
NARRATIVE MISSION: ASSAULT ON THE ETERNITY WALL 

THE LAST STAND 

MISSION BRIEFING 

MISSION RULES 

 

PRIMARY OBJECTIVES 

TAKE THE WALLS 

• 

• 

• 

BREACHING THE GATE 

• 

• 



NARRATIVE MISSION: ASSAULT ON THE ETERNITY WALL 

THE LAST STAND 

TERRAIN FEATURES 

DEFENSIVE PARAPETS 

With the exception of ladders, doors 

and walkways, models moving across 

any elements of the Eternity Wall treat 

it as Difficult Ground. 

In addition, the battlements of the 

Eternity Wall benefit from the following 

rules: 

Defensible, Dense Cover, Light Cover, 

Heavy Cover, Obscuring, Scalable, 

Inspiring. 

 

ETERNITY WALL GATE 

The Gate presents a weak point in the 

wall defences that can be breached and 

can be targeted by attacks. 

It uses the following profile: 
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The Eternity Wall Gate has a 4+ 

Invulnerable Save. 

 

 

 

 

 

 

 

 

 

 

BREACHING CHARGES 

The Attacking forces have the use of 

two Breaching Charges, counters will 

track which unit is carrying them and 

where they are on the field.  

These can be carried by any non-

character INFANTRY unit. If the carrying 

unit is destroyed, the charge is left on 

the table and can be picked up by 

another friendly unit at the end of their 

movement phase. 

Plant Explosives (Action): A unit 

equipped with a Breaching Charge can 

start to perform this action at the end 

of the Movement Phase, if it is within 

engagement range of the Gate.  

The action is completed at the end of 

your turn and will cause 6D6 Mortal 

Wounds to the Gate. 

 

 

 

 

 

 


