

a battle missions campaign 
scenario 1 vanguard 

850 pts of Chaos Marines takes the place of the Space Marines and 1850 pts of an Imperial force is the enemy
victory bonuses: 200 extra pts in the next battle

scenario 2 fighting withdrawal
1850 pts per side
the loser of the last mission takes the place of the Tau and the winner of the last is the enemy

victory bonuses:  the winner gets 150 extra pts in the next mission in addition the winner may choose to play the feigned retreat scenario before scenario before senerio 3
(optinal scenario feigned retreat 
1850 pts per side
the winner of the last scenario takes the place of  the Dark Eldar and the loser is the enemy

victory bonuses:  the winner gets to use allies from the apocalypse allies chart for the rest of  the campaign)
scenario 3 prepared assault
2000 pts per side
the winner of the last mission takes the place of the Igaurd and the loser is the enemy 

victory bonuses:  150 extra pts in the next mission
scenario 4 implacable advance

2000 pts per side 
the winner of the last mission takes the place of the Necrons and the loser is the enemy

scenario 5 black crusade (the scenario is played for 7 turns instead of having a random game leanth)
3000 pts per side plus 100 extra points for each battle you won

the winner of the last battle takes the place of the Chaos Marines and the loser is the enemy
victory bonuses:  the winner of the of this mission has won the campaign 

campaign special rules
settling draws: if a draw occurs use victory points to decide the victor

veteran abilities: use the rules in the 40k hard cover rulebook with the following exceptions: 
· all units (except vehicles and characters) with veteran abilities will be carried over to the next mission in the condition they are in. (ie. If a unit of 30 Ork Boyz lost 15 Boyz and were then given a veteran ability the next game they would be 15 strong and have whatever veteran abilities they were given. Then during that game they lost 5 Boyz they would be 10 strong in the next game ext.)

·  if a vehicle or character is given a veteran ability they are full strength the next game. (ie. a character would have all his wounds back and a vehicle will not have any damage results at the beginning of the next game)

· if a unit with veteran abilities is destroyed in any way (ie. deep strike mishap, fleeing off the table or being wiped out it loses all of its veteran abilities and will not be carried over to any more games

· a unit with veteran abilities can not lose them in any way but being destroyed
· unique character can not gain veteran abilities except those bought as an upgrade to a unit
