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ABILITIES
-
Weapon Name Range Attack Dice Hit Value Damage Weapon Rules
Heavy Bolt Pistol (1AP) 5 4 3+ 3/5 Pistol
Astartes Chainsword (1AP) 1 5 3+ 3/5 -

DEFENCE SV WOUNDS
3 4+ 16

APL MOVE
2 3ASSAULT 

INTERCESSOR

4

ABILITIES
Fly: While making a Move action, this operative can move into a hex that contains another 
operative or into a blocked hex, but must end its move in an empty hex.
Weapon Name Range Attack Dice Hit Value Damage Weapon Rules
Shuriken Pistol (1AP) 5 3 3+ 3/6 Pistol
Harlequin’s Blade (1AP) 1 5 3+ 2/5 -

DEFENCE SV WOUNDS
3 3+ 8

APL MOVE
2 4HARLEQUIN

WITH SHURIKEN PISTOL AND 
HARLEQUIN’S BLADE

1

ABILITIES
-
Weapon Name Range Attack Dice Hit Value Damage Weapon Rules
Slugga (1AP) 5 4 5+ 3/5 Pistol
Power Klaw (1AP) 1 4 3+ 8/10 -

DEFENCE SV WOUNDS
2 5+ 20

APL MOVE
2 3NOB

WITH SLUGGA AND 
POWER KLAW

1

1

5

2
3

4

6

GETTING STARTED
If you have not already done so, punch the counters and 
tokens from the punchboard and assemble the miniatures in 
this set. Instructions for doing so are found on pages 16-19.

Now you’ll need an opponent. If you are playing a one-off 
mission or the first mission in a campaign (see pages 10-11), 
decide which player will use which fireteam. Each player takes 
the miniatures from the game box (called operatives in these 
rules), the datacards and the stratagem card for their fireteam. 
The datacards and stratagem card for Assault Intercessor 
Squad Gideon have the symbol, and the datacards and 
stratagem card for the Deathless Destroyers have the  
symbol. The operatives in your fireteam are called friendly 
operatives and other operatives are called enemy operatives. 

The front of each stratagem card shows the strategic ploys 
that fireteam can use (pg 6). The reverse of each stratagem 
card shows the fireteam’s composition; it presents all of the 
operatives that make up that fireteam, and which datacard to 
use for each. 

Once you have chosen your fireteams, you must choose which 
mission you will play. If this is your first game, find the mission 
card for the Dual Strike mission. Otherwise, choose a mission 
both players want to use. If you cannot agree, shuffle the 
mission cards face down and draw one to determine which 
mission you will use.

OBJECT OF THE GAME
The object of Warhammer 40,000: Fireteam is to use your fireteam’s unique operatives, weapons and stratagems to achieve your 
mission and defeat an enemy fireteam. How you win each mission is described in the victory conditions on the mission card.

INTRODUCTION
Warhammer 40,000: Fireteam puts you and your opponent in command of their own unit of deadly warriors, tasked to 
complete perilous missions in the most dangerous, war-torn environments in the galaxy. Victory will go to the commander 
whose strategy takes advantage of their surroundings, as well as their fireteam’s unique and lethal skills. You can play a 
one-off mission, which takes 45 minutes, or a campaign, where you play a series of linked missions.

DATACARD KEY

Extra Fireteams
In addition to the two fireteams in this game, there are others 
available to play with; Gitkrusha’s Bad Ladz, the Flickering 
Blade, the 55th Kappic Eagles and Stealth Team Quickstrike. 
Datacards and a stratagem card for each of these fireteams are 
included in this game. Which models are in the fireteam, and 
how they are armed, can be found on that fireteam’s stratagem 
card. Miniatures for these fireteams are sold separately.

1.  The operative the datacard represents. A single 
datacard can represent multiple identical operatives, 
such as Assault Intercessors.

2.  The operative’s characteristics. Beneath each 
characteristic is the value for that characteristic.

3. A photo of one of the operative’s miniatures.
4. If the operative has any abilities, they are listed here.
5.  An operative’s weapons are listed here. Each row is a 

separate weapon that operative is armed with. 
6. How many of this operative the fireteam includes.
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Shas’vre Quickstrike

STEALTH TEAM QUICKSTRIKE 

Firet
eam C

ompo
sitio

n

MV7 Marker Drone

XV25 Stealth Battlesuit Shas’ui

DEFENCE SV WOUNDS

3
5+

10

APL
MOVE

3
2

TEMPESTUS SCION

WITH HOT-SHOT LASGUN

ABILITIES

-
Weapon Name

Range Attack D
ice Hit Value Damage Weapon Rules

Tempestus Dagger (1AP)
1

3
4+

2/4
-

Hot-shot Lasgun (1AP)
8

4
3+

2/6
Rapid Fire

2
ABILITIES

Basic Combat Protocols: This operative cannot make the same action twice during their 

activation. This does not prevent them from making that action in later activations.

Weapon Name
Range Attack Dice Hit Value Damage Weapon Rules

Gauss Flayer (1AP)
10 4 3+ 3/5 -

Gauss Flayer Blade (1AP) 1 4 3+ 3/5 -

DEFENCE SV WOUNDS

3 5+ 8

APL MOVE

2 2

NECRON WARRIOR
WITH GAUSS FLAYER

5
ABILITIES
Inspiring Commander: After this operative activates for the fi rst time in a turning point, pick a 
friendly operative that has not activated. The fi rst time that operative activates in this turning 
point, add 1 to that operative’s APL for that activation.
Weapon Name Range Attack Dice Hit Value Damage Weapon Rules
Plasma Pistol (1AP) 5 4 3+ 4/6 Pistol, Overcharge
Astartes Chainsword (1AP) 1 5 3+ 3/5 -

DEFENCE SV WOUNDS
3 4+ 16

APL MOVE
2 3SERGEANT

GIDEON

1

THE DEATHLESS DESTROYERS 
Fireteam 

Compositi
on

Necron Warrior with Gauss Flayer

Necron Warrior with Gauss Reaper

Canoptek Scarab Swarm

In the end phase, you control three or 
more objectives.

OR

In the end phase, enemy operatives with 
a combined Wounds characteristic total of 

24 have been taken down.

Victory Points: 2

CONTROL THE BATTLEFIELD
Target of Opportunity

In the end phase, you control one or more objectives.

OR

In the end phase, enemy operatives with a combined Wounds characteristic total of 12 or more were taken down during this turning point.

Victory Points: 1

TAKE THE HIGH GROUNDTarget of Opportunity

ASSAULT INTERCESSOR SQUAD GIDEON 
Fireteam Composition

Sergeant Gideon

Assault Intercessor

The strike team has been outfi tted with 

an enhanced charger pack that can 

be added to any melee weapon. This 

provides a bigger punch, but at the risk 

of overheating.

When you gain this Battle Honour, 

pick one friendly operative. Give that 

operative a ploy token to remind you. 

That operative’s weapon with a Range 

characteristic of 1 has the Overcharge rule.

MK V ‘MORTUS’ 
POWER PACK
Battle Hono

ur

These Necron Warriors have badly 
damaged synapse connections, leading 
to occasional spasms in these otherwise 

reliable soldiers.

Roll one dice each time a Necron Warrior 
activates during this special operation. 

On a roll of 1, subtract 1 from that Necron 
Warrior’s Move characteristic and 1 from 

their weapons’ Attack Dice characteristics, 
to a minimum of 1, for the duration of 

that turn.

FIRST SPECIAL OPERATION
Special Operation

A medal that celebrates outstanding aim, this silver encased bullet makes the Space Marine recognisable as an incredible sniper.

Add 1 to the Damage characteristics of Sergeant Gideon’s Plasma Pistol.

MARKSMAN’S HONOURBattle Honour

Combat boosters are employed by many 
specialist forces, even if the delivery 

system is a plump, fungus-fi lled squig, or 
a series of data-imperatives driven through 

the neuro-recepts of android warriors.

Play this card after placing a friendly 
operative on the battlefi eld during set-up. 
Give that operative a ploy token to remind 

you. That operative has +1 APL for the 
fi rst turning point (so APL 1 becomes APL 

2 and so on). 

Return this card to the deck at the end of 
a mission in which it is used.

COMBAT BOOSTER
Special Issue Wargear

From esoteric alien rangefi nders to advanced technology which aims on the user’s behalf, the humble scope has many forms on the battlefi elds of the 41st Millennium.

Play this card after placing an operative on the battlefi eld during set-up. Give that operative a ploy token to remind you. Add 1 to the Range characteristic of weapons that operative is armed with that have a Range characteristic of 2 or greater for this mission.
Return this card to the deck at the end of a mission in which it is used.

SIGHTED SCOPESpecial Issue Wargear

!!

!

!

!

MISSION RULES
Operatives within 1 hex of an objective their player controls 

that is not powered can make the following action:

Power Up (1AP): Place a mission token next to an objective 

that is within 1 hex of the operative making this action – that 

objective is now powered. Friendly operatives within 1 hex of a 

powered objective you control have their Defence characteristic 

increased by 1. Discard all mission tokens from the killzone in 

each end phase.

SCORING RULES
At the end of each fi refi ght phase, players score 1 VP for 

each objective they control and an additional 1 VP for each 

powered objective they control.

VICTORY
The mission ends after 3 turning points. When the mission 

ends, the player with the most VPs wins. If the players have the 

same number of VPs, the result is a draw.

POWER UP
A series 

of shield
 generato

rs offer 
protectio

n in this
 area, if

 you can 

live long
 enough t

o get the
m working

.

!

!

!

!

!

!

MISSION RULES
Operatives within 1 hex of an objective their player 
controls that does not have a mission token can make the 
following action:

Loot (1AP): Place a mission token next to an objective that 
is within 1 hex of the operative making this action. Discard all 
mission tokens from the killzone in each end phase.

SCORING RULES
When a mission token is placed on an objective by an 
operative from your fi reteam, you score 1 VP.

VICTORY
The mission ends after 3 turning points. When the mission 
ends, the player with the most VPs wins. If the players have the 
same number of VPs, the result is a draw.

LOOT AND SALVAGE
The killzone is littered with valuable archeotech. You must get to it 

first and claim as much as you can.

1

1 3
2

4
6

2 7
5

3 8

CONTENTS

Assault Intercessor Squad Gideon

The Deathless Destroyers

6 stratagem cards 10 special issue wargear 
cards

This rulebook

12 targets of opportunity 
cards

12 mission cards 22 datacards

18 special operations 
cards

1 double-sided killzone board

14 dice

1 initiative token 6 double-
sided objective 
control tokens

32 double-sided 
wound counters

10 victory point 
counters

1 turning 
point token

1 turn tracker card

6 double-sided 
objective tokens

1 double-sided 
turn token

16 activation 
tokens

10 double-sided 
mission tokens

4 double-sided 
ploy tokens
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FIGHTING A MISSION
The following rules tell you, step-by-step, how to play through a mission. 

SET-UP
First set up the killzone as shown on the mission card you 
are using:
•  Place the killzone board with the side pictured on the 

mission card face-up. The board should be placed so the 
long edges are facing the players. The board is referred to 
as the killzone in these rules.

•  Place any objective tokens in specific hexes as shown on 
the mission map.

•  Place your datacards and stratagem card face-up on the 
playing surface, where you can easily reference them. 

•  Place the turn tracker card next to the board. Place the 
turning point token on the space marked 1 on the top part 
of the card. Place the turn token next to the card.

•  Place the remaining tokens and the dice to one side of the 
board, within easy reach of both players.

• The players roll off (see opposite).
 ○  Beginning with the winner, both players generate three 
targets of opportunity each (see opposite). 

 ○  The winner then places one of their operatives in one 
of the starting hexes shown on the mission map. All 
starting hexes that share a colour and icon with that 
hex are that player’s territory. All the starting hexes with 
the other colour and icon are the other player’s territory.

 ○  The other player then places one of their operatives in 
one of the hexes in their territory.

 ○  The players take it in turns placing an operative in their 
own territory until all of the operatives in both  
fireteams have been placed. An operative cannot be 
placed in a hex that contains another operative.

 ○  If one player runs out of operatives to place, the other 
player continues to place their operatives until they 
have no more operatives to place.

But My Card Says..!
Some cards, such as mission cards, datacards 
and stratagem cards, have rules that 
contradict some of the rules in this book. 
When this is the case, follow the rules on 
that card.
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Mission Card Key
On each mission card there is a map which is divided into a series of coloured hexes. Each colour is explained below.

  :  These hexes are the players’ territories. One player 
uses the grey hexes and the other player uses the blue 
hexes, as explained opposite.

:  Hexes with a red border are blocked hexes. These 
hexes cannot be moved into (pg 7) or seen 
through (pg 8).

:  Hexes with a dashed white border are cover hexes. 
Operatives can take cover in these hexes to reduce 
the damage they suffer from enemy attacks (pg 9).

 !  :  These hexes are where objective tokens are placed. 
These are vital points on the killzone that the 
fireteams are fighting over. Their rules are explained 
on the mission card.

Re-rolls
When a rule allows you to re-roll, it means that you can 
pick up the dice you just rolled and roll them again. If 
the roll you are making uses more than one dice, re-roll 
all of those dice unless the rule says otherwise. You 
cannot re-roll a dice more than once, except in a roll-off.

Targets of Opportunity
To generate targets of opportunity, the player 
who won the roll-off takes the twelve targets of 
opportunity cards, shuffles them face down and 
deals three cards to each player. These cards are 
kept from the other player and are referred to as 
that player’s ‘hand’. The remaining cards are placed 
in a face-down stack next to the killzone within 
reach of both players – these cards are called the 
targets of opportunity deck. 

The player that won the roll-off can choose to 
discard one or more of the cards from their hand, 
face up, and then draw the same amount of cards 
from the top of the targets of opportunity deck. 
After they have done so, the other player can 
choose to do the same. 

Once both players have done this once, take all of 
the face up targets of opportunity cards and place 
them face up next to the targets of opportunity 
deck in a pile – this is called the targets of 
opportunity discard pile.

Roll-off
When a rule tells you to roll-off, each player rolls 1 dice. 
Whoever rolls the highest score wins. If the scores are 
drawn, re-roll the dice (see right) and keep doing so 
until one player wins.

!!

!

!

!

MISSION RULES
Operatives within 1 hex of an objective their player controls 
that is not powered can make the following action:

Power Up (1AP): Place a mission token next to an objective 
that is within 1 hex of the operative making this action – that 
objective is now powered. Friendly operatives within 1 hex of a 
powered objective you control have their Defence characteristic 
increased by 1. Discard all mission tokens from the killzone in 
each end phase.

SCORING RULES
At the end of each fi refi ght phase, players score 1 VP for 
each objective they control and an additional 1 VP for each 
powered objective they control.

VICTORY
The mission ends after 3 turning points. When the mission 
ends, the player with the most VPs wins. If the players have the 
same number of VPs, the result is a draw.

POWER UP
A series of shield generators offer protection in this area, if you can 

live long enough to get them working.

5 < 
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TURNING POINTS
A mission is played over three turning points. Each turning 
point is a series of phases, played through in the order 
shown below. 

• Initiative Phase
• Strategy Phase
• Firefight Phase
• End Phase

After the end phase, the turning point ends, and a new 
turning point begins. After the third turning point ends, 
the mission is over and a victor is determined. The victory 
conditions for a mission are listed on the mission card. Some 
missions end immediately when a victory condition is met – 
this will be explained on the mission card.

INITIATIVE PHASE
In the initiative phase, the players ready their fireteams and 
determine who has the initiative for the turning point. 

Determine Initiative
Both players roll off. The winner is said to have the initiative 
– they take the initiative token. If the result of the roll-off is a 
tie, and one player already has the initiative token, the player 
who does not have the initiative token is the winner and takes 
the token.

STRATEGY PHASE
In the strategy phase, the players reveal targets of opportunity 
and enact powerful strategic ploys. Each strategy phase has 
two steps, played through in the order shown below. 

• Reveal Targets
• Play Strategic Ploys

Reveal Targets
The player that has the initiative can reveal one of their 
targets of opportunity cards by taking it from their hand and 
placing it face up in front of them. That targets of opportunity 
card is now ‘active’. 

After that, the other player can now reveal one of their targets 
of opportunity cards in the same way.

Targets of opportunity remain active until a player completes 
them, as explained to the right.

Play Strategic Ploys
The player that has the initiative must now choose one 
strategic ploy from those on their fireteam’s stratagem card, 
and follow the rules for that strategic ploy. Strategic ploys 
represent the unique abilities and powers available to the 
different fireteams. 

After they have used a strategic ploy, their opponent chooses 
one strategic ploy from their fireteam’s stratagem card and 
uses it. 

Completing Targets of Opportunity
When the condition on an active target of opportunity 
card is met by the player who placed it face up, it is 
completed. That player places the completed target 
of opportunity card to one side along with any other 
target of opportunity cards that they have completed. 
This pile is called that player’s completed pile. Target 
of opportunity cards in a player’s completed pile will 
be added to a player’s victory point total at the end of 
the mission to determine who has won (pg 9).

Victory Points (VPs)
During most missions, players will score victory points 
(VPs), and the player with the most VPs will be the 
winner. When a player scores a VP, they add one to the 
total recorded by their VP counters. VP counters are 
marked 1, 3, 5 and 10, allowing players to keep track 
of their VP total at any time. The combined value of all 
their VP counters is the total VPs a player has scored 
in a mission. VP counters are kept face up where your 
opponent can see them, and a player’s VP total can be 
checked at any time. 

6> 



ABILITIES
Inspiring Commander: After this operative activates for the fi rst time in a turning point, pick a 
friendly operative that has not activated. The fi rst time that operative activates in this turning 
point, add 1 to that operative’s APL for that activation.
Weapon Name Range Attack Dice Hit Value Damage Weapon Rules
Plasma Pistol (1AP) 5 4 3+ 4/6 Pistol, Overcharge
Astartes Chainsword (1AP) 1 5 3+ 3/5 -

DEFENCE SV WOUNDS
3 4+ 16

APL MOVE
2 3SERGEANT

GIDEON

1

1

FIREFIGHT PHASE
During the firefight phase, the players take it in turns to 
activate their operatives. The player with the initiative must 
take the first turn. Each player has eight turns in each firefight 
phase, which are tracked using the turn tracker card – the 
player that has the initiative places the turn token on the 
space for the turn number they are about to start, with their 
colour and icon facing upwards. When their turn ends, their 
opponent flips the token over to show their colour and icon, 
and begins their turn. Once both players finish their eighth 
turn, the end phase begins (pg 9).

When it is a player’s turn, they activate one friendly operative. 
They cannot activate an operative that has already been 
activated unless each friendly operative on the killzone has 
already been activated in this turning point.

When a player activates an operative, that operative makes 
a number of actions determined by their action point limit 
(APL), one after the other. The operative can make the same 
action more than once. After an operative’s activation, place 
an activation token next to them.

If an operative is activated and that operative has already 
been activated in this turning point, that operative is treated 
as having an APL of 1. 

The AP cost for each action or weapon is listed beside it in 
brackets, like this: Move (1AP) or Heavy Bolt Pistol (1AP). If an 
operative does not have the required number of AP remaining, 
they cannot make the action.

Tip: If all of your operatives have already been 
activated in the current turning point, you can activate 
the same operative in each of your remaining turns!

The actions an operative can make are:

• Move (1AP)
•  Attack (*AP), where * is a variable number depending on 

the weapon action being made.
• Disengage (1AP)
• Wait (1AP)

Actions are described on the following pages.

Tip: Some operatives have additional rules on their 
datacard. Be sure to read these rules fully before 
starting a game – they are very important!

Move Actions (1AP)
When your operative makes a Move action, you move that 
operative into an adjacent hex (a hex next to the hex the 
operative is in) up to a number of times equal to their Move 
characteristic, as shown on their datacard.

1. Move characteristic

An operative that is adjacent to one or more enemy operatives 
(that is, in a hex next to them) cannot make a Move action.

Blocked Hex

Objectives
Many missions include objectives, as shown on the 
mission map. A player gains control of an objective 
if, after either player’s turn, they have more friendly 
operatives within 1 hex of it than there are enemy 
operatives. Place a control token in the same hex as 
that objective to show which player controls it. Once a 
player gains control of an objective, it remains under 
their control until another player gains control of it.

Empty Hexes
Some rules refer to empty hexes. Empty hexes are 
hexes that are not blocked hexes, and do not contain 
a friendly or enemy operative, in addition to any other 
types they have (a hex can be both a cover hex and 
an empty hex, for example). Empty hexes can contain 
tokens, such as objective tokens or mission tokens.

An operative cannot move into a hex that contains another 
operative (friendly or otherwise) or into a blocked hex.
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ABILITIES
Inspiring Commander: After this operative activates for the fi rst time in a turning point, pick a 
friendly operative that has not activated. The fi rst time that operative activates in this turning 
point, add 1 to that operative’s APL for that activation.
Weapon Name Range Attack Dice Hit Value Damage Weapon Rules
Plasma Pistol (1AP) 5 4 3+ 4/6 Pistol, Overcharge
Astartes Chainsword (1AP) 1 5 3+ 3/5 -

DEFENCE SV WOUNDS
3 4+ 16

APL MOVE
2 3SERGEANT

GIDEON

1

B

C

D

2.  Attacker Rolls to Hit: The attacker’s player rolls a 
number of dice, as shown by the Attack Dice characteristic 
of the weapon, and counts the number of hits and critical 
hits. If there are no hits or critical hits the Attack action has 
missed and the attack sequence ends.

 ○  Rolls on the dice which are equal or higher than the 
weapon’s Hit Value are hits. 

 ○ Rolls of 6 are critical hits rather than hits.

3.  Defender Rolls to Defend: The player of the defender 
rolls a number of dice, as shown by the defender’s 
Defence characteristic.

 Rolls which are equal to or higher than the defender’s Save 
characteristic (Sv) are blocks.

Attack Actions (Variable AP)
When a friendly operative makes an Attack action, they are 
referred to as the attacker, and follow the sequence below. 

1.  Pick Weapon and Target: Pick a weapon from the 
attacker’s datacard and an enemy operative to be the 
defender. The defender must be:

 ○ Visible to that operative (see below), and
 ○  The distance between the defender and the attacker 
must be equal to or less than the Range characteristic 
of the weapon that was picked (see Distance, below).

If the attacker is adjacent to one or more enemy operatives, 
you must pick one of those enemy operatives as the defender 
and may only pick a weapon that has a Range characteristic 
of 1 or the Pistol weapon rule.

Visible
To check if one operative is visible to another, draw a 
straight imaginary line from the centre of the hex that 
contains one operative to the centre of the hex that 
contains the other operative. If that line goes through 
or touches one or more blocked hexes, that operative 
is not visible to the other operative. Otherwise, the 
operatives are visible to each other. Note that lines 
drawn through hexes that contain other operatives do 
prevent operatives being visible to each other. 

Modifiers
Some rules add to, or subtract from, an operative’s 
characteristics. Where this is the case, all modifiers are 
applied before any dice are rolled. Some rules add to or 
subtract from an operative’s scores after rolling a dice. 
Where this is the case, all modifiers are applied after 
the dice are rolled and cannot modify a dice to less 
than 1 or greater than 6.

Natural rolls of 1 and 6
The score on the dice after it has been rolled, before 
modifiers are applied to that score (see above), is 
called the ‘natural roll’ of that dice. A natural roll of 
1 is always a miss and a natural roll of 6 is always a 
critical hit, regardless of modifiers.

Weapon Rules
Some weapons, like plasma pistols, have additional 
rules written on their datacard, such as Pistol, or 
Overcharge. These rules can be found on page 20.

Distance
This diagram shows you how to determine the distance 
between two objects (e.g. two operatives) on the 
killzone. An operative is always considered to be within 
1 hex of the hex they are in.

Adjacent to A, within 1 hex of A.

Within 2 hexes of A.

Within 3 hexes of A.

Weapon Profiles

B

B

C

C

C
D

D

A

B

D

ABILITIES
Basic Combat Protocols: This operative cannot make the same action twice during their 
activation. This does not prevent them from making that action in later activations.
Weapon Name Range Attack Dice Hit Value Damage Weapon Rules
Gauss Flayer (1AP) 10 4 3+ 3/5 -
Gauss Flayer Blade (1AP) 1 4 3+ 3/5 -

DEFENCE SV WOUNDS
3 5+ 8

APL MOVE
2 2NECRON WARRIOR

WITH GAUSS FLAYER

5

8

------, 
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4.  Determine Success: The players compare both sets of 
rolls. Each block cancels one hit or critical hit. All hits must 
be cancelled before any critical hits can be cancelled. 
For each hit and critical hit that is not cancelled, the 
defender suffers damage. If there are no such hits or critical 
hits, the Attack action has been blocked and the attack 
sequence ends.

5.  Allocate Damage: For each hit and critical hit that has 
not been cancelled, the defender suffers damage. For 
each hit, deal damage to the target as shown by the first 
Damage characteristic of the weapon (the one on the left). 
For each critical hit, deal damage to the target as shown 
by the second Damage characteristic (the one on the 
right) instead. 

  When you deal damage to an operative, give that operative 
one wound counter for each point of damage by placing 
that wound counter next to them. If the number of wound 
counters an operative has is ever equal to or higher than 
their Wounds characteristic, that operative is taken down. 
When an operative is taken down, that operative and their 
wound counters are removed from the killzone. 

Tip: There are three types of wound counter, all 
double-sided. This is to make it easier to keep track 
of the damage operatives have suffered. Each side 
has a number (either 1, 2, 3, 5 or 10), and that number 
represents that number of wound counters, not a single 
wound counter.

For example, if an ability instructed you to remove one 
wound counter from an operative, and that operative 
had a wound counter showing a ‘3’, you would treat that 
operative as if it had three wound counters showing a ‘1’. 
After resolving the ability, the operative would have two 
wound counters, each showing a ‘1’, or could be given a 
single wound counter showing a ‘2’ .

Cover
Hexes with a dashed white border are cover 
hexes. The player of a defender in a cover hex 
rolls one fewer dice than that defender’s Defence 
characteristic, but adds one to the total number of 
blocks rolled.

Disengage Actions (1AP)
An operative can only make this action when it is adjacent 
to one or more enemy operatives. When your operative 
makes a Disengage action, you move that operative into an 
adjacent hex. You cannot move the operative into a hex that 
contains another operative or into a blocked hex. After this 
action, the operative must not be adjacent to any enemy 
operatives. If this is impossible, this action cannot be made.

Wait Actions (1AP)
When your operative makes a Wait action, that operative’s 
activation ends and any remaining unspent AP are gone and 
cannot be spent. A Wait action is normally only used when 
you must activate an operative but there isn’t anything that 
operative can do at that point to help you achieve victory.

END PHASE
In the end phase, remove all ploy and activation tokens 
from the killzone and move the turning point token to the 
next turning point. Once the end phase is complete, the 
turning point is over and you are ready to begin the next 
turning point.

Final End Phase
Each mission card specifies when the mission will end, usually 
after the third turning point. The end phase of the last 
turning point of a mission is the final end phase. After the 
final end phase, each player takes their completed targets of 
opportunity cards and adds the value of those cards together. 
The value of each card is written on the bottom of the card.

Then they add this total to any VPs scored from the mission 
they are playing, as described on the mission card.

Tip: If one fireteam has all its operatives taken down, 
the game does not end – play should continue unless 
the players can agree on the result of the game.
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HOW TO PLAY
In a campaign, your fireteam is aiming for more than victory 
in a handful of skirmishes against their hated foes: they are 
working to greater goals in a wider strategy, as dictated to 
them by their greater command structure on the planet.

In addition to fighting normal missions, your fireteam’s 
progress towards their goal is marked by special operations 
– moments in their campaign where your operatives face 
a crucial test to determine their worth. In this test, you are 
called the agent, and your opponent is called the antagonist. 
Should your fireteam succeed in a special operation, they 
will win a great reward and be one step closer to their goal. 
Should your fireteam fail, however, it will be a setback that 
will create an opportunity for your rivals.

When a player wins their final special operation, they win 
the campaign.

To play a campaign:

1.  First decide which fireteam you will use. Each player uses 
the same fireteam for each mission in the campaign.

2.  Start by playing a random mission. To determine a random 
mission, shuffle the mission cards face-down and draw one.

 ○  Each time a player wins a campaign mission, they will 
gain the spoils of battle (see Spoils of Battle, opposite).

 ○  Campaign missions must have a winner. If the mission 
would result in a draw, use the tiebreakers to determine 
a winner (see Tiebreakers, opposite).

3.  The winner of that mission (now called the agent) plays 
their special operation. To play a special operation, 
determine a random mission. Then use the relevant special 
operation card in this mission.

4.  If the agent wins the special operation, return to step 2. 
Otherwise, the antagonist (the other player) becomes the 
agent: return to step 3 and play their special operation.

5.  Once an agent wins their final special operation, they are 
the winner of the campaign.

PLAYING CAMPAIGNS
Warhammer 40,000: Fireteam is a game that you can play as individual skirmishes, where a player’s victory or defeat is 
decided in a single quick, tense mission.

However, you can also enjoy Warhammer 40,000: Fireteam in a campaign, which is a term for a number of connected 
games played by the same two players. In a campaign, a player may lose one or more missions, only to overcome adversity 
and triumph in the end! These rules describe a campaign which you can play in a day or across a couple of evenings.

Each fireteam has three two-sided special operation 
cards, labelled first special operation, second special 
operation and final special operation. Each contains a 
rule that applies to the mission and takes effect while 
that mission is being played. This will make things 
harder for your fireteam - after all, this is a special 
operation that has been entrusted to them and will 
doubtlessly be more difficult and better rewarded than 
regular missions.

To determine which special operation the agent plays, 
count their Battle Honours:

•   If they have no Battle Honours, play their first 
special operation.

•  If they have one Battle Honour, play their second 
special operation. 

•  If they have two Battle Honours, play their final 
special operation. 

Random mission

Agent’s Special 
Operation

START 
HERE

A player wins and  
becomes the agent

Antagonist wins and 
becomes the agent

Agent  
wins
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SPOILS OF BATTLE
Special Issue Wargear
When a player wins a campaign mission, they gain one piece of special issue wargear. To do so, they shuffle all of 
the special issue wargear cards face-down (other than those the players already have) and draw the top card.

Special issue wargear cards are cards that heal an operative or give them a temporary boost in one mission. They 
are powerful cards and can mean the difference between victory and defeat! The player can keep the special issue 
wargear card until they use it, and they can use it when they want as described on the card. Each piece of special 
issue wargear can only be used once as described on the card.

When a player uses a special issue wargear card, and that card affects an operative until the end of the mission, the 
player should place the special issue wargear card next to the board.

At the end of each mission, before the winner draws a special issue wargear card, first return all of the special issue 
wargear cards used in that mission to the pile of special issue wargear cards.

Battle Honours and Command Assets
When a player wins a special operation, in addition to gaining a special issue wargear card (see above), they turn 
the relevant special operation card over: on the reverse is a Battle Honour or Command Asset which is now theirs.

Battle Honours grant either a specific operative or an operative of your choice a bonus that lasts for the length of 
the campaign, as described on the card. Unlike special issue wargear, they are not ‘used up’ and discarded at the 
end of a mission.

Command Assets grant either a specific operative or operative of your choice a bonus to mark the success of their 
campaign, as described on the card. In future games and campaigns, whenever you use that operative’s fireteam 
and your opponent is the player who you defeated in that campaign, you can use that Command Asset. This 
means if you start a new campaign with that fireteam against the same opponent, you will have that Command 
Asset for the length of that campaign – a significant increase in power to mark your achievement! However, 
when you next fight that fireteam’s final special operation, you must discard that Command Asset before the 
start of the mission.

TIEBREAKERS
Campaign missions must have a winner for the campaign to continue. If, at the end of the mission, the result is a 
draw, use the following tiebreakers to determine who wins.

1.  If there are operatives from only one fireteam on the killzone at the end of the mission, that fireteam’s player wins.

2.  Otherwise, if one fireteam controls more objectives than the other at the end of the mission, that fireteam’s 
player wins.

3.   Otherwise, if one fireteam has a higher proportion of its operatives on the killzone at the end of that mission, that 
fireteam’s player wins.

4. Otherwise, the players roll off, and the winner of the roll-off wins.
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THE 41ST MILLENNIUM
The Warhammer 40,000 setting is a sprawling and horrific dystopia where all is war. Worlds are consumed by the raging 
inferno of armed conflict between huge armies, even as their skies churn with the city-killing energies unleashed by vast 
fleets of starships duelling for control. Though planets without number have burned in the name of victory or vengeance, 
still there is no end in sight to the killing. If anything, the galaxy grows darker by the day. 

It is the 41st Millennium, and the human race stands upon a precipice. Ruled by the immortal Emperor from his Golden Throne 
on Terra, the Imperium of Mankind stretches out to the very fringes of the galaxy. The Imperium is assailed from within and 
without by the alien, the mutant and the heretic. For all its might, this empire is crumbling: its worlds are scattered and often 
isolated; its vast martial strength is fettered by bloated bureaucracy; its people are controlled through ignorance, fear and 
superstition. Only the guiding light of the Emperor holds the Imperium together, the psychic beacon of the Astronomican 
guiding Mankind’s ships through the darkness of the void.

For ten thousand years, battle has raged from one end of the galaxy to the other, fought across countless strange worlds, 
between myriad factions and races. The fight for survival and domination spirals towards outright madness, and worlds shudder 
to the tread of endless invading armies. Yet not every conflict is apocalyptic in scale, and it is not always the largest army that 
carries the day. Sometimes, amidst the screaming insanity and billowing flames of the wider war, victory or defeat lies in the 
hands of a small band of heroes or villains, hell bent upon achieving their mission at any cost.

ZANZAMON
On the galaxy’s eastern fringe, an Ultramarines strike force under Lieutenant Vincius was dispatched to the Bakhar Sector. 
Their objective was to engage and destroy a Chaos Space Marine Warlord, Hargaal Xere, who had set up a stronghold on 
Bakhar Prime. The forces of the Adeptus Astartes were stretched thin as Xere’s force of renegades and cut-throats began to 
attack nearby worlds through infiltration or outright assault, and so when a call for aid came from the industrial world of 
Zanzamon, only a single squad could be spared to investigate. Dropping from Zanzamon’s orbit, Squad Gideon debarked 
in one of the planet’s primary manufactorum districts, where numerous ferratonic furnaces had gone cold, their reactors 
destroyed and their maintenance servitors slain or missing. 

The fractured reports Sergeant Gideon received from Zanzamon’s vox-net spoke of relentless metal soldiers and energy 
weapons which could strip through even the thickest armour. As Squad Gideon pushed through the battle-scarred shells 
of engine-houses and assembly lines and discovered the architects of the district’s ruin, the sergeant’s worst fears were 
confirmed. Here, the Ultramarines would face a threat they knew all too well, an alien menace they had fought on countless 
battlefields across the galaxy – the Necrons. 

Millennia before the Imperium laid claim to Zanzamon, it lay within the territory of the Necrons’ Szarekhan Dynasty. 
Prompted by long-embedded protocols, these proud rulers were stirring to awakedness, only to find their world infested 
with human interlopers. Android warriors now stalked through the ruins of the Imperium’s industry, cutting down those few 
defenders who remained. These remorseless metal soldiers were but the harbinger of an overwhelming assault – legions 
of Necrons slumbered beneath the planet’s surface, standing in ranks beside ancient war machines and great engines of 
destruction, all awaiting the imperative that would drive them to war. 

Recognising the extent of the alien threat, Sergeant Gideon immediately despatched an Astropathic communiqué to his 
commander requesting support. With the Bakhar Sector riven by conflict, however, it could be weeks or months before 
other elements from Strike Force Vincius made it to Zanzamon. In the meantime, Gideon knew that his squad had a unique 
opportunity to strike a telling blow for the Imperium. If they could eliminate the awoken Necron forces and discover a way 
into the aliens’ tomb complex, they might be able to destroy great swathes of the android army before they could rise up 
to claim the planet. Though they numbered but five, Squad Gideon would not shy from their duty – they would teach the 
Necrons that Zanzamon would not be given up so easily. 
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ASSAULT INTERCESSOR SQUAD GIDEON
The grizzled Sergeant Gideon leads a squad of Assault Intercessors from the Ultramarines 2nd Company. These genetically-
engineered warriors charge into battle wielding roaring chainswords and heavy bolt pistols which can lay low a Necron warrior 
with a single shot. Their Mk X ‘Tacticus’ power armour can deflect all but the heaviest firepower, and is so artfully crafted that 
the Space Marines’ speed and reactions are not hindered.

THE DEATHLESS DESTROYERS
These Necron Warriors first swore service to their overlords in a different age. Though their metal bodies and what remains of 
their sentience have not survived the ensuing aeons untarnished, they are no less deadly as a result. They wield a variety of cruel 
gauss weaponry which can reduce flesh, armour and bone to their constituent atoms, and are accompanied by swarms of insectile 
Scarabs, the constant defenders of the Necrons’ holdings.
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STEALTH TEAM QUICKSTRIKE
The T’au are an alien race who have used their mastery of advanced technology to carve out an expanding empire in the Eastern 
Fringe. Stealth Team Quickstrike are an advance unit who hail from Vior’la, a T’au sept renowned for its warriors’ bravery. 

Wearing XV25 Stealth Battlesuits whose light-bending disruption fields make them all but invisible to their enemies, the team 
leap across the battlefield on powerful jet packs, making them far more agile than their armoured bulk would suggest. Their 
leader – the renowned Shas’vre Quickstrike – is accompanied by an MV7 Marker Drone that tags targets for the battlesuits with 
its markerlight, increasing their already formidable accuracy. 

THE 55TH KAPPIC EAGLES
The Tempestus Scions of the 55th Kappic Eagles are human soldiers trained and equipped to a standard far above the masses of 
the Imperium’s most multitudinous army, the Astra Militarum. Every warrior of the Kappic Eagles has been raised in the Schola 
Progenium, where they have undergone endless weapons drills and classes until battlefield tactics are second nature to them. 

They are led by the Tempestor Henk ‘Bull’ Tarkis, a veteran of countless combat missions in dozens of different war zones. He 
commands his squad with practiced efficiency, ensuring they are always perfectly positioned to cut down their foes in a withering 
hail of las-fire.

A GALAXY AT WAR
Countless factions march to war on the battlefields of the 41st Millennium, whether they fight for territory, vengeance, 
or simply for survival. 
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GITKRUSHA’S BAD LADZ
Gitkrusha and his retinue are Orks – savage and warlike aliens who live for battle. The biggest and most brutal of the greenskins 
are the Nobz, the nobility of the Ork clans. Ork Nobz tower over humans, and their tough hides allow them to shrug off their 
enemies’ blows. Amongst the Orks, strength is a prerequisite of command, and Gitkrusha is always ready to break a few heads to 
prove his right to rule. 

The Bad Ladz are armed with a variety of crude but effective weaponry, including hydraulic power klaws which can shear off a 
limb with ease, and automatic weapons which spew a hail of shells in an ear-splitting fusillade of destruction. 

THE FLICKERING BLADE
The Harlequins are the strangest and most enigmatic of the Aeldari race. They are warrior acrobats – battlefield performers who 
make no distinction between war and art, and whose breathtaking feats of agility and violence make them the terror of all those 
they face.

The troupe who call themselves the Flickering Blade are superlative warrior-artists, swift beyond belief and wreathed in the 
fractal, polychromatic blur of their holo-suits. Their Troupe Master, Alanna’Darra, choreographs their murderous assault with the 
skill of an impresario, ensuring every blow or shot strikes at the perfect moment. While the Harlequins’ foes reel in confusion and 
horror, only the Flickering Blade can appreciate the greater plan to which they work. 
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This box contains 18 finely detailed Citadel Miniatures. All of 
the miniatures in this set have been designed so that the pieces 
simply push together. To assemble your models, carefully remove 
the components from their frames, one model at a time, and 
follow the step-by-step guides on these pages.

WARNING. SMALL PARTS. SHARP POINTS. NOT SUITABLE FOR 
CHILDREN UNDER 12 YEARS. 

ADVERTENCIA. PARTES PEQUEÑAS. PUNTAS AFILADAS. NO 
RECOMENDADO PARA NIÑOS MENORES DE 12 AÑOS. 

ATTENTION. PETITS ÉLÉMENTS. POINTES ACÉRÉES. NE CONVIENT 
PAS AUX ENFANTS DE MOINS DE 12 ANS. 

ASSEMBLING YOUR MINIATURES
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Ignores Cover: Weapons with this rule that target a defender in a cover hex treat the defender as not being in a cover hex.

Overcharge: Weapons with this rule can be overcharged. Before resolving the Attack action, declare if you want to overcharge 
this weapon or not. If you do, that weapon is overcharged until that Attack action is resolved. Add 2 to the Damage 
characteristics of an overcharged weapon. When a hit roll is made for an overcharged weapon, each roll of 1 (after re-rolls and 
ignoring any modifiers) deals 4 damage to the operative armed with that weapon. If an operative is taken down by this damage, 
the Attack sequence does not end and is completed following the rules on page 8-9.

Pistol: Weapons with this rule can be picked when making an Attack action against an adjacent enemy operative.

Rapid Fire: During an Attack action, add 1 to the Attack Dice characteristic of weapons with this rule if the defender is within 
half of the weapon’s Range characteristic.

WEAPON RULES
Some weapons have weapon rules to represent their extreme killing power, or a useful quirk of using that weapon. A 
weapon’s weapon rules are listed on an operative’s datacard, and the effects of those weapon rules are presented below.

Turning Point Sequence
1.  Initiative phase (pg 6) 

Both players roll off. The winner takes the initiative token 
– they have the initiative. In a tie, the player who does not 
already have the initiative token is the winner.

2.  Strategy phase (pg 6) 
Each player can reveal one targets of opportunity card, 
starting with the player who has the initiative. Then, 
starting with the player who has the initiative, each player 
uses one strategic ploy.

3.  Firefight phase (pg 7) 
The players take it in turns to activate operatives, giving 
them an activation token to show they have been activated. 
Each player has eight turns; the player with the initiative 
goes first. When activated, an operative makes a number of 
actions determined by their APL, unless they have already 
been activated this round, in which case they have an APL 
of 1. An operative cannot be activated a second time unless 
each surviving friendly operative has been activated in this 
turning point.

4.  End phase (pg 9) 
Remove all ploy and activation tokens from the killzone 
and move the turning point token to the next turning 
point. In the final end phase, count up all VPs scored from 
completed targets of opportunity and add these to your 
VP total.

Actions
Move (1AP) (pg 7): Move the operative a number of hexes 
equal to or less than their Move characteristic. An operative 
that is adjacent to one or more enemy operatives cannot make 
a Move action.

Attack (variable AP) (pg 8): Pick a weapon from that 
operative’s datacard and an enemy operative to be the 
defender. The defender must be visible to the attacker, and 
within the Range characteristic of the weapon being used. If 
the attacker is adjacent to enemy operatives, you must pick 
one of those operatives as the defender and may only pick a 
weapon that has a Range of 1 or the Pistol weapon rule. 
•  Roll dice equal to the weapon’s Attack Dice characteristic. 

Rolls which are equal or higher than the weapon’s Hit 
Value are hits. Rolls of 6 are critical hits instead.

•  The defender rolls dice equal to their Defence 
characteristic. Rolls of which are equal or higher than the 
defender’s Save characteristic (Sv) are blocks. 

•  Each block cancels one hit or critical hit. All hits must be 
cancelled before any critical hits can be cancelled.

•  For each hit, deal damage to the defender equal to the 
weapon’s first Damage characteristic. For each critical hit, 
use the second Damage characteristic instead.

Disengage (1AP) (pg 9): Move the operative one hex so 
they are not adjacent to any enemy operative.

Wait (1AP) (pg 9): The operative’s activation ends.
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