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SQUAD-GAMES GALLOWDARK MAP PACK

All Squad Games maps are licensed under the Creative Commons Attribution 4.0 International License (CC BY 4.0).
This means you are free to:

e  Share — copy and redistribute the material in any medium or format.
e  Adapt — remix, transform, and build upon the material for any purpose, even commercially.

Under the following terms:

1.  Attribution Required — You must give appropriate credit by displaying the text:
“Designed by Squad-Games - www.squad-games.net” Attribution is required in all uses, including apps, TTS, and map pack.

2. Optional Watermark — Squad Games provides an official watermark for community use. While not required, including this
watermark is strongly encouraged to help others recognize the source of the map.
Squad Games logo

3.  No Removal of Attribution — The attribution text may not be omitted, obscured, or altered.

Full license text: https://creativecommons.org/licenses/by/4.0/

© Squad Games Entertainment LLC. All rights reserved.



http://www.squad-games.com
https://drive.google.com/drive/folders/1tuffTBFx0ziC4y2IDqxqvQVq4QJK4kxH?usp=sharing
https://creativecommons.org/licenses/by/4.0/
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SQUAD-GAMES GALLOWDARK MAP PACK

A breach point has two statuses: closed and open. It has two parts - an access point and a breach wall - and their terrain types depend upon the breach point’s status. Breach
points begin the battle Closed. To open a breach point, operatives can perform the Breach mission action ( ac wichpoint it cannot be closed again.)

While a breach point is closed: While a breach point is Open:

«Its breach wall must be within its access point. «Its breach wall must be removed from the killzone.

«The access point and breach wall are Heavy and Wall ~ *Its access point is Accessible and Insignificant terrain.
terrain. «Its access point is also Exposed terrain, This means the walls

either side of it must be used for cover and obscuring instead.

Open a closed breach point that’s access point is within the operative’s control range.

An operative that has the word(s) ‘breach marker’, ‘grenadier” or ‘mine’ on its datacard, or has a weapon with the Tomb World introduces Breach Points into
Piercing 2 or Piercing Crits 2 weapon rule (excluding weapons that have the Blast or Torrent Weapon rule) can competitive play, opening up new levels of creativity
perform this action for 1 less AP (to a minimum of 1AP), but it cannot do so during an activation/counteraction in in designing asymmetrical maps. Breach Points

create tactical advantages and disadvantages that
haven’t been possible in map design until now.
Expect to see these sections featured heavily in
upcoming maps. For players with access to a 3D
printer, I especially recommend the following STL
from Orchitect as an excellent option.

Which it performed the Charge or Shoot action (or vice versa).

Roll one D6 separately for each operative that’s on the other side of the access point and has that access point
within its control range: on a 4+ subtract 1 from that operative’s APL stat until the end of its next activation and
inflict damage on it equal to the dice result halved (rounding up).

@ An operative cannot perform this action during the first turning point, while within control range of an enemy https://cults3d.com/en/3d-model/same/space-she-hul
operative, or on a turn in which it was set up. k-soul-shackle-expansion



https://cults3d.com/en/3d-model/game/space-she-hulk-soul-shackle-expansion
https://cults3d.com/en/3d-model/game/space-she-hulk-soul-shackle-expansion
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Gallowdark+ is the project I've been dreaming of. It expands on the original Gallowdark by adding breachable walls, teleport pads, and light terrain, creating fresh tactical options without
replacing the core experience. I don’t see GD+ as a successor, but as a variation, a way to breathe new life into familiar boards.

The additional rules from Tomb World have been incredibly freeing, both in map design and in the types of layouts now possible. My plan is to convert most Tomb World maps into GD+versions
while also releasing many new layouts of my own.

If Gallowdark feels stale, I strongly recommend trying GD+. And if you enjoy these, keep an eye out for our Repentant Station maps, releasing just before LVO XII later this month. They add yet
another layer of creativity and unique rules to the Gallowdark terrain set.

A Teleport Pad is Exposed, Insignificant and Vantage terrain. Only one Operative can be on it at once, and whilst an operative is on it, that operative cannot tough the killzone floor (in other
words, an operative can’t be on the teleport pad and on the killzone floor).

From the start of the second turning point, whenever a friendly operative on a teleport pad performs the Charge, Fall Back or Reposition action, you can teleport it. If you do, don’t move it,
Instead, remove it from the killzone and set it back up on the other teleport pad. It must still fulfil all other requirements of that action,otherwise it cannot teleport (e.g. if it’s the Charge action,

the operative must finish that action within control range of an enemy operative). If another operative is on the other teleport pad when an operative teleports, swap them around (if it’s an enemy
operative, its controlling player sets it up).

If you'd like to support the continued development of our map
Light terrain can be drawn from a variety of sources, including the Sarcophagus and debris pieces from Tomb World, the large ~ projects, consider joining our Patreon! Members get access to

rock and light walls from Vulkus, or the barrels and crates from Kill Team Arena and Battlezone: Manufactorum - Munitorum exclusive assets, including our Light Terrain Barrels and
Armoured Containers.

Firesteps, with more content added regularly.
For players who want to practice with the same terrain used at our events, we also provide custom barrels and Firesteps

through our Patreon. Supporting the Squad grants you access to these files and helps us continue developing new maps. https://www.patreon.com/c/Squadgames



https://www.patreon.com/c/Squadgames
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