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In this dramatic adventure game, you command a team of brave
Doomtroopers. They are sent to strike deep into the Citadel of the
Nepharite Alakhai, whose corrupt Dark Legion is trying to
conquer the Solar System. It is here, deep within the Citadel your
Doomtroopers must battle Alakhai’s Dark Legion, perform perilous
missions, and outdo the other corporation teams, in a heroic stand

to save Mankind.

BASIC TRAINING

The “Trial By Fire” mission is a fast play training
mission designad to teach players the basics of the
game. In this training mission you will not use all the
game components or rules. A complete listing of
companents and detailed explanation of the rules’
finer points are presented in the section titled "The
Rest of the Rules”.

ASSEMBLY: Esfore you can begin to play,
several playing pleces must be assembled. Push all
the figures except the Ezoghoul into the slotted
stands. Assemble the Ezoghoul as shown. Place the

Citadel assembly

Figure assembly

appropriate corporation stickers onto the Doom-
trooper figures. The Corporation Trocper Roster
pictures each Doomtroopar. Punch out the rafer-
ence cards, all the markers and the two large pieces
of the Citadel and assemble as shown. Place the
card stock stairs section in the plastic inlay.
Assemble the Corparation Tray by inserting the card
stack corporation sheet into the plastic tray.

Ezoghoul
assembly
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SETUP “TRIAL BY F

Refer to the diagram to lay out the gameboard
sectors for the "Trial By Fire” training mission, It
is very important that the sectors and the Citade!
are arranged exactly the way they are illustrated.

Each player picks a corporation to play, takes the
corporation tray (not used in the training mission),
takes the identification marker (the small card-
board marker with the corporation symbel), and
takes the two trooper figures for that corparation

Each player places their marker face down on the
table, Mix up the markers, Select one of the
markers and turn it over. The player of that corpo-
ration will play the Dark Legion for this mission

THE DARK LEGION PLAYER

» Asthe Dark Legion plever, you will command the
Dark Legion creatures. Set your corporation tray
and troopers aside far this mission. Take the Dark
Legti)n Reference Card “Rank 1-2" and keep itat
hand.

Sort out the Force Cards 1, 2, 4, 5, and 7. Put the
resl aside. These five cards show which Dark

Reaferance Card Rank

filustration  of  Dark
Legion Craatures

Trooper Entrance

Sectaor Wall Square

Sector setup

Legion creatures you will command. Shuffle the
cards. Place ohe Force Card facedown on each
gameboard sector.

Number of actions a
craature has in-a turn

The creatures’ Armor

DARK JON o Facror
RANK 1-2 ®
Calor and number of Number of Promaotion
dice with: which the : Paints rewarded to a
creature  attacks in CROMUTANT i ik '
clase combat Oy et o LI kreaper when, e cre-
] Fol oot 11212 atura is eliminated.,
(Promotion Points are
not used in the “Trial
by Fira™ training mis-
Color and number of sion.)
dice ‘with which the ey b —
creature attacks in fire- il 21218
arm combat \
i ¥ EZOGHOUL
4 Cdtrt AEER
Finiy cantaiie ICCE 3 3 10
DARE LEGION REFERENCE CARD
Reference Card Rank 1-2
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SEQUENCE OF PLAY “TRIAL BY FIRE”

1. Players place their markers face down on the
table. Mix up the markers.

2. Select ane of the markers and turn it over.

3. The player whese marker is drawn takes a tumn.
Once the player's turn has been completed,
select another marker.

4. Whan the last marker is revealed and that
player's tum is completed, one round is concltided.

5. Place all the markers face down, mix, and start
the sequence again, It will take a number of
rounds to determine a winner, When both of a
player's troopers are eliminated, remove that
player's marker,

VICTORY: Corporation players attempt 10 elimi-
nate all the Dark Legion creatures while the Dark
Legion player tres to efiminate the corporation
troopers. The player eliminating the mest figures
wins. The missien ends when either all the Dark
Legion creaturas are eliminated ar all the corporation
traopers are eliminated.

The jutting soires of the huge Citadel reached
through the smoke like a monster from a distant
age. Powsrtul explasions tore at the air, making the
ground trembie. At the foot of the fortress the stor-
ming infantry battled the hordes of the Criadel.
Every attempt to take the Citade! had been shatte-
red by the powerfui battle magic of the Nepharites.

CORPORATION
PLAYER’'S TURN

The first time a player’s marker is drawn, the play-
er places both troopers off board, nextto any indica-
ted entrance. Both troopers must enter at the same
entrance. More than one team can use the same
entrance.

In a turn, each trooper figure may perform two
actions;

MOVE, moving the figures square 1o sguare on
the gameboard,

or ATTACK, engage Dark Legion ecreatures in
combat,

A trooper may perform these in any order.,

Example:

A trooper can MOVE once and then ATTACK
once

or can MOVE once and then MOVE again

or can ATTACK once and then ATTACK again ..

or zan ATTACK once and then MOVE.

All actions of one trooper must be completad
before the actions of your next trooper starts.

But now the Imperal Infantry |
advanced on the biack bari- |
cades.

MeHurst felt a surge in his chast. This was the
mament he had been waiting for.

‘Sergeant, It's time for the final push. Call for the
Doomtroopers.”
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MOVE: All figures may move three squares per
move action

Rules for movement are simple: one square-one
step, You may move your figure forward, backward,
sideways or diagonally. You may change direstions
at any time but you don't have to move all three
steps. You may not move through another figure or
through walls, but you may move diagonally ber-
ween two figures.

When you move a figure off the gameboard, it is
out of play for the rest of the gams.

REVEAL FORCE CARDS: \When a game-
board sector s entered by a trooper for the first time
and the trooper has completed the move action
{mova three stepsl, any Force Cards in that sector
are revealed. The Dark Legion player places the cres-
tures listed on the cards in any sguare in that sector,
except those sauares which are nght next to the
trooper. These Dark Legion creaturas may not move
or attack until itis the Dark Legion player's tum,

ATTACK: In this training mission, the weapon
your figure is holding is the type of weapen the
trooper can use to attack. If your figure only holds a
sword, it can only execute close combat with three
white dice. If your figure only holds 8 firearm, it can
only execute firearm combat with three white dice.
When a trooper figure has both a sword and a fire-
arm, It can attack in close combat or with firearm
combat.

A trooper can only make one attack per action.
Only one gnemy figure can be attacked in an agtion.

A troaper cannot do a combat action when tha
figure is off board. The figure must be on a game-
board square before attacking

CLOSE COMBAT ATTACKS: When your
trooper |s adjacent to a Dark Lsgion creelure, you
may ATTACK it in close combat

To determine if your attack is successful, roll
three white dice. When you roll the dice, they will
aither show hits or misses. Count up the number of
hits. When vyou roll more hits than the target's
Armor Factor, you have eliminated the creature.
Remove the creature from the board and hold it in
front of you to keep track of the number of crea-
tures you eliminate.

Example:
A trooper armed with a sword Is ATTACKING a
Legionnairs.

The ATTACKING piayer's trooper rells three
white dice and gets one "Hit" and two “Misses”
The Legionnaire has a "0" Armor Factor, so oné hit
s enough rto remove the Legionnaire from the
garme.

The Armor Factors of the Dark Legion creatures
are glven on the Dark Legion Reference Card.

The Armor Factor for a corporation’s trooperis ™
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FIREARM ATTACKS: When your trooper is
not adjacent to an Dark Legion creature and has line
of sight to an eénemy target figure, you may ATTACK
it with firearm combat. All firearms have a range of
24 squares.

LINE OF SIGHT: To attack with a firearm), your
trooper must be in range and also be able 1o see the
target. Imagine a straight line from the exact middle
of the square occupied by your figure to the exact
middle of the sguare occupied by the target. When
the line does not go through a wall ar through any
part of & sguare occupied by another figure, you
have a clear line of sight and may attack. When your
line of sight aoes through the point of two diagonal
squares with figures in them, the line of sight still
exists. This happens when you shoot along a diago-
nal line of squares

These figures are not in line of
sight (blocked by other figures)

These figures are nat in fine of
sight (blocked by walls)

Firearm combat |s conducted in exactly the same
way as close combat. To determine if your attack is
successful, roll three white dice. When yvou roll the
dice, they will either show hits or misses, Count up
the number of hits. When you roll more hits than the
target’s Armmor Factor, you have eliminated the crea-
ture. Remove the creature from the board and hold
itin front of you to keep track of the number of crea-
tures you eliminate

DARK LEGION
PLAYER'S TURN

At the start of the turn, when there are Force
Cards still face down, the Dark Legion player must
choase one card and turn it over, The creatures lis-
ted on the card are placed in any square in that sec-
tor

In‘a turn, each Dark Legion creature may perform
two actions, MOVE ar COMBAT.

The rules for movement and combat for Dark
Legion creatures are the same as those for corpora-
tion troopers. A Dark Legion creature may perform

their actions in any order. All actions of one creature
must be completad before the actions of the next
creature starts,

The color and number of combat dice a Dark
Legion creature will use is listed by creature on the
Dark Legion Reference Card.

When a Dark Legion creature is attacking a corpo-
ration trooper, it must roll two or more hits to elimi-
nate the corporation trooper, The Armor Factor of a
corporation trooper is "1". When a trooper figure is
gliminated, remove it from the board and place it in
front of the Dark Legion player to track the numbear
of troopers eliminated.

COMPLETING THE MISSION

It will take & number of rounds to determine a
winner. The mission ends when sither all the Dark
Legion creatures are eliminated or all the corpora-
fion troopers are eliminated. The player eliminating
the most figures wins!

Your basic training mission was purposely kept
easy 50 you could grasp the basics including combat
and how ta move.

All trooper teams have learned well and are duly

‘As the heavy explosion tore a big hole in the
gates, Gallagher rushed across fallen roof beams
Before any of the blinded Legionnaires could
answer the massive fire Murdoch cocked the
grepade launcher with a wall-rehearsed hand

promoted to Doomtrooper, First Rank. All players
receive two credits and all Doomtroopers are issued
asuit of Kevlarite Armor.

Naw, It is time to send your Doomtrooper team
into the heat of battle. The Dark Leglon creatures
are much stronger and your missions are extremely
difficult. But all the knowledge you nead to meat
this challenge is in “The Rest of the Rules”.

maovement, stood up and pulled the trigger.

The grepade cleared the Jlest pocket of
resistance in the ante-chamber.

‘We're in! Go, go, go!' Murdoch shouted, and
fired wildly at the enemy:,




THE REST
OF THE RULES

The Siege of the Citadel is primarily designed to be played by five
players. One player is chosen to command the Dark Legions,
while each of the other players control a Corporation team of
Doomtroopers. When there are less than five players, it will be a

formidable challenge for the Doomtroopers to complete their

mission.

Any of the Primary Missions can be played as a
single game or you tan cheoose to fight one or mare
missions as a campaign. A campaign game is made
up of a number of missions played in sequence
before a winner is declared. In a campaign, your

team will advance in rank, earn valuable credits and
fight with powerful new weapons as they success-
fully complete missions. A campaign game is an
exciting way ta play The Siege of the Citadel and
will provide many hours of entertainment.

CONTENTS

Your Siege of the Citadel game should contain the
following;

1 Hule Book

b Card stock Corporation Sheets

b Plastic Trays

35 Plastic Pegs

7 Card stock gameboard sections

1 Card stock gameboard stairs section
1 Plastic stairs inlay

2 Large Card stock sheets with the Citadel
Reterance Cards and markers

10 Coomircoper floures

1 Sticker sheet

Coomirooper

Strength

Special
Abilities

Fromotion
Points

28 Dark Legion figures (12 Legionnaires,

9 Necromutants, 3 Centurions, 2 Razides,

1 Nepharite and 1 Ezoghoul in four parts)

37 Slotted stands

B4 Cards (13 Doomtrooper Cards, 12 Force Cards,
13 Evenr Cards, 10 Sacondary Mission Cards, 36
Equipment Cards)

9 Dice, (3white, 3 red, 3 blackl

1 Missions Book

CORPORATION TRAYS

The Corporation Tray will help you keep track of
your Doomireoper teams’ vital stats.

Extra Actions
Hank

Credits

Corporation
Sheet

DOOMTROOPER STRENGTH: Each Doom-
trooper has their own display for tracking hits. A
Doomtrooper starts each mission at a strength of
five points. Each time the Doomtrooper receives a
hit, move their strength peg down one number on
the track. When the Doomtrooper’'s strength is
reduced to zero {skull), the Doomtrooper is out of
action for the rest of tha mission. Remove the figure
from the board

KEVLARITE ARMOR: Doomtroopers have
an Armor Factor of "1". But, because Doom-
troopers wear a special suit of Keviarite Armor,
their armor always has a chance to absarb a second
hit, Any time your Doorrtrooper Is attacked and
receves two or more hits, roll the correct Rank color
die. When vou roll the "Hit" symbal, another hit is
absorbed by the Keviarite Armor. Subtract two from
the total of your attacker's hits.

Example:

A Razide ATTACKS a Doomtrooper and scores three
hits. One hit 15 automatically absorbed by the
Doomtreppar Armor. Roll one die to see if the
Keviarite' Armior Is sirong enough to absorb &
second hit. When a successiul roll is made, a
second hit is absorbed, This leaves one hit. Reduce
the strength of the Doomtrooper down one paint.

PROMOTION POINTS: A Doomtrooper team
receives Promotion Points for eliminating Dark
legion figuras:

Use two pegs, one for units and one for tens, 1o
track your teams' Promotion Points, Start play with
the pegs at zero:

When you are playing a campaign, Promotion
Paints will carry over from one mission to the next

During combat you may hit one af your own or
another corporation Doomtrooper by accident
When this happens, your team loses 3 Promation
Points for each hit you score,

At the end of a mission, the Dark Legion player
receives 1 Promotion Paint for each hit on corpora-
tien Doomtroopers.

DOOMTROOPER RANK: At the starl of each
mission, review the number of Promotion Points
recorded to determine what rank your team has
achieved. Mark your team's Hank based on this
point total, Also, record on the Extra Action track,

Beach sat huddled against the wall and worked at
the cables protruding from the broken wall. Quickly
he connected the network of the Criadsel with his
own Combat Computer, The tiny computer respona-
ed with a familiar buzz,

‘Attila, we'ra plugged in on the net. We now can-
trol their temporary defense systern! We can attack
them with their own weapons!’

Beach enmtered a couple of codes and began
searching far targets
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the proper number of Extra Actions and note what
color dice your team will use during this mission

In a long campaign game, when your team gains
130 points, you have reached the highest Rank
possible.

EXTRA ACTIONS: Each Doomtrooper has
lwo actions @ turn. As your team gains experience
and advances in Rank, it receives Extra Actions. At
the start of a mission, review the Rank track and set
your Extra Actions at the proper number. A corpore-
tion team at Rank 1 has two Extra Actions. A team
cannot have more than six Extra Actions. Extra
Actions can be an additional MOVE and/or ATTACK
and are in additon to the two actions your
Doomtrooper has each turn. When you use an Extra
Action, reduce the Extra Action track number by one
for each Extra Action used.

A Doomtrooper may not perform more than four
actions in & turn.

CREDITS: Each time your Doomitrooper team
completes a mission, they are rewarded with a num-
ber of Credits. To gain Credits, your 1@am must suc-
cessfully complete the mission and must have at
least one of your Doemitroopers withdrawn oron the
oameboard alive at the end of the last round. Record
Credits you gain &l the end of the mission on the
Credit wack. All Doomtrooper teams stan play with
two Credits.

At the start of each mission, the number of
Credits determine what equipment vyou ean
“Checkout” from the Equipment Bunker, Credits are
net actually spent when selecting your equipment.
Your team's Credii total is anly reduced when a
Doomtrooper is eliminated. For each Doomtrooper
you lose during @ mission, you lose one Credit. If
your team does not have any Cradits, yvour team
loses five Promotion Points instead.

When you are playing a campaign, Credits will
carry over fram pne mission to the next

Bafore your team's Rank is determined, itis possi-
ble to buy one Credit by giving up five Promation
Points. You may only buy one Credit at the start of a
mission, Reduce your Prormotion Point track by five
points and increase your Credit track by one point

SPECIAL ABILITIES: Each corporation team
of Doomtroopers has a Special Ability that distin-
guishes it from the others.

Bauhaus Doomtroopers are crack shots. Holl 1
extra die when attacking with firearms

Imperial Doomtroopers have a keen sense of
intuition. Thay gain one Extra Action at the start of
each of their turns.

Cybertronic Doomtroopers weaar an advanced
farm of Kevlarite Armor. Roll 2 dice to absorb hits

Capitol Doomtroopers are supernor tacticians.
Sia:jt each mission with one extra: Doomtreopsr
car
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Mishima Doomtroopers wear a light-weight
compact armor which makes them more agile
Maove 4 steps per Movement Action,

THE GAMEBOARD
AND CITADEL

The gameboard Is made up of eight sectors. Each
sector has a numbered corner. When setting up a
mission, use the numbers to arrenge each of the
sectors exactly the way it is lllustrated in the
Missions Book. Place the assembled Citadel onto
the gameboard as shown,

The Citadel construction represents the interior
of the Dark Legion complex, Dark Legion reinforce-
ments can only enter a gameboard sector which has
twao of its sides along the Citadel walls.

Doomtroopers enter the gameboard through any
designated entrance,

The Citadel

<:| Entrance poeints for ‘1\—}

Doomtrooper teams

Entrance points for ..,
Dark Legiun reinfor-
cemenis

LINE OF SIGHT ON THE STAIRS:Figures
in squares 1 or 2 only have line of sight into an adja-
cent sectar or to the top of the stairs, squares 5 and
6. Figures in squares 3 or 4 have line of sight to
squares 1, 2, 5, and 6 but cannot attack with firearm
combat, beceause
thess ars adjacent
sguares. Flgures
at the top of the
stairs in squares B
ar 6 have line of
sight dewn the
Stairs to squares 1
and 2 and also
have line of sight
to the sguares on
the top level in the
sector.

SETUP “THE REST OF THE RULES”

* Determine if you are going to play a Single
Mission game or a Campaign Game.

SINGLE MISSION GAME: When playing a
Single Mission game,

* select a mission ..
* decide at what Rank you want to play ...

* set the Promotion Points at the minimum number
for that Rank ...

+ take two Credits for every Rank level ...

= and play.

Example:

If you want to play a8 mission at Rank 3, each
Doomtrooper pair should have 25 Promotion Points
and 6/ Credits.

The goal for all the Corporation players will be to
fulfil the Primary Mission andfor Secondary
Missions, while the Dark Legion player tries to
pravent their success.

The player who earns the most points in the mis-
sions WINS! At the end of the mission gach player
determines the number of points gained by adding
the number of Promotion Points and Credit points;

One Credit equals five points.

CAMPAIGN GAME: \When you choose to play a
short mini-campaign, two or three missions will give
you a full afternoon or evening. The winner of this
mini-campaign is the player with the highest number
of Points after all the missions are completed.

In a long campaign, the first player to reach a set
number of Points is declared the winner. The num-
ber ‘of points can vary, but remember 130
Promation Points is the highest Rank possible.

» Sort all the cards into five piles, according to type.

* Each player picks a corporation to play, takes the
corporation tray, takes the identification marker
and takes the two trooper figures for that carpo-
ratnaon.

Each player places their marker face down on the
table. Mix up the markers. Select one of the
markers and tum it over. The player of that corpo-
ration will play the Dark Leaion for this mission

* The Dark Legion player, will command the Dark
Legion creatures, Set your corparation tray and
Dogomtroopers aside for this mission. Take the
proper Dark Legion Reference Card and keep it at
hand.

‘Miteh, they're too many!’

I know. Just give me a sacond, will vou." Hunter
slapped the massive box on his breasmplate. A blue
bolt of energy flickered and for & fraction of a
sacond the two Troopers were connecited by a elec-
trical dischargs, thin as a theead. Then the image of

them was distorted. Both soldiers seemed (o dis-
appear when the spectrum around them was twis-
ted, and the beholder saw only what was behind
them.

The Legionnaires stared at the empty air, unable
to comprahend what had happened.
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DARK LEGION REFERENCE CARD:
There are three different Dark Legion Reference
Cards, The Ranks of the Doamitrooper teems at the
start of 8 mission determines which reference card
to use. Use the "Dark Legion Rank 1-2" card at first
When at least two Doomtroaper teams have rea-
ched Rank 3 or higher, use the “Dark Legion Rank 3-
4" pard and when at least two teams have reached
Rank & or higher, use the “Dark Legion Rank 56"
card.

* Select a Mission from the Missions Book.

PRIMARY MISSIONS: The Primary Missions
are numbered one through ten and progress in diffi-
culty. You can play the missions in sequence or
select them at random.

Each Primary Mission diagrams how the game-
board sections are laid out. The briefing section pre-
sents background information and points of
gntrance. The mission section details the task that
the Corporation Doomtrooper teams must accom-
plish, when Secendary Missions Cards are used,
the amount of tima they have ta compiats tha mis-
sion, states which Force Cards the Dark Legion
player deploys, and explains the rewards.

When the Primary Mission is accomplished, all
players sharing that mission receive the same
reward. A player who loses both Doomtroopars will
not receive Credit rewards, However, Promotion
Points earned in the mission are maintained.

SECONDARY MISSION CARDS: Szcond
ary Missions are only utilized when there are more
than two corporation teams and the Primary
Mission instructs players to use the Secondary
Mission Cards.

To determine which Two carporations ara assign-
ed the Primary Mission, each corporation player pla-
ces ther identification marker face down on the
able. De not include tha Dark Legion player's mark-

RANK REQUIRED: 1 RANK REQUIRED: 2

Violator Sword )

ar. Mix up the markers. Select two of the markers
and turn them over. These players are assigned the
Primary Mission. The other players each draw one
Secondary Mission Card, Secondary Missions are
kept secret and should not be revealed until neces-
sary. Secondary Missions must be accomplished
and proven by the player whe drew the card or the
missian is considered a fallure!

Some Primary Missions direct all players to take a
Secondary Mission Card. ‘All players try to agcom-
plish both the Primary Mission and their Secondary
Mission ta recaive awards.

* Set up the gameboard according to the missian
diagram. It is very iImportant that the sectors and
the Citadel are arranged exactly the way they are
illustrated.

The Dark Legion player deploys the Force Cards
listed for the mission. Shuffle the Force Cards
and place one Force Card facedown on each
gameboard sector. Place the remaining cards on
any of the sectors that are adjacent to thie Citadel
walls

¢ The Dark Legion player shuffies the Event Cards
and draws one avent card for each round listed
under the mission's Time Limit. Place these
cards facedown in a pile in front of the Dark
Legion player. The remaining Event Cards are set
1o the side

Corporation players sef up their Corparation
Trays. Take the pegs and place them on the
proper iumbers on each track,

» Corporation playars salect Equipment

At the start of each mission Corporation players
select equipment and weapons for their Doom-
troopers, The number of credits and the current
Rank of your Doomitrooper team determines what
equpment you can “"Checkout” from the
Eoquipmient Bunker (Equipment Card Deck). This

RANK REQUIRED: 3  RANK |

Violator Combo. L:

means you can't have the reslly powerful weapons
until your Doomitroopers have gained enough cred-
its, experience, and skill

The player to the left of the Dark Legion player
selects first. Take one card and pass the deck to the
lett. The deck is passed around until each player's
Credits have been used, The Dark Legion player
does not select eguipment

You must allocate this equipment to each of your
Doomtrocpers. Place the cards you select on the
same side of the tray as the Doomtrooper who will
carry the equipment and weapons. When a Doom-
trooper is eliminated, the equipment is also lost,

EQUIPMENT BUNKER: The Equipment
Bunker [the Deck of Eguipment Cards) is the
Corporate warehouse for all types of advanced
equipment and powerful weapons.

Each Equipment Card pictures one weapon of
one piece of aquipment

Weapon cards have a brief description of the
weapon, its Close Combat and Fire Combat dice
effect, Rank required before the weapon will be
issued to your Doomitrooper and its cost in credits

A Doomtrpoper gan only have one of these
Weapon cards

Every Doomitraoper team has one clese combat
specialist, and aven with all the High-Tec firepower
weapons available, this Doomtrooper still preters to
have a strong close combat weapon

These Doomtroopers, Valerie Duval, Sean
Gallagher, Coral Beach, Mitch Hunter and Yajimbo

‘Valerie, where is the Mishima group?'

‘Theyre coming this way, from that corridor.” The
Bauhaus trooper pomted (0 an opening at the far
ther end of the chamber. Max rushed over to the
opening mechanism and dsalt it a trermendous blow

must always be armed with a close combat weapon
able to attack with three or maore dice

Equipment cards have a brief description, which
includes the effect of the eguipment and its cost in
Credits. A Doomtrooper can have ane or more of
thase Equiprment cards.

SPECIAL WEAPONS: The Gehenna Puker
infiicts hits on all targets in the line of fire. Range 24
squares. Roll the attack dice once to determine the

Gehenna
Puker

|
.
2 1@ [0 1@

®

with his fist. In response, the massive door started
making a hideous grinding sound.

‘Now they can't enter this way. That means that
only we will reach the primary target and crush the
teisportar, ' Max smiled beneath his mask.
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Violator
Sword

number of hits. All figures in the iine of fire, whose
Armor Factor s less than the number of hits rolled,
are eliminated,

The Violator Sword can be used to attack one
single target, or it can be swung in a circle arotnd
the Doomtrooper, striking all figures in adigcent
squares. Roll the attack dice once to determiné the
number of hits. All figures in the adjacent squares,
whose Armor Factor is less than the number of hits
rolled, are eliminated. The attack will stop when the
swing strikes.a wall

The two barrels of the Nimrod Autocannon
allow your Doomtrooper to target one or two figures
in the same attack. You must have a line of sight 10
boih rargeted figures. If you fire at one targel, you
roll six dice. If vou fire at two targets, roll three dice
against each.

The Grenade Launcher (s a special plece of
eqguipment which mounts on a Plasma Carbine. The
Grenade Launcher inflicts hits on a target square
and all figures in adjacent squares not protected by
walls. You must have a line of sight to the target
square. Roll the attack dice once to detarmine the
number of hits. The figure in the target square,
whose Armor Factor is less than the number of hits
rolled, is efiminated. The effect of the biast is re-
dueced by one in the adjacent squares. Figures in the
adjecent squares, whose Armor Factor is less than
the reduced number of hits, are eliminated

* The Doomtrooper Cards are shuffled and two
cards are deall to each Corporation player

DOOMTROOPER CARDS: Each Doomitrooper
Card lists two effacts. A Deomtrooper Card can be
played at any time but you can only use one of the
gffects on the card. When a Doomtrooper Card s
played, its affect must be completad hefore the
next Doomtrooper Card is played. Do not show your
Doomtrooper Cérds until you play them. Once a
Doomtrooper Card is played, it is discarded. Doom-
trooper Cards cannot be saved from mission 1o
mission

3,

3 dice each

Nimrod Autocannon

all hits one hit less

Grenade Launcher

SEQUENCE OF PLAY “THE ST OF THE RULES”

1. Each player places their identification marker face
down on the table. Mix up the markers.

2. Select one of the markers and tum it over,

3. The player whose marker 15 drawn takes a-turn
Once the player's turn has beesn completed,
select another marker.

4. \When the last marker is revealed and that play-
er's turn is completed, one round is completed,

5. Place all the markers face down, mix, and start
the sequence again, It will take a number of
rounds to complete the mission. When both of a
player's Doomtroopers are eliminated, remove
the player's marker

CORPORATION
PLAYER’S TURN

The first time a player's marker is drawn, the play-
er places both of their Doomtroopers off board next
to an entrance. Both troopers must enter at the
same entrance. Mare than one tearn can use the
same entrance

In'a turn, each trooper figure may perform two

actions, Move andfor Attack. They also can use
Extra Actions. A Doomitrooper may perform actions
inany order. A Doomtrooper may not perform more
than four actions in a turn. All actions of one
Doormtrooper must be completed before your next
Doormtrooper starts their actions.

MOVE: All figures may move three squares per
Mave action

REVEAL FORCE CARDS: When a game-
board sector is entered for the first time by a
Doomtrooper, the Dark Legion player reveals all the
Force Cards in that sectar. The Dark Legion player
places the creatures listed on the cards in any
square in that sector, however when the Force Card
instructs you to deploy creatures that are not availa-
ble, those creatures are ignored.

COMBAT: The weapon your Doomitrooper figure
has selected from the Equipment Bunker for the mis-
sion is the weapon the Doomitrooper can attack with
in corbat. The color of the combat dice depends on
the Rank of the Doomtrooper, while the number of
combat dice rolled Is listed on the weapon card, A
Doomtrooper can make only one attack per action.

i

The stmosphere changed quickly. At ance the
Doomtroopers assumed combat positions, Then
the chamber exploded in a cascade of twisted light
and in its center & creature stood with its face
towards the ceiling, emitting a piercing shrisk

‘A Nepharita! Fire!l!

Gallagher liftad his Plasma Carbine, but paused

half-way. Through the wall came a huge Doom-

troopar who wasn't there & second ago. Big Bob
switched off his Molecular Phaser and the barrels of
his Autocannon locked on the Nepharite.

Out of my way. It's Nimrod time!”




When vou roll more hits than the Dark Legion
creature's Armor Factor, you eliminate the figure
Remove the creature from the beard. It is returned
to the Dark legion Player to use again. Record the
propar number of Promotion Points on your
Corporation Tray's Promotion Points track

When you hit anether Doomitrooper during an
attack, you lose 3 Promotion Points. Record the loss
to your Pramotion Paint track

DARK LEGION
PLAYER’S TURN

* Draw the top Event Card.

EVENT CARDS: The Dark Legion player draws
the top Event Card, reads it out loud and follows the
instructions, Each Event Card alsa lists a number of
Dark Legion reinforcements. The Dark Legion player
places these reinfarcements at entrance points off-
board, Thay do not have to enter through the same
entrance. When the Event Card instructs you to de-
ploy creatures that are not available, those creaturaes
are ignored.

Once an Event Card |s played, it is discarded.
When the Event Card is the last card in the pile, this
is the final round of the mission

* \When there are Force Cards still face down, the
Dark Legion player must choose ane card and
turp it aver, The creatures listed on the card are
placed in any square in thet sector. When the
Force Card instructs you to deploy creatures that
are not available, those creatures are ignered

In & turn, each Dark Legion creature may perfarm
two actions except the Ezoghoul and the
Nepharite, who have three actions per turn. The
rules for movement and combat for Dark Legion
creatures are the same as those for corparation
Doomtroopers. A Dark Legien figure may per-
form their actions in any order. All actions af one
creature must be completed before your next
creature starts their actions.

The color and number of Combat dice a Dark
Legion creature will use is listed by creature on the
Dark Legion Reference Card.

COMPLETING THE MISSION

[t will take a number of rounds 1o complete @ mis-
sion, When the last Event Card is drawn, this is the
final round for the mission. The round ends aftar all
identification markers are drawn and each player
completes their last turn.

Deatermine which players have completed their

THE SIEGE OF THE CITADEL FOR 2, 3 OR 4 PLAYERS

The Siege of tha Citadel is primarily designed 1o
be played by five players. One player is chosen to
command the Dark Legion, while each of the other
four players contral a corporation team of Doom-
troopers.When there are less than four teams of
Doomtroopers, it will be a formidable challenge to
complete a mission. When there ard four teams of
Doomtroopers do not adjust. But, to bfing some
play balancs te the game when there are less than
four teamis of Doomtroopers, the following rules are
recommended

» Before the Dark Legian player draws an Event
Carg, the player must state if they want to call for
the reinforcements listed on this Event Card. The
number of times the Dark Legion player can call
for raeinforcements is limited by the numbsr of
Doomtrooper teams. in the mission. When there
15 one team af Doomtroepers, the Dark Legion
player can call for reinforcements on one Event
Card. When there ere two teams of Doom-

missions successfully and collect rewards

When you are playing & campaign game adjust
your cradits, select another mission, follow the set
up instructions and you are ready to start the next
adventure

troopers, the Dark Legion player can call for rein-
forcements on two Event Cards. When there are
three teams ol Doomtroopers, the Dark Legion
player can call for reinforcements on three Event
Cards. When the Dark Legion player does not call
for reinforcements, the instructions o the Event
Card are followad, whan applicable, but the rein-
forcements are ignored.

* Whenthe Dark Legion player is placing Force Cards
on the gameboard at the start of the mission, the
nurnber of cards is reduced progortionally to. the
numoer of Doomtrooper teams in the mission
When there are three tesms of Doomtroopers,
reduce the number of Force Cards by one. When
there are two teams of Doomtroopars, reduce the
number af Force Cards by two. When there is only
one tearn of Doomtroopers, reduce the number of
Force Cards by three. The cards you remove are
pulled out, at random, but always keep the Key
Force Cards for the mission

SIEGE OF
THE GIT

MEN




PRIMARY MISSIONS

MISSION 1: EAGLE STRIKE

BRIEFING: The entrance to Alakhai's Citadel
has been blown open by the bomb stduad.
Doomitrooper entrance points are markaed. |:>

MISSI0ON: The Doomtroopers must gliminate 20
Promotion Points of Dark Legion creatures. By the
end of the mission, one Doomtreoper trom a play-
er's tearm must exit the gameboard from sector 1 or
4 1o collect the reward. Secondary Mission Cards
are not usad,

TIME LIMIT: 4 Rounds (Reminder: Dark Legien
Playar draws 4 Event Cards). Reinforcements on
the Event Cards enter at entrance: poimts in the
Citadel marked. ’

DARK LEGION RESOURCES: Force Cards
1-7 {Reminder: Dark Legion Player places the Farce
Cards on 1he gameboard sectars.)

MISSION 2: TRAPP

BRIEFING: You're trapped, with & long run
home and a gigantic Ezoghoul hot on your heels.
Doomtrooper entrance point and escape exit ars
marked.

MISSION: Doomtrogpers must exit the game-
board at the escape exit before the mission ends to
callect a raward. Secondary Mission Cards are not
used,

TIME LIMIT: 7 Rounds (Remova the "Ezoghoul
Attagk” Event Card this mission). Dark Legion
Reinfarcements cannot enter in sector 2,

DARK LEGION RESOURCES: Furce Cards
3-2. The Ezoghoul figure enters at the indicated
entrance.

REWARDS: Corporation Player receives 1 Cradit
for each Doomtrooper that escapes: Dark Legion
player receives 1 Credit for each Doemitrooper
which fails to exit .

REWARDS: Doomtroopers receive | Cradit. |f
the Doomtroopers fail to complete the myssion, the
Dark Legion player recelvas 2 Credits.

MISSION 3: GET THE BOSS!

BRIEFING: Your superiors feel that eliminating
the ordinary troops:is not enough. Find and elimi-
nate the Dark Legion Centurion subcommander,
Ghash Doomtrooper entrance points are marked.

MISSION: At the end of the mission, to make
sure Ghash is eliminated, all Centunons figures
must be aliminated. Secondary Mission Cards are
not used.

TIME LIMIT: & Rounds {Reinforcements ara not
allowed during round 5.}

DARK LEGION RESOURCES: Force Cards
1-7.

REWARDS: Doomtroopers receive 2 Credits. If
there is & Centurion on the board at the end of the
mission, the Dark Legion player receives 2 Cradits.

BRIEFING: The Dark Lagion troops are organ-
izing near the Citadel's east tower. Break through
the enemy lines and wipe out this evil horde.
Doamtrooper entrance points are marked

MISSION: Eliminate all the Dark Legion figures
an the gameboard by the end of the mission
Doomitroopers are not allowed to pull out from the
gameaboard before Round 7. Secondary Mission
Cards are not used.

TIME LIMIT: 8 Rounds (Reinforsemeants are not
allowed during rounds 6, 7, and 8))

DARK LEGION RESOURCES: Force Cards
1-8and 12

REWARDS: Doomtroopers receve 2 Credits, If
the Doomtroapers fall to complete the mission, the
Dark Legion player receives 2 Credits.

MISSION 4: ASSAULT ON THE EAST TOWER




MISSION 5: BREAK THEIR BACK!

BRIEFING: Your superiors have discovered a
High-Tec battle computer inside the lower levels of
Alakhai's Citadel. This cormnputer is probably why the
Doomtroopers are not succeeding in breaking the
resistance of the Dark Legion. Your mission is to
terminate the computer, Doomtroopers may only
enter and exit through sectors 1 and 2,

MISSION: Find the computer, represented by
Force Card 12, and destroy it. The Dark Legion play-
er must place a primary targat marker in the sector
when Force Card 12 s revealed. The computer has
an Armar factor of 2, To destroy It, you must strike 3
hits against it In one arttack.
Secondary Mission Cards will
be used

TIME LIMIT: 6 Rounds

DARK LEGION
RESOURCES:Force
Cards 1-S and 12, (Place card
12 inside the Citade], the
other cards are pleced without looking.)

REWARDS: Doomtroopers receive 3 Credits. If
the Doomtroopers fail to complete the mission, the
Dark Lagion playar raceives 2 Cradits,

MISSION 6: HOLD THE FORT

BRIEFING: The Dark Legion troaps are organi-
zing nesr the Citadel's sast tower again. Hold the
tower; don't let the Dark Legion forces break
through. Daomitrooper teams are deployed on any
stuare n sector 8 bafore the mission starts,

MISSION: Do not lst the Dark Legion forces

break through your position and exit any figures off

board from sector 8. All Corporation players also

have a Secondary Mission Card. (Rermove the

;(aiowev Impartant Message' Secondary Mission
ra.)

TIME LIMIT: 6 Rounds

DARK LEGION RESOURCES: Shuffle all
the cards. without looking place 2 cards face down
in sach sector except numbar 8. Set the rest of the
cards aside. (Dark Leglon Reinforcements cannot
enter in sector 8.)

the Doomtroopers faill to complete the mission, the
REWARDS: Doomtroopers receive 1 Credit If  Dark Legion player receives 3 Cradits.
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MISSION 7: PORTAL OF DooM

BRIEFING: Your Doomtroopers must search for
the Portal of Doom inside catacombs of the Citadel.
Your superiors need the information of what lies
beyond the portal. The portal is belleved to be se-
cured with a time lock, and will probably open only
after some time. Doomtroopers may enter through
sector 3or 5.

MISSION: At |sast two Doomtroopers must
pass through the portal (exit the gameboard) in sec-
tor 8. The portal Is marked on the set-up diagram
and represented by a primary targat marker. The
portal is epen only during rounds 3, b, and 6. All cor-
poration players also have a Secondary Mission
Card.

TIME LIMIT: 6 Rounds

DARK LEGION RESOQURCES: Force Cards
1-Band 10

the Doomtrocpers fail to complete the mission, the
REWARDS: Doomtroopers receive 3 Credits. If  Dark Legion player receives 2 Credits.

MISSION 8: TO THE TOP

BRIEFING: Sacrel documents that you secured
in the catacombs have led 1o the discovery of a
powerful combat-teleporter in the top level of the
Citadel. The Dark Legion player places one primary
targel marker in a secter inside the Citadel and the
other in a sector outsida the Citadsl. The Teleporter
Doorways conneet and when a figure moves onto
one Teleporter Doorway space, it is teleported to
the other Doorway space. A figure may not finish its
move in the same space as the Teleporter
Doomtroopers may enter through sectors 1, 4, 5,
and 7

MISSION: You must destroy both Teleporter
Doorways. The Taleporter Doorways have an Armar
Factor of 3. To destroy a Doorway, vou must strike 4
hits ageinst it in one attack. Secondary Mission
Cards will be used.

TIME LIMIT: 5 Rounds

DARK LEGION RESOURCES: Force Cards
1-12.

REWARDS: Doomtroopers receive 3 Credits, If
the Doomtroopers fail to complete the mission, the
Dark Legion player receives 1 Credit




MISSION 2 RRIDORS OF DEATH

BRIEFING: An Ezoghoul is reported to lurk in
the lowest level of Alakhal’s Citadel. Yaur Doom-
troopers must gel down there and wipe it outl.
Doomtroopers may enter through sectors 1, 4, and 7.

MISSION: Eliminate the Ezoghoul Secondary
Mission Cards will be used.

TIME LIMIT: 8 Rounds (Remove the “Ezoghoul
Attack” Event Card this mission.)

DARK LEGION RESOURCES: Force Cards
1-11. (Place Card 11 Ezoghoul Beastmaster inside
the Citadel, the other cards are placed without
looking.}

REWARDS: Doomiroopers receive 3 Credits, If
the Doomtroopers fail to complete the mission, the
Dark Legion player receves 2 Credits.

MISSION 10: THE HUNT FOR ALAKHAI

BRIEFING: The Chiefs of Staff cormmend your
actions to date but now believe the Nepharite
Alakhai, Lord of the Citadel, has finally been located.
The Nepharite plans 8 counter-attack surrounded by
hordes of Dark Legion creaturss. Your Doom-
traopers must go in and eliminate the Nepharite.
The Doomtroopers can enly use Sector 1 or 2 to
enter or exit.

MISSION: Eliminate the Nepharite Alakhai. The
Nepharite has four actions per round during this
miisston. All corporation players also have a
Secondary Mission Card.

TIME LIMIT: 8 Rounds (Remove the "Nepharite
Timernift" and “Nepharite Alter Reality” Event Cards
this mission.)

DARK LEGION RESOURCES: Force Cards
1-12. (Place Card 10 Nepharite Overlord inside the
Citadel; the other cards are placed without looking.)

REWARDS: Doomtroopers receive 2 Credits. If
the Doomtroopers fail to complete the mission, the
Dark Legion player receives 2 Credits.
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ABOUT THE DARK LEGION

THE LEGIONNAIRES
In silent hordes the undead Legionnaires of Algeroth march against the light of humanity.
Thesa soldiers are zombies, humans killed in battle and reanimated with the help of necro-
tachnology.
Their equipment is.a mix of modern and encient technology. The Legionnaires have no
mind and act without any will of thair own. They are slaves under the conlrol of the Nepharite,
A Legionnaire has two actions per round.

NECROMUTANTS
These are warriars transformed by the twisted science of the Derk Legion. Their bodies are
perfectly adapted 1o combat. They are massively built, with broad shoulders and muscular
arms. Their skin is the color of soot and their eyes expressionless wells of darkness. Their
veins pulsate with an unholy glow.

The Necromutants act as commanding officers in the battiss fought by the Dark Legion,
They fearlessly assault even the strongest fortification followed by the fanatical
Legionnaires.

A Necromutant has two actions per round.

CENTURIONS
Theseare the special forces of the Dark Legion. Selected for their combat abilities they
are given special missions by their leaders,

Physically they resemble the Necromutants, but often carry better weapons and
eguipment,

A Centurion has two actions per round

RAZIDES
The Razides are beasts from another time and existence, Thay walk 1allar than
man and are able to crush stone with their powerful hands,

A Razide appears to be a hybrid of flesh and iron and stone. Unearthly organs
connected to endless tubes pump dark liquigs through the Razide's muscular
body and send ripples across its skin,

A Razitle has two actions par round.

THE NEPHARITES
The Nepharites are the eternal enemies of mankind. They seek solace in tha chaes of
7 -m‘r' war and stalk the battlefields in their search for new victims.

; The Nepharites are huge, often twice as tall as any man and dressed in shining
dark armer and covered with sharp spikes.

They radiate caim, lead their armies with cold efficiency, and commiand their for-
ces with mighty battlecries. The cries acho in the emptiness laft after the
slaughter and strike fear into the hearts of those who hear tham

A Mepharite has three actions per round.

EZOGHOULS
The gigantic Ezoghoul is a being with one sole purpose, to do battle. Its soul is
tevoted 1o the destruction of other beings and to the glory of the battlefield. Its body
isrerged with an external metal skeleton and half of the Ezoghoul is made of artitici-
al materials. Muscles and transparent tubes for the body fluids are attached to the
skeleton.

An Ezoghoul has three actions per round.




ABOUT THE DOOMTROOPERS

VALERIE DUVAL
Daughter of a praminent
Bauhaus field marshal,
Valerie's mulitary career
was pre-ordained, Cver
time, she has bacome an expert
ot elandestine operations, assassin-
atipns; and covert actions,

ATTILA 111

Attila || is the pride of Cybertronic, a
compietely functional and thinking
robot, & construgt witha computer
brain. Maore advanced than his pre-
decessar, Attila Il, this battle-machine
is speoially programmed for ad:
vanced skitmish situations.

MAX STEINER MITCH HUNTER
The son of an aristocratic Bauhaus Planning to Use it as:a setingboard to the
family, he joined the air cavalry atan world'of high-fingnce, Mirch signed on
early age. He gaied fame asone of with the Capitol elite forces for a
the finest helo-piiots, bura couple of years. Nine yesrs
scandal grounded him. He. g have passed. and the Impact
has eamed justas strong a | o the worid Mitch wanted to
reputation on the ground as he hed in rnake willl @ suit and 118 1s

the air being made with battie armrior insteed,

EDWARD S.

MURDOCH

After a brillmnt military career, Eddile
Murdogh was reluctantly transterred
tram his beloved Blood Bereis, whera
he had gained s reputation as one of
Impenial’s most successiul
tacticians and fighters ever,

BIG BOB WATTS

rBig Bob Watts is a battie-scarred
vet of the Capitol Speial Forces.
Despite nine succassful tours 6n
Mars, Venus and Mercury, ha was
demoted and finally discharged for

regiment loosely connested with
SEAN GALLAGHER Capirol.
As the sofe higi to the throne of the
Galfpaher clan, Sean was
tratned fram ehildhaod o live,
tight and rule with unrelanting
force. As Sean's enlire clen was
siaughtered by the Bark Legion, the
voung heir with no.ene to rule joined the
drasdzd Wolfbane Commandas, a unit
composed antirely of renegade cian
warnars,

YOJIMBO

Aftar a brilliant carrer in the special
forces, Yajimbo became one of Overs
ford Mishimia's parsonaf bodyguards. Ha
fell fram grace in & court scandal and was
forced to become a freslance romin. He later
spolled & conspiracy against Mishims,
praving his lovaity and restaring his
reputation

CORAL BEACH
At the age of 28, Caral
lsft his career as & free-
lancer to enfist with
Cyberironic’s armed
forces. Over the years he has
besan enhanced electronically and
mechanically to be & suparior
fighter, until nearly &ll his body s
robotic,

TATSU

Buring his chidhood and
adofescence, Tatsu was 8 com:
puter whiz, martial arts fanatic,
and streel-kid on the borders of a
criminal life, It was on the straets that
Yojimbo found tim and took the young-
st8r |n, eaching him the ancient ways
of the samurai,



