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                                                                                                   BATTLEFLEET GOTHIC TOURNAMENT 

MISSION 1: THE BLACK HOLE 
*** READ THE ENTIRE SCENARIO BEFORE SETTING UP *** 

 

MISSION OVERVIEW 
You have encountered the enemy in one of the most dangerous of locations, at the very edge of the gravity well of a black hole.  
Your mission is to destroy as much of the enemy fleet as possible without being sucked into the gravity well whose pull gets 
stronger the longer you stay near it…   
 
 

CELESTIAL PHENOMENA 
The Celestial Phenomena locations are fixed.  If any features 
are moved, return them to their original location at the end 
of the game.  There will be a Warp Rift in the center of the 
battlefield. 
 

DEPLOYMENT 
Prior to deployment, each player should roll a d6 to 
determine their Secondary Objective (see Objectives).  
 
Both Players roll their attack rating, the player with the 
highest roll chooses whether to deploy first or second.  
Deployment zones will be 30cm in from the long board edge.  
Alternate deploying ships/squadrons until both fleets are 
placed. 
 

GAME LENGTH 
The game will last 8 full turns or 2 hours, whichever comes 
first.  
 
Each player rolls a die, the player that rolls the highest 
chooses to go first or second.  Players should not begin a new 
turn if there is insufficient time remaining to complete the 
turn. 
 
 
 

 
 
 
 

SPECIAL RULE: THE BLACK HOLE 
At the beginning of the First Player's turn roll 1d6 for each Full 
Turn that has happened, including this turn.  All ships will be 
pulled that distance in cm towards the short board edge that will 
be declared by the tournament organizer at the beginning of the 
round.  Any ships that go off that board edge for any reason are 
sucked into the black hole and are destroyed. 
 

Ships may only disengage by going off a board edge that is not 
the Black Hole edge. 

 

OBJECTIVES 
Primary Objective (Victory Points): Score Victory Points as 
normal with this exception: any ships destroyed by being sucked 
into the black hole give ½ their cost in Victory Points to the 
opposing player. 
 

Secondary Objective: Each player rolls a d6 at the start of the 
game before deployment and consults the table below: 
 

1-2 Headhunters 
 Take, cripple or destroy the enemy flagship. 
 Full Partial 
 Destroy the enemy 

flagship. 
Cripple or force the enemy 
flagship to disengage. 

 For the purposes of this sub mission, any Tyranid Hive 
Ship counts as a flagship.  Necron fleets with a Sepulcher 
count the Sepulcher carrying ship as the flagship.  
Otherwise causing -4 LD worth of damage through critical 
hits is a full success and -2 LD of damage is a partial 
success. 

3-4 Deplete the Enemy’s Escort Screen 
 Full Partial 
 Destroy or force to 

disengage all the enemy's 
escorts. 

Destroy or force half the 
enemy's escorts to 
disengage. 

 Reroll if your opponent's fleet has no escorts. 
5-6 Break the Line! 

 Your mission is to get 4 ‘points’ of ships off the 
opponent's side of the board. These ships will not count 
as disengaged for the purposes of Victory Points. 
Battleships are worth 4 points, Cruisers are worth 2 
points, and Escorts are worth 1 point for every 3 ships in 
the squadron that exits the board. 

 Full Partial 
 Get 4 points off. Get 2 points off. 

    
 




