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Many types of experimental weapons and ammunition were produced on Arenam during the earliest days of its existence. When the planet was swallowed up countless years ago, it took the secrets of these advanced ordnance types with it into the abyss. Though much of it is surely gone now, the mere chance that some of it might be recovered gives each faction pause in their initial assault. If they can reclaim a significant amount of these caches, their armies could benefit greatly in the coming days.

MISSION SETUP

Set up terrain in any mutually agreeable manner. If terrain allows, it should represent a military fortress or a shipping location. The new Munitorum Armored Containers would work well, for example.

Then, each player rolls a D6. Beginning with the player who won the roll, place six Tactical Objectives on the table. Again, the Munitorum Containers would be perfect to represent these abandoned cargo containers.

The players then roll off a second time. The winner chooses any board edge, and deploys any of his forces that he wishes to deploy within 12” of that board edge. His opponent then deploys any of his units that he wishes to deploy within 12” of the opposite board edge.

The player who set up first has the first turn, unless the other player can Seize the Initiative.

VICTORY

Achieve as many Tactical Objectives as possible. If, at the start of a player’s turn, he has fewer than five Tactical Objectives, he must generate a new number of Tactical Objectives until he has five.

First Blood, Linebreaker, and Slay the Warlord are scored as normal.

SPECIAL RULES

Objective Verified

Tactical Objectives titled “Secure Objective X,” where X is a number between 1 and 6, cannot be achieved during the first game turn. In addition, the Objectives mentioned above are scored at the end of each game turn by both players, rather than being scored at the end of each player turn. The rest of the Tactical Objectives are scored as normal.

Heavy Firepower

Mysterious Objectives are in use for this mission. However, if a player rolls a 6 when determining what a Mysterious Objective is, he has found one of the experimental payload boxes. A unit controlling a Mysterious Objective that is an Experimental Payload may count all of their ranged weapons as having one higher Strength. Otherwise, Mysterious Objectives work as normal.

Precious Cargo

In this mission, neither player can choose to voluntarily discard any Active Tactical Objective titled “Secure Objective X,” where X is a number between 1 and 6. These Tactical Objectives can only be discarded when they are achieved.

Steal the Loot

In this mission, all Active Tactical Objectives titled “Secure Objective X,” where X is a number between 1 and 6, can be achieved by either player. A player must discard his Tactical Objective when it is achieved, regardless of whether he scored it or not. Note that only your Tactical Objectives titled “Secure Objective X” can be achieved by your opponent, your other Tactical Objectives cannot.

WHAT TO REPORT:

1. List each player’s primary faction.
2. What was the final score?
3. How many Objective Markers were controlled by each player at the game’s end?
