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[bookmark: _GoBack]The invaders have pushed forward at great cost to both themselves and the Defenders. In a final, desperate, push their Warlord has joined the front lines to take hold of the enemy Command Headquarters and finish the Defenders off. Should the Attackers fail to shut down the Defenders’ communication signal before it is sent then all is lost. If the Defenders can hold on until reinforcements arrive then the Emperor himself will ensure their names are known forever...

Attackers’ Overview
This is the final step towards taking this planet and ridding it of the Imperial menace. You have entered the fray yourself to take command of the Vanguard for this final assault. The planet must be taken!

Defenders’ Overview
The enemy is sniffing at the gates. This is the last stand!  Hold them back or all is lost!

Special Rules
· Anti-Warp Fields
· Attacker units cannot use Deep Strike, Outflank or similar rules nor any ability or strategem that would allow them to be removed from the board and positioned elsewhere.
· Relentless Assault
· During the Attacker's Command Phase they may roll a D6 for each unit lost. On a 2+ they may replace that unit in their deployment zone with all its wounds remaining.
· Strength in Defense
· The Defender may have an additional 25% points (compared to the Attacker) in their army. These can be placed on the table or in Reserves at no CP cost. These Reserve units can only be deployed in your deployment zone.
· Orbital Bombardment
· The Attacking team can, once per turn do the following action:
· Mark a point on the battlefield. Roll a D6 for each unit within 6" of the centre of the marker. On a 2+, they suffer 1 mortal wounds, on a 6+ they suffer D3 mortal wounds. Models inside buildings are unaffected.
· Crash the Gates
· Attacking team must perform an Action within 3" of the assigned Gate terrain piece with a non-vehicle unit. If that unit is still within 3" of the Gate during your following Command Phase then the Gate terrain piece can be removed from play.
· End of the Line
· The Defender's army always passes Morale checks.
· Defensive Positions
· All buildings are considered to have the Obscuring, Defensible and Scalable keywords.
· Any unit on or in a building that is also placed over 6" in height gains +1 to their hit roll.
· Any unit on a building gains the benefits of Light Cover.
· Any unit inside a building gains the benefit of Heavy Cover.

Determining the Victor
To win the game the Attacker must slay the opponent's Warlord AND perform an action within 3" of the objective marker inside the Defender's deployment zone. If this is not achieved then the Defending player wins!

Setup
· The Attacker's deployment zone should have at least 3 pieces of small-to-medium sized obscuring terrain.
· The Defender's deployment zone should have at least 3 large pieces of building/ruin/fortification terrain.
· Place a medium-sized piece of terrain in the centre of the board to represent the Gate.
· The Defender must place a 40mm objective marker in their deployment zone, at least 3" away the “wall” terrain pieces (to ensure the Attacking player must make it inside the structure to perform their Action).
