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OBJECTIVESOBJECTIVESOBJECTIVESOBJECTIVES    
This planet was once a staging ground for forces 
taking part in The Great Crusade. Recently 
rediscovered, ancient and powerful technologies 
have lain dormant for thousands of years. To 
own and be able to examine these great 
treasures would be priceless. 
 
The armies have clashed up and down this 
valley for far too long. Every week they trade 
one objective for another in an ongoing series of 
thrusts and feints.  
 
It is time to put an end to this war. You will take 
control of the enemy strong points or destroy 
them in the process. Either way it will be over at 
the end of this day. 
 
Points Total/Force Composition:  
This mission scales from 3,000 to 10,000 points 
a side. Players may not take any of the Imperial 
Fortress Walls from Imperial Armour Apocalypse 
2nd Edition in this mission. 
 

SET UPSET UPSET UPSET UP    
The game can be played on a standard sized 
game board (6’ long by 4’ wide) or larger. For 
games greater than 5000 points per side, it is 
recommended that the table be no smaller than 
8’ long by 6’ wide (two regular sized game tables 
put together). Regardless of table size, each 
side should have the same amount of area to 
deploy in. 
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Additionally, each side gets two Fortress 
Bastions that they can place anywhere within 
their deployment area. (See Special Rules 
below) 

    

DEPLOYMENTDEPLOYMENTDEPLOYMENTDEPLOYMENT    
Standard deployment for Apocalypse Games is 
observed. However, prior to deploying, but after 
sides have been selected, each side rolls a D6. 
The side rolling the highest places a Fortress 
Bastion in their deployment area, and sides then 
alternate deploying Fortress Bastions until all 
are on the table. 

 

RESERVESRESERVESRESERVESRESERVES    
Players may place any number of units in 
reserve. Reserves enter as normal in 
Apocalypse play.  
 

FIRST TURNFIRST TURNFIRST TURNFIRST TURN    
First Turn is determined as normal in 
Apocalypse Games. The side with the lowest 
deployment bid goes first. 
 

STRATEGIC ASSETSSTRATEGIC ASSETSSTRATEGIC ASSETSSTRATEGIC ASSETS    
Each side may pick a number of Strategic 
Assets equal to the largest number of players 
per side (to a maximum of three). Note that 
other Strategic Assets may be gained through 
taking Apocalypse Formations. 
 

GAME LENGTHGAME LENGTHGAME LENGTHGAME LENGTH    
This game lasts six turns. 
 

VICTORY CONDITIONSVICTORY CONDITIONSVICTORY CONDITIONSVICTORY CONDITIONS    
The side with the most kill points at the end of 
the game is the winner.  
 

SPECIAL RULESSPECIAL RULESSPECIAL RULESSPECIAL RULES    
The following special rules apply to this mission: 
 
Fortress Bastions 
Each Fortress Bastion is worth 2 Kill Points for 
the side occupying the structure. However, if the 
Bastion is destroyed, it is worth 1 Kill Point for 
the side that destroys the Bastion. Note that a 
destroyed Bastion can no longer be occupied for 
purposes of scoring.  
 
An Imperial Fortress Bastion has the following 
profile: 
• Armor Value of 14 all around and 4 

Structure Points  
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• A single unit of up to twenty models in size 
(10 terminators for example) can be 
deployed inside the Bastion. They may not 
hold multiple units. 

• Units inside the Bastion may make use of up 
to three fire ports. 

• A destroyed Bastion becomes rubble, giving 
a 4+ cover save and is treated as difficult 
terrain. 

• A Bastion contains Automated Weapons as 
described in Planetstrike Page 17. There are 
a total of four automated weapons on each 
Bastion (one per side). 

 
Bastion Weapon Profile       

  Range Str AP Type 

Heavy Bolter 36" 5 4 Heavy 3 

 
• A Bastion may be upgraded to include an 

Interceptor Weapon (see page 18 of 
Planetstrike) for 50 points from the players 
point total. 

 
Interceptor Weapons Profile  

  Range Str AP Type 
Quad-gun 48" 7 4 Heavy 4 Twin-

linked 
Interceptor 

Icarus Lascannon 96" 9 2 Heavy 1 
Interceptor 

          
 
• Any models inside a Fortress Bastion when 

it is destroyed take a single wound (armor 
save as normal), and must then deploy into 
the rubble of the bastion. 

• Each Bastion on the table has an ancient 
Cloak Shielding Device hidden inside. The 
device was placed there when planet was 
initially colonized during the Great Crusade. 
The device distorts light and hides the 
structure from both natural sight and 
targeting devices. Any attempt to shoot at a 
Fortress Bastion requires the firing unit to 
make a range test as if night fighting rules 
were in effect. This effect cannot be 
mitigated with searchlights, night vision, 
acute senses or any other rule which allows 
a player to ignore night fight range checks. 

 

 


