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Campaigns 

One Page Kill Team campaigns pit two or more 
players against each other in a series of connected 
missions. As the campaign progresses each warband 
will grow and evolve, creating an epic narrative. 
 

Preparation 
The campaign is played over the course of 5 to 10 
missions (you decide), and after the last game the 
player with most wraithshards wins. Before the first 
mission beings each player picks a faction and 
receives 150pts to build his warband, which may 
have only one hero unit. Each warband and unit 
must be given a unique name, and we have 
provided a warband sheet that you can print out 
and fill with all of this information. 
 

Structure 
Campaigns are played with the following structure, 
which is followed step by step and repeats until the 
campaign is over: 

1. Setup 
2. Play Mission 
3. Check for Casualties 
4. Improve Warband 

 
Setup – Mission 

Once both players have prepared their warband, 
roll one die to select a random mission. 

Result Mission 
1 Duel 
2 Seize Ground 
3 Relic Hunt 
4 Sabotage 
5 Breakthrough 
6 King of the Hill 

 
Setup – Secret Objectives 

Players may agree to use secret objectives for the 
game. Each player rolls two dice on the following 
table and secretly picks one of the resulting secret 
objectives (mark it on a piece of paper): 

Result Secret Objective 
1 Keep over 50% of your warband 

alive (rounding down). 
2 Don’t have any of your units get 

killed whilst stunned. 
3 Manifest at least one psychic power 

every round. 
4 Destroy the most expensive unit of 

an enemy warband. 
5 Kill an enemy hero whilst keeping 

your own alive. 
6 Be the first player to destroy an 

enemy unit. 
 
If a player has completed the objective by the end 
of the game he gets D3*10pts. 
 

Setup – Battlefield Conditions 
Players may agree to use randomly generated 
battlefield conditions for the game. Battlefield 
conditions are generated by rolling one die on the 
following table: 

Result Battlefield Condition 
1 Tremors: The entire table counts as 

dangerous terrain. 
2 Storm: All units worsen their Quality 

by 1 for shooting. 
3 Mud: The entire table counts as 

difficult terrain. 
4 Warp Clouds: All units worsen their 

Quality by 1 for morale tests. 
5 Low Gravity: All units move +D3” 

when using Walk, Run or Assault. 
6 Force Dust: The entire table counts 

as cover terrain. 
 
 

Play Mission 
Game Length: Missions are played using all the 
standard rules, however if at the end of round 4 
there is no winner the game continues onto the 
next round until there is one clear winner. 
Conceding: Whenever a player would have to take 
a morale test at the beginning of a round due to 
unit loss he may decide to concede instead. 
Conceding warbands count as having failed the 
morale test for the purpose of casualties. 
Random Events: Optionally you can play with 
random events by rolling one die at the beginning of 
every round, and on a 5+ an event happens (see 
random events page). 
Underdogs: If one of the warbands in the game 
has a lower total point value than the others, then 
all other warbands may only bring up to 50pts more 
than that warband. Additionally if one warband has 
a higher total point value than others, then all units 
from other warbands get +1XP for every 10pts that 
they are outmatched by.  
  

Check for Casualties – Regular Units 
After every mission all players must check what 
casualties they have sustained. For each regular unit 
that was killed or stunned at the end of the mission 
roll one die on the following table. Note that units 
that have fled off the board don’t have to roll on the 
table as they recover automatically. 

Result Condition 
1 Dead 

2-5 Recovered 
6 The lad’s got talent 

 
Dead: Remove from warband sheet. 
Recovered: May be used without any penalties. 
The lad’s got talent: Recovers and gets +1XP. 
Note that units with multiple models only check for 
casualties if the majority of the models were killed 
or stunned at the end of the mission, else they 
recover automatically. 
 

Check for Casualties – Heroes 
Heroes follow the same casualty rules as regular 
units, however if they get a 6 you must roll on the 
talent traits table instead, and if they get a 1 you 
must roll on the injury traits table instead. 

Result Talent Trait 
1 The lad’s got talent: The hero 

recovers and gets +1XP. 
2 Crazed: The hero gets the Furious 

special rule. 
3 Newfound Motivation: The hero gets 

the Fearless special rule. 
4 Bitter Rivalry: The hero gets the 

Linked special rule. 
5 Horrible Scars: The hero gets the Fear 

special rule. 
6 Toughened: The hero gets the 

Tough(+1) special rule. 
 

Result Injury Trait 
1 Dead: Remove from warband sheet. 
2 Arm Injury: The hero gets the 

Unwieldy special rule. 
3 Traumatized: Quality worsened by 1 

when taking morale tests. 
4 Chest Wound: Quality worsened by 1 

when blocking. 
5 Blinded Eye: Quality worsened by 1 in 

melee or shooting (enemy picks one). 
6 Smashed Leg: -1” move on Walk 

actions, -2” move on Run/Assault. 
 
The hero cannot get slower than 1”/2” movement, 
and cannot reach a worse quality than 6+. If you roll 
a trait that surpasses these limits you must re-roll. 
 
 

Improve Warband – XP 
Units gain experience points (XP) as they fight in 
battle. Each unit gains XP for the following: 

 +1XP – Taking part in a mission 
 +1XP – Destroying an enemy unit 
 +2XP – Killing an enemy hero 

 
Note that once a unit has earned 30XP it may not 
earn any new XP anymore. 
 

Improve Warband – Level Up 
Whenever a unit has gained 5XP it becomes 5pts 
more expensive and you may roll one die on the 
following table: 

Result Trait 
1 Agile: +1.5” move on Walk actions, +3” 

move on Run/Assault actions. 
2 Specialist: Quality improved by 1 in 

melee or shooting (pick one). 
3 Resistant: Quality improved by 1 when 

blocking hits. 
4 Headstrong: Quality improved by 1 

when taking morale tests. 
5 Elite: May re-roll one die of any kind 

every round. 
6 Fast Learner: May pick any other trait. 

 
These results stack however units cannot get more 
than +6”/12” movement, may not get more than 
three re-rolls per round, and cannot reach a better 
quality value than 2+. If you roll a trait that would 
surpass these limitations you must re-roll. 
 

Improve Warband – Exploration 
After every mission the warbands scavenge the area 
for any loot that they can collect, with the winning 
warbands getting access to precious wraithshard. 

 Winner – Gets D3 wraithshards 
 Losers – Get D3*10pts 

 
Improve Warband – Buy/Sell Items 

Buying Upgrades: You may buy upgrades for your 
units as detailed in their army page by spending any 
points you have available. 
Selling Upgrades: You may sell any purchased 
upgrades at half of their original price (rounding 
down to the nearest multiple of 5). If an item is only 
worth 5pts you are going to have to haggle to sell it. 
Roll one die, on a 1-3 the item can’t be sold, on a 4+ 
you sell the item for 5pts. Note that you may only 
haggle for an item once after each mission. 
 
Improve Warband – Recruit/Disband Units 

Regular Units: You may recruit new units by 
paying their cost and adding them to the warband 
sheet. You may also recruit one new unit that starts 
with 5XP by paying +10pts. 
Heroes: You may recruit one new hero by adding it 
to your warband sheet, however each warband may 
only have up to 3 heroes total. 
Disbanding Units: Any unit on your warband 
sheet may be disbanded, losing all of its XP and 
upgrades. You may also choose to disband the 
entire warband and start a new one with 150pts by 
starting a new warband sheet. 
 

Back to the Start 
Once you have done all these steps you may go 
back to the setup step with your updated warband 
sheet. Note that you don’t have to use all of your 
units on each mission as you use at least one.
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Random Events 
 

Random Events 
When rolling for random events roll two dice 
separately (where one represents decimals whilst 
the other represents units), and go to the resulting 
event to see what happens. For example a roll of 3 
and 1 would result in a 31 (unsafe ladders event). 
Note that if an event calls for randomly selecting a 
unit from any warband you must first randomly 
select one eligible warband for the event, and only 
then select one random eligible unit. 
 

11 – Razorwing Shakedown 
A razorwing flock swoops down and attacks a unit, 
trying to get at its shiny gear. Randomly select one 
warband and D3 units can’t use any of their 
upgrades until the end of the mission. 
 

12 – Blood Frenzy 
A cloud of psychic energy passes over the zone and 
all combatants are overcome by blood frenzy. All 
units have +1 attack in melee and get +D3XP when 
killing enemies in melee until the end of the round. 
 

13 – Treasure Stash 
One of the victorious soldiers finds a pile of valuable 
treasure close to the location of the fight. At the 
end of the game the winning warband adds the 
valuable treasure (worth D3*10pts) to its stash. 
 

14 – Wandering Doc 
A wandering doctor takes care of all the wounded 
members of a randomly chosen warband for a small 
fee of 10pts. At the end of the mission any unit from 
that warband that must roll on the casualty table 
may re-roll results of 1. 
 

15 – Out of Ammo 
The ranged weapons of D3 randomly chosen units 
run out of ammo, and may not be used for the rest 
of the round. 
 

16 – Lucky Find 
A warrior from one randomly selected warband 
stumbled upon a crate under a pile of debris, and 
may add one wraithshard to its stash. 
 

21 – Archeotech 
One randomly selected warband has heard a rumor 
of an archeotech hoard nearby. The player may 
remove one unit from play (treat this as if it never 
took part in the fight), and it finds the archeotech 
hoard (worth D3*10pts). 
 

22 – Live Wire 
One randomly selected unit that was killed 
collapsed onto a live power cable. With a blinding 
flash thousands of volts of electricity course through 
the soldier, killing it instantly (remove from 
warband sheet). 
 

23 – Giant Rat 
One randomly selected unit has accidentally 
disturbed a giant rat and gets attacked. The unit 
immediately takes D6 automatic hits. 
 

24 – Slippery Ledge 
One randomly selected unit that is within 2” of an 
elevated ledge slips and immediately falls down. 
  

25 – Secret Target 
One randomly selected warband has been out to kill 
a specific target. The player controlling the warband 
may note an enemy unit secretly on a sheet. If one 
of its units kills the target  then it gains +D3XP. 
 

26 - Disheartened 
One randomly selected warband has been 
wandering through a psychic field and doesn’t feel 
as confident as usual. All of its units must re-roll 
successful morale tests. 

31 – Unsafe Ladders 
Whenever a unit tries to climb onto elevation during 
the round roll one die, on a 1 the model falls the full 
height instead. 
 

32 – Bounty Hunter 
A bounty hunter (Quality 4+, Rifle) that is after a 
dangerous outlaw joins a random warband for the 
rest of the mission and is placed in the player’s 
control within 6” of a friendly unit. One randomly 
selected unit from an enemy warband is his target, 
and if the bounty hunter puts him out of action he 
splits the bounty (worth D3*5pts) with the joined 
warband (remove bounty hunter from the game). 
 

33 – Aim High 
The first time during this round when a unit rolls a 6 
to hit when shooting its target immediately takes 
one automatic wound. 
 

34 – Poison Cloud 
A poisonous cloud covers one randomly determined 
table quarter. All units within that table quarter 
take D3 automatic hits. 
 

35 – Race Against Time 
A race against time starts, awarding the winning 
warband with bonus XP. If a warband manages to 
win the game before the last unit is activated this 
round it gets +5XP (which must be split as evenly as 
possible amongst units).  
 

36 – Honor Debt 
A mercenary (Quality 4+, Linked Carbine) owes a 
debt of honor to a random warband, and is placed 
in the player’s control within 6” of a friendly unit. At 
the end of the mission the mercenary is removed. 
 

41 – Genestealers! 
A unit of D3 genestealers is placed at the center of a 
randomly selected table quarter. At the end of each 
round the unit will either Assault the nearest unit in 
range, or Run toward it if it’s not within range. 
 

42 – Loot Loot Loot 
Place a wraithshard marker at the center of a 
randomly selected table quarter. Models can pick it 
up by ending their movement in contact with the 
marker, and they drop it on the spot if killed. If a 
model moves off the table with the marker you may 
add one wraithshard to your stash. 
 

43 – Sickening Fungus 
A randomly selected player may note a piece of 
terrain secretly on a sheet. That piece of terrain is 
infested by poisonous fungus, and if any model 
enters it, it immediately takes D3 automatic hits. 
 

44 – Toxic Waste 
The first time during this round when a unit rolls a 1 
when shooting the shot ricochets, hitting a toxic 
waste pipe just above it. The unit is covered in 
highly corrosive material and takes D3x hits. 
 

45 - Opportunist 
The first time during this round when a unit kills a 
model that is stunned by attacking it in melee, that 
unit receives +D3XP. 
 

46 – Gas Pocket 
The first time during this round when unit rolls a 1 
when shooting it ignites a gas pocket around itself 
causing a large explosion. The target and all units 
within 3” take D3p automatic hits. 
 
 
 
 
 
 

51 – The Oldest Trick 
During this round one randomly selected warband is 
playing drity, and kicks sand into the face of 
opposing units when fighting melee. Any unit 
fighting melee against units from the warband are 
reduced to having Quality 6+ attacks. 
 

53 – Fragile Roof 
Roll one die for each piece of terrain with at least 
one model in it. On a 1 all models in that terrain are 
immediately killed. 
 

53 – Spare Clip 
D3 randomly chosen units have found spare ammo, 
and get Linked shooting until the end of the round. 
 

54 – Juicy Reward 
One randomly chosen warband has a bounty on its 
head. Opposing warbands get 5pts whenever they 
kill a model from that warband. 
 

55 – Power Cut 
A biker gang has been tapping power from a 
generator and turned off all lights on a nearby 
sector. All units shooting into or out of one 
randomly chosen table quarter have -2D6” range 
until the end of the mission. 
 

56 – Slave Worker 
One randomly selected unit is captured by a local 
gang and put to work in a factory plant as a slave 
(remove from play). It may be bought back for 
D3*10pts, or else it is removed from the warband. 
 

61 – True Grit 
One randomly selected warband automatically 
passes all morale tests until the end of the round. 
 

62 – Lucky Escape 
One randomly selected unit that was killed has 
survived unscathed and automatically recovers. 
 

63 – Special Merchandise 
One randomly chosen warband has been paid to get 
a consignment of merchandise through enemy 
territory. If at least one unit reaches the table edge 
opposing its deployment zone it gets a fat check 
(worth D3*10pts). 
 

64 – Personal Challenge 
One randomly selected unit may challenge one 
enemy unit. If the opposing player accepts the two 
units are only allowed to attack each other until 
either one is killed or the mission ends. If one of the 
models in the challenge kills the other it gets +D3XP. 
 

65 – Warp Calls 
One randomly chosen unit has walked through a 
psychic field and gets the Fear special rule until the 
end of the mission. 
 

66 – Sold to the Pits 
One randomly selected unit that was killed wakes 
up in the infamous fighting pits of the underhive 
and must fight melee against a mighty Gladiator 
(Quality 3+, Heavy CCW). Place the two models in 
base contact and roll off to see who starts attacking. 
If the gladiator wins the unit must roll on the injury 
table, and it is thrown out of the fighting pits 
without its upgrades (re-joins its warband after the 
mission). If the unit wins then he gets a trophy 
(worth 25pts) and earns D3XP (re-joins its warband 
after the mission).



Warband Sheet 
 

  
WARBAND NAME: WARBAND TYPE: 
  
   
WRAITHSHARDS: POINTS STASH:  
   
   
   
 
NAME: TYPE: NAME: TYPE: 

EQUIPMENT: EQUIPMENT: 

SPECIAL RULES: SPECIAL RULES: 

EXPERIENCE POINTS (XP): EXPERIENCE POINTS (XP): 
1xp    5xp     10xp 1xp    5xp     10xp 

    15xp     20xp     15xp     20xp 
    25xp     30xp     25xp     30xp 

 
NAME: TYPE: NAME: TYPE: 

EQUIPMENT: EQUIPMENT: 

SPECIAL RULES: SPECIAL RULES: 

EXPERIENCE POINTS (XP): EXPERIENCE POINTS (XP): 
1xp    5xp     10xp 1xp    5xp     10xp 

    15xp     20xp     15xp     20xp 
    25xp     30xp     25xp     30xp 

 
NAME: TYPE: NAME: TYPE: 

EQUIPMENT: EQUIPMENT: 

SPECIAL RULES: SPECIAL RULES: 

EXPERIENCE POINTS (XP): EXPERIENCE POINTS (XP): 
1xp    5xp     10xp 1xp    5xp     10xp 

    15xp     20xp     15xp     20xp 
    25xp     30xp     25xp     30xp 

 
NAME: TYPE: NAME: TYPE: 

EQUIPMENT: EQUIPMENT: 

SPECIAL RULES: SPECIAL RULES: 

EXPERIENCE POINTS (XP): EXPERIENCE POINTS (XP): 
1xp    5xp     10xp 1xp    5xp     10xp 

    15xp     20xp     15xp     20xp 
    25xp     30xp     25xp     30xp 

 
NAME: TYPE: NAME: TYPE: 

EQUIPMENT: EQUIPMENT: 

SPECIAL RULES: SPECIAL RULES: 

EXPERIENCE POINTS (XP): EXPERIENCE POINTS (XP): 
1xp    5xp     10xp 1xp    5xp     10xp 

    15xp     20xp     15xp     20xp 
    25xp     30xp     25xp     30xp 

 
NAME: TYPE: NAME: TYPE: 

EQUIPMENT: EQUIPMENT: 

SPECIAL RULES: SPECIAL RULES: 

EXPERIENCE POINTS (XP): EXPERIENCE POINTS (XP): 
1xp    5xp     10xp 1xp    5xp     10xp 

    15xp     20xp     15xp     20xp 
    25xp     30xp     25xp     30xp 

 


