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lof| Across the galaxy, unfathomable alicns wage wars of conquest against Humanity.
xenos fights xenos, pitching their war machines and biological horrors against on

any such conflicts have become pivotal events in the
@' history of the 415t Millennium, Each leaves a scar upon
 the racial psyches of those involved. The Octarian War,
" the Doom of Iyanden, the War in Heaven —all these and
" more have entered into legend, and some of the resultant
enmities still rage 10 this day. Since the coming of the
Tyranid race, a galactc super-predator that feeds on every
' Imng thing, these campaigns have become ever more

. This book describes the Valedor war zone, It centres around
I the fate of Diricl, jewel of the Valedor System, an Eldar
[ paradise planct that was colonised by the ambitious humans
of the Imperium. Yet the actions of an Eldar crafuyorld half
‘a galaxy away set in motion terrible consequences that scc
Dariel caught in the jaws of not one but two Tyranid hive
fleets The Eldar of Iyanden and Bicl-Tan join forces for
‘4 counterinvasion, fighting not to reclaim their ill-fated
* paradise yorld, but to prevent the two Tyranid flects from
combining their forces, regardless of the cost

APOCALYPSE WAR ZONES
- Each Apocalypse war zone is a self-contained supplement
10 the Apocalypse rules, based on a famous campaign from

R,
‘There are many battlefronts, though, where
¢ another in bloody battle.

starts off with a detailed history that describes tie campaign,
the famous battles that were part of it, and the combatants
that waged war within it. This scction is followed by special
rules, strategic asscts, scenarios and Apocalypse Formations,
all of which are based on the history and background for
that military campaign. You can usc all of these things when
you fight an Apocalypsc game set in that war zone, though
the game organiser will need to use a bit of common sense if
he wishes to adapt them for usc in battles set anywhere else.

The only exception o this are the new Apocalypse
Formations that you will find in cach war zone They can be
used for battles sct in the war zone, but can also be used in
Apocalypse batlles set elsewhere without adjustment. After
all, many of the new formations represent military units
and organisations that have fought all over the Warhammer
10,000 galaxy, cven if they are most famous for the impact
they had in a specific campaigg

Last, but not least, cach Apocalypse war zonc includes

a gatefold that unfolds to reveal a ‘batdle report’ of an
Apocalypsc game. The batdle shown in this book was set
upon Diriel m the Valedor System, and played out in the
Games Workshop Design Studio using several collections
that we mustered. We hope that these batdles will serve as
examples of what can be achieved with time and effort,
and as an inspiration for games of Apocalypse you will take
partin yoursclves
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The battle for the Valedor System culminate: I
invaded by Mankind, brought to ruin by the Tyranids,

THE GREAT DEVOURER STRIKES

Since the brutal intrusion of the hive fleets across the
Eastern Fringe, even the proudest Eldar mind has quailed
at the Tyramd threat. So great is the menace of the mvaders
from beyond the void that the prophets of the Eldar race
cried tears of blaod at their coming.

The Autarchs and Farscers of the craftworlds know well
that the tactic of evasion is of little use against an enemy
capable of assailing such great swathes of space. Waiting for
the invaders to expend themselves is not a viable solution
either: The Tau Empire is but a single shicld agamst a tide
and, to the incredulity of the Eldar, the Imperium of Man
is making matters worse by feeding the ravenous hive fleets
entire generations of warriors in a ham-fisted atempt to
stop their advance

Tue VIOLENT DEATH
OF VALEDOR

A PLANET TORN ASUNDER

s upon Valedor itself known to the Eldar as Diriel ~ a oncebeautiful plaeg
and pushed over the brink of destruction by the Eldar themselves, "

-

The seers and scholars of the Eldar craftworids had fong s
suspected that the Tyranid race grew stronger ith

world it conquered, primarily due to the garganiuan
ships at the heart of cach hive fleet. These monstrosi
render down the harvested matter of their victims,
combining it with the liquefied corpses of those
lalled in the atack and subsequently reclaimed. Each
race the Tyranids encounter is killed, consumed, boi
down to biological gruel, and used to create ever more’

lution that the Eldar sought
aledor System, for should the hive flee

Tt was this accelerated e
w0 stop in the




‘War ZONE: VALEDOR

G
B

THE VALEDOR SYSTEM

999.M41

THE VALEDOR SYSTEM, 999.M41

'VALEDAN (PRIMOVITAE-CLASS STELLAR BODY)

Valedan is a relatively stable star, and (s light and warmth
allow complex ecosystems to flounsh on several of its orbiting
planets. 1 s theorssed by Imperial Cosmologicos that only
stable, life-giving stars such as Valedan aftract the attention of
Tyrariad hive fleets, to whom a planetary system that allows the
proliferation of biomass is the most vital of all resources

DAEA (DEATH WORLD)

The death world of Daca bursts into flame every time s elliptical
orbil draws 1t close to Valedan. Oddly, ths did not stop the
advance of Hive Fleet Leviathan apjroaching the planet in

999 M41, presumably secking the genetic secrets of hyper-durable
Ufe forms with which 1o bolster their own weapon-beasts.

MEGUS (MINING WORLD)
Until the latter part of 999.M41, the mining planet of Megus
was a thriving subsidiary to Valedor, The rich veins of
adamantium that ran through its crust meant that s mining.
seltlements numbered in the thousands, and its planetary defence
Jorce was amengst the strongest in the sector. The planet was
nuaded and effectively destrayed within six days by the seething
wrath of Hive Fleet Leviathan, despite a spirited orbital defence
e guard-vessels that escorted its rich bounty to Valedor,
and the courageous but ultimately hopeless ¢fforts of the Imperial
Guard regiments statuoned there.

| NUEN
(Perdiss)

S S SN :
R et e )

VALEDOR (CIVILISED WORLD)

Known to the Eldar as Diriel, Valedor was planetscaped along
with the vest of the system 1 the msts of prehistory. It was
intended as a safe haven for the ancient Eldar when their empire
rose again. However, the armval of Iuperial settlers in 311 M39
saw the planet brought into compliance with Iuperial tithe bands
within a decade. By the end of 321.M39, it was reclassified from
Viridian-class Mundus Novum to full crvilised world status

The planet’s thriving fortunes were to come to an abrupt end in
999.M-A1 when the Warp breach Vortex of Despair flared back
anto life, spitting out what appeared to be a translocated splinter
of Hive Fleet Kraken

ECTOR (HIVE WORLD)

The hive world of Ector was the first Imperial world to bear the
brunt of the questing tendnls of Hive Fleet Kraken. The planet’s
ice caps were nvaded fist, for they harboured a great deal of
biomass i the form of large and aggressive polar fauna, Ector
was a yecating grownd for the Crimson Castellans Chapter,
and housed a garrison of twenty Space Marines at the time of the
invasion. The Space Marines coordinated the defence of Ector’s
prncipal hive cities with such efficiency that it held out a full
three months before the Tyrantd swarms gverran them.

NUEN (PERDITAS)
Nuen 15 tainted by the Warp nift that interrupts its orbit. 1t has
been declared Perditas ever sice the Daemonstorms of 442.M35,




THE WARHOSTS
OF DURIEL

The craftworlds of Biel-Tan
and Iyanden, two of the
mightiest of their kind, joined
Jorces to cull the Tyranids
that infested Dimel. It was
the Swordwind of Biel-Tan
that first took the fight to
Ditnel’s surface, though the
ghost warnors of Iyanden
were olal in the latter
stages of the war

olutionary lcaps made by
s known as Norn Queens
adaptat

heir prey's

The rapid
the wornb-bed
ensure the Tyranid swarms
shocking speed to overcome t
advantages. With each
¢ gained, and with each

technological
picce of knowledg
grotesque adaption, the hive flect ncreascs
the lethality of its warriors in preparation

for the next wave of assaults

To the Eldar, the Tyranids represent an
aspect of their mythological Dragon-
concept — mindless destruction made
manifest and sct loose upon the stars
The Eldar know in their hearts that they
must take up the challenge and fight
the monster laying waste to their ancient
domanns, for only they have wisdom
enough 1o defeat it. Yet they fear o do
so. for their numbers are few, and the
Tyranids are many - functionally infinite,
if the Farseers arc to be believed

One such visionary was Tacc Silvereye
of Iyanden, a gifted but cceentric seer
whose prophecics of invasion were
proved unerringly accurate during the
Fall of Iyanden. Perhaps, had his peers
listened to him, they would have avoided
disaster. Perhaps the crafoworld’s near-

demise was inevitable, Eithes sy g
ragic ate of anden ad o gy
Kknown throughout the ruins of e g
civilisation, a cautionary tale aggineg
underestimating the Tyranid age

A single tendril of Hive Fleet Kraken
detected, hunted down and slaughiereq
the greater part of Craftworld Tyanden,
populace before being repelled at gregy
cost. In the process, the oncesbrang
worldship was reduced (o skeletal i o
its people were forced to vake their dea
and plunge them back ino the fires gf g
so the living could Fopé to survive

SORROW AND BANISHMENT
A Tyranid hive fleet is of an unimaginah
scale; escaping its grasp is no casy feat.

the most nsidious of their kind.

Unlike the sledgehammer assault of Hive !
Flect Behemoth, Kraken atiacked i
series of questing, space-faring ‘tendrils'
cach comprised of hundreds of bio-ships=
that probed the defences of the hise

foes before driving home its attack a

their weakest point




~ Justasall seemed lost for the beleaguered
craftworld of Iyanden, the tendril

* canstricting it had been defeated by the
remum of Prince Yriel's corsair flect. The
- pyrthic victory of the Eldar, in conjunction
ith the actions of the Imperial forces
upon Ichar IV, shattered the main tendrils
of Hive Fleet Kraken and reduced the
ulk of the hive flcet 1o litde more than
‘a painful memory. However, the smaller
tendnils that yet floated in the void were

" uill enough to deal the deathblow, should
they bring Iyanden to batdle once morc

In the process of extricating themselves
from the devastation of the Eastern
Fringe, the scers of Iyanden harnessed
the psychic backlash of their craftworld's
near extinction. In a long and dangerous
meditation ritual, they magnified these
‘negative energies unul they resonated

* through Ivanden’s infinity circuit - the
psychic mawrix that forms the skeleton of

ach utanic worldship.

single point in time and
space. The emouonal energy pouring out
‘of the mourning craftworld was so intense
that it collapsed the veil between realspace

and the Immaterium, boring a hole in
reality and leaving a temporary Warp storm
in the craftworld’s wake

Several of the smaller tendrils questing
towards the escaping worldship recoiled
from the gnawing lesion it left behind,
flecing in dsarray from the hellish portal
The tendril of Hive Fleet Kraken that w
nearest o Iyanden, however, was not fast
enough (o escape. Writhing like a living
thing, it was drawn into the sa of unreality
beyond the vortex

The grieving Eldar cared little about

what became of the splinter fleet they

had banished into the Warp, Immediate
survival was their first and only priority

For many, it was felt that sending the
remainder of the hive flect into a Dacmon-
infested hell realm had a macabre
clegance. Though the act of opening such
alarge and potentially permancnt wound
in reality was strictly forbidden, the tactic
had made Iyanden’s escape a certainty

Tt was an act that would come back to
haunt them; the tides of the Warp are
fickle, and the gods that dwell within the
Immaterium revel in cruelty

THE DARK KIN
Heavily outnumbered by the
hsve flects, the Eldar had
no choice but to seck the aid
of their infernal cousins.

Asdru

el Vect hamself

sanctioned the presence of
the Kabal of the Black Heart

upon Diriel, acco

nied

by therr foremost allies — the
united

Wych Cult of Sir
under Lelith Hespe




The Shrine of the Patient
Blade, famous upon Iyanden
and Biel-Tan alike for therr
excellent tracking shills,
methodically hunted down
the Lictors of Hive Fleet
Kraken in order to stop the
beasts from retuning to the
bio-ships with knowledge of
the Eldar warhost's presence

o D e ]
‘WARRIORS OF LEGEND

A Gemint squadron of Revenant Titans

DEBTS AND CONSEQUE?NC‘ES
The awful scale of the hive fleets” threat
had been made clear. The coming of

{he Tyranids would almost certainly sce
torn open and the Eldar race

the galaxy :
;e 1 further toward exunction =a

dwindle €
fate that could not be borne
Several years after the events that had
brought Craftworld Iyanden to its knees,
the seer Taec Silvereye predicted a far-

off war whose ultimate consequences
would finish Iyanden once and for all

His prophetic abilities had been proven
beyond all doubt during the invasion of
Iyanden, and so the Farseer's cryptic words
were relayed with all haste to the high
council of the craftworld

Led by the beautiful Spiritseer Iyanna
Arienal, the seers of Iyanden cast their
runes and sent their minds along the
skeins of fate. Together, the seers had the
strength to penetrate the lingering psychic
shadan cast by the Tyranids to mnvestigate
Silvereye's prophecy firsthand. What they
saw in the skeins of fate drove them to the
edge of panic

s amongst the vanguard of Craftworld

Isanden. The Ghttering Scram, armed with tin sonic lances, and the Sound
of Sunlight, sporting deadly accurate pulsars, took @ heavy toll on the synapse
arratures of Hive Fleet Kraken, therr twin pilots grimly comparing death tolls with

every iew engagement,

Sonic Lance

Pulsar

At the climax of the Diriel war effort, the o e
towering Phantom Titan, the Curse of Yri
the massed Tervigons commandung the horde

w0 Revenants fought alongside o
el Jtwas this gant of batile that siew
“Jrom atop the Autric Plateqy,

I
‘The Tyranid hive fleet that had cay
Iyanden in its grasp still bore the payel i
spoor of the Eldar minds it had tasteq
during the Battle of Iyanden, Its cregy
carried a faint but traceable stain of ar
a thin patina of soulstuff that only e
most gifted Eldar psykers in the galagy
could detect. The Spiritseers of Ianden
excelled above all others in matters beygn
the veil, and their Farseer colleagues
guided their journeys across the void yily
expert precision. In this way, the hive
fleet's passage could be followed across
trackless wastes of deep space. K

As the hunting-ritual reached complel
cach of the Spiritseers cried out in sh
The splinter flcet that had been swall
by the Warp storm had not been destra
as they had hoped, nor trapped amon
immaterial doldrums, but instead vomi
out of the lesion in realspace known as.
Vortex of Despair. It was heading towar
world already infested by Tyranids - tho
of Hive Fleet Leviathan, 7y

The newest of the hive fleets to have
penetrated the galaxy, Leviathan had
glutted itself on the biomass of hundi
of Imperial worlds before plunging
into the Ork empire of Octarius. The
Imperium of Man had bought itself tme
by evacuating or destroying those world
in Leviathan’s path and diverting the b
fleet into Orkoid space, but in the pro

1t had acceded its inability to halt the hi
flcet's inexorable advance. The Eldar
would shoulder this burden alone.

ADEADLY CONVERGENCE
The assimilation of two major hive fle
could be disastrous, for the Tyranids'
evolutionary process would run riot
producing ever-deadlier strains of warti
construct with the biological bounty they
reaped. Should the armies of Kraken
and Leviathan be reclaimed by the su
bio-ships, those Tyranids that had &St
the genius of Iyanden and those grov
strong on the tough genetic stock of O
would combine into a new breed of DS
predator. Within the veiny wombs o the
brood-ships, an arra i £
and fiercely intelligent beasts woul

Tyranids that would spread a
10 overwhelm the resistance of.
and Ork alike.




E DESCENT OF DORIEL
opin the galactc south, the world of
iriel glowed golden in the firmament. A
heat and balmy
ons, 1t orbited at the ideal distance
om its sun for sentient colonisation. The
ys had a favoured existence

' merely through chance, for that ancient
ace had long ago planctscaped whole
worlds to their whims.

 prophecy pointed to Diriel’s recent
‘conquest by the Tyranid voidspawn. The
 planet’s name meant ‘lambent fire' in the
‘Eldar tongue, and the Spiritscer claimed
~ that the prophecy’s references to a dying
_ flame meant that lambent fire was about to

b snuffed out.
| The Seer Council was assembled and the
runes of seeing were cast. As the Eldar
* scned the paths of the future, they were
 appalled by Dariel’s fate. Since its days as
radiant gemstone i the crown of the
dar empire, the runes implied that the
ce-glorious world had not only been
conquered by Mankind but also brought to
the brink of nun by the Tyranids.

' the psychic shock wave of their empire
*selfdestruction. All that was left were the
‘cadavers of those whose souls had been
taken by Slaanesh, soulless husks which
eventually rotted and crumbled to dust

The Eldar were greatly unnerved by the fact
that Diriel’s moon, Ulansel, turned the
colour of blood as they entered the system —
thé vid moon has been a portent of disaster
Jor the Eldar since the death of Eldanesh
many millennia ago,

However, the works of the Eldar are builc
1o endure the passage of time. When

the crude warships of the Imperium's
settler fleets made planctfall, the Eldar's
architecture, art, and landworks endured.

The Imperium slowly settled the
abandoned world with its own people,
and sct about the systematic destruction
of every single thing the Eldar had
made. After a decade of hard labour
and controlled detonations, the lands of
the world were carpeted by ivory-hued
dust puncwated by fistsized chunks of
psychoplastic and spars of wraithbone.

The Imperium rebuilt Diricl with grinding
predictability, covering the once-golden
meadows with thick black ferrocrete and
erecting cathedrals and hab-blocks in
which the constant influx of seulers could
live and worship their Emperor: Over the
years, Diricl was changed completely
Millennia of abuse saw the planct's forests
wither away to twisted, petrified stumps.
Its warm oceans dried up entircly as

the populace d more
geothermic power from the planet’s core
War, discase and sirife raged back and
forth across the planct as the Imperium
beat its destiny into the world

axed more 2

Yet the yoke of Mankind was a kind fate in
comparison to the coming of the Tyranids,
The warnor-swarms of Leviathan overcame
the Imperial defences in a scries of bloody
victories that took less than a week. Then
the feeding process began in camest, but
still the planet’s woes were not over. Even
as Leviathan ramed billions of voracious
feeder-organisms onto the planct’s surface,
the sphinter fleet of Hive Flect Kraken
drifted towards Diricl to join the feast

“The voidspawn shall be cast
into the Abyss,
To a dying flame shall the hungry
oncs be drawn,
There to meld with their kin,
There to quicken the Great Change.

- The PROPHECY OF THE
Rep DEATH

The Ascendant Echo shrine
took to anointing themseloes
with alsen ichor in the

carly stages of the Diiriel
campaign, daubing the rune
of the Howling Banshee on
their bune-colowred armour
in the hope of attracting the
favour of Khaine.

o

Atuinnthralann, Exarch of
the Strangling Vail shrine,
came to prommence during.
the battle for Iyanden, where
e used hts wanp jump
generator to leap vertically
into the path of a Harpy:
Locking his powerblades
into the beast's carapace,

he reduced the crature’s
head o a fine ved mist before
teleporting away once o,




THE MYSTIC'S EYE
The ancient Farseer, Taec
Stlvereye, gutded his
craftworld’s presence on
Diriel. Though he lost his
nght oy to a Genestealer’s
claw i the invasion of
Tyanden, the elderly seer’s
third e’ ~ that which 1s
saud 10 see the wnsceable -
wwas second only 1o that of
frad Ulthran himself

VOICES IN THE YOID
The runic divinations of Iyande
jmplicd that the splinter flect had becn
cast ont of its strange odyssey in the
Warp - deliberately cjected, if the runes
apoke true - and had poured forth from
the Vortex of Despair to head straight for
Dariel. Even if Iyanden’s armies risked
the shattered tnnels of the webway

en masse, the chances of them making
planctfall in time 1o stop the Tyranid hive

1's Farscers

flcets merging were dangerously small
Only Craftworld Bicl-Tan, gliding through
the galactic south on its own unfinished
business, had any hope of reaching the war
zone before the hive fleets mingled

Wasting no time, the Seer Council of
Iyanden sent a psychic plea for the
intervention of their cousins on Biel-Tan
Concerned that this was not their fight to
win, Bicl-Tan's war council were divided

as to whether they should unleash the
Sworduind, until Iyanna Arienal sent them
a message consistng of single word she
knew would resonate within their warrior
hearts - extermination

THE SWORDWIND STRIKES
Within the space of a few hours,
Crafiworld BickTan was drifting
purposcfully towards Diriel. To make
their final approach dircctly through
realspace, and hence stray into the path of

o e o pumesan
THE FORMS OF THE BEAST

When Tyranids invade a world, the cieatures the hive shaps release upon it range
¢ from trllion-stiong clods of spores to loaming giants the stze of hab-blocks

ihe converging hive flects, would he
folly - Bicl-Tan would likely suffer e,
fate as Iyanden. Instead, the Swor
warhosts made careful

widest passagewa

to the Tyranichinfested plant.

the ancient webway portals that glittered
atop Diriel’s highest mountains, The
Tyranids in the valleys below were eng
unaware of the skimmers taking pos
in the spore-choked clouds above,
component parts of the Swordwind.
carcfully mamtained arrowhead fo
at the heart of each cloudbank, and
wings of Crimson Hunters swooped p
the Falcons and Wave Scrpents as they
took up prearranged positions. Before
the sun had set, an ivisible army of
Eldar had gathered in the skies. By

xt morning, they had spread ou
the planet, located the Tyranids of
Kraken swarms that were to be their
and reconvened above them, all with
leaving the cover of the clouds. By the
the sun rose, the Eldar were in posi
strike from a muster point high above
mountain known as the Godpeak. Ben
them, a crimson sea of Tyranid chitin
stretched across the valley and beyond:
great swathe of Tyranids from the Krikes
splinter fleet swept across the plams,
bounding towards the dista sof

Fleet Leviathan with the mtentof =
ing as much biomass as possibl
| Tyranids included.

The eaterbeasts of Leviathan were
oblivious to the approach of Kraken's
armies. They were preoccupied with
devouring the biomass of Dariel’s nis
forests and, once their gullets were full
hurling themselves into the steamingp
of acid that dotted the planet’s ravaged =
landscape. Though they knew it not
swarms were about to combine.
Should the Tyranids of the Kraken sp
fleet join the feast, and should their
be merged together in the ad
digestion pools, all the bio-ships would:
have to do 1o reap the hounty of bol
absorb the bubbling, acidic gru
capillary towers sprouting from
There was no tme to waste — in 0
keep the two Tyranid swarms sej
armies of the Eldar had o strik




Lof the skies came the Swordwind,
wes of grav-craft bursting from the clouds
ulsars and scatter lasers spat bolts of
tehot death into the massed Tyranids
 shuriken catapulis and cannons

great furrows across the vanguard of the
inter flcet swarm, clawing up Tyranids
e carth alike. The fury of the

udden assault forced the Tyranids o scck
Ser amongst the twsted vegeiation. As
¢ beasts milled in confusion,

rightly-coloured Aspect
 debarked onto the plateaus that dotted

he Valley of the Gods, assessing their prey

fore falling upon the xenos below.

an had

ch Aloec Sunspear of Bic
i qng studied the Tyranids, and he knew
 well that the swarm's cohesion could be
bioken by the destruction of a few choice
15 As Sunspear calmly relayed his

ds, Dark Reapers. strode 1o the
ke edges of the Gu(lpmk mesas
I missile salvoes detonated amongst
arshalling
nous mbs

of War Walkers picked off bulbous
Zoanthrope broods whose psychic shiclds
overloaded under the relentless energy
beams. Fire Dragons levelled tight volleys
of fusion gum fire at the bulky Tervigons
hunkering down in the rocks, the scaring
agony of cach kill sending out psychic
shockwaves that saw Termagant broods
surrounding their progenitors drop
writhing to the ground. Sunspear himself
led an honour guard of Exarchs against the
snake-bodied terrors that were atempting
10 cut off their retreat. Through the
orchestrated slaughter strode the Avatar

of Khaine, the boundless batdelust of Biel-
Tan made real, Tyranid leaderbeasts died
by the dozen at his hand, for his blood was
fire, and he carried death in his grasp

As the dusk wrned to darkness, Autarch
Sunspear’s plan came to fruition. Without
the guidance of their synapse creatures,
the Kraken swarms found themselves
directionless and confuscd, milling around
like a dammed river swirling back on
itself, The Tyranids of Hive Fleet Kraken
had been an separate from those of
Leviathan, and the immediate danger
averted ~ for a time.

1o the horor of the Farseers
that met thew n battle, the
Zoanthropes the Eldar came
to know as the Mindthieves
bore not only a numbing
awra of despair but also the
psyehic echoes of Iyanden's
Efdar; who had been amongst
the biomass absorbed from
their craftworld.




THE PHOENIX
HOST OF
IYANDEN

Crafiwvorld yanden’s armed
might was uch depleted
after their first disastrous
encountey with Hive Fleet
Kraken in 992 M41. The
craftuvortd’s population had
boen reduced to a fraction of
its former glory. Nevertheless,
once the previous
incarnation of the Kraken
swarm had been defeated,
almast all of the spinil stones
belonging to the fallen had
been recovered intact. As the
crafteortd’s much-depleted
warhost journeyed tirough
the wereay to rendesvous
with their Biel Tan allies

n the Valedor System,
Iyanden’s Bonesingers made
a prodsgious effort to grow
rank after rank of ghost
warrior shells 1n the once-
empty halds of their Falcon
and Wave Serpent grav-craft.
On the final approach to
Diriel the spinit stones of the
lost were interred in the still-
warm wraithbone shells and

ATHAN AWAKES
m%m"a that contrals the Tyranid
race has a cold and deadly intelligence,
and it cannot be denied for long. After
the initial surprise of the invasion, the
brood-beasts of the Kraken splinter flect
had scurvied into a hundred hiding
places, scattering in all directions to cvade
the deadly hunters that had cut swathes
through their ranks. The Eldar began the
sstematic destruction of those warrior-
beasts they could find Striking Scorpions
spattered the scree with alien ichor whilst
Swooping Hawks and Warp Spiders flitted
from boulder to spire, methodically
slaughtering the lesser Tyranids with
lasblaster volleys and monofilament webs.

Yet the Tyranids of Hive Fleet Kraken
were not alone upon the dying world of
Diiricl. What had first appeared to be
storm clouds massing in the distance soon
proved to be something far more deadly
Urgent reports from the Vyper outriders of
the warhost detailed an airborne swarm of
staggering proportions that was inbound
upon the warhost's position. The slecping
giant that was Hive Fleet Leviathan had
been awoken

the ntuals of
performed. An entire
generation of warriors were
seborn like phoentses from the
brink of oblivion, their spints
Iungry for revenge.

The ghost warnors that made wp much

of anden’s warhost included massed
formations of Wraithguard and Wraithblades,
over a dozen looming Wraithlknights, and

a gigantic Phantom Titan that strode the
battlefield lke a vengefiul god

“The horizon buzzed with actiity s sy
beyond counting swept across. the plaj
Thousands of leatherwinged Gang
flocked towards the flat highlands from
which the Aspect Warriors had Tauneheg
their assault, and though the arroshe]
attack runs of the Cloudsirike Squadyy
above senta great many blazing 1o thy
plains below, they could not Stop them
all. The chitinous mass broke aver the.
Eldar position like a living hurricane.
screams filled the air as the Fldar vere
quickly overwhelmed by the sheer numbes
of foes. Squad after squad of Aspect
Warriors broke and fell back to the waif
gravcraft hovering at the lip of each
mesa. Their pursuers pressed the assaul
ravening swarms of fleshborer beetles
filling the skies with vile chitinous b

as the Eldar reached the apparent safety of
their Wave Serpent and Falcon transpo
Shimmering clouds of the Tyranids' |
ammunition boarded the transports alo
with them. The grav-tanks sped off into the
night, unaware that in the act of scaling
their hatches, they had also sealed the fate
of those in their holds, now litde more.
than abattoirs filled with Tyranid cater-
beasts and Eldar bones.

f




(HE LIVING STORM
n the plateaus below, the heavier clements of the Eldar
ost were fighting for their lives against the throng of

inged Tyranids that had descended upon them, Harridans

e size of small spacecraft burst through the swarm on
antic wings, snatching ) Walkers and dashing
delicate Eldar machines to picces against the she

the Godpeak. Hive Tyrants and Harpies borne on claywed
pinions screamed death into those winged Eldar brav
cnough to weather the sporeclouds that choked the skics,
live Crones carved great gouges into the wraithbone of

(hose Eldar Titans that moved to intercept the swarm, whilst

'~ below them, the Avatar's fierce red glow was hidden from
. sight by the volume of weapon-beasts piling atop it

 Autarch Sunspear had no option but 1o send a command-
ulse of withdrawal to w! i
worst fears had closed around him like talons around a
throat - the entire planet was infested. The Swordwind's
real hope of achieving a swift victory had been to
with overwhelming force, slaughter the splinter flect,
escape before the swarms of Leviathan could bring
impossible might to bear. In this, the Eldar had failed
hough a great many of the Kraken splinter fleet had been
.~ shaughtered, the deadly threat it represented remained
atlarge. As ferocious as the Swordwind was, the invading
DS Were just 100 numerous to overcome without
ide aid.

Dircetly before the invasion of Eetor, the world's Planetary
Governor ordered the withdrawal of every man, woman and
cluld into the nearest hives. Each of the twenty hives had but
asingle Space Marine from the Crimson Castellans Chapter
seconded to it. Their presence saved hundreds of thousands
of lives. The Tyranids initially invaded from the polar caps,
gleaning information about the planets population from its
ice stations. Thousands of warrior-beasts began to swarm
across the plains around each of Eetor's hives. They were met
with disciplined fire solutions from on high. Over a million
Tyvanids were killed without signaficant loss. Meanwhile, a
single space lane was cleared on the far side of Ector, towards
Valedor, allowing the Crimson Castellans fo cvacuate a great
portion of the population

The next wave of invaders evinced a daunting evolution —
anthout exception, these Tyranuds had wings. The larger beasts
Jell upon the hive's artullery from aboue, its Crones ripping

open the thinnest parts of the outer exostructure to allow

great swarms of Gargoyles to flood its corridors. There were
persistent rumours of mysterious xenos warriors that shone

like erystal fighting alongside the hive gangers, led by one

who introduced himself as the Hard. It was none other than
Asurmen, fighting to slow the Hive Fleet's advance. Despite his 1
imlervention, the mountanous cities fell to the winged Tyramd |
mvaders one after another. In the end, only the inlervention

of the dispossessed Eldar Exodute Isarion allowed Asurmen to

escape an untimely death and reach Diriel i safety '//EY




RATE TIMES
runes in their craftworld’s Dome of o
Crystal Seers, had long suspected that the
Swordwind’s pre-emptise strike would not
be enough to destroy the splinter flect
altogether. There were simply (o0 many
of the creatures, Though one swarm
might be destroyed by the blades of the
Swordwind, all it would take was a rain of
reinforcements from the bio-ships and the
threat would begin ancw. To attack the
Tyranid forces conventionally was as futile
as trying to save a harvest from a locust
swarm by killing individual its insects.

The Farscers greeted the returning
Autarchs of the Swordwind with grim
expressions and howed heads, There

were no debates this time, no ritual
abservances or titles; simply a declaration
that chilled all who heard it. Craftworld
Iyanden was inbound, but it was still too
far away to help, and even should its
warhost successfully negotiate the webway,
conventional measures would not be
cnough. Even scouring the planct clean
with a firestorm, a ploy much beloved by
the dullwitted human strategists of the
Imperium, was not guaranteed to kill
those Tyramids that could burrow under
Diiriel’s surface and use 1ts skin as a shield

As tragic as it was, the only certain way

to prevent the hive flects uniting was to
physically destroy the planct from the
mnside out and, in the process, exterminate
every living thing upon it. This act would
have been of little challenge to the Fldar
empirc of old, but for the craftworlders, it
was a different matter - the power of those
glory days is remembered in legend and
little clse. BielTan conld sull depopulate a
world over time, but it had long since lost
the ability to destroy a planct.

Amongst the Farscers meditating in
the Donie of Crystal Scers, the
of Iyanden and BielTan e
the runes of dying hope
cuastrophe. However, the runic symbol
for Liith'antu Khiavh, loosely wranslatable
4 ‘the kife that stays the blade”, ywas
veling the rune for dayn, It was 4 Jagged
and unpleasant symbol, long associpues
vith the craftworlders’ sinister cousins,
the Dark Eldar. Yet it implied that el
could be sought from the unholy cities of
the webway and still arrive in time o gt
Daiel's fateful assimilation, i

runcs
v orbiting
and imminent

ch Sunspear was the only ey
of the BielTan war council 1o haye yi
Commorragh and survived. He syff
e
wisted realm, though many of its
were metaphysical i nature and fy
shifted over the centuries. 3

b
Summoning his peers once more,

Sunspear told the war council of B
that there was no way a delegation of
Swordwind could approach Commorsys
without being delayed or even hun
unto death. Even if they were successf
in their journey, they might not retus
in tme to stop the Tyranid bio-ha
for the Dark Eldar were unlikely o rey
their secret paths through the webway
outsiders. Yet there was still a slende
into the future that held hope.

STRANGE AMBASSADORS
Slowly and with great dignity,
made his way

mask of porcelain - halflaughing, ha
weeping — from the apex of its archya
As soon as Sunspear had made his way
onto the crescentshaped stage, the
wmbled from the Autarch’s fingers:
shattered into a hundred shards on
platform below.

To the war council’s growing fasci
cach of the shards threw up a glittenng
pillar of light that coalesced into.an !
Eldar warrior-dancer. Sunspear knelt.

before the shimmering figures, el 3
Iyanden’s dilemma and covering BiekTa
recent battle in an archaic form of Eldar
language unheard upon the craftworld -
for centuries. Aid must be given, he saids
and swiftly ~ lest the galaxy face a threat

magnified to unstoppable leyels.

The Harlequin imagos said nota word

their great roupe bowed elaboratel
a flash of multicoloured diamonds, the
rrior-dancer images shatered aparta
vanished back into the shards scattered
before the kneeling Autarch.

more ~ they were returning to Dil
time with not one, but wo. allied
their side. B
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tinfernal bargain was struck on Bicl-
s behalf in the dark reaches of the
1y remained shrouded. Yet Sunspear’s
0y 10 use the Harlequins as ambassadors
the Dark City proved extremely
tive. Within the space of a single day,
warfleet of Biel-Tan, taking up position
: und the webway portal to Diriel, was
adowed by the blade-like attack craft
(the Dark Eldar. Contact had been
between the craftworlders and their
om morrite cousins, snide and caustic at
B3, but businesslike enough when the
matier of Diriel’s fate came to hand

tense hours slid past, a rapport was

blished between Sunspear and the

© of the Dark Eldar warfleet — the
ned Lord Sarnak, whose permanent
was unseuling in the extreme. The

Iully half of the ml’mmus Wych
¢ It was a formidable boost to

Yet the real prize of the Harlequis'
bargain with the Commorrites was far
more exotic. Vect's Kabalites possessed the
power which BielTan sought - a device
that could utterly destroy a planct

This most potent of weapons took the
form of a psychically actvated doomsday
engine. The Fircheart, it was called: a
complex nodal resonator capable of
causing a planet’s molten core to enter
violent death throes and send lakes of
lava bubbling to the surface. Despite its
potency, it was of little use to the Dark
Eldar, for they had outlawed the use of
psyche-based weaponry long ago, on the
grounds that it attracted the attention of
their nemesis, Slaancsh. Yet the Fircheart
was of greatvalue 1o the crafiworlders

With sadistic relish, Lord Sarnak informed
the Eldar high council that, unfortunately,
the Fireheart device could not be used
remotely. A riwal circle of seers would
have to activate it planciside and remain
there 1o ensure the correct psychic rites
were observed in order to fully destabilise
Daricl’s core. The craftworlders had no
choice but to comply.

—
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THE ELDRITCH
RAIDERS

The onginal followers of
Prince Yriel, known after his
exile as the Eldntch Raxders,
Jought alongside him during
the ivaston of lyanden and
the battles upon Diiriel alike.
1t was Prince Yriel that dealt
the death blow to the Trygon
ravaging the peaks of Ditriel
in the clonactic battle.




A DESPERATE ALLIANCE

The Great Troupe that visited Bicl-Tan the night :
before the Diiriel planetfall had an unusual amoun!
of Death fstrs n ts mumbr. Thei shrickr bio-
shurihen fire tore the heart out of the Tyranid Warrio
broods that durected the swarms” centre mass

Each of the warbands of warnor-dancers that formed
the Great Troupe wore a different sybol upon their
dathedi holo-suits and exotic wargear, bt as o

the true meaning of the icons, even the Eldar of the
craftworlds remained ignorant

The Commornte Eldar that fought alongside the warhost of Buel-Tan tock
a perverse delight in adorning their armour with the colours of Iyanden.
They mockingly maitamed that they wore the colours i support of

the beleaguered craftworld’s plight, though their constant references to
necromancy and their own reancamation processes left a stam upon the
craftworld’s honour that yanden's leaders will never forget.

The craftworld’s seers would have to
ride out the planet’s extermination as it
unfolded around them, their unavoidable
death the price of Diriel's certain
destruction. Of course, there was no

way they could complete the Fircheart's
activation without a fullscale military
mvasion to buy them time.

The Archon giggled manically as he lecred
close to the holographic device linking
him to Sunspear and his kin, drinking in
the dismay of his craftworlder cousins as a
forturer revels in the breaking of his prey
The price of Diriel's destruction would

be indeed, costing the lives of the
craftworld’s greatest psykers

Still, the course of the future was set. The
Swordwind had been gathered, and the
fate of Diriel was set in motion, All that
remained was o wage war  or
Autarchs thought.

THE AVATAR OF
IYANDEN

Long before the Eldar of
Craftworld Iyanden made
planetfall upon Diiriel, their
Avatar raged in the heart of
therr craftworld, impatient

10 take revenge upon the
swarms of Hive Fleet Kraken,

0 the.

Dovn on the planer's surface, there v
st Dariels fate that even the Favsepng
had ot forescen. Hidden in the Vaflo,

of the Gods, a webway portal - the moy
SeCret of gateways ~ had been breaclyey

WAR IN THE WEBWAY

In their haste to retreat from Diriel and
formulate

of Bicl-Tan had failed to properly seal
blazing portals to the webway that satat)
the highest of the planet’s mountains,

The Eldar warhost had fought with the
of Khaine to keep the swarms apart. Th
skics had been cleared above the v

nd poisonous ichor had spattered do
like rain. In their pride, the craftworl

themselves time enough to regroup- To
the dismay of the war council, however;
there remained a lea

powerful and presci

the dis,

mperatives of the Swarmlord, pen
the shimmering gateway in the Vall
of the Gods. They leapt and scuttle
their hundreds through the portal
the labyrinth dimension, Even the
ntervention of the Wych Cult
Raider grav-craft scrambling 01




} The Carnifexes that smashed their way into the Eldar webwway proved all but impervious to cven

W prssigy,
i in an attempt to halt the intrusion,
ot enough to stem the tide of alien
es. Despite the blades of the Wyches
the vicious volleys of darklight and
ter nifle fire levelled at the Tyranid
orde, the Dark Eldar warhost could not
. Dold them back indefimitely. A great cry
of anguish rang out through the webway's
unnels as the Eldar realiscd that their
ted realm had been infested

t Biel-Tan’s Farseers held a psychic
mcil of war in preparation for a sccond
ke, the armics of Crafiworld Iyanden

ployed deep in the reaches of the
ay, making all haste for the front linc
in the Valedor System. As they opened the
st few portals bewween them and their
ination, they were met head-on by a
,ing swarm of Tyranids.

den immediately
controlled rétreat, unable to
Wt their way through the wall of crimson-
bodies floing towards them, It
ien that Tacc Silvereye ordered the
of the ghost warriors, Impervious
s and talons of Kraken's beasts,
ue constructs of the Iyanden

'K' the scatter laser fire of the War Walkers that moved to intercept them. Only the mtervention of
Tyanden's Wrasthknights prevented them from destroying a spar of the welmy

warhost formed a wall of wraithbone that
plugged the wnnels one by one around
the Godpeak’s webway gate. Roaring
Carnifexcs that had bullied their way

into the webway's tunnels smashed the
Wraithguard apart before being destroved
in their trn by the Wraithknights that
stooped through the glowing tunnels,

Yet it was the emergence of the heroes of
Eldar legend that saw the tide turn. Led
by Iyanden’s own Avatar and bolstered
by the High Counal of Iyanden, all six
of the fabled Phocnix Lords vaulted and
sprang from spar to shattered spar. Every
slicing shuriken and pinpoint thrust took
a Tyranid life. Maugan Ra mowed doyn

scores of gaunts with his great baulescythe,

the Maugetar. Jain Zar duclled deftly with
a pair of Hive Tyrants, and Baharroth
blinded Carnifexcs one after another,
allowing Fuegan o incinerate the beasts
with his burning lance

Slowly, inevitably, the invading Tyranids
were pushed back. The grand warhost of

Iyanden trampled their bodies to emerge
lmnnph.ml onto Diriel’s peaks, The final
batdle was just beginning

THE CULT OF
STRIFE

The massed Wyches that
serambled to defend the
webway vaulted thiough
the seuttling boods of
Termagants in its tunnels
to form a barner of blades,
stashing open the gravid
bellies of Tervigons as they
passed 1 arder to whiltle
daon the swarm. Only in
afteraction reports did the
craftwortders ascertain the
true matives of the Wyches
that bolstered their vanks.




THE WAILING
DOOM

The ritual weapon of the
Avatar of Khaine is the
Suin Dacllae, an ariefact
heavy with the weight of
slavghter. It erackles with
yaw muirdertust, screaming
for mortal biood.

—4

THE MOLTEN
HEART

The Fircheart's psychuc pulse
wesonated all the way to
Dinel’s core, inflaming it to
such an extent that magma
bauled o the surface across
the entire planet.

THE FIREHEART AWOKEN

When the Eldar of Biel-Tan returned (o
Diricl, a pang of pure sorrow flared in
their hearts. The planet bore as much
resemblance (o its former beauty as a
flaved skull did to the face of a lovely
maiden. It had been systematically stripped
bare of all life - all ife, that i, save for the
Tyranid invaders themselves

Bubbling, tentacle-fringed digestion pools
scarred the surface like open sorcs, and
massed spore-beasts belched alien foulness
into the air. Eaterswarms from both hive
flcets roamed the valleys, seizing the last
scraps of biomass from the planet's crust
before plunging bodily into the digestion
pools. Left to their own devices, the larger
warriorbeasts of the hive fleets fought
amongst themselves, slaves 10 their baser
instincts now that Diricl’s conquest was
complete. In the middle distance, a thin
forest of swaying mouth-parts quested for
carthbound capillary towers, their ribbed
Iengths vanishing into the heavens. From
afar, they looked like the tentacles of some
celestial sea monster hunting for prey

Autarch Sunspear knew that the bio-
ship tendrils were beyond his reach

Each mouth-part was wide cnough to
accommadate a grav-tank in its serpentine
gullet, and the swarms that surrounded
them would fight like crazed beasts in their
defence. The Eldar had hours, at best, to
stop the red-tinged digestion pools that
dotted the valleys from being dramed

by the probing tendrils high above. The
absorption process had begun

THE SPEAR OF KHAINE
As Autarch Sunspear surveyed the dismal
landscape of what had once been Diriel,
the disembodicd voices of his roaming
Vyper pilow whispered in his car. A highly
unusual point of conflict had been located,
several leagues o the north - the outrders.
had found a trail of Tyranid corpses that
led 10 a seething mound of purple chitin
Fhe Vyper pilots requested Sunspear's
adsice on how to proceed. Wasting no
me, the Autarch requisitioned a ne.

arb
Falcon and took 10 the Y

spore-choked skics

As Sunspear’s sleek grav-tank le
formation of Eldar skimmers o
hellish landscape, he dimly
a burning i

da

perceived
cd glow at the heart of he
mound of Tyranid dead to the nord,
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Sunspear gave a shout of elation He cquiy.
clearly make out the raging Avatar of oo
“Tan amongst the horde, oozing mofiey
metal from a dozen wounds, butsp
fighting with the fury of Khaine hims
‘The mighty Suin Daellae, known as e
Wailing Doom, burst from the chest of
rearing Mawloc even as his bloody hay
crushed the head of a Tyranid Warrior
with a wet pop, Here was the supre

the Eldar writ Targe; here was where the
would make their stand. T
At Sunspear’s command, the armies of -
Bicl-Tan hurtled down from the Godpeak
towards the Avatar of their warrior god.
Debarking atop the mound of alien
corpses, the great host of Aspect Wa
raised their voices in a fierce war shout.
and prepared to buy their seers the
they needed to activate the Fircheart, T
Farscers, hurrying from the cavernous
holds of the Naiad-class cruiser Vauly
Caress, bade their escort carry the Firel

w the thinnest part of Dariel’s cust.
Scant minutes later, the nodal core of the
ancient device began to pulse a deep.
Subsonics thrummed through the pare
earth under their feet

The scers were not the only warriors
10 emerge from the Caress. Unfolding
themselves from the largest cargo bay
were giants born only for war: A Phantor
Titan reared up to 1ts full height, its—

its ancestral colours shimmered undes
protective holo-fields. At its flanks st
a pair of Revenant Titans, twin engt
of destruction. The trio of war ma

size, striding into formation with the.
practiced ease of the Aspect Warriors
below. Zooming past the shoulders o
magnificent Titans came bladed Darl
Eldar grav-craft and flocks of murds

:
Scourges, appearing to the craftworlders
much like black-winged vultures whirli
in search of their next meal. In theitw
came a host of brighty-patterned Vene
their fluttering pennants proclaim
glory of the Laughing God. -

Atop the Godpeak, the webvay por
burned bright as unitafter unt
took up formation, weapons

cyes blazing with the need for vel
No matter the cost, the Firehca
acuvated, and Diriel would st

and violent end. ’




THE FINAL BATTLE

¢ precision and speed of the Eldar attack was a military
ok of art. [t took several minutes before the alicn hordes
| pecame truly awarc of the scalc of the threat assailing
ihem. Yet as knowledge of the Eldar's presence flowed
irough the synapse creatures of the swanm, the sca of
' fyramds recoiled and bunched up, readying for an assault
* ofunprecedented size. With the fury of a predator that had
peen cheated of its prey, the swarm screcched as one and
plunged towards the Eldar massing in the Godpeak valley

' Hive Fleet Leviathan's attack was terrfying in its intensity
" Lumbering packs of Carnifexes bulldozed their way across
the corpse-fields, charging headlong into a storm of
unken catapult fire to crash straight through the Aspect
Warriors that moved 1o stop them and then into the ranks
of the Eldar Guardians behind. In their wake came massive
h s, their symb hurling vile
salvos into the air as the Dark Eldar carved through the
ies above. Harlequins wove a deadly dance with a horde
senestealers that lapped around the Eldar flank, the
ound below the combatants saturated with blood

[0 the south, a trio of Hive Tyrants marched with deadly
tent towards the Eldar warhost, the living shiclds of their
corts protecting them from the worst punishment meted
it by close-knit Shining Spear squadrons that zoomed
fast as the eye could follow. On the slopes, gladiatorial
ams of Wyches eviscerated squatbodicd broodbeasts and

< Dmeous

Suceubi matched their peerless agility against the sheer
ferocity of the serpentine Raveners that burst from the
ground under their fect. To the east, the ground trembled
as a gigantic Hicrophant stalked from the forest of capillary
towers, stabbing its way towards the Eldar army's position
with menace in every step. The Phantom Titan that had
debarked from the Caress, and its Revenant escort, leapt
from the rear echelons to engage the beast with pulsar
and sonic lance, each shot boring a hole straight through
the monstrosity. In answer, the bio-titan roared and fired
avolley of burning biological gunk, coating one of the
Revenants from head to foot and boiling away its systems
until it oppled backwards into the dirt

REVENGE OF THE LOST
The battle raged on; a stalemate at first, though the corpse
count rose high on both sides. As yet more Tyranids
jomned the fray, the odds were stacked further against the
Swordwind and its allics. To Sunspear’s mounting unease,
broods from both Leviathan and Kraken were boiling out of
the foathills of the Godpeak and falling upon the Guardian
arhost that sought to protect the Farseer council as they
awakened the Fircheart device. The attack was as sudden
as it was unexpected, for the devious tendrils of the Kraken
sphinter fleet had waited for a gap to emerge in the Eldar
battle line and then darted forth with all the fury they could
muster There was simply no time to reinforce the Guardian
host; every one of the Eldar and their allies were fighu

HIVEFLEET
+ LEVIATHAN

Plain of Runes
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CAPILLARY
TUBES

The ribed tubes of matter
that dangle douwn from the
bio-ships i the last stage of
a Tyranid invasion latch
on to the bubbling digestion
pools on the planet’s surface
and draw their sickening
biogruel all the way up to
the alien fleet above.

DIGESTION
POOLS

Digestion pools act a little
like a planet-wide series of
external stomachs, Ureaking
down the biomass of Tyranid
and prey-creature alike

Their contents were all

that remained of Direl’s
populace, the human bio-
matter mangled with those of
their Tyranad persecutors and
the genetic secrets of Orks
and Eldar from previous
planetary conquests.

at closc qurters against Tyranids of every

conceivable kind. The :
indecd, for if the Fircheart was distupted,
thien all would be for naught

pation was dire

Though the Guardian warhost was holding
back the vanguard of the swarm with
focused shuriken fire, it had fitle hope of
stopping the leader-beast that coordinated
the assault, The giant Hive Tyrant stormed
headlong into the Eldar ranks, its four
glimmering boneswords carving apart

any brave enough to bar its path. Nerves
aflame, the Farscers bencath its gaze began
to falter n their psychic activation ritual
Only the strident voice of Tacc Silvereye
Kept their focus intact

Justas the Hive Tyrant loomed too close
(0 stop, swirling holes i the fabric of
reality opened like irises within its body,
ripping the creature apart in explosions

of ichor. The ghost warriors of Iyanden
stalked from the Godpeak webway portal
towards the beleaguered Swordwind, their
wraithcannons ripping apart the largest
Tyranids whilst the distortion scythes of
speeding Hemlock Wraithfighters snuffed
out the lesser gunbeasts by the score
Wraithlords strode confidently into the
Tyranid Warriors that were coordinating
the assault on the valley, slashing their
ghostglaives left and right. The clegant
Wrathknights in their wake sniped

the remaining synapse creatures with
controlled blasts from suncannons and
heavy wraithcannons. Screcching Gargoyles
flapped and claved at the ghost-constructs,
but (o no avail. Their statuesque physiques
were so indomitable, and their snses so
far removed from the mortal plane, that
the Tyranids proved litde more hindrance
than a cloud of moths to a hunter.

The arrival of Iyanden's warhost had
bought the Farscers time 1o complete

the Fircheart's activation. As the
psychically charged nodes of the device
glowed a fieree red, the surface of the
planct trembled and began to split

open. Superhcated steam vented from o
thousand fissures as columns of lava soared
skyward, and Diricl screamed in protest,

The batle in the valley, already on the
brink of madness, boiled over into pure
mayhem as the ground shattered into
shifting, cracking plates. Massed broods
of Tyranids were tpped into the
hotmolten rock that rose unstoppably

01570 Do

underfoot. The hisses of their demjse
sounded like rain on a hot steel plate gy
the fires of Diiricl consumed thenm

THE GODPEAK SPEAKS

The air had filled with smoke and screa

‘Tyranid broods redoubled therr assayly,
Those Eldar still planetside were foy

fight with every ounce of fury they co
muster, invoking Khaine to give them
strength and springing across the gaps
that opened wide in the planet’s crust.
all were successful. Whole chunks of the

new wound, pitching Aspect Warriors a
‘Tyranids alike into the cleansing fires,
The Godpeak itself shook mightily befa
its cap burst open in a tianic triple pil
of white-hot lava, an immense pyroclasi
cloud billowing out in all directons to.
consume the warriors on its flanks.

The crafiworlders’ Dark Eldar allies
hurtled through the skies as the Firehea
device worked its ancient magicks bel

the larger Tyranid beasts in a storm of
blades and herd their recumbent forms
into the runic hexcages that hung from
their Raider transports. Cries of despa
floated up from the lava as hundreds
embatled Eldar were dissolved in the
planet’s lifeblood, a macabre mockery
the Tyranid digestion cycle that had b
broken open by this forced catastrophe

All around was confusion and terror.

the bio-ships in orbit above scemed 1o,
know that destruction was at hand, for =5
the ribbed capillary tbes were writhing
fast, sucking up their gruesome harvest
with desperate vigour. Autarch Sunspear -
cried out in dismay as he watched Hive =
Flect Leviathan's probing tubes latch ont
the digestion pools filled with Hive Fleet
Kraken's ruddy biomass. The capillary =
towers began to funnel the acidic gruel 18
the bio-ships with great peristaltic p

The Eldar had failed at the last hur

= the tentacled monstrosities of the e
fleets needed only a small sample of t
mingled biomass to birth a new ta
supernaturally advanced bio-cons
Despite the Eldar’s best efforts

them, the Tyranids had snatch

prize from the fires of defeat.

e — O Ee







THE TWISTED STRIKE

Just as Sunspear's heart felt like it was about o turn -
cold stone, the roaring thunderclap of supersonic aireraft
boomed overhead. The Autarch could just make out the
jagged, sickleavinged shapes of Razorwing fighter squadrons
hurtling through the skies overhead, the edges of their
wings limned with the flicker of monomolecular fields.
His eves widened as the Razorwings darted at incredible
speed through the storms of magma and shot towards the
capillary twers that were draining the planet dry. Rather
than avoiding the great muscled tubes, the jetfighters used
their aircralt to carve through the capillary towers one by
one, placing their wing-blades with such expert precision
that the fiquid feast being sucked into the bio-ships spurted
out like blood from severed arterics, The variegated tbes
of the capillary towers toppled dowmwards, their precious
liquid cargo gushing in all dircctions from the severed
stumps. Sunspear laughed with dishelicl and astonishment
The bio-ships of Hive Flect Leviathan had been cheated
of their ugly feast after all, and with Diriel falling apart
beneath them, they had no hope of rechiming it

=

THE JADE SCIMITARS

The (110 of Razorwing Jetfighters known as the Jade
Scamilars played a pivotal role in the war offort; cach of
the fiercely competitrve pilols was determined to outdo fs
Jellows in the destruction of the thirsting capillary tom
that dotted the landscape. i

THE RED DEATH OF DURIEL

His mission complete, Autarch Sunspear withdrew hig
forces as best he could. As the thorn-patterned g;

of the Swordwind hurtled skyward towards Vaul’s
news of the wider battle reached him, Craftworld Tyandeg
contribution to the battle for Diriel had ot been con
10 the battle planctside. Prince Yriel, the Grand Admig
of Iyanden’s flcet, had coordinated his twin armada o

splinter flect of Hive Flect Kraken. After his victories ag
Iyanden, he knew well how to slay the Tyranid monsi
and instructed his commanders accordingly.

Though it cost him the better part of his fleet, Yriel's
Eldritch Rarders and the Iyanden armada ensured the
destruction of each and cvery one of Kraken's bio-ships
before escaping as Leviathan began to close in. In their
death throes, the splinter fleet’s bio-ships expelled yetr
organisms towards Dariel’s surface, but their deadly ca
died in a sea of lava as soon as they reached the shattere
crust. The sphinter fleet had been slain 3

The doomed planct of Diriel had been led to ruin by
the Imperium and brought to the edge of destruction b
the Inve fleets that followed it. Yet it had been the sons
Khaine who had pushed it over the edge. The last of the
Eldar left upon the ill-fated world were the Farseers of Biel
‘Tan, still channelling their psychic power into the Fireheat
whilst the air itself ignited, incinerating everything upon
surface. As the Eldar fleet fled into the safety of anonymo
space, they left behind them a burning world akin toa
miniature sun - a lambent flame, fanned briefly into
raging nferno before being extinguished forever

Meditaung i his chambers on the Vaul’s Caress, Aut
Sunspear prayed to the Eldar gods of old that Dariel’s
was not a metaphor for that of the entire Eldar race,

No one answered.

THE EBON STING |
Deep in the bowels of Commorragh, the Succubus Lelith
Hesperax presented her newest prize to the Haemoneulh af
the Ebon Sting coven. Her Wyches brought forth six grea
hexcages full of spitting, hissing Tyranid warrior-organ
three sets wath crimson carapaces and the other three
armourcd in the deep purple of a livid bruise. :

After lengthy examination, the Haemonculi assured lier
that the beasts could indecd be fused into a single st
and that the coven’s breeding vats were up to the tash
resultant menageric of weapon-heasts would be the alk
Commorragh'’s gladiatorial arenas for some time 10 €0

The regally-dressed Harlequin at Hesperax's side chue

quictly, blowing a theatrical ki

l[:t:fnrc bowing deeply and vanishing into the shadoy
reparations had o be made; after all, the Great ¢

never stopped for long,
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Gan the Eldar warhosts keep the Tyranids at bay long enou

“Fhe armies used are listed on pages 26:27. Each side must
* select one of their Warlords to be their Warmaster.

DEPLOYMENT

“The Tyranid side deploys first. The Kraken and Leviathan
| Tyranid armies share a deployment zone but cannot deploy

anywhere within 36” of the centre of the table

“The Eldar deploy second, anywhere that is more than 12°
avay from a Tyranid unit. Eldar units kept in Strategic
eserve may enter play from a board edge of their choice.

inits may not redeploy or Infiltrate in this mission

 FIRSTTURN

 The Tyranid side gets the first tm,

ME LENGTH

\ The battle continues untl the time limit is reached.

}IICI‘ORY CONDITIONS
mmediately before cach break, the Tyranid side gain a
bonus D3 Strategic Victory Points if there are no Eldar
ers wathin 18" of the Fireheart. The Eldar side gain an
tional 3D3 Strategic Victory Points if the Fircheart is
 fully activated (pg 27). The side that has the most Strategic
| Victory Points at the end of the game wins the battle (Apoc
s score an equal number of points then

THE FIREHEART AWAKENS
.

 Fireheart has the power to cause the molten heart of Diriel

to explode ~ but taking the life of a planet is never casy.
gh for the seers (o ensure the infested planet’s destruction?

MISSION SPECIAL RULES

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

Modified Valedor War Zone: All of the rules of
engagement from the Valedor War Zone apply to this
battle. However, instead of using the Tyranid Unnatural
Disaster table, use both the Magma Storm and Seismic

xplosion Unnatural Disaster tables (roll for cach table’s
Master of Disaster separately cach game turn)

The Fireheart Awakes: The Fircheart cannot be harmed
Neither the Fireheart nor units on the same island can be
targeted or affected by Unnatural Dis
that Fall Back do so towards the Fireheart and regroup
immediately if within 6° of 1t Lastly, the Awaken Artefact
psychic power is used in this scenanio (pg 27)

sters. Eldar units

Lava Streams: The Firehcart Awakens uses a board that
includes many lava streams
terrain for models with the following unit types: Jump,
Jetbike, Jet Pack, Skimmer, Flyer, Super-heavy Flyer, Flying
Monstrous Creature, Flying Gargantuan Creature. Infantry,
Beasts, Bikes, Cavalry, Monstrous Creatures or Gargantuan
Creatures without the Jump or Jet Pack type treat lava

st 1. They can cross a lava stream less
than 6" wide, but must first pass an Initiative test or be
removed as a casualty with no saves of any kind allowed

All other unit types treat fava streams as impassable terrain

streams are dangerous

ns as lethal terr

THE BATTLEFIELD

represent the Fircheart in
the centre of the board

§ Strategic Objectives are
placed at the locations
shown on the map.

Designer’s Note: The Farseer
Council must be deployed in a
7ing around the Ficheart — in
this mission, their unit coherency
8 4" instead of the normal

2" The members of the Farseer
Councit may not be mounted

i Transports at any point and
iay not voluntarily move from

their position

Lldar
Deployment Zone

The Lireheart
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Kraken and Leviathan close around the Eldar, inte

The Tyranids of Hive Fleet Leviathan and the splinter
fleet of Hive Fleet Kraken have swarmed across the
surface of the world the Eldar call Diriel. They stand
on the brink of a grisly victory, for by merging their
biomass, they can ensure an evolutionary leap that will
see the Hive Mind strengthened heyond countenance

Yet there remains a tiny flicker of resistance upon
the doomed planet, a small possibility that the Hive
Mind might be denied its feast. The yast sentience that
controls the Tyranid ra
potential power that f
tallest peak. If allowed to grow to full strength, that

law hum of psychic activity could flare up to consume
the world in fire. To do so would cheat the Hive Mind
ol its greatest desire ~ not only the biomass of an
entire pla

. but the genelocked seerets within

So it is that the Hive Mind brings its secthing,
screeching hordes to the flanks of the Godpeak
closing in upon the mortal flesh-things foolish cnough
1o match their pitiful weapons against the Great
Devourer itself. There can be only one outcome

j

TYRANID STRATEGIC ASSETS

The following Strategic Asscts are used by the Tyranid
side: A Blight on the Psyche, The Death of Hope,
Synaptic Compulsion, Reanimator, Spore Chimneys.

TYRANID BATTLE PLAN
The Tyranid baude plan was simple - envelop the
Eldar army and engage it in close combat as soon as
possible. With the warniors of Khaine ted up on the
front lines, the remaining Tyranid broods could jump
from island 10 island (0 join the assaulis wherever

the Eldar line was weakest, breaking the hard shell
of Aspect Warriors and Ghost Warriors
Fireheart and geting o the squishy Farseer centre
mnside. The flying Tyranid broods would be able to
advance across the lwa sections of the board 1o stymic
any Eldar counterattacks. If an Unnatural Disaster
result could he used to break open the Eldar bacde
line, 50 much the better — just so long as the Eldar
Farscers died before they could activate the

around the

ircheart

Tue HIVE FLEETgMEEGE

; 3 o em apart, the mighty
B wmmli:g"x‘ogmilluw them whole and doom the planet forever,

£=]

Tyranid hive fleets have combined. The jaws of

“This world was once a paradisc. But fate has
been unkind to Doricl. She has been tostured by
the hand of Man, then caten alive by the ravening

maw of the Tyranids. Tt will be 2 kindness to
put her out of her miscry, and it must be us that

delivers the final blow.’

B

- TAEC SILVEREYE OF IYANDEN

Yz AR =y R AN B D Ty bt
TYRANIDS ORDER OF BATTLE

The Tyramd forces are histed below.

|

Kraken Splinter Flect
* The Swarmlord

o 1 Eye of the Hive

o I Vanguard Infestation

« 1 Tervigon Broodnode

« 1 Sporestorm Brood

* 1 Kraken Tendnl Swarm

o 1 Ripper Swarm Brood

* 2 Ravener broods

* I Tyrannofex Gunbeast Brood
* 5 Trygons

o 1 Haruspex

* 1 Hienodule

« I Harridan

Hive Fleet Leviathan
* 2 Hive Tyrants

* 3 Lictors

* 1 Zoanthrope Brood
* 1 Endless Swarm

* 1 Carmfex Crusher Brood
* | Exocnine

* 2 Camifexes

* 3 Tyranid Warrior Broods
* 1 Gargoyle Brood

* 2 Genestealer Broods

* I Subterranean Swarm

* 1 Hurpy

* 1 Hive Crone

* 1 Haruspex

* 1 Tyrannofex

* I Torvigon

* 1 Venomthrope Brood




Tug FIREHEART
AWAKENS,
DoriEL, 999.-M41

ATTACK OF THE SKYSWARM

As the Carnival of Pain hovers across the lava streams, they ar intercepled by a Leviathan
Sky Swarm. Tyranid monster fights Dark Eldar flesh-fiend whlst Diiriel wreaks its
vengeance with boiling magma.

A Teruigon Broodnode spawns an endless tde of Termagants o
bolster the chittering swarms, Nearty, a Tyrannofex Gunibeast Brood
fires s manstrous bioecapons at the Wraithknights stalking to
intercept them,  gigantic Harmdan maving wp in support,



The very surface of Diriel breaks apart as the Firghyan
immense wer is channelled into the {lanet’s mafi gy

Tictonic platessplinter and boil away, and goutsof ]
fire are hurled high into the air. On shifting slands ang. "
across boiling lava streams, swarming Tiranids fight gl
and nail to kil the Eldar allies determined 1o dens them g
prize in the most finial way imaginable, The fate of Dl
and a hundred worlds besides ~ hangs in the balance

80 of Hive Feet Kraken prepares to hurt iself across a fiery
460, hojng o exploit the opening made by the tunnell ing Tyranids
ave buried therr way towards the Fireheart,



In the heart of the battlefield, the Eldar Farseers pull cvery trick and
ploy available to them in order to bring the Fircheart o full power. Only
by destroying the planet can the craftworlders deny the Hive Flects their
biological bounty, and they intend to do so, no matter the cost,

Meanehile, the most mobile of the Eldar and Dark Eldar forces
scramble acrss to claim the strategic objectives on the smaller islands
exterminating the Tyranid units that get in their way with focused.
volleys of fire

LN Uht e
of massed iy e

and Dark Regper 3,y
Warniors. Though o1
a heavy ol he 7y e
D10 an unstoppag e
With 1o fever thap fi,
Camifexes and g Fy
Tyrant to thyow al the
Eldar line, the Tiyranids
make it across (he lrva
stream. The kiling s gs
n earnest when clog,

by a ranpaging
x Crusher broad.







The fate of the Valedor System hangs in the balance,
emerge triumphant, denying the Tyranids their prize

The Eldar have secured not only the aid of their
Harlequin and Commorite allies, but also the
Fircheart, a psychically activated device with the power
1o agitate the core of a planct to such an extent that
the entire world breaks apart. Now they must activate

, i it—a task that is easier begun than completed. To
2 ensure the planet's destruction, the device must be

§ at full power until the tectonic plates break apart
and lava consumes the tortured world entirely. Not

\ § only that, but the Tyranid hive flects have converged

S

ELDAR ORDER OF BATTLE

4 [ The Etdar and Dark Eldar forces are listed below.

Eldar

« I Avatar of Khaine

« I Farseer Council

* I Guardian Battlchost

* 1 Windnder Jettake Squad
The Crystal Sons of Asuryan

« 1 unit of Howling Banshees

« 1 unit of Striking Scorpions

* 2 units of Dark Reapers

* 3 units of Fire Dragons

* 1 unit of Swooping Hawks

« 1 unit of Warp Spuders

© 1 unit of Shining Spears

o 1 unit of Harlequins

* I unit of Rangers

© 1 Crimson Hunter

* 2 Falcons

* I Night Spunner

* 1 Wraithlord

* The High Council of Iyanden

* 1 Autarch

* 1 Gemina Revenant Squad

* I Mindstorm Squadyon

* 1 Ghost Warrior Warhost

* 2 Vyper Squadrons

* 1 Fre Prism

Dark Eldar
* 1 Avchon and Retinue
o L unit of Incubt

* 1 Dark Olsmpiad

* I Carnival of Pain
o 1 unil of Mandyakes
* 2 Ravagers

1 Sichle Squadmon

and with it the fate of an entire segmentum. The Eldar must
= yet to do so, they must destroy Dariel utterly.

o 1 Storm of Blades l

R e T

wathin the Godpeak valley, perhaps sensing that the
doom of the planct is imminent. Surrounded by the.
teeming hordes of the Tyranid hive fleets, the
must unite (o hold back the foe, buying the Farseers
who are sclflessly activating the Fircheart as much
time as they can. If they fail, the world will have been
destroyed for nothing, and the Tyranid hive fleets will
unite, evolving new and hornifying biological terrors
that will destroy not ouly precious Eldar craftwor
but also potentially conquer half the galaxy

ELDAR STRATEGIC ASSETS

The following Strategic Asscts arc uscd by the Eldar
and Dark Eldar side: The Avatar Resurgent, A Deadly
Harvest, Revenge of the Lost, Shicld Generator,
Strands of Fate.

ELDAR BATTLE PLAN
The Eldar Warmaster coordinated his side’s efforts to |
protect the Farseers in the middle of the board at all ]
costs. To this end he ringed the Fircheart with as many
units as he could fit on the island. The idea was to
keep the island as crammed full of Eldar as possible,
denying the Tyranids a chance to get a foothold there.
Whilst the central island was secure, the Eldar and
their Dark Eldar allies were free to mount hit and run
attacks on the Tyranid-held objectives, stalling their
advance and perhaps snagging a few Strategic Victory
Points nto the bargain

Designer’s Note: In the Fircheart Awahens mission,
the Fldar side has access to a special psychic power (see
below). All Eldar psykers with a Mastery Level of 2 ar
more automatically know this psychic power in addition fo
generating their other psychic powers as normal.

e ]
AWAKEN ARTEFACT........Warp CHARGE 2

3 The Eldar seers awaken the psychic core of the Fircheant.
i)

;’ Awaken Artefact is a blessing with a range of 12°
that targets the Fircheart and may only be used
once per turn. Place an Awakening counter next
w0 the Fireheart. For cach counter, Eldar units
within 12" subtract 1 from all Leadership tests
Lastly, roll D3+1 at the end of each game wrn; if
the result is equal to or less than the number of
Awakening counters next to the artefact, it s ful
activated (see Victory Conditions, pg 25)

EUis S




TotaL DESTRUCTION

D

The Eldar used every trick in their repertoire to keep the
Tyranids at bay, but slowly but surcly the endless minions
of the Hive Mind closed in for the kill..

The Eldar battle plan — to keep the Tyranids away from
the central island and in the process enable the Farseer
Council to activate the Fircheart = was initially successful
They used the Shicld Generator stratagem o keep the
psychic choir sale from bio-weapon fire for the first tum,
and the Guardian Baulehost's Celestial Shield to mitigate
the Tyranid side’s Shooting phasc in the second. The
Tyranids closed in, hoping to swamp the Eldar on the
central island with sheer weight of numbers. The Eldar
side mobilised the concentric circles of Aspect Warriors
surrounding the Fireheart 1o intercept them, whilst Dark
Eldar suike forces darted across the lwa to snag critical
strategic objectives. However, the Tyranid side had more
tian enough resources 1o sirike back effectively, and had
control of the majority of strategic objecuves from the
start. The climax of the game saw an entire section of the
board destroyed by a Total Collapsc result on the Seismic
Explosion table, taking a small army of Dark Eldar with it!
The Farscers survived until the end of the game, activating
the Fircheart, but the Tyranid side had alrady amassed so
many victory points that ultimately the day was theirs

s

Tyranid Warriors ensured the
merging of the hive fleets on the
gound, evoluving their swarm

tactics 1o swamp the Eldar hosts 4




Prince Yl proved an insprrational Asurmen and his Crystal Sons took a
and warrior supreme. great toll on Ector and Direl alike.

A Harlequin from the Great Troupe Iyanden's Spinitscers were led by
Hanna Arienal.

atar of Biel T Craftworld froved an Iyanden’s Farseers guided the Edar — Baharroth and s fellow Phoenix Lovds
Joe even, when buried alive by Tyranids| grand strategy from the beginning plunged fearlessly into the Tyranid swarns.
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- War ZONE: VALEDOR
il

Biek-Tan's grav-tanks used the
cover of Diinel's spore-choked clouds
10 outmanoewure and destoy key
elements of the Tyranid swarms




WARZO& Vateor |°
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Lelith Hesperax killed countless Archon Sarnak ensured his The Kabal of the Black Heart

Wracks of the Ebon Sting Coven
Tiyanids with her razorsharp blades. ——aid came at a very high price. s the wiost potent of ts kind.

were sent o fight upon Diiriel

W“/ Strife take pleasta in setting The Murderflocks of Commarragh A Talos Pain Engine is a truly grotesque foc.
Faends on the foe, contain a great many SCOWEE. .




Gargyles by the million d
the horizon wherever the 1
Sky Stoarms attacked.

The Hive Tyrants that led the swarms of Leviathan and Kraken were the The Broodlords that led cach Genestealer brood.
laving incarnations of the Hive Mind's will upon Diiriel. were a match even for the Harlequin Troupes.
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. RULES OF ENGAGEMENT

A planctary system that has been ravaged by a Tyranid invasi
allow you to fight battles on the ravaged planets of the Valedor Systen

|

On the following pages we have included additional
environmental rules, Apocalypse Missions, Strategic Asscts,
Finest Hours, and Apocalypse Formations

The missions and cnvironmental rules in this section have
Deen designed to represent a serics of pivotal battles fought
on the Tyranid-infested wastelands of the Valedor System,
and the vile changes the hive flects wreak upon those
worlds they intend o consume

The Assets and Finest Hours allow you to recreate the
strategies and heroics of the Eldar and Dark Eldar, plus the
exertions of the Tyranid warrior-beasts that fought them

The additional Apacalypse Formations represented in this
section represent the most vital forces that clashed upon
Daricl. However, these military formations have been seen
in many different war zones, so they may be used in any
Apocalypse game

n is a seethi

g hell of biological terrors. The following rufes
n as the hive fleets fight to consume it.

FORGING A NARRATIVE

The worlds of the Valedor System have

been invaded by the countless swarms.

of the Tyranid race. Diricl is one of

many such planets all across the

Imperium - Prandium, Ichar IV, Tarsis

Ultra, and of course Tyran — first of the

worlds in this galaxy to be conquered by the Tyranids,
Many of these planets have been consumed entirely by
the Tyranid horde, their skies choked by spore clouds
and their lands pocked by bubbling digestion pools.
The rules contained here allow you to fight a baule set
ona planct thatis in the midst of a Tyranid invasion,
but that planct need not be in the Valedor System, you
should feel free to use the Tyranid-themed rules in
this war zone for any hive fleet invasion




WAn ZONF: VALEDOR

WAR ZONE: VALEDOR TERRAIN
fRor— —=6,

monly encountered types of terrain that
; y ain that can be encountered on the
are described helow. Feel free (0 use these in games set in the Valedor War Zone.,

Valedor System plays host to several worlds th;
¢ the Tyranid hive fleets. Some of the more com
lefields of Diriel, and its sister plancts,

CAPILLARY TOWERS
" Dunng the sccondary stage of a Tyranid invasion, capillary
towers push their way up from the planet’s crust, grooing taller
and taller as they reach like questing talons towands the shies
The full function of capallary towers is not wnderstood, but
swherever they grow, digestion pools bubble out of the ground,
ready lo dissolve captired biomass and funnel it upnards
through the towers to the bio-ships above. Thetr presence 1s a
surefire indication that the Tyranid hive flect has @ firm gnp
on ther prey world, and the Shadoz in the Warp resonates
Uiroughout therr fibrous trunks.

i

Capillary towers are impassible terram. If a non-Tyranid
Psyker is within 36" of one or more towers, he takes his
Psychic tests on 3D6 and suffers Perils of the Warp on the
roll of any double 1 or double 6,

. SPORE CHIMNEYS
~ Spore chimneys pump out alien spores which not only pollute
 the almosphers, but quickly alter the native fauna as they belch
ther corrupting foulness into the skies. When under threat,
spare chimneys can hurl out clusters of deadly, bloated spor
mines that dnft towards the unrecognized bio-signatures of the
chimneys” assalants before detonating.

The Tyranid side rolls a D6 for each spore chimney at
the beginning of their turn. On a 5+, the spore chimney
releases D3 clusters of 3 Spore Mines — the Tyranid sidc
Deep Strikes these clusters into play anywhere within 12°
of the spore chimney (sce Codex: Tyrands for details)
Lastly, all friendly Tyranid units within 6" of a spore
chimney have the Shrouded special rule.
DIGESTION POOLS
Digestion pools open like vast sores acyoss the surface of a
Tyranid prey-world, their volatile acidic contents gurgling and
spitting as cvery scrap of buomass captured by the Tyranid eater
Sarms is boiled down into a cloying morass within them.
. Lartally sentient rope-like tendrils flop and wnithe at the edges of
i pool, veady to snatch the legs of any unwary onlookers and
ik them into the vile depths of the digestion pool utself, there to
ke dawn into primordial soup ready for consumption by
orbiting bi-shipss of the hive fleet.

estion pools are lethal terrain, If a non-Tyranid model
within 21 of 4 digestion pool at the end of his move, it
NSt take a Strength test. If the testis failed, that model
Kes @ Strengh 5 AP3 hit.




VaLEDOR UNNATURAL DISASTERS

ding hive flcets. Their metcorology,
s of the Tyranid invaders. Oblivion js

e

The worlds of the Valedor System are thoroughly trapped in the grip of the marau
ccosystems and even planctary crusts have been polluted by the pernicious organisn
near, for the system was dying even before the Eldar unleashed their fury upon it.

TYRANID INVASION UNNATURAL DISASTER TABLE

Phagespore Clouds: 7he skies are filled with eater-spores
Questing Mouthparts: The grofesque mauws of the bio-
Master of Disaster must roll D3+1. Starting with ships move in low, sucking up the halfliguid biological
faster’s side, the opposing sides take itin s ¢ debris of the battlefield — and many fresh bodzes with it
1o nominate a unit on the table as the target of a
phagespore cloud Each unit targeted by a phagespore The Master of Disaster selects a capillary tower
cloud takes 2D6 Strength 3 AP3 hits. This process is or digestion pool on the baulefield. If there are
carried out a number of umes equal to the D3+1 total no capillary towers or digestion pools n play, he
i may choose a unit on the batdefield. Centre the
Rain of Bile: The descending feeder-tubes of the bio-ships | Apocalyptic Blast marker over the target pointand
hanging in low orbit drool cver the battlefield. { roll for scatter. The Questing Mouthparts are then
resolved as a weapon with the following profile:
The Master of Disaster must roll a D3 Starting with
the Mast , the opposing sides take 1t in turns to Range Type

resolve a number of Rain of Bile attacks cqual to the Unlimited Assault T,
D3 result. For example, on a roll of 3, the Master's side Instant Death
would make two Rain of Bile attacks, and the opposing

side would make onc A

Range S AP Type

Unlimited 5 5 Heavy D3, Apocalyptic Blast,
Poisoned (2+)

= e
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THE MIRRORED SHIELD

. Eldar of BiclTan struggle to keep the hive flects from wnif
ing swarms before they can merge their biomass, The Swi

' he peril of the entire galaxy.
\THE ARMIES

elect three armies (of roughly equal size) using the rules
a the Fighting an Apocalypse Battle section (Apoc. pg
90). One army must be composed of Eldar units, and
he other two composed of Tyranid units. The Tyranid
armies treat each other as Desperate Allies for the purpo
s mission.

The Tyranid side deploys first. If there is more than one
mid player, the Tyranid players roll off, and the winner
oses a Tyranid deployment zone (sce map), deploying

Jhis whole army in that scction. He may not place any

jinits closer than 12" to the Eldar deployment zone. The
Tyranid player then deploys his army Ii
 opposite deployment zone. The Eldar side deploys last,
ing ther forces anywhere in their deployment zone.
Strategic Reserves enter play from the short edges of
eir deployment zone. Tyranid Strategic Reserves enter
m the short board edge in their deployment zone.

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

RSTTURN
The Fldar side gets first tarn

=E,

g in the Godpeak valley, diving out of the clouds to cull the
ordwind must act now, or see the Tyranid swarms united to

VICTORY CONDITIONS

The Tyranid side scores an additional Strategic Victory
Point for each of their units that is wholly in their
Desperate Ally's deployment zone at the end of the game
The Eldar player scores an additional D3+2 Strategic
Victory Points if neither Tyranid player has any of his units
wholly in his Desperate Ally's deployment zone at the end
of the game

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

MISSION SPECIAL RULES

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

Ambush from Above: For the duration of the first game
turn, Tyranid units may not charge.

Fury of the Swordwind: All units in the Eldar army have the
Furious Charge and Hit & Run special rules

Valedor War Zone: All of the rules of engagement from
the Valedor War Zone apply to this battle; use the Tyranid
Invasion Unnatural Disaster table (oppositc)

Wreathed in Mists: The cntre Eldar side has the Shrouded
rule for the duration of the first game twm

 THE BATTLEFIELD
- The Eldar player divides the
Playing arca lengthwise into

three roughly equal scctions. The
orders between the sections do
ot hase 10 be straight lnes.
| Then setup your largest picces of
temin 0 ha ey ine e long
i edges o represent the walls = AY
B erine B Army A

Deployment Zone,

Designer's Note: 7he Minored Shield |
e frst clash wpon Diviel, taking |
Hace before the Living Storm mission.

|
| Tyrand Aviny B
! Deployment Zone




THE LIVING STORM

The Farscers’ suspicions haye been proven correct

THE ARMIES

Select three armies using the rules in the Fighting an
Apocalypse Batdle section (Apoc. pg 18-20). One army must
be composed of Eldar units, and the other two composed
of Tyranid units. When combined, the Tyranid armies should
be roughly equal in size to the Eldar army. Each side must
select one of their Warlords to be their Warmaster

DEPLOYMENT

The Tyranid side deploys first. If there 1s more than one
Tyranid player, the Tyranid players roll off - the winner
may choose either of the two deployment zones adjacent to
the short table edges as their deployment zone. The other
Tyranid player uses the opposite zone as his deployment
zone, The Eldar side deploys last. They deploy their forces
anywhere that is more than 6" away from cither of the
Tyranid deployment zones. Eldar units may not be kept in
Strategic Reserve. Tyranid Strategic Reserves enter play
from the short board edge i their deployment zone.

The Infilrate and Scout special rul
this scenario.

FIRSTTURN

The Eldar side gets first wm

GAME LENGTH

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

are not used in

THE BATTLEFIELD i

Setup the terrain in any |

mutually agreeable manner &

and then roll-off. The winning 5

side divides the playing arca A

into three roughly equal thirds g
| There mustbe a large hill or = Tyranid
| m,:aulmf(l;c i e (l;cl 3 dmya
| middle of the board (the Eldar’s R Db lrins
| deployment zonc). Finally, & ”/’é"’"’””
| Strategic Objectives are placed 5 ne
| (Apoc. pg 20) T
| Designer’s Note: The Living Storm u,%

takes place after the Mirrored Shield
|| mission and before the Fireheart
i

Awakens mission.

the Tyranid infestatios dsl

i s ther path of at 25
extermination. Autarch Sunspear’s warhost must withdraw from the planet and choose another p: tack
he and his warriors can evade the skyborne swarms of Tyranids that are

s too widely spread for complete

closing in on their position...

VICTORY CONDITIONS

Keep a tally of Eldar units that have been removed as
casualtics or fled the battlefield, and a separate a ally of the-
number of Eldar units that have voluntanly left plag (see
below). At the end of the game, multiply the number of
ar units that have voluntarily left play by two. If the toy
is higher than the number of Eldar units that have been
d as casualtics or fled the battlefield, the Eldar side
gains an additional 3D3 Strategic Victory Points. The side
has the most Strategic Victory Points at the end of the gam
wins the batile (Apoc. pg 22). If both sides score an equal
number of points then the battle is a draw. :

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

remo

Retreat in Good Order: The Eldar treat both of the sho
edges of the battlefield as their table edge. Eldar units ma
voluntarily move off these short table edges ~ if at least ont
model from such a unit is moved off the table cdge, the

unit with the Jump or Flying Monstrous Creature unit
must take a Dangerous Terrain test.

Valedor War Zone: All the rules of engagement from the
Valedor War Zone apply to this battle; use the Tyranid
Invasion Unnatural Disaster table (pg 36).

Eldar Deployment
Zone

d Tyranids Tuble




THE Re
| D DEATH

. e

ools of mingled biomass are greedily scizing the hive fcets’ bounty,

b 198ica.lfcasl?
I EARMIES

Seléct four armies using the rules in the Fighting an
\pocalspse Battle section (Apoc. pg 18-20). One army
it be composed of Eldar units, one of Dark Eldar units,
the other two composed of Tyranid units which, when
mbined, should be roughly equal in size 10 the combined
jar-and Dark Eldar armies. Each side must select on of
ar Warlords to be their Warmaster

Jote that in this mission the Dark Eldar side must include a
ke Squadron.

PLOYMENT

ides roll off (o see who picks deployment zone. The

the opposite section of the board. Units may not be
oyed within 12" of the diagonal line dividing the two
tions of the board. Strategic Reserves enter play from
ort board edge in their deployment zone.

both sides have deployed, Infiltrators may deploy and
s redeploy using their special rule:

STTURN

10 see which side has the first turn

ME LENGTH

- baule continues until the time limit is reached

P2l

Fircheart has been activated and the doom of Diiriel all but assure

cd. Yet the capillary towers sprouting from the
Can the Eldar's Commorrite allies end the Tyranids’

VICTORY CONDITIONS

Atthe end of the game, the Eldar side gains an additional
Strategic Victory Point for cach capillary tower that has
been destroyed, The Tyranid side gains an additional
Strategic Victory Point for cach tower stll in play. The side
that has the most Strategic Victory Points at the end of the
game wins the baule (Apoc. pg 22). If both sides score an
equal number of points then the baule is a dray,

MISSION SPECIAL RULES

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

The Red Death: All of the rules of engagement from the
Valedor War Zane apply o this batde. Use the Magma
Storm Unnatural Disaster table (Apoc. pg 39) as well as the
Tyranid Invasion table (pg 36). Lastly, add one to the result
cach time a roll is made on an Unnatural Disaster table.

Capillary Towers: In this mission, capillary towers arc
treated as Tyranid Monstrous Creatures with the
special rule that cannot move, shoot or charge.

arless

WS BS S T WA I Ld Sv
CapllayTower 1 0 8 8 5 1 1 2 5+

Swooping Strike: If a Razorwing from a Sickle Squadron
uses its Sicklewing Fields special rule on a capillary tower,
may re-roll the number of hits it causes with that attack.

THE BATTLEFIELD
Setup the terrain for the batde in any
mutually agrecable manner and then
Ioff The winning side divides the
Playing area diagonally into two roughly
~ equal halves by drawing a line from
- 9ne comer (o the opposite corner. The
Opposing team decides which half of
the able they yill deploy in. The border
between the two halves does not have
10 be a straight line. The players then
rolloffonce more, and starting with the
- Wnner, GKe itin turms to place a total
9Esix capillary towers on the board. No
G@pillary tower may be placed within
12 of another tower or a board edge.
Fnally, Stratcgic Objectives are placed
Poc. pg 20)

Side A Deployment Zone:

9

Side B Deployment Zone I .




UNSEEN, UNHEAR?

“The ldar of BickTan deployed ¢ ll\('lr

nto its clouds, striking en masse bc[ﬂrc
the Tyranids even had a chance to react

upon those that threaten their kin,

the
Play dhis card ¢ the beginning of any Eldar i Friendly Eldar Skimmers
I

Nave a 3¢ cover save Uhis game i

failed To Hit rolls in close combat

_ RESURCENT

ELDAR

The Avatar of Khainie biursts out from
the centre of a mound of Tyranid dead,
roaring with its refusal to die.

“This card is only usable i the Fireheart
Awakens or Red Death missions. Play
this card at the start of any Eldar turp
after the first. The EIGF playes may
Decp Strike an Avatar of Kiirie into
play: Ifit scatiers on 0p of impassable
or another model, redce
the scatter distance by the minimum
required to avoid the obstacle.

A DEADLY HARVEST SKYBORNE STRIKE

The Cult of Strife have their own The bio-ships bolster their invasion
vectors with a new approach, sending

mys
) hive nm; = and have broughi rare and ) fresh swarms plunging into the figl

Play this card at the siart of any Tyranid
Mosement phase. For the duration
of the wen, friendly Tyranid units

Play this card at the beginning of any

Heldime B m(mhm]“ Deastmasters for scatice if they enter play by Decp

Strike Furthermore, friendly Tyranid

arc already in play add 12" 1o the
distance they are allowed 10 Jump this

THE DEATH OF HOPE

rampaging hive fleet can undo even When a Tyranid invasion is in full flow,

the uneardhly paychic disturbance known

\u\l may pv.\. this Card at the start of s the Shadow in the Warp grows strong.

itis ot (\\umg Uic st 6F e
game. For the remainder of that trn
all cricmy wiits must reroll successful

Ganies Workshop. Permissuom is granted ta phiotocopsy this page for personal use only. AU ghts reserved.
ight op grw iz Py this page for by /4

FLESHBORER SWARM

TYRANIDS

Abillion tiny eater-beasts are disgorged
rom the Tyranid swarm’s weapon-
symbiotes, a cloud of ravenous
feshborer beetles tiat choke the skics
[ as they follow the scent of blood. -

Play this card at the start of any Tyranid
Shooung phase. Unol the end of the
turn, any eneny Infantry unit that

ratcly takes an additional DG
Stength 4 AP hits.

SYNAPTIC
COMPULSION

TYRANIDS
) The Hive Mind spurs its warriorbeasts
natural

to harmess their aj
instincts whenever synapie guidance
is lac

Play this card at the start of any Tyranid

For the duraton of the urn,

friendly Tyranid units that are fequired

10 roll i an Tustincuye Beli

tble arc automatically counted 2
ng 2.6 an the relevant table.




o VALEDOR FINES

he following special characters are included in an army, and are one of the
the following special rules when they take their Finest Hour.,
2 Finest Hour (Apoc. pg 26).

ESTRENGTH OF THE
ACRIFICIAL SOUL
PRINCE YRIEL
' Fuen the hive flets’ langest monstrosities
B ol e fear for a warrior such as Prince
il for he has already sworn his tife and
ol 1n exchange for the strength to defy the
i wenace. To this day he leads his
i i the war against Heve Fleet Kraken

{Prince Yriel calls his Finest Hour
the heginning of any trn in

jt there is a Tyranid Gargantuan
catare anywhere on the same
efield, the following applics:

dition to the usual effects, Prince
s Spear of Twilight is Strength D.

THOURS

e o AR S

THE BLADED HAND
ASURMEN

Asurmen, first of the Phoenix: Lords, led
hundreds of Dire Avenger disciples to war
in the Valedor System. Their blades were as
sharp as those forged by Vaul himself

It Asurmen calls his Finest Hour at
the beginning of any wm in which
there is a unit of 15 or more Tyranids
anywhere within 48" of him, the
following applics

In addition to the usual effects, all
weapons used by Asurmen and his
unit have the Shred special rule -
note that this affects both their melee
weapons and ranged weapons

AT A T =

army’s Warlords or its Warmaster, then they
These special rules are in addition to the normal benefits

THE SEETHING SWARM

‘THE SWARMLORD

The monstrous Hive Tyrant that led the
Tyranid assault was an incarnation of the
Swwarmlord. Under his control the Tyranids
struck wherever the Eldar were wealkes

If the Swarmlord calls his Finest
Hour at the beginning of any turn
in which the Eldar side controls
one or more Strategic Objectives in
the Tyranid deployment zone, the
following applics

In addition to the usual effects, all
Tvranid Infantry units that enter play
this wrn have the Outflank and Acute
Senses special rules










THE CrivMsoN DEATH 45

- o
B ot
2 K
s = : Fldar Aspects. The loss of an entre shirins s a ripling|
The Ci Hunters are amongst the ravest and most treasured of all Ihrvl (dar / m.v il e il
/’1..4,,1"7‘,;. i Jor a craftworld to heal. Horwever, when the Eldar's domains d A
R A Hunters at once and task i ¢
aftworld will have little choice but to mobilise all of its Grimson ¢ e
e 7\{” o l'::g ;l/hrlvlim as the Crimson Death, these elite wings of j/fl/l;;',l'll.;‘ \”::I”[m{m”l g ;{, Gl 1‘;,;,,,,[ :,, :
iportant assets. Known amongy % lesa i o i
¢ gle pass or atomising a ¢ ! s )
B e e m/ '1"‘,””.72/"”/" '(‘mn'nn Death that felled the three massive lhrm//l/;/ml.( :lzilll(;ln;;;';:,:,;;,f Il;e
g Y coo e e e s Crimson D gy AL e "
h'm‘ll/h e ”1’1”1”; 4 s so accurate that the head of each beast was obliterated, one after anothe ty
Fireheart device. Their laser fire was so ol el body
tumbled to the carth, dozens of lesser Tyranids were crushed underneath their vast care

i
f
B0

Ese

SPECIAL RULES:
Jewels of Khaine: To repre: 2
ifthe enemy side destroys all of the Crimson Hunters in the
35 Grimson Hunters formation, he receives an additional Strategic Victory Point.
Strike at the Heart: Every time @ Crimson Hunter fron this
g formaton destroys an enemy Warlord, Gargantuan Creatise
Bl Flying Gargantuan Creaturc of uper-heavy Walker, the
Eldar player’s side receive ditional Strategic Victons
Point. If a Grimsan Hunter from this formation destroy
cnemy Warmaster, the Eldar player's side instead receiy

FORMATION RESTRICTIONS
One Crimson Hunter must be upgraded to be an Exarch; j
this must be the Flyer Wing’s Command Vehicle. -

additional Strategic Victory Points,




The mythology

O e
-~ Phoenix

they

yan carved fron lscing crystal and entrusted to the tutelage

J CRYSTAL S

ELDAR

AL SONS OF ASURYAN

of the Eldar s replete with tales of tragedy and

ds fought so hard they won freace across the galaxy, Ultimately

sacri
of hus right hand,

fice. One of
fice. One of the most Poignant tells of a dozen demigods that.

Asurmen. With the Phoenix Lord’s gutdance, these

AL they founc <
hllowed, and their creator was forced to shatter his children into q v they could vt sop fightng, cen i the times of plenty

croes that the Dire Avengers known as the Crystal Sons
Lord wha taught the oniginal Crystal Sons le

(hnough them, eventually they become nothing more than statues
hopeto change the galaxy for the better before it is plung

Asurmen, Hand of Asuryan

k

b

e

3+ units of Dire Avengers

FORMATION RESTRICTIONS
1 unit of Dire Avengers must include &

Astryan chany
2 nel in the fires ha
many millennia a (B elle
boodbath, thewr bodies transmute a sttle more. Thangh their resilien

! esilience

@ th es to

ousand pieces to prevent a massacre. Yot it is these doomed,

Led into the fray by the san

e e fir y by the same

2 i l,)” Avengers of that doomed order find that with each
greatly enhanced by the echoes of Asuryan’s poer that

s of living crystal. It s a price the 3
s g price the Crystal Sons willingly pas, for

ves of war.

SPECIAL RUL

Crystal Metamorphosis: Dire Avenger mudcls in this
formation (this inchudes Dire Avenger Exarchs, but not

2 bonus to their Strength and

ber This bonus is
me tun 3, all Dire

Asurmen himsel) ha
Toughness equal 10 the game turm num
ot cumulative. For example, during
venger models in this formation have +3 Stren
Toughiess. Hovever at the end of cach Eldar tum, ach
Dive Avenger unit in the formation must take  pumber of
Toughness tests equal 1o the game tir aumber, Remoy
o odel for cach Toughness test you pass (hot fub 2 this
nts those unfortunate £ ral 1S
shich models in cach unit are removed

repre who turm ta cr

your chol




GEMIN B
1
il 3 Z blings, the
o R » often manned by just one of @ pair of siblings,
Revenants are oft " { :
e il e el G Titans hunting in pears = codified by the
""mrlIh[.-"(;W:zﬁ?l’;;lf;‘:r:l}:x 'ljfzm‘maul on the same battlefield. Thts leads to ;{w[[;;h’rh : :‘ ,[/,,.,[,y o ,f;/,m.n, e
;;:;:;::{;L,,:nr’;w;nn Squads - where each graceful war machie is /u)-,.lu(;x{lynh:: Jelihice b e
Ay een Ildar twins is so strong that they can communicate on a $ : e
g st s o et s e e o 0 ek pons o e encmy ith il s of predtory g
langer with flashes of emot

SPECIAL RULES:

Mindlink: The psychic link between the Revenants in the
Gemini Squad has wo effects:

G ing the
* Ifone of the Revenants scores a hit on its target during dh
Shooting phase, the other Revenant treats its weapons 4

Twin-linked if it targets that same unit that phase

* Ifan enemy unit's shooting attack hits a Revenant Titan's
holo-field, place a For ‘ounter next to the athien
member of the Gemini Squad (a small coin will da). All
subsequent shooting attacks that target a Revenant
a Forewarned Counter can only be made as Snap Sh
Remove all Forewarned Counters at the end of eaeh




ELDAR

. R

d nto batle by the cief of their Spintscers, Iyanna Arienal

— N

3+ Spiritseers 2+ units of
Wraithguard

and/or
Wraithblades

gt “"‘""""'d;‘_ﬁh Wraithknights
R

FORMATION RESTRICTIONS e
formation must fight on foot: no Dedici
Transports may be taken as upgrades.

The entire

GHOST WARRIOR WarHOSsT !
YO RIOR WA

e Eldar are loathe to rouse the spinits of the dead Jrom their vest wnthin the Iy
mﬂ‘iﬂﬁ and Guardians cannot defeat, the Spintseers will assemble
,!::Im" warriors to withstand the enemy attack, and is supported by

e ghost warnor warhost gives the mor» mul)zlﬁvrlrmrnls of the Eldar
auing suffered heavily in 165 fight against the Tyranid mvasion, jg.

a ghost warnor warhost. In ba
longer ranged weapons. Able
army the time they need to
s the largest ghost

Y e

vhen a threat arises that the A spect
altle, the spinit host forms a cadre of
(o endure the fiercest enemy firspower,
el into the position to strike. Iyanden,
warrior warhost of any craftworld, nvariably

ifinaty Circutt, but

I
!,
§
)

PECIAL RULI &
lsllml;crc‘d Ancients: Every friendly Eldar unit within 12
unit from this formation has the Fearless special rule

Wrath of the Slain: Nominaie a codex -m..mlm.»rn o
before determining Warlord traits. Whilst a unit from thi
formation s vithin 6" of at least one of the for e
spiritscers, that unit has the Preferred Enemy speci
against all wnits from the nominated codex




oy -

ELDAR/DARKELDAR
T GREAT TROUPE

B e Q

. e urther their oun i
The swarrior-dancers of the Harlequins travel constantly through lhrgulu.\?’, n{y/ul:;,qI[h;'/‘::fv:r]v’;vffﬂﬂ;l:r/" nmw/mn';”;n,«.:n‘;;m
on e a entire world, the Harle i
cve of a battle that will determine the fate of an entire world, .
e e beandanng of Edar cnologis wth e, bolierd il /z:rl;tl(lnlll;:;l::;ﬂrrlgrgkmd.
o e ,I/r;m]:ylm} Black Librars, When the Great Troupe goes to way; it 15 as if @ bejeivelled sabre bursts into scintillating existenee:

ec s that leave blindness
behund the enemy botdle line, thrusting decp into its tumpen mass before exploding into @ hundred shards that leave Ulindness and

madness in their wake.

SPECIAL RULES:

Crusader, Decp Strike, Fear,
3+ units of Preferred Enemy (Codes: Chaos Dacmions

Harlequins and Codex: Chaos Space Marines).

3+ Venoms OR
® 3t Vypers

FORMATION RES
One Troupe Master must be nominated as the Troupe

=

L

Confounding Presence: Ranged weapons carried by <
Harlequins in this formation have the Blind and Coneussive
special rules, Furthcrmore, if the Initiative test caused by

the Blind special rule is a 6, place a Confusion token by that' &
Uit A unicwath one or more Confusion tokens treats all of
its Melee weapons as if they had the Unwicld

for the rest of the gany

Leader. He has the special rules and wargear as a
Troupe Master, though he has profile shown right

WSBS S T W I A LdS¥




... GUARDIAN BATTLEHOST

o times of imminent catastrophe, a craftworld will often have 3
s, S_nd'l;;i; s o e Uhib forthe Eldar are @ dying rac, and the igsof e e et Lor 9/ 40 Aspect Warror
o ,‘,,L,l::y'w[z"",;"n;rr;’:[rhr S :ly":’: clase quarters than o mer human, ) n’m\ ,{ﬁ:,j:{.’r’?';‘,/"fm;m D ot g
iiorids il often R l;'"":;;/"’”""""" Philosophers or artists in a singte Illl7’1:1!UIL’I:ri;’lﬂu,;"‘l;:z‘rll:rl‘ du.,lrI i
awnth artefacts known as celestial shields. j!\\»hlf<1l[\2/14 s

hosts are equippe
fome  fields that allow the battlehost to weather the enemy Jire u?r 14,‘//:l172(1/inllx ancing l
3 ancing to secure vie

no choice but to mobilise

at a entical moment.

SPECIAL RULES:
Shield: Once per game, at the beginning of any

player wrn, you may choose o activate the Celestial Shicld

If you do so, nominate & point on the batdefield that is

within 1" of a model in this formation and place a ms

on that point. Any Eldar unit from this formation within

1 Autarch 1+ Vaul's Wrath
Support Batterics §
35 units of Eldar i

Shoating attacks. At the beginning of cach Eldar turm in
which the Celestial Shield is in play, roll a Db, On a 4+, the
ial Shield remains in play; on a 1-3, it dissipates = the:

1+ War Walker
Defenders or Squadrons
Storm Guardians)

% 12" of the marker has a 3+ invulnerable save against enemy
&

cer is removed from play

 RESTRIGTIONS Lifeblood of the Craftworlds: Fricndly Eldar units within 12¢
oot Ry on foot o Dediaied e i oo hav e Subboritap
Transports may be taken as upgrades

v




Hich CouNciL OF [YANDEN'

70t

R

% : 7 It was brought togther
The High Council of Ixanden represents one of the greatest collections of Eldar mmfl:( "r:rlr e ;:); i”:: [l.;’f:/:'z oy e :f' it M’:! -
during the invasion of Hive Fleet Kraken and bound by bonds of miutual respect ev ,mK o ke Sl
Prince Yriel, the Admiral of Iyanden's armada and the master (;/ ://:; 1-.111;1:(1: ;f"‘;!::,x,lly:flps‘/;xﬁ s A Mmmzr
3 ¥ ; sanden. The b p 2 /
d guardian of its ghost warnors is Iyanna Arienal, the Angel of Iyanden. o 4 : G
;,’;,’,tf‘m:,.d ,;,{,,,, ;n,“,/,/v strong ,,\1,/),(” ian, whose fowering wrailhbone shell houses the fiery warrior spint-pool of a departed Fxarch,

Prince Ynel Iyanna Arienal

(Spiritseer)

Tace Silvereye
(Farseer)

Althenian
(Wraithlord)

FORMATION RESTRICTIONS
The High Council may not embark on a Ty

ansport of any
kind. Tacc Silvereye may not take

SPECIAL RULES:

Angel of Iyanden: Units of Wraithguard, Wraithblades,
Wi s, Wraitl , and Hemlock

within 12" of Iyanna count their ranged weapons as Twin-
linked, and may re-roll failed To Hit rolls in close combat.

Burning Fist of Althenian: When making a Smash attack.
Althenian does not halve the number of Attacks he may
make. Furthermore, his flamers are AP3 instead of AP5:

Silvereye’s Foresight: At the beginning of the game, your

side may take an extra D3 Strategic Assets from the fallowin
e Asset cannot be chosen twice): Flank Marehi
ordinates or Strands of Fate.

The Twin Fleets Above: If Prince Yriel s alive, he may &
upon two Orbital Strikes (Apoc. pg 81) over the coure
the game. These may not be used on the same trn and
must be paid for with Strategic Victory Points 48 nomm

ga




MIND ELDAR
%= "DSTORM SquaproN |

T

:
v \
',dtplvf"ld”;’ o ser “;;’,&’” i”";”’ Vrahfighter is an act of desperaion Jor the Eld,

s and the energies of the dead is a wea, - or the Eldar.

3 _m;m’ mw]ynsu e mmm/;;‘/*;;:i ”/;s! r:mn The sight of a squadyon of Hemlocks blighting th,
Bk can combine their heavy D-scythes oes: Ye their efficacy cannot be demied, When peneiins o e ST 4 ST
Hemlocks liek ¢ 2 0 create a deadly vortex kgt F Sl en operating in close formation,

WM,,,,/;,Mummum,g e minds of those it touches. The thought of o = a tornado of psychic force that nips across

; such @ wpulsively e 2
i the Eldar themselves & anathema o the craftuorts, yo desperate u/.m d -:/,"»7:/»{:} e e e
, despe asures must be employed.

The unnatural fusion of weaponised

NO.OFHEMLOCKS ~ MAX SIZE OF TEMPLATE
2 Blast/3"
Large Blast/5"
Massive Blast/ 7"
Apocalyptic Blast/10°

3-5 Hemlock

Wraithfighters
Instead of firing tieir heavy Dscythes normally, the

formation may place a blast marker of 2 up to the
maximum listed on the table above. It must be placed
anywhere within 72" and within line of sight of all of the
Hemlocks contributing to the Mindstorm. Then roll for
scatter, Any unit touched by the blast marker is not hit as
normal but instead must pass a Leadership test on 3D6
plus the number of contributors. If the unit fails this test, it
<uffers a number of Wounds equal to the amount by which
the test was failed, Armour and cover sav l‘m;mnl |’>ellak{-n
rai ;i eir fire 1o create against Wounds caused by the .\1|n(|!~l‘0nu If the )}n:f storm
gy conpne e fre o L it ol o e Y
of Hemlocks Wi‘lh 119" of the Command D;mn}:c table and apply the resul ; B¢
i umand Vehicle iself). is inflicted

i A Mindstorm Squadron of two or mo




DARK ELDAR
Tur MURDERFLOCK i

—

e

- Conmorragh rarely find common purpose. To the Scourges, the Helligns.
e ey L
e e e
//"r’::: AT e spires, borne aloft on wings and skyboants alike. These ulm;l inbs /I,1;:;:::7;"‘x’p;':/.”,r{/;m”(,'mg oo
wpon the battlefield en masse as a tornado of howling talons and hurtling Wades, stashing and g b

saxo more murder and pane

SPECIAL RULES:
; Vicious Descent: All units in a Murderflock begin the game’
i 2+ units of Hellions n Strategic Reserve. When they become available, you may -
deploy a single unit from the formation by Deep Stike
without scattering. All other units in the formation must 5
then deploy by Decp Strike without scattering, and within 672
2+ units of Scourges of a model from the first unit deployed,
Once this is done, enemy units within 3 of any model
from this formation suffer 2D6 Strength 4 AP5 hits with the
Rending special rule (vehicles are hit on their side armout)
I Hellion units must consist of at least 15 modcls i d Wounds caused. Once this proc
All Scourge units must consist of 10 models {3 is compleic, every unit i the formation gains a pain ol
o S R ,.-%\m.—}f for every five unsay
mstance, if a Mure k causes 11 unsaved Wor
s Vicious Descent, all of the units in the Murderfloek

FORMATION RESTRICTIONS
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DARK ELDAR
o STORM OF BrapEs
\—M

the Dark Eldar that pride themselves on the; 7
:v; LN o/’z’."’l’”f::i:l‘l'l\‘ f Jlight. Though the Seon 1ges are the most,
e m/f’; Zw(mrl:hrby the belvef that the very ‘17”‘0"’ advocates of the
geonh x Y i the mud below, they sqy ery act of setting foot upon the ds
S encigh e Kaba o the Fled Skull and the s “fm#;\“mj\ =t unll avail them nowght, for .ufxfn»,l A,lam il /.';’d
015 o wi

e ! P S and the mad Lord Mal, 2 1 followers

: o v s menagri f winaed s S talixian are the most ardent follouy

. 5§ Ftayed Skull famously conquered Thrandiim without a single Kalmlml:rlj””v;m o /rln, i ('wm,“ l’nl o
Kabal of th q T e selting foot upon the ground

SPECIAL RULES:
Skybound: Units from this battle formation may not
voluntarily disembark or Go to Ground. Any unit that
disembarks, for any reason, immediatel§ loscs a pain token.

13+Archon * Kabalite
3+ units from Warniors

the following list If it has no pain tokens, it instead takes a Pinn
« Kabalite the beginning of cach Dark Eldar Shooting phase, a unit
from this formation may choose to have the Skyfire special

* Reavers Trucborn
rule for the duration of that phase

S * Scourges ﬁ « Beastmasters Storm of Blades: Raiders from this formation, and units
(Razorwing embarked on them, may shootin the same trn they use
i flocks only) the bonus move from their enhanced acthersails. They may
i I— § then move Flat Out as if they had nat shot that turn.

* Hellions

o REme
lh FORMATION RESTRICTIONS
i 015, Kabalite Warriors, and Kabalite Trucborn

80 the formation must begin the game embarked

upon Dedicated Transports

All Ry 3
Raldersin e formation must have the enhanced
acthersails upgrade,
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TYRANIDS
_ CRONECOVEN
e e

ch Hive Crone carries a pair of tentaclids under eack wing, living electro-missiles that enable their s mbiotic host to cripple or destry
enemy craft. Yet it us the jag of bone that protrudes from each Crone’s thorax that has come to be most feared by Imperial pulots, A Crons
can swoop upon s prey wath such speed that the diamond-hard spur on its underside rips apart man and machine alike. When whafe
broods of these beass flock togother they will fly nose to tail after their quarry, diving down one after another. As they pass, each of they
ssor struck, carving a deeper and deeper furrow into their prey’s core untal their armoer has

bony spurs hits home just where its pre n
been shiced through completely, Few war engines can survive this protracted onslaught, for the G o with such accuracy and

Jorce that their concerted efforts can cut apart cven armowred bastions and the graceful Titans of the Eldar eraftworlds.

SPECIAL RULES:
s Serial Strike: When a Crone from this formation Vector
Strikes an enemy unit, the Strength of its Vector Strike 1S
ased by one (to a maximum of 10) for cach other Croné:
from this formation that has already used Vector Strikeon
that target this phas

aganst the same targel in the same Movement phase. The fint
or Strikes at a Strength of 8 due to its Raking Strike special v
e second Crone then resolues its own Vector Strike, thotigh this t
1t 1s resolved at Strength 9. The third and. fourth Crones 1eso
Vector Strikes at Strength 10,




Cia

the Hive Mind considers a'world to have boe
our the biomass of the planet. 1t is o litle e ;»1,”"“;1, A aull wlease countles thousands
ey might oo Survive what is o come — they too ,’1{1 f e flect o there are il pocketsof s ':"[lm”b"[‘mm ek Ao
0w ¢ deve 9 7 el el
Bl cuni ercsone defences and D oo e nd endened doun, for e ale i e
of the voracious appetite of the Tyranid race, nf Jor beginmung ther foat where the ene ‘lnmm Wl
gt for hey bnow they will shorty be devoued re Sght of an Later-Suwarm can fe 'hfﬁvITI‘IWMWN e
Sty st decours s and blood, breaking the hemselus. I this manier an EntorSumues oo LS (el more
g the spirit of therr prey just as the digestion f g M”/m ) S
frocess begins in ea %
cgins in carnest

wil

SRR e
) SPECIAL RULES:
), Outflank.
3+ Haruspexes
Assimilation Wave: This formation must be held in Strategic
Reserve and cannot enter play before the beginning of the
second game turm. Fusthermore, a unit in the formation
that fails its test for Instinctive Behaviour is automatically

34 Pyrovore Broods wreated as having rolled the Devour result

ters that have line of sight

nodel from this formation have their Leadership
reduced by an amount equal to the game tura number

10 a0

il
& ;
r Consume Morale: Enemy chara

28 5+ ripper swarm Broods

’z-,‘\ae’ﬁ#—‘

same Turn 3, an enemy Independent Character,

For example, on G
s tine of sight to a Harauspiex from this formation. His Leadership
s hence reduced by 3.

FORMATION RESTRICTIONS

e

=g

o e
e = BT




TYRANIDS
EYE or THE HIVE

A sinister sentience lurks within the heart of each Tyranid swarm. The Hive Mind itself observes the batile with cold and alien
detachment through its warrior broods and synapse crealures; @ presence both wnmortal and unstoppable. In battle, it is often Tyranid:
Wariors that act as the compound eyes of the Hive Mind, assessing the strengths of the enemy and relaying information to the bio-
ships so they can byeed niew strawns of Tyranids to counter these strengths. Stranger still, battlefield reports of large Tyranid Warrior.
formations have stated that Tyranids around them attack with great fervour despite suffering mortal wounds, biting and sashing even
when the spark of life has long fled from theiy black and depthless eyes

SPECIAL RULES:
Hyperadaption: At the beginning of the game, roll a D3
friendl;
anid Warrior
Broods affecting all units from a codex of your choicé:
ndy is playig against his friend’s Eldar. His
Hyperadaption roll 15 a 2. Froms game turn 3, T

enter play have the Preferved Enemy (Eldar) spec

FORMATION RESTRIGTIONS

Each Tyramd Warrior Brood must contain a [riendly Tyra
at models. Yol

o T

Obedient Beyond Death: In close combat, models front i

id unit within 18" of a model from this:




TYRANIDS
aMYHAUNTERS

n Tymﬂ'd swarms, when unsupported by clods of their win,
v by enemy 5 nnged organism
 latoe et Uy enemy asrcraft. Becaruse of his, the Tyvam e gy, 1 those in Hive
"I{;"“o,{,b),—m {y’”’f)m”m L{:mw’ m“:'m l,/::\',”lrlm Tyramd hive fleets hrnv‘n‘nh‘rdln" x'::r::l‘: :7/ methods
s o the ey planet by the large aevial prdators ksu/)rnon[; Amongst the most peculiar of these 15 N:;" S
 sach of whick can adjust its altitude at will - until mv-l ';'f,",l'f Hﬂ;’";y' e LG i ”/T"I:’{:%M;”;/ "’"”(’?"
s : e cually potent Spore Mines
is forest of atr-sacs and. e attlefield 15 dotted w; 7
ough thi forstof nd tendnls come the Harpies themselyes, xhnrlm)gnnll;uf'(,;Al:nlnf’l’\lgllm“l”m;”nIm"ly i
eching as they level volleys of specially

HO° X Mo
Y
)

Tteet Leathan, can be engaged

B it shirds al those aircraft sift enougi
evolued sh) 1t swift enough to cvade the skyborne minefield.

SPECIAL RULES:
Opportunist Hunters: A Harpy that targets an enemy Flyer
or Super-Heavy Flyer within 12" of a Spore Mine from this
formation has the Tank Hunters special rule, Furthermore,
rds
at encmy Flyers or SuperHeavy Flyers from s aaninked
heavy venom cannon/wwin-linked strangletiorn cannon.
apon, instead of using the weapon's

3+ Harpics

Regardless of the we:
]! 3+ Spore Mine Clusters | normal profile, use the profile below

Range AP Type

merne)  Skyhaunter shards 367 FURET T

FORMATION RESTRICTIONS j Skiice,
Twininked




TYRANIDS

KRAKEN TENDRIL SWARM

2 y
Hive Fleet Kraken employs far more insidious tactics than the interstellar juggernaut known as Hive Fleet Bel:;;nulhv LT /m:lx llh: field.
of battle, the bulk of Hive Flect Kraken operates as distinct and indsvidual forces known as Tendril Swarms. When a Tendril Swarn

locates @ weak pornt in the enemy line, it suddenly pushes forwards in @ great surging column of biomass

formed. from hundyeds of

constituent warrior-beasts. The component organisms of each Tendnl Swarm are comman enough that, should one be destroyed whilsy

probing the enemy defences, another will quickly take its pla 4 e
¢, strangling concentrations of enemy resistance like the constricting tentacle of a giant abyssal beas

sinister eas

h Tendnil Swarm is awtonomous enough to exploit any gaps with

3+ Gaunt Broods
(Termagants or
Hormagaunts)

}‘( 1+ Tyranid Warrior Broods

:
0+ Gargoyle Broods
FORMATION RESTRICTIONS

Each Gaunt Brood must have at le

P

SPECIAL RULES:
Acute Senses, Outflank.

The Tendril Constricts:

Swarm can move up to

move may not be made if any models in the formation have:

entered play that wm, and no model from the formation

may move within | enemy model as part of the

move, Units that move in this mannci n shoot but cannat
charge moves that trn.

ment phase. The




T'YWRANIDS
. LEVIATHAN Sky Swarm

 Hive Flect Levwathan ancludes a clutch of new adaptations that w,
e mn:umg rec unr;irt of uung;y[ weapon-beasts, from S} 7
farvidans, some as large as a drop ship but with twice thy S :

2 "“:.nm they blot out /lrl;.um mm/mn,.l,, ut ",'r tunce the firepower. Most common amongst ml(:r-h poa s g e
2 "“” Bl e b wit ///;mﬂr: Hope invanably fiees in the fuce of such an a ’1“””"””” S
ssaull prov ) ve fleet will sen 3 e : :
v enatls 1 L end a sky full of buological horrors plummeting toro e
e 10 destroy, smashing bodily info enemy air support and devastating their i it e

5 ommand centres with bio-sweapon fir
u e

ould make a High Lo of

Lele e l7nm'x blood run cold. Amongst them

e
id

— —

45
3 B SPECIAL RULES:
Air Strike: A unit of Gargoyles from this formation may
1+ Hive 03 Tyran charge one or more enemy Flyers in the Assault phase.
Tyrants Shrike Broods Instead of making its normal attacks, cach Gargoyle in
contact with an enemy Flyer rolls a D6. On the roll of a 1:3,
that Gargoyle is removed from play, On the roll of a 45,

nothing happens, On the roll of a 6, that Gargoyle inflicts a

3+ Gargoyle
glancing hit on the target

Broods

2+ Harpies 9
Bypass Defences: Enemy units with the Skyfire special sule
(it fire ata Sky Swarm unit have a -1 modifier o their

0-1 Harridan Ballistic Skill

Descent: When deplaying by Deep Strike, if 4 unit
fronn this formation scatiers on top of impassible terrain oF
another model, reduce the scatter distance by the minimum
amount required to avoid the obstacle

Winged
e




TYRANIDS

SPORESTORM BROOD ”%n

When a hive fleet encounters a tough morsel of esistance fighting from behind an impassable barrier, the Hive Mind will send a

Dychic.

umperative that tasks its gunbeasts with the suppression and ultimate destruction of the skulking foe. The l;_mml.; I!m;vresulf from this
anipulse, known as Sporestorm Broods, fulfil miuch the same role as that of a conventional army’s artllery. The broo's Burvores eject §
livang ammunition that éither detonates within the foe’s ranks or marks its position as a prority target, whilst its Exocrines blast apart
cach designated haven with synchronised volleys of bio-plasma. As the enemy reels, sac-like Spore Mines drift daton from the bio-ships i
low orbit towards those that have alreads been launched by the Biovores, probing the cracks of the enemy’s defences unth their tentacles
and exploding only once they have squelched theiy way iside. If the violemce of these confined explosions does not slay the enemy in ity
lnding place, the huminous traces left by the gory remains of a sporestorm will ensure their doom, for they attract the lving battering

yams known as Carnifexes in great number

1+ Exocrines

z 3+ Spore Mine Clusters

FORMATION RESTRICTIONS

Each Biovore Brood must contain three Biovores

SPECIAL RULES:
Sporestorm: Sporc Mine Clusters in & Sporestorm Brood are
not deployed at the beginning of the game. Instead, they
are keptin Strategic Reserve. Spore Mine Clusters from th
formation that enter play may re-roll the scatter dice when
they Deep Strike, so long as the first model s placed within
12" of a friendly Tyranid model that was already on the
battlefield at the start of the turn

Marked for Death: An Exocrine in this formation that
targets an enemy tnit within 6" of a friendly Spore Mine
counts its weapons as Twin-inked. Furthermore, any
Garnifex model within 67 of a friendly Spore Mine re-
failed rolls To Hit and To Wound.




T TYRANID
TERVIGON BroobNopE
e o

alhing broodenests kncwn as Tervigons are amongst th
clulches. of slithering Gaunts from the womb-like egg B that I
gverrun a7 €ne y ine by the simple propagation of a ang underneath their arching
- poyehic imperalives as alien as they are potent. When several of h T g
several of thes

anction nlo cverdrive until he ground around them disappea ds
bears unde

st of a hive fleet’
leet’s warrior beasts, Jor they are able t
: 5 are able to gject great
1 g s o g e T
ol SpUTINg s bl ofsring o a iling fensy
gether, therr close proximity spurs Ihr:r{n/u/u:n:iil‘

B L T wave after wave of scuttling beasts that b
hat burst from their hyper-

SPECIAL RULES:
Advanced Gestation: Termagant Broods spavincd by a Brood
Queen may be amed vith fleshborers, spincfists spikerifles

or devourers (your choice).

Hyperactive Incubators: When rolling (0 sc¢ how many
Tommagrants are spawned, rolla number of 306 equal to
e mber of Tervigons in the Braodrode Xou oo pick
applies to all of the Tenvigons i

wwhich of the 3D6 results
e formation this turn, All spitwned Unitsare counted a8

part of this formation

Sy FORMATION RESTRIGTIONS
:\115(.:; must be nominated as the Brood Queen
(:'“Kfms in the formation must have the
atalyst and Onslaught psychic powers.
AR . TR

“WARZONE__
EDOR.

i




TYRANIDS
TYRANNOFEX
GUNBEAST BROOD

i ’3

target ||n|lm|ha5honll|\g attack, place Brood.nnrked
counter by that unit (a small coin will do). Remove all
Broodmarked counters from play at the end of each turn:
Rmer All Tyrannofex weapons firing ata unit with tone
FORMATION RESTRICTIONS Broodmarked counter are Twindinked and have the I;nv
Atleast two of the Tyrannofexe S J  Cover and Tank Hunters :
Gunbeast Brood must replace the S




T S TYRANIDS
LHE SHADOW INCARNATE

e mast polent YNAPSE creatures in @ swarm gather toge

Nind cstntial ternor. The shee othees o tese rn‘ul’t’:l::; their combined mindpresence creates g | 2
Wanp a nultfild powerf enoigh to disrupt all pyehic eneg 1550 strong tha i disrups the Cia g e enbodinentofiig
o the mightest synapse cmatures i o sivog i can T in the surrounding area. The (/m,’ﬂ"’wv. betuween realspace and
s and sending pkes creaming ino e night. They e m,'s,/”';'»nvz into a crppling bowwave a‘/j’r’:g"""f of soullessness that
o the mosteroic of wariors, only psykers can appreciate the i;‘;[’l"'fi the Wap made flesh, and nm:};{(m”w e fraus o U

the thyeat they represent. thear mere presence can

1 Hive Tyrant with
3 Tyrant Guard
THE TERROR
The Tyranid psy
2+ Zoanthrope || blasts the foes minds with mightnarsh visons
Broods
The Terroris 2 mova power that may only be used by the
£ Hive Tyrant leading the Pychic Ghoir, The range is equal
FORMATION RESTRICTIONS — {0 6" per pyker in the formation when the psychic power

None 1s manifested. It has the profile beloy
s S U O )

3 Range s AP Ty
L RULES As

pe
sault 10, Blind, Pinnin; z

ove 2 1

s '{::u range of the Shadow in the Warp special rule
- ;1"5 Psyeliic Ghoir is doubled. Furthermore,
Fanid units within 24" of this formation add £ (0
Is:










THE STAGES OF A
TYRANID INVASION

The tendrils of the Tyranid hive fleets spread

far and wide, probing ever deeper into the
e borders of the Imperium and sampling the
staggering bio-dive
galactic rim. Millions of vanguard org:

ity of the worlds of the

nisins
d of cach hive flect
secking out the choicest prey and preparing

range light years ah

the feeding grounds for the coming of the

Great Devourer For decades, the savants of

the Adeptus Mechanicus and the Ordo

nos
have amassed fragments of information fr

the ruined worlds that have faced Tyra
invasion, piccing together the process by
which the Tyranid hive flects idenify, locate,
imade and assimilate the planets on which

they prev. A pattern has been identified that

echoes throughout Hive Fleets Behemoth,
| Kraken and Leviathan — the major invasion

forces encountered by the Imperium thus far

DISCOVERY

In agalaxy of countless star systems, the worlds
of the Imperium arc spread impossibly thin
Vast gulfs of space form the largely uncharted
s between inhabited systems,
nd
fall before the Tmperium cven casts an ey

wildermess 7

anditis

aid eatire alien empires may rise

their direction. Through this unexplored

space, the vanguards of the Tyranid hive

flects stalk their prey, Their bio-vesscls scatter
ahead of the main body of cach hive flect,
dispersing in every direction across a frontage
wany hundreds of light years wide Over

the course of decades, even ceni

rics, they

investigate every star system they encor
seeking signs of life that may vicld enough

biomass to warrant  full-scale invasion

Upon discovering evidence of life, these

scoutdroncs disgorge infilirator organisms
such as Lictors and Genestealers. Such
crcatures are believed to be dispatched
1o the surface of the world in question by
way of an atmaspheric insertion spore.
biological drop-vessel that plumimets toward
the prey planct. When the spore lands, it
sgorge eithier a brood of Tyranids

flectwill first be preparcd for consumption in a series of grucsome stages that u

ATyeanid invasion is launched for one reason and one reason alone - (o feed. Any world that has been identified as prey by a predatory hi
mately involve all life forms belng assimilated.

Once introduced 10 a world, these vanguard
organismsseck outlife inallits forms, homing
in on those of a highly organised and/or
intelligent nature. A vanguard organism will
prey upon lone targets at fifst, 50 s not o,
reveal its presence hefore it s fully immersed.
within its new environment. Evidence has
been found of Tyranid victims that have
had their brains forcibly ivaded by feeder

5, suggesting that many vanguard
organisms can stes ate knowledge
about their prey straight from the remains of
their kills. To the n

ives of the world, these

organic dropships
streaking across the night sky,
that is confirmed as their communities fall

appear as a comet

a dire omen

prey 10 the senscless and brutal Killings of the.
Tyranid vanguard

As the nfiltrator beasts prosper upon the
target world, so their numbers multiply.

Genestealers impregnate their prey-creatures

with alien taint on a genetic level, forcing

their victims (o spay

horrific offspring that
are nonetheless nu

red as beloved children
away from the sight of mortal authorities. As
such hidden communities flourish, so does
their collective psychic spoor grow stronger,
wracting the notice of the
everhungry Hive Mind as it draws close A
flourishing hybrid community of this kind

presumably

is a sure indication of rich feeding grounds.
In so

e cases, those

in the thrall of the
Genestealers may seek to infiltrate the world's
ruling classes, aiming to prepare it for the
hive flect’s arrival by weakening defences or
moral resolve

On many occasions, hive fleets have launched
full.

le invasions of @ prey world with
no sign whatsocver of vanguard organism
activity. It is theorised, therefore, that the
hive feets are able o study star systems from
afar, gauging the likelihood of the system
supporting life by »

cans of some manner
of alicn analysis. If such a theory is indeed
accurate, it indicates that the hive flects arc
prepared  spend centurics, cven millennia,
secking out their prey, hecawse the chance
of randomly discovering a single inhabited
world circling one star amon
unlikely in the extreme

st billions is

APPROACH

armadas will struggle 0 hold back a
splinter flect; though they are but a fract
tendrils are frequently  composed.
thousands of bio-vessels. As the splinier flee
nears the prey world, its vessels will nl perse
within the upper atmosphere and
releasing innumerable spores. e

Many of these spores are similar to the
used o land the original vanguard o
These are released fram the bio-ships in the
millions, sending broods of warrior ereature
hurtling towards the planet’s smbm\ h
spores deliver a far more insidious pa
taking the form of zoomorphic symbio
parasites. These organisms target the p
mative flora, causing plant life ta mn al
a rapid rate into forms that are whouy' i
nce. Where verdant
forests once covered a world, 4 riot of
cvolved, highly aggressive alien voget
will burst forth. Amongst these gro
the ridged capillary towers that h-m:f
the crust of the invaded planet, it is widely
belicved that ihese specialist mutations are
connected to the later consumption ph

and sickening in appear

The biological functions of the hide
altered plant life stowly transfarmm the w
aumasphere into something inimical \““
native life forms. As this process accelerat ates,
the sky darkens and the temperature rises
transforming the aumosphere into 1 hoth
ideal for the net stages of the world’s d

that choke the air and incapacifie

many millions of defenders bciolv;;},

resistance and breaking doy
matter for future ingestion.




e e xenos attac
«of the invasion begins — the assault
son of the world’s defences, As
the skies are darkened
Dying Tyranids. The
W
e native popplations into the path
i ng ground swarms that
w wave of reinforcements
B iealy consisting of several varicli
'u, Defenders are rapidly enci
(0 make A series of desperate
vals. giving ground all the while
Moy defenders of targeted worlds have
3 the fatal error of underestimating
telligence of the Hive Mind, believing

illing grounds for the endless waves of
s thatswarm across the plancts surface.
he defenders become surrounded and
§1n, the cfforts of the xcnos invader-

panterattack, endless hordes of Gaunts
iow themsclies aganst these positions,
1 orerchelm all resistance through

1 this by
inguard creatures that have already
ated  the cnemy lines  during

overy phase
iy insasions that any infested local
mitics make thieir move, acting entirely
be control of the Hive Mind and
40 distupt what lite resistance the
are able o mount from wit
tejoin the main body of invaders,
td creatures link up with the

It is during these

by, the world's defences will become
A small number of built-up arcas
B Hive Mind must focus its effort
10 overcome the last vestiges of
/Tht organisms deployed in the
L ltack wayes hecome Targer and
Bing, with specd sacrificed
Offensive  power Trygons,
Hive Tyraus and cven masive
deployed by the hive flect
 erudication of particularly

ders,

Throughout the entire
natve population i
Hive

attack phase, the
il be subjected 1o the
Mind’s most effective weapon = terron
The sight of the skies tirning o
Vegetation mutating s su
the will of the weak

ark and he
cient 1o break

and the first sighting
of Tyranid organisms incyit .
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CONSUMPTION

Strictly speaking, the consumption phase of
an invasion begins when the first sporcs are
inserted into the atmosphere o prepare it
for eventual biological assimilation. In truth
this process anly properly begins onee the last

major resistance is neutralised

The surface of a world undergoing the final
stages of a Tyranid assault is truly a vision
from a nightmare Feeder organisms pupated
in the carcasses of native life forms burst
forth and ravage the landscape of every
last trace of biological matter. Mawlocs and
Haruspexes roam the devastation, gulping
down cvery shred of fesh they can scavenge
These creatures have no true digestive
system of their own, instead existing only 10
swallow everything they encounter before
throwing themselves bodily into the lakes of
bubbling gastric fuids known as digestion
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and that of everything they have
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The final stage is the harvesting of the world's

atmosphere and seas. Fat-bellied drone-ships

descend 10 low orbit and gorge themselyes.
upon every last useful element for later.
wdilisation as fuel. This is then used 1o power.
the hive feet's journey to the next prey world,
and 1o create yet more warrior organisms.
The hive flect then departs, leaing behind it
adesolate rock stripped of every last vestige of
e, right down 10 the malccular level

The hive fleet resumes its endless conquest; its
only imperative to feed, survive and muldiply
untl the galaxy is a dry, withered husk,
whereupon it will leave once more, selting ifs
unknowable desires upon the next feeding

ground, billions of light years distant

“There is a cancer catingat the
Imperium. With cach decade 1t
advances deeper, leaving drained.
dead worlds in 1ts wake. This
horror, this abomination, has
thought and purmpose which
functions on an unimaginable,
gilactic scale and all we can do is
try to stop the swarms of
bio-cngincered monsters it
unleashes upon us by instinct.
We have given the hiorror a name

1o salve our fears; we call it the

Tyranid race, but if it is awarc of us.

stall it must know us only as Prey:
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A PLANET TORN ASUNDER

Once a glittering jewel in the crown of the Valedor System,
the maiden world of Diriel was long ago colonised by
Mankind and reforged into an industrial hellscape. This
is the least of its woes, however — a tendril of Hive Fleet
Leviathan is constricting around it, and to make matters
worse the Warp-magicks of distant Craftworld Iyanden have
inadvertently redirected a splinter of Hive Fleet Kraken
toward the planet. If the Tyranid armadas combine, the
horrors that evolve from their union will be nigh impossible
to stop. Can nearby Craftworld Biel-Tan hold back the
hive fleets long enough for their allies to join the fight,
destroy Diriel and rob the Tyranids of their prize?

S

Inside you will find:

THE VIOLENT DEATH OF VALEDOR: The devastating
story of Diriel’s fall from grace and the terrifying forces
brought to bear upon it by Man, Tyranid and Eldar alike.

THE FIREHEART AWAKENS: A titanic battle that sees
the Eldar and Dark Efdar battle against two Tyranid hive
fleets as the planet breaks apart around them.

Stunning of the
Citadel miniatures featured in the campaign.

RULES OF ENGAGEMENT: New rules, Strategic Assets
and missions for use in games of Apocalypse.

: Twenty new for
the Eldar, Dark Eldar and Tyranids, including the High
Council of lyanden and the Eye of the Hive . J
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