	Suicide Squad

	

	Overview (Games Workshop Baltimore GT 2000)

A fierce series of battles have been raging for generations and finally the time has come to make a decisive counter-attack to conquer the planet.

	

	Scenario Special Rules

Suicide Squad uses the Infiltrators and Victory Points special rules from the Warhammer 40,000 rule book.  Some units have their orders to literally destroy the enemy at all costs and will stop at nothing to see the destruction of the enemy.  Choose one infantry squad from your Elite or Troop selections and inform your opponent that they are your suicide squad.  This squad hates the enemy and will always strike the enemy in hand to hand combat on a 3+.  In addition, they will automatically pass any Morale checks they have to take, even in a situation that would normally cause them to automatically fail.  (They will NEVER FALL BACK because they are too much crazed. e.g. they won’t run from an Inferno Cannon, however they CAN be pinned.)  Independent Characters may NOT attach to a suicide squad, as they are just too crazy.

	

	Set-Up

	1
	Each player rolls a D6, the player with the highest score choosing a long table edge for deployment.


	

	2
	Both players roll a D6, the player with the lowest

 score deploying a unit first. Players take turns

 to place units within 12" of their table edge. (Heavy, Troop, Elite, HQ, Fast Attack).  Units that can infiltrate may deploy anywhere on the table, at least 18” from the enemy.  If both players have infiltrators, roll a die to see who sets up first.



	3
	Roll for who gets the first turn.  Highest score may choose whether to go first or second.



	

	Mission Objective

As the special rules dictate, the winner is the player who accumulates the most victory points throughout the course of the game.  Units killed by the suicide squad in hand-to-hand combat are worth double points.  If your suicide squad is entirely wiped out then you receive an additional 100 points.  If you have at least one model in the squad at the end of the game, then your opponent receives an additional 100 points.  They are the suicide squad after all!  
	Game Length 

The game lasts 6 turns, unless otherwise indicated by the event coordinator.

	
	

	
	Line of Retreat

Troops that are forced to fall back do so towards their own table edge.


