
 

Space Hulk: Soul Casket 

Mission 1: Board and Secure (Solo Playtest, 12.30.12) 
All dice rolls: http://www.wizards.com/dnd/dice/dice.htm 

 
Awesome Point Economy Update 

There are 25 Awesome Points in the Bowl. 

Name Currently Has Has Spent Spend to Level Total Received 
Sgt. Caritas (4 lvl) 4 0 12 4 
Br. Sextus (2 lvl) 7 0 12 7 
Br. Nicholas (2 lvl) 4 0 12 4 
Br. Petrus (2 lvl) 4 0 12 4 
Br. Martin (2 lvl) 8 0 12 8 
 
The DM starts all the marines off with 4 Awesome Points each. Br. Martin’s player brought chips, so 
each of the players gives him an Awesome Point. (4). Br. Sextus’s player made a number of lewd jokes 
about his name (and being the “Emperor’s Piece”) while keeping a straight face during generation, getting 
3 Awesome Points from laughing players. 
 
Round One 
 NPC PC 
1 Defend/Protect   
2 Ranged   
3 Focus/Impede   
4 Move/Push Blip 1 Space Marines 
5 Attack/Assist   
6 Focus Event   
 
The nosecone of the boarding torpedo fires into the 
wreckage of the room, and all 5 marines will move, 
clumping out of the crushed missile and checking their gear 
and uplinks to the battle barge (free action.) 
 
[The DM decides the genestealer blip comes in the north entry point. She rolls 4d10 to see how many 
genestealers come in—one per 7+ roll result. She rolls 9, 4, 5, and 3, so there is 1 genestealer. The 
characters don’t know that. She decides to move the stealer through 3 arenas and open 1 door (using 
“Scuttle”) to the chamber to the north of the PC location!] 
 

http://www.wizards.com/dnd/dice/dice.htm


Round Two 
 NPC PC 
1 Defend/Protect   
2 Ranged   
3 Focus/Impede   
4 Move/Push Blip 1 (1), Blip 2 (1)  
5 Attack/Assist   
6 Focus Event   
 
The DM tells the concerned Space Marines that they see a blip that raced to the chamber to the north, and 
another one is moving in from the south. Sgt. Caritas thinks fast, and tells Br. Martin and Petrus to lay an 
ambush in this room, shooting anything that comes in (because stealers can move and attack during the 
move phase). Meanwhile, he takes Br. Sextus and Br. Nicholas clanging to the south, into the hallway. 
 
 NPC PC 
1 Defend/Protect   
2 Ranged  Martin, Petrus 
3 Focus/Impede   
4 Move/Push Blip 1 (1), Blip 2 (1) Caritas, Sextus, Nicholas 
5 Attack/Assist   
6 Focus Event   
 
Martin primes his heavy flamer, settling into position, and Petrus hefts his storm bolter as he murmurs a 
prayer to the Emperor. Nothing to shoot yet… (A player likes Petrus murmuring a prayer, gives him an 
Awesome Point.) 
 
Sgt. Caritas forfeits initiative, wanting to see where the southern blip goes first. 
 
[The DM moves a blip in the southern entry point, rolling 4d10 and getting 5, 1, 7, and 2. So, 1 stealer, 
who (as a blip) gets as far as the intersection to the south, poised to attack from 2 directions.] 
 
Blip 1 would be revealed if anyone stepped into the corridor to the north, gaining line of sight on the 
chamber. So, Blip 1 waits in the tight corridor to wait for reinforcements, happy to slow the marines. 
 
Sgt. Caritas and Brs. Sextus and Nicholas shoulder through the wreckage to get into the tunnel to the 
south, opening the door as a free action. 
 
Round Three 
 NPC PC 
1 Defend/Protect   
2 Ranged   
3 Focus/Impede   
4 Move/Push Blip 1 (1), Blip 2 (1), Blip 3 (1)  
5 Attack/Assist   
6 Focus Event   
 



The DM tells the marines another blip enters through the north entry point, and the others are restless. 
Sgt. Caritas doesn’t want to get pinned down as more stealers flood in, but he also does not want to risk 
his marines needlessly. He sends Petrus into the corridor to the north, while Martin prepares to fire should 
something race past Petrus. Caritas and Sextus will move into the chamber to the south. Nicholas will be 
ready to shoot from the corridor to cover them, if stealers attack. 
 
Petrus appreciates Martin’s cover, and gives him an Awesome Point. 
 
 NPC PC 
1 Defend/Protect   
2 Ranged  Martin, Nicholas 
3 Focus/Impede   
4 Move/Push Blip 1 (1), Blip 2 (1), Blip 3 (1) Caritas, Sextus, Petrus 
5 Attack/Assist   
6 Focus Event   
  
Martin whispers prayers for fire to his flamer, waiting vigilantly. Nicholas follows his brothers to the 
mouth of the tunnel, gripping his storm bolter as energy arcs across his power fist. 
 
This time, Caritas wants to test initiative. He rolls 7, the stealers roll 10. 
 
[The DM rolls for the third blip, getting 10, 4, 4, and 1. One stealer. The stealer moves 3 arenas to join the 
other stealer to the north.] 
 
The stealer from Blip 1 waits, letting the foolhardy Petrus go first. 
 
Blip 2, to the south, also waits to allow the marines to get 1 arena closer (and preserve its close combat 
ability.) Blip 3 races to join Blip 2. 
 
Not sure if the stealers are bluffing, or powerful, Caritas grits his teeth and orders his men forward. Petrus 
marches north, opening the door as a free action as he enters the tunnel, while Caritas and Sextus stomp 
into the chamber to the south of their entry. 
 
Now the stealers show proper aggression. Blip 1 is revealed to be a single stealer, pouncing out of the 
shadows of the corridor to leap at Petrus. The stealer crosses through the open room arena, and enters the 
corridor where Petrus is, so it is -2 dice for its attack.  
 
Before it can attack, Martin uses his delayed range attack. As Petrus crouches down, Martin fires down 
the corridor, rolling 10 (on the face die, adding 1 free ammo) and 2. He got a 12 to hit, so the stealer’s 
very heavy armor ignores 4 Wounds. That’s the equivalent of 1 ammo, and the stealer’s carapace will also 
absorb 8 more. It has 3 Wounds, and counts as 12 armor. To force a critical, Martin needs 1 ammo (4 
Wounds) to overcome the very heavy armor, then 2 more to overcome the automatic armor, then 1 more 
to get through the stealer’s 3 Wounds with 4 Wounds (knowing that the stealer is also -4 on crit rolls, so 
that won’t even knock it out, it will still keep 1 Wound!) He dumps 6 ammo into the shot (increased by 1 
for the hit “to the face), inflicting 24 Wounds on the stealer. The stealer soaks 12 with its armor, and takes 



12. It has 3 Wounds, so it takes a +9 critical—but its vitality gives it -4 on the critical roll, so it is +5. It 
rolls a 6, +5 is 8, which is “crippled.” Good riddance. The DM celebrates with the players, tossing 5 
Awesome Points in the Bowl. 
 
Players think that’s pretty cool, so both Martin and Petrus get a couple Awesome Points each. 
  
Blip 2 (1 stealer) gets cold feet, seeing the door. It pops up one arena to the north, opens the door, and 
pops back down to the south, rejoining Blip 3. 
 
Round Four 
 NPC PC 
1 Defend/Protect   
2 Ranged   
3 Focus/Impede   
4 Move/Push Blip 2 (1), Blip 3 (1), Blip 4 (0)  
5 Attack/Assist   
6 Focus Event   
 
[The DM rolls to see what the blip will be, before deciding where it comes in. 4, 6, 4, 6—no stealers at 
all!] The DM tells the marines that the blips are all in motion, another one coming in from the south entry. 
 
Grimly satisfied by the toasty stealer to the north, Caritas orders Petrus to shoot and Martin to move this 
time. Meanwhile, to the south, Nicholas stays in the corridor ready to shoot as Caritas and Sextus move 
south again, into the other chamber. 
 
Nicholas likes staying in the corridor, and also appreciates Caritas using tactics and helping everybody 
out; he gives him an Awesome Point, another player chips one in too. 
 
 NPC PC 
1 Defend/Protect   
2 Ranged  Petrus, Nicholas 
3 Focus/Impede   
4 Move/Push Blip 2 (1), Blip 3 (1), Blip 4 (0) Martin, Caritas, Sextus 
5 Attack/Assist   
6 Focus Event   
 
Petrus and Nicholas set themselves. Then, for movement, Caritas and the stealers dice off for initiative. 
Caritas rolls 10, stealers roll 6. 
 
Caritas and Sextus clatter down to the southern chamber, Caritas opening the door as a free action. From 
the chamber, the star field is visible outside, with the battlebarge providing a horizon of sorts. To the 
north, Martin marches up to join Petrus in the narrow corridor, standing over the still-smoking stealer 
corpse. 
 



Now the stealers move. Blip 4 scoots north in the corridor, out of line of sight. Blip 2 is revealed as 1 
stealer (stealer A), and makes a move on the seemingly unprepared marines in an adjacent arena to the 
west. One “scuttle” opens the door, and another moves into the room, leaping at the marines with 2 dice 
left. 
 
Before the stealer can strike, it leaps across the center of the room, unwittingly exposing itself to Br. 
Nicholas’ cover fire. Nicholas fires, rolling 2d10, getting 8 and 5 total 13. The stealer is in an open arena, 
so Nicholas gets +2 more. Also, Nicholas is +2 because the storm bolter is shooting 2 arenas away, a 
sweet spot for the storm bolter range. So Nicholas gets 16 to hit, super heavy armor gives the stealer 2 

soak, +8, total 10. Nicholas doesn’t like that, so he adds 2 
Awesome Points, 1 per level, getting another +4 to hit 
(from his “Battle Master” talent.) That takes him to 20 to 
hit, just enough to ignore the super heavy armor on the 
genestealer, so it only soaks 8. 
 
Nicholas fires a long burst, burning 4 ammo for 3 extras. 
He adds 3 Wounds, total 11. That knocks out all 3 of the 
stealer’s Wounds, so the DM rolls a crit at -4 (the stealer 
has high vitality.) The DM rolls a 4, and at -4, that takes the 
crit total to 0. The stealer still has 1 Wound left as it tears 
into Sextus on the far side of the room. Sextus’ player gives 
Nicholas an Awesome Point for covering him! 
 

It has 2 dice left, +3, and it rolls 8, 2, +3 is 13. With that roll, Sextus’ very heavy armor soaks 2, +15, total 
17. The stealer only inflicts 6 Wounds, ignoring 6 soak; it flails at Sextus, but cannot hurt him in his 
terminator suit. 
 
Blip 3 cools its heels in the hallway, waiting for the marines to move closer in its striking distance. 
 
Round Five 
 NPC PC 
1 Defend/Protect   
2 Ranged  Petrus, Nicholas 
3 Focus/Impede   
4 Move/Push Blip 3 (1), Blip 4 (0), Blip 5 (1) Martin, Caritas, Sextus 
5 Attack/Assist Stealer A  
6 Focus Event   
 
[The DM rolls 4d10 to see how many stealers are in blip 5, needing 7+ per stealer. 1, 1, 5, 9. 1 stealer.]  
 
A certain coldness has gripped the marines, and Caritas declares he and Sextus will attack. Martin will 
take a shoot action (if presented with a target) pointed north, and Petrus will take a shoot action (if 
presented with a target) pointed south. That way Nicholas has some cover, moving south and keeping to 
the west side so the stealer must cross an open space to get at him. 
 



 NPC PC 
1 Defend/Protect   
2 Ranged  Martin, Petrus  
3 Focus/Impede   
4 Move/Push Blip 3 (1), Blip 4 (0), Blip 5 (1) Nicholas 
5 Attack/Assist Stealer A Caritas, Sextus 
6 Focus Event   
 
Martin and Petrus settle into position.  
 
Nicholas vies with the stealers for initiative to move. He rolls 10, they roll 7. He stomps one arena south, 
hugging the west side of the wall. Blip 3 and Blip 4 hold position as a deterrent, hoping for a really good 
stealer roll on an upcoming blip. Blip 5 becomes Stealer B and races in, hiding in the corridor south of 
Blip 4 (and specifying that it is out of line of sight of potential shooters in the room to the west.) 
 
For the attack, Caritas rolls 8 for initiative for the marines, the stealer rolls 2. Caritas will go before 
Sextus does, leaping at the stealer with his power sword crackling as the stealer is fended off Sextus. 

 
Caritas rolls 3d10 to hit, keeping the top 2. He rolls 1, 
3, and 6, for a result of 7. A miss! Shame-faced, 
Caritas gives Sextus an Awesome Point for backing 
him up and protecting the honor of the chapter. 
 
Fortunately, Sextus is also attacking. He rolls 3d10 to 
hit, keeping the top 2. He rolls 3, 3, and 2, for a result 
of 6. He would miss, if he was not a combat-hardened 
marine. He uses his “Battle Master” talent and spends 
2 Awesome Points, increasing his to-hit by +4 to 10. 
The stealer super heavy armor provides 4 soak, +8, 
total 12. The power fist ignores 4 soak (down to 8) 
and the power fist does 7 Wounds. However, Sextus 
can spend up to 6 Awesome Points (fortunately he has 
6 left) to add +3 Wounds. The attack now ignores 4 

soak and inflicts 10 Wounds, against the stealer’s 12 soak and 1 Wound. The stealer’s soak is torn 
through, with 2 Wounds inflicted. The stealer has 1 Wound, so takes a +1 crit. Its vitality gives it -4 on 
crit rolls. It rolls a 7, +1, -4, total 4. The stealer is knocked out (and cannot attack). 
 
The other 4 marines are delighted by the victory, and each give Sextus 1 Awesome Point! Caritas also 
gets 1 Awesome Point from each of his 4 marines, out of pity perhaps. 
 
Round Six 
 NPC PC 
1 Defend/Protect   
2 Ranged  Petrus, Nicholas 
3 Focus/Impede   



4 Move/Push  Martin, Caritas, Sextus 
5 Attack/Assist   
6 Focus Event   
 
[The DM rolls 4d10 to see how many stealers are in blip 6, needing 7+ per stealer. 2, 7, 1, 1. 1 stealer.] 
The DM declares Blip 6 is actually Stealer C, who will move. Stealer B will move too. Blip 4 will take 
cover, and Blip 3 will move. 
 
Facing what looks like light opposition, Caritas notes it is time to push forward. He assigns Martin to 
continue covering the north chamber, but Petrus is to move into it, ready to push onward to the east.  
 
Meanwhile, Nicholas will pursue Blip 4, while Caritas and Sextus will relentlessly march east. 
 
 NPC PC 
1 Defend/Protect Blip 4 (0)  
2 Ranged  Martin 
3 Focus/Impede   
4 Move/Push Blip 3 (1), Stealer B, Stealer C Caritas, Sextus, Petrus, Nicholas 
5 Attack/Assist   
6 Focus Event   

 
Blip 4 holds position, and Martin lines up with his flamer and waits. 
 
For initiative, Caritas rolls 8, and the stealers roll 1. Petrus marches into the 
northeastern chamber, hugging the west wall, and peering down the hallway 
to the east. Nicholas marches to the bend in the eastern corridor, and looks 
south, spotting the arcing equipment failure that registered as a hostile! 
 
Ceremite armor bangs and creaks as Caritas and Sextus clop down the 

eastern corridor—now Stealer B is cornered. But Stealer C enters the south entry point and moves one 
arena south, hanging back just around the corner… 
 
Round Seven 
 NPC PC 
1 Defend/Protect   
2 Ranged   
3 Focus/Impede   
4 Move/Push Blip 3, Stealer C, D, E.  
5 Attack/Assist Stealer B  
6 Focus Event   
 
[The DM rolls 4d10 to see how many stealers are in blip 7, needing 7+ per stealer. 3, 8, 9, 5. 2 stealers.] 
The DM declares that Blip 3, and 3 of the stealers will move. Stealer B will attack. Happy to finally get 
more than 1 stealer, the DM lets out a wicked cackle, and put a handful of 7 Awesome Points in the Bowl. 
 



Taking a moment to consider the situation, Caritas tries to strike a balance between caution and progress. 
Petrus will take a shoot action (if presented with a target) pointed east as Martin moves into the north 
chamber. Meanwhile, Nicholas will move and shoot south while Sextus and Caritas engage Stealer B (and 
probably Stealer C too.) 
 
 NPC PC 
1 Defend/Protect   
2 Ranged  Petrus  
3 Focus/Impede   
4 Move/Push Blip 3, Stealer C, D, E. Nicholas, Martin 
5 Attack/Assist Stealer B Caritas, Sextus 
6 Focus Event   
 
Petrus lines up and waits. Meanwhile, Nicholas rolls initiative for moving marines, getting a 3; stealers 
roll a 1, so marines move first. Martin bustles northward with a clatter. 
 
Nicholas moves and shoots, spending 1 Awesome Point and rolling 1d10 to hit. He rolls a 9, and spends 1 
Awesome Point to get +2 to hit, total 11. (He would have spent his last point too, but the +2 to hit would 
not have helped lower the stealer’s soak.) The stealer’s super heavy armor soaks 3, +8, total 11. Nicholas 
fires a long burst of shattering ammo as he clumsily runs, burning 4 ammo for 3 extras. He puts all 3 in 
Wounds, adding to the base of 8, for 11 Wounds. Everybody thinks it is great that he hit it, and gives him 
an Awesome Point; with 4 more, he burns 2 to boost Wounds by 1. He does 12 Wounds, and the stealer 
has 11 soak. The stealer takes 1 Wound. 
 
Then stealer C pounces around the corner, savaging Caritas. The stealer has 3 dice to hit (+3) after losing 
1 to move an arena, and rolls 2 of them, getting 7 and 2 (+3) total 12. Caritas’ very heavy armor provides 
3 soak, +15, total 18. The stealer does a base 6 Wounds, and saved 1 to hit die, cashing it in for +2 
Wounds (total 8) and ignoring 8 soak. Even if the DM spends 2 Awesome Points, 1 to the Bowl and 1 to 
Caritas, the stealer would do 9 Wounds and ignore 9 soak, even 18, still no damage… frustrated, the 
stealer claws and squalls, but Caritas fends it off. (He saves his parry in case some unpleasant surprise 
rounds the corner or comes from Stealer B.) Impressed, his squad mates each give him 1 Awesome Point. 
 
Blip 3 finally turns into Genestealer F, racing around the corner and charging at Petrus. Before it arrives, 
it leaps across Martin’s line of fire, and the flamer gouts at the stealer. Martin rolls 2d10 to hit, getting 4, 
8 (12). Martin spends 6 ammo, using 2 to get +8 to hit (total 20, ignoring very heavy armor), 2 to 
overcome the rest of the stealer’s soak (8 on 8), and the other 2 to inflict 8 Wounds! The stealer has 3 
Wounds, so takes a +5 critical (-4 by stealer vitality). The DM rolls a 1, so the stealer is still up with 1 
Wound. Now Martin has spent 12 of his flamer ammo; he may need to be more cautious. 
 
Stealers D and E crouch where C was last round—close enough to inflict lethal damage, but out of easy 
storm bolter killing fields. 
 
Finally, the attack phase. Caritas rolls 3 for initiative, Stealer B rolls 5. The stealer pounces at Caritas, 
rolling 2 of its 4 dice to hit (+3) for 2, 9 (+3) 14 to hit. (It is saving 2 dice, to boost its Wounds by 4...) 
Caritas’ super heavy armor stops 2, +15 is 17. That makes him uncomfortable, so he parries, rolling 1d10 



for 7, reducing the stealer’s hit from 14 to 7—a miss! The stealer was saving 2 dice of attacks to add +4 
Wounds, but cannot roll them to hit now; a heavier attack was a less accurate attack, and now the space 
marine evaded all damage. 
 
The DM thinks that’s pretty cool, and tosses a handful (8 Awesome Points) in the Bowl. Players agree, 
and Caritas gets 4 Awesome Points, one from each player. Now the marines attack! Caritas goes first. 
 
He rolls 3d10 to hit, getting 6, 2, 4 and keeping the 6 and 4 for a 10. The super heavy armor soaks 4, so 
the stealer soaks 12. The power sword ignores 4, so the soak is 8. The sword inflicts 7 Wounds, but as a 
power weapon, Caritas can spend 6 Awesome Points to increase Wounds by 3. He does, so the sword 

does 10 Wounds against the stealer’s 8 armor and 2 
Wounds, taking the stealer to 0. The DM rolls a crit 
for the stealer, at -4 on the roll (stealer vitality), 
getting a 6. Because of Br. Nicholas’s previous 
shooting, the stealer is knocked unconscious in 
spite of its vitality! The DM enjoys the high-fives 
around the table, and tosses 5 Awesome Points in 
the Bowl; the players give 4 of them to Caritas. 
 
As Caritas hacks down Stealer B, Sextus thrusts 
himself between his sergeant and Stealer C with a 
vicious assault using his arcing power fist. He rolls 
3d10 to hit, keeping the top 2; rolling 2, 7, and 5 he 
gets 12. (Caritas appreciates the assist, as does 
Nicholas, so both give him an Awesome Point.) 
With a 12 to hit, the stealer has a 3 soak, +8 for 11. 
Sextus has a power weapon, so he ignores 4 soak, 

and he spends 6 Awesome Points to add +3 damage to his base 7, total 10 Wounds ignoring 4 soak. The 
stealer has 11 soak and 3 Wounds. Ignoring 4 soak, and applying 10 Wounds, the stealer drops to 0 
Wounds and takes a crit roll (at -4). The DM rolls a 4, so the result is 0, and the stealer still has 1 Wound. 
 
The DM cackles in wicked glee, then apologizes with another 10 Awesome Points to the Bowl. Sextus 
points out that was very demoralizing, and he notes he has no Awesome Points—for his valiant assault, 
each player gives him 1, so he now has 4. 
 
Sextus points out he just spent the last of 12 Awesome Points, so he levels up to 3! For a talent, he 
promptly takes Specialist: Close Combat. (Maybe he wants to be a sergeant next…) 
 
 Round Eight 
 NPC PC 
1 Defend/Protect   
2 Ranged   
3 Focus/Impede   
4 Move/Push Blip 3, Stealer D, E, F.  
5 Attack/Assist Stealer C  



6 Focus Event   
 
[The DM rolls 4d10 to see how many stealers are in blip 8, needing 7+ per stealer. 8, 4, 1, 2. 1 stealer.] 
 
Caritas sees that no blip is coming in, just 1 stealer instead; they are on the defensive! Time to push, 
before it is too late. Petrus and Martin are ordered to the east. Caritas will finish off this stealer, while 
Sextus and Nicholas charge around the corner shooting. Cocky? Time will tell. 
 
 NPC PC 
1 Defend/Protect   
2 Ranged   
3 Focus/Impede   
4 Move/Push Blip 3, Stealer D, E, F. Petrus, Martin, Sextus, Nicholas 
5 Attack/Assist Stealer C Caritas 
6 Focus Event   
 
Petrus rolls initiative for the moving marines, getting a 4. The stealer rolls 1. 
 
Petrus spends an Awesome Point to move and shoot at Blip 3, revealing it to be Stealer G. He rolls 1d10, 
getting a 10 (face die, +1 Wound!) Charging and roaring, he hosed the corridor down, startling the stealer 
with his boldness and burning 4 ammo for 3 extras. He spends 2 Awesome Points to get +4 to hit (“Battle 
Master” talent), and a 14 total grants 2 soak from the stealer’s super heavy armor, +8, total 10. The storm 
bolter does base 8 Wounds, Petrus puts all 3 extras to Wounds, and +1 Wound for a hit to the face, total 
12. To add insult to injury, Petrus spends 2 more Awesome Points to boost damage by 1 Wound. 13 
Wounds hit 10 armor and 3 Wounds, barely calling for a crit roll (at -4, for vitality.) The DM rolls a 2, so 
Stealer G still has 1 Wound. 
 
Martin moves with Petrus, in the arena with the dazed and reeling stealer. 
 
To the south, Sextus charges the corner, pivoting with his storm bolter blaring. He spends 1 Awesome 
Point and rolls 1d10 to hit, shooting while running. He rolls a 1. Not to be deterred, he spends 3 Awesome 
Points to get +6 to hit (“Battle Master” talent, and he’s 3rd level now), raising the total to 7—still a miss. 
He also dumps 4 ammo into the clattering boom of the storm bolter, getting 3 extras. He puts 2 of them 
into accuracy for +4 to hit, now 11. He puts the other into an extra Wound. With 11 to hit, the target 
(stealer D) gets 3 soak from super heavy armor, +8, total 11. The storm bolter’s base damage is 8, +1 for 
the extra from much shooting. He got close to wounding the stealer, but with 1 Awesome Point left, there 
is not much more he can do. 
 
Close on his heels, Nicholas roars a canticle of battle as the incense of his storm bolter’s discharge bathes 
the corridor and dims the lights. He spends 1 Awesome Point to move and shoot, rolling 9 to hit. He 
boosts it to 11 with “Battle Master” and 1 Awesome Point, so stealer D’s super heavy armor soaks 3, +8 
for 11 Wounds. He drives 4 ammo into the attack, putting all 3 extras into 1 Wound each, raising the 
storm bolter’s base 8 to 11. He spends 2 Awesome Points to add +1 Wound to the attack, chipping 1 
Wound off the stealer. Suitably impressed, all the other players toss him an Awesome Point (+4). 
 



Now the stealers move. Blip 3 became stealer G. Furious at the affront of Petrus’ assault, the stealer rolls 
2d10 to hit him, holding 2 dice back so they become 2 Wounds each if it hits. It rolls a 10 on the face die, 
and 4, +3, total 17. Petrus’ super heavy armor soaks 1 Wound, +15, so 16. The stealer does a base 6, +1 
for the face die hit, +4 Wounds for withheld attack dice, total 11 (and ignoring 11 armor soak.) Petrus 
spends his last 2 Awesome Points to reduce the incoming damage by 1, so it is 10, ignoring 10 armor. The 
armor has 16 soak, 10 is ignored, and it reduces the 10 incoming Wounds to 4. Odd points damage the 
armor, even points damage Petrus. Wincing, Petrus chooses the Combat Drugs system to go down, and 
the armor to add +13 instead of +15 soak in future. He also takes 2 Wounds of his 5. 
 
The DM chuckles with dark and sardonic glee, and tosses 10 Awesome Points in the Bowl, savoring first 
blood against the marines in their moment of confidence. 
 
Stealer D pounces at Nicholas, using 1d10 for movement, 2d10 to strike (+3), and 1d10 to add +2 
Wounds if the hit connects. The stealer rolls 10 on the face die, and 1, +3 is 14! Nicholas’ super heavy 
armor soaks 2, +15, for 17. The stealer inflicts a base 6 Wounds, +1 for the face die, +2 for the withheld 
attack die, total 9. Nicholas spends 2 Awesome Points to reduce the attack to 8 Wounds. It ignores 8 of 
his 17 armor, and tears at him, scrabbling in sheets of sparks, his armor just barely protecting him. 
 

Stealer E leaps at Nicholas also, using 1d10 for 
movement, 1d10 to strike (+3), and 2d10 to add 
+4 Wounds if the hit connects. The stealer rolls 6, 
+3 is 9. Nicholas’ super heavy armor provides 4 
soak, +15, for 19 soak. The stealer’s base damage 
is 6, +4 Wounds for withheld attack dice—
Nicholas quickly spends 2 Awesome Points to 
reduce the attack to 9 Wounds. The attack ignores 
9 armor, and inflicts 9 Wounds, total 18 of his 19 
soak. Again, he is just barely protected as he is 
hurled off the walls and bowled over, hissing 
snarling creatures barely audible over the screech 
of raked ceremite. 
 
Stealer F moves in to the north entrance arena and 
lurks there, waiting for the marines to close. 

 
Combat phase. Caritas rolls 10 for initiative, Stealer C rolls 4. Caritas wants to wrap this up fast, so he 
strikes hard with his power sword, rolling 3d10 and keeping the highest 2: he rolls 9, 4, 5, total 14. The 
stealer’s super heavy armor provides 2 soak, +8, total 10, and his power weapon ignores 4. The sword’s 
base damage is 7 Wounds, and he boosts it by 3, spending 6 Awesome Points (and leveling—he 
immediately takes “Battle Master.”) He spends 2 more to get +1 Wound. So, he ignores 4 armor and 
inflicts 11 Wounds, and the stealer has 10 armor and 1 Wound. The stealer takes a +4 crit, balanced out 
by -4 for stealer vitality. The DM rolls a 6, and the stealer is knocked out (and as a bonus, it can’t attack.) 
 
The other players are genuinely impressed, each gives him an Awesome Point. 



 
Round Nine 
 NPC PC 
1 Defend/Protect Stealer F  
2 Ranged   
3 Focus/Impede   
4 Move/Push   
5 Attack/Assist Stealer G, D, E  
6 Focus Event   
 
[The DM rolls 4d10 to see how many stealers are in blip 9, needing 7+ per stealer. 5, 1, 4, 1. 0 stealers!] 
 
What?! NO REINFORCEMENTS!?! Caritas hollers at his troops to press through, now, and finish the 
mission in the name of the Emperor! (His amused battle brothers each give him an Awesome Point, and 
the players have to take a snack break to laugh and bellow slogans.) 
 
Sextus is ordered to leap past the swirling melee and continue towards the entry point. Caritas will move 
in to help Nicholas, who will fight and keep the stealers busy or dead. Meanwhile, Petrus will finish off 
his stealer as Martin races ahead towards the northern entry point. 
 
 NPC PC 
1 Defend/Protect Stealer F  
2 Ranged   
3 Focus/Impede   
4 Move/Push  Sextus, Caritas, Martin 
5 Attack/Assist Stealer G, D, E Petrus, Nicholas 
6 Focus Event   
 
Stealer F squats in the dim, hissing fury.  
 
Martin dodges past the fracas of Petrus and the stealer, clanging on towards the entry point. Stealer G 
tastes its blood, and Petrus, and lets him go. 
 
Sextus maneuvers around the battle tangle, banging along to the north. 
 
Caritas bellows challenge, and races towards the writhing melee around Nicholas with his storm bolter 
roaring. He spends 1 Awesome Point and rolls 1d10 to hit, getting a 9. He now has “Battle Master” and 
he is 5th level, so he burns 5 Awesome Points to get 19 to hit. In addition, he pours on 4 ammo for 3 
extras, and he assigns 1 extra to get +2 to hit and the other 2 for +1 Wound each. With 21 to hit, he 
ignores the super heavy stealer armor, except the +8. The storm bolter base damage is 8 Wounds, +2 from 
extras, and he spends 2 Awesome Points to boost his damage by 1 Wound: total 11 against 8 soak and 3 
Wounds for stealer E. That is just enough to force a crit, though at -4; the DM rolls an 8, and stealer E is 
knocked out. Cheering the players all give Caritas an Awesome Point (+4). 
 
Combat phase: Nicholas rolls 1d10 for marines (7), DM rolls for stealers (5). Marines go first. 



 
Nicholas lashes out at stealer D, who has already taken 1 Wound. He rolls 3d10 to hit, keeping the 2 
highest, and gets 8, 8, 6 (16). He spends 1 Awesome Point to boost his to-hit roll to 18, so the super heavy 

armor of the stealer gives it 1 soak, +8, =9. (He levels, 
now 3rd level, and saves the slot—maybe he can be 
promoted to sergeant…) His base damage with the power 
fist is 7 Wounds, and it ignores 4 armor. He only has 1 
Awesome Point, so he can’t risk super-charging the attack. 
He does 7 Wounds ignoring 4 armor against a target with 9 
armor and 2 Wounds, forcing a critical at -4 (vitality). The 
DM rolls a 10, -4 is a knockout. Good enough. Impressed, 
all the other players give Nicholas an Awesome Point 
each. 
 
Meanwhile, Petrus is roaring in pain and rage, locked in 
deadly combat with stealer G—his very survival is now in 
question, and no one is coming to help him. He points this 

out, and the other players see that he has no Awesome Points—they give him 4, and point out to the DM 
there are only 4 Awesome Points left in the Bowl. 
 
Petrus attacks savagely with the power fist, rolling 3d10 to hit and keeping the top 2: 6, 5, 9 (15). He 
spends 1 Awesome Point with “Battle Master” to boost the hit to 17, so the stealer super heavy armor is 1 
Wound, +8 is 9 soak (and stealer G is injured only 1 Wound left). The power fist ignores 4 armor levels, 
and does a base 7 Wounds. Petrus spends 2 more Awesome Points to add +1 Wound, total 8 Wounds and 
-4 armor against 9 armor and 1 Wound. The DM rolls a crit (+2, -4, so -2) and gets a 2; the stealer is 
impossibly still up with 1 Wound in spite of all the punishment! 
 
Stealer G now gets to attack, and it holds nothing back. It rolls 2d10 to hit, with 2 dice contributing +4 
Wounds if it connects. It rolls 2 and 5 (+3) total 10, so Petrus’ super heavy armor soaks 4 Wounds, +13 (it 
was damaged) total 17. The stealer base damage is 6, +4, total 10. 
 
Martin cries out into the com that he believes in Petrus, and tosses him an Awesome Point. Petrus 
immediately spends that point and his last point to reduce the damage by 1, so it is 9. Petrus soaks 17 and 
has 3 Wounds, the stealer ignores 9 armor and inflicts 9 Wounds. 1 Wound goes through, and damages 
the armor; grim, Petrus assigns it to the suit base soak, dropping it to 11… 
 
Round Ten 
 NPC PC 
1 Defend/Protect   
2 Ranged   
3 Focus/Impede   
4 Move/Push Stealer F, H  
5 Attack/Assist Stealer G  
6 Focus Event   
 



[The DM rolls 4d10 to see how many stealers are in blip 10, needing 7+ per stealer. 5, 5, 9, 5. 1 stealer.] 
 
Caritas observes that the marine luck can’t hold, and any minute now 4 stealers will swarm out of one of 
these gaps—gotta seal ‘em quick. The heavy flamer can’t move and shoot, but Caritas orders Martin on 
anyway. Sextus, Nicholas, and Caritas race northward as Petrus struggles for his survival. 
 
 NPC PC 
1 Defend/Protect   
2 Ranged   
3 Focus/Impede   
4 Move/Push Stealer F, H Martin, Sextus, Nicholas, Caritas 
5 Attack/Assist Stealer G Petrus 
6 Focus Event   
 
Caritas rolls initiative for moving marines, getting a 4. Stealers roll 8. Ominously enough, F and H allow 
the marines to go first. 
 
Sextus, Nicholas, and Caritas clatter and bang along the corridor as fast as they can force the servo motors 
to carry their tactical dreadnought Terminator suits. Sextus reaches the terminal; a focus action there, and 
he can seal the bulkhead! 
 
Steeling himself against fear, Martin lumbers close enough to see the terminal. A focus action there, and 
he can seal the bulkhead! Then the stealers strike. 
 
Excited by their proximity to the conclusion, the DM tosses 10 Awesome Points in the Bowl. 
 
Stealer F drops on Martin, rolling 2d10 to hit and saving 2 dice to trade in for 2 Wounds each. It rolls 10 
on the face die, and 2, (+3) total 15. Martin’s super heavy armor provides 2 soak, +15, total 17. The 
stealer has a base damage of 6, +1 for the hit to the face, +4 for withheld attack dice, total 11. Martin 
spends 2 Awesome Points to drop the Wounds by 1, so the stealer inflicts 10 and ignores 10 soak. The 
helmet is badly wrenched, the armor takes 3 more than it can handle. Martin takes 1 Wound, and the 
armor takes 2; Martin opts for the combat drugs and tactical array to go down. 
 
Stealer H leaps out of the shadows beyond the open bulkhead, losing 1 combat die and rolling 2 more to 
hit (+3), saving the last for damage. It rolls 6 and 3, 9 (+3 is 12). Martin’s very heavy armor soaks 3 
Wounds, +15, total 18.  Martin spends 2 Awesome Points to reduce the damage by 1, so the stealer 
inflicts base 6, +2 for the withheld die, -1, total 7 and ignoring 7 armor. Martin grunts with pain as the 
stealer hurls him against the wall, knocks him down, and worries at his arms. 
 
Meanwhile, Petrus and stealer G continue their harrowing battle.  Petrus rolls 1 for initiative, the stealer 
rolls 7. 
 



The stealer attacks with 2 limbs, 2d10 (+3) getting 6 and 9 (+3 is 18). Petrus super heavy armor soaks 1 
Wound, +11 (damaged armor) total 12. He cries out for help from his battle brothers, who each give him 

an Awesome Point—he immediately spends 2 of 
them to reduce the incoming damage by 1 Wound. 
The stealer does a base 6, augmented by saving 2 
limbs out, so 10, -1 Wound is 9. It ignores 9 armor, 
and inflicts 9 Wounds. The armor is 12, so it takes 
the attack down to 6 Wounds. Petrus has 3 Wounds. 
The armor takes 3 (1, 3, 5) and Petrus chooses to 
have the armor lose 6 soak, down to 5. He takes 3 
Wounds himself (2, 4, 6) and he has 3 Wounds left. 
He takes a crit, adjusted by -2 for his hardiness as a 
space marine. He rolls a 5, so he is knocked out in 
the wreckage of his honor armor with an alien 
screaming victory over his torn mess of meat and 
ceremite. 
 
 
 

Round 11 
 NPC PC 
1 Defend/Protect   
2 Ranged   
3 Focus/Impede   
4 Move/Push Stealer G, I, J  
5 Attack/Assist Stealer F, H  
6 Focus Event   
 
[The DM rolls 4d10 to see how many stealers are in blip 11, needing 7+ per stealer. 5, 7, 9, 5. 2 stealers.] 
 
Caritas notes they are on the edge of victory or defeat, this round could make the difference. Sextus will 
use a focus action to seal the southern entry point. To protect him, Nicholas will move into position. 
Meanwhile, Caritas will continue north to the other entry point, to assist Martin—if he arrives in time. 
 
Martin is in a difficult situation, so he chooses to use a defend action—if he is hit, he can counter-attack, 
so he may get a swipe at both stealers. 
 
 NPC PC 
1 Defend/Protect  Martin 
2 Ranged   
3 Focus/Impede  Sextus 
4 Move/Push Stealer G, I, J Caritas, Nicholas 
5 Attack/Assist Stealer F, H  
6 Focus Event   
 



Martin hunches in a defensive posture, power fist snarling energy. 
 
Sextus uplinks with the terminal and begins issuing the commands to seal the bulkhead; it starts grinding 
into position. 
 
Caritas rolls initiative for those moving, getting a 1. The stealers roll 7. 
 
The DM faces a hard decision. Put the 2 stealers through the north portal, endangering Martin and making 
it very difficult for the marines to battle against a stream of foes—but only have one entry point? Or, toss 
a couple stealers through the south point and disrupt efforts to close it? She flips a coin, and decides to 
seal Br. Martin’s fate as I and J rush in at him, 4 on 1. 
 
Stealer I uses 1 die to move into the arena, and saves 1 for +2 Wounds, attacking with the other 2. It rolls 
1 and 6, +3 (and -2 because Martin is defending) total 8. Martin’s super heavy armor provides 4 soak, 
+15, for 19. The stealer’s base damage is 6, +2 for the withheld combat die, total 8 (and -8 soak.) Martin 
doesn’t have to counter anything, his incredible tactical dreadnought armor shrugs off the horrible 
screeching claws. 
 
Since he was hit while defending, he gets a free counter-attack. He rolls 3d10 to hit, keeping the top 2, 
getting 5, 2, 8 (total 13.) The stealer’s super heavy armor soaks 3, +8, total 11. Martin’s base damage is 7, 
and he ignores 4 armor. Narrowing his eyes, he burns 6 Awesome Points to boost damage by 3 Wounds, 
so he does 10 Wounds and ignores 4 armor, against 11 armor and 3 Wounds. That is just enough to force 
a crit roll, at the stealer -4. The DM rolls 10, -4 is 6, still a knockout! Cheering with disbelief, the other 
players toss him 4 Awesome Points. 
 
Stealer J uses 1 die to move into the arena, and saves 1 for +2 Wounds, attacking with the other 2. It rolls 
1 and 7, +3 (stealer skill) -2 (Martin defending) total 9. Martin’s super heavy armor soaks 4 Wounds, +15, 
total 19. The stealer base damage is 6, +2 for the withheld die, total 8, ignoring 8 armor. Again, a stealer 
scrabbles at Martin’s armor, rending the Imperial Eagle and his squad designations but leaving him intact 
inside.  
 
Since he was hit while defending, Martin gets a free counter-attack. He rolls 3d10 to hit, keeping the top 
2, getting 6, 1, 7 (total 13.) The stealer’s super heavy armor soaks 3 Wounds, +8 for 11. Martin’s base 
damage is 7, and he ignores 4 armor. Riding the blood lust, he screams in the isolation of his damaged 
helmet, and spends 4 Awesome Points (of his 5) boosting damage by 2 Wounds, to 9, ignoring 4 armor. 
The stealer’s 11 soak and 3 Wounds take the hit, leaving the stealer with only 1 Wound. 
 
Impressed by the hardy flamer’s continuing survival, the other players each give him 1 Awesome Point 
(even Petrus, though his character is down.) The DM is impressed too, tossing 12 Awesome Points in the 
Bowl.  
 
Stealer G moves to be in the way of reinforcements, but does not go into battle with the surprisingly 
sturdy flamer understrength from moving. 
 



Caritas and Nicholas race up the corridor, praying they will find Br. Martin alive, calling into the tac net 
to no avail (his was damaged.) 
 
Combat phase! Martin faces stealers F and H as they leap at him. F rolls 2d10 to hit (+3, -2 for Martin’s 
defense) and withholds 2 dice to add 4 Wounds. It rolls 4 and 4, +3, -2 is 9, so Martin’s super heavy 
armor soaks 4 Wounds +15 is 19. The stealer does base 6, +4 from withheld dice, total 10, and ignoring 
10 soak. Martin spends 2 Awesome Points to reduce the damage to 9, and ignoring 9 soak—and Martin 
levels! He chooses “Battle Master” talent. The stealer ignores 9 armor and inflicts 9 Wounds, doing no 
further damage as it gnaws and drags at him negating 18 of his armor’s 19 soak. 
 
Martin gets his counter-attack, rolling 3d10 to hit and keeping the top 2: 2, 8, 5 total 13. Martin uses his 
new talent to spend 1 Awesome Point to boost his to-hit to 15, so stealer F’s super heavy armor soaks 2, 
+8 is 10. Martin’s base damage is 7, ignoring 4 armor; he boosts it by all 6 remaining Awesome Points to 
do +3 Wounds—10 damage, ignoring 4 armor. The stealer’s armor is 10, with 3 Wounds, and Martin 

inflicts 10 Wounds, ignoring 4 armor, so Martin inflicts a +1 crit (at -4 for 
stealer vitality, so -3). The DM rolls 7, -3 is 4, still a knockout! 
 
Amazed by the little flamer that could, the other 4 players each give Martin 
an Awesome Point, assuring him that his flamer holding the line at a 
mission critical point would be remembered for years to come. 
 
Finally, stealer H pounces at the implacable marine, rolling 3d10 to hit (+3, 
-2 for Martin defending) and withholding 1 die for damage. The stealer rolls 
7, 3, 6 (+3, -2) total 17. Martin’s super heavy armor provides 1 soak, +15 
for 16. The stealer’s base damage is 6, +2 for the withheld die, total 8. 
Shrieking frustration, the stealer ignores 8 armor and inflicts 8 Wounds, 
precisely matching Martin’s armor soak of 16 but doing no further harm. 
 
Martin chants the Emperor’s Malediction as he counter-attacks, lashing out 
with the crackling might of the gore-filthy power fist and rolling 3d10, 

keeping the top 2. He rolls 8, 9, 9, total 18! Spending 1 Awesome Point, he boosts it to 20 using his new 
“Battle Master” talent, and ignoring the stealer’s super heavy armor. (Astonished he is still up and tearing 
down stealers, Caritas gives him an Awesome Point, and so do the other 3 players.) Martin’s base damage 
with the power fist is 7, and he dumps his last 6 Awesome Points into boosting that to 10, as well as 
ignoring 4 armor. His attack does 10 Wounds and ignores 4 armor, against the stealer’s armor of 8 and 3 
Wounds. The stealer takes a +3 crit, -4 for its vitality, total -1, and the DM rolls a 9—even at -1, the 
stealer is out of action. And Martin levels again! This time he takes the “Parry” talent (for some reason.) 
Martin’s jaw-dropping feat of knocking down 3 out of 4 stealers, single-handed, in close combat, inspires 
the other 4 players to each give him an Awesome Point. 
 
At the end of the round, Sextus was not wounded, so his focus action completes, and the bulkhead crashes 
shut with awful finality. One of the two objectives achieved! Delighted, the DM puts 15 Awesome Points 
in the Bowl, and 4 players each give Sextus 1 Awesome Point. 
 



Round 12 
 NPC PC 
1 Defend/Protect   
2 Ranged   
3 Focus/Impede   
4 Move/Push Stealer G, K, L  
5 Attack/Assist Stealer J  
6 Focus Event   
 
[The DM rolls 4d10 to see how many stealers are in blip 12, needing 7+ per stealer. 10, 2, 8, 1. 2 stealers.] 
 
“I go to the Golden Throne with a clear mind and heart,” Martin growls, alone without his com equipment 
in his ripped helmet. He will defend, holding out as long as he can. A cornered space marine is terrible to 
behold. 
 
Caritas, Sextus, and Nicholas will continue their charging banging clatter, desperately trying to reach 
Martin before it is too late. 
 
 NPC PC 
1 Defend/Protect  Martin 
2 Ranged   
3 Focus/Impede   
4 Move/Push Stealer G, K, L Caritas, Sextus, Nicholas 
5 Attack/Assist Stealer J  
6 Focus Event   
 
Martin slams the side of his power fist against the wall, and energy crackles, burning ichor off. He is 
ready to defend himself. 
 
Caritas rolls initiative, getting 3. The stealers get 6. 
 
Stealer G pounces at Martin, using 1 die to move, 2d10 (+3) to attack, and withholding 1 to add +2 
Wounds. Stealer G rolls 6 and 2, +3 is 11. Martin uses his new “Parry” talent to reduce the attack by 
1d10, and he rolls 9—Stealer G misses. 
 
Stealer K leaps into Martin’s arena plowing towards him headlong with claws and jaws snapping. He uses 
1 die to move, 2d10 (+3) to attack, and withholding 1 to add +2 Wounds. Stealer K rolls 5 and 2, +3 is 11. 
Martin’s super heavy armor soaks 3, +15, total 18. Stealer base damage is 6, +2 for withheld die, total 8; 
not enough to injure Martin. 
 
However, stealer K did hit, so Martin gets a counter attack. Martin rolls 3d10, keeping the highest 2, 
getting 5, 5, 7 for 12. He spends 1 Awesome Point to boost it to 14, so the stealer’s super heavy armor 
soaks 2, +8, for 10. Martin’s base damage with the power fist is 7, and he spends 2 Awesome Points to 
boost it to 8. The power fist ignores 4 armor, and does 8 Wounds, against the stealer’s 10 armor and 3 



Wounds. The stealer takes 2 Wounds. Knowing the match may well rest on Martin’s survival, the other 4 
players give him a total of 4 Awesome Points for staying up. 
 
Stealer L hurls itself at Martin, hoping to bowl him over using 1 die to move, 2d10 (+3) to attack, and 
withholding 1 to add +2 Wounds. Stealer L rolls 8 and 10, +3 is 21. Martin only gets the armor’s base 15 
soak. The stealer’s base damage is 6, +2 for the withheld die, total 8. Martin reduces the Wounds by 1, 
spending 2 Awesome Points, so it is now 7. Ignoring 7 armor and dealing 7 Wounds, the stealer can’t 
quite tear through his Terminator suit. 
 
However, stealer L did hit, so Martin gets a counter attack. Martin rolls 3d10, keeping the highest 2, 
getting 10 (on the face die!), 7, and 9, total 19. He spends 1 Awesome Point to boost the attack roll to 21, 
ignoring all but 8 of the stealer’s armor. He does a base of 7 Wounds with the power fist, +1 Wound for 
hitting the stealer in the face, total 8 Wounds and ignoring 4 armor. The stealer’s armor is ignored, and it 
takes a +1 crit (adjusted by -4 for its vitality) total -3. The DM rolls 5, and the stealer is knocked out. The 
jubilant players chip in to give Martin another 4 Awesome Points. 
 
Caritas, Sextus, and Nicholas awkwardly manage the corner, pushing their metal-sheathed bodies and 
mechanical constructs as fast as they will go.  
 
Combat! Stealer J puts 2 dice into hitting (+3), and withholds 2 to add +4 Wounds. It rolls 6, 10, (+3) 
total 19. Martin’s super heavy armor provides 1 soak, +15 (total 16). Stealer J does a base 6 Wounds, +4 
for the 2 withheld dice. Martin reduces the Wounds by 1, spending 2 Awesome Points, so the stealer 
inflicts 9 Wounds and ignores 9 armor against Martin’s 16 armor and 3 Wounds. Of the 2 Wounds past 
the armor’s soak, Martin loses 2 from the armor soak, and takes 1 Wound himself (down to 2.) 
 
Martin held for another round! The other players each give him an Awesome Point. 
 
Martin was hit, so he counter-attacks, rolling 3d10 and keeping the highest 2. He rolls 9, 6, 6, total 15. He 
spends 1 Awesome Point to boost the roll to 17, so the stealer’s super heavy armor soaks 1 Wound, +8, 
total 9. The power fist does 7 Wounds, and Martin drives full power into the weapon, 6 Awesome Points 
so it is +3 Wounds (total 10, and -4 armor). The stealer takes a +1 critical, -4, total -3, and the DM rolls 9. 
Stealer J is out of action! 
 
Round 13 
 NPC PC 
1 Defend/Protect   
2 Ranged   
3 Focus/Impede   
4 Move/Push Stealer M  
5 Attack/Assist Stealer G, K  
6 Focus Event   
 
[The DM rolls 4d10 to see how many stealers are in blip 12, needing 7+ per stealer. 6, 1, 4, 10. 1 stealer.] 
 



Martin continues to hold, losing all track of everything but retribution and survival as his team clatters 
ever closer through the labyrinth corridors. 
 
 NPC PC 
1 Defend/Protect  Martin 
2 Ranged   
3 Focus/Impede   
4 Move/Push Stealer M Caritas, Sextus, Nicholas 
5 Attack/Assist Stealer G, K  
6 Focus Event   
 
Servo motors whine as Martin stamps his way up on the pile of alien corpses, his back to the wall as he 
thrusts his power fist towards his 3 snarling foes. 
 
It doesn’t matter who moves first, so the DM lets the marines get an arena closer. 

 
Stealer M leaps out of the darkness, crashing into the scored and brittle armor 
encasing Br. Martin. 1 die to move, 2d10 (+3) to attack, and withholding 1 to 
add +2 Wounds. It rolls 4, 5 (+3) total 12. Martin uses “Parry” and reduces its 
to-hit roll by 1d10, rolling 1. With 11, Martin’s super heavy armor provides 3 
Wounds soak, +13, total 16. The stealer does a base damage of 6, +2 for 
withheld die, total 8 Wounds and ignoring 8 armor. Again sparks fly and 
ornamentation is hurled into the wall, but Martin takes no further injury from the 
ferocious assault. 
 
Martin counter-attacks, because he was hit. He rolls 3d10 and keeps the higher 
2, getting 10 (on the face die!) and 10, total 20! Stealer M gets no armor beyond 
the base 8, and it has 3 Wounds. Martin inflicts a base 7, +1 Wound for a 10 on 
the face die, and he burns through 6 Awesome Points to max out the +3 Wounds 

the power fist can inflict (as well as its -4 armor soak.) The stealer’s defenses look weedy against 11 
Wounds and -4 soak, and the stealer is hit for a +4 critical, balanced by its -4 advantage for vitality. The 
DM rolls a crit, getting 7, and the stealer is down! 
 
Martin more than leveled (now 5th) with that stunt, and without hesitation the wounded space marine 
chooses the “Combat Toughened” talent, getting +2 Wounds! 
 
In the combat round, stealer G assaults Martin with 2d10 (+3) to hit and 2 withheld dice giving +4 
Wounds if it hits. It rolls 6 and 9, +3 for 18 total. Martin’s super heavy armor provides 1 Wound of soak, 
+13, total 14. The stealer’s base damage is 6, +4 for withheld dice, total 10. Martin spends 2 Awesome 
Points to reduce the damage to 9. The stealer ignores 9 armor, and does 9 Wounds. Martin has 2 Wounds 
left, and his armor soaks 14. The stealer inflicts 4 Wounds past the armor, so the armor takes 2 (1, 3) and 
Martin takes 2 (2, 4). Martin assigns the armor damage to destroy environmental systems (just a few 
minutes of air left) and another 2 soak (down to 11.) He takes 2 Wounds, but because he just leveled and 
got 2 more Wounds, he is somehow still up with 2 Wounds remaining. 
 



The DM lets out a cackle at the prospect of defeating a hero of the Imperium, and puts a massive 20 
Awesome Points in the bowl. Each player promptly gives 1 to Martin. 
 
Martin counter-attacks stealer G, rolling 3d10 to hit and keeping the top 2, getting 6, 8, and 3 (total 14). 
The stealer’s super heavy armor soaks 2 Wounds, +8, total 10. Martin’s power fist does 7 base Wounds, 
and he has exactly 6 Awesome Points—he spends all 6 to boost Wounds by 3, total 10 (and ignoring 4 
armor soak.) Stealer G only has 10 soak and 1 Wound, so Martin scores a +3 crit (and vitality reduces it 
by -4, so total -1.) The DM rolls a 3, but stealer G is still knocked out. Their awe deepening, the other 4 
players each give Martin 1 more Awesome Point as he stamps down to secure his footing on the slippery 
gory mass of corpses at his feet. (The DM changes the arena type from tight to hazardous.) 
 
Round 14 
 NPC PC 
1 Defend/Protect   
2 Ranged   
3 Focus/Impede   
4 Move/Push   
5 Attack/Assist Stealer K  
6 Focus Event   
 
[The DM rolls 4d10 to see how many stealers are in blip 12, needing 7+ per stealer. 1, 4, 4, 1. 0 stealers!] 
 
When it matters most, the marines catch a break. Stealer K is alone with the terrible might of Brother 
Martin, as his squad closes in! Martin chooses to ignore the stealer, trusting that his comrades will move 
and fire on the monster and take it out while he gets the bulkhead shut during what may be their last 
respite. 
 
 NPC PC 
1 Defend/Protect   
2 Ranged   
3 Focus/Impede  Martin 
4 Move/Push  Caritas, Sextus, Nicholas 
5 Attack/Assist Stealer K  
6 Focus Event   
 
Martin’s electronics are fried, so he clumsily prods at the panel, sweat pouring down his face as the 
stealer screams at him and readies itself to fight. 
 
His battle brothers round the corner, blazing away. First Caritas shoots, rolling 2d10 with the storm 
bolter, rolling 9 and 6 (15). He burns 3 Awesome Points to get 21 to hit, ignoring all but 8 of the target’s 
armor, and he pours on 4 ammo for 3 extras, assigning them all to extra Wounds. The storm bolter base 
damage is 8, +3 Wounds for full auto fire, total 11. The stealer has 8 soak, and 1 Wound (it was 
previously injured. So, Caritas scores a crit at +2, -4 for alien vitality; the DM rolls a 4, and even at -2 that 
knocks the stealer out. 
 



There are screams of rage in the darkness beyond the bulkhead as it thuds into place. Finally, this sector is 
secure. 
 
Now out of combat rounds, the marines patch up a temporary work-around for Martin’s life support, and 
revive Petrus, helping him crawl out of his ruptured armor and limp to the boarding torpedo as Caritas 
calls in reinforcements. Victory! 
 
The DM decides Br. Martin will be put in for a commendation of the Iron Cross, or a promotion to 
sergeant. 
 
Awesome Point Economy Update 

There are 24 Awesome Points in the Bowl. 

Name Currently Has Has Spent Spend to Level Total Received 
Sgt. Caritas (5 lvl) 14 20 4 34 
Br. Sextus (3 lvl) 1 17 7 18 
Br. Nicholas (3 lvl) 5 12 12 17 
Br. Petrus (3 lvl) 2 14 10 16 
Br. Martin (5 lvl) 6 41 7 47 
 
 


