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PVE SCRIPTED OPERATIONS

ABOUT

An Operation is a three-Mission deployment arc played against a single NPC
faction. Where a standard PVE Mission is generated by rolling for its Battlefield,
Deployment, and Objectives, the Operations in this book are guthored: each one
fixes those choices in advance and wraps them in a short narrative thread, so
the three Missions read as one continuous engagement rather than three
unrelated fights.

Every playable faction has one Operation against each faction in the galaxy,
including its own. Choose the Operation that matches the Faction you are
playing and the enemy you want to fight, then run its three Missions in order.

Note you will need the and the books to play

these Operations.

OPERATION SEQUENCE
1. Choose an Operation for your Faction
2. Set the Threat Level
3. Build the NPC Squad from the listed Squad Type
4, Play Mission 1, 2, and 3 in order
5. Return to Homebase

RUNNING AN OPERATION

Each Operation entry lists the enemy Faction and the Squad Type to build its
NPC Squad from, a single Battlefield used for all three Missions, and a fixed
Objective and Deployment for each Mission.

The listed objective is the Primary Objective. That is the Objective that
progresses the Operation: it must be completed to proceed to the next Mission
in the Operation. If the Squad does not complete the Primary Objective (including
Extraction), replay the Mission with a new secondary Objective. Roll a second,
random Secondary Objective at the start of the Mission. That Secondary
Objective must be of a different Archetype than the Primary Objective.

Set up each Mission as described in the Missions book, using the provided
Battlefield, Objective, and Deployment instead of the usual rolls. All other rules
are unchanged: Battlefield effects still trigger each Turn after the first, Objectives
are scored normally, and Mission scoring works as it does in any PVE Mission.
Every Operation uses one Control, one Activate, and one Destroy Primary
Objective across its three Missions, and never repeats a Deployment. Expect each
Operation to demand a Squad that can hold ground, work an objective, and
break a target.

BETWEEN MISSIONS

The Sguad stays deployed for all three Missions: it cannot change its Units or
Gear, and MP earned during the Operation cannot be spent until it ends.
Between Missions, remove one Injury from any one Unit in the Squad (one total,
not one per Unit). After the third Mission, the Squad returns to Homebase as
normal.
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HEGEMONY

Order through force. Survival through control,

ORBITAL GUNS

Enemy: Drone Pod Battlefield: The Ruined City

LOCKDOWN

Enemy: Claimant Warband Battlefield: The Facility

The Swarm has overtaken our orbital guns, preventing our
forces from striking their bio-ships above the planet. Breach
the emplacement, clear the infestation, and retake the guns.

The Outer Claim has breached a classified research facility.
Secure the complex, neutralize the intruders, and ensure
nothing they've stolen leaves the building.

MISSION 1: RECON
Find the abandoned access tunnels beneath the ruins of the city.

Objective: A3 - Search and Recover Deployment: 1- Standard Insertion

MISSION 2: INFESTATION
Destroy Swarm nests in the gun emplacements.
Objective: D3 - Attrition Deployment: 2 - Hot Drop

MISSION 3: ORBITAL STRIKE
Protect the consoles long enough to allow our technicians to launch orbital
strikes.

Objective: C3 - Clear and Move Deployment: 3 - Flanked

MISSION 1: SEAL THE EXITS
Lock down the facility's exit points. Nothing gets out until this is over.

Objective: C1- Hold the Line Deployment: 5 - Overwatch

MISSION 2: SWEEP
Destray the Claimants' improvised barricades. They've dug in deep, but this
facility is ours.

Objective: D3 - Attrition Deployment: 3 - Flanked

MISSION 3: RECOVER
Locate and recover the stolen research data before it can be transmitted
offworld.

Objective: A3 - Search and Recover Deployment: 4 - Deep Strike

SUPPLY LINE

Enemy: Krumpfists Battlefield: The Jungle

RITUAL

Enemy: Silent Chair Battlefield: The Rift

A Grutak warclan has been raiding our supply convoys from a
concealed jungle camp. Locate the camp, dismantle their
defenses, and secure the route.

The Crimson Shroud has found a Heliophage artifact in a place
of mixed dimensions and shifting realities. They're preparing
a ritual to summon a herald of the Heliophage. Stop them.

MISSION 1: PATHFINDER
Find the Grutak camp. They're loud, but the jungle is dense.
Objective: A3 - Search and Recover

MISSION 2: CORDON
Hold the perimeter positions while fire support softens the camp.
Objective: C2 - Sustained Hold Deployment: 6 - Encircled

MISSION 3: DEMOLITION
Destroy their weapons caches. Without materiel, they're just noise.

Deployment: 4 - Deep Strike

Objective: D1 - Full Denial Deployment: 1- Standard Insertion

MISSION 1: LANDFALL
Establish a base of operations in this strange and dangerous place.
Objective: C2 - Sustained Hold

MISSION 2: TURN THE KEYS
Find and close the arcane conduits that the Crimson Shroud has opened.
Objective: A2 - Sequence Deployment: 2 - Hot Orop

MISSION 3: THE RITUAL
Destroy the Altar before the Shroud can complete its ritual song.
Objective: D2 - High-Value Target

Deployment: 3 - Flanked

Deployment: 6 - Encircled

DEAD RECKONING

Enemy: Relict Wardens Battlefield: The Cursed Temple

SPLINTER GROUP

Enemy: Interdictors Battlefield: The Alien Hive

A long-dormant Eidolon tomb-complex has activated, disrupting
our communications and navigation across the sector. Enter the

structure, disable whatever is broadcasting, and get out.

MISSION 1: ENTRY
The tomb's outer barrier is a single construct. Bring it down.,
Objective: D2 - High-Value Target Deployment: 1- Standard Insertion

MISSION 2: NAVIGATE
The interior shifts. Follow the active terminals to find the broadcast source.

Objective: A2 - Sequence Deployment: 2 - Hot Drop

MISSION 3: SHUTDOWN
Hold the broadcast chamber while technicians disable the array. One console
at a time.

Objective: C3 - Clear and Move Deployment: 5 - Overwatch

An expeditionary squad of Interdictors has been taken over by

a psychic alien force. Find them and "liberate" them.

MISSION 1: BREACH THE HIVE
Destroy the weak points in the hive's mound so we can dig them out.
Objective: D1 - Full Denial Deployment: 1 - Standard Insertion

MISSION 2: FIND THE NODES
Search the Hive for its contral center.

Objective: A3 - Search and Recover Deployment: 3 - Flanked

MISSION 3: RELEASE
Hold the control nodes to release the Interdictors from the Hive's mind
control.

Objective: C2 - Sustained Hold Deployment: 6 - Encircled




THE SWARM

Extinction doesn't negotiate.

DOMINANCE

Enemy: Hunter Killers Battlefield: The Alien Hive

HARVEST

Enemy: Despailers Battlefield: The Ruined City

A rival brood has infiltrated our hive. Their pheromone
markers corrupt our drones and turn them against us. Purge the
invaders. Reclaim the hive.

A Despoiler warband has fortified a ruined city above a
biomass reserve. They stand between us and the feeding
grounds. Remove them.

MISSION 1: PURGE
Their pheromone nodes are rewriting our drones. Destroy them before the
corruption spreads.
Objective: D3 - Attrition

MISSION 2: RECLAIM
Hold the hive's core chambers and reassert our scent.
Objective: C2 - Sustained Hold

MISSION 3: HUNT THE QUEEN

The rival queen is hiding in the deep chambers. Find her.

Deployment: 2 - Hot Drop

Deployment: 6 - Encircled

Objective: A3 - Search and Recover Deployment: 4 - Deep Strike

MISSION 1: ENCIRCLE
Seal the city's exits. Nothing leaves.

Objective: C1- Hold the Line Deployment: 5 - Overwatch

MISSION 2: CONSUME
Their barricades slow us. Destray them.

Objective: D1 - Full Denial Deployment: 1 - Standard Insertion

MISSION 3: SEED
Activate the spawning nodes across the city. The cycle begins.
Objective: AT - Full Access Deployment: 2 - Hot Drop

APEX

Enemy: Krumpfists Battlefield: The Jungle

INTERFERENCE

Enemy: Silent Chair Battlefield: The Cursed Temple

The Grutak trample our nesting grounds wherever they go. Their

camp sits on a spawning site. Reclaim it.

MISSION 1: AMBUSH
Strike before they can organize. Destroy their outer defenses.
Objective: D3 - Attrition

MISSION 2: ROOT
Activate the spawning nodes buried beneath the Grutak camp.

Deployment: 3 - Flanked

Objective: A2 - Sequence

MISSION 3: OVERRUN
The spawning cycle has begun. Hold the site.
Objective: C2 - Sustained Hold Deployment: 5 - Overwatch

Deployment: 4 - Deep Strike

The Crimson Shroud broadcasts psychic noise that weakens our
hive-link. Our coordination fractures in its presence. Silence

the source.

MISSION 1: BREACH
Destroy the temple's outer ward, eliminate resistance.
Objective: D2 - High-Value Target

MISSION 2: LOCATE
Search the temple for the source of the interference.

Deployment: 1 - Standard Insertion

Objective: A3 - Search and Recover Deployment: 2 - Hot Drop

MISSION 3: 0CCUPY
Hold the temple's care. Our bioforms will absorb the psychic infrastructure.
The naise ends here.

Objective: C1- Hold the Line Deployment: 6 - Encircled

CONVERGENCE

Enemy: Relict Wardens Battlefield: The Rift

CONTAINMENT BREACH

Enemy: Praxium Corps Battlefield: The Facility

The Revenants guard something in the Rift that resonates with
our hive-memory. We do not know what it is, but we do know

that we need it.

Hegemony scientists have been holding a Brood Mother in a
facility, experimenting on her to try to exploit her gifts.

She cries out to us through the stars.

MISSION 1: ANCHOR
The Rift shifts, Hold positions to stabilize our approach.
Objective: C3 - Clear and Move Deployment: 6 - Encircled

MISSION 2: DISMANTLE
The Revenants' constructs block our path. Destroy them.

Objective: D3 - Attrition Deployment: 3 - Flanked

MISSION 3: ABSORB
Activate the resonance points. The hive will know what to do.

Objective: A2 - Sequence Deployment: 4 - Deep Strike

MISSION 1: INFILTRATE
Break the gates to the facility's underbelly. They'll never see us coming.
Objective: D3 - Attrition Deployment: 4 - Deep Strike

MISSION 2: INFEST
Solidify our presence by holding key positions for new nests to grow.

Objective: C2 - Sustained Hold Deployment: 2 - Hot Drop

MISSION 3: FREE THE BROOD
Trigger the release mechanisms for our kin.

Objective: A1 - Full Access Deployment: 5 - OQverwatch




CRIMSON SHROUD

The Song Beneath The Stars

THE UNHEARD

Enemy: Hunter Killers Battlefield: The Alien Hive

NEW VOICES

Enemy: Claimant Warband Battlefield: The Ruined City

The Swarm's hive-mind is deaf to the Song. It must be silenced
so the Song can reach those trapped behind its noise.

The Claimants cling to old oaths and ancestral rage. Their
defiance is a wall. You will show them the door behind it.

MISSION 1: ATTUNE
Hold the hive's resonance points. Let the Song fill the chambers.
Objective: C2 - Sustained Hold

MISSION 2: SEVER
Cut the synaptic nodes that bind the hive-mind together.
Objective: D3 - Attrition Deployment: 2 - Hot Drop

MISSION 3: PLANT THE SEED
Activate the psychic beacons. The Song will do what the Song does.

Deployment: 5 - Overwatch

Objective: A1 - Full Access Deployment: 4 - Deep Strike

MISSION 1: BROADCAST
Activate the relay towers across the city. The Song needs only to be heard.
Objective: A2 - Sequence

MISSION 2: SILENCE THE DEFIANT
Their ancestral shrines anchor their resistance. Destroy them and the
resistance dies with them.
Objective: D1 - Full Denial

Deployment: 2 - Hot Drop

Deployment: 1 - Standard Insertion

MISSION 3: GATHER
Hold the city center to let the newly converted come to you.
Objective: C1 - Hold the Line Deployment: 6 - Encircled

CRUDE VESSELS

Enemy: Krumpfists Battlefield: The Jungle

SCHISM

Enemy: Silent Chair Battlefield: The Cursed Temple

The Grutak are spiritually empty and their minds are too
simple for subtlety, but the binding rites require no consent.

A faction within the Choir claims to hear a different verse of
the Song. The heresy must be corrected.

MISSION 1: PREPARE THE GROUND
Hold the ritual sites. The jungle will mask the preparations.

Objective: C3 - Clear and Move Deployment: 6 - Encircled

MISSION 2: DESTROY THEIR TOTEMS
The clan totems anchor what little identity they possess. Remove them.
Objective: D2 - High-Value Target Deployment: 4 - Deep Strike

MISSION 3: THE BINDING
Activate the binding circles. When the rites are complete, they will hear only
the Sonag.

Objective: A1 - Full Access Deployment: 3 - Flanked

MISSION 1: DISSONANCE
Their amplifiers distort the Song. Destroy them before the corruption spreads.

Objective: D3 - Attrition Deployment: 1 - Standard Insertion

MISSION 2: RECLAIM THE RELICS
The corrupted relics must be re-attuned. Follow the rites.
Objective: A2 - Sequence Deployment: 3 - Flanked

MISSION 3: RESTORE HARMONY
Hold the inner sanctum. When the Song is pure again, the heretics will have
no choice but to follow it.

Objective: C3 - Clear and Move Deployment: 6 - Encircled

ARTIFACT

Enemy: Relict Wardens Battlefield: The Rift

SECRETS

Enemy: Interdictors Battlefield: The Facility

The Revenants are holding a Heliophage artifact, an artifact
we must control to summon the heralds of the new galactic age.

MISSION 1: THE PATH
Follow the resonance through the Rift. The artifact calls to those who know
how to listen.

Objective: A2 - Sequence

MISSION 2: BREAK THE SEAL
The Revenants have warded the artifact with constructs older than their

Deployment: 4 - Deep Strike

dynasty. Tear them down.

Objective: D3 - Attrition Deployment: 2 - Hot Drop

MISSION 3: COMMUNION
Hold the artifact's resonance points. Let the Song pass through. The heralds
are listening.

Objective: C2 - Sustained Hold Deployment: 3 - Flanked

The Hegemony has uncovered evidence of our meddling in their
affairs. Clean up and evacuate before they find out more and

unravel our millennia-long master plan.

MISSION 1: CLEAR THE CONSOLES
All the intelligence we've gathered in the sector must be sent to
chapterhouse and purged from the systems.
Objective: AT - Full Access Deployment: 6 - Encircled

MISSION 2: BREACH THE GATE
The Hegemony has sealed us in our fortress. Breach the siege to reach
evacuation.

Objective: D2 - High-Value Target Deployment: 3 - Flanked

MISSION 3: EVACUATE
The evidence is secure, time to leave.

Objective: C2 - Sustained Hold Deployment: 5 - Qverwatch




OUTER CLAIM

The galaxy forgot them. They remember.

COLONY

Enemy: Drone Pod Battlefield: The Alien Hive

OLD RIVALRIES

Enemy: Claimant Warband Battlefield: The Facility

Our new settlement borders Swarm spawning grounds. If we don't
destroy them first, there won't be a colony by morning.

A rival faction from ancestral memory has surfaced in the
sector. 0ld grudges die hard. Our enemies die easy.

MISSION 1: PERIMETER
Hold the colony's edge. The first wave is already here.
Objective: C1 - Hold the Line

MISSION 2: BURN THE NESTS
Push into the nesting grounds and destroy the spawning sites.
Objective: D3 - Attrition Deployment: 1- Standard Insertion

MISSION 3: SIGNAL FOR AID
Activate the colony's long-range comm array. Reinforcements are our only

Deployment: 6 - Encircled

chance at permanence.

Objective: A1 - Full Access Deployment: 3 - Flanked

MISSION 1: BREACH
The rivals have fortified every entrance. Break through the facility's outer
locks.

Objective: D1 - Full Denial

MISSION 2: ANCESTRAL RIGHT
Search the facility's data archives for the records that prove our claim to this

Deployment: 1 - Standard Insertion

sectar.
Objective: A3 - Search and Recover

MISSION 3: 0CCUPY
Hold the facility's control center. When their command structure collapses, so
do they.

Objective: C1 - Hold the Line

Deployment: 2 - Hot Oraop

Deployment: 4 - Deep Strike

MOVING DAY

Enemy: Krumpfists Battlefield: The Jungle

RETALIATION

Enemy: Silent Chair Battlefield: The Cursed Temple

We've traveled the stars long enough, time to establish roots
in the sector. The Grutak are holding an ideal encampment
site, take it over.

MISSION 1: LANDFALL
Hold the landing site to allow our dropships to unload cargo, equipment, and
our kin.

Objective: C1 - Hold the Line

MISSION 2: LIGHTS ON!
Turn on our facilities and equipment.

Deployment: 3 - Flanked

Objective: A2 - Sequence

MISSION 3: TOTEMS
Destroy the Grutak totem. We start fresh in this new home.

Deployment: 5 - Overwatch

Objective: D2 - High-Value Target Deployment: 1 - Standard Insertion

The Crimson Shroud is calling forth the Heliophage, the very
same scourge that forced us to leave our homes at Galaxy's
edge. Avenge our brethren and stop the Shroud from summoning
the Heliophage to our new home.

MISSION 1: CLOSE THE CONDUITS
Close the esoteric conduits that the Shroud is using to run their ritual.
Objective: A2 - Sequence

MISSION 2: BLOCK THE CALL
Hold summoning spires as the closed conduits drain of their remaining

Deployment: 2 - Hot Drop

energy.
Objective: C1- Hold the Line

MISSION 3: DESTROY THE ALTARS
Destroy the Shroud's altars, never let this happen again.
Objective: D3 - Attrition

Deployment: 1 - Standard Insertion

Deployment: 6 - Encircled

TRESPASSERS

Enemy: Relict Wardens Battlefield: The Rift

TERROR STRIKE

Enemy: Interdictors Battlefield: The Ruined City

An Eidolon tomb-complex sits on the richest mineral deposits

in the sector. The dead have no use for resources. We do.

Strike the Hegemony where it hurts: at the heart of their

exploitative economic machine.

MISSION 1: SURVEY
Activate scanning equipment to map the tomb's layout and defenses.
Objective: A1 - Full Access Deployment: 4 - Deep Strike

MISSION 2: CRACK THE VAULT
The tomb's sealed entrance won't open. Make your own doar.

Objective: D2 - High-Value Target Deployment: 3 - Flanked

MISSION 3: DIG IN
Hold the excavation site while repelling the Revenant counterattack.
Objective: C2 - Sustained Haold Deployment: 5 - Overwatch

MISSION 1: STOLEN CHARGES
Raid a Hegemony military supply depot for demalition charges.
Objective: AT - Full Access Deployment: 4 - Deep Strike

MISSION 2: PLACE CHARGES
Hold the weak points for the demolitions team to place the charges.

Objective: C3 - Clear and Move Deployment: 5 - Overwatch

MISSION 3: LEAVE NO TRACES
The strike was a success. Now destroy the evidence.
Objective: D1 - Full Denial Deployment: 6 - Encircled




EIDOLON REVENANTS

Time is a slow poison,

THE SLEEPING TOMB

Enemy: Hunter Killers Battlefield: The Alien Hive

INFESTATION

Enemy: Despailers Battlefield: The Ruined City

The Swarm has infested an abandoned Hegemony outpost. Beneath
the ruins, a tomb of dynastic ancestors is being disturbed by
the Swarm's careless weakening of the city's infrastructure.

The dregs of the galaxy have built their hovels on our domain.
Their presence is an insult to everything our dynasty has
preserved. Remove them.

MISSION 1: FOOTHOLD
Enter the hive and run scans to uncover the path forward.

Objective: C1 - Hold the Line Deployment: 1- Standard Insertion

MISSION 2: DESTROY THE NESTS
Destroy the Swarm nests that threaten the integrity of the infrastructure.
Objective: D3 - Attrition Deployment: 2 - Hot Drop

MISSION 3: RESTORE THE TOMBS
Verify and restore the tombs.

Objective: A2 - Sequence Deployment: 4 - Deep Strike

MISSION 1: ASSERT DOMINION
The city's key positions have always belonged to us. Remind them.

Objective: C1- Hold the Line Deployment: 6 - Encircled

MISSION 2: ERASE THEIR MARK
Their settlement infrastructure defaces our architecture. Destroy it. All of it.

Objective: D1 - Full Denial Deployment: 2 - Hot Oraop

MISSION 3: RESTORE THE WARDS
Activate the ancient boundary wards. No further incursion will be tolerated.
Objective: A2 - Sequence Deployment: 4 - Deep Strike

VERMIN

Enemy: Krumpfists Battlefield: The Facility

FOOLISH MORTALS

Enemy: Silent Chair Battlefield: The Rift

The Grutak have taken over a facility built on one of our
repositories. Their crude presence offends the Dynast. Their
destruction is overdue.

The Crimson Shroud thinks it can control an imprisoned
Chthonian. We must reseal its portal before it unleashes a
cataclysm on our domain.

MISSION 1: PURGE
Destroy their crude fortifications.
Objective: D3 - Attrition
MISSION 2: RECLAIM

Activate the facility's ancient systems.
Objective: A1 - Full Access

MISSION 3: CONSOLIDATE
Hold the facility's core while the systems recalibrate.
Objective: C2 - Sustained Hold

Deployment: 1- Standard Insertion

Deployment: 2 - Hot Drop

Deployment: 6 - Encircled

MISSION 1: THE THRESHOLD
Secure the prison's gates. The Shroud meddles with things they cannot
grasp.
Objective: C1- Hold the Line
MISSION 2: PURGE
Destroy the Shroud's ritual infrastructure. Every conduit they have opened

Deployment: 3 - Flanked

weakens the seal.
Objective: D1 - Full Denial

MISSION 3: RESEAL
Seal the portal our ancestors placed here millennia ago.

Deployment: 5 - Overwatch

Objective: A2 - Sequence Deployment: 4 - Deep Strike

DYNASTIC RIVALRIES

Enemy: Relict Wardens Battlefield: The Cursed Temple

USURPERS

Enemy: Praxium Corps Battlefield: The Jungle

A rival dynasty is claiming to be the rightful inheritors of

the Galaxy. Correct their audacity.

The humans built their empire on foundations they did not lay.

This place was ours, and it will be again.

MISSION 1: DESECRATE
Their ancestral monuments desecrate our temple. Destroy them.
Objective: D1 - Full Denial Deployment: 2 - Hot Drop

MISSION 2: RITE OF SUCCESSION
Activate the sacred altars in the proper sequence. Our claim is older than
theirs.

Objective: A2 - Sequence Deployment: 6 - Encircled

MISSION 3: THE THRONE
Hold the seat of the dynasty. When the rites are spoken and the throne is
held, their claim is ash.

Objective: C2 - Sustained Haold Deployment: 5 - Overwatch

MISSION 1: SHATTER
Their fortified positions are built on our ruins. Destroy them.
Objective: D2 - High-Value Target Deployment: 3 - Flanked

MISSION 2: UNEARTH
Find our artifacts buried beneath their construction.

Objective: A3 - Search and Recover Deployment: 4 - Deep Strike

MISSION 3: ETERNAL CLAIM
Hold the outpost's heart, Our banner rises where theirs fell,
Objective: C2 - Sustained Hold Deployment: 5 - Qverwatch




GRUTAK

Loud. Violent. Effective. Maostly.

BUG STOMPIN’

Enemy: Drone Pod Battlefield: The Alien Hive

DAT'S OUR SCRAP!

Enemy: Despailers Battlefield: The Ruined City

Da boyz found a big bug nest. Boss says dere's good scrap
inside. Plus, stompin' bugs is fun.

Some skinny gits are takin' scrap from OUR city. Dat's OUR
junk. Get it back.

MISSION 1: STOMP 'EM
Smash da little nests blockin' da way in.
Objective: D1 - Full Denial

MISSION 2: FIND DA GOOD STUFF
Dere's gotta be somefin' worth takin' in here,
Objective: A3 - Search and Recover Deployment: 2 - Hot Drop

MISSION 3: HOLD DA LOGT
Keep da bugs off while da boyz haul da scrap out.
Objective: C1 - Hold the Line

Deployment: 1 - Standard Insertion

Deployment: 6 - Encircled

MISSION 1: GRAB IT FIRST
Get to da scrap piles before dey haul 'em off,
Objective: A1 - Full Access

MISSION 2: FLATTEN 'EM
Dey fink walls are gonna stop us?
Objective: D3 - Attrition

MISSION 3: DIS IS OURS
Dis is our scrapyard now. Anybody says different gets krumped.

Deployment: 2 - Hot Drop

Deployment: 1 - Standard Insertion

Objective: C3 - Clear and Move Deployment: 5 - Overwatch

DA BIGGEST KRUMP

Enemy: Krumpfists Battlefield: The Jungle

WEIRD GITS

Enemy: Silent Chair Battlefield: The Cursed Temple

Da boss has been skimming our loot and sending us on weak

raids for too long. Dat's it, we're taking over now.

MISSION 1: RAID!
Da boss is skimming da loot! Take it back from dat zogger.
Objective: A1 - Full Access Deployment: 4 - Deep Strike

MISSION 2: IT'S ON!
I's da boss now. Destroy old boss' totems.

Objective: D1 - Full Denial Deployment: 3 - Flanked

MISSION 3: TAKEOVER
Dis MY camp now! MY totems! MY clan!

Objective: C1 - Hold the Line Deployment: 6 - Encircled

Dere's weird gits in da temple doin' weird stuff. Da Weirdo
says it's bad. We don't care if it's bad. We care dat it's
OURS.

MISSION 1: SMASH DA WEIRD STUFF
Dey got glowy fings everywhere. Smash 'em.
Objective: D1 - Full Denial Deployment: 1 - Standard Insertion

MISSION 2: FIND DA HEAD GIT
One of 'em is bossing da uvvers around. Find dat one.
Objective: A3 - Search and Recover Deployment: 3 - Flanked

MISSION 3: OUR TEMPLE NOW
Good acoustics in here. Perfect for war chants.

Objective: C1- Hold the Line Deployment: 5 - Overwatch

SHINY GITS

Enemy: Relict Wardens Battlefield: The Rift

RAID

Enemy: Praxium Corps Battlefield: The Facility

Da shiny gits fink dey're tough cuz dey don't die proper.
We'll see about dat.

Da humies got a big base full of loot. Da boss wants it, so

we're takin' it.

MISSION 1: BREAK DA GATE
Dey got a big shiny wall. It ain't gonna last.
Objective: D2 - High-Value Target Deployment: 1- Standard Insertion

MISSION 2: GRAB DA LOOT
Rip da good bits off before dey put demselves back together,

Objective: A1 - Full Access Deployment: 2 - Hot Drop

MISSION 3: NOBODY LEAVES
No shiny git gets away wivout a proper krumpin',
Objective: C3 - Clear and Move Deployment: 4 - Deep Strike

MISSION 1: OVER DA WALL
Smash da outer defenses.

Objective: D3 - Attrition Deployment: 3 - Flanked

MISSION 2: DA ARMORY
Da good stuff is locked up.

Objective: A2 - Sequence Deployment: 4 - Deep Strike

MISSION 3: HOLD IT!
Da humies are comin' back, but dis is our loot now.

Objective: C1 - Hold the Line Deployment: 6 - Encircled




