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OBJECTIVESOBJECTIVESOBJECTIVESOBJECTIVES    
Sometimes combat takes place in less than 
ideal environments. These can range from the 
cold depths of space, underground, or as in this 
case, a toxic waste disposal site. 
 
The enemy has, for whatever reason, chosen 
their approach through a toxic waste dump. A 
superior battlefield commander will be able to 
use the dangerous terrain to their advantage. 
 

DEPLOYMENTDEPLOYMENTDEPLOYMENTDEPLOYMENT    
Prior to deployment, roll a D3+4. This is the 
number of pieces of “Unstable Environment” 
(see below) terrain on the board.  
 
Both players roll a D6. The player that rolls 
higher places a marker on a piece of terrain to 
identify it as “Unstable Environment”. The next 
player then places a marker. Both players 
alternate placing markers until all have been 
placed. 
 
Players then roll for number and placement of 
objectives as in the Seize Ground mission on 
Page 91 of the Warhammer 40k Rulebook.  
 
Each player deploys their forces within 18” of the 
short table edge. This short edge is now the 
player’s edge for purposes of reserves and 
outflanking units. 
 

RESERVESRESERVESRESERVESRESERVES    
Players may place any number of units in 
reserve. Note that Chaos Daemon players 
deploy and reserve as normal. 
 

FIRST TURNFIRST TURNFIRST TURNFIRST TURN    
The winner of a roll-off determines either to 
deploy and go first, or go second and deploy 
last. Once all units are placed the player going 
second can choose to try and steal the initiative 
as described in the 40k Rulebook. 
 

GAME LENGTHGAME LENGTHGAME LENGTHGAME LENGTH    
This game uses a variation of the Random 
Game Length Rule. At the end of Round 6, roll a 
D6, if the result is 5+ the game ends. At the end 
of Round 7, roll a D6, if the result is 4+ the game 

 
 
ends. The game ends automatically at the end 
of Round 8.   
 

VICTORY CONDITIONSVICTORY CONDITIONSVICTORY CONDITIONSVICTORY CONDITIONS    
This is a Seize Ground Mission as described on 
Page 91 of the Warhammer 40k Rulebook. 
 

SPECIAL RULESSPECIAL RULESSPECIAL RULESSPECIAL RULES    
The following special rules apply to this mission. 
 
Unstable environment 
Due to the nature of the battlefield, there are 
unexploded munitions, toxic chemicals, and 
other dangerous trash that has been disposed of 
in the area.  
 
As a result, for each unit that fires into, out of, or 
through a piece of terrain with the Unstable 
Environment attached to it, rolls a D6. This 
means that the firer has range to the target. No 
firing at enemies you cannot hit just to set off an 
effect! 
 
On a roll of 5+, something catastrophic has 
occurred within the terrain. In this case, a round 
has struck something that causes some type of 
chain reaction, releases gas, or potentially even 
worse! When this occurs, roll on the chart below. 
This occurs only one time per marked terrain 
piece over the course of a game. Once the 
effect is applied, it is not rolled for again. 
 
1-2 Poisonous Gas! – Barrels of toxic waste 
have been damaged and the volatile chemicals 
combine to create a poisonous and corrosive 
gas! The terrain is now treated as “Extremely 
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Dangerous” and models making dangerous 
terrain tests in it fail on a roll of 1 or 2 (instead of 
just 1) for the remainder of the game. 
 
3-4 Explosion! – Something volatile has been 
hit and a massive explosion occurs! Any models 
that are inside the terrain take a Str 5, AP –, 
wound. The explosion also extends for 1D6 
inches, outside of the terrain edge. Any models 
caught in the explosion outside of the terrain 
take a Str 5, AP – wound. 
 
Additionally, from this point forward, this terrain 
is now counted as Dangerous Terrain.  
 
5-6 Free at last! – Disturbed by the battle, a 
mutated alien life form drags itself out of the 
waste and attacks the nearest unit! Roll a 
deviation die. Place the model on 40mm base (A 
Chaos Spawn model or Tyranid on a 40mm 
base is perfect for this!) just outside the edge of 
the terrain in the direction the die indicates. If the 
die result is a “hit”, the shooting player places 
the model anywhere within the piece of terrain 
they want. 
 
The creature fleets in the direction of the nearest 
unit (from either army) at the end of the shooting 
phase, and then assaults that unit if it can. If not 
in assault, the creature moves at the beginning 
of every players turn until it can assault the 
nearest unit to it. The creature always acts first 
in any phase of the game, except assault, where 
it uses it’s initiative as normal.  
 
For example: The creature moves at the 
beginning of the movement phase, after reserve 
arrivals but prior to the player moving any other 
models. 
 
Use the following profile for the Alien Creature: 
 
  WS    BS    S    T    W    I    A    LD    Sv 
Alien Creature   3        0     5     5     3    3   D6   10     5+ 

 
 


