turn instead! 

 

The Central Objective 

 

This vital objective is perhaps a ticking bomb, a data-vault or even an ancient relic that command desperately needs, or more likely wants to 

have destroyed! 

 

For this mission your Kill Team Leader and Specialists have been given the access codes to the device in order to allow them to complete 

their mission by either deactivating it, or perhaps by retrieving vital data from it.  

 

During this game only your Kill Team Leader and Specialists can 

control the central objective. The player who has the most Leaders and 

Specialists from their Kill Team within 6” of the centre of the central 

objective counts as controlling it.  

 

Note that the central objective should always deployed in scenery, 

ideally a ruin. 

 

Battle Length: The game ends after five Battle Rounds. If, by the end of 

the game one player has killed all the enemy Specialists and the 

Leader, and controls the central objective, that player records a “We 

Make This Look Easy” result and their opponent records a “We Barely 

Got Out Alive” result.  

 

If both players have slain all enemy Specialists and the enemy Leader, 

then record the game result for both players as “Even Stevens”. 

 

If neither player has managed to slay every Specialist and the Enemy 

Leader, but one player controls the central objective, then that player 

records a “We Make This Look Easy” result and their opponent 

records a “We Barely Got Out Alive” result.  

 

If neither player has managed to slay every Specialist and the Enemy 

Leader, and no-one control the central objective, then each player 

adds up the points value of any models slain during the game. If one player has a higher total, then they win a ‘Close Call’ victory and the 

other player records “A Narrow Escape”. If the scores are the same, then record the game as an “Even Stevens” result.  
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Scenario 5 – Dawn Raid 

 

“All deaths serve the Crusade.” 

 

Helvain Grimsoul, Black Templars Chaplin 

 

You have been ordered on a lightning raid deep into enemy territory. You must push past enemy lines and hold for as long as 

possible. This is tantamount to suicide, but only you have the skills and the ruthlessness to get the job done. The longer you 

hold your ground in enemy territory the greater the glory upon your return. 

 

The Armies: Each player selects a Battle-Forged army using the rules given in the Kill Team: Operation Konor Event Pack. 

 

The Mission: Your mission is to get into the enemy deployment zone and stay alive as long as possible, the earlier the better.  

 

The Battlefield: The Events Team will have laid out scenery for your use during this game. As scenery gets moved around a 

lot during events, you should make sure before you start that you arrange the scenery into a suitable gaming area. 

 

Deployment: The players roll off – whoever rolls highest chooses which side of the table to deploy on. Their opponent uses 

the  

opposite side. 

 

The players then alternate deploying their models, one at a time, starting with the players who did not pick their side to 

deploy on. A player’s models must be deployed in their own deployment zone, which ends 15” from the table edge they 

chose. Continue deploying models until both sides have set up their Kill Teams.  

 

First Turn: The player who finished setting up first can choose to take the first or second turn. If they decide to take the first 

turn, their opponent can roll a dice; on a 6, they manage to seize the initiative, and they get the first turn instead! 

 

 

Battle Length: The game ends after five Battle Rounds. The player who has scored the most Victory Points records their 

result as “We Make This Look Easy” and their opponent records a “We Barely Got Out Alive” result.   

 

Each model scores of Victory Points at the start of any turn in which they are fully within the enemy Kill Team’s deployment 

zone. The number of Victory Points that models scores is as 

follows: 

 

Turn 1 - 6 Victory Points 

Turn 2 - 4 Victory Points 

Turn 3 - 2 Victory Points 

Turn 4 Onwards - 1 Victory Point. 

 

If both players have the same number of Victory Points, then 

check the number of points each player scored for destroying 

enemy models. The player with the higher total records their 

result as “A Close Call” and their opponent records a “Narrow 

Escape” result.  

 

If both players have the same number of Victory Points, and 

points scored for destroying enemy models, then record the 

game result for both players as “Even Stevens”. 
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Scenario 6 – Supply Drop 

 

“Three stinking weeks it took us to find that damn crate, and all it had in it were those stupid Munitorum Manuals!” 

 

Sgt. Blake “Wiseguy” Zardon, executed for sedition 

 

A vital supply drop has been driven off course by enemy forces and is currently arriving via grav-chute outside of friendly territory. You 

don’t exactly where or when it will arrive, but you know for sure that the enemy has the same mission as you - secure the local terrain and 

get those supplies! 

 

The Armies: Each player selects a Battle-Forged army using the rules given in the Kill Team: Operation Konor Event Pack. 

 

The Mission: Your mission is to capture the supplies when they arrive on the table. Until then you need to hold out and kill enemy forces in 

the area.  

 

The Battlefield: The Events Team will have laid out scenery for your use during this game. As scenery gets moved around a lot during 

events, you should make sure before you start that you arrange the scenery into a suitable gaming area. The gaming table is ideally 4’x4’ for 

the games of this size. 

 

Deployment: The players roll off – whoever rolls highest chooses which side of the table to deploy on. Their opponent uses the  

opposite side. 

The players then alternate deploying their models, one at a time, starting with the players who did not pick their side to deploy on. A player’

s models must be deployed in their own deployment zone, which ends 6” from the table edge they chose. Continue deploying models until 

both sides have set up their Kill Teams.  

 

First Turn: The player who finished setting up first can choose to take the first or second turn. If they decide to take the first turn, their 

opponent can roll a dice; on a 6, they manage to seize the initiative, and they get the first turn instead! 

 

The Supply Drop 

 

Before each Battle Round after the first randomly choose one player to roll a D6. On a 5+ the supply drop arrives. Add +1 to the dice roll 

for every subsequent Battle Round. The Supply Drop will automatically arrive at the beginning of Battle Round 5.  

 

When it arrives, randomly determine which table quarter it arrives in. Once you have decided which table quarter it lands in, place an 

Objective Marker in the center of that table quarter. 

 

Battle Length: The game ends after five Battle Rounds. If, by the end of the game one player controls the supply drop objective marker that 

player records a “We Make This Look Easy” result and their opponent records a “We Barely Got Out Alive” result.  

 

You control the Supply Drop by having more of your models 

within 3” of the centre of the supply drop objective marker than 

your opponent.  

 

If neither player controls the Supply Drop, then the player who 

has scored the most points for destroying enemy models records 

their result as “A Close Call” and their opponent records their 

result as “Narrow Escape”. 

 

If neither player controls the Supply Drop, and both players have 

scored the same number of points for destroying enemy models, 

then record the game result for both players as “Even Stevens”. 
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