
 
 

Crucible 6 WH30K Primer Packet 1.0 
 
*Courtesy of the Renegade Open team for allowing us to use their packet. 
 

Where do your loyalties lie? 
Players must declare themselves Loyalist or Traitor at sign up. We will do what we can to accommodate your choice. 

Forces: 
Players will bring a single 2,000 point detachment chosen from the various Horus Heresy Books using the Force 
Organization Chart shown below. A single Lord of War worth up to 450 pts may be taken. If you wish, this choice may be 
a Knight Titan of any type. A single Fortification that does not exceed 100pts may also be taken. Please bring a few extra 
copies of your army list for your opponents. All Warlord Traits will be rolled from an appropriate Heresy Era chart, not 
from the 40k Rulebook. 

Restrictions: 
Allied detachments and Primarchs are NOT allowed. Dark Age Relics, Knightly Heirlooms, the Questoris Knight Crusade 
Army List, Shattered Legions, and the “Primarchs Chosen” Rite of War will NOT be allowed in this event. 

Only Horus Heresy material that released prior to February 28th, 2017 will be allowed in this event. However all rules 
designated as “Experimental” will not be in play, regardless of the release date. 

Format: 
This Swiss format tournament will feature 3 games over the course of the day. A well balanced force will help you 
achieve the scenario objectives and score VPs for your side. Heresy era Tactical Objective decks will be handed out for 
players to use during the games and then awarded to the winning side to keep at the end of the day. 

UNIVERSAL RULES 
Table Set-up 
Scenery will be set up by the event organizers, but players may re-arrange the terrain in any mutually agreed upon 
fashion if they so desire. 

Scoring Units 
As per page 134 of the 40k Main Rulebook, any unit in the force can be a scoring unit, unless: 



- They are already outlined as such in the 40k Rulebook on page 134. 

-  They possess a rule that specifically states they cannot be a scoring unit, such as the Gal Vorbak’s “Damned” special 
rule. 

-  The unit is a Drop Pod, Dreadnaught Drop Pod, Deathstorm Drop Pod, Dreadclaw Drop Pod, Arvus Lighter or Cyclops 
Demolition Unit 

-  The unit is a Rhino which is not within 2” of the unit it originally deployed with. If that unit has been wiped out, then 
the Rhino can no longer score. 

 

Command Benefits 
You may re-roll the result of your Heresy Era Warlord Trait if you so desire. 

Troops choices and units with the Implacable Advance special rule count as having the Objective Secured rule. Please 
note that recent FW updates have given Legion Veteran and Seeker Squads as well as Alpha Legion Headhunter Kill 
Teams and Mor Deythan Strike Squads the Implacable Advance special rule. 

Objective Markers 
Any eligible units that move within 3” of an Objective Marker, or are within 3” of one at the start/ end of a turn will 
claim it. If scoring enemy units are also present within 3” of the Objective Marker it is considered contested until the 
enemy units are no longer within 3” or they are trumped by a unit with the Objective Secured special rule. 

Mysterious Objectives 
Objective Markers will have a random effect that is assigned the  first time they are claimed by a player. Simply roll a 
dice and placing it within the Objective Marker afterwards.  The number rolled will determine its effect for the game 
(BRB). 

Variable Game Length 
All missions will use the Variable Game Length rule. 

Falling Back 
Units that fall back move directly towards their own table edge by the shortest route possible as described in the 
Warhammer 40,000 rulebook (pg. 30). As per the Warhammer 40,000 rulebook (pg 122-123), units that are falling back 
cannot control/deny objectives. Warlords that are falling back at the end of the game are NOT considered slain and do 
not fulfill the requirements of the Slay the Warlord. 

20 Minute Warning 
Once this is announced, NO additional game turns shall be started - no exceptions! If the current game turn has not 
been completed when time has expired, the game will be a afforded a grace period in order to  finish out the current 
game turn and should be reconciled as quickly as possible.  The judges reserve the right to end any game that is taking 
too long to resolve. 

HAVE FUN! 
All players are expected to abide by the Crucible Conduct Policy. Arguments or poor conduct by players will not be 
tolerated. We all enjoy pushing  fictional armored sci-fi  models around a table, blowing stuff  up, and rolling lots of dice. 
Due to the nature of dice however, sometimes things don’t go so well! When that happens and the day takes a turn for 
the worse – take a step back and remember it’s just a game.  This is a friendly, themed, tabletop event set in the fake 
world of fake spacemen whose outcome will be determined by random chance cubes. So have fun! 

  



MISSIONS 
Each game will be played with the following to be played for during each game.  Primary Missions, Crucible Maelstrom, and Tertiary 
Objectives. 
 

Primary Missions (4 pts) 
There will be 4 Primary Mission you can use for the tournament, each one stands for one of the following Primary Mission types.  
Each may be used only once.   

1) A player who accomplishes their primary objective while preventing their opponent from accomplishing theirs, earns four 
(4) points and the other player earns none (0). 

2) Should both Players either succeed or fail at their Primary Mission then each will earn two (2) points for a Draw. 
 

● When using the Primary Mission: Objectives: the Crucible Maelstrom objectives (see the following page) are also treated as End of 
Game Objectives.  The goal is to Control more than your opponent. 

❖ Ties are considered a Loss to the player that chose this mission. 
❖ If both players chose this mission and tie NO ONE earns this mission. 

 
● When using the Primary Mission: Purge the Alien: you and your opponent must track Kill Points (whole units destroyed).  You must 

have more Kill Points than your opponent at the end of the game to win this objective. 
❖ Ties are considered a Loss to the player that chose this mission. 
❖ If both players chose this mission and tie NO ONE earns this mission. 

 
● When using the Primary Mission: Assassination: write down on your mission sheet before Deployment three (3) enemy units that 

are marked for Assassination, you MUST write these down on the SCORE SHEET, mark off all that were destroyed.  The complete 
destruction of these units becomes your Primary Mission. 

❖ Reveal to your opponent before scout and infiltrate moves. 
❖ Failure to kill all three units results in a Loss for the player that chose this mission 
❖ If both players chose this mission and tie, NO ONE earns this mission. 

 
● When Using the Primary Mission: Running Tally, Table Quarters.  Divide the table into four parts that are 24"W x 36"L.  To be 

considered in a Table Quarter the majority of the models in a unit must be COMPLETELY in that table quarter.  Single model units 
must be WHOLLY within a Table Quarter in order to count. 

� Players hold a quarter by having more units than their opponent inside a quarter. 
� Objective secured units count as TWO units for the purposes of this mission. 
� This objective has a running tally scored at the end of each PLAYER TURN for the ACTIVE PLAYER beginning with turn TWO. 
� Players earn one (1) point per quarter they control at the end of their OWN Player Turn. 
� You must have the highest score at the end of the game to win. 
� Ties are considered a Loss to the player that chose this mission. 

  



Crucible Maelstrom (4 pts) 
● Crucible Maelstrom objective markers ARE mysterious objectives. 
● Crucible Maelstrom:  Each player CHOOSES 2 Objectives, at the BEGINNING OF YOUR PLAYER TURN. These are the Crucible 

Maelstrom objectives you will attempt to score at the BEGINNING OF YOUR NEXT TURN.  Remembering to select objectives is your 
responsibility.  If you fail to select Crucible Maelstrom objectives you can NOT score Crucible Maelstrom points on the following 
turn.  Each Crucible Maelstrom Objective is UNIQUE and may only be attempted once per game.  Players may only score their own 
Objectives and are scored at the BEGINNING OF YOUR NEXT TURN.  Any UNSCORED objectives are discarded.  Track the selected 
ones on the Mission Sheet, mark those earned and tally the total on the Mission Score Sheet. 

● One unit cannot control multiple objectives. 
● You cannot score multiple destroy a unit objectives by killing one unit (i.e. selecting #6 and #10 requires you to destroy two separate 

units. 
● Abilities that give additional Victory Points (e.g. Scalpel Squadron or Legendary Fighter, Through Attrition Victory) are added to your 

Crucible Maelstrom total. 
● The player who scores the most Crucible Maelstrom points is awarded four (4) points.  If a tie occurs then each player is awarded 

two (2) points.  A Loss is Zero (0) points. 
 

The choices are as follows: 
❖ 1)  Control either Objective #1. 
❖ 2)  Control either Objective #2. 
❖ 3)  Control either Objective #3. 
❖ 4)  Have more units outside of 12" from your own board edge than opponent does from theirs. 
❖ 5)  Completely Destroy 1 enemy unit. 
❖ 6)  Completely Destroy 1 enemy unit. 
❖ 7)  Completely Destroy 1 enemy unit. 
❖ 8)  Have at least 1 unit wholly within 6" radius of center of the table with no enemy units. 
❖ 9)  Control more Maelstrom Objective Markers than opponent. 
❖ 10) Destroy Nominated unit this turn, reveal target when this Maelstrom is selected. 
❖ 11) Have at least 3 of your own units wholly within 12" of your table edge and NO enemy units. 
❖ 12) Have at least 1 unit wholly within 12" of opponent's table.  
❖  PUSH THEM BACK! - Choose 2 of your "Control Either Objective" Crucible Maelstroms, Sacrifice them to gain an attempt at 

a new one: PUSH THEM BACK! - Control ANY 3 Crucible Maelstrom Objective Markers and gain 3 points instead of 1.  Taking 
this Consumes BOTH of your choices for this round. 

❖ SLAY THEM ALL! - Choose 2 of your "Completely Destroy 1 enemy unit" Crucible Maelstroms, Sacrifice them to gain an 
attempt at a new one: SLAY THEM ALL! - Completely Destroy 3 enemy units to gain 3 points instead of 1.  Taking this 
Consumes BOTH of your choices for this round. 
 

● OBJECTIVE MARKERS must be placed more than 6 inches from any table edge and more than 12 inches from any other Objective 
Markers and ARE DEPLOYED FACE DOWN. 

▪ You will deploy a marker in your own deployment zone. 
▪ Deploy a marker in "No Man's Land" in between the Deployment Zones. 
▪ The last marker in your opponent's Deployment Zone. 

 
  



 

Tertiary Objectives (1 pt Each) 
● Solo-Blood: BOTH PLAYERS MAY EARN THIS OBJECTIVE.  To score this you must kill at least a whole enemy unit similar to scoring a 

kill point WITHOUT giving one up in the same GAME TURN. 
❖ Example: An Imperial Guard (IG) army kills a whole enemy unit on Top of Game Turn 1, but the opposing Dark Eldar army 

does NOT kill a whole enemy unit on Bottom of Game Turn 1.  IG earns this point at this time.  But later in the same game 
on Game Turn 4 the IG player makes no whole enemy unit kills on Top of Game Turn 4 but DE player does make a whole 
enemy unit kill on Bottom of Game Turn 4.  Now the DE player has earned Solo-Blood as well and both players have earned 
this objective for the game. 

 
● Line Breaker (See WH40kRB pg. 133) 

 
● Slay the Warlord (See WH40kRB pg. 133) 

 
  



Pre-Game Setup 
All Scenarios will start with Pre-Game functions listed here. 

1. Exchange army lists and go over them together (It is highly recommended to ask questions now as opposed to during the game in 
order to save time). 
 

2. Discuss Terrain Effects for your game using the reference on pg. 108 WH40kRB. 
a. For the ease of tournament play, any piece of terrain that has a footprint should provide non-vehicles/non-

monstrous creatures, a cover save while in the footprint at a minimum. 
 

3. Terrain will be fixed at the event.  There will be 8+ pieces of terrain for the event with at least one line of site blocking terrain in the 
midfield.  
● Placement of any fortification must be placed in your deployment zone 4 inches from a piece of terrain. If it cannot be placed. 

You may move the terrain with the following restrictions:  
❖ Terrain may only be moved 4 inches 
❖ Must be more than 6 inches from any table edge. 
❖ Must be more than 5 inches from another piece of terrain. 
❖ If a piece could not be placed players may "bump" terrain to mutual satisfaction in order to place the missing piece. 

 
4. Pick Primary Missions, Revealing the token to your opponent after selecting, and write it down on the mission and score sheet. 

❖ Please Reveal your choice at the same time. 
❖ Place the tokens at the edge of the table, they will be picked up by the judges and may not be reselected for use in further 

missions in this set of 3 rounds of the tournament. 
 

5. Roll for Table Side Selection. 

6. Place Crucible Maelstrom Objectives FACE DOWN. 

7. Roll for Pre-Game Abilities in the order of Warlord Traits, Psychic Powers, and then codex specific rolls. 

8. Roll for Night Fighting Rules. 

9. Roll for First Turn.  The player winning may elect to go first or second.  The player going first deploys their army first. 
 

10. Deploy Armies. 

11. Reveal Primary Mission: Assassination targets, if any. 

12. Flip Over Crucible Maelstrom Objective Markers. 

13. Deploy Infiltrators. 

14. Scouts Redeploy. 

15. Seize the Initiative. 

16. Begin Turn 1 and HAVE FUN, (Please use random game length per BRB)!!  



Mission 1 
 
Deployment:  Vanguard (pg. 131 WH40kRB) 

 
 
Warlord Trait:________________________________________________________________________ 
 
 
Psychic Powers:_______________________________________________________________________ 
 
____________________________________________________________________________________ 
 
____________________________________________________________________________________ 
 
 
Primary Objective: Player Selected:.  (4pts) 
 
____________________________________________________________________________________ 
 
Secondary Objective: Crucible Maelstrom:  At the end of each PLAYER TURN select 2 UNCHOSEN 
(4pts)  Crucible Maelstrom Objectives to score at the begging of YOUR NEXT PLAYER TURN. 
 
Turn 1 _      Turn 4    _  
 
Turn 2 _      Turn 5    _  
 
Turn 3 _      Turn 6    _  
 

1) Control either Objective #1. 7) Completely Destroy 1 enemy unit. 

2) Control either Objective #2. 8) Have at least 1 unit wholly within 6" radius of center of the 
table with no enemy units. 

3) Control either Objective #3. 9) Destroy Nominated unit this turn, reveal target when this 
Maelstrom is selected 

4)  Have more units outside of 12" from your own board edge 
than opponent does from theirs. 

10) Destroy Nominated unit this turn, reveal target when this 
Maelstrom is selected. 

5) Completely Destroy 1 enemy unit. 11) Have at least 3 of your own units wholly within 12" of your 
table edge and NO enemy units. 

6) Completely Destroy 1 enemy unit. 12) Have at least 1 unit wholly within 12" of opponent's table. 

 
 
Tertiary Objectives: (1 point is awarded for accomplishing each of these) Solo-Blood (pg 5 Crucible 
1pt ea.  Packet), Slay the Warlord (pg. 133 WH40kRB), Line Breaker (pg. 133 WH40kRB) 
  



 

Mission 2 
 
Deployment:  Hammer & Anvil (pg. 131 WH40kRB) 

 
 
 
Warlord Trait:________________________________________________________________________ 
 
 
Psychic Powers:_______________________________________________________________________ 
 
____________________________________________________________________________________ 
 
____________________________________________________________________________________ 
 
 
Primary Objective: Player Selected:.  (4pts) 
 
____________________________________________________________________________________ 
 
Secondary Objective: Crucible Maelstrom:  At the end of each PLAYER TURN select 2 UNCHOSEN 
(4pts)  Crucible Maelstrom Objectives to score at the begging of YOUR NEXT PLAYER TURN. 
 
Turn 1 _      Turn 4    _  
 
Turn 2 _      Turn 5    _  
 
Turn 3 _      Turn 6    _  
 

1) Control either Objective #1. 7) Completely Destroy 1 enemy unit. 

2) Control either Objective #2. 8) Have at least 1 unit wholly within 6" radius of center of the 
table with no enemy units. 

3) Control either Objective #3. 9) Destroy Nominated unit this turn, reveal target when this 
Maelstrom is selected 

4)  Have more units outside of 12" from your own board edge 
than opponent does from theirs. 

10) Destroy Nominated unit this turn, reveal target when this 
Maelstrom is selected. 

5) Completely Destroy 1 enemy unit. 11) Have at least 3 of your own units wholly within 12" of your 
table edge and NO enemy units. 

6) Completely Destroy 1 enemy unit. 12) Have at least 1 unit wholly within 12" of opponent's table. 

 
Tertiary Objectives: (1 point is awarded for accomplishing each of these) Solo-Blood (pg 5 Crucible 
1pt ea.  Packet), Slay the Warlord (pg. 133 WH40kRB), Line Breaker (pg. 133 WH40kRB) 
  



 

Mission 3 
 
Deployment:  Dawn of War (pg. 131 WH40kRB) 

 
 
 
Warlord Trait:________________________________________________________________________ 
 
 
Psychic Powers:_______________________________________________________________________ 
 
____________________________________________________________________________________ 
 
____________________________________________________________________________________ 
 
 
Primary Objective: Player Selected:.  (4pts) 
 
____________________________________________________________________________________ 
 
Secondary Objective: Crucible Maelstrom:  At the end of each PLAYER TURN select 2 UNCHOSEN 
(4pts)  Crucible Maelstrom Objectives to score at the begging of YOUR NEXT PLAYER TURN. 
 
Turn 1 _      Turn 4    _  
 
Turn 2 _      Turn 5    _  
 
Turn 3 _      Turn 6    _  
 

1) Control either Objective #1. 7) Completely Destroy 1 enemy unit. 

2) Control either Objective #2. 8) Have at least 1 unit wholly within 6" radius of center of the 
table with no enemy units. 

3) Control either Objective #3. 9) Destroy Nominated unit this turn, reveal target when this 
Maelstrom is selected 

4)  Have more units outside of 12" from your own board edge 
than opponent does from theirs. 

10) Destroy Nominated unit this turn, reveal target when this 
Maelstrom is selected. 

5) Completely Destroy 1 enemy unit. 11) Have at least 3 of your own units wholly within 12" of your 
table edge and NO enemy units. 

6) Completely Destroy 1 enemy unit. 12) Have at least 1 unit wholly within 12" of opponent's table. 

 
Tertiary Objectives: (1 point is awarded for accomplishing each of these) Solo-Blood (pg 5 Crucible 
1pt ea.  Packet), Slay the Warlord (pg. 133 WH40kRB), Line Breaker (pg. 133 WH40kRB) 



  
ROUND 3 SCORE SHEET 

Your Name_____________________________________    Table #______________ 

Opponent______________________________________ 

Winner______________________________ 

Earn raffle tickets throughout your games by completing any of the following:   Success  

Completely destroyed a Massive Fortification.   Y N 

Taking over an enemy Emplaced Gun and kill something.   Y N 

Getting your entire remaining army into Line breaker position at the end of the game.   Y N 

Have your Warlord kill themselves (Template Scatter, Mind Shackle Scarabs work as well).   Y N 

Ending the game with more models on the table than you started with.   Y N 

Slaying the enemy Warlord on Overwatch. Y N 

 

Circle Earned Objectives with "Y" 

Primary Mission(4pts)         Winner?  Y N  
 
 
 
Crucible Maelstrom Objectives(4pts)  versus                   Winner? Y N 
 
 SB WL LB 
 Solo-Blood(1pt) Slay the Warlord(1pt) Line Breaker(1pt) 
 
 

Mission Points Total    
 
 
 
Opponent's Signature          

(Receive this signature prior to filling out the sportsmanship section) 
 
 
 
 
 
Sportsmanship (circle 1 for each) 
Would you willingly play them again for fun? Y N 
Were all rules questions handled amicably? Y N 
Was your Opponent a Jackass? Y N 
Were all actions clearly communicated? Y N 
Did you complete your game(Tabled, A Die Roll, or finished Turn 7)? Y N 

  



 

ROUND 2 SCORE SHEET 

Your Name_____________________________________    Table #______________ 

Opponent______________________________________ 

Winner______________________________ 

Earn raffle tickets throughout your games by completing any of the following:   Success  

Completely destroyed a Massive Fortification.   Y N 

Taking over an enemy Emplaced Gun and kill something.   Y N 

Getting your entire remaining army into Line breaker position at the end of the game.   Y N 

Have your Warlord kill themselves (Template Scatter, Mind Shackle Scarabs work as well).   Y N 

Ending the game with more models on the table than you started with.   Y N 

Slaying the enemy Warlord on Overwatch. Y N 

 

Circle Earned Objectives with "Y" 

Primary Mission(4pts)         Winner?  Y N  
 
 
 
Crucible Maelstrom Objectives(4pts)  versus                   Winner? Y N 
 
 SB WL LB 
 Solo-Blood(1pt) Slay the Warlord(1pt) Line Breaker(1pt) 
 
 

Mission Points Total    
 
 
 
Opponent's Signature          

(Receive this signature prior to filling out the sportsmanship section) 
 
 
 
 
 
Sportsmanship (circle 1 for each) 
Would you willingly play them again for fun? Y N 
Was your Opponent a Jackass? Y N 
Were all rules questions handled amicably? Y N 
Were all actions clearly communicated? Y N 
Did you complete your game(Tabled, A Die Roll, or finished Turn 7)? Y N 

  



 

ROUND 1 SCORE SHEET 

Your Name_____________________________________    Table #______________ 

Opponent______________________________________ 

Winner______________________________ 

Earn raffle tickets throughout your games by completing any of the following:   Success  

Completely destroyed a Massive Fortification.   Y N 

Taking over an enemy Emplaced Gun and kill something.   Y N 

Getting your entire remaining army into Line breaker position at the end of the game.   Y N 

Have your Warlord kill themselves (Template Scatter, Mind Shackle Scarabs work as well).   Y N 

Ending the game with more models on the table than you started with.   Y N 

Slaying the enemy Warlord on Overwatch. Y N 

 

Circle Earned Objectives with "Y" 

Primary Mission(4pts)         Winner?  Y N  
 
 
 
Crucible Maelstrom Objectives(4pts)  versus                   Winner? Y N 
 
 SB WL LB 
 Solo-Blood(1pt) Slay the Warlord(1pt) Line Breaker(1pt) 
 
 

Mission Points Total    
 
 
 
Opponent's Signature          

(Receive this signature prior to filling out the sportsmanship section) 
 
 
 
 
 
Sportsmanship (circle 1 for each) 
Would you willingly play them again for fun? Y N 
Were all rules questions handled amicably? Y N 
Were all actions clearly communicated? Y N 
Was you Opponent a Jackass? Y N 
Did you complete your game(Tabled, A Die Roll, or finished Turn 7)? 


