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ATTAGKER'S TABLE EDGE

“In his unquestionable wisdom, the Warthane tasked only our
warpack with this assault. We are dutybound to crush these human
defenses and recover the information with - and we in our humility
would not deny our lord his prize.”

FERAR GHA'HARA, MU'RHASA PRIDE PAGKMISTRESS

Place one round, 5" diameter
Breakthrough Zone as shown in the
diagram to the left.

RECON SWEEP

In the aftermath of the C26 dataleak incident, M-
TAC teams guided by Blacksmyth agents covertly
stormed dozens of secret Mu'rhasan scientific
installations and Khariphesh vaults, destroying
evidence of illegally-obtained chemical research
that could jeopardize the tenuous treaty between
the Confederacy and Collected Prides.

SETUP

Set up the Combat Zone as
normal.

After the “Set Up Terrain” step
of the game, all Terrain
features gain the Unscanned
state.
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INTERACTIONS

Your units can Interact with Unscanned
terrain features so long as there are not
more enemies in base contact with it than
there are friendlies.

Each time you do, that terrain feature is no
longer Unscanned and becomes Scanned
instead.

If, at any point every terrain feature is
Scanned, every terrain feature is no longer
Scanned and becomes Unscanned instead.
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BREAKTHROUGH

MiIsSsiION PARAMETERS

TACTICAL ASSETS

Score 1 VP each time an enemy unit is
destroyed (to a maximum of 2 each round).

During the VicTory PHAsE: Score 1 VP

if one or more of your troopers is completely

within 18" of the Defender’s table edge (see
diagram on opposite side).

During the VieTory PHASE: Score 2VP

if one or more of your units is within the

Breakthrough Zone while no enemy troopers
are within the zone.
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RECON SWEEP

MissioON PARAMETERS

Score 1 VP each aterrain feature
becomes Scanned.

Score 2VP instead if that terrain feature is
within the enemy Deployment Zone.

(To a maximum of 4 VP each round).

TACTICAL ASSETS

You gain one Asset point each time one of your
units within 3" of a Scanned terrain feature is
destroyed.

You have access to the MaBsiLITY and SENSOR
sweer Tactical Assets;
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You gain one Asset point each time one of your
units within 6" of the Breakthrough Zone is
destroyed by an enemy.

You have access to the KiLLeox Tactical Asset:
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Place one round, 5” diameter Retrieval Zone as
shown in the diagram to the left.

Before deploying your team, choose up to two of
your Regulars to become Intelligence Carriers.

INTERACTIONS

Your Intelligence Carriers can Interact with the
Retrieval Zone; when they do they are no longer an
Intelligence Carrier. Atthe end of the Victory Phase,
the defender places a new Intelligence Marker more
than 18" away from their own table edge, 6" away
from any other table edges, and 2" away from any
terrain features.

SETUP
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RETRIEVE INTELLIGENCE

INTERACTIONS (conT)

Your non-Intelligence Carrier units can Interact with
Intelligence markers. When they do, the marker is
removed and the unit becomes an Intelligence Carrier.

When an Intelligence Carrier is destroyed, the Defender
sets up a new Intelligence Marker as noted before.

MISsSION PARAMETERS

Score 3VP the firsttime each round an
Intelligence Carrier Interacts with the Retrieval
Zone,

During the VIeTORY PHAS
each Intelligence Carrier in the C

IR IR L ..
AL LI L)

DATA SABOTAGE

MiISsION PARAMETERS

Place two size-40 Data Terminals as shown in the
diagram to the left. The Data Terminals are
treated as Low terrain.

INTERACTIONS

Your Data terminals start the game Secure. All units
can interact with your Data Terminals. When your
units do so, that Data Terminal is not Secure and
becomes Hacked.

When enemy units interact with a Hacked Data
Terminal, that Data Terminal becomes Safe and is
no longer Hacked.

Score 1 VP the first time each round one
of your units Interacts with one of your Data
Terminals.

During the VicTorRY PHASE: Score 1 VP
for each Hacked Data Terminal.

During the vicTory PHasE: Score 1 VP
if you have at least one model within 6" of
each of your Data Terminals.
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TACTICAL ASSETS

You gain one Asset point each time one of your units
within 3" of the Retrieval Zone or an Intelligence
Carrier is destroyed by an enemy.

You have access to the Mission CriTicaL and
MomiLiTy Tactical Assets:

TACTICAL ASSETS

You gain one Asset point each time one of your
units within 3" of one of your Data Terminals is
destroyed by an enemy

You have access to the ELEcTrRONIE WARFARE
Tactical Asset:
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DATA SECURITY

S : ‘ INTERACTIONS TACTICAL ASSETS
Kza”pheShIZ’empS comg/exe; af;pe.;.a't 2 Tos.t Fndle One of your units can Interact with each of the Data You gain one Asset point each time one of your units
ome worlds and combine the 7acilities of spiritua Terminals once each round; solong as thera ara/no within 3” of a Data Terminal is destroyed by an enemy.

centers with military installations, and data storage S ok ith T iy Youh h Tactical
il gathering places e highly enemies in base contact wi at Data Terminal. Az:et?ve access to the SEcurITY Sweepr actica
surveifled by the Blacksmyth Corps. MISsION PARAMETERS t

TE::T:AL Temple facilities on the Mu‘rhasan prideworld became
Py the target of M-TAC raids shortly following the C26 Score 1 VP the first time each round one of your
s incident, where their picturesque gardens became the units interacts with a Data Terminal.
DETR backdrop for intense firefights.
TERMINAL Score 2VP the second time each round one of

S ETUP your units interacts with a Data Terminal.

Place tWO Slze'.40 Data Terminals as During the VicTOory PHAsE: Score 1 VP if
shown in the dlag ram to the left. The there are no enemies within 3” of any Data
Data Terminals are treated as Low terrain. Lol
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HoLD PosITION

MissioON PARAMETERS TACTICAL ASSETS

You gain one Asset point each time one of your units
within 6" of the Holdout Zone is destroyed by an

ATTACKER'S TABLE EDGE

“We registered the drop-spore impact approximately two
hours ago. Proximitiy sensors indicate Volucrid lifesigns

have changed their direction of movement. They're coming During the VicTory PHAsE: Score 1 VP
enemy.

igperas o an el if there are one or more friendly troopers
This isn't normal behavior... why would they...? Withi‘n e Zor{e YHOOp You have access to the CLose Air SurrorT Tactical
i Asset:

The picket sensors are tripped. Gods above, they're almost Score 3VP instead if there are also no
here. We can't let them break— enemy troopers within the Holdout zone.

LC26 COVERT RESEARCH OUTPOST

FINAL TRANSMISSION 2
During the vieTory PHase: Score 1 vP

SETUP if none of your units are wholly within your
Deployment Zone.

Place one round, 5" diameter Holdout
Zone as shown in the diagram to the left.

DEFENDER'S TABLE EDGE
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“The research compound has been breached -
we've lost the position but can't risk co inati

INTERACTIONS

Orders are to sterilize the area. Not how we
expected this day to go... but we can't leave
anything standing.

It's been a pleasure serving with you all.”

LoL. HARRISON SHALE
£26 OuTFOST SECURITY CHIEF

SETUP

Set up the Combat Zone as
normal. After the “Set Up Terrain”
step of the game, Obstructing
and Low terrain features gain the
Unprimed state.

ATTACKER'S TABLE EDGE
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Your units can Interact with Unprimed terrain
features. Each time you do, that terrain
feature is no longer Unprimed and becomes
Primed instead.

Your units that have the INTERAGT action
also have the DETaNATE CHARGE action:

/f\\ DETONATE CHARGE

Target Primed terrain feature within 6" becomes
Demolished and is no longer Primed.

Each unit within 2” suffers 6 Damage.

SETUP
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SCORCHED EARTH

MiISSION PARAMETERS TACTICAL ASSETS (CaON’T)

You have access to the SATcHEL CHARGE and Ga

Score 1 VP each time a Low terrain Prone Tactical Assets:

feature becomes Demolished.
Score 2V P each time an Obstructing
terrain feature becomes Demolished.
Score 1 VP the first-time a terrain feature
becomes Demolished each round.

(To a maximum of 4 VP per Round).

TACTICAL ASSETS

You gain one Asset point each time one of your
units within 3" a Primed or Demolished terrain
feature is destroyed by an enemy.
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EVACUATE FACILITY

INTERACTIONS TACTICAL ASSETS

Place two Noncombatants (see Contractor profile) and
one Extraction Zone as shown in the diagram to the left.
These units may not be chosen to activate normally.

After teams are deployed you can move each
Noncombatant up to 4",

END OF ROUND

Your unactivated Noncombatants may be chosen to
activate at the end of each Activation Phase, after all
other units (in both teams) have activated.

After each Victory Phase, heal all damage from each of
your Noncombatants that is in the Casualty Zone and set
them up in base contact with an Obstructing terrain
feature and at least 6" away from the Extraction Zone.

You gain one Asset point each time one of your units

within 3" of a friendly Noncombatant or the Extraction
Noncombatants. When they do, the Noncombatant

Zone is destroyed by an enemy.
is Commanded as if the interacting unit was a Field el s e s S S A A SRt
Officer.

Casevac Tactical Assets:

You units can Interact with Unactivated

MiISsION PARAMETERS

During the victory Prase: Score 1 VP for
each VIP in the Combat Zone.

Score 3VP the firsttime each round a VIP ends a
move within 0 of the Extraction Zone, then place
that VIP in the Casualty Zone.
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