Storming Action:

By Josh Buchanan

In the disruption of the aftermath of Abaddon’s 13th Crusade, an alliance of fell forces gathered to seize an ancient device of dark purpose, known only as the Infernal Device.  This sorcerous machine has laid untouched for generations, guarded by the Adeptus Mechanicus Divisio Investigatus on Volcanus III.  The disruption in the organization of Imperial forces left the world vulnerable to assault by the alliance of dark forces.  Chaos Princes, Ork Warbosses, Dark Eldar Archites, and other champions of darkness formed a Covenant whose purpose was nothing less than the annihilation of Imperial forces on Volcanus III and the seizure of the Infernal Device. Many have brought their followers to  Volcanus III in anticipation of a great victory. 
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All across Volcanus III, the Imperial defenders and their alien allies have occupied hastily fortified positions in the hopes of holding off the invasion until reinforcements arrive.  They fervently prayed that the dispatch ships launched at the first signs of  imminent invasion slipped through the invader’s cordon and that even now relief forces are on their way to break the blockade and save the planet.
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After an initial attempt to overwhelm the defenders with speed and numbers, the forces of darkness settled in to isolate and besiege the Imperial positions.  Gregor Hive was nearly overrun in the initial hours of the invasion, but timely intervention by detachments of the Adeptus Astartes and a demi-legion of battle titans from the Divisio Militaris Adeptus Titanicus Gryphonne Legion pushed the invaders back from the hive city’s entrances and allowed the Imperial troops to occupy the outer defenses.  The invaders encircled the city,  cutting it off from relief and resupply and prepared for a lengthy siege.

By the 98th day of the siege of Gregor Hive, the defenders had been taxed near to their breaking limit.  Attrition among units had forced the defenders to organize ad-hoc units of troops from various origins.  Imperial guard from numerous regiments fought side by side with Adeptus Astartes Battle Brothers from a dozen chapters. Allied alien troops of various types were also mixed throughout the lines, the danger of alien corruption overshadowed by the doom that would consume all if the forces of the Dark Covenant broke through.  Outside the city, the Covenant leaders were growing desperate to break through the stubborn defenders.  Auguries foretold the imminent arrival of the Imperial reinforcement fleet.  It would be disastrous if they were caught between the defenders and the arriving forces.  The city must be taken and refortified to ensure that Volcanus III was wrested from Imperial control.  At desperate plan was formulated to storm the defenses in dozen locations and force a breakthrough before Imperial reserves could be committed.  The key would be speed and surprise to neutralize as many of the defender’s advantages as possible and firepower to destroy any positions that could not be by-passed.    
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Objective:  The defenders must hold their defensive position and minimize their casualties until the reserves arrive.  The attackers must break through or neutralize the enemy defenses at a minimum cost before the Imperial reserves arrive.

Special Rules: Infiltrators, Obstacles(see table for quantity), Deep Strike, Reserves, Sentries(see table for quantity), Victory Points, Fortifications(see table for quantity)
Reserves:  Enter on the attacker’s and defender’s respective board edges, starting the turn after the alarm is sounded. 

Game Length: The game ends 4 full turns after the sentries sound the alarm.

Game Size        Board Size   
Traps/Obstacles   
Bunkers
Sentries(each army)

1000(1 player)
  4 by 6
1 + d3


1 to 2 

2/3 x # in rulebook

2000(2 player)
  4 by 8
5 + d3


2 to 4 

1.5 x # in rulebook

3000(3 player)
  4 by 12
6 + 2d3

3 to 6 

2 x # in rulebook

4000(4 player)
  4 by 16
10 +3d3

4 to 8 
    
2.5 x # in rulebook
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Deployment:  The defenders set up first.  They may place any HQ, Troop, or Heavy Support choices in their deployment zone.  They do not have to place all of their choices, but they must place one from each player’s army and any units not placed begin in reserve.  Defenders place sentries anywhere in the central zone. Attackers then deploy any forces they wish leaving remaining forces in reserve.  Then Attackers may place infiltrators anywhere on the table so long as they are not within eighteen inches of an enemy model or sentry.  Attackers go first.

Line of Retreat:  Units forced to fall back will do so towards the nearest board edge of their deployment zone per the normal fall back rules.

Victory Conditions:  Standard victory points determine the winning side.  In addition, for each bunker occupied by the defenders at the end of the game their side earns +300 victory points.  Each bunker either destroyed or occupied by the attackers at the end of the game will earn their side +300 victory points.  The margin for a draw or uncertain outcome at the end of 4 turns is 150 points by the number of players per side (e.g. 4 defenders & 4 attackers is a 600 point margin).  A drawn outcome can either be left as an uncertain outcome or if time permits another turn may be played.  Players on the winning side will earn 15 battle points, on the losing side 7 battle points, and a draw will earn all players 10 battle points.  

Battle Point Modifiers:  even among alliances there is competition as commanders seek to outdo one another in hopes of earning greater fame and honors.

+1 for each enemy General killed by your model’s actions (i.e. shooting or hth)

-1 if your highest point unit is destroyed, fleeing immobilized (if unit consists solely of a vehicle), or is below 50% at the end of the game.

Defender Specific:

+1 if your sentry sounds the alarm (note that the sentry must survive sounding the alarm)

+1 for retaining possession of each bunker occupied by your forces at the beginning of the game.

-1 if you do not have an unbroken unit above 50% or a mobile vehicle remaining in the deployment zone.

Attacker Specific:

+1 for each bunker destroyed or held by your forces at the end of the game.

+1 if your army killed the most sentries prior to the alarm being sounded (killing the sentry must not be the act that sounds the alarm).
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-1 if none of your units entered the defender’s deployment zone

