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~ that introductory scenario ‘Dogfight’. This scenario
- ::mm 'ﬂ: learn the basics of moving and firing with air-::fatt
~ before tackling other rules such as ground attacks and landing

troops. Once have a grasp of how the basic ru!as work,
move on to pf;'g other games, gradually introducing more
rules, until you have mastered them all.

_ The quickest and easiest method of choosing which scenario to
~ use Is for both players to agree which scenario to play before
~ hand. This will allow players to pick their squadrons for the game
" and be ready to play when the time comes. Of course players
~ pan't always agree on which scenario to play, so there is also the
" Roll a dice for the size of game: 1-4 — Small game. 5-6 - Large
~ game. Roll again for which scenario will be used.
Small games. D6 result.
1. Bandits over Karsundi River.
2. Bahind Enemy Lines.
3. Straggler over Varestus Prime.
4. Search and Rescue.
5. Grey Knight Strike.
6. Clash of Aces.

Large games
1. Ground Attack.

2. Convoy Intercept,
3. Troop Landing.
4. Bomber Mission.
S. Convoy Escort
6. Air Raid.

Finally. determine who will be the attacker and who will be the

- mm-au.mmnmmwmmm
attacker for this game.

| Seta muaiy agmeatie ponts vaiue for me
| 57 games wo Suggest 60 p1s & side. For a large game 1

total up Victory poines.

SCENARIO FORMAT

All the scenarios are presented with the following forman.

Background: A brief overview of the battle, who was .
and where it occurred. INVolved

Forces: Shows what forces were involved in the battle for both
sides along with any additional weapons loads for each aircraf

Alternative Forces: Delails any restrictions and points valugs
should you wish to replay the battle with different forces then
those that were actually involved.

Set-up: How to set up the battlefield and where 1o deploy forces.

Special Rules: Any special rules that apply solely 10 fhis
scenario.

Victory Conditions: How to determine who has won the game.

RESERVES

Some scenarios use the Reserve rules. Reserves are friendly
aircraft that happened to be in the same area, or additional
aircraft directed to a battle to reinforce a squadron that is
engaged. Aircraft in reserve are not deployed at the stan of the
game, but will become available in iater tums.

To see if reserves arrive roll a dice at the start of each tum.
before writing down manoeuvres. The Reserve Table shows the
dice roll result required for reserves 1o armive.

Reserves Table
Tum1 Tum2-5 Turm 69 Tum 10+
Heserves arrve on: na 6+ 5+ da

When reserves arrive write down a Manoeuvre card for each
aircralt, and it will move on from its side’s table edge. Uniess
stated in the scenario, reserves forces will enter the table al
maximum speed and at any permitted altitude, but individual
scenanos may change this.

The sides start at opposite ends of the table. They take Wsms
placing an aircraft with the bases touching their table edge.

Players may choose the speed and atitude for each aircraf
10 stan the game on betore placing &t on the table.
Victory Conditions

The game lasts unt! ane side is forced to disengage. Then
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Sackground

655 Figher wing, deployed on the planet of Lammas

sirg conducting a routineé combat air patrol, fiving as

protection for imperial Guard ground forces advancing 1o the

arsundi nver. Suddenly they came under unexpected attack

rom Eldar aircraft. Caught by surmprise. the Thunderbolts of
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Lo SQuadron fought a desperate doghight agamst the
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Altarnative Forces
+ VIy s game with other forces. both players may spend
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y length of a 8 x 4" table. The delenders must
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centre of the table, all facing the same short table edge. They
may slart the game at any altitude and speed.

The attacker's aircraft are placed behind the defenders, with
thesr Dases in contact wath the short table edge. They may
start the game at any aitituoe, but are traveliing at maximum
speed as they race after their largets.

Special Rules

The Eldar have surpnsed the impenal Navy peiots and
automatcially win the initiative on the first tum. Roll for
nitiative as nomal from tum 2 onwargs.

Victory Conditions

Play until one side is forced o disengage, then aod up
Victory points to determine the winner.
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Background
Deep in the deserts of Taros, far behind enemy lines, a Tau

Pathiinder cadre has completed its reconnaissance mission
and the teams have to aw:l‘t:txtmctlnn via Orca dropship. An
Orca has been ordered to the pick-up point, along with
Barracudas flying in escort, but the Imperial Navy have
detected the approaching Tau aircraft and vectored the
closest combat air patrols to intercept. The Tau must protect

the Orca and get their troops out.
Alternative Forces

To play this game with other forces, both players may spend
up 0 80 pts on their forces. The defender can take any
aircraft, although he must include at least one aircraft with a
transport capacity (to pick up the troops). The attacker may
only spend his points on fighter aircraft. Neither side may

include any ground defences in his force.

Set up
Play the game along the length of a 6' by 4' table. Place a

BEHIND ENEMY LINES

unit marker 18" from the attacker's table edge in the centre
of the table. This is the spot where the Tau Pathfinder
are awaiting extraction. leams

The defender deploys first. Place the Orca and Barracudas
against their board edge, at any permitted speed ang
altitude. Next, deploy the attackers against his board edge at
any permitted speed and altitude.

Victory Conditions
The Orca must land within 67 of the Pathfinder team to picy

them up. It must then take-off and escape off either of the
long board edges or its own board edge. Note, the attackars
may not target the Pathfinder teams on the ground. they do
not know they are there!

In this game neither side will disengage. Fight until the Orea
either escapes or is shot down. If the Orca escapes off the
table with the Pathfinder teams, the Tau win, if not, the

Imperium win.

ATTACKERS RESERVES
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STRAGGLER OVE

Background
Retuming from a bombing mission, a single Marauder

omber has been hit and iost engine power. Unable to
mantain formation with the rest of its squadron, the straggler
S Rt behind 1o maka s own way back o base. Two
Thunderbolt fighters have been detailed 10 escort the
straggier, but the enemy have spotted the damaged aircraft
and are moving in for the kil

ARermative Forces

To play this game with other forces, both players may spend
Up 1o 50 pts on thew forces. The attacker can only use
fighters. The defender must take a single bomber as the
siragoler. and spend the rest of his points on nghters. No
ground defences may bDe taken by ether side

Set-up

Play along he length of a § x & able. The defenders mus:?
gepioy frst. Place e Marauder bomber n contact with e
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centre of a short board edge. It may start the game at any

altitude. Place both Thunderboits anywhere within 12" of the
Marauder

The defenders are placed in contact with the opposite board
edge. They may start the game at any permissable altitude
and speed

Special Rules

Straggler. The Marauder bomber is damaged and restricted
10 a maximum speed of 2. It cannot exceed speed 2, but may
change altitude as normal

Victory Conditions

Play until one side is forced 10 disengage, then add W
Viciory ponts. if the Marauder Bomber exits from the

opposile table edge, the defender automatically wins
regardiess of Victory points
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Lpernative Forces
game with other forces, both players may spend

fo piy ¥ ihatr forces. The attacker car
wmmﬁw o ' Only use any

. Dut at least 0N awcrafl must have a transpon
gy he delencer may use any forces. but must inClude
5 was? ane ascraft

mmuwoﬁaﬁ X 4 table. Before deploying any
—— e (RfeNder MUS! place six counters anywhere on

e L0 Counters may not be within 127 of each other. One
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heavy fighting agamas! rator forces on e world of
s e, & strike force of olte Groy Kaght Space Maroes
0 e Impedum's Counter-aftack. dOIoyINg drectly o e
BN via Thunderhawk gunshp. The impenal MNawy few
' ot 10 this valuable Thunderhawk as ¢ encoursered
ey fighters on it approach

' consist of 70 pts. ang at wast one arcra® must
BENE T point of anaport! capacty The force My
M of gither Sighters or bombers The defendier & force
SONISt of up 1© 70 pts and can e ether SgRtens.
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e Chuos plsyer's, he ofher & Te impenum's The
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a0a in e contre of e Chaos players
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Thunderhawh must and n T area o

GREY KNIGHT STRIKE, CORIOLANTHE

The Alackars sets up frst. Place the Thunderhawk agans
he impenum pigyer's board edge. It must siant the game al
Abtuce 9 (having st entered the atmosphere) anc al
madmum speed The Lightnings are deployed against the
impetium plyer's board edge. and can start the battie at any
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transported 10 the target in their Valkyrio aircraft,
Vultures in attendance to provide supporting ground fire, and
Thunderbolts of the 386th squadron providing escon
reached the landing zone, the Tau
the Elysian air COnNvoy . the
:dﬂdhblu.bolhmmtgfwwdmdmlrwmr,andharm
fighting ansued
Alternative Forces
To play this game with other forces, the attacking force can
spend 200 pts. The defender can spend 150 pis The attacker
must inciude at least 'wo aircraft with a transporn capacily
The attacking force may consist of fighters and bombers, no
ground defences may be used. The defending force may
inciude fighters and bombers and ground delences

Set up
Play the game along the length of a 6 x 4" tabie The Elysans
anding 2one s an area up o 24”7 from the Tau lable edge

Within this area place four iIndustnial busidings !0 represent
the hydro-processing plant

j';'ROOP LANDINGS, OPERATION COMET

within the landing zone

Victory Conditions |
Al the end of the gameé add up Viclory points
scores VPs for destroying enemy aircral, ground Selences
and landing troops in the landing zone The detenders SCores
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CLASH OF ACES FORCES

DEFENDERS
ATTACKERS
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‘ARC LIGHT’

BOMBER MISSION,

Background Set-up
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fighters provided escort protection against the Chaos
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Alternative Forces
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up 10 120 pis on their forces. The delender can lake any
arcralt. athough he must include at least 1 aircraft with a
ransport capacity (it s carrying the supphes) The defender
may also inciude a maximum of 1 ground delence in Mis

force.  The atacker may spend his points on any ascraft he
mwwmlb\dmu\aym;mhﬂaaﬂy

ground defences.

Set-up
Play along the length of a 8" x 4" table. Mark an area 24" wwoe

Victory Conditions

The defender must deliver the supphes 10 the embattied
ground tmmnylandmgtmmw-xmm
sone. Al the end of the game a0d up Viclory points as
normal. The delender gains a bonus 10 Viclory points for
gach ransporn ponts wmhoimmmwmnnm

ryone at the end of the game.

by 12" deep In the centre of the attacker’s table edge Thes
s e anding rone
ATTACKERS
|
|
I
] ineil gl
P e oM B TRLL Tl ll -
i gt it @ it sawgure Pt
l
it LRl
W wemspmute sl 4 et wmaairtie aled #

it Risaram
LA ]

s s Fygittogees

iwptl Misiee

gy, — S T

cip]l  Diipetag LTI T

"—- ‘-

el Ehate camd M

B S




SRR B

A

e A SR
‘.p '

-
R,
i N

il ---—-—-—-'.' ———

Victory Conditions




AW L

&7 eeajs s e 4
-
RN P vokaT A

1o PP

il pmapoene el 2

SURGI 5"

1C A > 1 K -

AL STRIKE FORC .
E ' - f‘ EC)

ATTACKERS
DEFENDERS




|
Sl N

,!

e

L

£y
e

%
|.I
I
1 1
%
:
.
E i
= i ki i
-
.
LY
-
-
i #
o &
i
- 1_
.
- ¥
L
" i
3
= sl A
=ik
-

]

(9]

L

e i, T

5 [ .
1 il - L] ¥ i i i IJ F I r'[
[ ¥ ] ] F]
E L O el 4 Py rel i § 1 ‘}-
g 'J Iy
i M T
. N N wall = o
i ; . i { i ' « o .
i iV i¥il i
i -
I i ¥ ! e | l il 1L T
" 1] 1 i B ¥
' -
' = i
¥ i 1] ™ s
. iti | g M -ill L - .
¥ i 4
. i " .k T L T P T
L7l -
- i [ 3 I
il [ T r Fu.
[} jil 1 L]
& (]
. _ . et e g (g
ca £ ] M ¥
. H E) i i
I i . P 1_‘_ % |
i '; i i i i
]
b 3 ""
- I-l’- ol i
T Th i .

_— | "i
e . P | .r.,"'" e 1‘ i
] = S s
_— - & " i i #
T e I .-;' r ;’ A _1'{_‘ il " ‘I-'I."_ i | "'. J‘ ]
(L - -
sl | 5 1 oA 1 ! "
- &% ﬂ'— o - ¥ 4 -
J—-ir--h - P 1_‘:,‘ i-‘lulr\.. | L_'E
= ; ] - -
1-.1 - - " i # ;-.I - o o 5 i -
& & " i ] . i '_-
o y & I-" ] I‘ "L ] : A . _1.‘"..,'_ oM |
LU T - ’ ST | il (] 1
sagegE " s .‘
e ! k] "
. r‘ 3" . i N
L
L]
riq: "l ] -_.,J_.
i

ey



mmw-mﬁooppoﬁ\gnlrantuch other in
a battle for air superiority over a war zone. It is assumed that

there is a ground war already going on, and both sides are
seeking to drive the anamy air force from the skies and achieve

air supremacy over the battlefield below. They must also assis!
ground forces with bombing raids and close air support.

CAMPAIGN SIZE

Players should feel free to choose a size, In points value, for the
campaign. This should be based on the size of their own
miniatures collections. As a guideline the table below suggests
a points value for various sizes of campaign:

Smail campaign 400 pts per side
Meadium campaign 600 pts per side
Large campaign 800 pts per side

PICKING A CAMPAIGN SQUADRON LIST

Each player must pick a campaign squadron list, up to the total
points value of the campaign. This list is all the forces a player
has available to him at the start of the campaign, and should
include fighters, bombers and ground defences, as well as any
additional weapons loads taken (but you do not need to know
which weapons load, as this can change for each game).

The players should keep a detailed list of what forces they have
- it will be important as the campaign progresses that an
accurate record is kept of which aircraft have been destroyed,
and which aircraft have Ace pilots, elc.

There are no restriction on what forces can be taken, although
players should beware that Higher Command will require them
0 carry out a variety of different missions, both offensive and
defensive. As a campaign of aerial combat, no force may spend
over 50% of its total points on ground defences.

impedal Navy squadrons may aiso select forces from the Space
Marine Chapter squadron list, but may not spend more points on
Space Marine forces than on Imperial Navy aircraft. Once both
players have a finalized campaign squadron kst, they are ready
10 begin the campaign.

THE CAMPAIGN TURN

The campaign runs over a series of lums. Each campaign tum
(%o a game twm) runs through a seres of phases. Each
campagn tum will consist of a single battie fought on the table.
Which mission this battie is will be determined by each player's
strategy and a random dice roll

PHASE 1. SELECT A CAMPAIGN STRATEGY

Firsty. both players shoukd Choose a campaign strategy for this
tum. This can be either Offensive or Defensive. Players should
wrile down thew siralegy on a pwece of paper then reveal it
Oflensive means Me player is gong on the attack. looking 1o hi
he enemy where &t hurts most. Defensive means the player is
ooking o husband his forces, mnemze damage and absord
~ whatever the enemy can Bwow at him.

~ PHASE 2 RECEIVE MISSION
Eﬂ_haﬁ“ .gl sach mission will receve Campagn ponts

ﬁ? L— ’."-.: :

Campaign points will eventually determine who has achieveq
aerial supremacy in the war zone. Each campaign mm T
otasinginmiuion.pllwdulgamcmﬂum 1 S

Missions are randomly determined. Cross-reference the players
strategies, and roll on the appropriate mission table,

MISSION TABLES .,
Offensive Squadron vs Offensive Squadron :fﬁjn
D6 Mission Attacker £ o
1 Combat Air Patrol n/a =
2 Troop Insertion random
3 Troop Insertion random
4 Air Raid random
5 Air Raid random
6 Ambush random
Offensive Squadron vs Defensive Squadron
D6 Mission Attacker
1 Combat Air Patrol n‘a
2 Troop Insertion Offensive player
3 Ambush Defensive player
4 Bomber Intercept Offensive player
5 Bomber Intercept Offensive player
6 Air Raid Offensive player
Defensive Squadron vs Defensive Squadron
D6 Mission Attacker
] Target Recon rangom
2 Target Recon random
3 Combat Air Patrol n‘a
4 Combat Air Patrol na
5 Bomber Intercept random
6 Ambush random

PHASE 3. DETERMINE ATTACKER/DEFENDER

The Mission tabies tell you who will attack and who will delend
n the mission. If it says random, then both players roll a dce.
Whoever rolls highest is the attacker. N/a means nX
appropriate, as there is no attacker or defender in a Combat Ax
Patrol, just a chance meeting between both sides.

PHASE 4. DETERMINE MISSION SIZE

Now you know what mission will be played. and who will b8
attacking, you must determine the size of the batte. The
attacking player can choose the game to be either smak
medium or large, 0. committing the size of his forces 10 aftack
he wishes. A small game consists of 100 pts per side. A medium
game consists of 200 pts per side. Large games consist of 300
pts per side. Note: Combat Air Patrols and Target Recon
MISSIONS. are always small missions. B,

PHASE 5. PICK MISSION FORCE -
Both players now pick forces 10 ight the battie. The forces must
10 the Miss«on restrictions The forces cannot exceed he points
Val® 10 the mession In mast cases players wil ind R GSCR D
eXACTy MAKH he pONts value aliowed with the forces ot BeF




« of the game scores 1 Campaign point. If the margin
:"memmﬂwﬂmmﬂmw,

was @ superor victory and the winner gains 2 Campaign
men 1 e winnar scored double, the loses Victory points totat
m',.mn-m“"m'mac‘“‘”ﬂ“ points.

eject from destroyed aircraft are assumed to survive, and can be

transferred into another aircraft (it must be same
aircraft - fighter or bomber), | e ety

CAMPAIGN MISSIONS

mwwmm7WMHm overall winner,
™ nn.,mtm?Mazpwnmmmmd’rmMn.So
.mdmmmmbmmﬁnﬁuﬂ.bma
M¢7émm.nm3mmhﬂwnmﬁnmﬂn

I-wmﬁwphworﬂuoﬂterMaMdanm@n

0 "

Exampie.

1% many batties between an Imperial squadron and an Ork
me@mﬂiﬂ?ﬁmmm. This is not
anough of a margin for the Orks lo be declared the winners, so
another game must be played. Any victory for the Orks will see
wem win the campaign. If the Imperial squadron manages (o
win by a massacre then the score will be 8-6 to him, and they
il win the campaign. If the Imperial squadron wins by any other
margin. then the campaign will continue with another turn, until
one side has a 2 point margin of victory.

SPENDING CAMPAIGN POINTS

Athough campaign points will eventually decide victory, players
may aiso spend them. Between campaign tums a player may
choose to spend a campaign point in one of two ways, Dy
rquesting reinforcements, or by planning a special mission.

REQUESTING REINFORCEMENTS

A player may spend a maximum of 1 Campaign point per tum on
mmmm.WaMMawrﬂ
on he Renforcements table.

New forces available
No forces avalable
50 pts of any forces
50 pts of fighters only
50 pts of bombers only

75 pts of fighters only
75 pts of any forces

nmhuuug

The lasyer snouict ack any new forces 10 his campaign squadron kst

SPECIAL WISSIONS
A pliyer may spend 1 Campaign point on @ special mission

"teaa of randoméy genorating a mission this tum, the player
&y (hoose which mission will be played. He will always be the
mmum.nmmm'ﬂ”‘“’
TSSON, then roll & dice, te player that rolls highest may

oase. The ioger retans his Campaign point.

LOSS OF FORCES
Qe v

h | i _ r- k.
T Mnm_m-ﬂwp

COMBAT AIR PATROL

A routine patrol receives instructions that enemy aircraft are
approaching. You are vectored to intercept and destroy them.

Set-up

Set up the table in any mutually agreeable manner. Both
sides deploy on opposite sides of the table, in base contact
with their board edge. Players take it tuns to deploy an
aircraft at a time. Aircraft may start at any permissible
altitude and speed.

All Forces

Combat Air Patrols are always 100 point games. Both sides
may select from Fighters or Bombers. No Ground defences
may be used. There is no attacker or defender in this
mission.

Victory Conditions

Add up Victory points for destroyed and damaged aircraft as
normal to determine the winner of the mission.

BOMBER INTERCEPT

An enemy bomber force has been identified. You have been
scrambled 1o intercept the bombers before they reach their
targets, but be beware of escorting enemy fighters.

mmmwammmwwm
entire force, with the aircraft at any permissible altitude and
speed. The aftacker then deploys his ground defences,
wywhere on the table, but not within 18" of an enemy
aircraft. Finally, the attacker deploys his fighters in contact
with the opposite short table edge, al any permissidie

altitude and speed.

Forces
mWMMWdew
and ground defences. It cannot include any bombers.




| Thede mumlmmmm?;_mﬂ“

" ﬁm”mam“mmmm

Wmmm) They start at any
mwmm

3 The attacker then deploys. placing all his aircraft against any

j_- :ﬁhmummmumm

| 'mmmmmmmmmmm He may
choose from Fighter or Bombers. No ground defences can

| beused

Defending Forces

| The player being ambushed is the defender. The defender
gets 75% of the total points value (ie. 75 pts against the
attacker's 100). He may choose from Fighter or Bombers.

" | No ground defences can be used.

| Special Rules

| The attacking player automatically wins the Initiative in the
fest two turns of the game. Do not roll for initiative until tum
3, when you resume rolling as normal.
Victory

Add up Victory points for destroyed and damaged aircraft as
normal to determine the winner of the engagement.

TROOP INSERTION

As the ground war rages, you are required 10 land addtiona’
roops and supplies to assist in the battle. A landing zone has
been designated, your mission is 10 safely land as many
forces as you can in that landing zone.

Set-up

Set up he terrain in any mutually agreeable manner. One
short table edge should be chosen as the defender’s tabie
edge. The landing 2one for Yoops & anywhere within 127 of
his fable edge. The opposite short lable adge s e
amacker's tadle edge

Players shouid take it in fums o depioy one arcraft at a time.
placing sach arcraRl n base contact with thee table edge.
They may start the game af any permissidie almtude and
et

Antacking Forces

The amacker may spend his points on fighters or bombers.

No ground defences can De used. The atackar mus? nciude
lﬂm.ﬁﬂlmm

§ Chaos Forces: Orv and Chaos foroes ao not tend
‘&_hm Should Ty De e ARacker n 3
t-hm-noltum“-

bm:-mmumm
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| Al e start of e game. T amacking piayer secretly nows |

defences can be used.

Defending Forces
ThadaiendargeETS%dedmmofmmu

75 pts vs 100 pts of attacker). The delender may use |
fighters, bombers and ground defences. Ground m
can be placed anywhere on the table.

Special Rules
Your target is... the target of an air raid will vary. Before

starting the game, roll a dice for the target. Then place
appropriate target modeis on the table.

D6 Target |
1-2 Enemy ground forces. Place five enemy armoured

vehicles as targets.

3 Command bunkers. Place two bunkers as largets.

B Factory building. Place a single large buliging as the
target. The factory building has 8 hits.

5 Bridge. Place a single bridge as the largel
The bridge has B hits.

6 Airfieid. Place a single bunker and four grounced
aircraft as targets. They must all be depioyed within
12" of each other.

Victory

Add up Victory points at the end of the game. The aftacker gains
addsonal Viciory ponts for damage infiscted upon his targets.

TARGET RECON

High Command requires detalled scans of an area they ane
planning to aftack. You must supply an aircraft and s escon
for & reCONNASSance MESSION OVer enemy lemiory.

Set-up

Set up the table in any mutually agreeable manner. Bom
sides deploy on opposite sides of the table, in base contact |
with thew board edge. Players take i tums 10 depioy O
awcra®t at a Sme. Arcraft may start 3t any permissible altuce
and speed
Attacking Forces
“"mmwwmmmm
defences can be used

Defending Forces

The delender may use wmmm
defecces

Special Rutes

Aoun which Of tis MCraf @ e feCONMAsSance arcralt
Victory Al
Aﬂwmm..w.“m}' ;';.--
mmm*um H_._',;
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ORK AIR WAAAGH! CAMPAIGN LIST

600

Pts

12 x Fightas with additional weapons 192

13 x Fighta-Bommers with additional weapons 286
Ground Defences

48

70

S98

8§ x Flak wagons
7 x ‘eavy fak kannons

Total
CAMPAIGN TURN ONE

Soth players choose a strategy. The Imperial Navy player
hooses o be on the offensive, and being Orks, S0 does hs
soporent. They roll for a mission on the Offensive vs Offensive
Mission table. The result is a 4. The first mission will be an Ax
Rac. Rolling-off for who will be the aftacker, the Imperial Navy
Sayer wrs

So e imperal Navy will launch an arr raid against the Orks.
Rofling for a target @ will be a factory buiiding. As the aftacker,
Te mgerail player decides 10 start with a medium szed game.
200 ots ancte They Doth prck forces for the mission from thew
“AToagn squadron iists.

TURN ONE - IMPERIAL NAVY ATTACKERS
Fighters Pts

3 2 Truncertoins 60
&1 Thunderdolts e additonal weapons 1 48
Bormcery

20 Maraer Destroyers wih additonal weapons 60
"o Marsger Borter wiEh addtonal weapons 26

This time the Imperial player just wins, scoring a single
Campaign point. Again, both players remove the aircraft and
ground defences that were destroyed from their campaign
squadron lists, and record kills towards ace pilots. h

CAMPAIGN TURN THREE

With the imperial Navy winning 2-0 after two batties, the Ork
player changes strategy, and goes on the defensive. The
imperial Navy are still on the offensive. Rolling for the mission, |
the result is a 1, a Combat Air Patrol mission. it will

automatically be another 100 pt game.
TURN THREE - IMPERIAL NAVY

Fighters Pts
4 x Thunderboits with additional weapons 4 96
Total e
TURN THREE - ORKS F

Fighters Pts
3 x Fightas with additional weapons 1 48
2lw*mm3 L
Q2




g SN ihe goal of destroying the other’s forces, but
wmﬂwmm&maum“_
mfwsmnmmahm”

™e goal of e Tau attack on Typha-IV s 10 destroy the
meerum 3 esources and ndustrial facilities on he Dianet rather
wn:.:urqum1mmmncwudwm_wwmw
re Tau player will be attacking a seres of sirategiC tarets The
mperal player's goal, naturally enough. s 10 prevent this from
*mnmrq*m;fmw#am_hmmmwmﬁum
msiroy her Dase.

Rather than a ‘Dalanced’ camp@agn Set-up. the Campagn rues
mmmmfm::mﬂﬂmlwmhpmma
Sas favouring the Tau as the surprise aggressor. Howewes, 43
Namwnwm.mmﬂmtﬂdn

Mihcugh hese nuies are geared 10 fight the Typhan confiict, wi
*me&mmmmu—mumw
Marent forcns (such as Oriks or Chaos) of use the CAMPagR
WM Cresented here a8 & Syshern for @ CAMpAIGN of your OWE

Mher sagieg Bis campaign, the Tau side wil have 10 deckls
f‘“""ﬂﬁﬂmwmmlmmnaﬂaﬂwm

Mwammmmuwnh
“ﬁ'wm-nmmwnuwwmm

™ civer e hmmﬂmm-uﬂnﬂ:‘:

anwmnmw

:;T Sktwr 0 get se-rfiorTerments
..,..:"'-ﬂvmm Taw enermies.
el losses et erough 1© deteat e Tau!

™ Strategic Target Campaign System

:::'"'—w-nn”ﬂ' |
o S faund o Pe

e as B

Anumum,ummmwmmm.

Campaign Size

The Typha-IV campaign is a sizable batie but the forces
invoived are initially strongly imbalanced in favour of the Tau.

The Iimperial side starts with 600 points 10 spend on their forces
(which can be Imperial Navy only), at least 25% of which (and
no more than 50%) must be spent on ground delences.

The Tau side starts the game with 800 points 10 spend on thewr
forces. no more than 10% of which may be spent on ground
detences

lmmbmmﬂuuWqummn
mmmmmmuummmu
MWMMMIMMMnM
on thew forces than the defencer.
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- On subsequent campaign turns the side that won the majority of

 the games piayed in the previous turn may choose 10 act as
gither an Aggressor or Defender for this tum. The side that lost
the most games is always the Defender

¥ there has been a draw in the number of games won and lost,
then the strategic advantage remans unchanged from the tum
previously.

if the side with the strategic advantage Chooses 10 acl aa &
Defender, then both sides lake a defensive siance. Creating a
Luill i the Hostilites”

Hhhmnmm o e
M‘Mhm Lé 5

| =
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2nOMTROUOBS .. .. ccrriircnresinrbrny

avadadle. (mﬁuwdhwt‘lw"
" this campagn tum). An Aggressor has the option of sends
n everything they have aganst a singie targe! in the ;...-"_'-
ensung 48 destruction, or spread ther attacks oul. hooing |
ey can destroy more than one targel in a single campaign

part of a much wicer war), and 1 IS your Suct
oo garnes hat will Seterrrane e confice's

Before each game, rofl on the loliowing M
determine which mission wil be played. The @
dopend on which side s counted a5 ™ |



Details these be found in their strategic targel
mbt:'lw,arct::‘rﬂmawgmdtnthewlal_ﬂw
mﬂlhmmmmmmnﬁmﬁmatmpﬂm
mmmmmMymtmm:gmmmm

know what mission is to be played, the attacker
mnmm.mgammmmmumm
forces to be used; Small (up to 100 pts), Medium (up to 200
M)mLUgﬂ[upmepohﬂs).

TWW.MMMWMPwmmamﬁ
small games, while Air Rads and Troop Insertions agamnst
cmwmmmswmn,uamwmrmmm
always Large games.

in this campaign the location of ground defences s pro-
determined, and so ground defences are not nciuded in the
above ponts totals.

A player or side can always opt 10 use less than hes Maxamum
allowed points for the game, (shepherding theiwr lorces for more
important battles still 1o come, or because Ney are runming out
of planes').

Phase 6: Pick Mission Forces

Mission forces must be picked from those avalable to fight. A
single aircraft cannot fight in more than a single engagement
during a single campaign twum, (hence the mmportance of
numbering your aircraft’), as the battles are happening at the
SAmE Nme

Phase 7: Play Missions
Now the U Dar. use relvant mession profies 10 $ot LD ™ tabie

R T d s I
- Seendng Campaign points can be G0Ne 0 one of o ways,
: 1‘-.1. . - R e e o _':mm
". t --.lf-ﬁ R S ey ) . i

—

To destroy a Strategic Target either a successiul Ar Rador
T;ooplmmonmmmmwmmtﬁm :
Strategic Targets of particular imporiance have special nies
associated with them.

trategic Targets On Typha IV
: Name STP | Name STP
Colonial Control 50 | FM-5Fieids 25
The Starport 25 Promethium Rig (x5) 5
imperial Airtbase (x2) 25 Winehead (x6) 5
Storage Facility (x4) S Tau Base 100

At the start of the campaign, the imperium’'s STP Total s
225 ponts and the Tau have 100 ponis

Strategic Target Descriptions

Colonial Control

To set up the board for the Colonial Control centre, piace 8 e
single bullding at the centre of the map (height 3), and isy o
other bulidings of various heights around the table. Howevet,
these other bulldings provide terrain only and the Control Cente
tsel ks the target of the raxd.

The Controi Centre is an armoured structure that has 10hsand
a 5+ save against any het it takes As pan of s structore a0
mounts two Hydra plattorms on fs roof, with 3 360" acolfe
» v 2 fsllp bt
Air Raid Notes: f the Colomal Control bullding @ sericusly
damaged durng an Av Raid scenano. of destroyed, sach Bt
? has taken acds § addtonal Viciory points 10 the sEacFy
olayer's total |

Ondy # the Colonial Control Centre is seriously Samages
Sestroyed is the mssion a Viciory 10 the afacker
of offge factory :

Troop Insertion Motes: The Wndng fone for he T
serion & within 12 of the base of he Control Cent®.
Each woop port successhully landed & worth | addiiont
Victory point. Regardiess of offer faciors, in order 10 8 500
POINES. within range of e Colomal Control Buiding.
Campaign Eftects * mw Coicrmas Controt 5T & 889

'y
— -:r!“ :

‘.ﬁi-" & "
*-? Fr-' -
' . -m T g | .f.i:,“r'-': ‘:".I:'_'L"'
- Ld . T 1T g Speip et L
.1 —-— .



n ‘rd“wuwmampum
e gtfects: If the stamort is lost then all 10
MWﬂﬂﬂ*aﬁhlﬂhﬂ‘md

Mmmmuwwmmm
fm.mwmmmmmwmtmy.
mamwwmeuawm.

mmnmmaum.mm
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e FM-5 Extraction Fields
wrminmmuroiWHanmmwmmm
arget, play Ar Rad instead

oce four Promethium rgs (4 s each) and one control
nmm{smmanaﬁatucmswhm Al rigs must be withn
v2* of the control platform.

mugl'nunﬂdmﬂcurmmmmﬂltmaungﬂm,
{ the platform or rig is destroyed. sO is the defence Moot

e volatile rature of promethium means thal weapons Mat
save 3 chance of causing extra damage. automatcally do sO
agangt promethium rigs.

Sarcusly damaged or destroyed promelieum fgs ae wOrT
3 wiettry poInts per Mt In s mission and he control platonm &
worh 10 Victory paints per it

Storage Facility
! T ingerion & rolled as & Mission ageingt this Salegc

WGRL play Aw Rad instead

Puce hree large storage buldings (6 hits each) within 12" of
MCP Cifher surroundipg Wt Such lefram as 1§ appropriate

Sarcusly Gumaged or destroyed siofage buldings e wor
FUICr) DTS per ME e@Ch I HES MISSION.

game, if the result is 4-5 the battle ocours in bad weather. Roll a
D8, this represents the cloud level — For any combat fought at
this altitude or above the Night Fighting rules apply. On a roll of
a 6, a full scale storm rages and the Night Fighting rules apply
at all levels and pillots cannot safely eject.

The Hidden Tau Base

The exact location of the Tau base is hidden at the stan of the
campaign as their attack is being launched by surprise. They
may only be subsequently found and targeted by the impenal

Navy player # he can successfully camy out a Deep Recon
mission, which will then reveal the Tau airbase.

DEEP RECON

Long range recon aircrafl are sent out 10 scour the southem
Polar Regons for signs of Tau presence.

sichos depicy a1 0ppOSAe adges of the table in base-to-base |

contact with thew board edge. Players take it in tums 10
mwwﬂu:m.m.mﬂdq-
permemibie attude and speed

Altacking Forces: Tau

The attacker has two Sarracuda Fighters.




One of the Tau's first targets for their surprise attack was the
4-42 mine head, the largest and most productive of Typha-
[V mining operations. As the attack force approached,
scrambled Impenial Navy fighters of the 1019th and 12th
wings were already arbome and on their way to intercept.
The attacking Tiger Sharks found themselves in the sights

of Thunderbolts racing to the defence.

Alternative Forces
To play this game with other forces, the attacker can spend

150 pts. The delender can spend 120 pts. The attacker can
take fighters or bombers, but must include at least one
bomber. nO ground defences can be used. The defender

may include fighters and ground delences.

Special Rules

Reserve Aircraft

The detender’s aircraft are racing to the battlefield as fast as
they can. The defender can choose 10 place up to half his
aiecralt in reserve. ! he does so, roll for each ndncual
ancraft armving. YWhen an aircraft arrives he may choose
which long table edge it enters from, at any pernmissiDie

speed and aititude

ATTACKERS

=

Tiger Shak
Ml OO er TSt

-

Tiger Shark
i W LepR e TR

[ U

Tiger Shark

" BN

Set-up
Play the game along the length of a 6’ x 4" lable, The mine
head should be placed in the centre of the table. it ig

single bullding with 8 hits. Within 6° of this bullding, place
four other smaller buildings with 2 hits each. The defender

may set up his ground defences within 12° of any of the
mine head buildings.

The delender deploys his forces first, placing them against
his short board edge at any permissible speed and altitude
The attacker then positions any of his aircrafl not in reserve

Victory Conditions

The Tau must destroy the mine head 1o win the game. The
attacker gains Victory poInts for senously damaging the
mine head buildings, for damaging enemy aircralt and for
each point of transport landed within 6° of the mine head
buildings (they will attack the faciity from the ground)
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) theit a Cadres and hunter cadres 1o reap

| ﬂ"'ﬂfhﬂ The DOWaRA g dote dois put up a mw

s - the air and on the ground

F;grm"’

WFW

qpritn Mo with other forces, the altacking force can
:ﬁﬂ W0 pis The antacker can“tuha fighters and bombers
:.r sofondier can spend up 1o <00 pts. The defender can

» Sgnters. DOMDOS and ground defences
L ‘

e chimney Stacks of e rehnenes are incredidly tall. and
ol 28 DRI leve 2. 1 an awcraft's base comes into
‘;; aact with the chvmney stack at level 2 or less, then it
:T,“.g.ﬁ sith the stack, and the arcralt nstantly takes D8
wie The stack 18 destroyed

Evacuabon R
g AU '..l."hf"!"."rf’:'- A’ e I’:!'.'T*}rﬂphﬂ‘; e s aDo MO oM. ach
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Victory Conditions

The Tau must do as much damage o Argent's Langing and
s delenders as they can. They score Victory points for
camaging and destroying The ground installations.

Camaging enamy awcraft and ground defences and landing
Uoops in the landing zones
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OPERATION DEFIANT HATE

ﬂnlmﬂdﬂwy’snpmnﬁmtnmﬂHTlummm
W-wmmm ‘Defiant Hate'. After a weoek of
mmmsﬂcawnmwmnmn on both
pilots and machines. lnnlastgaspuﬂmwmthoalun
invaders. Air Marshall Caleb gathered his remaining aircraft

and launched an all out assauft
Alternative Forces

damaging the

To play this game with other forces, the attacking force can

spend 250 pts. The aitacker can take fighters and bombers. aircraft and landing roops - m

The delender can spend up to 200 pis The defender can defender gains Victory POINts daMmaging enaermy m

take fighters, bombers and ground defences. and evacuating aircraft via their rocket DOoSters, Arvy awcralt \“' .

that escape are worth their Victory points 1o the defender. 1

w Rules 4 U,l |
s

The battie begins in a storm. Roll a D6, at this aftitude level 7 _1:.

or above the Night Fight rules apply. Roll a D6 and add 6 S e .

after this turn (should the game last that long) the storm hits |

and the entire battlefield counts as a night fight - &l

Evacuation

The Tau may attempt t0 evacuate the planel. Any awcral

that exits the table using its rocket boosters gan the fau

player extra Victory ponis
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2. Select Forces

Both the attacker and defender must now select the forces
they will use in this game. The aftacker may select up 0
tmmdwwmmmmmm
squadron fist. He may not seilect any ground defences. and
may not include Mis ground nstallaton.

The defender may select up o 150 ponts These may Do
chosen from fightars, bomber and ground defences. and hus
force must Nclude Mes ground nstalabon

Not all a player’s avecraft will be avadable at he start of the
garme. Both sicdes may have some arcralt in Reserve.

3 Determine Allacker s Reserves

The atacker rolls 306 For each 6, rolled an arcraft must
start he game n Reserve The aftacker may choose which
prcra® wil start n Reserve Al lpast one aecralt must sian
P game depioyed on the table regardiess of how many 6s
are rothed

& Determune Detender s Reserves

| The defencer rolls 606 For sach 6 rofled. an awcraft must

1 stant Tw game in Reserve The detender may chose whh

acral s n Raserve Al wast ore arcrafl must stan Te

| _'..m-.' | on P Wbie regardSens of how many 6 are
: z h‘h&_ . .

= | A
..........

'H 14 ba

iable, and at least 12° from any table edge.

placed in the attacker’s landing zone. -
8. Attacker's deployment | k
The attacker deploys all his available aircraft against his
mm,mwmwmm.

Al the end of the game. either when one side has been §
forced 1 disengage or 12 tums have been Dlayed bo® §
players eam Victory points as dotased in the main Ades. "-r.;_:-
The aftacker gaine Viciory ponts for damaging and FE“‘E.
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Set-up

Hace the Rok in ih
. & centre of the table. It is a lar aster
g!:: Engines, half buried in the ground. On it are n':mm x
5 ground defences. various ‘eavy flak guns and flak guns
The Rok has a

ag a rangom number of hits. Before the first turm

% player secretly rolls 3D6 and leaves them aside
O0en under a cup. This is the 1ola!l hits for the Rok for the
game (remember it has aireacy crashed into the planet)

Keep track of how much gamage is inflicted by the attackers,
when the 10tal is reached the game ends

'Nis game takes place al night, use the Night Fighting
advanced rues

Victory Conditions
;‘juu-i! W L o0 7‘!‘\& FL,:“ 5 :Eij:_'weﬂ M EF-HE%E‘T‘E are 104"(3{1

B

) GReNGR0e, O 12 s have passed. The defenders will not
Asongage n thes scenano, they fight on regardiess of losses

O ot a0 up Viciory points, # the HRok 5 destroyed the
IaCkars win. N @ sunvhees, he oefenoers wan
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tha canyons Is altitude level O, with the canyon walls ris; .

altitude level J Above level 3 is clear skies. Canyor
he hetween 4 and 67 wide houldg

Place as Many canyons as you ke on the lable, the MOre the
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WM#MIWW.“HEM,M.W
ity Of shatever. These ruies provide a genaral framework
spsgning any ground installation — what that instaliation then
wmﬁupmrhadnsugmrandnwmw.m;m
ot 38 2 Quide 10 how o assign hits 10 a Mode

s Worlds range of epic-scale lefrain already ncludes
Sorg
sgvaral Dulaings which would make sutable ground largets, and

hase Are Qvan as axamples later

OTHER RACES

m mminclogy these rules assume hadl ground facites ae
mparal, or at least were Imperial until captured by The anemy
Mm::wuauudm:mmwwfmwmd
mndhnmmpnummwmnw M you e 8
hmromnlmumwaﬂtwwe:gmmrwm
snply ilow the rules below All that wil change s the look of
e modsl, the rules are not affected by the race. This apphes o
il he other races i Aeronatucia imperals with the excepion
of Chacs forces, who are likely 10 be ocoupying & caplured
mperal Patatlation

PE wf-qrera® Awferces T o yOour
Cicwe T shep. oy sher orocees Delow

Example: Designing my ground installation | decide it will be a
large installation, actually a forward command base. | therefore

have between 17 and 24 Build points to spend and can have up
to two defences for the installation.

STEP TWO: CHOOSE BUILDINGS

Your ground installation must include at least one buiiding, but
can include as many buildings as you like. Each building costs a
basic number of Bulld points, which can then be modified by the
consiruction type.

Bulld Points  Hits

Small buliding 1 ]
Madiurmn bulidng 2 2
Large buidng 4 -
Vory large bulkding 6 6
R DG special” as above

' w—Mnmwthﬂul“
l:l:'\g. Huge Duddngs should be constructed as several
mmnwwwwllmn# .
mumh.-ﬂmmu o Ill

& amucked as A Separato targel. S
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. Exampie: As a large installation | can take two defences for my
#&-m:mmmmmmmf

" Buitt points. So far | have spent 11 Buid points in total

STEP FIVE: LANDING PADS

Your ground installation can also inciude anding pads You

cannot spend more than half your total Build poinis on landing

pads.

¥ your instailation has a landing pad then ascraf in your force
 may be allowed 1o start a game on the anding pad. The scenanto

il Buiild Points Hits
~ Senail lnding pad 2 2
- Medium anding pad 4 :
 Large landing pad 4 3

Eliﬂ_ anding pad is large encugh for one fighter sroed awcra®
#-._;A!lll;!ﬂ:ﬂaﬂﬂ;b::mhmw“
' 'Mwmmuwmwm:‘“
Exarmpie My supply base wil Fave 3 e anding
&m'“‘“m"m e

A Landing Pad - 4 heis
A Chimera - 2 s

GROUND INSTALLATIONS & VICTORY POINTS

Ground installations can be attacked by enemy sirorafl, and the
atacker will score Viciory points for sach pant of e instaliston
he coused Senous damage o (e, infcts ot leas! halt damage o
more), a8 Gescribed I he maen NUSDOOK.

Ground defences whach are part of ™e ground mstaliaton ae
worth ther standard points cost iIn Victory points, S0 even Shough
& Mydva piatform s free, @ will 38 be worth 12 Viciory poims
Gesiroyed and 6 points # senous damaged

Ay parts of the installation which are undamaged (e, hawe
received no hits af alll. wil give The defencer borus Vi
points equal 1o thew total hits mulipiied by 3. So, # 3 bulling

with 4 hits is undamaged. & is worth 12 bonus Vicory poits &
e ond of the game.

USING GROUND INSTALLATIONS v T

Mot every garme @ suited 10 ueing ground nstatiasions, g




