Scenario
Knee Deep in the Dead
This scenario is designed to introduce the Doom game at its creepiest… and where else to start, but when the horror begins.

You’re sitting in a lounge in sector 5 when it happens. First the lights flicker for a moment, then the power dies and the red back up lamps snap on and begin to hum. Off in the distance, you hear first one scream and then several more in quick succession. Panicked voices begin cutting in on your radio headsets but are drowned out by a general announcement.

“Red alert! All UAC personnel be advised. There has been a code red security breach in the dimensional gateway research facility. We are initiating lockdown procedures as described in section Alpha 42-F of the UAC emergency manual. All personnel are hereby granted full weapons clearance for purposes of self defense.”
All in all, not a good start to your stint in security at the UAC Mars base. You haven’t even had a chance to find your own room, much less explore, and the scientist who was supposed to give you the guided tour never showed up.

Even worse, the lockdown procedure mentioned in the announcement means that the Union Aerospace Corporation is abandoning the Mars base. If you don’t make your way to a shuttle bay soon, you’ll be left behind with little chance of rescue.

Unfortunately, the shuttle bays are on the other side of the base, and you only have a vague memory of the maze of corridors and rooms you walked through to get to the lounge. Looks like you’re just going to have to hope that whatever’s between you and those shuttles isn’t too dangerous…

                                 Your team = 3 UAC Marines:

Movement              Attacks            Toughness               Wounds        

	4
	4 (6)
	4
	4


       Battle Awareness, Fast Strike, Crack Shot, Dread Immune,
Special Scenario Rules: the marines only have ammunition for the first five moves of the game; after which time, they will be relying on what ever they find to scavenge as they go.  

Goals: Because of the lockdown procedures, certain doors have been sealed. You will need to find the red security clearance key and use it to exit through the red security door. You must accomplish this before the Bio-morphs score six frags. In addition, each time the bio-morphs draw the last card from the deck, they get 1 free frag against the marines. The Bio-morphs also get 1 free frag against the marines as the shuttles threaten to leave (see appropriate room section).
The marines begin in the lounge. The room next door contains some lockers where the marines can retrieve a bit of ammo. The red security door is in the northeast corner of this sector, but you’ll need to find someone or something with high enough clearance to open it before you can get through the door to sector 4.

The marines may re-spawn until the invaders score 6 frags.
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Marine set up area
Move 1:

Initiative

Marines 4

Bio-morphs 5

Pulling a single card from the monster deck, nothing important seems to happen, and the move passes swiftly over to the marine player. All three marines rush towards the ammo storage cabinets at the far end of the lounge. All three keep nervous eyes on the service duct as they pass… a strange scittering sound seems to be coming from the grailings.
Move 2:

Initiative

Marines 4

Bio-morphs 1
Two of the small marine squad secure the ammo tokens. With sighs of barely concealed relief, they lock and load their weapons for action. The third marine moves to stand on top of the duct – what ever is down there making those strange keening noises (sounding a bit like the distorted cry of a baby) isn’t going to find access into this room easily.

Move 3:

Initiative

Marines 3

Bio-morphs 2

There is a rustle of fabric, and you see the quick flash of a UAC uniform. You almost call out a greeting before the shadowy figure steps into the dim light. It’s a young security guard that you’ve worked with, but he just stumbles towards you growling like a beast. Other figures shamble up behind the first.
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first contact
                                           Zombie (minion):

Movement              Attacks            Toughness               Wounds        

	3
	2 
	3
	2


Under a hail of fire from two of the marine`s machine bolters, two of the zombies drop like stones. Bullet holes tear through a third (1 abstract wound), but it seems totally unperturbed, and just keeps coming on. The third marine stays put on the grilled service duct. Over the sound of gunfire he calls over to his comrades in an Old Lander (Irish) lilt:
“Hey, lads! There’s a lot of weird sounds coming from below where I`m standing!”
Move 4:

Initiative

Marines 6

Bio-morphs 1
One of the marines breaks out of his frozen state of horror, and with a disgusted look of determination on his face, charges the zombie in front of him with a fast strike – barely felling it before continuing on with his move. More noises seem to come from things lurking just around the next corner.
The creatures pull another card (a monster card this time) and reveal a new monstrosity for them to add to their ranks. Placing it according to the rules… out of the marines` line of sight, but ready to pounce from just round the blind corner.
                                     Rose Bull Ogre/Demon 

Movement              Attacks            Toughness               Wounds        

	3
	6 
	6
	2


                                          Berserker, Assassin.

                                               Imp (minion)

Movement              Attacks            Toughness               Wounds        

	4
	2 (special)*
	4
	2


                           Pyrokinesis* (can move and use ability)
Because of the corner (can’t attack diagonally round a corner, or through a diagonal gap) only the UAC zombie can engage in close combat. Its fetid breath reeks of death, and it claws hungrily for the marine within its reach, but the trooper easily pushes it off and delivers a killing blow which sends the thing crashing to the floor in a bloody twitching heap.
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combat
Move 5:

Initiative

Marines 3
Bio-morphs 5

In a deadly hand to hand fight, the Rose Bull Ogre beast charges round the corner and (accompanied by an Imp) tackles the two marines who stand defiantly in the way. The fight is confused, and somehow in the excitement and tension – a marine forgets to use his fast strike attack. But at the end of the move, the four legged dog-like beast lies dead. The Imp suffers a wound, which goes into the abstract pool… and 4 damage dice are assigned to the marines – enough to kill one of them outright. *a UAC marine gurgles in surprised agony as the dying Rose Bull Ogre suddenly snaps him nearly in half.* He is removed from play, and returned to the set up `spawning` section of the game map
(leaving any tokens he may have had on him at the sight where he was killed). The bio-morph player has scored a frag, bringing him a bit closer to achieving his victory conditions.
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combat result
Right! The marines are now considered out of ammo, and must scrounge it as they go.

Move 6:

Initiative

Marines 6

Bio-morphs 2
The newly spawned marine rushes to rejoin the front line, passing a comrade who seems to be nervously guarding a service duct. On the battle front, the lone marine combats the Imp – but amazingly fails to deliver any damage. The Imp, on the other hand, rakes a clawed fist at the marine and inflicts 1 wound.

Still out of sight of the marine, and therefore a legal option, a monster card reveals another Imp has spawned. The bio-morph player chooses to place it near the furthest door way ahead of the marines…. no doubt having guessed the Imp all ready engaged in combat will surely fall any minute, and hoping to get a good clear shot with its Pyrokinesis ability.
Move 7:

Initiative

Marines 5

Bio-morph 4
The marine player finally takes the Imp down, whilst simultaneously moving up his re-spawned companion. Damn that service duct! It’s tying up the badly needed (third) marine who could be very useful elsewhere.

Move 8:

Initiative

Marines 2
Bio-morph 3

The monsters pull another card and spawn a Rose Bull Ogre on their action phase. But nothing chooses to move up on the marines.
However, as the marines begin their portion of the move, the bio-morphs manage to pull yet another monster card – this time it is 2 more Imps. The marines move cautiously round the dreaded corner… finally achieving line of sight down the long corridor.
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line of sight
Both marines are suddenly face to fang with two monsters and decide to use all out fire power to bring them down. 12 dice clatter across the table! Two Imps fly apart as high explosive rounds smash into their bodies. The Rose Bull takes a single wound (not an abstract wound, as the Rose Bull is not a minion).
The marines weapons all `click` out of ammunition!
Move 9:

Initiative

Marines 3
Bio-morphs 4
The Imp lets a fireball loose along the corridor, but it clatters harmlessly over a marine`s head. Meanwhile, the Rose Bull Ogre pounds forward and engages it’s next meal.
One marine is ripped apart with a wet tearing sound as the Demonic beast bites and rends simultaneously. The Ogre is cut open by a vibro-blade but the surviving marine suffers another wound…. bringing his total to 2 damage points so far. The dead marine returns (yet again) to the spawning area, and the bio-morph player scores his second frag of the game! 
Move 10:

Initiative

Marines 1
Bio-morphs 5

No important cards get pulled this move, and the Imp misses with his pyrokinesis fireball attack. The marines move up carefully, ever on the look out for ammo. Just a single bio-morph stands between the leading marine and the next door… also a health medi pack and a grenade pick-up.
Moves 11 & 12:

The Imp shoots, but misses, with yet another fire ball – the marines have been fortunate so far. Those flaming balls of liquid fire look nasty, and are bound to hurt lots if any of them make contact.

The lead marine draws his blade once again and rushes into contact with the Imp, confident he can `take it down`. Meanwhile both hindmost troopers rush to join their companion. The UAC Marine who has been standing guard over the service duct all this time looks happy to be moving away. He doesn’t linger, and sensibly tries to put some distance between himself and the floor grailing… just in case. He pushes the digital button and the door slides shut behind the Old Lander with an asthmatic swish! He sighs contentedly.
The lead marine kills the Imp in a deadly display of martial prowess.

Moves 13 to 16:

No invaders remain on the board, so the marines move unhindered into position behind the big closed door at the end of the passageway. However, due to some lucky monster cards being drawn, there is now rather a lot of eerie moaning and a few nasty snarls coming from back around the corner where the marines have just come from…. and what is that thing crawling out of the floor duct?
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enemy behind, unknown area ahead of the door!
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….and what is that thing crawling out of the duct?

Move 17:

Initiative

Marines 6
Bio-morphs 3

As the Marines open the door to explore the next area of the complex, all hell breaks loose! Immediately the door is opened, a UAC zombie attacks the nearest trooper, thirsty for his blood.

Portions of the room have collapsed, and the wet sounds of tearing and chewing come from behind the rubble. Rubble half hides the numerous ducts in the floor and beyond, the marines can make out two dog-like creatures standing over the corpse of a UAC scientist.

A confused fire fight, followed by an intense close combat ensues. The zombie that first attacked the marine fails to bite the trained marine, a Rose Bull Ogre survives a marine fast strike and in return (using both berserker and assassin) manages to pull a marine to his knees… but perhaps it is the scittering spider-like thing that lunges from the ducts and clamps its teeth his head that finally takes the trooper down. 
The trooper screams and gurgles insanely as he is pulled savagely into service ducts… and vanishes into the darkness beyond.
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beyond the door
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pitch fight
A spider beast (called a Trite) is nailed to the floor, the vibro blade still buzzing slightly as it pins the creatures down.
That’s another frag for the bio-morph player – half way to a victory.
                                            Trite (minion):

Movement              Attacks            Toughness               Wounds        

	5
	2 (2)*
	3
	2


                                     Sneak, Fast Strike, Scuttle.
*Acid (Spit) Weapon -  ranged 2 Attack dice - range 6 squares.

Move 18:

Initiative

Marines 3
Bio-morphs 4

The re-spawned marine sees the two spider creatures clawing out from the ducts. With no  ammunition for his machine bolter, he chooses to run full pelt for the other unopened door in the lounge. He crashes hard into a zombie waiting on the other side of the portal and fast strikes it… cutting the head clean from its foul dead body. Another zombie blocks his path, but behind him the scittering of many spider legs skid off the metal floor as the Trites follow after him.
The marine slams the button and watches as the door slides closes behind him, thankfully shutting the spiders the other side…. “can they open doors”?
On the other side of sector 5, two Rose Bulls, a Trite and a zombie slam into the two marines who are desperately trying to hold the abominations back; painfully aware that there are bio beasts nearly on their heels as well.
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Both marines fall… swallowed by the overwhelming wave of disease ridden petulance which bites, scratches and tears the loyal UAC personel to pieces. The brave duo takes a Bull with them before they succumb to the beasts’ savagery, and manage to place an abstract wound on the dice.

Two more marines re-spawn… that’s five frags to the enemy - one away from total victory. It’s looking more and more likely that the marines desperately trying to escape from Sector 5 won’t be making the shuttles.
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Trite attack

Move 19:
Initiative

Marines 2
Bio-morphs 6
Three Trites spit acid, fast strike and combat the newly spawned marines, inflicting one wound. For their trouble… one Trite gets hacked apart in mid leap at a soldier’s neck.
Beyond the closed door, the single marine rushes forward and deals the death stroke to two zombies… one of the undead newly spawned. A scratched leg is his reward as he receives 1 wound.

Move 20:
Initiative

Marines 4
Bio-morphs 5

Bio beasts move up on all sides, almost gleefully tasting their lips in anticipation of a kill.
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death is near

A re-spawned marine tries to hold the Trites at bay, while his comrade runs to support the lead marine down the corridor… somehow they must find that key and open the red security door.
The lead marine dispatches the Imp and suddenly the way forward is clear – hope suddenly lies ahead?
Move 21:
Initiative

Marines 2
Bio-morphs 4

The Trites use sneak to slip past the marine who is desperately trying to hold the spiders back, and attack the fleeing trooper even as he tries to seal off the door behind him.

 But it is with the lead marine that the final stroke of the battle falls. In a bold attempt to swipe the grenade token out from under the nose of the Rose Bull Ogre, even as it emerges ahead of the trooper via the door, the Bull takes him with an attack of opportunity as the marine tries to leap away to safety. Three damage dice from the Ogre are enough to see the UAC man fall valiantly, even as he is planning to detonate a grenade right into the middle of the creatures as they burst through the door.
Alas, the plan cost him his life. 6 frags to the bio-morphs - a palpable victory.
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Rose Bull Ogre claims the final frag!
Wow, what an exciting game; very much like a standard dungeon crawl, but way more high tech and horror filled. Two elusive power doors remain tantalizingly closed, because no marine ever reached them. What does lie beyond either of them I wonder?
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end game
Beyond the doors never entered (or reached) lies the rest of the complex… and believe me – there’s tons of it to explore; and that’s just the pre-designed scenarios Fantasy Flight Games gives you with the game. The scope for creating your own `crawls` is enormous, and in fact, the game designers themselves encourage you to go ahead and take the game in any direction you want. Which is exactly what I did. I re-wrote the rules to fit neatly into my battle chain system, but kept as close as possible to the original scenarios and plot synopsis as I could. 

I hope you enjoyed reading this battle report as much as I/we enjoyed writing and playing it? (
Stephen Gilbert
