	Suicide Mission

	Designed by: Frank McCann & Drew Riggio
Play testers: John Wakelin, Russ Vickery, Preston Hickok, Tim Lanza, Michael Kiser

	Overview (DakkaDakka.com approved mission)
Attacker: You’ve lost many scouts searching for the enemy, but you’ve finally located the entrance to their secret underground base.  It must be destroyed at all costs.  Simply destroying the entrance won’t be sufficient.  A specially designed charge must detonate over the opening to cause a chain reaction that will destroy the instillation.

Defender:  Alert! Alert! Incoming enemies.  We believe our location has been compromised.  Prevent the destruction of this base.

	Scenario Special Rules

Attacker and Defender: Deep Strike, Infiltrators, and Victory points.  Defender: One bunker.  Attacker: One HED (Highly Explosive Device)

	Set-Up

	1
	Both players roll a die.  Winner chooses to be defender or attacker. Defending player picks deployment zone: long board edge 18 inches from the long table edge. Attacker gets opposite board edge 12 inches from the long table edge. Defender also sets up one bunker in his deployment zone at least 6 inches from any board edges.
	

	2
	Before deployment the attacker secretly writes down which Character or Individual has the HED (Highly Explosive Device). As long as the HED is not dropped or passed (see below) to another model, he does not have to reveal which model is carrying it.  Once the HED location is known, use some sort of marker to indicate where it is which model is carrying it.  After the LAST assault phase of the game is over center the LARGE blast marker over the HED or the model carrying it.  Anything touched by the template is hit by a str. 10 AP 1 attack. After this is resolved take break checks as normal.

	3
	The two players each roll a die. Winner decides to deploy a unit first or second. Players alternate placing units one at a time starting with Heavy, Troops, Elite, HQ and finally Fast Attack. Units that infiltrate are deployed after both sides have set up anywhere not within 18 inches of an enemy unit. If both sides have infiltrators, each roll a die, winner places all his infiltrators first then his opponent places their infiltrators. 

	3
	Attacker gets first turn.

	Carrying the Highly Explosive Device

	· If the model carrying the HED is killed or is forced to Fall Back then the HED is dropped and remains on the board (use a marker it indicate its position).  Any model that ends its move in contact with it may pick it up.  

· The model carrying the HED may pass it to another model by moving into base contact.  Neither model may move after they have come into contact until their next turn, and the HED can only be handed off once per turn.

· Any model carrying the HED can opt to drop it.  Simple place a marker to represent the HED in base to base with the model that was carrying it when it ends its movement.

· Note that with the exception of Walkers, vehicles (anything with an armor facing) may not pick up or carry the HED.  Models carrying the HED may board transports, however.  Also note that vehicles may not end their movement on top of the HED (although they may pass over it during movement).

	Mission Objective

The attacker scores a bonus +200 victory points if the defender’s bunker is destroyed and was hit by the HED large blast marker after the last assault phase of the game.   
The defender scores a bonus +200 victory points if his bunker has not been destroyed at the end of the game.

Note that if the bunker is destroyed before turn six leave it on the table.  The attacker must still manage to get the HED to detonate on it to achieve his objective.

	Game Length 

The game lasts 6 turns.

	
	

	
	Line of Retreat

Troops that are forced to fall back will do so towards the long board edge of their deployment zone, using the normal Fall Back rules.


Defender: 18"





Attacker: 12"
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