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.~ INTRODUCTION _

All across the Imperium, massive campaigns are fought to control vital planets or annihilate hated enemies. These vast
conflicts are so momentous that they shape history itself, as armics clash for years or even decades to secure victory.

Some of those campaigns have become synonymous with
ywar on a scale umimagmnable; planets whose names have
become a litany of disaster - Armageddon, Medusa V,
Damnos, Skalathrax, Terra itself - the list stretches mto the
annals of the Imperium for ten thousand years and more
Such campaigns turn the |
are fought into ravaged war zoncs, where the only thing the
battle-hardenced inhabitants know s death and destruction

s and systems where they

This book describes the Pandorax War Zone, and the
desperate batdles that were fought there between a Chaos
incursion force led by Abaddon the Despoiler, and the
forces of the Imperium led by Dark Angels Commander
Azracl. The campaign was fought all across the Pandorax
System, both in the depths of space and upon the monste
infested surface of the death world known as Pythos,
beneath the surface of which lay a dormant Warp portal
known as the Damnation Cache. Abaddon managed to
reactivate the Damnation Cache, and used it to unlcash
hordes of Dacmons to overrun the planet. At the height of
the campaign, Chaos Space Marines and D,
against an Imperial force that ncluded a massive Imperial
Guard army, bolstered by the arrival of the entire Dark
Angels Chapter and a brotherhood of Grey Knights

mons bauled

APOCALYPSE WAR ZONES

Each Apocalypse War Zonc is a sclfcontained supplement
(0 the Apocalypse rules, based on a famous campaign from
the history of the Warhammer 40,000 galaxy. Each War
Zone starts off with a detailed history that describes the
course of the campaign, the famous battles that were part
of it, and the combatants that waged the war

The background is followed by special rules, Strategic

Assets, missions and Apocalypse Formations, all of which
are based on the history and background of the War Zone.
You can use all of thesc things when you fight a battle set

in the War Zone, and with a litde bit of common sense

they can also be used for Apocalypse battles set in similar
theatres of war clsewhere. It's worth noting that the War
Zone Apocalypse Formations can be used in any Apocalypse
baule that you fight, even those set elsewhere

Last but not least, cach Apocalypse War Zone includes

a gatefold that unfolds to show a ‘battle report’ of an
Apocalypse game set in that War Zone. We hope that it will
serve as an example of what can be achieved with time and
effort, and as an inspiration for the games of Apocalypse
you take part in yourself
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HE PANDORAX
INCURSION
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The Pandorax Incursion took place between 959.M41 and 961.M41, when a Black Legion warfleet invaded the Pandorax
System and captured the Imperial planct of Pythos. Hidden beneath the planct’s surface was a portal to the Warp known as
the Damnation Cache, which Abaddon used to unleash a daemonic legion upon the world. A ferocious campaign was fought
by Imperial forces to recapture Pythos and close down the Damnation Cache, first in the depths of space, and then on the

daemon-infested surface of Pythos itself.

THE INVASION OF PYTHOS

In 959 M1, a Black Legion incursion fleet vaded the
Imperial planct of Pythos, m the Pandorax System, The
flect was commanded by Abaddon the Despoiler himself,
and consisted of half a dozen massive battleships, cach one
with enough firepower to lay waste to an entire planct,
supported by numerous escort craft

The incursion fleet contemptuously swept aside Pandorax's
system defence craft, and moved into orbit above the
planct of Pythos within hours of enterng the system. What
Abaddon could possibly want from Pythos was by no means
clear at this time. The planct was an inhospitable death

j Major DELYER-STRONGHOLDS

Hive Cory

warld, home to a colony of hardy Imperial citizens. Most of
Pythos is covered i dense jungle, which is home to massive
saunian creatures happy 1o cat anything that moves, The
oceans are inhabited by cqually large predators.

Because of the dangers of moving through the lowlands
and across the oceans, the human setders of Pythos setded
in mountamtop mining colonics known locally as delver-
surongholds. From these, they derived a precarious and
meagre cxistence mining the precious minerals found

in the planet’s mountam chains. Hundreds of these
strongholds were scattered over the planet, each home
populations of only a few thousand Imperial citizens

Pythos i a death world, covered mainly
in dense jungies, with occastonal areas of

Scorched grassland. Iis jungles and oceans
are inhabited by massve saurian predafors.




ABADDON THE
DESPOILER
Abaddon took command of
the Black Legion followeing the
Horus Heresy and has led it i
annumerable bloody campergns
since then. He secured the
Savour of all four of the Ruinous
Powers, who have rewarded
him with the arcane biade
Drack’myen, to use alongside g
Talen of Horus, the legendary
weapon of the Warmaster
himself. Wi the Dayk Gogs
behind him, Abaddon 15
determined to avenge Fopus ang
destroy the Inperium, Shoylq
His ammies troumpi a (e o
Chasswill pour from e ke o
Ternor o engulf the gaiosy

Pythos” only major city was the Hive-port
of Atika, which was located on the coast of
the planet’s largest occan, and surrounded
on its landward side by the aptly named
deathglades. Atika was a small spire ity
with its main habitation zones located 1n
the dome-ike upper leels of the city, high
above the surrounding swamplands. Travel
betsween Auka and the delverstrongholds
was carried out m dilapidated ighter-
thaw-air diigibles known as sky barges,
lumbering through the skics ngh above
the ferocious ereatures that inhabited the
lowlands in relauye safety

This, then, was the bleak environment

which Abaddon found at Pythos, Within
moments of entering orbit, his warfleet
unleashed a pinpoint bary
disabling Auik
the bastons
the city's des

age, quickly
a's defences and blasting
d barracks occupied by
fence forces. Blood red ram
started pouring from the
JUASSIVE capital ships of the Chaos fleet
launched scores of Dreagel,
which disgorged hundreqs
Marines. Dozens of squads
Berscrke

Forgefic,
the

skics, and the

aw drop pods,
of Chaos Space
of Khorne

™ SUPPorted by hunung packs of
s led the assauly, 5]

aughtering
defenders n

A maclsirom of gore.

Surprised, demoralised, and hav\ing I
suffered heavy casualtes, Auka's defe
broke almost at first contact. Thg only
formation able to organize any kind o
effecuve resistance was the 183rd Caa
Jungle Fighter regiment, stranded on ti
planet while en route to the Maclstrom
and cven they were only able to hold o
for a few hours before being forced @
conduct a fighting retreat and cs(ap;
into the surroundmg swamplands ¥ :‘
thirty=six hours of Abaddon’s arrival,
was claimed in the name of the Dar

THE BLOOD MARCH o
The Catachan Jungle Fighters u;xmc :
escaped the city were forced m"(md
way through Pythos’ prfd:u;wr:lmac
jungles, haried allthe way DY P o
Legion murder squads. It s U8

any other Imperial Guard ookl
have survived such a march, a
Catachans suffered dreadfully :; i
ordeal, Battling their way ‘pm: i
fghung ol avacks by masste 15
monsters and voracious M
the Catachans finally reached 4
safcty of the Olympax moun@!

150 miles o the east of AUkd:
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Here, they braced themselves for an all-out
attack by the Black Legion. Mysteriously,
however, they were allowed time to
regroup. Although the Black Legion
continued to harry the Catachans, no
serious attack on them was undertaken,
and this gave the Imperial forces time (o
Jink up with each other

Although the largest concentration of
Tmperial troops had been located at Atika,
all of the delverstrongholds had thei

own garrisons and, in aggregate, these
troops numbered in the tens of thousands
Colonel ‘Death’ Strike, commander of the
183rd regiment, and now de-facto Imperial
Governior of Pythos, quickly began to
organize these widely scattered force
using commandeered sky barges (o gather
asizable army at his base camp in the
Olympax mountans. Within a fortnight,
he began planning offensive operations
‘against the Chaos invaders of what he now
~ considered to be his planet

Hidden beneath the surface of Pythos,
the Damnation Cache was a portal to the
 Realm of Chaos tself

" THE DAMNATION CACHE
Colonel Strike could not possibly
ow was that Abaddon had been far
om idle. Unbeknownst 1o any of the
iperial citizens on the planct, Atka was
iltatop a hellish gateway known as the
mnation Cache. This gateway was a
all but ternfyingly stable portal into the:
tp, through which dacmonic legions
el into the material rLalm Once

Jm the remaining defenders
and threaten the hundreds of

In the dark days of the Horus Heresy, vast
numbers of Dacmons had emerged from
the Damnation Cache to fight against
those who had remained loyal to the
Emperor. Following Horus' defeat, the
Damnation Cache was scaled, and in the
centuries that followed, it disappeared
from history. Only the Dacmon-hunting
Grey Knights retained any knowledge of
the portal

S0 it was that when Pythos was reclaimed
as an Imperial colony in M35, none but
the Grey Knights, the Chaos Gods, and
the few surviving Chaos Space Marines
that had fought there in the Heresy
knew of the horrors hidden beneath the
planet’s surface. However, Abaddon was

one of those Traitor Legion veterans, and
immediately upon his arrval on Pythos,
he began the task of breaking through the
wards that had been st on that infernal
gateway thousands of ycars before

Disabling the wards was no casy task.
dozens of Abaddon’s most powerful
sorcerers struggled to weaken the seals,
sacrificing hundreds of Atika's citizens

in bloody rituals of unbinding as they

did s0. One by one, the ancient bindings
broke, until finally, just over a month after
Abaddon’s warflect had first appeared in
the system, the last ward was broken and
the Damnation Cache was unscaled.

Immediately, the portal into the Warp
reopened and a tide of Dacmons gushed
through, rampaging out of At
the planet, and surging towards Colonel
Strike’s composite army. This ime, the
Catachans and their PDF allies were at
least at combat readiness, but nothing
could have prepared them for the tidal
wave of destruction that the opening of the
amnation Cache had released.

A desperate struggle erupted on the
Jower slopes of Mount Olympax, as wave
after wave of dacmonic creatures crashed
against the bastions and defence lines of
Colonel Strike's camp. Only great heroics
and terrible sacrifice prevented the base
{rom being overrun in the first assault
Even 50, it was clear to Colonel Strike that
defending the newly established base camp!
could only resultin the destruction of his
entire command. Huddled together in a
single location, they were an easy A target
for the overwhelming hordes of Daemons.
pouring forth from the Damnation Cache.

COLONEL

‘DEATH’ STRIKE
Colonel Strike was the
commander of the 183rd
regiment of Catachan Jungle
Fighters at the start of the
Pandorax Incurston. He earned.
his nickname when stll only a
squad Sergeant, fighting against
insturgents in the dense forests
of Burlion VIII His opponents
said thal fighting against
Strike and his men meant only
one thing  certan death. The
183 regiment was en route to
the Maelstrom war zone when
catastrophic engine failiire on
therr transport craft resulted 1n.
them being stranded on Pythos
Just before Abaddon’s invasion
began. Commander Azrael later
said that were it not for Colanel
Strake, Pythos would have been:
completely averrun.

183rd Catachan
Jungle Fighters tattoos

1831 Catachan junngghku‘
Regimental Banner



ADMIRAL
KRANSWAR
Lond Admiral O
came fv

naval officers that had served
the Emperor for millennia. He
distinguished himself as a young
midshipman, and was quickl
promoted. Although personall
byave, his tactics were predictable
and lacked imagination - &

trait exploited by his opponents
during the space battles for the
Adamantium Fields. He died
leading a counter-attack when
s flagship, the Revenge, was
boarded by Abaddon’s Chaas

S annes.

n Kranswar

Bitterly, Colonel Strike ordered the troops
S Jer his command to split up and Fetrcac
‘o the hundreds of delverstrongholds that
ted all across Pythos. He knew
etdement could resist
f strongholds
-d locations offered

of some Imperial forces
inforcements arrived. If,
ements arrived at all

were lo
that while no singl
attack, the sheer number o

and their scatte
the best chance
surviving until

that was, reinforc

LEFLEET DEMETER

baddon's initial attack had
been termfyingly swift, he could not

stop all messages calling for aid from

being transmitted. High atop Atika, the
desperate defenders had been able to hold
out long enough for an astropathic distress
signal to be sent streaking through the
Immaterium, Despite the efforts of covens
of Chaos Sor poard Abaddon’s
flagship, the Black Legion were unable to
block all of these signals, which continued
to be broadcast until bloodthirsty assault
squads of Khorne Berserkers were finally
able to smash their way into the astropathic
chamber in Atika’s central spire

Although

The Pandorax System lies a sho, )",“
10 the galactic south of the My 28
in the Demeter Sector Lying gy
Huron Blackhearts realm mesgt &
the Demeter Sector was in a hi“}:

of battle-readiness and could reger
auack quickly. Immediately upop
the distress call, the closest reserye
in the sector was ordered to the p;
System, Meanwhile, transport yas
for the 19th and 27th Imperial Gy
armies, as the massive resources of
Imperium swung into operation to.
Abaddon’s invasion

under the command of Lord Adriral
Orson Kranswar, aboard his agship,
the Revenge. He was highly experien
having fought numerous actions ag
Red Corsairs raiding fleets, though
background would offer litdle beneli
ainst the overwhelming force of by
scarred opposition he would encount
in the Pandorax System. Over the com
weeks and months, his fleet would

€At 1o e




t omen of what Battlefleet Demeter would have to
endure in the coming months occurred as soon as the fleet
entered the Pandorax System. The 129th Imperial Destroyes

uadron was ranging ahead of the main fleet, and had
just begun to pick its way through the asteroid belt that
fringed the outer reaches of the star system, As they did so,
they were subjected to a lightning-fast attack by Iconoclast
destroyers hidden in the belt. Two Imperial ships were |
and the Chaos squadron escaped unharmed, disappearing
amidst the dense asteroid belt just minutes after launching
their attack

Kranswar first established a base on the tiny planet of G:
located on the cdge of the Pandorax System, With his
lines of communication secure, he then began to mount a
serics of 1 itent on
dlearing a path to Pythos. In the follo

increasingly brutal conflicts were fought in and around the
asteroid belt, carning it the nickname of the ‘Adamantium
Fields' duc to the myriad hulls of wrecked ships that
floated there. At first, the ships of Abaddon’s flect held the
upper hand, inflicting heavy losses on the Imperial flotillas
as they repeatedly attempted 1o pick a way through the
asteroid belt. However, in the long run, this was a campaign
‘Abaddon could not hope to win, as the material superiority
of his adversary — and the willingness of the Imperium t
accept stunning losses 1o break through to Pythos — slowly
but surely croded the strength of the Chaos flect

PANDORAX SYSTEM
Deviter Sector

Ulima Segmentunt . e Bris oF
. AbaaTin Fietos
 Pawonsx € cur

€ Prios

Slowly the tide began to turn, and Abaddon was forced to
commit ever more ships to holding Kranswar in check. It
was at this point that Abaddon reccived vita

the form of a raiding fleet of Red

None can say if this came about because Abaddon and
Huron Blackheart had agreed to aid each other, or simply
because the Red wn to the Pandorax
System by the lure of conflict, just

of the Phythosian oceans 1s drawn to injured prey by the
scent of blood in the




IMPERIAL BATILE
FLEET

Revenge, Emperor class
batieship

Stalwart, Dictator class Tuiser

Steel Anvil, Dominator class
cruiser

Leviathan, Lunar class cruiser
Lord Solar, Lunar class cruiser

Courageous, Daunless class
light cruiser

Banshee, Dauntless class
light cruser

Myrmidon, Endeavour class
light crusser

Gamma Squadron, three
Sword class frgates

Jaguar Squadron, two
Firestorm class frgates

129th Destroyer Squadion, six
Cabra class destroyers

S§9th Escort Squadron, five
Falchion class escorts

1a &1b. The Imperial

Space Manines and
boand the Revenge

3. The Might of Huron is

destroyed by the Stalwart and
¢ Dark Angels Batle Barge

Unrelenting Fury

. The Dark Angels flect

Joins forces with the Imperial
advance flotilla. The Chaos
lect is forced to retreat.

aos flect
ight between the fuwo
Imperial forces, who inflicy
terrible damage to the
Chaos ships before they can
reach the safety of the
Adamantium Fields. The
Imperial victory is complet

(he outcome was the same:
rcir strength, the Ghaos flects
il drove the lmperial ships out of the
Adamantium Fields, and back towards
their base at Gaca, As they did so, the
dispersed squadrons of ships belonging

1o the o sides gathered for a final

of such scale that it would be
2 hundred generations

In any case,
combining th

space battle
remembered for

THE BATTLE FOR PANDORAX
960.M41

Lord-Admiral Kranswar knew that he
was in a dangerous position. Although
the number of escort vessels under his
command roughly matched those in the
combined Chaos fleets, he was heavily

‘Our actions upon this day will

determine if our names will live in
\ glory or be despised. Launch all attack
' squadrons and prepare to engage the

enemy! Let us win glory!!”

- ApMirAL Kranswar, BATTLE FOR PANDORAX

' BATTLE OF
, ADAMANTIUM EIELDS

outgunncd and outnumbere
pital ships. The only real

held lay in the number of

e had; the launch bays on the f

Stalwart gave him a two-to-one g

In order to maximize this stren
Kranswar decided to hold the

and Stalwart back, while the rest
ships advanced to engage the Gl
While the bulk of his ships tried
the Chaos fleet at arm'’s length,
carriers would launch successive:
attack craft, tasked with overwhelin
the squadrons defending the Cha
and inflicting as much damage as
Hopefully, by the time the two fleeg
to grips properly, the attack craft
have wreaked enough destruction to|
the odds in the ensuing gun battle.

Unfortunately for Kranswar, while
was strategically sound, it lacked g
Although Abaddon was still on P
commanding the ground campaign, hi
chosen licutenant, Chaos Warlord M
Irongrasp, was a veteran of hund

of space battles and had guessed wha
Kranswar’s strategy was likely to be
before his sensors picked up the p

of the ships n the Impenal battlefl




Irongrasp’s ships tore forth from the
Adamantium Fields like a battering ram,
siking straight owards the heart of
Kranswar's leading flotillas. Smashing
{hrough the screen of Tmperial attack craft,
they gave Kranswar’s ships no time o carry
out the dainty manoeuvres that he had
transmitted (o his command

A furious close range batde crupted, as
the Chaos fleet ploughed in amongst the
ships of the Imperial advance guard, their
immense, rippling broadsides illuminating
their flanks. Hundreds of attack craft
swirled and bauled around the milesdong
capital ships, while squadrons of escort
vessels engaged in deadly close range
gunnery battles

Kranswar desperately ordered his ships

to disengage. Although they had suffered
heavy damage, they had given as good as
they'd goten, and if he could just buy
enough time to rearm and refuel his now
depleted attack craft, the baule could
still be won The Imperial ships executed
Kranswar's orders with a stoicism bought
through many long hours of careful
waining. The Imperial capital ships,
screencd by their escorts, broke away from
the Chaos flect, while the surviving attack
craft headed back to the Revenge and
Stakeart 10 re-arm

‘However, Irongrasp had forescen this
reaction too. Unnoticed at the back of
the Chaos warfleet, the Might of Huron,
Slaughter class cruiser, fired up the huge
thruster arrays which define ships of that
infamous class, and powered full speed
aliead towards the Imperial carrier ships
10 the year of the Imperial formation
Mym:rinusly, its tractors dragged a huge

asteroid along behind it
B

e Might of Huron closed with the

enge and Stakwart: the interior of the
sive rock was hollow, and inside were
h scores of Black Legion and Red
boarding parties, supported by

y assault pods and short-ranged
al flyers. As it neared the Revenge, the
{of Huron released the asteroid, which

s it was close enough, tractor
nside the asteroid grappled the

leship, and chanting covens
cerers Joosed a barrage of

psychic attacks that tore down the Imperial
ship’s defensive shields and blinded its
short-range batteries

As s00n as the Revenge's cnergy shiclds
went down, hundreds of assault pods were
launched at the now defenceless craft, and
a massive boarding action erupted amidst
the Taunch bays and carridors of the ship
The Chaos Space Marines in the boarding
parties were quickly reinforced by hosts

of h

Aying Dacmons, which pourcd
from W;
all across the ship. Within moments, the

P portals that began appearing
Revenge was engulfed in a furious baule

Leaving the boarding partics to deal with
the Revenge, the Might of Huron went after
the Statwart, which was illsuited 0 a close-
range gun battle with the heavily armed
Chaos craft. At a stroke, Warlord Irongrasp
had wrned the tables on the Impes
fleet, negating any advantage the Imperial
attack craft might have given them, and
leaving them fatally spht

al

Meanwhile, the rest of the Chaos fleet
was able to concentrate on crushing the
ships of Kranswar's advance guard. Once
these ships were destroyed, Trongrasp
could finish off the Revenge and Stalwart,
if anything remained after the brutal
pummelling cach was sustaining

As Admiral Kranswar took personal
command of onc of the sceurity battalions,
he knew that his command was almost
certainly doomed to destruction. He
offered his soul o the immortal Emperor,
for it would take a miracle to save his fleet

e ]

MIGHT OF HURON

Slaughter class cruiser
Batle for Pandorax

CHAOS FLEET
Relentless Ire,
Desolator class baltleship

Divine Gorruption, Repulsive
dlass grand crusser

Heartless Destroyer,
Styx class heavy oruiser

Helspite, Carnage
class cruser

Purgator Squadon, three
Hdolator class raiders

Savage Squadron, four
Teonoclast class destroyers

Black Death Squadron, thyee
Teonaclast class destroyers

RED CORSAIRS
Might of Huron,
Slaughter class cruiser

Deathblade,
Munder class crusser

No Redemption, £
Murder class cruiser

Red Fury Squadron, three i
Infidel dlass raiders

Sangune Slaughter Squadron,
two Jeonoclast elass destroyers




COMMANDER
AZRAEL
Commander Azrael is the present
Supreme Grand Master of the
Dark Angels Chapler. Azracl is
dynamic leader who knows and
speaks his mind and is uttely
comvinced of the rightness of his
catise. He fearlessly leads the
Chapter in batl, commanding
one of the mighticst, and most

. Azruel s also the
guardian of the secvets the Dayk
Angels have locked away within
the dark chambers hidden mijes
belcus the uface of The Rk,
sehere only the Watchers in, ghe
Dark dare to tread.

AROCKAND A HARD PLACE
960.M41

It was at this vital juncture that the
navigators in both fleets began picking
up signs of an opening in the Warp,
indications that one or more ships were
Just about to jump into the system. The
navigators could hardly belicve their
senses - appearing this closc to a planctary
body was almost suicidal. Nonctheless,
the sensors didn't lie: where one moment
there was nothing, in the next moment
four capital ships and half a dozen escort
craft blinked into existence

Seconds later,

an eleventh, impossibly vast,
eraft appe;

ared; one that dwarfed cven the
asteroid Irongrasp had used to attack the
Revenge. This mighty vessel was the Rock
Atthe moment of

arkest despair, the
Dark Angels had

arnved.

A3 the Rock and its escorting craft moved
10 engage the main srength of the

Chaos fleet, the Dark Angels Baule Barge
Unrelenting Fury and 1y

CSCOTTS swept towards (ly
Closing quick)
avolley of hoard;

ce Hunter class
¢ stricken Revenge
nrelenting Fury launched
ng torpedocs towards

the Chaos asteroid. Just as they struck &
phalanx of Terminators teleported ont
the rocky surface of the planetoid, theif
pale armour a beacon against the dark =
bulk - this was one of those rare umes.
when the Deathwing deployed at their
strength, an event unlikely to occur mof -:‘
than once in a century.

They tore into the covens of Chaos
Sorcerers on the asteroid with r?ghltﬂl:_»
fury, inflicting dozens of casualties &€
before the Chaos forces knew whalm
had hit them. Moments later; mclfanﬁ
Angels® boarding torpedoes struck 8
with incredible swiftness, the astero!
engulfed in a battle

NOTABLE DARK ANGELS

VESSELS

- (I:r:‘ﬁ(: ting Fury, Battle Ilargr

-Sword of Caliban, Strike Cruser

- Fortitude Squadron, three Hunler
class destroyers

- Terminatus Squadon, th
class destroyers

e Hunter



Help was also at hand for the Revenge A
glvered Strike Cruiser arrived alongside
the Dark ,\ngm flect, and a full

rey Knights
within the l{nfrngr hull to cut a swathe
through the Dacmon legions swarming
through it. They were soon joined by
contingents of Dark Angels, aiding the
defenders and stemming the tide of the

|
" LION'S CLAW SQUADRON
. These Hunter class destroyers were the first
Dark Angels ships to enter battle al the
Adamantium Fields, and provided vital
orbital support to Imperial ground forces
throughout the reconquest of Pythos.

'As the covens on the asteroid died, the
| portals through which the Dacmons were
" appearing closed one by one. Hunting
\ parties led by squads of Grey Knights
" Japed out the last of the Dacmons lurking
"~ \athin the ship. Within hours, no taint of

been dreadfully damaged, the Revenge was
saved, and would continue her vital role in
the Pandorax campaign.

All around Gaea, the story was the same
‘The arrival of the Dark Angels swiftly
‘turned the tide against Chaos. The first to
1 the Dark Angels’ avenging fury was
* the Might of Huron, which was blasted into
‘oblivion by the combined firepower of the
Unrelenting Fury and the attack squadrons
* launched from the Stakvart.
* Meanyhile, Warlord Irongrasp found his
ships trapped between the battered but
combatavorthy ships of Batdlefleet
ter, and the newly arrived Space
ne Strike Cruisers and escort
ons. Surrounded on all sides,
asp attempted to break through
e relative safety of the Adamantium
 but his fleet, already damaged in
battles around Gaca, could
 Only half of the ships in the
cct survived the battle, and those
50 !udly damaged that it

Tragically, Admiral Kranswar was slain
when he led a defence detail against the
renegades that had invaded his flagship,
and he did not live (o see the fruits of his
victory. The triumph of the Imperial forces
in space was almost total, leaving Abaddon

d his Black Legion trapped and cut off
on the surface of Pythos

THE RECONQUEST OF
PYTHOS, 960.M41

If Abaddon was worried by this turn of
events, he showed no sign. In the months
since Pythos had been invaded, the planet
had become a Dacmon-infested hell
Greater Dacmons revelled in baule against
the saurian monsters that inhabited the
planet, and hordes of lesser Dacmons
marched on the delverstrongholds.

Whenever this gibbering army reached one
of the mountain fortresses, it launched

a furious attack, aided by contingents of
Black Legion warriors and Red Corsairs
sent by Huron Blackheart to aid Abaddon’s
forces. Although the defenders of the
strongholds put up a valiant resistance,
they could not hope to hold out for very
long. One by one, the strongholds were
overrun, and any survivors were marched
back to Atika as slaves

ORDER OF BATTLE:

KREATOR REX
Kieator Rex became one of the
first members of the mysterious
Chaos machine cult known as
the Obliterators. He took part
1n all of the bloodiest battles
of the Horus Herrsy, building
machines that combined the.
arts he had learnt unth the
twisting powwer of the Chaos.
He now fights at Abaddon’s
side, building massive Chaos
war enganes (o carry out the
Despoiler’s bidding. The Brass
Scorpions, Torwers of Skulls,
Plaguereapers and Lords of
Skulls he constructed fmoved
vital in the attacks on Pthos’
deluer-strongholds durng the.
Pandorax campaign, quickly
breaching theer walls and spear-
Jieading every assault.

THE PYTHOS INCURSION, 785960.M41

Pythos Planetary Defence Force

« 183rd Catachan Jungle
Fighters regiment

o 100 Delver-stronghold.
Militia battalions

Clhaos Incursion Force

« Abaddon’s Black Legion-
26 warbands

« Kreator's Chaos War Engines: 7
Great Engines, 12 Lesser Engines

 Corpulax's Plague Zombie Horde:

Pythos Reconquest Force

» The Dark Angels Chapter

« One Brotherhood of Grey Knights

o 4th, 15th, 22nd, and
99th Cadian regiments

« 5th Mordian regiment

» One regiment Cadian Whiteshields

+ 116th Death Korps of Krieg regiment

| 3rd, 8th Cadian Recon regiment

« 10th Cadian Armoured regiment

« 116th Vostryan Armoured regiment

« Ist, 5th Cadian Artillery regiments

o Thunderers' Super-heavy Company

« Demeler 1st - 3rd Imperial Navy
Fighter wings

« Demeter 15t~ 2nd Imperial Navy
Bomber wings

100,000 Plague Zombies

« Vassal Warbands: Chaos Space
Marine warbands owing service 1o
Abaddon the Despoiler

Hosls of the Dammation Cache

« Graknor's Legion: 18 Coharts of
Khomate Daemons

« Plaguetoad’s Host: 21 Cohorts of
Nurgle's Daemons

« The Nefarious Brethren: 8§ Cohorts

of Taeentchian Dacmons

Vangorian’s Host: 9 Coharts of

Tsentch Dacmons

o Exstatix's Legion: 13 Cohorts of
Slaaneshi Daemons




RECONQUEST FORCE BATILE STANDARDS

Army Standard, Pythos Reconquest Supreme Command
Pythas Planetary Defence Forces were subordinate o the econguest

Supreme Cormand.

. Army Badge, Pythos Reconquest Force
A number of ad-oc variations of this badge were
used by military units duning the campasgn, and
it was not universally used by all formations
taking part in the campaign

Located 5o close o the corrupting force of the D
Cache, Atika had changed beyond all recognition S
hideously mutated structures had sprouted from the ot
clegant spire walls. Most of the city had been abandoned
and the population now lived in the network of twisted

Damnation Cache. Vile smoke and putrid vapours fll
the air in the wnnels and belched out through cracks
crevices into the surrounding atmosphere. Most termble S
of all, the enslaved population of the city had beens!
down by a terrible plague that reduced them to shambil
creatures, more dead than alive 4

It was this grim scene of devastation and despair that =
greeted the victors of the space battles in the Adaman!
Ficlds. Finally arriving in orbit above the planet, the
Imperial fleet immediately began orbital bombardmenSs
on the daemonic armies that were assaulting the deNeEs
strongholds. Squadrons of Marauder Bombers InteSEEE
the bombardment, aided by Xerxes Airborne Suppart
Wings, and Dark Angels Thunderhead and Talon of
Vengeance squadrons

Abaddon’s forces were driven back by the overshellIEES
crial barrages, allowing companies of Space MArieSs

regiments of Imperial Guard to relicve the defetidéy

of whom had been fighting continuously for O¥¢C8

In a brief ceremony, Colonel Strike officially ¢

command of the planetary defence force 10 &0

Azracl. Colonel Strike refused all offers to joit U

high commanders in the orbiting battefl

YU 0 008 M ow ot rcm e,




return to the fray in his specially modified
Bancblade Traitor's Bane, so that he could
fight agaist the invaders who had cost him
So many men

However, although the tide was
wrning, the Chaos armies continued

their relentless assaults on the delver-
srongholds. No sooner was onc strike
driven off, than a new one would begin
Abaddon’s tactics changed; instead of
‘making overwhelming and methodical
attacks against the strongholds closest

(0 Atika, his legions, supplemented by
Hounds of Huron raiding partics, attacked
wherever the defenders were weakest

" No matter how well Azrael organised his
| forces to react to these attacks, he could
ot always arrive in time. Many smaller
‘strongholds were overrun and their
‘populations enslaved. It quicKly became
Clear to Azracl that fire-fighting in this way
*\was leading nowhere. He had to strike at
" the source of the problem: the Damnation
CGache itself would need 0 be recaptured
* and rescaled.

truth, the Grey Knights accompanying
the Dark Angels had been arguing for
just such a strike ever since the fleet
‘had arrived over the beleaguered world.
‘Although the Dark Angels harbour a
bitter hatred for Abaddon and his allies,
‘Azracl argued that the first priority of the
‘Emperor’s amies on Pythos was to shield
‘and protect the planct’s citizens; therefore,
the delverstrongholds should be d
efore Atika was attacked. It was only when
became clear that Abaddon’s forces
d continue to launch sporadic attacks
inst the strongholds, no matter how
protected they were, that Azracl was
1o change his tactics.

AULT ON ATIKA, 961.M41

the decision was made, the Imperial
acted quickly to bring the Emperor’s
| to their daemonic foes. The assault

ty toppled to the ground, and
ounding arca was pounded into
by the combined firepower
iperial fleet. In the wake of the
ment, Thunderhawk Gunships
’0ds crashed onto the ravaged
teld, disgorging the full strength of
gels Chapter, supported by the

Grey Knights who had saved the Revenge

Lven the Black Legion and the hordes of
Dacmons at Abaddon’s command could

not resist such a hammer blow, and they

were quickly driven underground by the

fury of the Imperial attack

The second wave of the assault swiftly
followed. Scores of orbital transporters
landed around the bridgehead the Space
Marines had cstablished, disgorging
regiment after regiment of Imperial Guard
onto the steaming mire left by the orbital
attack. Colonel Strike was one of the first
to land amidst the ruins of the city; the
hoary survivor had been given command
of the Imperial Guard assault army by
Azracl himself, and was determined to sce
the campaign to its brutal conclusion

The Imperial Guard regiments arrived
not a moment too soon, as wave after
wave of vile Dacmons poured forth

from the ravaged underground tunnels,
having scented blood. Many Imperial
Guard platoons and their accompanying
armoured support had only just mustered
in their positions at the perimeter of the
bridgehead when the dacmonic horde &
struck. Lasguns and battle-cannon tore
gaping holes in the charging ranks of
Dacmons, but as one infernal creature fell,
ten more stood ready to take its place

Soon the whole Imperial frontline was
engulfed in 4 terrible melee, as Guardsmen
and Space Marines bauled furiously against
creatures spawned by the Warp. Bayonets
were fixed and chainswords activated in

a desperate defence against the talons

and blades of the dacmonic host. Then,
the guns of the orbiting Imperial flect
fired into the Warpspawned horde, the
massive macro cannon shells and strikes

of their lance batteries smashing into the
ground dangerously close o the hand-to-

2nd Company Vehicle Pennant,
Ist Cadian Artillery Regiment.

The Mk19c Jungle Pattern
camouflage scheme was adopled
by the Ist Cadian Antillery
Regament at Pandorax.

?,,, -

Kreator Res: marks all of the
war engines he creates with his
personal rune of forging.

B combats being foughtall around the (o~

bridgehead. Each titanic blast lifted scores
of bodics into the air to fall amongst the
swirling combatants.

Even the warpspawned Dacmon horde
could not withstand such hammer blows,
and against the massed fircpower of

the fleet, the auack faltered and finally
stopped. Around the implacable Space
Marines, the weary, wounded guardsmen
drew breath, relieved o see tunncl
mouths empty and quiet. All around the

Battle Standard borne by
Graknor's Legion.

bridgehead, the ground vas covered in




CORPULAX. TH
PLAGUE LORD
Corpulax is a Plague Marine
and Chaos Warlord. He was
ongmally @ member of the
Consecrators Chapter, but was
infected with the Zombie Plague
when battling agmnst the
Jfoctid forces of Typhus. Left for
‘dead on @ devastated planet,
Conpulax awoke as a reanimated
conpse. However, unlike so many
of the plague’s victims, Corpulax
retained his intelligrnce and
cognitive powers. Over the

last three hundred years, he

has orchestrated an inexorable
rise fo poer, finally becoming
one of Abaddon’s most trusted
warlords. He has fought in
dozens of batlles, etther al
Abaddon’s side or carrying

out hus bidding. Wherever

he appears, he spreads the
ternble plague with which he 15
afflicted, and is single-handedly
nsponsible for disseminating
Uee discase that wiped out cvery
tnhalatant of the aty of Attka.

Valkyrie, 5th

(erialising remains of more

slowly dema i !
the o s, Within an hour,

0,000 Dacmon:
::i“lxl)?hcs were gone, rewrned o llu:
Realn of Chaos that had spawncd them:
They left the bauleficld cerily barren,
e only with Imperial corpses and the
blackencd shells of wrecked tanks

THE UNDERGROUND WAR

ad established, Azracl
began the grim task of clearing a path

{o the Damnation Cache itself. The
underground unnls and caverns were
defended bitterly by newly summoncd
Dacmons and Chaos Space Marines under
Abaddon’s command, but the Imperial
attackers were implacable.

With the bridgehe

The cave system was vast, and incredibly
complex. Tunuels branched and
intertwined, some of them narrowing so
that even infantry could only advance in
single file, while others were so massive
that they formed vast underground caverns
large cnough to allow Deathstrike Vortex
Missile batterics and hunting packs of
Warhound Titans to bring their longrange
weapons o bear. Unnumbered batles and
firefights were fought within the Stygian
darkness below Auka, but slowly, yard by
yard, the Imperial forees bauled their way
through the darkened wnnels

As they closed i upon the Damnation
Cache, the Daemons and Chaos Space
Marines were jomed by shambling
hordes of mutant zombics. These were
the surviving remnants of the once-

Squa
2uadson, 3rd Cadvan Recon regimem

proud citizens of Atika, ensiay
since Abaddon had captured he o
and now horrifically transfory

the warping effects of the Clhagg
Gritting their teeth, the Imperig]
forged on through their focs, ever
taking them closer 1o the Dam,
Cache itself.

Even though the situation are
the cache was becoming incj
desperate, Abaddon continie
raids on the delverstronghold
leading several of the attacks p
Azrael, however, no longer alloy
to distract him from his purpose
Spearheaded by the Dark Angels
Knights, the forces of Chaos
ever further back untl the Dan
Cache was almost in Tmperial

Hovever, just as Abaddon seem
defeated, a fresh flotilla of Red
raiders suddenly appeared in the:
Breaking through the Imperial cordan,
they rendezvoused with Abaddon
jungle, and their orbital transport
quickly evacuated the surviving
Space Marines from locations sca
all over Pythos. Although the Imperial
fleet was able to destroy some of the
Red Corsairs’ transporters, the majoriy.
made it to the ships hidden in orbit, and
scaped. Hours later, an Imperial assault
seized the Damnation Cache, and the
Knights began the arduous process of
re-establishing the wards that would seal
once again. The Pandorax Incursion
finally been defeated, but at huge cost

PYTHOSIAN CRYSTAL
Pythos" mam exports an: highqualib.
vy crystals, found in abundance in &
cave systems that honeycomb the planet’s
mountains. The erystals are @ wital
component in many types of Inperiall@
weaponry. Gathering the cystals .
with penil, as the caves are also home 106
frightening array of deadly crealur®s,

of which are sen-intelligent and
willing fo hunt deuwn i
the delvers that enter %
their territones. Barges

transport the crystals

Jfrom the strongholds to

Atika, where they are

transported offplanet.




AFTERMATH. 961.M41 - PRESENT
In the wake of Abaddon’s escape and the resealing of the
Damnation Cache, the Dark Angels and Grey Knights
left Pythos. Golonel Strike was lcft in command of the

" two Imperial Guard armics that had taken part in the

* reconquest, and has been fighting a decades-long campaign
10 cleanse the planct of any lingering dacmonic infestation
er since. Although the Damnation Cache was resealed,
the damage it inflicted was scvere, and many minor Warp
nifts stll need o be closed. The war carries on (o this day

‘Why Abaddon attacked the Pandorax System remains a
mystery. However, there are recurring rumours that This aim
was not one of conquest, but of discovery: It is said that the
Ruinous Powers sent Abaddon a vision which revealed that,
idden among the population of Pythos, he would find a
\ powerful psyker whose latent abilitics would ensure victory
0 his coming crusade against the Imperium

des later, the Dark Angels heard whispers that a
rious psyker of prodigious power had ordered the
ture of an artefact known only as the Hellfire Stone.
i rumours were confirmed when a Dark Angels force
ed with Chaos renegades searching for the artefact
e Imperial planet known as Bane's Landing. In his
um, Azcael remembered the campaign he had fought
Abaddon all those years before, Perhaps, he thought
the connection, Abaddon was not defeated on
all, Perhaps he had left because he had acquired
at he had been looking for ..

DARK PINION

Deathlord Blackfire's Heldrake, Dark Pinion, destroyed mare
Inperial aeraft than any other fiyer in the campatgn. Left
belind when Abaddon retreated, he harries Imperial forees to
thus day from a secret lair i the Hollowfal mountains.




The Pandorax Incursion took place between

the command of the infamous

“Abaddon the Despoiler invaded th

959.M41 and 960.M41, when a Chaos Space Marine warfleet “"«qu

¢ Pandorax system, in Imperial space,

ns on the planet of

It is a huge underground
Jrcely enter the mortal
{efeat, the partal s sealed. 1L is

'M31: The Danmation Cache ope
li, Pythos during the Horus Heresy
H chsunber within which Dacmons can
plane. Follawing Horus'

Jorgotten by the Impenitir in the millennia that follow.

M34: Imperial colonnsts settle Pythos and begin the
diffcult operation of mining precious munerals from the
planet’s mountam ranges

i 950.M41: A Black Legion incursion fleel appears in
orbit over Pythos and launches a planetary assault

933959.M#1: A swarm of Daemons affear suddenty gng
aerun Khan'’s Stronghold. The entire delver populatipn |
s massacred and the stronghold s razed to the ground

e — -
960.M1: Battlefleet Demeter sels out to relieve Pythas,
bearing Imperial Guard infantry and armoured suppor

P —————————

s
519960.M41: Battleflect Demeter arrives in Pandoras.

By A base is established on Gaea — an isolated planet on,
the edge of the system. The Imperial fleet is harried by

{1 constant attacks from Black Legion craft, but gradualy i

begns to get the upper hand. E

830959.M#41: The Chaos Space Mannes make an
overwhelming atiack, capturing Pythas’ single major
city, Atika.

833959.M41: Colonel Strake leads the remnants
of his regment of Catachkan Jungle Fighters out of
+} Atika on the Blood March. A wweek later the
W survivors reach the neavest detver-stronghold.

= —
‘7 P ——

555960.M41: Ist Battle of Sunward Gap. As
Inperial forces 0y to force a passage through the
Admantium Fields, major engagements are fought to

control the relatively clear path through the asteroid.
Jfield known as Sunward Gap.

e

887959.M41: Imperal forces consobdate and start
Sfighting back, led by Strke's rugged survivors.

899959.M#1: The Battle For Khan's Stronghold,
elver miltia hold out desperately against a

Chaos Space Marne attack. Catachan Jungls

Fighters commanded by Strke armve just

tme to save the stronghold, and inflict the first

mportant defeat on Abaddon’s forces since the

incurston began

913959 M41: The Black Legion unseal the

Damnation Cache. Butter conflict ensues, as ghe

resultant horde of Daemons scalters the lirullu'n':l
W Impenal defenders, and the Chaos Space
W Marnes start o capture the piane's det

strongholds ane by one, i

649960.M41: The Impenal 120th Destroyer
Squadran and Chaos Razorsnarl Squadron engage
i a furous batile. The last survivng craft in 1
the Chaos squadyon self-destructs rather than be M
defeated, and the resulling exploston destroys the |
last ships i the Impenal Squadron, leaving no_ |
survivors from either stde.

755960.M41: A contingent of Red Corsairs
ships amwve i the system, turning the tables @
Battlefleet Demeter

759960.M41: 4th Battle of Sunward Gopw |
The Imperial battleflect s driven back by
reinforced Chaos flect




L 13 oot

766960.M41: A major battle takes place around the
Im/~v1/1[ base at Gara. At the haght of the battle, an
Adeptus Astartes flect ed b the Rock: dramaticatly amives
in-system. The Chaos fleet 1s crushed, and surviing ships
are scattered and drwven off The way to Pythos hes open

102961 M41: Imprral attack teams start clearing the
tunnels which access the Damnation Cache. The Daemons

{ and Black Legion defend the tunnels furiously but the
Imperials, led by the Dark Angels and Grey Knights,

are implacable.

20,
5%; 785960 M41: Imperial forces armave over Pythos The
REH panct 1 s snfsted e Do, and mans of the
i‘ delver-stramgholds have been captured. A termible plagur
H has broken out in Atika, turning Impernal prisoners nto

i staves. Several magor battles ave fought
W as fpemat fores stant to cleanse the panet of Dacmons,
but the Black Legion’s atiacks on the remaunmg
W stronghotds are vetentless

799960.M41+ In an unhaly allsance, four Greater
Dacmons belonging to cach of the Chaos powcers
materialize inside the walls of the mayor delver-
stronghold known as High Peak. The four rampage
through the lightly protected stronghold, killing almost
nane tenths of the population before vanishing back to

129961.M41: Mount Blrzzard, the second largest delver-
stronghold on Pythos, 1s abmost completely overrun by
surprise attack from Chaos Space Marine forces led by
both Abaddon and Khar the Betrayer

153961.M41 The Battle of Fmerald Cave. Imperial

VB forces fight the targest battle of the underground war in
a huge cavern known as Emerald Cave. The cavern is
50 vast that both sides are ablr to employ aircraft and
super-heavy war machines in a massive engagement
lasting several days. It is only the direct intervention of
Commander Asrael that sccures an Iperial trumph

188961. M1 Victory 15 within the Imperium’s grasp
W wuhen the Black Legion suddenly retreats, breaking
through the line with support from a surprise atiack

E 847960.M41: Contact 1s mysterionsly lost with the
three delver-strongholds located on Glazer's Plateat
Datk Angels Scouts find that the populations of
all three strongholds have been turned into plague
zombies overnight. Azrael ts left with no chorce but
to cleanse the zombae-infested plateau with a massive
bombardment delivered by the Inperal flect

190961.M41: The remaining dacmonic forces in
the cave network are swept asde by a final Imperial

| assault, and the Damnation Cache is finally
yecaptured and rescaled.

W 968960.M41: The Grey Knights finally convince
Commander Azrael that the Damnation Cache must
A te captured and resealed

085961.M41: A major arbital mnvasion is
undertaken to re-capture Atika and the Damnation
Cache. The initial landings are successful, but
then the zombic hordes are unleashed and almost
overrun the Inperial bridgehead. The zombies are
only stopped by the massed firepower of the orbiting
Imperial fleet.

961.M41 to present: Afier the Dark Angels and
Grey Knights leave Pythos to deal with more
pressing matters, Inpenal Guard forces are left
1o cleanse the planel of Daemons. Although the
Damnation Cache has been neutralised, the
damage inflicted is severe, and there are many

)

099961.M41: Imperial forces clear a path from

B the landing sight to the entrances of the tunnels
that lead to the Damnation Cache. Despite

W suffering heavy casualties, the combined fmperial
army drives back Abaddon’s forces, and secures

; the tunnel entrances

minor Warp ifts that still need o be closed. The
war carnies on (o this day

199.M#41: The circumstances of the war fought
A to defeat the Trastor Marines i the Pandorax
) system were recorded in the Dark Angels' archives
W on their return to the Rock. These reports are
B wicarthed and brought before the masters of
the Chapter's Inner Circle again, decades later,
during the Dark Vengeance campaign.
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perial i been o
The Imperial battleship Revenge has n
their aid is the Dark Angels Batule Barge Unrelenting

Outwitted by the admiral of the Chaos fleet, the lmpunlﬂrl
flagship Revenge quickly became isolated and found itse :
under assault from Black Legion and Red Corsairs boarding
parties hidden wathin a large asteroid, which had been
pulled into position near the Reverige by 2 Chaos baule
cruiser. The Revenge's shields and protective bateries were
disabled by a barrage of powerful psychic attacks, allowing
boarding parties mounted in Dreadclay assault pods

- 1o attack the ship from close quarters. Once on board,

i Chaos Sorcerers were able to open portals to the Warp,

summoning waves of Dacmons to aid them in overrunning
the Imperial ship.

A furious battle erupted on the exposed flight decks of the

Revenge. Her crew sprang into action, fighting desperately

0 repel the Chaos Space Marines and Dacmons that

now swarmed through their beloved ship. Lord-Admiral
] X Kranswar ordered the Imperial Guard troops being

transported in the Revenge to help clear the flight decks,

Defore taking up arms himself and leading a squad of naval

= combat troops against the invaders. Meanwhile, just outside

the ship, squadrons of short-range Imperial flyers attempted
10 battle their viay to the Chaos asteroid, in a bid to kill
I — or at least distract — the covens of Chaos Sorcerers that
were doing so much damage to the Revenge. The Imperial
fighters and bombers were engaged by great flights of
Chaos Space Marine Heldrakes launched from hidden
chambers within the asteroid, and a swirling zero-g dogfight
began in the airless void that lay between the asteroid and
the Revenge.

PP

On the Imperial ship, the forces of Chaos were starting to
get the upper hand. Hordes of Dacmons rampaged along
s corridors andvacross the blood-spattered flight decks.

REVENGE
Emperor class battleship
Adumiral Kranswar's flagship, Batlefleet Demeter

RSCUE THE REYENGE, 960.M

y Cha
Fury - but

. =
ace Marines boarding parties and Chaos Dacmons, R
have they arrived in time to save the stricken battl

In a desperate bid to stem the tide, Admiral Kransg
ordered the Tmperial Guard to use its armoured;
within the confines of the ship. Leman Russ battle tank
rumbled along any corridors that were wide enough
allow their passage, and massive transport lfts ca
Baneblades and Shadowswords up to the larger
decks. [t was a futile gesture: the Imperial Guard yeh
could not make effective use of their long range w
within the narrow confines of the ship, and were
surrounded and overrun. Before long, the ship.
sith the remnants of tanks from which the Daemo
had torn the hatches and swept inside to butcher the
unfortunate crews trapped within.

Kranswar did his best to rectify the dreadful situation.
The Revengewas completely isolated, and what rei
of his batlefleet could not come to his aid ~ indeed, it
looked likely that the entire fleet was facing a swif, vic
destruction. Determining that his position was hopel
the fatalistic Kranswar ordercd his personal guards (o
accompany him as they batded their way through o
nearest of the Revenge's main drives. If he could reach!
engine room, he could set the ship’s engines (o overlo:
This would lead to the ultimate destruction of the:
Revenge, but would at least ensure she would not fall

Abaddon's hands. The naval ratings snapped (o atento
and prepared to carry out their Admiral’s bidding witho

the dishonour the Imperial flect would sufferif the
was captured

help arrived. Unbeknownst to the Lord-Admiral, the
Knights had learned of Abaddon'’s presence, and more
specifically of his re-opening of the Damnation Cache;
scaled millennia before. The Grey Knights did not have
the strength to halt Abaddon on their own and had beet
forced to approach the Dark Angels for aid. How exacty
the Grey Knights were able to convince Supreme Grind
Master Azrael to give them the help they needed isnot
known, but aid them he did, ordering his entire Chaptes
the Pandorax System in order to foil Abaddon’s schemESs

In responding to the Grey Knights® urgent requestfor
aid, the Dark Angels arrived in the Pandorax Systemat S8
the height of the battle for the Revenge. The Dark AngES S
Batle Barge Unrelenting Fury swooped towards the SUEEEE
Imperial batdeship. Once within range, the DeathWiné
dispatched to the Chaos asteroid, and the brotherhood
Grey Knights accompanying them were teleported to88
heart of the fighting within the Revenge tself ‘Thundes
Gunships and Drop Pods followed in their wake, i
fate of the Revenge hung in the balance 1
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We used the following mission, and the orders of battle on the following pages, when we refought the battle on the Revenge

THE ARMIES

The armics thatwere used are listed on the following
pages. Each side must select onc of their Warlords to be
their Warmaster

Each side’s deployment rules are shown on the following
pages. Infiltrators and Scouts may not use their special
deployment rules i this mission

FIRSTTURN

The Chaos side gets the first turn

GAME LENGTH

The battle continues until the ume hntis reached

. (Apoc.pg21).

VICTORY CONDITIONS

The side that has the most Strategic Victory Points at the
end of the game wins the battle (Apoc. pg 22). If both
sides have an cqual number of points then the battle ends

~ asadraw.

MISSION SPECIAL RULES
Divine Intervention, Finest Hour, Mysterious Objectives,
Strategic Assets, Strategic Objectives, Strategic Reserves,

another, as long as their move allows them o ‘clear the
gap! between the two asteroids

Inperial Chaos
Deplaoyment Deployment
Zone Zone

i¢ Objeti DEINCE BATTERY.
L CONTROL ROOM

Deep Space: Areas of deep space arc impassable terrain
for all units except Flyers, Flying Monstrous Creatures,
Jump units, Jethikes and Skimmers. Flyers and Flying
Monstrous Creatures treat it as open ground

Defence Battery Control Room: If only one side has
models in the Defence Battery Control Room at the start
of their Shooting phasc, then they have control of the
emplaced weapons on the outside of the Revenge’s hull

Pandorax War Zone: The Strategic Assets from the
Pandorax War Zone are used for this baule (pg 40)

‘The Warp Portal: This is the Warpstorm Breach — do not
generate one separately. [t also has the following rules:

« Dacmonic units that enter play through the Warp Portal
arc allowed to charge on the turn they deploy

« Roll-ol for cach Imperial unit within 12" of the portal at
the start of each Chaos wrn. If the Chaos side wins the
rolloff, they corrupt the Imperial unit, and it is part of
their army for the rest of the battle. Grey Knights units
add +1 to the score of their dice in the roll-off.

« Roll a D6 at the start of cach Chaos turn if the Coven has
been destroyed or has left the Temple of Skulls. If the
dice roll 1s greater than the number of Chaos Sorcerers
leftin play, then the portal is removed, and the Imperial
side scores 3+D3 bonus Strategic Victory Points.

Zero-G Manocuvres: All Flyers are allowed to make an
additional 90 degree turn at any point during their moye.

Inperial Boand Edge

THE ASTEROID Chaos Board Edges
THE BATTLEFIELD
The terrain for the batde is set out as shown on the
map, Deep space can be up 1 10° wide, depending on
how much room is available. Strategic Objectives are
placed at the locations shown on the map.




%THEN FORCES OF THE IMPERIUM P

The forces of the Imperium must halt the Chaos attack,

The battle for the Revenge is about to reach its height.

and then drive them from the Revenge.
At the start of the batle, the Imperium is on the back
foot. Outnumbered and out-manocuvred, they must
fight wath cunning and finesse unul the bulk of the
Dark Angels reinforccments arrive, Fortunaely, they
are aided by an cxtremely powerful advance guard,

in the form of the Deathwing and a Brotherhood of
Grey Knights. These clite formations are vital if the
Revenges to be saved. They must be used to deliver
concentrated hammer-blows at crucial points of the
Chaos attack. In both cascs, their primary targets need
to be the covens of Chaos Sorcerers that are providing
vital support for the Chaos Space Marines. If they can
destroy the covens, it will become impossible for more
Daemons to arrive from the Warp, With their supply
of new troops stopped, the forces already on board
the Revenge can be hunted down and destroyed

Meanwhile, in the depths of space, the Imperial
Flyer squadrons need to battle their way through the
squadrons of Heldrakes arrayed against them. They
can then aid the Deathwing as they battle for the
asteroid floating Just off the prow of the Revenge. If

1t proves impossible to break through, the very least
the Imperial aircraft need to do is stop the Chaos
squadrons from joining the attack on the Revenge.

IMPERIAL DEPLOYMENT

The Imperial side can deploy any Imperial Guard
Infantry units and up to two Imperial Guard
Armoured Squadrons in the Imperial deployment
zonc on the Revenge. Kranswar and his escort deploy
in the Imperial deployment zone in the Defence
Battery Control Room. The Imperial Guard Flyers
deploy n Deep Space within 12" of the Revenge. All
other Impenial Guard units start the batde in Strategic
Rescrve, and may enter play through the doors at the
back of the hold or by being placed on the cargo lifts

All Deathwing units with the Deep Strike special

rule must Deep Strike onto the Revenge on the first
Imperial . All Grey Knights with the Deep Strike
special rule must Decp Strike onto any of the asteroids
on the first Imperial wrn. All other Grey Knights and
Dark Angels units start the battle in Strategic Reserve
and must enter play using Drop Pods or from the

Tmperial Reinforeements board edge (see map)

IMPERIAL STRATEGIC ASSETS

The following Strategic Assets muist used by the

Imperial army: Defy the Daemon, Intractabe,
Replacements, Supreme HQ. 3

IMPERIAL BATTLE PLAN

The Imperial players decided their forces would do
their best to contain the Dacmons and the Traitor
Boarding Force untl the Grey Knights arrived: they
would then join forces to drive the Chaos Dacmons
and Traitor Legions from the ship. Their Flyers
would attempt to wrest control of the space outside
the ship before joining the larger battle. The Dark
Angels would concentrate on taking out the Chaos
Space Marines on the asteroids, especially those in
the Temple of Skulls; climinating the Chaos Sorcerer
Covens would be key.

IMPERIAL ORDER OF BATTLE
" The forces used in the Imperial army are listed below.

Admiral Kranswar
« Company Command
Squad

Dark Angels

o Sammael

* Techmarine

* Talon of Vengeance

« 3 Deathwing
Terminator Squads

* 3 Deathwing Knight
squads

« 4 Ravenwing Attack
Squadrons

* 2 Land Speeder
Vengeances

« Thunderhawk Gunship

« Company Master

« Company Veterans
Squad

o 4 Tactical Squads

* Devastator Squad.

o dssault Squad

« 3 Dreadnoughts

Imperial Guard

o Emperor’s Mercy’
Commissariat Squad

* Primans Psyher

* Psyker Battle Squad

* Tech-Priest Engineseer
with Servitor retinue

* 2 Company
Command Squads

* Assassinorum Murder
Squad

* 2 Storm Toper Squads

* Ratling Squad

* Tnperial Shield’
Infantyy Company

* 2 Infantry Platoons

* Ogryn Squad

* 2 Baneblades

* Shadowsword

* 3 Leman Russ
Tank Squadrons

« Emperor’s Talons’
Recon Company

* 2 Scout Sentinel
Squadrons

Grey Knights

* Lord Kaldor Draigo
« Castellan Crosce

* Terminator Librarian
* Paladin Squad

* 2 Strike Squads

o Interceptor Squad

* 4 Terminator Squads
© 2 Stormraven Gunships
« Dreadkriight Brethren
* 2 Dradnoughts

Imperial Guard Flyers
* Nerxes Aurborne
bport Wing




KRANSWAR'S LAST STAND
Thinking that hus ship was doomed, Lord Admiral Kr
Guard defence force and led them agavnst the enemy. Decp in the
| rauding parly and a furious battle began. Kranswar v
Chaos Space Mannes from taking control of

of part of the Imperial
pr he came acruss a Black Legion
rbat, but s actions stopped the

ansar took personal command of
3

of hus ship
stawn i1 the ensuing con,
the Revenge’s pont defence battenes




of the ship where
made hus last

s modelled as a
board wnthin a board’ by the
Studio’s hobby team. Note the
semv-cireular column behind
the Chaos Space Marunes,
where the cargo bt descends
to the cargo bay lying b
and the Chaos Dreadelaw
assaudt pod that has melted

thiough the Revenge's hull.




The C1 ed for the arvval of the Grey Knights and suffered termble losses when th
urveved However, the Dacuons and Chaas Space Marines quickly recovered and tawnched a seres of desperate

counter-attack s was anly the supreme skill and herousn of the Grey Knights that

prevented them from bein

THEY MusT BE STOPPED

Large nnbers of Chaos Space Marmes were hidd
ended as follow-up waves for the attack upon the

fen 1n the caverns that lay beloww the astevoid’s surface
cevenge, tie bulk of these reserves were quickly
ht ek aainat he Diark Angels aitack force that had landed an the surfuce of the asteroid.
the Chuos army drove headlong at the Dark Angels, uncan
¢ were vital if the

aves and concealed entrance
coutd protect the Chavs Sorcerer Covens — the

od pust s long as they

attack on the Revenge was o succeed




DARKNESS FALLS
Chaos Space Marine Sorcerers on the astervid outside the
Revenge used their combined psycliic powers (o tear down the
Revenge's defensive shields and ereate a portal to the Warp,

If the Chaos attack was to be thwarted, it was vital that these
Sorcerers be destroyed. To this end, the full might of the Dark
Angels Chapter was sent to attack the asteroud. Thunderhawk
Gunships and Drop Pods were used to land Dark Angels on

the planetoid, while Deathwing Terminators teleported info

the heart of the Chaos army. Ravenwing Attack Squadrons,
Nephilim Jetfighters, and Dark Talon attack flyers were used to
spearhead the attack. Brushing aside any attempts to slow or
stop them, the Dark Angels lunged at the covens of Chaos Space
Marine Sorcerers, kalling or distracting them. Such was the fury
of the Dark Angels’ attack that the Sorcerers could no longer
concentrate their powers against the Revenge

The waves of altacking Dark
(gels seemed (o march out of the |
blackness of space itscl; as the

Darkshrouds that hovered above

denied the Chaos forces o the |
asteroid mans of their targets

i
ok

gm

G Saox

RESCUE THE
REVENGE
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THE HorDES oF CHAOS
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ctory lies within the grasp of the Chaos army. One last push is all they need to overrun the Imperial flagship!

A cunning ruse by the Warlord of the Chaos flect has
opened the way for Chaos forces to board the Imperial
flagship. However, with the Revenge almost overrun, ensure its success
the cursed followers of the false Emperor are starting
to turn the tables, Ships belonging to the Dark Angels,
one of the most intractable foes the servants of the
Chaos gods have ever faced, have appeared nearby,
and are rushing to save the Revenge from the Chaos screens and are maintaining the portals to the Warp
boarding parties. This counter-atack must be stopped — from their asteroid temple. Victory is assured if the:
in its tracks, but without jeopardising the continuing Sorcere be protected from the vengeful Space
battle against the Imperial forces trying to defend the  Marines who have been sent to destroy them

ship. This will require that the attackers split their
strength, allocating just enough troops 10 cach task o

In addition to attacking the hated foe on these
fronts, care must be taken to protect the covens of
Chaos Sorcerers that breached the Revenge’s defensive

CHAOS DEPLOYMENT
Y CHAOS ORDER OF BATTLE The Asteroid Defence Force deploys on the surface
i, The forces used in the Chaos army are listed below.  ‘§  of any of the asteroids outside the Revenge, and
the Traitor Boarding Force deploys in the Chaos
Traitor Boarding Force  Khorne's Dacmon Horde deployment zone on the Revenge. One unit of up o
« Maclstrom of Gore « Bloodthurster ten models and one attached character must deploy €3
« Legionnaire Warband » 2 Daemon Princes in the Chaos deployment zone in the Defence Battery.
« Dacmon Engine Pack  of Khome Control Room. Finally, the Chaos Flyers deploy in
+ Daemanic Forgehost Decp Space within 12" of any asteroid. None of these
] | Asteroid Defence Force » Colort of Blood units start in Strategic Reserve

* Thousand Sons

4 War Coven Tzeentch’s Dacmon The remaining forces start in Strategic Reserve. The.
; i « Helbrute Horde Asteroid Reserves Force must enter from the Chaos
3 § * Chaos Terminator « Lond of Change board edge (see map) or by moving onto the board
! squad « Haming Host of through the Warp Portal, treating it as a friendly board
' | : * Possessed squad Teeentch edge. The Dacmon Hordes do not use the Strategic
|« Khome Berzerhers Reserve table: instead, at the start of each Chaos
squad Nurgle's Daemon Horde turn, the Chaos players must pick one god’s Daemon
* Raptors squad « Great Unclean One Horde This horde must arrive that turn; either by
3 * Warp Talons squad « The Tallymen of Nurgle Deep Striking or by moving onto the board through
7 * Thousand Sons squad the Warp Portal, treating it as a friendly board edge
* 3 Chaos Space Marine  Slaanesh’s Daemon Any units from the chosen god’s Daemon Horde that
| squads Horde do not enter play on the nominated turn are lost.
| o4 Defilers o Keeper of Secrels |
{ * Herald of Slaanesh
| Chaos Fiyers el CHAOS STRATEGIC ASSETS
| <2 Hdrake Feor of Exquisite Excess The following Strategic Assets must be used by the
Squadrons Chaos army: Death to the False Emperor!,

‘Time of Vengeance, Blood Thirst, Grand Pavane,
Lies of Tzeentch, Plaguestorm,

Asteroid Reserves Force
« Cult of Destruction
» Legionnaire Warband.

CHAOS BATTLE PLAN

. Shuls
¢ . i{l,,‘,;rﬁ;ifu The Chaos players knew that they must take maximum
« Forgefiend advantage of their first turn superiority. To this end,

they called on Khiorne’s Daemons first, as they were the:
most effective assault force, The boarding force would
spearhead the first atack, stepping aside as the waves.
of Dacmions arrived. They would fight a defensive

batdle on the asteroid, holding the Temple of Skulls
and keeping the arriving Dark Angels from the




REPEL BOARDERS

it Tl e

The Chaos assault is unstoppable at first, but the arrival of

the Grey Knights and Dark Angels turns the tide.

At first it proved impossible for the Imperial Guard forces

on board the Revenge to contain the Chaos boarding
parties. Black Legion w of Khorne
Dacmons tore into the Guardsme
in a tide of gore A Khorne Lord of Skulls rippled into
« through the Warp portal, adding its punishing
fire to that of the Chaos Space Marines. It looked as if
nothing could stop the forc os from overrunning
the ship. Imperial Guard reser ¢ hurled onto the
fray, quickly joined by the first Grey Knight Terminator
<quads to teleport onta the ship. The battle hung in the
balance, as both sides fought to gain the upper hand

Meanwhile, outside the ship, the superior numbers of

naged 1o slowly but surely establish
able to provide

support for the Dark Angels as they attacked the Chaos

Sorcerers on the asteroid. Deprived of support from
boarding partics could not mainta

the momentum of their attack, which started to falt

then be driven back. The Imperium had secured a victory

by the very narrowest of margins

Though the Chaos Space
Marines had been forced to

from the Revenge,
Abaddon swore that the ground
war would be bloodzer stll

was but @ precursor o the
carnage that was lo un
upon Pythos. Bidding hys
batle-brothers leave the
war blasted Revenge and
rconvene upon the surfocy

Azrael prepared for the nexi
Phase of the war effort.




Grand Master Sammacl led the Raveriing aganst the Chaos Sorcerers on the asteroid in defence of the Kharn the Betraer led the main
Revenge, and was at the forefront of many lightning assaults on the susface of Pythos assault inside the Revenge itself:

Admiral Kranswar made a heroc A cabal of Chaos Sorcerers kept the War rift open
last stand in the belly of his flagship. wide, allowing tides of Dacmans to spill through.

coights, slaw s Garanghthalla, Herald of Khorne,caled upon e Blood God
g:f;nl){mm:w ;’fh:mnr tower. o blind the Grey Knights around him with insatiable bloodiust




The Dark Angels Chapter was instrumental in the reconquest of the Par

doras system, from Uheir arrival until the sealing of the Damnation

Ravenwing Dark Talons provided vital aerial support for zed deluer. s
tavenwing Datk Talons prov Lsupport for the besieged defuer-stromgh
eged delver-strongholds
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Black Legion Chaos Terminators caused anihilation wherpver they were met

Dacmoneite Icon Bearer A Seeker of Slaanesh from Exstalix’s

Raptors attacked the defenders of the delver-strongholds fom




m the Betrayer's warband

| The Khorne Lovd of Skudls ‘Crushing
Hoody havoc within the Reven

| was later inu the last

| Cache itsclf upon Pyth
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The Pandorax campaign included some of th

Any of these battles will make an excellent s

On the following pages we have included additional
Environmental Rules, Apocalypse Missions, Strategic Assets
and Finest Hours, and Apocalypse Formation:

The missions and enyironme:
been designed to represent the various environs of Pythos
as well as the unique battles the combatants en

during the campaign

The Assets and Finest Hours allow you to recreate the
strategies and heroics of Pandorax’s cha

The additional Apocalypse Formations presented in this
War Zone po endary units that fought in the war
for the Pandorax System. Many of these units have fought a
bitter, continual war since the time of the Horus Heresy, so
they may be used in any Apocalypse game

bitter battles fought by Imperial forces in the last 100,

e largest and most
bject for a game of Apocalypse.

RULES OF ENGAGEMENT

FORGING A NARRATIVE
The planet of Pythos is a death world;
Just one of many planets scattered
across the Imperium that are inhabited|
by deadly local flora and fauna. If that
vasn't bad enough, hidden beneath
of Pythos is a portal to
. You should feel free
rules in this War Zone for
ch planets, and the Dacmon-
themed rules to represent other incursions by the
s of Ch: In addition, the rules for the batle
aceship Revenge can be used in space |
batdles you fight.

SRR
S i




War Z_OEIE: PANDORAX TERRAIN

~ pyTHOS FLORA AND FAUNA
Bythos the focus of the Pandorax cumpaign, is a death S
\orld home 10 a plethora of deadly flora and fauna. Some TERRAN TAB
of the more commonly encountered creatures and ypes of 44 CCERTREE

* unique termain found on Pythos are described below JUNGLE Type

 DEATH WORLD JUNGLES JI:L:;‘Tlm‘? }::x;gerous: The jungle is dangerous
) i . ain. Catachan Jungle Fighters treat it as
‘The jungle covering much of Pythos s a truly deadly difficult terrain instead
enironment. Most of the plants are toxic, and just brushing
| gainst them can be fatal. Other plants spew forth sporcs Carnivorous Jungle: Sce the Mysterious Forest
it can suffocate a man in a heartbeat if they are inhaled teraln wble inithe Warhawner, 10,000 lebosky
& Even worse are the swarms of insccts flitting between the Pythosian Pit-trap Glade: Sec below,
trces. Most of them have deadly stings and bites; however,
the most horrific are those that lay their eggs in the living, Deathglades: Sce below.
S hinto larva and consume the hos ;
ashich hatc! ¢ the host from within Pythosian Land Dragon Lair: See page 36.

Death world jungles are mysterious terrain. Roll on the Gargantor Herd; See page 36,

Pythosian fut-trap plants appear at first glance to be relatively
harmless patches of lesser spike-wart, but each conceals a

trapdoor; beneath which lurks the semi-sentient pit-trap plant
Tendnls sense when a living creature approaches within a faw
fect of the trap, at which point the trapdoor flies open and up

{0 a dozen thick vines spring out, enveloping the victim, and
dragging them nto the pat-trap. Under the ground lies a small put
Jilled with deadly digestrve acid; they prey is first crushed to death,
and then dropped into the fiool of digestive juices to be consumed.

i

Any Infantry model within the glade at the start of their
Shooting phase must pass a Strength test. If the testis
failed, the victim is destroyed with no saving throws of
any kind allowed

T

DEATHGLADES
Many areas of Pythos are covered by its notorious deathglades.
What makes the deathglades so dangerous are the numerous pools
of bubbling, caustic iquid that dot their surface. These pools are
fed by corosive minerals that leak from the planet's core thiough
vents in the bedyock. Anything that enters such a pool is almost
| instantly dissolued by the virulent acd, dying an agonizing
death 1 seconds, Pythos’ capital city, Attka, is located on the edge
| 9fauast area of deathglades, an area of deadly swampland so
| inhaspitable that few living creatures will venture into it. This
offers @ measure of protection for Atika, shielding the city from the
 massive predators inhabiting the jungles beyond the deathglades.

e randomiy determined model in the nit that
ggered the mysterious terrain roll is destroyed, with no
1§ throws of any kind allowed, and all other models




I

| PYTHOSIAN LAND DRAGON LAIR

| Land dragons are huge saurian predators, and the main

|| eason Pythas is designated a death wortd. They are ogresive

| hunters, and will stalk anything that moves, Their main prey are

| gangantors, but a land dragon 1s more than happy o consume

| man-sized creatures. The land dragon’s thick hude makes it very
difficult to harm, while ils dense, razorsharp fangs are perfectly
capable of biting through all but the thickest armour

One randomly determined model in the unit that
triggered the roll on the Mysterious Terrain table and
all Infantry models within 3" of the terrain feature are
destroyed, with no saving throws of any kind allowed. The
terrain feature is lethal terrain undl the land dragon is
eliminated, In addition, any Infantry model which ends a
move within 3" of the terrain feature is destroyed, with no
saving throws of any kind allowed. In order to climinate
| the land dragon, a unit must make a shooting attack,
treating the terrain feature as the target. Roll To Hitas
normal’ The land dragon is climinated if at least one
weapon with a Strength of 8 or more scores a hit

GARGANTOR HERD (GARGANTOR STAMPEDE TABLE

The gargantar is a masstve creature that feasts on the jungle’s 4
plants and trees. Although a herbivore, the gargantor has a

victous temperament. The charge of a herd of gargantors is almost UniTis NoTA
unstoppable — each creature becomes a living battering ram, and VEHICLE
15 perfectly capable of flipping over a Leman Russ battle tank. g

e No Effect: The unit No Effect: The unit

ne randomly determined model in the unit that i e e el

| wriggered the roll on the mysterious terrain table is o cing atcked el
immediately destroyed, with no saving throws of any kind Out oL LIS out of the way of the
allowed. Then make two rolls on the following table, the lumbering herd. | lumbering herd. The
one for the unit that triggered the roll, and one for the Iheattackhasing attack has no effect
unit nearest to them (friend or foc). The herd then sttects

| stampedes off the table and has no further cffect on play
Look Out: Each Smash!: Each vehicle in

model from the the target unit suffersa
unit must pass an penetrating hit.
Initiative test or
suffer a Strength 6
AP4 hit.

Overrun: The target. | Flipped: Each vehicle in
unitis destroyed the target unit scatters
D6" and then suffers an

5 ; Explodes! result

LAST REPORT. BIOLOGIS SURVEY ON PYTHOSIAN XENOS MEGA FAUNA

Pythos is kome to innumerable predators, ran,

2 h ranging i sizz fiom

i g

w"; “1;2 ;}z iﬂmp"'lm; :,h,:f,”,,ﬂk“ hpvzd;larw encountered - of the 100 biotecknologasts that accompanied e fo P
g ) wictim an :

el Lo et el o

beasts were the land dragon and .'L;’Z.L'f:fi.l"i’ﬂf h:;im creature! Even now c:’r’l mﬁ?ﬁ;ﬁ:;fmh of ap ‘

swallowing  man whole. tpable of howlerbeasts and know that my chances of leaving thi

hell are nil...

Sadly, our survey will fiave o be called (o @ premature.
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DELVER-STRONGHOLD

Abaddon set about capturing the delver-strongholds,
" ould capture the nearby mountain peaks, from whe

THE ARMIES

‘Select two armics using the rules found in the Fighting an
 Apocalypse Battle section (Apoc. pg 18). One army must be
composed only of Impenal units, and the other composed
only of Chaos Space Marines and Chaos Dacmons umits
Each side must select one of their Warlords to be their
force’s Warmaster

DEPLOYMENT
The Impenial side deploys their entire army. Imperial units
 may be deployed on any able at least 18" from a Chaos
ble edge, or held in Strategic Reserve: At least one unit
must be deployed on each table, and no more than a
L quarter of the units in the army may be deployed on a

all models within 12" of a Chaos table edge, or be kept in

" Strategic Reserve. No more than half of the units in the
“amy may deploy on a single table. Chaos units that Decp
Strike can do 50 on any tablc.

 After both sides have deployed, Infiltrators may deploy and
Scouts redeploy using their special rules

FIRSTTURN
' The Chaos side has the first turn, unless the Impernial side
Seize the Initiauve (Apoc. pg 22)

one by onc. Black Le
re they could pour

‘gion warbands and hordes of daemonic creatures
re on the defenders, before making a final assault.

GAME LENGTH
The battle continue:
(Apoc. pg 21)

VICTORY CONDITIONS

The side that has the most Strategic Victory Points at the
end of the game wins the battle (Apoc. pg 22). If both sides
have an equal number of points then the battle is a draw

s untl the ume limit is reached

MISSION SPECIAL RULES

Divine Intervention, Finest Hour, Mysterious Objectives,
Strategic Assets, Strategic Objectives, Strategic Reserves,
Strategic Victory Points (Apoc. pg 22-37).

Capture the Stronghold: One Strategic Objective (Apoc.
Pg 20) must be set up on cach table. In an exception to the
normal rules, they may be set up within 12° of a table edge.

Firing between Peaks: Units may firc from one table at
targets that are on another table

Moving Between the Peaks: Units may move from one table
to another table during a break. In order to do so, the
table the unit is moving from must not contain any enemy
models. The unit will enter as if from Strategic Reserve, on
the connected table edge

Pandorax War Zone: All of the rules of engagement from
the Pandorax War Zone apply to this batile

THE BATTLEFIELD

¢ The baule is fought on six tables
asa multi-table game (Apoc
Pg3455) Three tables must

| be by 4' (high platcaus), and
three 4' by 4 (mountain-peaks)
The white arrows show where

* and how units can move from
table o table. The smaller tables
are where the delverstronghold
settlements are located, and
must have suitable terrain to
Tepresent the strongholds

| Finally, Sirategic Objectives

are placed (see Capture the
Stronghold above),




DAEMONIC APOCALYPSE

It quickly became apparent to Commandet
re-seal the Damnation Cache if he was eve:
but then, suddenly, a massive horde of Dacmons poured forth t

THE ARMIES

Select two armies using the rules found in the Fighting an
Apocalypse Baule section (Apoc, pg 18). One army must be
composed only of Imperial units, and the other composed
only of Chaos Space Marines and Chaos Daemons units.
Each side must select one of their Warlords to be their
force’s Warmaster.

DEPLOYMENT

The Imperial side deploys first. Imperial units can be
deployed anywhere in their deployment area, or may be
kept in Strategic Reserve (Apoc. pg 37)

The Chaos side deploys second.
anywhere in their deployment a
away from any Imperial deployment zone, or may be
in Strategic Reserves

haos units may deploy
a that is more than 12"
pt

After both sides have deployed, Infiltrators may deploy and
Scouts redeploy using their special rules.

FIRST TURN

The Chaos side has the first turn, unless the Imperial side
Seize the Initiative (Apoc. pg 22)

GAME LENGTH

The battle continues until the time limit is reached
(Apoc. pg 21)

the seat of Abaddon’s regime at
Azrael that he would need to assault t

"t halt the Chaos invasion of Pythos, The initial stages of the offensivoy
0 attack the Imperial landing site.

tika

VICTORY CONDITIONS

The side that has the most Strategic Victory Points at
end of the game wins the bate (Apoc. pg 22). In
ofa tie, the Imperial side wins the battle.

MISSION SPECIAL RULES

Divine Intervention, Finest Hour, Mysterious Object
Strategic Assets, Strategic Objectives, Strategic Res
Strategic Victory Points, (Apoc. pg 22-37).

Attack-defence: Strategic Objectives in the Imperial
throughout the game (Apoc pg 22).

Death From Above: The Warmaster of the Imperial si

Range
Infinite

S
10/8/6

AP
14/~

Type
Ordnang

Orbital Strike

Pandorax War Zone: Al of the rules of engagement froi
the Pandorax War Zone apply to this battle.

Disaster must be used when playing this mission (Apo¢. -
Pg 39). A player from the Chaos side s always the Master
Disaster (randomly choose which one each game turn)s

THE BATTLEFIELD

Set up the terrain for the batle in
any mutually agrecable manner
and then rolloff. The winning side
disides the playing area into two

roughly equal halves. The border
between the two halves does not
haye 0 be a straight line. The
opposing side decides which half
of the table each side will deploy
in. Finally, Strategic Objectives are
placed (Apoc. pg 20)

Chaos Deployment Zone

Imperial Deployment Zone
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unnels in order to reseal the Cache.

THE ARMIES

Select o armies using the rules found in the Fighting an
Apocalypse Battle section (Apoc. pg 18). One army must be
composed only of Imper ial units, and the other composed
anls of Chaos Space Marines and Chaos Dacmons units.
Fach side must select one of their Warlords to be their
force’s Warmaster.

DEPLOYMENT

The Chaos side deploys first. Chaos units can be deployed
anvwhere on the tble that is mare than 30" away from a
marker placed by the Impenial side (see The Batdeficld,
‘below), or may be kept in Strategic Reserve (Apoc. pg 37)

The Impenial side deploys second. Imperial units must be
placed within 18 of one of the markers they placed, or may

" be placed in Strategic Reserve.

‘After both sides have deployed, Infiltrators may deploy and
Scouts redeploy using their special rules.

FIRST TURN

" The Imperial side has the first turn, unless the Chaos side
" Scize the Initiative (Apoc. pg 22).

| GAMELENGTH

The battle continues until the time limit is reached
(8poc. pg 21).

7 THE UN_DERGROUND War

The Damnation Cache vas hidden far below Pythos' capital cit, Atika,
ancls and caverns. When the Imperium recaptured Atka, Imperial

> and could only be reached through a network of
forces were forced to battle their way through the

VICTORY CONDITIONS
The side that has the most Strategic Victory Points at the
end of the game wins the battle (Apoc. pg 22), If both sides
have an equal number of points then the battle is a draw.

MISSION SPECIAL RULES

Divine Intervention, Finest Hour, Mysterious Objectives,
Strategic Assets, Strategic Objecti , Strategic Reserves,
Strategic Victory Points (Apoc. pg 22:37).

Pandorax War Zone: All of the rules of engagement from
the Pandorax War Zone apply to this batde (mutated forms
of jungle terrain are found in the tunnels and caverns.)

Reached By Tunnels: Both sides' Strategic Reserves must
enter play through the tunnel markers their side set up

at the start of the battle (Deep Strike may not be used)
Measure the unit’s first move from the marker. In addition,
Flyers must pass a Dangerous Terrain test before they.
deploy. If the test is failed, the Flyer loses D3 Hull Points
instead of being Immobilised. Then, the Flyer enters the
table through one of their side’s tunnel markers. Any Flyer
forced to move offa table edge is destroyed.

Stone Sky: Attacks delivered by orbiting spacecraft or long-
range (off-table) artillery batteries may not be used

| THE BATTLEFIELD

| The baulefield represents one

© of the large caverns below
Atika, best represented by a
gaming table covered with
appropriately subterranean
scenery, The edges of the tble
Tepresent the cavern walls.

i Setup a marker at the centre
of each table edge. Roll-off to
sc which side places the first
marker, and then alternate
Placing them. Each marker
fepresents a large tunnel
Entering the cayern, and
determines where each side
Gn deploy. Finally, Strategic

;O‘necﬁ\u are placed

poc. pg 20)

L
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| DEATH TO THE FALSE
DU EMPEROR
CHAOS SPACE MARINES

The warriors of the Black Legion are
the Imperium's most implacable focs.

Play this card at the start of any wrn
Al friendly Black Legion Infantry units
haye the Furious Charge and Hatred
(Trmperial) special rules until the start
of their next wm

"WAR ZONE
PANDORAX

CHAOS GATE

T CHAOSDAEMONS

A Chaos gate allows Dacmons to move
to the material realm.

Play this card after deplo
d [

ot scatter as long a5
the first model is placed within 12° of
the marker.

THE DAMNATION
CACHE

___KREATORREX _
CHAOS SPACE MARINES

Kreator Rex’s war machines led every
assault on the delverstrongholds.

Play this card after deplayment is
ndly Chaos Spa

incs Superh <, Super-
heasy Watkers, and Super-heavy Flyers
Thave one extra Hull Point

‘WAR ZONE
PANDORAX: |

T CHAGSDAEMONS
A portal 10 the Warp, out of which
streamed hordes of Dacmons.

Play this card at the start of any break.
D3 units of friendly Chaos Dacmons
that have been completely destroyed
are replaced and added to your
Ongoing Reserves, following the rules
for Strategic Reinforcements in the
Apocalypse rulebook, but at no cost in
Strategae Victory Points

[ RAIDERS FR
MAELSTR:

CHAOS SPACE MARINES

Red Corsalrs warbands appear
suddenly, surprising the eneay,
Play this card at the start of any turn
Any friendly Red Corsaies units that
Deep Strike, o are in & Transport
that Deep Strikes, have the
spectal rule until the start of their
next turn ;

_COLONEL STRIKE

TMPERIAL GUARD

Colonel Strike was instrumental in
defeating the Chaos incursion.

Play this card during deployment to
upgrade one Imperial Guard Company
Commander to Colonel Strike. Hehas  {
the Fleshbane and Tank Hunter special
rules, and can issue up t four orders
cach tum

IMPERIAL GUARD

In their environment, Catachan Jungle
Fighters are masters of concealment,

Play this card during deployment

v riendly Catachan Jungle
ry Units to one side

y be deployed in jungle

terrain, more than 6° from enemy

models, at the start of any of th

side’s twns. All units

the samc time, and can move shoot

and assault on the trn they arive

WAR ZONE
| PANDORAX.

_JUNGLE AMBUSH'

INTRACTABLE

DARK ANGELS

The Dark Angels are a feraciously
stubborn foc that will never surrender

Play this card at the start of any

of any tim
All friendly Dark Angels units have the
Fearless and Relentless special rulcs
unul the startof their next .

WAR ZONE

| PANDOAX, 7

DEFYTHEDAEMON |

GREY KNIGHTS

The presence of the Grey Knights is
anathema to Daemonkind.

Play this card at the start of any wrn.
All enemy acmons units must
re-roll successful invulnerable saves of
6 until the start of the.

next wen

'WAR ZONE
. PANDO)



of a Finest Hour (Apoc. pg 26).

HORUS' SUCCESSOR
ApADDON THE DESPOILER

In the minds of the Chaos Space Marines,
Ahaddon's many successes are an

wideniable sign of the Chaas Gods' favour,

and e is seen by many as the natural

successor lo Horus.

£ Abaddon The Despoiler calls his
Finest Hour at the beginning of

“ny i that the opposing side has
Jess Strategic Victory Points than
Abaddon’s side, the following applies

¥ In addition 1o the usual effects, he
and all friendly units from Codex.

" Ghaos Space Mannes within 24° of him
Tave the Zealot special rule.

PANDORAX FINEST HOURS

1 the following special characters are included in an
e the following special rules when they take their Finest

army, and are one of the
lour. These special

CERTAIN DEATH

CoLoNEL ‘DEATH' StRiKE
Colanel Strike’s opponents said that
Jighting agamst him and his men when
their backs were to the wall meant only one
thing ~ certan death to whoever dared the
Colonel’s wrath

If Colonel Suike calls his Finest Hour
at the beginning of any wrn in which
the opposing side has more Strategic
Victory Points than Colonel Strike's
side, the following applies

In addition to the usual effects, he
and all friendly units from Codex.
Impenial Guard within 12" of him have
the Shred special rule

T T AT e

army’s Warlords or its W:
rules are

WaRZONE: PANDORAX.
——

armaster, then they
in addition to the normal benefits

ABEACON OF HOPE
AZRAEL

Whencver he take 1o the field of battle,
Supreme Grand Master Azrael stands as
a shining beacon of hope to his comrades
and a daunting vision of holy terror to
hus foes

If Azracl is wathin 18" of a model from
cither Codex. Chaos Daemons, or Codex:
Chaos Space Marines when he calls his

Finest Hour, the following applies.

In addition to the usual effects,

Azracl has the Fear special rule
Furthermore, he and all friendly units
within 24 of him have the Counter-
attack and Fearless special rules
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CHAOS SPACE MARINES i -t
Trie CHOSEN OF ABADDON X

¥ or Legionnaires that are amongst the most
iasen € e Maranes tht accompany Abaddon into bl nchude oo FaE Ly O e
T e o ach it of the Choses of Abadon is ed by a champion who o n e v it S LCE R
Qariors i the gulaxy Fach {8 A ks are warriors whose names strike tc 2 ;
[:nuxd the favour of the Chaos Gods. Amongst their ranks are warri e v s Al

K Chaos Sorcerer Ygethmor the Decerver. Th i

e ”“ e ';” - ll: xsr:r;‘;”rlltv by their lord’s iron will, the Chosen of Abaddon nclude warriors that wers A
4 ha ¢ can bring. Bound tog )

power that only his patronage can bring

¢ Despoiler s bidding.
, but now fight fearlessly to protect the Despoiler and do his

SPECIAL RULES: 5
Blessed By The Chaos Gods: Fach Chaos Lord or Sorcerer
starts the battle with one Chaos Boon. Rall separately for

o4 Lumit of Chosen or Chaos Terminators ach character when they are deployed on the batdefield:
s for each Chaos Lord o Sorceror

Protect The Despoils ny unit from the formaton wuhlln b
12" of Abaddon The Despoiler has the Fearless special rule: ]

FORMATION RESTRICTIONS
The units of Chosen and Chaos Termimators do not
nclude a Champion. and therefo
h Each Chaos Lord
vdutlerent umtof Chosen o Clua

8

€ may have a maximum &
stjoin fi

Tetmmators, and

WAR ZONE

PANDORAX




meku

CHAOS SPACE MARINES
DAEMON ENGINE Pack

3 hends and Maulerfiends created by Chaos W s R
he Forggfiends and Ma ;/uu s created by Chaos Warpsmiths o S
e than one (0 @ specifc battle. Sometumes, though, when the
oared Dacnon Engines as a single force. A Daemon Engune 1
Warpomith desies for his own wse. The pack 1s given the ¢
p & .ulQ/Huwul(/ml'(mmmnmlmr\r'nll hunt ham de
0 hunt him down. The Warpsmith's

ol vations thunder across the battlefield, changing headlong
Jimb in ordet t0 possess the artefact the Warpsmith f.m?r Pt the unfotunae ndivndual Yo ibping Bt
, before nipping ham limb from

e amongst theiy most

prazed possessio
rewards are et oyl rerd POSSESSions, and they only varcly

ugh, they are w
g el :;n are willing to elease all of their carefully
s tasked with capturing an artefact that the #

Bt
o Aes

SPECIAL RULES;

Hunting Pack: Afier deployment, but before the first

turn, nominate one character model in the enemy army:

All yehicles in the spearhcad have the Preferred Enemy

{ special rule when attacking this model, In addition, it

T (he nominated enemy model is destroyed, the side this
formation belongs (o scores 1 Strategic Victory Point.

3.5 Forgefiends or
Maulerfiends (in any
combination)

FORMATION RESTRICTIONS
None

Prized Possessions: At the start of the battle, you may

ominate one Chaos Warpsmith in the same army 10 be

e Dacmon Engine Pack's owner, Any models from this

formation thatare wathin 12" of the owner may use his

Weapon Skilland Ballsic Skill instead of their own,

arge: If the spearhead is in Rapier
ific 1 the Shooting,

‘Thunderous Ch:
Pattern, it may charge even
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+of tersain, unleashing a formidable array of weaponry to n;io;m,,;,.m o
with its innate darmonic resilience transmuting an m:’n i m_;;» ody inis
wuest andnance. Nor can a Brass Scorpion easily be halted by psychic attacks, for
wanding protect each of his Daemon Engines.

oF KHORNE
___OF KHORNE

Brass Scorpions crazl effortlessly over all manner
pasitions. A Brass Scorpron 15 nigh unstoppable,

unholy substance capable of shrugging off the hea
Khorne loathes perfidious sorcery, and powerful runes of

S Armour. 700 Points
| &> k;
GREATBRASS ~ wsns s ¥ s K Unit Type: Super-heavy Walker
- SCORPION S 310 11310 3 Unit Composition: 1 Great Brass Scorpion
Rl ’

WARGEAR: SPECIAL RULES:

* Demolisher cannon

* Two hellmaw
cannons

Dacmon, Dacmonforge, Fleet, It Will Not Die,

Runes of the Blood God: Any Psyker that
targets the Great Brass Scorpion with a psyehic
¢ power awtomatically suffers Perils of the Warpy
* Scorpion cannan Sutfers @ +2 modifier to any rolls made for won  regardiess of whetlsey or ot they pass thef
* Dacmonic the Catastrophic Damage table Psychic test. If they happen to roll a double 19
i double 6, the Psyker also suffers Terrors of (e
Warp (4 5 65
P Warp (Apac. pg 65)
Demolisher cannon 0 2
Hellmaw cannon . Templae 6 3
i Seorpion cannon 36° ;
oS

Doomsday Reactor: The Great Brass Scorpion

Ordnance 1, Large Blast
Assault 1
Heavy 10
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CHAOS SPACE MARINES
IE_HOUNDS OF Huron

el
 ownds of Huvon vt the harbungers of Lovd uron Bluckhear's g
mnl,{mmg r'/{nm swords and slashing vith scythed bades ffr "j””4/\'f;'/rf,:’v;y‘,ylyll"‘?,‘!,,,\," thewr speed to
el avgets, o e racking el CXECution of g s gy sy 4
ore, although they oup togethes snder the command of
“can provitse the yenegades an even greater bty to temporan,

hnt dowon prey, lashn,

ron iy, lashing out
i (10 Iat and yun raids, the destruction of
i of Chaos Bikers provude a violent and destructive
« particudarty prnverful Chaos Lovd 1t takes an indindual who

(s gani thar alleance
npasing figus 01 the Red Corsanns vanguad ioho ansicer iy m1,m//:l‘.‘rl/,,lmlA.f,’y::“//” s Huntmasters are wien such as this,

R SPECIAL RULES:

Lord Acute Senses, Outflank.
Lord

s Lightning S
Sy 5+ Chaos Biker squads A Lighiaing Sl

Tarbo-boosted during that rn.

trike: The Chaos Lord, and all other units in lhre S
192* of him, may charge even if they have

FORMATION RESTRICTIONS
¢ Chaos Lord must take a Chaos bike

WAR ZONE

i,

Y

1R

D 85

0
7




WIS A0S SPACEMARINES T
KHORNE TOWER OF SKULLS }

God's throne and infused with the essence of countless damed sl
oht, There are sixty-four Towers of Skulls, each one
each Tower of Skulls s the equivalent of m’", o m'n{: o m!{’ o et
named for an aspect of Khorne's beloved bloodletting Legend :;-lu‘ 1’1.;:: m?; e, :) eyt e o
ring their bellowing cannons to reap the ives of enemy and ally alike i1 horne’s unholy nan ; Sk
farl fhr foe r.L,/ﬁ.; rAIY:mn wictory, )tlllhu 15 no simple task. Each soul claimed by the Tower of Skulls imfuses it with unholy powey
allowing it to reknat even the most catastrophic damage.

Hammered out of arcane brass and iron

Armour-
KHORNE TOWER TS R Hp 750 Points

Unit Type: Superheavy vehicle
OF SKULLS 411312 0 Unit Compasition: 1 Tower of Skulls

ARGEARS SPECIAL RULES; ) Reknit Form: The Khorne Tower of Skulls
S oalcmawaipton Dacmion, Daemonforge, It Will Not Die. recovers one lost Hull Point for every 10

* Two doombire
unsaved Wounds 1t inflicts in a single phase:

cannons Doomsday Reactor: The Khorne Tower of
* Two skullreaper Skulls suffers a +2 modificr o any rolls made Runes of the Blood God: Any Psyke
cannons for it on the Catastrophic Damage table targets the Khorne Tower of Skulls wath a
* Two twin-hinked L: s
skullshredders psychic power automatcally suffers Perils of
the Warp, regardless of whether or not they

Range AP Type pass their Psychic tes ey happen to roll
3

double 1 or double 6, the Psyker they also suffer
Terrors of the Warp (Apoc. pg 63)

Balemaw cannon

Primary Weapon 1,
Apocalyptic Blast
Heayy 2, Large Blast
Heaw 6

Heavy 5

Doomfire cannon
Skullreaper cannon
Skullshredder

WAR ZONE




CHAOS SPACE MARINES P

MAELSTROM OF GoRg

e S e —————
smanent, when the werbands of the Wonl
e henigsbundon] “M«:: r,’tll-vu;m Legon ave mustered for way, g
ke the warery of Khomne himsety, the sV“ ,“7‘ el
A hies open and blood
e od rains down
path of the World Faters' rampage. When they ‘;:m

o ones of £ at
e patron s Ja8

el A storm af gore spates ad okl hos ko sondd vand
would stand i the

Jold back no moTs the berzevker warrors of Kharue yun sevamang mto th
¢ oto the yanl

down from the
Chamaxes 115¢ @

o skies mungorates the psychotic warizons e
. LA e / thear prey. The ensorcelied bfeblood hammering
0 ever move extrava, 5
s o e \gant acts of butchery.
arthewn and cut apart n thewr hundeds

u fall tn bloads ares as the defenders armased agamst 1) s them on 1
ygeaeest the W

SPECIAL RULES:
1 Chaos Lord or Stick with Ensorcelled Blood:
is within 18" of the Chaos Lord leading them {or Khirn the

Kharn the Betrayer ¢
wyer if he is in this formation), it s the Fleet and Move
and adds 3 to its charge move.

1f a unit from this formaton

Betra
8 units of Khorne Berzerkers Through Cover special rules

s (FIOR,\wrloN RESTRICTIONS
B L Chaon Lord s aken, he must have the
horne, Each unit of Khorne Berzerkers must
have at least 8 models.
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O GPACEMARINES i
” PLAGUEREAPER OF NURGLE
¢ PLAGUEREAPER OF NURGLE_

hall led bastion amongst the forces of Nurgle —a gurghng, mlmma-dou@d  fortress o

e tting, plaguendden corpses are mounted on the back of the vehicle, feeding
pstitence. Huge vats of virulent slome distlled from rotting, plogue e i hendos e o
through bulging pipes inlo the mam turrel The PI(Immm,[/ﬁx {lm {:(lnnlly iyt i e TN e m;auw :

? cir skin i s auway
pho are ensured a most hideous death as their ski L Lt o

f/:l(/'n:’i;”"d’::?v’:rl;(:/lnllx enough to assaull this stmking behemoth is assatled by the Iwrtlzi’:[’/l x[\;:;;g T ife spaces
" 1 1 v e V 3
and cling to ts hudl. Truly, this 1s one of the wost unpleasant engines of war a1t enemy

R,
=

&

Armour. 575 Points
I PLAGUEREAPER B S R e Unit Type: Super-heasy v
@& OFNURGLE 1 M13 129 Unit Composition: | Plagucreaper
Aot

WARGEAR: SPECIAL RULES:
* Demolisher cannon Nurgling Infestation: Any unit that attacks the Plaguercaper in the Fight
« Pus cannon sub-phase sulfers 3D6 Strength 3 AP- huts at Initaye step 3 (even i the
Tywo lascannons (sponson) Plagucreaper is destroyed acan carlier Initiative siep).
» Three tvininked heavy holiers (o sponson
one hull) Range
« Scarchlight Puscmnon  Hellstorm
+ Smoke launchers Demolisher cannon 24"
Heavy bolter 36"
OPTIONS: Lascannon
+ May take any of the following
~Havoc launcher 10pts
~Pintlenmounted twin-inked bolter or combi-
flamer .

WAR ZONE




CHAOS SPACE M"AR I"*N«}\z?ﬁw :

TriNrTY LOOD

.
e though the exsangunation of sanlds i e o, i,
ent of the 08¢ 1 Kharne's molten heart Comprised /”;u af sk i

mased of thyve 1oy

ouged at a fnniy’s thunderons advance to yevpaf vk

wlls beyond
connting,
Rl Tty of Blood
el : s
S awash wnth byt V,MI e hate e g """‘{i'[‘:;rtlz
" 4;;‘//1/””1 el flames, A s L)

il blvod fo qudg o
e i A oo o he B God_ i {7/“'““

s of Skals themstyes,

St
ol
ound 15
sion bl

lowes before the Trnty, s inescapuable vapuners o
g camage are pudged warths, then skl gl ol ,”l,‘\””
gathared for Koy

iy
o he st

who bocath 11 oy

=8 SPECIAL RULES:
hicle models (

Cloud of Fury: All non-v¢

19" of anc or more modcls from the Trinity of Blood at the
3 Khorne Lords of Skulls beginning of the Assault phase, have the Rage special rule

for the remainder of that phase

RESTRICTIONS e \Wounds inthe World: Once per gune, a the beglaning of
STRICTIONS o eany's Moveiment phase, the Trinity of Blood miay SR8
) voundsin the ground neath the foc. Each enemy model
O arts their Movement phase vithin 24° of3 model front

e 4 llux'fmm:umnmusllukl’JD;\ng&'ruu"l'cn'.\mlrsl.Uni\s 7
5% e yer, Superheayy Fiyer, Skitbies Jebikey Hlying
wre, Flying c
are not affected

Monstrous G Gargantuan Creature, Jet
1 by this ule.

or Jump unit e




CHAOS DAEMONS T
DaeMonNIC FORGEHOST
e

e
inders in great Forgehosts, a few of uts minions are made tnto Kp.epm of the. 3¢
These chosen Soul Grinders are gafted with powerful psychosonte devices, similar to the warhorns carried by their dazmonic bret
The cacophonous blar of these supematural instruments allows the Keepers lo act as a focus, gjndmg the other Soul Grinders
host through the currents of the Warp as they break inito reality. The guidance provided by the Keeper a/ the Forge makes the transi
between the Immaterium and reality considerably easier. In turn, thas allows the host of the Daemon Forge to jump on their.

the very same moment that they appear out of the ether

When the Forge of Souls sends forth its So

Vehicle as normal, then simply depl
nders in the spearhead within 6" of the Command
RGNS ‘chicle (do not roll for
None

*lﬂrgg Onl: All Soul Grinders in this formation, exceptior
the Command Vehicle, can charge in the wm they dep!







IMPERIAL GUARD
DEATHSTRIIéE
ATTERY
VORTEX MISSILE BATTERY |

Mt

2 e Vortex Missile Battery.
Of all the weapons in the Fperial arsenal, fiw are feared as much as a Deathstrike ‘:;m 2 fissi .
Deathstrike missiles in the battery are replaced with rare vortex warheads. Even a single v
Jarmation; three or more can lay waste to an any or destroy an entire ily.

the finng of any mussile until any future game rn if you
prefer. For example, if you do not firc a missile on game
turn 2, you may fire two missiles on game turm 3. VOrtex

missiles have the following profile:

Range S AP Type
Vortex missile 12-:960" D 1 Ordnance 1,
Highly Volatile; F
LES Large Blast, VorteXs |
One use only. %
SPECIAL RULES: S

ghly Volatile: If a vehicle in the spearhead suffers a

apon Destroyed result before it has fired its vortex missil
then the missile explades on the launcher, The vehicle
destroyed, and a vortex is created with the profile above
centred on the point that the vehicle occupicd

Battery Fire: Models in this formation are not equipped with i
deathatrike mussiles and do not use the TMinus Five Minutes
to Launch. - and Counting special rule. Instead, one vortex
missil may be fired by a vehicle in this formation cach game
i, starting from game wrn two, You may choose (o delay




IMPERIAL GUARD

‘EMPEROR’

OR S MERrcy'
C

CoMMISsARIAT SQLE«D

 Sonad 1 deploved =

(‘.,,,v,m.m.z Squad 15 faved when casualty vates an exporte SR, N

ento Munttorum s officers shoudd vous o, pected to by
v e men to derds o

: : particutary
J of the Commissanal that they thyon: thms. et
hemselues it the 1

f great courage ang
kst fighting 1

,,‘.l,;‘ theory, the Presence of
walon
i practise, the

b tie D
an elite cadve of
‘ en they acc
oy suspucion of convardien, s

party
- efarft

Fearless.

I€a friendly Imperial Guard squad fails
of this unit, follow the rules for

Commissar was in that squad.

Pinpoint Executio
a Morale test within
cution as i 2

Emperor’s Mercyli The range of the Lord
R Discipline is increased to 12°, and &y 2
"L unit within this range ~ including

{he Furious Charge and Ha

Show Them the
Commissar’s Aura of
friendly Imperial Gt
the formation itself =B
special ules.




IMPERIAL GUARD
StOoRM TROOPER

MissioN ELITE

e
o

o Their deployment en masse 1s rare,
+ resources available to Imperial Commanders. Their deploy :
Storm Troapers are one of the most valuable resources availa ! il i z
involuing the completion of a vital mssion that cannot be entrusted to lesser men. Such formations inv ly deploy via fast-

and the element of surprise to storm and secure their allotted objective.

SPECIAL RULES,
Storm the Objectiy
Troopers from this formation disem!
it may shoot, Run, and then shoot again. This second s
Exmmatea  shootng attacks may be at a different target if you wish. I
addiuon, for the duration of this wrm, all shooting attacks
made by this squad (but not their Valkyrie) ha
Cover special rule

FORMATION RESTRICTIONS
All Storm Trooper squads must take a Valkyrie as a
Dedicated

Vital Mission: At the begimning of the first turn, nominate.
one Suategic Objective in the enemy deployment zone. AU
the end of each scheduled session of play, if a unit from
the Storm Trooper Mission Elite controls this objective;
worth an additonal Strategic Victory Point

WAR ZONE

PANDORAX




IMPERIAL GUARD
TRATTOR's BANE

e
e Catachan 183 s becon legend ey
"y for fwo thin
) sed Hel —_
s psonalsd Hellnnn s ok 5 = his ors
e L never come, St had s //'I«/:m,’,',; 'y””“/ “]"["m < Bane l/,.v.";{:;'"“’ ’bmlmm,, QU e B
s il e e of waiting for o
) 1 inpact "“”’/””I‘“ ’ ';""(’[m/"f "”ffl/';wm mstalled, /nnml—\/u:Iruu‘”“‘l I’ Tellhammer they [m{n ' ,’,:"f;m"l ranforcements that
en loaded wnth presstosed prowcthyion L and natwe can idan the yungle from 1
o b 0 e wsltant supe L — it o
e oued behomoth capable of movang wseen throngh spertank formed e stens wr i, sl
: i Dol s o e’ command b for he st of
et i was too late f st of the
for the foe to escq
ape

] M;w]mmw
[ oo O

750 Points
Unit Type: Superheasy vehicle
Unit Composition: Traitor's Bane

Armour

F s R

1413 12

Range S AP e

56~ 10 1 Primary Weapon L.
Massive Blast,
Ignores Cover

148" AR

5 Ordnance 1, Lage B

Hellhammer cannon

nkcdn:::‘ (slp poson) Autocannon
Smched f:ez\ )r‘;:m Demolisher cannon 2
P 0 2 (sponson) Heavy bolter 36 A

Lascannon w9 : 3

synched heavy flamer Template 6.

sex of fool would den

*What man!

y the Emperor's Wi




IMPERIAL GUARD
XERXES AIRBORNE

SurPORT WING i

——

to five Valkyne assault carriers that have been specially modified so that they can iy
ket pods. Their cargo bays are filled with additional ammunition for the rocket
high explosive fire.

A Xerxes Airborne Support Wing consists of three
S\, a fearsome barrage of missiles with their multiple
hich allosws the Vilkyries to ripple five therr rockets, swathing a huge area of ground with

35 Valkyrie Assault
Carriers

Fire of Xerxes: Two or more modcls in the formation can
combine thew muliple rocket pod atacks into a single at
wath the profile below each tm, All participating models

100 must be cquipped st
whillplerocketpods; T must be n range and have line of sight to the target
o
”r 44X 6 Heavy X,
Apocalyptic Barrages

Ripple Fire

Ripple Fire: X is cqual to the number of Valkyrics that ar€
participaung in the Fire of Xerxes shooting attack:
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Hiemies 385 Points
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B e Temy bolter Heavy 3
gldzrannon Hellstorm bomb = Bomb, Apocalyptic Blast.
Ignores Cover, One use only.
Lascannon 48" O Heavy 1 :
i Marauder 6 4 Bomb.
3 its two Marauder bomb bomb rack Apocalyptic Barrage 6,
w0 hellstorm bombs . One use only =
Bomb: The rules for bombing TS 21¢ found in the Warkammer
40,000 rulebook-
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Warnounp HuNnTING Pack
P e e e e A e

Kknown as hunting packs. Dozens of these packs will range ahead of a Titan Leg
1l by the standads of a Battle Titan, a pair of Warhounds are

Warhound Titans usually hunt in pairs that are
. One will distract the enemy with long range

scouting oul the enemy and tracking thewr movements. Although smal i
perfectly capable of dealing with most opponents that they may meet on the battlefiel
pinning them down while the second bounds forward. Once the second Warhound is in position, it will unleash @ hail of fire that
allow its pack brother to move forward in its turn. Bounding. i one after the other, the two Warhounds can,

outmanoewvre any foe, driving them from cover and catching them in a deadly crossfire.

)
e
s 2

i
titvmon

in this formation are within
12" of cach other, they both have the Shrouded special 1

Crossfire: I{a W.
unit that has already been targeted by the other Warhoun
this phase, then any ssful cove :
shooting attacks must be re-rolled,
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SPECIAL RULES:

Stasis Prisons I an cniemy nit is it by (0 oF more SGE8
Lomb attacks made by Dark Talons from this {ormazos,
e same turm, then the unit becomes trapped in a Stasis
rapped, it is reated as being out of play
actions whatsoever, neither
affected in any way. No other
of 2 model in a Stasis Prison

Prison. Whilst t

ﬁ 924 Ravenwing Dark Talons
H entirly - it cannot make any

1 Nephilim Jetighter
can it be shot at, charged of
v approach within 1"

s e} models ma
ORMATION RESTRICTIONS
None The number of phases the unit is trapped 1S determined
ol from e @ble 1 o and depends on the number of stasis
L he target unit. Once the Stsis Prsoi

cr of phases, it

bomb attacks thal
10 act as normal.

N has been in play for the apProl
% dissipates and the unit(s) wathin itare

OF STASIS PRISON S

priatc numb
free

“What is
e NO.OF BOMBS DURATION S
That we dic our work incomplete. ] 2 Unalthe begnning of the opponents nExt
Shoating phase ; :
What is the joy of life? ! i x.:l :,;:ig:mmg o i opponei
4 ol the beginning of your X4

Movement phase

dic knowing our task is done.




 DARK ANGELS _ :
THUNDERHEAD SQUADRON ¥
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> g andd ot withont good veason. T tnes of alb<onsuming
It s said that the Dark Ang;‘.l( mlf r/c-h;\ulv”::{u’:; ;/n:lx; ;:5‘\ :A i Z’x‘ ,:I_CZI;J’N'" of Land Speeder L MT’“", m[x/;’r’;u[;/‘xrlul;{ex ;ﬂrg ;;yl : /’l
R{Mﬂm”!gm”mmlmm‘?] o i that only the Ravenwing can provide, I/u'l)url;(hmml'.nl[linr i fhm" o
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fl"‘;:‘fl'l ‘,’,‘;‘,"b','fff,',';“,,;'L,;‘:f"},",,: stakes, the clotds they carry with them brealk to reveal their secret — destr y

en the erhea adron strikes,

SPECIAL RULES:
Scout, Shrouded.

The Thunderhead: Enemy models may not draw line
of sight over or beneath a Darkshroud model in the
Thunderhead Squadron, or betwee

models that are wathin 6" of each other, Note t

sight can sull be drawn to a Darkshroud model, but not
beyond it %
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y 1 Callidus Assassin

21 cutexus Assassin
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MATION RESTRICTIONS
None.
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SPECIAL RULES:
Best of the Be: The Assassins it
3 Wounds, and their synskin conl

special rule

& Murder Squad cach have
fers the Feel No Pain (54)

Black Frenzon: The Eversor's frenzon confers 2Db Xt
Attacks as @ charge bonus instead of 1D6.
as the

Exitus Relics: The Vindicare’s exitus weaponty I
Soul Blaze special 1l (this affects all of (hei® special
mmunition P

Neural Obliteratert The Callidus’ neurd! shredder is
strength
Speculum Majora: The Culexus’ animus speculum s ;
sirength 6









APPENDIX

‘The Pandorax campaign was a vast conflict, fought all across the surface of the planct Pythos and in the dark depths of

space in the Pandorax system itself. Providing

would take several

on all of the

dozen volumes at least; instead, this diverse overview concerns some of the most important formations that took part,

AN OVERVIEW OF CATACHAN JUNGLE
FIGHTER REGIMENTS AND THEIR
CO\lBATTECHNlOU'FS

s Catachans love our world. Ain't norwhere else [
Choase to e brought up. Catachan's got but one thing
Jforthe Ewmperor—us, Ain'tno minerals, can’tbuild a
htve world there. But you swant some real tough men
Jor your fighting, Catachan’s the place 1o go to. You
live on Catachan, you're a born survivor. Half the
kids die before they learn to walk Half of those ihat
scalk soon' seeten years. Butyou celebrate your tenth

birthday, you're gonn be a real man.”

Catachan is a planet so inimical to life that
every day there is a bale for survival. As the
miost infamous death world in the galaxy,
Catachan has a fearsome reputation, and its
inhabitants are the deadlicst breed of jungle
fighters serving the Emperor To do battle with
the warriors of Catachan is to fight the very

forces of nature itself

The hardy Catachan people are descendants
of the very first sewders who colonised the
planet generations ago. By necessity, they

4 tough breed well versed in survival amidst
planci-wide jungles that swarm with voracious
predators, flesh-cating  plants, - poisonous
insectsand virulent diseases Catachan has but
ane resource of value 1o the Imperium; their
superb regiments of Jungle Fighters, Once
recruited they are dispatched to war zones all
across the galaxy where deir skills in jungle
warfare are at a premium. Catachan warriors
readily accept the call 1o arms, in exch,

for their loyaliy, th
receive technologies and medicines that are

families and settlements
othicrwise impossible for them to obtain

Theleader ofal
Is always a respected figure amongst his men

achan company or regiment

He is often a renowned hunter or warrior, the
headman of the seulement from which the
companyweasreeruitedorperhapsthe patriarch
ofun extended family which hassentmanyof its
menfolk (o join the ranks of the Guard
Discipline is maintained through trust and
respect rather than by rank and Catachan
Jungle Fighters take pride in the fact that
their officers share with them evcry danger

and hardship

Catachan infantry squads make up. the
bulk of a jungle fighting force Lightly
equipped, they can move quickly through
thick vegetation but stll make use of heavy
weapons when the situation demands. The
squads that make up a Catachan Jungle
Fighter platoon are often more independent
than traditional regiments such as those of
the Cadian Shock Troops or Death Korps of
Krieg; each squad will move
opening fire av their sergeant’s command

make
behind

utonomously,

Jungle  Fighters  squads  often

long

enemy.

range  penctration  raids

lines, scouting out the terruin

and locating specific targets. Before the
ngage in battle, Jungle Fighter

patrols will sct up ambushes and lay booby

main forc
traps where they can do the most harm
In the jungle, even the slightest scratch
can prove to be fatal as necrotic bacteria
swarm in to putrefy it, and Catachan Jungle
Fighters take advantage of these harsh
conditions by rigging traps from the natural
materials covering the baulefield such as vines
and wree branches. They also use a varicty
of purposc-built devices to create “devil's
gardens’ - areas where the most innocuous
looking mound of leaves or tree root can

conceal a shredder mine or plasma charge

Most Catac

of veteran warriors exceptional even by the

regiments include squads
exacting standards of their birth world Within
the regiment, and beyond, these units are
called ‘Catachan Devils' in reference to their
famous kill-knives and the voracious predators
of their world. Formed from the bravest and
hardiest of the regiment’s warriors, veteran
Jungle Fighter squads take the fight directly to
the enemy. They bear the brunt of the bloady
combat which aften occurs when fighting in
the close confines of the jungle and so are
armed with demolition

heavily eharges

flamers, meltaguns and plasma weapons
Compared to most Imperial Guard forces
Catachan regiments have few dedicated heavy
weapans squads. The weapons” bulk and the
weight of the ammunition they require makes
them difficult (o transport across a wilderness

Nonetheless, the firepower of heavybolters and

crew stays far back among the enshrouding

trees. This makes them an  invaluabl

spread Catachan Veteran squads despite the
3

close terrain. Barrages of mortars are also

recruit their own snipers from amongst their
finest marksmen A Catachan sniper will take
up position hours, or even days, before a battle:
after finding the best spot in trees or aniong
roots, he will conceal himself fully before the
enemydrawsnear. Concentrated sniperfire can
throw enemy units into complete confusion:
while the themselves are almost
impossible to spot in the dense jungle canops:

The vehicles assigned to support Catachan
Jungle Fighter regiments are almost always
modificd by the canny guardsmen to better
emvironment.

suit fighting in a densc

Many bear equipment to cut through
undergrowth, and almost all are swathed
in camo ncuing embellished with choice
picces of lacal flora. Sentinels are particularly
popular among  Catachan  regiments for
their ability to traverse the most uneven
Roying
nels armed with

terrain alongside the infantry
hunterkiller groups of Sen
heavy flamers and sporting chainsaws are used

to obliterate knots of enemy resistance.

Ogryns are also used to provide heavy support:
Some Ogryns are native to Catachan, but where
they are
will ‘acquire’ squads of them, often without
informing  their  previous  communders.

ues of personal o
and determination as they do themselves,
the two groups get on famously well

=
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not, certain Camchan_reginents

ly, physical toughniess
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B el used o these Knives is unique
L panex Cauchan A well-honed Catachan
g il not Tust a0

dits edge will be keen cven
continuous UsC

Jives arc highly valued and
fer throughout the Tmperium. Many
i copies are sold by roaming rogue
Surthconlysure way to getan authentic
o tabe it from a Catachan. This is not

b b Catachans placea tremendous alue
i kaives. s said thata Catachan would

gte up his rght arm than his knife

b Catachan Jungle Fighter learns the
L of making knives from his parents and
Jour own knife is considered onc of

s of adultbood. While the basic design
lkse koives remain the same, there are
Neriations between diffcrent family

b and individuals, depending on the

up 1o twenty inches of steel, the
fihan Fang 15 the most common type of
dby the Catachan regiments. Equally
br cutting your way through jungle or &
dar, the Catachan Fang is renowned

i thousands of star systems
Kilfe s also used for seuling disputes
Catachans, Usually, one knife is
thie centre of a fighting pit and the
$ mist each steive to claim it. The
oncfighter dravsblood, though

,Q‘hcr_ typical designs, the
de of the Night Reaper is
‘Yiuﬁluauun and night

flecting from a blade can

en life and death.

soawound cansed

known 10 poison these knives using 0
po using one
manyvenoms. rinhos,
venomsnative o theirinhospitable pi

e anci
naking them even more sure ofa kil

Devic's Craw

Named after the fearsome predator of the
Catachan jungles, this is the largest of the
traditional knives of Catachan. Anywhere
between three and four fect long, the Devil's
Claw is closer to a sword than a knife. Itis used
mainly on the bautlefield in close quarters and
it has cven achieved a fearsome reputation
amongst Orks, who call it 'Da Cuttal

The blade itself is hollow and half filled with
mereury to give it greater swinging paser
The power swords wielded by the more senior
members of Catachan regiments are often
1dentical in design to the Devil's Claw

BATTLEFLEETS OF THE IMPERIUM
The human colonisation of the galaxy owes its
accomplishment totwo things ~the nightmarish
alternate realm of Warp space, and the ships
that darc travel through it. Warp space lies
alongside and around the material universe, a
dimension comprised solely of shifting encrgics
and formless consciousness. In the Warp thete
is 1o time, no distance, anlya constantly flowing,
siream of Immaterium. A starship cquipped
with Warp engines can break through the
barrier
Warps thus removing itself from the normal

cparating the real universe from the

flowoftime. Onlyby traversingthe Immateriuy

can the immense distances beween srs be
4 within a single lifetime, though €vet
cous, Aboard a ship

h of perceived tme

covere:

Warp travel is notinstanian:

in the Warp a single montb
55, yet in the material realnt 213

s may have clapscd:

n thatit is even

from a day o many y
vagarics of the Immaterium e
1d reach its e

posited that a craft cou!
an mean that

before its journey:
fleets and armies respondin
sy, turn up, months, years of &Y
100 late to help and this furthet adds © the
anarchy and confusion of conductif® hundreds
ol wars across the whole galasy:

g to calls for
decades.

e
1t is sometimes. difficult for those born :z‘:
the claustrophobie sky of planct 0 3PP s
the antiquity and dignity which s inbere’

Al 0ld spacecraft Mogt iypes;

old = open space,
o .

Sarships are

i the most hostile enyironme;
o ‘n‘ “:u« .:.r Plastics and metas n.::
e pﬂh\r“ de from. Space gifts them
ot me s s i
Gt Thus sarsbips lunched during e
\x‘:ki\:\\;l e are still in service in m: 4:‘“
M, most have, in their vast lifetimes,
moderniscd or reconstructed

umes. Barring a major

been refitted,
many
i cident o
destruction in baule, a ship is immortal lik
Breat city, its population and fabric existin
4 constant state of decay and renewal

THE IMPERIAL NAVY

Almost every ship in the Imperium fs part of the.

Imperial Fleet: the relative handful of vessels.

that are not belong mostly 16 a fes powerful
organisations such as the Adeptus Mechanicus,
Space Marine Chapters and the Inquisition.
a small number of honoured and ancient
merchant Tmperial  Guard,
regiments must rely upon the Imperial Fleet (o

transport them between war zones. This fleetis

familics. Even

divided into the civilian vessels of the Merchant
Fleetand the warships of the Imperial Navy
The Imperial Navy numbers many thousands
of ships, the majority of which are at least &
thousand years old. Some are as old as the,
Imperium itself, a full ten thousand years, &
very few claim a pre-mperial origin. 1 is not
surprising, therefore, that these eraft wary
tremendously in their appearance, even Where
they belong to the same general class or lype

To aid organisation, the Imperium is split inta
five Scgmentac Majoris, each of which has i
own merchantand naval fleet. The: flect stations.
for these vessels are on the Segmentum Fortress
in cach Segmentum - Mars or the Segmenti
Solar, Kar Duniash in the Ultuma Segmentut:
Bakka i the Segmentum Tempestis
Hydraphur in the Scgmentum Pacificus and.
CypraMundiinthe Segmentum Obscurus, The
" entum flcet commanders, the Lord High

Seg
& ful individuals.

Admirals, are immensely pover!

AN Imperial space is further broket downinto
most usually ‘cubes’ of §pace roughly

4 side, Each comprises

of subsectors centred on
densely populated sui CLSER {mportant

e o the meeting point of e ot
T een subvscetors and sectoré,

—are knawtt

3 far greater PXO
shat controlled. by H




For practical purposes, a sector's batlefleet
is the largest operational naval organisation;
under the command of its Lord Admiral,
Each bauleflcet is almost always divided into
a number of battlegroups at any given time.
These are not permanent organisations, but
are instead task forces, convoy escorts, patrol
flotillas and other fleets that have each been
assembled to perform a specific function or
series of tasks. A few battlegroups are almost
permancnt institutions, such as the famous
Ist Terran Bawlecruiser Armada, but most
arc gathered and then dispersed as necessity
dictates, though due to the scale of the
Imperium of Man, a temporary battlegroup

s

may serve together for several decades.
Depending on its size and role, a battlegroup

SACE MARINE FLEETS.

Much smaller than cruisers or

To further advance the deadly
of the Adeptus Astartes, Space Marine flects
are built for transport and planctary assault
rather than flectonfleet warfare. Only the
smallest of vessels act exclusively as gunships,
with the larger Baule Barges and Strike
Gruisers remaining predominanty aids to

any fleet. They usually operate in 4
of three to five vessels. Escorts are fast, I
armed and capable of running rings aro
heavier ships, which they accompany:
protect them against torpedo attacks ap

fight off enemy escorts. They are also used |

Unlike the vesselsof the Imperial Navy, a Space.
Marine ship hasa relatively small crew A Space
Marine is far too valuable to waste in manning.
a gun or watching a surveyor screen, and so
only the officers aboard a vessel are likely to be

aidin

Stip CLassts

The ships of the Imperial fleet are split int

number of classes. All ships in the same class

arc more o less identical in design, though.
L

Space Marines, as well as the few
who ovcrsee the engines and perform other

- may by an
o ship's captain, a fleet admiral or admiral, or

5 sometimes even the Lord Admiral himself.

TMPERIAL NAVY BATTLEFLEETS
-4 Each Tmperial Navy batlefleet normally
5 consists of between 50 and 75 warships of
varying size, although those of some sectors
- exceed this considerably, according o the
g importance of the sector and the number of
e enemics it must contend with As well as these

3 destroyers, frigates, cruisers and batdleships, a
battlefleet also has access to countless smaller
sessels such as transports, shuttles, messenger
eraftand long-range patrol craft. In addition
to interstellar vessels, a sector will also be
p
Y

rotected by numerous ships incapable of

arp travel, such as system patrol ships and
defence monitors. These are backed up by
stationary defences - space stations, orbital
defence platforms, ground-based defence

lasers and missile silos and orbital mines.

This may scem likea a ada, and

any ha or
result of damage suffered in batle.

Smce BARCE:

toservitors; halfh b

wired into the vessel's weapons, engines an
tus

communications appara

Swp Tyres

The ships of the Imperium are without
exception vastvessels. Even the smallest Warp-
capablestarshipishundredsof meterslongand
has thousands of crew, while the largest are
kilometers long and have crews numbcring in
the tens of thousands. The bows and hulls of
these immense craftare studded with arrays of

weapons, and the

< capable of devastating,
entire plancts from orbit if need be. The ships
that make up the Imperial fleet can be split
into three broad categorics

Batleships (including the Baule Barges

found in Space Marine fleets) arc the largest

fighting ships in space. They can absorb a

tremendous amount of damage and mount

weapons batteries capable of laying waste to
Kl

cven half a dozen ships of the line possess
firepower on a planetary scale, but the arca
2 «cach flect is required to cover is huge and the

they are comparatively slow and ponderous to
manocuste, 5o they need support from other

vessels (o bring the enemy 10 batle The

difficult tasks. An average scctor, perhaps in

oneof thewestern spiralarms where Humanity
is most dense, can contain tens of thousands
of stars and cover an area of 8,000,000 cubic
light years. Within this vast wilderness, only
a small fraction of systems have planets and
2 small proportion of these will be inhabited,
or indeed inhabitable. Howeve
of a battlefleet must constantly scour this

the ships

boundless area for enemics; protecting

merchant shipping from pirates and alicn

auacks, transporting and escorting Imperial
Guard armies, giving orbital support for
planctary invasiar
exploration fleets and routine patrols

ot W mention providing

ander of a sizable flect will often lead

from the helm of a batdleship, for cach of these
behemoths sports more fircposer (and thus

presents a greater threat to the enemy) th

n
any other ship under his command,

The versatile cruisers are the workhorses of
any fleet. They are manocwvrable, well-armed
ships, about half the size of a baleship, and
capable of operating away from a base for
extended periods. This means that cruisers
are used for extended patrols, blockades and
raiding decp into enemy held space. In a major
baule, cruisers screen the approach of the

fleet cscorts,

of Battle Barges. They are exceedingly bruta
vessels, with only one purpose behind their
design. As might be expected, a Batdle Barge

trrets and torpedo tubes. A considerable
amount of hull space is given over (o launch
bays for intra-system craft and drop pods;
most of these capital ships have a cavernous
maw at their bows, from which Thunderhawk
Gunships and other such craft can attack. All-
twld, Batle Barges can deploy up to three
companies simultancously. These vessels are
extremely heavily armourcd and well shielded;
50 that they can breach planetary defences
without harm coming to their cargo, Naturally,

the Batle Barge makesa frightening opponent
inany sitwation where boarding is involved:

IvpeniaL Navy DicTaton Crass Cauisers
Dictator class cruiscrs are built around Lunar.
class hulls, with the lance decks entirely
replaced with launch bays for attack eraft
This stop-gap measure was envisaged as a.
simple method of delivering large numbers of
atmospheric craft, like Thunderbolt fighters

and Marauder bombers, tolow osbit, to support

&

ground-based operations. However, successive:
upgrades to the Dictator's communications

anddetection systems expandedits capabilities

for launching long-range strikes against ships

in deep space. These attack eraft carriers

deep space fighters and Starhawk bombers,
and operated either as support vessels for

ighout the Sector A single Dictator with
ahandful of escort craft proved an exceedingly

Tine once battle begins

ble

Al




M“_N
e,

munCu&\‘ch.«ns
ord class frigate has ably
e 1 Nawy for thousands of
" the vessel's design and
and tested in
s The Sword's laser-
d substant
dy level of 88.2%

B nsbauerics 3! Lturret

e cxceptional 1€
[ esarcsmplesturdy L

drises?
 ather shipsand can be scr iced
onother

copicd

s yith minimal ing A dlassic
i in cvery respech 4 bauleships
o a1 Jeast 3 PAIF of the reliable

o puard their backs against enemy

L andatackenaft

SPACEMARINE BATTLEFLEETS

s sorn of e Hers, e Jorces of the
il descend upon the False Emperor’s
i stars will emble ot their passoge,
srmadas of the Warmaster will bring
(o hundred worlds. Greal shall be the
o plasing shallbe the flo ofblood...*
when the Emperor of Mankind
Aarine Legions across the stars

bat wa3s 0 become known as the Gre
e, Brimarchs captained his armics.
imasch commanded not only a Legion
Marinesbutalsovast flects of warships
erable armics of Guardsmen. The
i mighta the disposal of each of them
sense. Then came the Horus Heresy,
iy half the Primarchs rebelled against
etor. The history of the Heresy is well-
adarkand terrible time in which
Saloost destroyed the Imperium. In
fith, it was clear to the High Lords
iich power had been at the disposal
Primarchs, and major reforms

the Space Marine Legions,

eated Traitor Legions were
i these Imperial reforms. When
Dlethe Codex Astarics,effctively
Temaining loyal Legions down

i ghpun the Black Legion, the
{65 aud all wheir fellow rencgades
B empircs in the Eye of Terror

M6 forces ey had salvaged from
€rra To this day, many of the
Space Marines control
ps. The Traitor Legions
0 build specialist Baule
e5s, for the craft they
day of the Heresy
athulls modificd,

Towever, Traitor T o
However, Traitor Marines are rare figy
Ao are figures of
darklegend even within the Eye of Tery

o : error and
a great many of the Chaos fleets thag ;

the Imperium are led by ren Ligld

with nota Traitor Marine in sight. The deg,
of fealty these rogue captains extend \.:.Tm
Chaos Marine masters is variable ((r\\l‘cl"
some pirate fleets that ostensibly serye (‘l\:l:;
have probably never seen a Chaos Space
Marine, though this does not stop their ,|;|p~

and crews drawing the eye of the Dark Gods

Caos DEsPOILER CLass BATTLESHIP
The Despoiler class battleships were developed
part of the Garcox Prerogative in the mid-
h millennium. A belief in the strength of
attack craft as the ultimate weapons in space
warfare pervaded the Baulefleet Tempestus
and plans were made for fifteen Despoiler
class battleships. However, as history shows,
the true battleship was not outmoded by the
ping-up of attack craft use in fl 1
engage

ents, and the program was ended
after the construction of just three vessels. The
Despoilers originally saw little combat, being
used on long-range patrols through largely
uncontested systems. Roughly o hundred
and fifty years after being laid down, the
Merciless Death wentmissing whilst on extended
tour through the Amerikon Scctor. Thirty
years later, it reappeared during the Banardy
Conflict, surprising and destroying 4 consoy
of sixteen unprotected Imperial transports
en route to Banardi Prime. The ship was then
involved in numcrous engagements, each
progressively nearer to the Eye of Terror until
it disappeared again in carly M30, Soon aftct
its second disappearance, the other twe
Despoilers in the Imperial Fleet were also
reported absent, after firing on defenceless
friendly vessels and then escaping into the
Warp. With the advent of the Gothic war,
Famours of the Mercilsss Deatls explolts and

sightings of ts sister ships began afresh

Ciiaos RepULSIVE CLass GRAND CRUISER
The grand cruiser was a precunot to the
battlecruisers which are now mere Pre
Imperial flects. Almost rivalling
hstand damage
iser

valent

in most
pattleships in its ability 0 Wit

andlaydown a barTage offire, thegrand et
en the means for

design fell out of favour Wi '
tunflmnlmg sufficiently powerful cngmz:
were lost (those €ngines ntly
were incapable of auAining
speed for craft of this scale) A o 2EEC
grand cruisers can sull be faund n serice 1)
the reserve flects of the Segmen ™ (?h i
and Segmentum Pacificus; DUt as awhol

Class is largely obsOICtE.

A few ancient

ey

Of the

tweenty-fiye
1o I Jaen

and cr
b isers. beli

© abandaned the Emperoy 5 st
nception in the 34, e

b millennium,
dozen have yet (o be recy :
Of those still alay

roughly
Prurcd or destroyed
S RE: the Foe- Reaperis the o,

Bl vingbeensightedinmore thanase o
major fleet engagementsin the twentygr g
5 €r corruption by the Dar
Powers. Most infamously, it was the rr.:nx,h .
whi :

x ;h destroyed the Adeptus Mmm:.
acility on AFR7 :

i) on AFRTA, Killing fifty thousand
Adepts and Skitanii within a few heartbeats
firing a salvo of specially modificd mrptllm-i
which shattered the eco-shicld. proteeting
the inhabitants from  the

methanitrous
atmosphere of that satellite.

Cr140s SLaucHTER Ciass Cauiser

The Slaughter class crusser utilises a scartix!
engine coil, that prosides die ship with 3
thrust considerably more powerful than any
other vessel's. When the Dutfil, & Slaughter
class cruiser laid down in 126M34, turned
rencgade and bombarded the Sethelan forge
world, the design for the priceless: scartix
coil was destroyed, seiting ack the
and producuon of ne il sessels
& had the
comstruction of
cr class The Dutiful

was re-named the Soulless by Atmiral Dorez

considerably. Some think the At

sole purpose of preventicg ik

for this despicable deed and yas mereilessiy
hunted cross Imperial space for thenextseyen
millennia, Tt was finally destroyed during the

Orar Raid, whenisplasmadriveswerewreeked &

by the Imperious, a Mars class baiilecruiser

CiAos IpoLaToR Cuass RADER 2
The Idolatar class raider is something of a1
enigna. Litle is knawn of the whereabouts

{ts construction; though i is rumoured the}
are builton the excommunicated forge world
*f Xana Il near the Eye of Toreor, [dciion

incorporate: gytems and features
which are of obyioudy of nomhuman OBETL
probably bought of stolen from other SpACE™
faring races, such &
Fratal raiders. These esc
remarkable gunnery at !
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In'959:M41, Abaddon the Despoilerled/aChaos
fleet to invade the Imperial planet Pythos in the Pandorax
star system. Within days the huge Chaos Space Marinearmy
at his command had'overrun the planetand opened'allong-
forgotten Warp portal that unleashed a horde of Dacmons

upon the world: Scattered Imperial strongholds desperatel

THE A detailed history of.
Abaddon’s Invaslon of Pandorax that, describes.the.

| course of the campaign, its battles, and the combatants.

RESCUE THE REVENGE: A magnificent battle report:
foughton an Imperial spacestiip and.in the depths of.
space, presenting a famous battle from the campaign.

resisted Abaddon's attacks, while in the dark/depths of
space an Imperial battlefleet rushed to help the embattled:
survivors. The ensuing campaign was one/of the most hard-
fought in recentImperial history, involving massivespace
battles, desperate planetary invasions, brutal sicges,and huge
battles fought in vast underground caverns.

Stunning, of the
Citade! miniatures featured injthe campaign.,

RULES|OF ENGAGEMENT; Newrules, Strategic Assets
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and the Great Brass Scorpion of Khorne.
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