
Mission - Patrol
Battle size : 65 power, both sides. No limits on detachment type but can only have a 
max of 1 detachment for this game. If a player wishes to they can use units from their 
order of battle. 8 Command Points

BOTH SIDES
Both sides in this game MUST take at least 1 Troop unit with a dedicated transport 
option.

Mission Objective
Three objectives are set up on the battlefield (see map). The objective marker in the 
centre of the board is worth 3vps at the beginning of a players command phase, the 
other two are worth 2vps. 

Deployment
The deployment zones are 6inch ‘corners’. Use the standrad 40k rules to determine 
deployment zone. Both players roll off, the loser of the dice roll must set up 1 troops 
choice in a dedicated transport. The rest of the players army is in reserve.

SPECIAL RULES
Reserves
The vast majority of a players army is in reserve in this game. At the end of a players 
movement phase roll a d6 for each unit in reserve (you can stick a unit in a transport 
and roll once for both) on a 4+ (first turn, 3+ turn 2 onwards) the unit can come on from 
reserve. Place the unit wholly within 12inch of the players table edge and 9inch away 
from any enemy units. 

Units that come on with transports DONT have to be deployed in the transport, but must 
be set up within 9inchs of it. 

Game Turn
These engagements could sometimes be over in a matter of minutes, others would be 
long drawn out battles. To represent this at the end of Round 5 the one player rolls a d6, 
On a 3+ the game goes for another round. At the end of that Round (6) the other player 
rolls a d6, on a 5+ the game plays for the final round of turn 7. 
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