
The space marines, the glorious defenders 
of humanity. 

The ground pounders that go dirtside to slog 
through the mud.

Humanity is beset by a thousand horrors, 
and its up to the men and women of the 
Imperium to hold the line and keep the 
peace.

Introduction:
This is a campaign for FAD4, taking full 
advantage of many of its rules and options.

The campaign can be played cooperatively, 
with each player taking command of a 
marine force, and the opposition controlled 
by the rules. Alternatively, one player can 
command the marines, while the other 
commands the opposition, or the players 
may take it in turns.

The rules assume you command the same 
unit through each battle, but there’s no 
reason you could not rotate through multiple 
units, as the campaign goes on.

There is no true “victory” point of the 
campaign. Its an endless struggle out there. 
Soldier on til you reach the goals you set 
for yourself, or your character finally dies 
on some forsaken backwater. At least the 
pension they pay your family back home is 
pretty good.

How the campaign works:
During the campaign, your force will be 
assigned to a number of missions, against 
a variety of alien opposition. Some battles 

may be easy, while others will push your 
reserves to the limit. In many of these, you 
will be severely outnumbered. 

Hopefully, as the campaign goes on, your 
men will develop into a hard core of killers, 
or at least die with their boots on.

Creating Your Force:
To generate your force in detail, use the 
Advanced Force Generation in the FAD4 
rules. These will generate three platoon 
sized forces. This will represent a company 
of marines. 

Alternately, you may substitute any forces 
you wish to use. If using the generator, 
employ all optional rules except “Not like 
us”.

You should pick out one model in the force 
to act as its Focus. This model represents 
you as a player, and should be given the 
same name. Your character has the unique 
ability to ignore morale checks.

Each platoon commander should be named 
as well. Go ahead and name them after 
friends, family , teachers, bosses or pets.

The rest of the force are faceless clones, 
until one of them distinguishes themselves 
in combat.

Make sure you are happy with your force, 
before proceeding. You may receive 
reinforcements and will certainly suffer 
losses, but you will not be able to rely on 
any outside units fighting alongside your 
men.
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The space marines use a wide variety of 
gear, and are equipped and trained to widely 
different standards. Thus, any force that can 
be created with the generator is valid. Feel 
free to invent explanations. Maybe the lightly 
equipped platoon in your force are marine 
security troops, used to secure installations. 
Maybe there just wasn’t enough gauss rifles 
to go around.

Finding a war:
The following tables are used to determine 
what war you will be fighting in.

Aggressor:
1-2: Aliens are attacking imperial 

territory

3-4: Disputed territory

5-6: Pre-emptive attack before aliens 
can do anything devious

Location:
1-2: Colony or urban center

3-4: Installation (mining, science, 
defense, etc.)

5-6: Dirt or wilderness

Racial Name:
Roll once on each of the following four 
tables to generate the name of the race in 
question.

1: Kze Ik Lhu In

2: Tzi Ur Kru Om

3: Ahr Yt Ret Ki

4: Spu Og Blu Et

5: Zze ez Zze Ez

6: Khe Aw Qwu On

Racial Nature:
1: Genetic modifications/droids

2: Alien terrors

3: Reanimated

4: Post-individualists

5: Human offshoot, transplanted by 
ancient race

6: Unstable genetic strains

Why should this race of aliens be 
exterminated?:
1: Slavery

2: Man eating

3: Territorial expansion – alien

4: Territorial expansion – human

5: Pirates

6: Warlike

Once the above details have been determined, 
your force will be committed to a series of 
battles, representing key encounters of the 
war. It costs a lot of money to ship military 
units across the galaxy, hence it is not 
uncommon for wars to be determined by 
a relatively small number of boots on the 
ground. 

Your forces are assumed to be representative 
of the overall war effort.

Roll below to determine the number of 
battles that must be fought:

1: 3 platoon battles

2: 4 platoon battles

3: 5 platoon battles

4: 4 platoon + 1 company battle

5: 6 platoon battles

6: 4 platoon +2 company battles.



Pre-battle sequence:

Selecting a battle force:
For a platoon battle, you may include up 
to 4 squads, 3 support weapons and 3 
independent characters. These may be 
drawn from any troops in your company. All 
marines are cross trained to work together 
despite differences in command and 
equipment.

For a company battle, throw everything you 
have on the table. Its all or nothing!

Determining the mission:
Use the scenario generation method in the 
FAD4 rules. The Stance and Attitude of the 
aliens can be generated randomly.
Due to their insidious nature, the aliens 
receive 3 extra recon points. If uncontrolled, 
the aliens expend all RP trying to block your 
expenditures. 

When rolling for missions, the aliens only 
modify their rolls by Stance and Attitude. 
They never apply the discretionary 
modifier. 

Determining the opposing force:
The alien forces are generated using the 
rules for “Building basic forces” in the FAD4 
main rules. 

In addition, the aliens will have alien traits, 
as determined by the racial nature roll. Roll 
twice on the racial nature table. If the second 
roll is identical, assign the first unassigned 
trait, from the top of the list.

The aliens never have specialized units, so 
all units will posses the same traits. 
 
Determine the size of the opposition:
For the first two battles of each war, you 
will face the standard opposition. From the 
third battle onwards, the enemy will have 
one additional squad, for each battle fought 
past three.

This means in a 6 battle war, they would get 
4 additional squads in the final battle!

Racial Nature Roll

Genetics Terrors Reanim Post Human Unstable

1: combat drugs assault troop zombie hivemind shock troop regenerate

2: self-repairing berserker relentless elusive agile relentless

3: hardened regenerate fanatic recon hardened zombie

4: agile terrifying infiltrate brave assault assault

5: elusive swift tough slow firing grizzled aggressive

6: shaky aggressive save stealth recon slow firing



Supporting Assets:
Roll for each battle, to see what supporting 
assets you have available:

Any assets issued are only for the duration 
of the battle, and may be distributed as you 
see fit.

Company battles permit 3 rolls. The same 
result may be acquired more than once.

1: Combat drugs. 2 squads may be 
outfitted with combat drugs

2: Medical supplies. Upgrade any 2 
troopers to medics

3: Strategic planning. 2 extra recon 
points

4: Fire support. 2 light mortars in off 
table support

5: Lock n load. 1 rifle grenades equal to 
number of squads.

6: HMG team.

Post Battle Sequence:
After each battle, complete the following 
sequences, to determine how things look, 
once the dust settles.

Recover Casualties:
First, roll to recover each wounded that was 
not stabilized during the battle. The force is 
assumed to have access to a medic, even if 
one is not present in the force.

Stabilized wounded are recovered 
automatically for the next battle.

Any models removed as casualties must test 
on the following table. For members of the 
same squad, you can roll a handful of dice 
at the same time.

Make sure to roll for any personalities 
separately.

1-2: Lost.

3-4: Will miss the rest of the war.

5-6: Will recover in time for next battle.

For models that routed, test on the following 
table.

1: Suffers a horrible fate at the hands 
of the enemy

2: Returns but executed for treason

3: AWOL

4-6: Returns for next battle.

Scavenge Equipment:
For each squad support weapon figure 
or heavy weapons team that became a 
casualty, roll a D6. On a 5+, the weapon 
was recovered.

Alien weapons may be recovered on a roll 
of 6.

Any recovered weapons may be issued to 
any survivors in the force. This may result in 
some squads being extremely well equipped, 
as the campaign goes on.

Replacements:
Marines are expected to fight independently 
once they are deployed, without relying on 
off-world reinforcements. For this reason, 
each battleforce maintains clone tanks, 
allowing new recruits to be added to the 
ranks over the course of a campaign. If all 
else fails, cooks, mechanics and clerks can 
be issued a rifle.

Roll 1D6 (3D6 after a company battle). 
These are the amount of replacements you 
can add to any unit. These may be used 
to oversize a unit up to a total strength 
of 10, or reinforce a weakened one. If the 
replacements are less than the existing 
strength of the unit, they will adopt the 
same Quality and Resolve.



If the replacements are equal or greater in 
strength, the Quality drops one level.

Experience:
Any unit that had at least one member 
survive, may have improved. Roll a single 
die and compare to the units Quality target 
number. Any unit that fails will improve its 
quality one level.

If you won the mission, your Resolve also 
goes up by one.

Any unit that took 75% losses (whether 
recovered or not) will lose a level of 
Resolve. 

Roll a D6 for each unit. On a 6, the unit 
develops a new trait. This may be rolled on 
either of the Exceptional Troops tables in 
the FAD4 advanced rules section. Determine 
randomly which table is used.

Roll another D6 for each unit. On a 6, one 
trooper may receive a random Personality 
trait from the FAD4 advanced rules section.

Finally, roll for each officer and squad leader. 
On a 6, their leadership rating increases by 
1.

Victory at last!:
When the last battle of the war has been 
fought, the marines have won. Roll below to 
determine what ultimately won the war:
1: Orbital bombardment
2: Massive ground campaign
3: Biological and chemical warfare
4: Diplomatic solution
5: Nuclear devastation
6: The glorious actions of your marines.

R&R:
After a war well fought, your marines spend 
some time with Fleet, training, recovering, 
and receiving fresh bodies.

Recruits:
Your company may receive 4D6 recruits. 
Due to extensive training time, these will 
adopt the same Quality and Resolve as 
the units they are assigned to. For every 8 
recruits received, 1 support weapon is also 
received.

If you currently have less than 9 squads of 
infantry in your company, you may generate 
a new platoon to arrive as reinforcements. 

Time well spent:
Your men are subjected to constant hypnotic 
suggestion, intense training and morale 
monitoring. You may pick any squad in your 
company. This unit will now benefit from the 
Bug Hunter trait, when facing enemies with 
the same racial nature.

Personal Development:
Roll for each named character. 
1: Bitter hatred. Character is now 

Fanatic.

2: Dear John letter. Character is one 
leadership level lower.

3: Weapons training. +1 to all shooting.

4: Customized gear. Improve armour by 
1 step.

5: Easy living. Character spends the 
time boozing and gambling. No 
benefits.

6: I cant take it anymore. Character 
brings about a grizzly end with a 
plasma grenade. Is replaced with 
a recruit of the lowest possible 
leadership and quality.


