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THE KARRIK CAMPAIGN (BETA)



THERE WAS 
AN IDEA...
People would come together. They 
would bring their favourite models 
representing their most loved faction. 
They had read many books, and been 
inspired by the characters inside. They 
had sought to test their metal against 
others who also love the game. They 
came, they saw... and were left salty.

Whether it was a mass assault that 
prevented them from doing anything 
meaningful, or an alpha strike that saw 
them cast to oblivion in the opening 
instalments, Their glory was cut short 
by an optimised list. Their beautifully 
painted, thematic armies were no 
match for the mathematical weight of 
their opponent’s list.

Was this even fun anymore? Did 
reading all the fluff and charactising 
their army matter? Now, friends, it 
shall. 

Introducing the The Karrik Campaign. 
Where the entire hobby is valued in 
every game.





IMPERIAL MOVEMENTS

The remaining PDF forces that have stayed loyal to the Emperor 
have regrouped in Karrik Prime. They have been trusted with 
overlooking the evacuation of the civilian population to The Pearl 
Moon. The retaking of Karrik the secondary objective, the primary is 
to keep The Pearl Moon from falling into enemy hands. The moon is 
of high strategic value as it supplies rations to hundreds of worlds in 
the Calixis Sector.

A single Astra Militarum regiment was originally ordered to repel 
the T’au forces on Karrik and bring the world back into the fold. 
Due to the increasing threat of xenos and chaos forces gathering 
in the system several other military branches on the Imperium have 
answered the call an are enroute to the system, including several 
armoured and infantry regiments to reinforce the Astra Militarum 
already deployed to the system. 

Several chapters of the Adeptus Astartes are sending demi 
companies to the system, the Space marines will be deployed to 
sectors that have received heavy losses and to secure high value 
targets.

The Adeptus Mechanicus have deployed their Skitarii forces 
to Karrik. They will be tasked extracting all technology of high 
importance from the planet. As effective as the Admech are, they 
have been known to evacuate their forces once their personal 
objective are achieved.

Representatives from the Inquisition have also shown great interest 
in the conflict on Karrik. Forces of the Ordos Malleus, Hereticus and 
Xenos have been deployed, Strength and objectives unknown.



ENEMY MOVEMENTS

T’au: The Planetary Governor of Karrik has confessed that they have been openly 
trading with the Tau Empire for nearly a year. She was sentenced to death along 
with the entire high council but before the execution could be carried out the 
Governor escaped to the north east sector with the help of Karrik’s Planetary 
Defence Force. 

The Planetary Governor along with over a third of the PDF have taken refuge 
among the T’au forces that have established a beachhead in the region. A T’au 
capital ship has been detected in orbit over the region so strong resistance is 
to be expected but should be limited. It is unknown how the T’au have reached 
this far into imperial territory, reinforcements should not arrive before the area is 
retaken. 

Necrons: Orbital Scans of the North West sector of Karrik’s main continent have 
detected large energy bursts deep beneath the surface. Attempts at sending 
in drones for further close range investigation have failed due to the constant 
electrical storms forming in the area. 

Local reports from the small population of civilians in the area have claimed 
to see thousands of metal men with green eyes emerging from newly formed 
tunnels in the ground. No official contact has been made with these ‘Metal Men’ 
but hostile intentions are expected.    

Orks: Reports are coming in that Ork splinter fleets are popping up all over 
Imperial Space. It is theorised that these fleets were originally part of a much 
larger force that is currently engaged on Vigilus and due to the Orks limited 
understanding of the Immaterium many of their kind are being spit out at what 
appears to be random locations. 

One of these fleets has been spotted in orbit over Phobos, it won’t take long for 
the Greenskins to scavenge the moon and recruit the feral Orks that dwell in its 
extensive tunnel system.  



ENEMY MOVEMENTS

Eldar: An Eldar fleet has been detected in the Karrik system. Their current 
movements indicate they are keeping their distance, past encounters with the old 
enemy teach us they don’t strike until the most optimal moment. Their intensions 
on Karrik are currently unknown.

Their dark kin however, the Drukhari, have a fleet enclosing fast on Karrik. It is 
unknown if both Eldar forces have allied for this coming encounter or not. The 
Drukhari are opportunists, known to ally with whoever helps them come out on 
top.  

Tyrinads: All Communication with the manafactorums and mining regions 
outside of Karrik’s capital city ‘Karrik Prime’ have gone cold. All that remains is 
an outgoing transmission on loop, “Calling all followers of the Cult, this is your 
Patriarch, our time is now, emergence day is upon us, take arms, take control, 
take what is rightfully ours. Our queen is approaching.”

Transmissions such as this have been encountered before on other Imperial 
worlds, they are usually followed by an Tyrinad invasion.  

Chaos: The fall of Cadia has led to the Chaos taint rapidly spreading all over 
Imperial Space. Considering Karriks relatively close proximity to the Eye of Terror 
it is no surprise they were able to establish a large force so quickly. Several 
Traitor Legions have been detected in the Karrik system. 

So far, the attention of the Chaos forces has been primarily in the South East 
Sector. Scouts are reporting there is a large Dark Mechanicus presence in 
the region which are conducting a large excavation in the region. Most recent 
intelligence indicates that the Chaos forces have discovered a ..//REDACTED//BY 
ORDER OF THE ORDO MALLEUS//.. deep beneath the surface. 



ARMY COMPOSITION

•  Your army must consist of 1000 - 2000 points (1750 points recommended). Points limit to  
 be agreed with your opponent prior to the game. 

•  Your army must be battle-forged.

•  Your army must include a single Patrol, Battalion or Brigade Detachment.

• Your army may include a single Outrider, Spearhead, Vanguard, Super-Heavy Auxiliary, 
 Supreme Command or Air Wing Detachment.

•  Your army must only consist of units from a single Codex <FACTION>.

•  No single unit may be more than 25 power level. 

•  Fortifications are not permitted.

•  Forge World units over 200 points are not permitted.

 EXCEPTIONS

•  Drukhari armies may instead take a Raiding Force of exactly 3 Patrol Detachments, and no  
 other detachments. Each detachment must only consist of units from a single <FACTION>

•  Imperial Knight or Renegade Knight armies must take a single Super Heavy Detachment,  
 and no other detachments.



PICKING A FIGHT

Finding an opponent hasn’t changed, just send a message via the 
Facebook Game Arrangement group chat, post on the Facebook page 
or bring a friend along. We do recommend you try find an opponent 
who fight for a different faction, as any break out of civil war will not be 
tolerated by command your faction will not gain any territory! If you do 
find yourself up against an opponent that fights for the same faction 
then one of you could claim allegiances to another faction for that battle. 
Just blame it on chaos meddling, no one will judge you!

MISSION GUIDELINES

This section describes the format Guidelines for the Eternal War 2018 
Chapter Approved mission pack. In this section, you will find the rules 
for pre-game setup, including deployment and scoring.

PLEASE NOTE 

Players are not restricted to using these missions and are encouraged 
to delve into the huge array available across the Warhammer 40,000 
supplements.



STANDARD DEPLOYMENT MAPS
These six standard deployment maps are referenced in the matched play missions in this section. When playing 
matched play missions, you must randomly select one of these deployment maps. To do so, one of the players 
simply rolls a D6 – you then use the deployment map that corresponds to the result.

6. VANGUARD STRIKE

1. SPEARHEAD ASSAULT 2. DAWN OF WAR 3. SEARCH AND DESTROY

4. HAMMER AND ANVIL 5. FRONT-LINE ASSAULT



1. VITAL INTELLIGENCE
Important tactical information must be captured. Several key data-
terminals have been detected, but they have been damaged in the 
fighting and you cannot reliably tell when each will be processing 
the intelligence you need.

THE ARMIES
Each player selects a Battle-forged army to an agreed points limit.

THE BATTLEFIELD
The players first place five objective markers as follows: the first objective marker 
is placed in the centre of the battlefield. Next, four imaginary lines are drawn 
between the centre of the battlefield and each corner of the battlefield: another 
objective marker is placed halfway along each of these lines, until there are five 
objective markers on the battlefield in total. The players then roll off and the winner 
individually numbers the objective markers 1 through 5. 

Once all the objective markers have been placed and numbered, the players then 
create the rest of the battlefield and set up terrain.

DEPLOYMENT
The players roll off and the winner determines which of the standard deployment 
maps is used in the battle (see previous) and picks one of the deployment zones 
for their army. Their opponent uses the other deployment zone. 

The player who did not pick their deployment zone then deploys their entire army 
first. Their opponent then deploys their entire army. A player’s models must be set 
up wholly within their deployment zone.

FIRST TURN
The player who finished setting up their army first chooses who takes the first turn. 
If they decide to take the first turn, their opponent can roll a dice: on a 6 they seize 
the initiative, and they get the first turn instead.

ACCEPTABLE CASUALTIES
The matched play rules for Sudden Death are not in use in this mission.

BATTLE LENGTH
At the end of battle round 5, the player who had the first turn rolls a D6. On a 3+, 
the game continues, otherwise the game is over. At the end of battle round 6, the 
player who had the second turn rolls a D6. This time the game continues on a 
4+, otherwise the game is over. The battle automatically ends at the end of battle 
round 7.

VICTORY CONDITIONS
At the end of the game, the player with the most victory points is the winner. If 
both players have the same, the game is a draw. Victory points are scored for the 
following: 

Capture the Data: At the start of each battle round, the player who had the first 
turn rolls a D6 (this cannot be re-rolled for any reason). On a 6, all objective 
markers are active for that battle round. On any other result, the objective marker 
which corresponds to the number rolled is active for that battle round. At the end 
of the battle round, each player scores a number of victory points equal to the 
number of objective markers they control. Each objective marker is worth 1 victory 
point; active objective markers are worth 2 victory points instead. In this mission, a 
player controls an active objective marker if they have more models within 3” of it 
than their opponent does.

Slay the Warlord: If the enemy Warlord has been slain during the battle, you score 
1 victory point.

First Strike: You score 1 victory point if any units from your opponent’s army were 
destroyed during the first battle round.

Linebreaker: If, at the end of the battle, you have at least one model within the 
enemy’s deployment zone, you score 1 victory point.



2. NARROW THE SEARCH
Orbital scanners are locating a powerful relic. You must secure 
the area while they narrow their scans to its exact location, for it 
is hidden by a disruptive null field. The enemy is hunting it too, 
however, and must be driven away from the final location.

THE ARMIES
Each player selects a Battle-forged army to an agreed points limit.

THE BATTLEFIELD
Create the battlefield and set up terrain. The players then place one objective 
marker in the centre of the battlefield.

DEPLOYMENT
The players roll off and the winner determines which of the standard deployment 
maps is used in the battle (see the Warhammer 40,000 rulebook) and picks one of 
the deployment zones for their army. Their opponent uses the other deployment 
zone. 

The player who did not pick their deployment zone then deploys their entire army 
first. Their opponent then deploys their entire army. A player’s models must be set 
up wholly within their deployment zone.

FIRST TURN
The player who finished setting up their army first chooses who takes the first turn. 
If they decide to take the first turn, their opponent can roll a dice: on a 6, they seize 
the initiative, and they get the first turn instead.

ACCEPTABLE CASUALTIES
The matched play rules for Sudden Death are not in use in this mission.

NULL FIELD
Invulnerable saving throws cannot be made for units that are within 12” of the 
objective marker.

BATTLE LENGTH
At the end of battle round 5, the player who had the first turn rolls a D6. On a 3+, 
the game continues, otherwise the game is over. At the end of battle round 6, the 
player who had the second turn rolls a D6. This time the game continues on a 
4+, otherwise the game is over. The battle automatically ends at the end of battle 
round 7.

VICTORY CONDITIONS
At the end of the game, the player with the most victory points is the winner. If 
both players have the same, the game is a draw. Victory points are scored for the 
following:

Zeroing In: At the end of each battle round, the player who controls the objective 
marker scores 1 victory point. A player controls the objective marker if they have 
more models within the specified distance of it than their opponent does. At the 
end of battle round 1, this distance is 18”, and it shrinks by 3” at the end of each 
battle round, to a minimum of 3”. So the player with the most models within 15” of 
the centre of the objective marker at the end of battle round 2, within 12” at the end 
of battle round 3, and so on, controls the objective marker. 

Slay the Warlord: If the enemy Warlord has been slain during the battle, you score 
1 victory point.

First Strike: You score 1 victory point if any units from your opponent’s army were 
destroyed during the first battle round.

Linebreaker: If, at the end of the battle, you have at least one model within the 
enemy’s deployment zone, you score 1 victory point.



3. CUT OFF THE HEAD
Your commanders were gathering for a crucial tactical meeting 
when battle was joined. Your leaders must survive to preserve the 
information they carry, or else transmit it back to headquarters, 
whilst preventing the enemy commanders from doing so.

THE ARMIES
Each player selects a Battle-forged army to an agreed points limit. Each player then 
allocates 3 Intel Points, as evenly as possible, between the CHARACTERS in their 
army, and notes this down on their army roster. If your army has no CHARACTERS, 1 
Intel Point is instead allocated to your Warlord.

THE BATTLEFIELD
Create the battlefield and set up terrain. The players then place one objective 
marker in the centre of the battlefield.

DEPLOYMENT
The players roll off and the winner determines which of the standard deployment 
maps is used in the battle (see the Warhammer 40,000 rulebook) and picks one of 
the deployment zones for their army. Their opponent uses the other deployment 
zone. The player who did not pick their deployment zone then deploys their entire 
army first. Their opponent then deploys their entire army. A player’s models must 
be set up wholly within their deployment zone.

FIRST TURN
The player who finished setting up their army first chooses who takes the first turn. 
If they decide to take the first turn, their opponent can roll a dice: on a 6, they seize 
the initiative, and they get the first turn instead.

ACCEPTABLE CASUALTIES
The matched play rules for Sudden Death are not in use in this mission.

BATTLE LENGTH
At the end of battle round 5, the player who had the first turn rolls a D6. On a 3+, 
the game continues, otherwise the game is over. At the end of battle round 6, the 
player who had the second turn rolls a D6. This time the game continues on a 
4+, otherwise the game is over. The battle automatically ends at the end of battle 
round 7.

VICTORY CONDITIONS
At the end of the game, the player with the most victory points is the winner. If 
both players have the same, the game is a draw. Victory points are scored for the 
following: 

Crucial Intel: At the end of the third battle round, and at the end of each battle 
round thereafter, each player adds up the number of Intel Points allocated to 
models from their army that are currently on the battlefield, or that are currently 
embarked within a TRANSPORT that is on the battlefield; this is the number of 
victory points that player scores.

Transmit Intel: Starting from the second battle round, a player scores 1 victory 
point if they control the objective marker at the start of their turn. A player controls 
this objective marker if they have more CHARACTERS that have had Intel Points 
allocated to them within 3” of the objective marker than their opponent does 
(other units cannot control objective markers; ignore them when determining who 
controls the objective marker in this mission).

Slay the Warlord: If the enemy Warlord has been slain during the battle, you score 1
victory point.

First Strike: You score 1 victory point if any units from your opponent’s army were 
destroyed during the first battle round. Linebreaker: If, at the end of the battle, you 
have at least one model within the enemy’s deployment zone, you score 1 victory 
point.



4. THE FOUR PILLARS
Strange and ancient alien pillars dominate this battlefield. While these are 
in your possession, their energies can be siphoned off and stored to power 
weapons of unimaginable destruction.

THE ARMIES
Each player selects a Battle-forged army to an agreed points limit.

THE BATTLEFIELD
First the players place four objective markers as follows. Draw imaginary lines from 
the centre of the battlefield towards each corner of the battlefield and place an 
objective marker 15” from the centre of the battlefield along each of these lines. 

Once all the objective markers have been placed, the players then create the rest 
of the battlefield and set up terrain.

DEPLOYMENT
The players roll off and the winner determines which of the standard deployment 
maps is used in the battle (see the Warhammer 40,000 rulebook) and picks one of 
the deployment zones for their army. Their opponent uses the other deployment 
zone.

The player who did not pick their deployment zone then deploys their entire army 
first. Their opponent then deploys their entire army. A player’s models must be set 
up wholly within their deployment zone.

FIRST TURN
The player who finished setting up their army first chooses who takes the first turn. 
If they decide to take the first turn, their opponent can roll a dice: on a 6, they seize 
the initiative, and they get the first turn instead.

ACCEPTABLE CASUALTIES
The matched play rules for Sudden Death are not in use in this mission.

BATTLE LENGTH
At the end of battle round 5, the player who had the first turn rolls a D6. On a 3+, 
the game continues, otherwise the game is over. At the end of battle round 6, the 
player who had the second turn rolls a D6. This time the game continues on a 
4+, otherwise the game is over. The battle automatically ends at the end of battle 
round 7.

VICTORY CONDITIONS
At the end of the game, the player with the most victory points is the winner. If 
both players have the same, the game is a draw. Victory points are scored for the 
following:

Siphon Power: At the end of each battle round, if one player controls more 
objective markers than their opponent, they score 1 victory point. If they control 
all four objective markers, they score 3 victory points instead. A player controls an 
objective marker if they have more models with the Troops Battlefield Role within 
3” of it than their opponent does (other units cannot control objective markers; 
ignore them when determining who controls each objective marker in this mission).

No Prisoners: At the end of each battle round, a player scores 1 victory point if 
more units from their opponent’s army were destroyed during that battle round 
than from their own army.

Slay the Warlord: If the enemy Warlord has been slain during the battle, you score 1
victory point. First Strike: You score 1 victory point if any units from your opponent’s 
army were destroyed during the first battle round.

Linebreaker: If, at the end of the battle, you have at least one model within the 
enemy’s deployment zone, you score 1 victory point.



5. SUPPLIES FROM ABOVE
Valuable supplies are being delivered in slow-fall drop canisters. You must 
secure the landing sites, although these are hard to judge from the ground, so 
your forces must be ready to react and secure them while driving the enemy 
away from these locations.

THE ARMIES
Each player selects a Battle-forged army to an agreed points limit.

THE BATTLEFIELD
Create the battlefield and set up terrain. The players then roll off and, starting with 
the winner, alternate placing objective markers until four have been placed. Each 
objective marker can be placed anywhere on the battlefield, as long as each is 
more than 12” from any other objective marker and more than 6” from the edge of 
the battlefield.

DEPLOYMENT
The players roll off again and the winner determines which of the standard 
deployment maps is used in the battle (see the Warhammer 40,000 rulebook) and 
picks one of the deployment zones for their army. Their opponent uses the other 
deployment zone. 

The player who did not pick their deployment zone then deploys their entire army 
first. Their opponent then deploys their entire army. A player’s models must be set 
up wholly within their deployment zone.

FIRST TURN
The player who finished setting up their army first chooses who takes the first turn. 
If they decide to take the first turn, their opponent can roll a dice: on a 6, they seize 
the initiative, and they get the first turn instead.

DRIFTING ON THE WIND
At the start of each battle round, starting with the player who has the first turn, 
alternate picking objective markers; for each objective marker, each player rolls a 
D6. The player who scores highest can move that objective marker up to 3” (they 
can be moved over models and terrain, but they cannot end the move on top of 
models, and cannot leave the battlefield – if they would, reduce the distance they 
are moved by the minimum amount necessary). If the results are tied, that marker is 
not moved this battle round. The players should then repeat this process for each 
of the other objective markers.

ACCEPTABLE CASUALTIES
The matched play rules for Sudden Death are not in use in this mission.

BATTLE LENGTH
At the end of battle round 5, the player who had the first turn rolls a D6. On a 3+, 
the game continues, otherwise the game is over. At the end of battle round 6, the 
player who had the second turn rolls a D6. This time the game continues on a 
4+, otherwise the game is over. The battle automatically ends at the end of battle 
round 7.

VICTORY CONDITIONS
At the end of the game, the player with the most victory points is the winner. If 
both players have the same, the game is a draw. Victory points are scored for the 
following:

Secure Supplies: Starting from the second battle round, each player scores 
1 victory point for each objective marker they control at the start of their turn. 
A player controls an objective marker if they have more models within 3” of it 
than their opponent does. However, if only one player has models that can FLY 
(excluding those with the Flyer Battlefield Role) within 3” of the objective marker, 
they control it, regardless of the number of nearby enemy models.

Slay the Warlord: If the enemy Warlord has been slain during the battle, you score 1
victory point.

First Strike: You score 1 victory point if any units from your opponent’s army were 
destroyed during the first battle round.

Linebreaker: If, at the end of the battle, you have at least one model within the 
enemy’s deployment zone, you score 1 victory point.



6. BEACHHEAD
You must capture a key point in enemy territory while securing your own borders 
against their attacks. If you seize the enemy’s territory but lose your own, there 
is no advantage gained.

THE ARMIES
Each player selects a Battle-forged army to an agreed points limit.

THE BATTLEFIELD
Create the battlefield and set up terrain. Next, the players place one objective 
marker in the centre of the battlefield.

DEPLOYMENT
The players roll off and the winner determines which of the standard deployment 
maps is used in the battle (see the Warhammer 40,000 rulebook), then picks one 
of the deployment zones for their army and sets up an additional objective marker 
within it. Their opponent uses the other deployment zone, and likewise sets up an 
additional objective marker within it. Neither of these objective markers can be set 
up within 8” of any battlefield edge or within 12” of any other objective marker.

The player who did not pick their deployment zone then deploys their entire army 
first. Their opponent then deploys their entire army. A player’s models must be set 
up wholly within their deployment zone.

FIRST TURN
The player who finished setting up their army first chooses who takes the first turn. 
If they decide to take the first turn, their opponent can roll a dice: on a 6, they seize 
the initiative, and they get the first turn instead.

ACCEPTABLE CASUALTIES
The matched play rules for Sudden Death are not in use in this mission.

BATTLE LENGTH
At the end of battle round 5, the player who had the first turn rolls a D6. On a 3+, 
the game continues, otherwise the game is over. At the end of battle round 6, the 
player who had the second turn rolls a D6. This time the game continues on a 
4+, otherwise the game is over. The battle automatically ends at the end of battle 
round 7.

VICTORY CONDITIONS
At the end of the game, the player with the most victory points is the winner. If 
both players have the same, the game is a draw. Victory points are scored for the 
following: 

Push Them Back: Starting from the second battle round, each player scores a 
number of victory points for each objective marker they control at the start of their 
turn. A player scores 1 victory point if they control the objective marker in their own 
deployment zone, 2 victory points if they control the objective marker in the centre 
of the battlefield, and 3 victory points if they control the objective marker in their 
opponent’s deployment zone. A player controls an objective marker if they have 
more models within 3” of it than their opponent does.

Slay the Warlord: If the enemy Warlord has been slain during the battle, you score 1
victory point.

First Strike: You score 1 victory point if any units from your opponent’s army were 
destroyed during the first battle round.

Linebreaker: If, at the end of the battle, you have at least one model within the 
enemy’s deployment zone, you score 1 victory point.



THE CAMPAIGN MAP RULES

TERRITORY TYPES 

There are three types of territories to fight over, each granting points to the
controlling faction every week.

Standard Territory - 1
Special Objective Territory – 2
Headquarters Territory – 3

Please Note: There will be other ways for factions to gain points throughout 
the campaign. These point opportunities will be put into place when we see 
fit and want to mix things up.

HQ StandardSpecial Objective



THE CAMPAIGN MAP RULES 
CONTINED

GAINING TERRITORY

Upon victory, you will have gained your faction one territory to advance into. 
Each Territory is represented by a single ‘Hex’ on the hex grid map. Upon 
defeat, you do not automatically lose territory, unless a winning faction has
decided to move into one you control. 

You can only claim a territory that is adjacent to another territory that your 
faction is currently holding. You can only claim a faction’s ‘HQ’ territory if you 
are adjacent to it and your opponent is also fighting for that faction.

Example Scenario

The Tyrinids have had 3 victories this week and the T’au have had just the 
one. Even though the Tyrinids will be taking a territory away from the T’au 
that is adjacent to a special objective, the T’au can still claim that territory. 

Please Note: If two separate factions want to move into the same territory 
upon victory, the faction with the least amount of territories held will get 
priority. This will hopefully stop any particular faction from dominating the 
board in the early weeks.

At the end of a match, fill out the battle report card we will provide for every 
match. This will contain each player’s name, their factions, who won and 
what territory the victorious player wishes to move into. We will collect these 
cards at the end of the night.

(End of Week 4) (Start of Week 5)



KARRIK SYSTEM

KARRIK

PHOBOS

PEARL MOON

CAMPAIGN SCORE



Disclaimer
This narrative campaign is not endorsed by Games Workshop Limited. Any and all images, illustrations, and references to the Warhammer 40,000 universe remain © of Games Workshop Ltd 

or the individual artist. Used without permission; all rights reserved to the respective owners.

VICTIS HONOR!
THANK YOU FOR PLAYING!


