
Mirages

Loot Counters
Five objective markers are placed on the table.  
Place a counter 12” in from each table cor-
ner, towards the center of the table.  Place 
the fifth objective in the center of the table.  
If controlled at the end of the game, each ob-
jective is worth 1 point, except the one in the 
center is worth 2 points.  The team with the 
most points at the end of the game wins.  If 
both teams control an equal number of points 
the game is a draw.

Battle Points
Win: 15	 Draw: 9	 Loss: 5

Modifiers calculated at the end of the game:
+1 If you play to and/or past the 5th turn.
+1 If your team controls both objectives on 
your opponent’s side of the table.
+1 If your team has destroyed all enemy vehi-
cles.  If your opponent has no vehicles, count 
this as Monstrous Creatures.
+1 If your team eliminated two enemy troops 
units in the same phase of one turn.
-1 If both of your team’s compulsory HQ units 
are dead or fleeing.
-1 If your team controls no objectives.
-1 If your team lost a model to a tank shock.
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Game Length
The game lasts 6 turns or until time is called, 
whichever is sooner.

Wasteland
The endless terrain has broken down strat-
egy and created a mess with navigation across 
the battlefield.  Troops get lost finding sim-
ilar objectives miles away from the main ac-
tion, only to realize their mistake and make a 
mad dash for the front lines.
Before doing anything else, each player rolls 
a D6 for each unit in their army.  On a roll of  
a ‘1’, the unit is placed into reserve and must 
be deployed via the Outflank special rule.  
Continue rolling until one unit is placed in 
reserve or you have no more units to roll for.  
Only one unit per player may be held this way.  
Do not roll for dedicated transports or units 
with the Scouts, Infiltrators, or Deep Strike 
special rules.  Do not roll for independent 
characters unless they have a retinue or are 
a Monstrous Creature (not counting models 
“treated as” a monstrous creature due to 
wargear). 

First Turn
Each team rolls one D6.  The team with the 
highest roll chooses to deploy first or sec-
ond.  The team that deploys first will also 
take the first turn, although the other team 
may attempt to Seize the Initiative as normal.

Deployment Zones
The team that deploys first chooses a long ta-
ble edge and deploys within 12” of that edge.  
The opposing team then deploys within 12” of 
the opposite long table edge.  Neither team 
may deploy within 12” of a short table edge.

Chasing Shadows
Oppressive heat, repetitive terrain, warp 
storms or shadows have obscured each side 
from getting a successful lock onto each oth-
er.  Assaults turn up nothing, and surprise 
encounters become commonplace as the gen-
erals can no longer trust their eyes or their 
long-range scanners.
After deployment is complete but before the 
game begins, each team can choose to roll a 
D6.  On a roll of a ‘1’ your opponent can rede-
ploy one of your team’s units.  On a roll of a 
‘6’ you may redeploy one of your team’s units.  
In both cases the unit may be redeployed up to 
6” outside of it’s deployment zone.
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Standard Rules
Follow standard rules for Reserves, Deep 
Strike, Infiltrate, Outflank, and Scout.

Lines of Retreat
Units which fall back will do so to their 
team’s long table edge.

Team B

Team A 12”

12”

12”

Objectives



Morning Surprise

Kill Points
This mission follows standard kill point 
rules.  The team which has earned the most 
kill points at the end of the game wins.  If both 
teams have the same number of kill points the 
game is a draw.

Battle Points
Win: 15	 Draw: 9	 Loss: 5

Modifiers calculated at the end of the game:
+1 If the enemy Marshal is dead.
+1 If none of your team’s units are dead or 
fleeing.
+1 If your team earned at least one kill point 
on Turn One.
+1 If half or more of your team’s remaning 
units have the majority of their model(s) in 
the enemy deployment zone.
-1 If none of your team’s units are above half 
strength.
-1 If none of the enemy units are dead or flee-
ing.
-1 If your opponent earned 2 or more kill 
points on Turn One.
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Overview
Two armies have decided to probe into enemy 
territory during the night.  It’s unusually 
quiet and dark out (probably the work of 
some foul Chaos sorcery) and units have got-
ten separated.  Some enemy formations have 
even blundered into each other.  As the first 
rays of dawn hit the battlefield the two 
armies find themselves on top of each other.

Game Length
The game lasts 6 turns or until time is called, 
whichever is sooner.

First Turn
On both teams, each player rolls a D6 and the 
teams compare their total rolls.  Whichever 
team rolled the highest chooses a long table 
edge and whether to deploy first or second.  
The opposing team takes the opposite long ta-
ble edge.  The team that deploys first takes 
the first turn.  Their opponents may not try to 
Steal the Initiative.

Deployment Zones
The team that deploys first does so within 24” 
of their long table edge and the opposing team 
deploys within 24” of the opposite long edge.  
All models must be deployed at least 1” from 
enemy models.
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Dawn
Turn One uses the Night Fight rules.

Surprise Discovery
As both armies find themselves suddenly 
within spitting distance of the enemy there is 
a moment of panic and confusion as both forc-
es attempt to regroup and form battle lines.  
During Turn One of this mission, units may not 
assault or by way of movement, special rule 
or otherwise, engage in close combat.  They 
may otherwise shoot or run as normal.  Units 
that can deepstrike or outflank may choose 
to do so but otherwise no units may be vol-
untarily held in reserve.  Vehicle crews are 
just as surprised as infantry and may not Tank 
Shock or Ram on Turn One.  Infiltrators and 
Scouts may use their special deployment/move-
ment rules but may not deploy or enter into 
the opponent’s deployment zone.  Sneaking 
forward is what got them into this situation 
in the first place.

E’s Over Dere
Any Troops choice may chose to forgo it’s 
shooting (though it still counts as having 
shot) and instead serve as spotters against 
one enemy unit within weapon range and Line 
of Sight of at least one member of the squad.  
They may act as spotters for one unit in their 
teammate’s forces.  That unit, when their time 
comes to shoot, ignores Night Fight if shoot-
ing the enemy unit his teammate “spotted.”
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The Cavalry
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Overview
A patch of ground in the ongoing war has 
proven so vital that the best of the best have 
been called to gain control for the occupy-
ing force. These famous units have reputa-
tions that precede them, so all it takes is the 
barest rumor that these Ace Units will be 
there to bring the glory hounds out of the 
woodwork. This unassuming patch of earth 
will bear witness to a clash of titans.

Game Length
The game lasts 6 turns or until time is called, 
whichever is sooner.
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First Turn
Each team rolls one D6.  The team with the 
highest roll chooses to deploy first or sec-
ond.  The team that deploys first will also 
take the first turn, although the other team 
may attempt to Seize the Initiative as normal.

Deployment Zones
The team that deploys first chooses a long ta-
ble edge and deploys within 12” of that edge.  
The opposing team then deploys within 12” of 
the opposite long table edge.  All Ace Units 
must be held in reserve.  No other units may 
be voluntarily held in reserve.  In the case of 
Chaos Daemons, the Ace Unit is set aside from 
the two parts of the army in determining which 
part comes onto the table first.

Team B

Team A 12”

Kill Points
This mission follows standard kill point 
rules, with the exception that each Ace Unit 
is worth 1.5 kill points.  The team which has 
earned the most kill points at the end of the 
game wins.  If both teams have the same number 
of kill points the game is a draw.

Battle Points
Win: 15	 Draw: 9	 Loss: 5

Modifiers calculated at the end of the game:
+1 If both enemy Ace Units are below half 
srength.
+1 If two units made it into the enemy deploy-
ment zone at some point in the game.  Only one 
Ace Unit can count towards this.
-1 If neither enemy Ace Unit is below half 
strength.
-1 If one of your team’s Ace Units was instant-
ly killed as a result of a Deep Strike Mishap.

Ace Unit
Before deployment each army chooses one 
Elites or Fast Attack unit to be the Ace Unit.  
If the army has no Fast Attack AND no Elites, 
then a Troops unit may be chosen.  For each 
team, one Ace Unit chooses a Stat Upgrade and 
the other chooses a Special Rule Upgrade:

Stat Upgrades: +1 I, +1 S, +1 WS, +1 BS, +1 Ld
Special Rules: Move Through Cover and 
Stealth, Skilled Rider and Stealth, Hit and 
Run, Fearless, Counter-Attack

After Deployment each player reveals which 
unit is their Ace Unit, but the upgrades them-
selves are not revealed until they affect play.  
Each player must write down which upgrade 
their Ace Unit has.

All Ace Units must be held in reserve.  An Ace 
unit has the chance to arrive on Turn One 
from reserves, but only if a ‘6’ is rolled on 
the reserve roll.  A player may elect not to 
make this first turn roll, but must roll in the 
second and subsequent turns.  If it has the 
Deep Strike special rule, an Ace Unit may Deep 
Strike.  Otherwise, if arriving on Turn One, an 
Ace Unit may come in from the team’s long ta-
ble edge.  If it arrives on Turn Two or Three it 
may arrive from the team’s long table edge or 
either short table edge.  If an Ace Unit comes 
in from reserve on Turn Four or later, it may 
come in from any board edge.

Sweep The Perimeter
If both of a team’s Ace Units are in reserve, 
one Ace Unit may elect to reroll a success-
ful reserve roll after it is rolled.  If this is 
done, the other Ace Unit may reroll a failed 
reserve roll that same turn.  The second re-
sult stands in the case of both rerolls.
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The Hunt

Kill Points
This mission follows standard kill point rules, 
with the exception that all Hunted units are 
worth double kill points.  The team which has 
earned the most kill points at the end of the 
game wins.  If both teams have the same number 
of kill points the game is a draw.

Battle Points
Win: 15	 Draw: 9	 Loss: 5

Modifiers calculated at the end of the game:
+1 If the opposing Marshal is destroyed.
+1 If your team controls more table quarters 
than the opposing team.  A scoring unit con-
trols the table quarter they occupy if there 
are no enemy units in that quarter.  If a scor-
ing or contesting unit is in mutiple table quar-
ters it counts as being in the quarter which 
contains the majority of the unit.
+1 If the opposing Hunter unit worth the most 
points is destoyed.  If multiple units are worth 
the same number of points randomly choose 
one before deployment.
-1 If the general of your team’s Hunted army 
is destroyed.
-1 If all of your team’s Hunted units are De-
stroyed.
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Overview
After months of chasing the enemy, your 
quarry is finally in sight across the battle-
field.  Better yet, with your allies moving 
into position on their flank, they have no es-
cape this time.  As you stare down the oppos-
ing commander you relish the moment, until 
the sounds of battle suddenly erupt behind 
you.  Spinning around, you find your army 
caught in the same trap you had set for your 
enemies.  It seems that you are not the only 
one hunting today…

Lines of Retreat
Units which fall back will do so towards 
their team’s long table edge.

Game Length
The game follows standard Random Game 
Length rules.

First Turn
Each team rolls a D6 and the team with the 
highest chooses to deploy first or second.  
The team that deploys first will take the first 
turn, although their opponents may attempt 
to Seize the Initiative as normal.

Deployment Zones
The team that deploys first chooses a long ta-
ble edge and a short table edge.  This team de-
ploys in a standard diagonal deployment zone 
bordering these edges, as shown in the dia-
gram.  All Hunted units must be deployed on 
the table, excluding units which must start in 
reserve.  If the Hunted army is a Chaos Dae-
mons army they follow the standard rules in 
the codex.

The Hunter armies deploy as normal.  If a 
Hunter army has chosen option A (see Special 
Rules) their units may, in place of any options 
normally allowed, declare that they are en-
tering using Outflanking or standard Deep 
Strike.  Reserves which do not enter using 
special rules move on to the table from their 
team’s deployment zone.
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Hunter and Hunted
Before deployment, each team chooses in se-
cret one of their armies to be ‘the Hunted.’  A 
Chaos Daemons army may not be chosen unless 
both armies are Chaos Daemons.  The other 
army on the team is ‘the Hunter’ and chooses 
one of the options A or B, also in secret:

A: All units in the Hunter’s army gain Outflank 
and all non-vehicle units gain Deep Strike.

B: All units in the Hunter’s army gain Coun-
ter-Attack and may choose to pass or fail 
moral checks.  Fearless units which fall back 
will regroup at the beginning of their turn 
ignoring all usual restrictions.

To ensure honesty, each team writes their 
choices on a piece of paper.  After both sides 
have made these choices, each informs their 
opponents of the choices made.

Both Hunter armies follow standard rules 
for Reserves, Deep Strike, and Outflank.  All 
armies follow standard rules for Infiltrate 
and Scout, although Hunted units may not 
Outflank.
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‘The’ Trap
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Overview
After lengthy campaigns of maskirovka, mis-
leading transmissions, fake planted orders, 
and other such military espionage, two oppos-
ing armies are finally moving towards deci-
sive battle.  The leadership of each army is 
confident that their covert deceptions have 
paid off, and that they have successfully 
fooled the enemy into exposing the very units 
that they believe it is tactically important 
to hunt down and destroy.  Essentially, each 
commander believes that the other is walking 
into his trap.

Standard Rules
Follow standard rules for Reserves, Deep 
Strike, Infiltrate, and Outflank.  Scouts may 
Outflank but may not use their Scout move.

Reserves and Lines of Retreat
Reserves move on from their team’s long 
table edge.  Units which fall back will do so 
to their team’s long table edge.

Game Length
The mission follows the Random Game Length 
rules in the main rulebook.
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First Turn
Each player rolls a D6 and adds his score to 
his partner’s; the team with the higher total 
deploys first and will take the first turn.  The 
opposing team may attempt to Seize the Initia-
tive as normal.

Deployment Zones
The team which deploys first chooses a long 
table edge.  Starting with the team that de-
ploys first, the teams take turns placing ob-
jectives, one at a time.  Each team places one 
objective within 12” of its long table edge and 
within 12” of its opponents’.  These objectives 
must be further than 12” from each other and 
further than 8” from the short table edges.

After all objectives have been placed, the team 
that deploys first deploys its entire force 
within 15” of its long table edge, excepting 
any units it wishes to keep in reserve.  Then, 
the opposing team does the same within 15” of 
the opposite edge.

Objective Markers
Objectives are controlled and contested in 
the manner prescribed in the rulebook.  When 
the game ends, the team in control of more ob-
jectives is the winner.  If neither team con-
trols more objectives, the result is a draw.

Battle Points
Win: 15	 Draw: 9	 Loss: 5

Modifiers calculated at the end of the game:
+3 If all of your opponents’ scoring units are 
wiped out.
+1 If each army in your team controls one of 
the objectives in the enemy’s deployment zone 
(one objective may count for both armies).
-1 For EACH opposing army that lost no scor-
ing units.
-1 For EACH army in your team that conrols 
or contests no objectives (each objective can 
only count for one army).
-1 If your team’s Marshal became a casualty 
during the game.

Draw Them Out
Before doing anything else, each team counts 
their total number of scoring units and di-
vides this number by two, rounding up.  The 
players on the team divvy this number between 
themselves any way they like, save that nei-
ther player may take a higher number than he 
has scoring units.

After each player has been assigned a number 
in this manner, their opponents may choose up 
to this many scoring units from that player’s 
army list.  These units are no longer scoring.  
For each unit chosen not to be scoring the op-
ponents must also select any other unit from 
the same army to now be a scoring unit.  If this 
unit is not an Independent Character, vehicle, 
or vehicle squadron it must cost at least 100 
points or the cost of the scoring unit it is re-
placing, whichever is lower.
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