You enter orbit of the planet ‘x’ in the pariah nexus, answering an Imperial distress signal.
It has taken you months to travel through space and the warp, you have no idea if Imperial populous are still alive but the signal has stopped.
Your ship scans are unable to detect any lifeforms on the surface due to a strange interference.
The only action to take is to send a small force down to the planet to investigate


Mission 1 – Recon
You shuttles set down on the outskirts of a normally populated town.
There are no signs of life, the buildings are badly damaged, you move into the town.
Suddenly scanners light up and something is moving towards you.
Your orders are to make visual contact, if an enemy force it is likely to be lightly armed scouting force.
It is a highest priority that these are destroyed and no survivors are left to prevent any further enemy forces knowing of your position.
[bookmark: _Hlk79772051]Board 44” x 30”
Scenery: Sparse with buildings
CP’s: No
Doctrines: No
Necrons
6x Scarabs
6x Scarab
Space Marines
1 Character
1 Troop Choice

Mission 2 – Destroy the nest
Further scans of the city reveal the source and location of where the small Necron insects are coming from.
Engage and destroy the source of the Scarabs, thought to be Canoptek Spyder
Board 44” x 30”
Scenery: Sparse with buildings
CP’s: No
Doctrines: Yes
Necrons
3x Scarabs
3x Scarabs
3x Scarabs
1x Spyder
Space Marines
1 character
1 Troop choice



Mission 3 – Destroy the nest part 2
Scouts report another Spyder in your area.
They also report strange ghost like sensor readings.
Engage and Destroy
Board 44” x 30”
Scenery: Sparse with buildings
CP’s: Yes (Marines start with 3, +1 every command phase)
Doctrines: Yes
Necrons
3x Scarabs
3x scarabs
3x Wraiths
1x Spyder
Space Marines
1 Character
1 Troop Choice
1x Elite / Heavy / Troops Choice


Mission 4 – Get the enemy deployment zone
Your long-range scouting party of outriders and ATV have been called back to the city for support.
Blocking your path are swarms of Necron Scarabs, you must make it through to help your fellow Marines at all costs
Board 88” x 30”
Scenery: Zig zag impassable terrain
CP’s: Yes (Marines start with 3, +1 every command phase).  Necron’s exploding scarabs.
Doctrines: Yes
Necrons
6x Scarabs
6x Scarabs
6x Scarabs
Space Marines
3x Outriders
ATV

Mission 5 – Hold on for reinforcements
The Necron monsters launch a surprise attack on your troops.
Hold on for as long as you can until reinforcements arrive
Special Rules: Reserves, from turn 2 marines can bring in Outrider and ATV in from reserves, special Stratagems can be used
Board 60” x 44”
Scenery: Sparse for Necrons, Plenty of cover for Marines
CP’s: Yes (Marines start with 3, +1 every command phase)
Docterines: Yes
Necrons
6x Scarabs
6x Scarabs
6x Scarabs
1x Spyder
3x Wraith
Space Marines
1 Character
2x Troop Choice
1 Outrider (Reserves)
1 ATV (Reserves)



Mission 6 – Scouts and deep strike
Elsewhere, near a factory area your other forces have encountered more Necron monsters.
This factory area is important value to you.
Catch the Necron’s by surprise and clear them out
[bookmark: _Hlk79773184]Special Rules: Reserves, from turn 2 marines can bring Reivers in from reserves, special Stratagems can be used
Board 44” x 30”
Scenery: Industrial / Mechanicum
CP’s: Yes (Marines start with 3, +1 every command phase)
Docterines: Yes
Necrons
3x Scarabs
3x Scarabs
3x Scarabs
1x Spyder
Space Marines
1x Reivers (Must be in reserve and Deep Strike turn two)
1x Incursors
1x Character


Mission 7 – Secure the promethium foundry
Clear the final necron monsters from the factory zone to secure the area.
Board 60” x 44”
Scenery: Industrial / Mechanicum
CP’s: Marines x3 (+1 every command phase)
Doctrines: Yes
Necrons
Spyder
6 Scarabs
6 Scarabs
3 Wraiths
Space Marines
1x Character
1x Incursors
1x Reivers
1 Elite/Heavy/Fast Attack /Choice



Mission 8 Dreadnought (9) – Wraith of the ancient
You have called in reinforcements.
Due to the strange interference caused by the necron technology a drop pod carrying the dreadnought is way off course.
Your dreadnought must battle through the Necrons to meet up with the rest of your forces
[bookmark: _Hlk79774058]Board 44” x 30”
Scenery: Crates, boxes and drums
CP’s: No
Doctrine: Yes
Necrons
10x Warriors
1x Royal Wardens
Space Marines
1x Dreadnought




Mission 9 Repulsor (16) – Breakout
Your repulsor is on it’s way to support, break through the enemy lines
[bookmark: _Hlk79774321]Board 88” x 30”
Scenery: Impassable Zig-Zagged
CP’s: Yes (Marines 3 + 1 per command phase)
Doctrine: Yes
Necrons
10x warriors
10x warriors
3x scarabs
3x scarabs
Space Marines
1x Repulsor


Mission 10 – Surrounded
Your impulsor has been hit by strange Necron beam weapon which has caused it to breakdown.
It will take some time for the techmarines to repair it.
Hold off the Necrons until it has been repaired
Board 60” x 44”
Scenery: fortified circle around the marines broken down repulsor, very little cover for the Necrons
CP’s: Yes (Marines 3 + 1 per command phase)
Doctrine: Yes
Necrons
Turn 1: 6x Scarabs
Turn 2: 10x Warriors
Turn 3 6x Scarabs
Turn 4: 10x Warriors
Space Marines
1x Character
1x Impulsor (Can’t move but can shoot weapons)
1x Troop choice


Mission 11 – Restore the Chapters Geneseed
A large number of marines have been ambushed in a kill zone by snipers and heavy Necron firepower.  Reports that the strange creatures have been dragging off the dead.  Your Apothecary and chaplain ask for volunteers to help harvest the geneseed from dead marines
Board 60” x 44”
Scenery: Necrons have fortified firing points.  Large no-mans land with light cover in the middle.  3 objective markers represent fallen squads where your Apothecary can use an action to harvest geneseed.  Other marines have to protect Apothecary and harvest all 3 geneseeds
CP’s: Yes (Marines 3 + 1 per command phase)
Doctrine: Yes
Necrons
Deathmarks
10x Warriors with gauss flayer
10x warriors with gauss flayer
Space Marines
1x Apothecary
1x Chaplain
2x Troops
1x Elite/Fast/Heavy




Mission 12 – The Last stand
One of your outposts is under attack, it will eventually be overrun by the enemy
You must make a valiant last stand to allow the rest of your forces to safely retreat.
Your chaplain and your bladeguard ancient volunteered to stay behind with your brave troops
Board 60” x 44”
Scenery: fortified defensive marine deployment zone, sparse cover for the Necrons
CP’s: Yes (Marines 3 + 1 per command phase)
Doctrine: Yes
Necrons
Special Rule: If warriors are destroyed, set them up again on the battlefield edge
1x Royal Warden
10x Warriors
10x Warriors
10x Warriors
Space Marines
1x Chaplain
1x Bladeguard Ancient
2x Troops
2x Elite/Heavy/troops



Mission 13 – The ritual
Your Librarian had detected strange presence in the area.
When you turn up, you can see that a Necron Plasmancer is conducting some sort of ritual.
Stop the ritual at all costs
Board 60” x 44”
Scenery: Create a ritual area for the Necrons, place Plasmancer, Royal Warden, Cryptothralls and Skorpek Destroyer inside the ritual area.
Place the warriors defending/covering the ritual.
Make sure Marines have plenty of cover to advance
CP’s: Yes (Marines 3 + 1 per command phase)
Doctrine: Yes
Necrons
Special Rules:  at the start of the Necrons third command phase, replace the Royal Warden with a Skorpek Lord with 4 wounds
Plasmancer
Cryptothralls
Royal Warden
1x Skorpek Destoyer
10x Warriors
10x Warriors
Marines:
1x Librarian
3x Bladeguard
1x Troop
2x Troop/Elite/Fast/Heavy





Mission 14 – Introducing the Destroyer cult
Intel reports or Necrons battling each other.
Move in and engage the enemy
[bookmark: _Hlk79954175]Board 60” x 44”
Scenery: Good Firing lines and cover for Marines
CP’s: Yes (Marines 3 + 1 per command phase)
Doctrine: Yes
Necrons
Plasmancer
3x Skorpekh Warriors
3x Skorpekh Warriors
3x Lokhust Destroyers
Space Marines
1x character
1x troop
3x Heavy/Elite/fast attack/troop


Mission 15 – Destroy the necron heavy machinery
Reports of Heavy constructs hiding in an urban area
Take these out at all cost
Board 60” x 44”
Scenery: Good Firing lines and cover for Marines
CP’s: Yes (Marines 3 + 1 per command phase)
Doctrine: Yes
Necrons
1x Triach Stalker
1x Doomstalker
Space Marines
1x Character
1x Eradicators
1x Hellblasters
1x Troop/Elite/Heavy



Mission 16 – Necron Assassination Attempt
Your command squad are meeting to discuss final plans to wipe out the Necrons.
Suddenly alarms go off, a strange energy surge is detected, in a flash of green light a small but powerful force of Necrons materialise in you base.
Defend your captain at all costs.
Board 60” x 44”
Scenery: Characters and Blade guard at one end in a building, Necrons appear in the middle. Troops are the other side of the board
CP’s: Yes (Marines 3 + 1 per command phase)
Doctrine: Yes
Necrons
Overlord
5x Lychguard
5x Praetorian
10x Warriors
Space Marine
1x Chaptain
4x Characters
1x Bladeguard
2x Troops/Heavy/Elites



Mission 17 – The silver tide
Scans detect a large force moving on your position.
Muster a force of your choosing to destroy the enemy force
Board 60” x 44”
Scenery: Good Firing lines and cover for Marines
CP’s: Both start with 3, +1 every turn
Doctrine: Yes
Necrons
20x Warriors
1x Royal Warden
1x Cryptek
1x Reanimator
1x Doomstalker
Marines 35 Points



Mission 18 – Smash and Grab
Speed is of the essence.
Use your fastest troops to quickly grab and hold an objective from underneath the enemy
Board 88” x 30”
Scenery: Fortified Necron positions, 1 objective in their deployment zone.
CP’s: Both start with 3, +1 every turn
Doctrine: Yes
Necrons
1x Doomstalker
5x Deathmarks
10x Warriors
10x Warriors
10x Warriors
Marines
Impulsor
1 character
1x Troop / elite / heavy
1x Impulsor
1x ATV 
3x Outriders 





Mission 19 - Get to the Teleporter
Your troops are separated and caught behind enemy lines, regroup and get to the teleport beacon for a tactical withdrawal
[bookmark: _Hlk80618933]Board 60” x 30”
Scenery: Marines squads in four corners of the board, must hold the objective in the middle of the board by the end of the game.
Plenty of cover for the marines to advance.
Necrons have a loosely fortified position
CP’s: Both start with 3, +1 every turn
Doctrine: Yes
Necrons
5x Deathmarks
10x Warriors
10x Warriors
10x Warriors
Marines
1 Character
2x Troops
2x Elite/Heavy/Troop (Infantry)


Mission 20 - Download cogitator information
Intel has come in that a cogitator in a mining facility has important information.
Capture the Objective and perform an action to download the information
Board 60” x 30”
Scenery: Industrial/Mechanicum
CP’s: Both start with 3, +1 every turn
Doctrine: Yes
Necrons
3x Wraiths
10x Warriors
Cryptek
Spyder
6x Scarabs
6x Scarabs
Marines
1 Character
2x Troops
2x Elite/Heavy/Troop (Infantry)




Mission 21 - Set up the communication beacon
You have successfully downloaded the Cogitator data.
It has given the location of an entrance in the nearby mines to entrance to the Necron Tombs
Heavy interference is preventing you from transmitting the data
Capture a nearby by beacon and transmit the data
Board 60” x 30”
Scenery: Industrial/Mechanicum
CP’s: Both start with 3, +1 every turn
Doctrine: Yes
Necrons
3x Scarabs
3x Scarabs
3x Scarabs
10x Warriors
10x Warriors
10x Warriors
Marines
1 Character
2x Troops
3x Elite/Heavy/Troop (Infantry)




Mission 22 - Enter the tomb Plant the bomb
Take your best team through the mine into the Necron Tomb and plant a bomb to severely disable the enemy in that area
Board 60” x 30”
Scenery: Necron Tomb
CP’s: Both start with 3, +1 every turn
Doctrine: Yes
Necrons
1x Overlord
5x Lychguard
5x Triach Praetorians
10x Warriors
Marines
2x Character
2x Troops
2x Elite/Heavy/Troop (Infantry)

With the tomb destroyed and its strange technology the Necrons have become weakened.
There has been no better time to take the battle to the enemy.





Mission 23 – The tide has turned
Following the destruction of the Tomb A Cryptek and his Canoptek strangely withdrew nearby area they were occupying.
They’ve been spotted making their way to the tomb at speed.
It is thought they are attempting to repair the tomb.
Ambush them and destroy the Cryptek and his monsters once and for all
[bookmark: _Hlk80879622]Board 60” x 44”
Scenery: Necron
CP’s: Both start with 3, +1 every turn
Doctrine: Yes
Necrons
1x Cryptek
1x Doomstalker
1x Reanimator
1x Spyder
3x Wraiths
6x Scarabs
6x Scarabs
6x Scarabs
Marines 
40 Pts
(At least 1x Character and 2x Troops) 




Mission 24 – The head of the snake
Your next target of the Royal court the Necron Overlord’s second in Command the Royal Warden
Destroy him and the Necron forces will fall into disarray.
Board 60” x 44”
Scenery: Necron
CP’s: Both start with 3, +1 every turn
Doctrine: Yes
1 Royal Warden
3x Tomb Blades
5x Deathmarks
20x Warriors
10x Warriors
Marines 35pts
(At least 1x Character and 2x Troops) 





Mission 25 – The Final Battle
With the Overlord’s Royal court destroyed it’s time to take the final battle to the Necrons.
You re-enter the Necron Tomb to hunt and destroy the Necron Overlord
[bookmark: _Hlk80880760]Board 60” x 44”
Scenery: Necron
CP’s: Both start with 6, +1 every turn
Doctrine: Yes
1x Overlord = 6
10x Lychguard = 14
5x Triarch Praetorians = 6
1x Triarch Stalker = 9
10x Warriors = 6
Marines 50pts
(At least 1x Character and 2x Troops) 



Optional Mission 26 – The successor to the throne
Your battle-weary forces trudge victoriously out the Necron Tomb, through to the mine entrance.
In the distance a huge, hulking Necron Skorpek Lord and his forces come sweeping down from the hills and attack your forces.
Finish off this final threat. 
Board 60” x 44”
Scenery: Necron
CP’s: Both start with 6, +1 every turn
Doctrine: Yes
Skorpek Lord 7
Plasmancer 5
Cryptothralls 2
Skorpek Destroyer + Plasmacyte 13
Skorpek Destroyer + Pasmacyte 7 (34)
Heavy Lokhust Destroyer (4)
Lokhust Destroyer
5x Flayed Ones
Marines 50pts
(At least 1x Character and 2x Troops) 













