
 
 

Space Hulk: Soul Casket 
 
BACKGROUND 
 
The Blood Angel chapter of the Imperial Space Marines sent a battle barge, “Sword of Retribution,” to 
intervene in a planetary uprising on the factory world Charius VIII. On the way, they diverted to go 
around a warp storm that could destroy them, or throw them off course, or delay them for centuries. 
Traveling through darkspace, they ran across a silent, drifting chunk of debris composed of dozens of 
ships that had been lost in the warp. Several ships dated back to the Dark Age of Technology, but they 
were close to the center of the hulk. Commander Regulus decided to investigate further. 
 
SCENARIO RULES 
 
• All missions use one standard squad of terminators: one sergeant with power sword, one heavy 

flamer, and three terminators with storm bolters.  
• All missions give the genestealer player one blip per round as reinforcements. 
• Marines can start on squares marked “X” and stealer entry points are marked with triangles. 
• If the Marines lose, they can try again. Victory is measured by how many missions the Marine player 

had to play to win all six. 
 
MISSION ONE: BOARD AND SECURE 
 
Five terminators filed into a boarding torpedo, which was fired 
through the hull into an ideal staging area for further exploration of 
the mysterious hulk. With a deafening crash, the torpedo punched 
through the thick outer hull, and the squad of the Blood Angel’s First 
Company heard the skitter of incoming genestealers as the scanners 
flashed, detecting movement. Their only hope was to seal off the 
genestealer entry points so more marines could follow. 
• Spend a focus action at a terminal by an entry point to seal it 

with a bulkhead. 
 
Rules and Interpretations 
 
• Opening a door is a free action for a Space Marine. A genestealer must pay 1 die for scuttling. 
• One blip enters play a round from an entry point. When it is seen, the DM rolls 4d10; every result of 

7+ is a genestealer moving in that signal. 
  



Squad Onoria 
 
Sergeant Caritas. Level 4. 
• Special: Officer, Close Combat 
• Parry: 1 a round, 1d10 penalty to foe. 

     
Awareness Brawn Charm 

4 8 0 
Commit Cunning Daring 

8 0 5 
Power Sword replace Power Fist. 

Brother Sextus. Level 2. 
• Battle Master. 1 AP per level, 

+2 to hit each. 
     

Awareness Brawn Charm 
4 8 0 

Commit Cunning Daring 
8 0 5 

 

Brother Nicholas. Level 2. 
• Battle Master. 1 AP per level, 

+2 to hit each. 
     

Awareness Brawn Charm 
4 8 0 

Commit Cunning Daring 
8 0 5 

 

 
Brother Martin. Level 2. 
• Special: Heavy Weapons. 

     
Awareness Brawn Charm 

4 8 0 
Commit Cunning Daring 

8 0 5 
Heavy Flamer replace Storm Bolter. 

 
Brother Petrus. Level 2. 
• Battle Master. 1 AP per level, 

+2 to hit each. 
     

Awareness Brawn Charm 
4 8 0 

Commit Cunning Daring 
8 0 5 

 

 
All have Specialist: First Company. 
 
Common Traits: Attribute max 10. 

Awareness Brawn Charm 
 +5  

Commit Cunning Daring 
+5  +5 

 

 
Wargear 
 

 
• Power Fist. Top 2 of 3d10 to hit. 7 Wounds. Ignore 4 soak. Add up to 3 Wounds, 2 AP each. 
• Storm Bolter. 2d10 to hit. 8 Wounds. 40 ammo. 

o +2 if target in open arena, +2 if 2-5 arenas away. 
o Burst for 2 ammo and 1 extra, or 4 ammo and 3 extras. 

 Extra: +2 to hit, or +1 Wound, or +1 target in the same arena. 
o Jams on a roll of doubles, it takes a move action to clear the jam. 

 
SPECIAL WEAPONS 
 
• Power Sword. Top 2 of 3d10 to hit. 7 Wounds. Ignore 4 soak. + up to 3 Wounds, 2 AP each. 
• Heavy Flamer. 2d10 to hit. 24 ammo. Can fire up to 6 per shooting or combat attack. 

o Each “shot” is 4 Wounds, +2 targets, or +4 to hit. 
o +2 to hit in an open arena, +2 to hit in your arena, -2 to hit 3-5 arenas away, -4+.  

  

ATTACK ROLL Super Heavy Terminator Armor. +15 Wounds soaked. 
Power Assist. +2 Wounds, melee and unarmed.  
Combat Drugs. -2 crit rolls.  
Tactical Array. Tac net for squad, leader to barge. 
• Track up to 36 targets as assigned. 
• Low-light, mounted flashlights. Audio/video x5. 
Environmental Systems. Full protection, 150 hours. 
 
Armor wounded over soak, odd to armor even to wearer. 
• Armor: -2 soak per Wound, or 1 system down.  

20+ Full Damage 
17-19 -1 Wound 
14-16 -2 Wounds 
11-13 -3 Wounds 
8-10 -4 Wounds 
1-7 Miss 

Cunning Penalty -6 
Encumbrance  

Description Power Armor 



Genestealer Force 
Genestealer 
3 Wounds. Very Heavy Armor +8. 4d10+3 to hit, 6 Wounds. (-4 on crit rolls.) 
• Armor Piercing. Genestealer unarmed attacks ignore 1 Armor per Wound they inflict.  
• Hive Mind. They can sense each other’s instincts, thoughts, and senses in an easy flow of super-

predator crispness within a range of about 3 kliks. They attack as a single entity with many limbs. 
• Minimal Needs. They can hibernate for centuries unchanged, operate in soft or hard vacuum for 

about 12 hours without breathing, and eat rarely. Their endurance and vitality is breathtaking. 
• Scuttle. They attack with 4d10+3 to hit, adding all results together. Each arena they move in the 

round before attacking is -1 die to hit. They climb up or down at half the speed they run, and they can 
leap up to 3 m per 1d10. They can choose not to use a die to hit, instead adding +2 Wounds if they do. 

 
Rules and Interpretations 
• Opening a door is a free action for a Space Marine. A genestealer must pay 1 die for scuttling. 
• One blip enters play a round from an entry point. When it is generated, the DM rolls 4d10; every 

result of 7+ is a genestealer moving in that signal. (With no successes, it can be a false signal.) 
o It may be helpful to assign blips the number of the round they entered, and letter stealers as 

they are revealed. 
 


