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Hello! And 
welcome to our 

first crusade! 

For a while now the team have been 
discussing starting a campaign, and 

finally here it is! 

We are really excited to get started 
As this is our first campaign it won’t 

span a large amount of games and 
will feature just the team, however 

we hope you will find this mission 
pack fun and perhaps you’ll play 

along at home! 

We hope to do bigger and more 
involved community campaigns in the 

future

Thanks as always for your support! 

Dave
On behalf of team Sprues & Brews



Crusade / Army 
construction Rules

General crusade rules

- You can not use the re-roll 
stratagem
- Army Agendas can be used
- unless stated otherwise, first 
turn is decided by a roll off, Winner 
chooses
- Any upgrade/Battle trait must be 
rolled for, unless an option 
reflects the narrative (GM 
decision)

Army construction

- No special characters or lord of 
wars can be used until final battle 
of the crusade (unless stated 
otherwise)
- Initial armies cannot start with 
relics or warlord traits
- Psykers however can choose 
power from codex as normal
- Multiple detachments can be used



Neville Secondus was once home to the 772nd 
Regiment of the Dragoons, a well organised unit of 

Imperial Guard. Whilst the planet had no major 
resources, the Dragoons used the planet as a base, 

and could be deployed to other nearby planets 
quickly when needed. 

When the Rift struck the signals from Neville 
Secondus fell silent. A nearby Hereticus Inquistor 

named Tarn Fellhand was sent to the planet to 
investigate. He was last heard from as he entered the 

planet’s atmosphere. Then…radio silence…

Whilst the High Lords wanted to know what had 
happened on the planet, several other conflicts born 

after the great rift were revealed caused eyes and 
interest to go elsewhere. 

Years have now passed, and this question rears it’s 
head once more 

What happened on Neville Secondus?



The next form of life to arrive and make a home on 
this planet was not from the Imperium. 

Attracted by the landscape, an Expedition from 
the Leagues of Votann have made planetfall and 

intend to drill and dig into the planet.

They also discover what’s left of Imperium 
architecture, in particular a Astra Militarum 

base, of which they wish to investigate. 

The Votann waste no time, and before too long 
they have established a force on the planet. 

Our attention moves to a mining operation, 100 
miles from the Votann’s main operating hub, close 

to the Wallander Mountains…



Mission One: This Place Is Cursed
50PL Armies: Leagues of Votann Vs Daemons of Chaos

As the Votann traverse the mountains close to the base, they come across a hollowed out  
chamber, filled with structures from a time long passed. Most of the roof has collapsed, 
leaving the area open to the elements. At the end of the vast space is a wall covered in 
chaos text and imagery of daemons. In the centre of the wall is what appears to be some 
kind of star gate. Taking no chances the Khal, Freya the Fierce, assembles a small force to 
enter the area, in case the expedition find more than just artefacts.

As the team investigate the portal, it suddenly let’s out a eerie scream. The portal comes 
alive, as chaos energy swirls within its centre. Suddenly daemons step out of the portal, 
foul odour floods the space, as the sound of the expedition team bring ripped apart echoes 
around the chamber. 

‘Daemons! Open fire and retreat!’ commands Freya

Ancient Evil: Cannot Autopass Morale

Mission Special Rules

Deployment
The Votann force deploys within 16” of the centre of the board 

The Daemons deploy with 12” of the board edge on the right hand 
side

Endless Evil
To represent the sudden chaos rift, the following rule is also in 
effect. 
At the end of the Daemon players command phase, any Chaos 
Daemon units killed in the previous turn reappear. Roll a D6 for 
each hnit. On a 1 or 2 they arrive on the north board edge. A 3-4 
they appear on the Daemon deployment line. Finally on a 5-6 they 
arrive on the southern board edge. These units can move as normal 
in the movement phase.



Objectives
Votann: Escape! 

The Votann must escape the chamber by awaiting a drop ship to 
pick them up. 

The Votann must hold out in their deployment zone.

50% of the Votann must be alive in their deployment zone at the 
end of Turn 5 to win.

Chaos Daemons: Prepare a New Garden

The Daemons must prevent the Votann from escaping with 50% of 
their force to win. 

End of the Game
At the end of the battle, 50% of the Votann army must have 
escaped the chamber. 

Any other result is a victory to the Daemons. 
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