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CLASSIFYING THE ENTRIES IN THIS BOOK

" 85 part of this book, we have included vehicle and unit profiles for many of the forces involved in the Fall of Orpheus so
ey can be used as official additions to your games. Some of these units and formations are intended for use in Apocalypse.
ez, vt 3 miner . In order 10 make It ciear at a glance which are
You willfind a number of ‘stamps" used on the entries in this book. These are as follows:

er 40,000 Apocalypse Unit: Units with this stamp  Warhammer 40,000 Unit: This unit is infended to be used
i

ntended for games of r games of  in "standard Warhammer 40,000 games, within the usual
arhammer 40,000 where there s an agreement between  lmitations of Codex selection and Force Organisation
Playersin advance to use super-heavies and other highly charts, As with all of our models these should be.
b : opponent,its best to make sure they are happy to play a

s garme using Forge World models before you start.




INTRO UCTION

g * OF THE DeATH OF WORLDS “AND DARK THINGS STIRRING i e Voro -
%

me andal to The Fall of Opheus.

the swelfth n the series of Forge Workd' mperia Arnour ampsign nd exparsion books for Warhamt
s devoted to the Necrons. [t tels the story,first and. mmf mm(ng of\he Necmn Mayn khr 3=
%

from itsslumber at the ed

slrymd BT design project it s been a ascnating and exciing one towork on for me foran
==sors, not. main protsgonists.
Werrermmer 40 noo s universe, both
the

invader; an outside loru of staggering powes
g supenunly capable of stk mmm ot iiond ot T
Eemcrecs—truy atetor from beyond the stars i vt 2 W
opportunity to explore in an Imperial Armour book how an entire 1mpenax sector came: m beyits history y andal
S20ry (i brief) right up 1o the point where the End Times come and the Necrons return—and how 2
o, you'll have 10 read on to find outt But suffice to say, this might not (ho el Jast you wilever s of these.
oubied stars.

The Necrons, however, don't quite get the show to themselves of course, as the series title of ‘Imperial Amﬁr‘

S50, he Imperam efses 1 ive p s ot gl S o contet the Necronsin ot s &

e nzve in principle two Imperial forces In their own unique ways just as implacable, ruthless and perhaps eve

“ehuman’ as they are: the Minotaurs Space Marine Chapter and the Death Korps of Krieg of the Imperial s

#iere the Fall of Orpheus gave us a perfect chance to revisit these two Forge World fan-favourites and set them ina
e of total war that showcases them perfectly, and it also allows us to provide some pdates and additional game: »t
‘content for them which | hope you will enjoy.

Lasty, a5 aiways, | have 2 few thank yous to make, first and foremost to the Forge World Book Production team
%o ther creativiy, enthusiasm bl on a page. ToForge
Worids and Games Design Studios aing fe by creating

i g further cope and depth to the Wathammer 40,000 oieae my oy o gl o s 100 the
ebyists, for your continued support and for damouring for the xenos to take to war.

Alan Bligh

January 2013
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Darkness Falls
Being an Account of the Invasion of the Orpheus Sector by the Necron Host for referral
to all Officers 1C3 Imperial Field Command/Naval Ship Masters/Adeptus Asmﬂex
Offi Cle s: Battlegroup i Cordon

& Gorgon Quintus Castrum Forces.

o deled within s domains would have beiee he Orpheus Sccorstod o the

precipice That this forress of th Tempestus—a
against the ravages of the Ork

wperialis which had endured f Iy
and the Eldar, civit war and of Chaos, would

yet prove to be as defenceless as @ new-born before the horror of what was to come. Fewer stil, be
they planetary governor, potentate, prelatc orvoid captain, could have countenanced the idea that

in less than a hundred standard days scores of the Orphean worlds would be laid waste and their
‘populations, numbering in the billions, put to the sword. Nor that all which humanity had wrought =
amidst these distant stars would be erased with such merciless power and abhorvent intent. But the
darkness that came for the Orpheus Sector cared nothing for the pawer and pride of Man. £

For i the great emptiness beyond the frontier of known space, ancient and wicked minds were
stirring; minds driven insane with the tortures of eternity. Soulles beings of echoed hatred and
endless despair, creatures to which alllfe had become an anathema, were once again dragging
themselves up from their cold irom graves, and upon sceing the teeming ‘vermin' of humarity—for

2 s such as weare o they—infesting worlds that once had been theirs, the dim fires of unsleeping,
imhuman malice were again roused within the outcast Maynarkh Dynasty o the xenos form my.
holy Order has come fo call ‘Necron', bestirring them to unnatural false-lfe with but one cause—to

slaughter and destroy. Such are the monsters you must now face.

v The folowi , assembied after-action bl
tand i i as accurate a précis
as possible of the Orphean War to the current date as of 998 MA41. As such it contains what scant
and ragmentaryaccouning canbe made fthe devastring lsss of“heblody hundred” s the -
iniial L anda the “Warof
Salvation” recently fought o grear cost aver the ashes of the Orpheus Sector. Upon you is weighted
S\ the terible burden of truth, rather than blessed i e the right of the common soldier. As
ac now must folow, you are
charged 1o nudy what this report isely, for in thi lge you may better serve your
~Emperar in battle and carry out your sacred duty in his new founded ralm of the dead,

e+ Certified by my hand +++
rman Ha'Vass +++
+4+ Inquisitor Ordo Xenos +++

b
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|+ CapitaliAfnarah Dominus, Amarah Syslem =
o
Sl Do se

which are incapable o sustaining lfe, aithough this may not
have always been the case, and is frequent ceestal hazards.
Surviving feferences 1o the Rogue Trader laer voyages, held
in the great Covenant Navis Temple on Terra, aso make cryptic
e o rumerous et and s e ran s
ihe galactic

= Bimary Achorage of
‘Administrative Sub-divisions: Thiee Primary

- Secondary Administrative Regions, Seven Exempted
Divisions
Sector Tithe Grade: Secundus-|

it rra: Priority 17 weeks —

navigation in this et region
Wl v fidls o et
fimit to Lady Avica Orpheus' range of exploration.

CM31: The Sundering of the Imperium

The Great Betrayal, and the savage civlwr tha follows, rips

apart the fabric of the Imperium before the Mandragoran

tars can be fully pacied by the Crusade’ forces

Throughout the war, and the decades of strfe that followed
the area remains a lawess borderland under neither side of

the fratricidal war's control, and the haunt of renegadies and

1o feast upon the wounded Imperium

CM31 - pre 100/The Scouring/Unknown: The Scourge of
Dynat Crowbane
Ouring the unending bloodshed of the Scouring, the

as it does that cold and vast wasteland of ignorance and
shadaws known s the Veiled Region, with particular note to

g widespread events and portents of dark omen and mysterious.

nat Ma of the Alpha Legion, known as
“Crowbane for his ambush and slaughter of Raven Guard
forces during the Battle of yx, fiees to the Mandragoran
Stars and gathers to him a coterie of renegades, diabolists
and taitors thousands strong. Imperial foces sent i pursuit
are repeatedy out-manoeunred and cut apart piecemeal as
ynat's forces, now known as The Shadowed Ones', employ
querrila tactcs and dark forces to extend their mastery of
the egion. At the wial Inperil outpot staton at Amarah

dissemination of such servants of the God-Emperor of
kind who of nd

stioyed, s entire population slaughtered
e Sonkghs ety gl cim 1 heregion

andis
1 5 classified Magenta-seventeen in clearance by the Office and
* Ordinances of the Administratum Tempestus.

-inquis. 5.T

- The Marck oF Aces
#35° [See Additional Listed Archives - not visible: 2,100,345 entries
ot matching critera o investigation]

CM30 - 570-750: The Voyages of Orpheus
During the latter years of the Great Crusade, Imperiallore
has it that the legendary Rogue Trader Lady Arica Orpheus
conducted ranging expeditions into the vast expanse known
as the Mandragoran Stars on the outermost borders of what
will become later codified as the Segmentum Tempestus,
Qrpheus’ voyages, intended to serve as pathfinder for ater,
farlarger, fleets comprising Space Marine Legion forces

% and their mitant support, uncover a region where a few.
Dark Age human remnant civisations are 10 be found

Jiving alongside scattered xenos domains—marked for later

eradication. The region however is most characterised by

the extreme age of its far flung star systems, the majority of

7

This sundered reaim, caught beyond
52 Ight f e s o s o h Ve g,
becomes known as the Dark Marches and is benighted by
ignorance and discord, and shouded from human sight

CM32 circa 170: Vengeance Denied
A Raven Guard taskforce, under the command of Shadow
Captain Kallengier, conducts a covert mission into the Dark
Marches with the intent of finding their ancient enerny an
taking their vengeance, but finds nothing but lfeless slence

of Apoliyon, they find the broken-backed hullof the strike
cruiser Occam's Razor—known to have been an Alpha Legion
vessel—standing like a grave marker over a valey filled,

thirty metres deep in places, with the bones and shattered
armour and wargear of thousands. Alpha Legion, White Scars
and lron Hands relcs are identified among the charnel pits
contents, as are mutant human, Eldar, Khrave and several
unclassified xenos forms. The prognostications of the Raven
‘Guards Librarians foretell doom should they finger and,
their vengeance denied, the sons of Corax leave the il
favoured stars of the Dark Marches




O=oo Xenos SeaLep Aobenoum 77//90/
CLASSIFICATION: MANDRAGORA
= for the eyes of the Ordos only: ‘The
“Hendiagora” enigma': Consultation wi any Dictionary
wil throw up a great many definitions and

on period, t0. lesser mendiant saint
venerated across the second quadrant for his
s among the poor. These three defnitions only

bers and lay waste to many thousands of worlds, avast

Spe(e nmk called by the Orks that infest it ‘Da lron Worm’,
Uhulis Sector. 5

Word 0 world, nothing can stop the gren tide unesshed

from within ts cavernous holds and Battiegroup Azezel, (=

the fortress worlds of Armstrong and Velgagrad and the

Forge World of Temaxia are destroyed one after the next,

leaving the sector’s core worlds in the Ul-Seraph Cluster

and their hundred billon souls prostrate before the Ork. -

onslaught. Their doom is averted when a warp storm erupts

and blasts the lron Worm and its ramshackle fleets off

course and deep into the Empyrean. Pursuit ships attempt

10 follow the vessel, but the storm is savage and many

are lost. The last communication heard from then is that the

Iron Worm has plunged into the heart of the Dark Marches.

t does not return

610.M36: The Return of Orpheus
Inthe wake of the Age o Apostasy he Segmentum
in power and a renaissance of

# ccursed places where the writ of Man has never
ded, and whose shadows are tenanted with oider
+ inteligences than even legends dare allude to

expansion, known 1o mperial historians as the ‘Rising Storm’.
This feat i enabled by the fact that the Segmentu had

been leftrelatively unscathed by the centuries of tumultthat
proceeded this time and a concurrent lull in the frequent ad
unpredictable warp storms that had, in ages before, given the
Segmentum its name. With the blessing of Terra, Segmentum
authorites launch a number of crusades and campaigns ¢
10 destroy lingering threats within their domain, and push
back and fortfy the borders of the Imperium iself. The most
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" Armabda of the Dark Marches Crusade

|

128 (ivecse and
warious dasses)

Abdeptus Astartes Forces
.

Augels Revenant . pp—

Notable Adeptus flechanicus Hnits |
Exploratar ilitat Detachments
Hegio Osedax (The Coshatrice
House Bublic.




o these is the Dark Marches Crusade, commanded -
i Hal Orpheus, lineal descendant of the
fiouse that had first explored the region's
se=ches millennia previously.

 systems, spread in an
[P e verof e el eon, s
o‘my Terra subdivided into

Hive worlds o the Unulis and Warre s
souls s deemed insufficient, Soon furth

817036 The Lost Fleet
A colrisationfleet of over ascore of a
s, di

Segmentum Tempestus: the Haxan, Leyak, Eurydrce
e sectors

Ssuncing Orpheus Sector is secured through the ancient
conquest and takes Amarah for its capital (the long
imgesial outpost having more recently served again as
s operations base for more than three decades).
waric becomes the seat of the Orpheus Sector' first
me—+al Orpheus, now a faiing shadow of his past
iones and sustained only by the arts of a devoted
o Aseptus Mechanicus savants. Other newl

for ther service during the Crusade, while the
t Myre system is sealed in perpetuty
‘Asegtus Mechanicus for their part in the Crusade.
== coionists and settlers flood into the new-born
2eth wilingly and otherwise, from the overcrowded

f Tl
colonised by a much smaller expecition some ﬁmmars 3
later without any further incident.

759.M37: The Orpheus Millennial

‘The thousand year anniversary of the Orpheus Sect
founding is celebrated by the procession of

of Lord Tempestus Orpheus throughout the prncip
of the now we\lﬂ'abivshed sector, His sepulct

‘his crusade flagship, the Arica Dominus, which

by the Adeptus Ministorum, resulting in gvearﬂelehralmnm
‘commaner, noble and ordinate alke. Many holy miracles -
and visions of faith aré reported in the wake of the reli-
corpse’s passage. #




976.M37: The sifence of Leyak
All contact s lost with the neighbouring Leyak Sector
Giraumstances around this occurrence are sealed under the
auspices of the Segmentum Conclave of the Ordo Xenos and
g e et cosrance o s exrz. o
1161 this period show a massive increase in miltary

Bl s o e srenghaning of i et
andithe further construction of orbita defences on its major
worlds. The crippling cost in locaised tithes and manpower
o Sustainthis bulc-up takes 2 heavy toll on the Orphean
worlds. Fiom thi time forwards,all colonial missions on the
edge of the Velled Stars are profibited under pain of death,
anda series of worlds on the border of the Orpheus Sector
are specifically excluded by Imperial edict from visitation

113,M38-955.M39: The Harrowing of Orpheus
= Spured on in part by the continued massive miltary
expenditure mandated by the Segmentum authorites,
discord, malcontent and privation plague the sector. Revolts,
cult actity and ebelons ferment on dozens o

the penitentiary world of Morros Lachrymal is founded to
take on the penitents, but the agri-world of Epirus i rendered
into a wasteland that will take ecades to recover to even a
shadow of ts former capacity. This is enough to distupt the
ragile web of the sector's commerce and supply, already over
burdened and overstretched, and the time hereafter willse¢
famine and pestilence strike many of the Orphean worlds
again and again.

715.M38: The Cult Celestari
8on from the famine and bitterness of the preceding years, a
heretical cult known as the Celestaririses among the nobles
and worthies of the sector. While forbidden and persecuted
by both the Adeptus Arbites and the Ordo Heret

remains an invidious and sinister presence that cannot be
fully tamped out. The cul’s tenets are of the falsity of the
Imperial Creed and the veneration of a secret race of superior
beings which slumber, and who one day will awaken to bring
eternal e to their oyal servants and bloody death to their
enemies. The cult takes for ts sacred relics the numerous
femains found across the sector and, in

ticus, it

resulting in brutal
el a0 o et ol e oot
bloadshed and tragedy, both apparent and unexplained.
Matters worsen as the Black Crusade of Von Mlas, called
e ke Sin and ‘The sy paks of o chismaic
war of faith that

secret, carties out cannibalistc rtuals and seeks to further the
power and enrichment of its inner circle of adherents.

889.1138: The Death of hloc
ignals from the outpost on Tialoc speak of

he
and Segmentum Tempestus. Thaheretcs ceed cmu; its way
into the Orpheus Sector, causing further major uprisings on
Colkasth and Epirus, draining regiments and war materiel
rom the sector which had been requisitioned and reassigned
tofight the ever-expanding war against the Transgressor's
forces. The schismatic planets are eventually subjugated and

massacre and impenetrable darkness before abruptly being
cut off. A squadron despatched from Battlefleet Orpheus
finds the world a charnel house, spattered with blood and
burning ruins. No intact bodies are recovered however and
all data storage devices on the world have been obliterated.
Whatever event has transpired o destroy its population, itis




occurred over the course of only a handful

Kussan of the Ordo Xenos pronounces.

man remains found as indicating the likely

Eldar Kabalite Corsairs; others within the

e Orphean Admiralty do not share his
aunted Tlaloc is subected to permanent

fr of the Lord Commander of the sector,

SS833: The Battleof the Gorgon Deeps
= ided by the forces of the Revilers

ace s finally curbed when its flagship
s destroyed in a savage boarding action led

1t thorn in the side for the Orphean worlds
come s pirates and raiders, concealing

@ debris-systers and turbulent gravitic
 border the Deluvian sub-sector,

Qe e T o vt

fight the endless Haxan wars against the

ad and the Eldar Slaughtervane Kabal—and

n defences. During this period, growing

‘e constant low-ebb predations of xenos and

a ts borders weigh heavi on the sector.
eatest threat of these times, however,

is 1o come not from the darkness beyond; as Hac fo
feared, but from within its own ranks, Oberstretched

of the line of Orpheus has long since died, 10 b repleced
by the House of Laan, gistrusted and renowned for

and vendetta between the tangied web of nobles, gaver
and chartist ciptains that rule the sector, but in‘a shart
span of years grow into outright open confiict Gétwen
worlds, The flame of sector-wide civl war s ignfed fulls
when m honour-<lans of the Drucilan Cluster avenh
local opposition and dedare their secession from the
falin oy BesGod SRV o ik i ol -
undermining the sector’s stabilty

Elsewhere, threatened by its neighbours, fhe governing
parliament of Amraphel brings in xenos mercenaris 10
conduct a pre-emptive strie againt ts rivas by:proxy, only:
1o find they have nvited a splinter-web of the Khrate ito
their mids, The foul allens devour theirminds and deorn the
planets rulers to stock theirlarders, untl they:are iscovered
and purged by an Adeptus Minstorum-led uprisingl5

As civl war and brushfie conflct spread across the Orphls
Sector, t 5 soon revealed that the malign hand of Chaos
behind the instigation of the revot, just a t had béen in the
nearby Haxan Sector Imperial Guard regiments ae deployed
into the region inincréasing numbers o bring the sector
under control, but find themselves facing foul Daemons arid
ordes of mutants alongside the rebels, and machnessstalks
the worlds of Apollyon and Selakhar as they fa entiely
under the sway'of the Ruinous Powers. The threat of the
Arch-enemy serves to unite the other weary and divided)
worlds of Orpheus like o other could, and soon the batte
lines are crawn.

903-922M39; The Orphean War of Faith
With the miltary and ruling classes set againsteach ather
bloody internecine confict, and the Orpheus Sector self

balanced on the edge of the abyss, @ ramshackle feet arries
at Amarah bringing with it unexpected aid—a crusade force
of Imperial zealots, miltia, Guardsmen and pilgrims driven
into martial fervour by the preachings and ecstatic isions of
the Arch-Confessor Marduk of Helvamon. Marduk decires a
War of Faith for the souls of the Orpheus Sector, claiming the
God-Emperor himself has warned him of a great and terrible
threat t0 il of Mankind .. rsing where the fight of Orpheus
falls forever nto shadow” . More important to the loyaliss'
B o b e e e sand okl b

‘Adeptus Minsorum preachef provding both  figurshead:
and a rallying point for the resistance against the dark powers
that have torn the sector asunder, quickly checking the tide.
of heresy,

Once the unhallowed forces of the Daemon and factions of
the Traitor Alpha Legion, Night Lords and Death Mongers
Chaos Space Marines are conclusivel identified among the:
rebels, more aid is quickly sought from elsewhere in the.
Imperium. Further reinforcements in the form of the Angels

AN

i




& Marine Chapter n its entirety, as well as
s Sororitas Orders of the Valor

lorous Heart and the

‘z,

=13

 stired
oo o o Fo, e confie nat il
nearly twenty years and see a full ffth of the sectors
v‘n‘puwamn slain by its end, and countless more ruined,
maimed and displaced.

921,M39: The Bane of Saint Marduk

892139 the Orphean W o Fath s effectively won by

the forces of the Imperium, with all the major Traitor-held
worlds either reconguered or laid waste save one, the Chaos
stronghold of Colkasth. This hive world had been fortified
and corrupted into a ving hell its population used as raw
materials by the Death Mongers Warpsmiths to fashion
lesh-uweapons and mutiated and insane cannon-fodder

to defend thelrprize with. Against these dark forces are
ranged thé besieging armies of the Arch-Confessor, who

of the Imperial Guard at his command. Instead of involving
themin the siege, he dispatches his Adeptus Astartes and
Adepta Sororitas ales to harry and destroy the other fleeing
remnans of the Traitor forces elsewhere. t i known from the
last'signals received from the warzone that Marduk's forces
were making headway, matching the fury of the warp-tainted

defenders of Colkasth with faith and fire, and had succeeded
in forcing muliple fanding zones on the planets surface,
when Astropathic communication with the besieging
Imperial fleet abruptly ceased and the alarm was raised.

The Angels Revenant strike cruiser Intercessor, which fist
responded to the raised alarm, is attacked and severely
damaged on its arrval on the systems edge by two small
but extremely powerful void craft of unknown (presumed
xenos) origin. The Space Marine vessel is damaged before
destroying one attacker and driving the other off. Ihose
on the near crippled Intercessor witness a great star battle
erupting across the inner system on their ong range

field of burning hulks drifting in orbit around the world,
its fortresses and cities shattered and seething with
unearthly radioactive fire below. There are, However,
scatterec knots of sunvors amd the wreckage and fallout
Those that bear the stigmata of Chaos and treachery,

the Angels Revenant put to the sword, while those few
survivors who had fough for the Emperor, wounded and
often catatonic with shock, they carry away to salvation
before a final ash-black winter ciaims the world. Colksath
is forever afterwards to be named Saint Marduk’s Bane, as
the martyred Arch-Confessor himself was soon afterwards
beatified by the Holy Synod of the Ecclesiarchy.




: The Sector Resurgent

ISM40:
the successful prosecution of the Orphean War of Faith, *

‘#he sector rebuilds under its surviving

ny other world within the sector, ncl
capml wordof Amatah wmnetes.

‘and, by special dispensation, many regiments of the Imperial -
{Geard and the suniivors of Saint Marduk’s plgrimage are
‘SHowed 10 sette its worlds, either laying down theirarms

‘o mtegrating ful into the locol defence forces, grealy
‘swrengthening them. The Inguisiton lays a heavy hand on the
processing of refugees and purging of suspected taint flom

practice the
with its ancier mronmﬂeana e

le
it Décapolis remains eclpsed i A

ids that o reneg: quest and

Apolyon, which had seen several thwarted warp breaches
is given t0 their

‘perpetuity, Likewise, the minor colony world of Libethra,

cemetery for the wars millions of glorious and blessed
‘Gesd. Overlordship of the Shrine World is given over to the
s e, ol vk » st i
omain, with a duty for

is discovered when the Ordo Hem»tus:l)’
subject the members of a captured cult céll
to interrogation; and heavy Vi e
traced back t Decay

= ml\quav:es and cerements-—the Space Marines'permanent
residence further strengthening the Orpheus sector.

Centuries of consolidation and rebuiding are o follow and
despite the constant threat posed by raiders from without and
‘mscious conspiacy and clt actutyfrom within, he Orpheus
Sector and itsfar flung

sweeps down Gpon (he hive world and wnunés
systematic serigs of purges and show trials last
years, which ultimately prevents outright

only through ruthless oppression and speed

Punitive fines and rac and transi esticions pwaq-dn

again.
‘guardians femain ever vigiant, both against i dar\gers
it i ki i i e o
darkness time I

worlds by a i
Frspor i bl purge serve only toj e .m
growing hardship i the sector. The'exposure of the

threat

e ke But e chtade e ore centuries
fades, the Sleepers of

the name coined for them i the whispers of the Amarahite

Court—fade into myth and dark legend once more.

319.M40: The Death of Badrok
“The forces of the Evil Sunz warboss and infamous raider
led the Orks of the Shattered
comered and brought
0 battle at Lysmarchus. By counter-invasion the Orks are
‘encirdled and crushed utterly under the tracks of the imperial
Guards Koenig Ammoured regiments, backed up by Orpheus
Sector defence forces, in a grueling seven-month campaign
of annihlation. The warboss' broken carcass s later taken to
hang from the spire of the Red Cathedral of Amraphel, and
the Deluvian sub-sector is given over to great rejoicing.

580-591.M40: The Emperor's Due
in a great muster of armies, the worlds of the Orpheus

Sector give up over thirty-nine millon fighting men and
women, forming new regiments to answer the call of the
Great Severan War raging on the border regions between the
Segmentum Terpestus and Ultima Segmenturm. Few return,
but their blessed roll of martyrdoms is enshrined in the graven
Basiica Severan on Libethra. As part of this effort, the Morros.
Lachrymal penitentiary is converted from primarily being a
‘mining facilty o the creation and training of penal legion
troops for the Imperial Guard

619.M40: The Decapolis Conspiracy is Uncovered
“The hive world of Decapolis has grown over the centuries to

pi little o alleviate the unrest ithas 6ue“ed
Amarah, which has now taken on a fe ofits own. Discof
and distrust settles like a pall across the A

worlds, ending what mary historians consider the Orpheus

Sector's golden age.

672-990.M41: The Storm Tide
The Orpheus Sector, s with many others across the
Segmentum Tempestus, sees a sudden and unpredictabl
rise in Warp squalls, £theric disruption and mihgnam
phenomena during mese years. This in turn leads to'
dramatic increase ‘nurber of ships lostin the' Waiﬂ\,
the region, with even ma]ur ‘and established routes affording
Itieprotection from the fuy of the Empyrean. With this
comes an increase in disaters both of natural and unnatural
origin across the sector, while psyker-daemon incufsion 8hd
cult activity reaches its highest peak since the dark days
of the Time of Revolt. On many worlds latent mykm@q
sensitives report recurring nightmares featuring common-
Scenes of dead cities and rising darkness, of pale figures.
treading the dust of silent worlds and endless labyrinths
haunted by unseen malignancy. Knowledge of this epidemic
of nightmares i ruthlessy suppressed, and numbers of
Ordo Hereicus and Ordo Malleus agents active i the.
egion are greatly increased where practicable. The worlds
of the Orpheus Sector grow ever more isolated and insulat.
during i time and the contro that Amarah holds over the
sector wanes, despite its efforts to maintain its supremacy:
Only the vigilance of Battlefleet Orpheus and.the Angels -+
Revenant Chapter, risking the perils of the Warp, sustain
widespread Imperial rule and succeed in holding back ~ *
resurgent Eldar Corsair attacks from the Hesod Neubla from

the point where its economic output and




Moo Lachrymal penitentiary world fiom contact with the
et of the sector. Al ansmissions and yoid taffc rom the
Imperialpenal colony cease and the fate of the lat prson

e i \

Oriven by the storm, it sufers multple breaches o its Geller
field and s assailed by Daemons, The screams and pleas of
its rew:and some three thousand passengers, along with the
whispers and promises of those that devoured them, echo
throughout the psychic efiuva of the Capitoline sub-sector
for the niext several decades.

& unknown, as does that of Morras' thirteen milfion prisoners.

744,M41; The Kellerman Murders

Astiing of murders and thefts at the Kellerman Scholar on
Afrah are exposed as part of 3 wider plot involving the Cult
Celestari regarding research into xenos artefacts recovered
from the edge of sector space over several centuries. A fierce.
qun battle between the Adeptus Arbites and cuft members
leaves the Scholam as fttle more than a charred ruin, with the
1055 of scores of lives. After-action testimony from witnesses
yields several reports of a fre-shrouded figure walking
thiough the flames to retrieve several unknown artefacts
from the Burning complex, seemingly unaffected by the

blaze. Forensic examination of the scene is unable to estabish
which of the Scholam's extensive collection of xeno artefacts
were taken rather than simply being incierated in the fr.

766,M41: The Damnation of the Manticore
‘The Chartist freighter Manticore Agirus is befouled by a warp
storm while undertaking passage from Arcantis to Ribas.

811.M4
The badly damaged void dromon Wayward Son, once an

‘Adeptus Mechanicus outposts defence perimeter at Harfow
Watch. Garbled communications from the ship's crew claim
it has suffered severe damage from hostike xenos action

and also contains incoherent warnings about Gilderoy's
expedition encountering a ‘terror' from beyond space which
destoyed the Rogue Trader loila, ending in pleacings of
immediate sanctuary for the stricken ship. The Wayward Son
has o clearance to enter Harrow Watch's exclusion zone.
and when the ship refuses to turn back, it s fired upon and
destroyed as a potential threat. Small amounts of wreckage
are collected and placed under strct quarantine conditions
for examination.

819.M41: The Shadow of the Beggar King
lisig hive, on the industrial world of Chemarium Il is
overcome by an outbreak of contagious madiness and
despair; thousands die, succumbing to suicidal mania by



he machinery to which they are
g their way to the planet’s toxin-
tearing open ther breathing apparatus.
iy follows and from the anarchy a
ed by the powers of Chaos, Ranker
esuch, the self-entitied ‘Beggar King’, arses o lead
ers 1o Overthrow the manufactora-
of Chemarium Il. Casting down the authorities and
or corrupting the planetary defence forces
es his malevolence to the remaining three
<l worlds of the system, madness riding like a
i1 his wake. Hampered in bringing in sufficient
ments by conditions i the Warp, Imperial forces
e o conanblbanot defestive ey e i
est the ash-wastes and underhives of Chemarium
/e murderous cults bearing names such as
dless Tide' and the ‘Crawling Darkness’ conduct
=spread campaigns of terror against those manufactora
o-spires that remain in Imperial control. An exclusion
established around the Chemarium system and
querrilla war of attition sets i, and Inquisition-
ooper regiments are dispatched 1o aid the.
ssion campaign

550 M41: The Dying Stars
olent Warp turbulence that has held sway across the

" division of the Orpheus Sector for more than three

ed standard years is rapidly and suddenly extinguished

shockwave in the Immaterium, leaving only the uawu,\g(,g!
Vortex emaining. The violent Empyteal squal sees Sg0res

of vessels caught n s path either thrown far off course'
simply smashed to finders. Al actoss the sector Astopaths, |
psykers and wiches are subjected 1o sudden and

inexplicable deaths o are hopelessly mind-burned. Reporls

Cold Veil and the Drucilan subsector. The Ordo Malieus of
Conclave Orpheus, based on Apollyon, issues an order for
maximum vigilance to all Imperial authorites, believing the
Warp disturbance and its attendant phenomena are but
precursor to.a major daemonic incursion into the sector

The Adeptus Mechanicus’ deep range abservation sation
at Harrow Watch reports the binary stars of the prohibited
Caracolsystem at the edge of the Velled Region have
both unexpectedy been destioyed by supernova, the event ‘
occurring roughly concomitantly with the storm-ending G
shockwave in the Warp. This report s largely ignored

as nsignificant

This stellr catastrophe, an event portended in the fidden
wiitings of the Cult Celestarii alongside the rise in lost ships
at the sector's edge, can now be seen as unheeded omens of
the nightmare to come, signs that if acted upon swiftly and.
with sufficient force may have mitigated or perhaps entirely

prevented the deaths of billons.




ORDO XENOS DEPARTMENTO anaLYTicus { ) =
@ e syBsTRATE EXTRACTION— 29 [¢ i

4+ Extract of the Master's Log of his Divine Emperor’s vessel, Thetis,
: B en

:
0" Condions in the Wanp have made our progres fur sl than usal,our Navigator insiss j
= thar she fias never known this region of the Epyrean so fecalimed of current or eddy thar we :
migit use o specd our passage. As mattrs stand we are now hree weeks out of Epirus iy i
e sfis chmagrapfi, and et fave nor eadied die primary channel t the Hesod Neufuas
wenigfitiav syl o . thind s o Asmypaticommniaton v e 3
at st and alieady contact with Batdlefict Command ar Amanfi i proving difficufs, wiife
affc with our frontier stations is af Gut witenafl, witi mere fragmentary aflegories and
imiges some ecio-ghost signals, alf that can be deteced..”

* Noration of cours diange appended: We are now mafing Ges spee to Bessarion on e
ncbulis Gorder, aving received an emeygency astropatfic distess signal thar the cofony is

wndersustained aggression by xenos maauder forces and i fand pressed. Destoyer squadion
Ajuctire fias also signalle s esponse and Ewperor-willing. we shall carc e afin fii
fiefore they flee into the darfoness...”

. glorious victory! The Elifar corsai vessls woere engaged andsever destroyedin action,
gl wallowing in ti planer's graviy ratfr than flecng s is ticir normal wont, Several
made t engage s wolile tici manspores made awoay fut were mo mate for a soarshy

of the funar Class such as we. 1t is mared, ovoever, tat these pefidious fif ingered in
ther attack on Bessarion in a manner1 fave sedom encountered with thiem...cports from
theplaner's surface woul poromy thems difgentty spying the cofomy of every fving soul;
provision and charel ey could funt out and carmying it off. as ifin dive nead of provender.

“six sidereal days out of Bessavion in psuir of Ftheric race of damaged corsair vessel.
dosing on suspected auspen: signal in te Gfeless Hex-Gul-34.4-5 systen..some worse fare than
the Emperor’s vengeance found iem, the e sip had Geen @ppled and foanfed, weapon
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signarures unfnonon...all aboanC vwere dead: xenos and fuman prisoner alike, flayed mear

soipped fom Gone..learfy the work of e servans of the Ruinous Powwer..some of the Eliar
found i  sealed comparmment..rivual suicide Gfore tir attackers ol each them, walls

sl it some alen gt as f n warding.ave ondee te ksl it harges
proceating on ariginal course..”

“.making fest specd o Harow Warch, progress fowever soo and feset with mischance,

The Wanyss silence continues o cause difculty, Navigators report te Cighe of the Blessed
Astronomicon unusually dim—an ifl-omen indeed. No Astropathic communicarions received in
103 fiours, ofictir our own signals are themselves feanCvenains wnknowon.. Marale suffring,
markel inarase in system malfunction and duta-cornuption interference deected, iave onfered the
sites o teci-exorcism 1o be increased and a series of figh masses for te aww...”

. Harrowo Watch system confon will e seached in six days sidereal if v current progress can fi
‘maintained. It is my immediate intention to petivion the Magos of the Warch for their assistance
in punging the veselof whatcver malfic presence fias contaminated s systems, a presence tar ]
feel sure fatcfed ono s diring our investigarion of the corsair fulk. Enginscer Prime Feworight
asures me i s madkine-cuse sat s o fame for a sting of malfuncions and calumiris
that fave beset us, most recently tic catastvoplic fuifure of the fe support systems in te ventral
gun decks. I is onfy iyt tirefess pains of Fensorigfie and fis acolyes tat te printary poiver

and drive systems fiave remained sccure of contamination, and that our Gelar Fiel fas romained

thankfully strong..”

. commend e souls of my rave crw andmine ovns unwwortfy spiit o tc Keaping of e
God-Emperor; assured by the Knovoledge that in the four tha soon approaches we shall sefl

our fives dearf in the finest tadivions of e huperial Navy and the Barteflect Tenpestus..
Fenwright, wounded as fie is, hias managed o restore weapons power and partial void shiclding.
alifioughh our ditve systems remain irrevocabl dead—1ve cannor escape, Gut may yer make a
fght of ir.ve were [ed iere diuson 0 our deaths and crippled; 1 am sure of it Harroro Warch
i destoyed and even novo 1 see the anspex-ghiosts of the strunge sickle-ships dancing (ike camion:
caunws through the sceting plasma fires and wreckage storm of s once migfity bastion station.
ey fiave nor come for s yet, ur ey surcly will.”

Harrow Watch systenne ++




but it was this factor more than any other that threw them
into'a policy of panicked preparatory defence rather than

‘uespcndtgg ‘with blind counter-aggression as they might have.

As preparations or War were hastiy undertaken, long-range

%

oic wadaite pun B il
its ﬁomlme.
syte

the Orpheus Sector that it femains even
ertain the true scope and meter of

Jetheric surveyors and even optical scopes
across the remaining Orphean worlds were turned upon
the newdead zone with furious intent but saw nothing.
Piquet squadrons and troops were sent to reinforce Drucilla
Meajoris and Midwinter, both vital and heavily populated
systens that once had been deemed secure but Now found
mselves on a new frontier of darkness, Amarah, itself
directly threatened, drew armies and warships to its breast
ly from the coreward sector. By dictatorial command
the sector governor—Calibron Laan—progressively stipped
iy theshikdg oces o ot words boter

fmwmmes of Pallaste, Khatris and Borus
ing; the T World'of Ayrith and the ancient agri-
“and of more than sixty others, nothing may
in save that the invaders came, and they.

defences, a and commerce
vessels into a massing o vt e o
Orpheus anchorage at the Amarah systems edge.

The tense hours and frantic alarm that had followed the
warning from Apollyon first stretched into days and the days
then into weeks and then months, and nothing but slence
followed. Tension-frayed nerves and the warlike impuise of
thesectrs milary sisined st h esh, and Lan faced

m his nobles
1o ¢k, ot simply walt forthanest o 0 1l et
drawn up for every measure of aggressive action, from

fleet-scale in force by the Imperial Navy to

" quitkly retasked o redeployed. As the sector capital rose.
a5 ane to war, increasing dificultes in communications
quitkly necessitated the use of fast warp-capable ships to
91 catty the drumbeat of warning to such worlds core-ward
‘thakislumbered.in ignorance of what nightmare had already
‘come to pass, and it was only as reports from thes
emissaries began to come in, that the true and almost
 unifaginable scale of the assault was revealed.

SRR e v v i e of the threat
inkiiown—the authorities had o definite after-action
7 it o oven the ombsic adalecoik
nature fundamental to astropathic transmission, the face
of the enemy remained hidden. Messages sent towards
the edgeward worlds were swallowed up nanswered,
while any vessel that attempted to pass a ine of darkness
that stretched across the sector in a curying scimitar-like
arc from Thloc to Epirus simply did not eturn. Perhaps
mst disquieting of all was the silence of Libethra, fortress-
mohastery of the Angels Revenant Space Marine Chapter, a
force of the Adeptus Astartes who have long served s the
sectors stalwart defenders and most powerful of warriors.
For Libethra also to be struck sient by this mysterious doom
AR sl 5 papc i hans ofthe Orpbemn
hat they dared

the generals of the
Chemarium taskforce, some even suggesting stiking out to
Libethra where, the generals reasoned, the Angels Revenant
0 doubt fought on besieged and cut off by the foe. Sector
Governor Laan was already minded to cast aside and block
each of these plans in turn and gained stony support for this
from Lord Inguisitor Hiram Ntshona of the Ordo Malleus
Ntshona was the only ranking member of his Order lft
atlarge in the Orpheus Sector, and one of the Chamber
owet in his own right. Nishona was firm

in his belief that the onslaught that had engulfed them was
malefc in nature and the work of the Ruinous Powers; who
else, he reasoned, could 50 becalm the Warp and command

tempests of the fathomless decps to aid their plans?
Who else could stike 5o swiftly and wrap the stars into
slence lie a corpse’s shroud to hide their actions? As soon
as Apollyon had fallen silent Nishona had called for aid of
his own, and now he counselled the Sector Governor in no
uncertain terms that no aggressive action was to be taken
until that aid arrived.

The Silence Rent
3806991.M41

Where the watching eyes of the Imperium had before

spied only darkness, suddenly there was a blaze of savage
fight, an overwhelming tumult of signal and data-storm
flaring across superluminal auguries and biinding celestal
watchposts in a blizzard of information. Astropaths reeled
against a tangled, overlapping cacophony of distress calls and
the echoing psychic screars of the dying, distorted to near
incomprehensibilty and folded in overlapping time, asif the.
panicked cres of the doomed had been frozen in ice only to
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be unleashed in a single moment. Riding on this tide were
other, far stranger, cals; blazing pillars of energy spiking into
the Ather on the edge of the Velled Region.

i s bevcons Vpse i iapescs bl e il o
howiing gales of radiation and charged

The Last Broadeast

4917991 41 -
On Drucilla Majoris, hive world of swx billon souls, ca
the Drucillan sub-sector and one of the key worl

e e 15 o P s o e ety il

i mere moments, These flaring storms of energy danced

Ik satic discharge along Warp routes and clung in ghostly
ships. i

contagion

cold settling upan the hive world, while strange el o
otk g e Bads 1 ol iy #u;al
erupted from the surface of the dying planet. rr!

igion they
tongues that invaded vox channel

, fresh calls o ot d ey

and secure communications webs, the fading echoes of

agonised screams following in their wake. With it one

ofvase in Imperial Gothic repeated again and again,
Maynarkh comes”

Havoc followed wherever the malign signal went as
machinery was plagued with sudden failure and malfunction,
senvitors were driven mad and cogitators were locked in
terminal oops, their machine spirts shocked into stuttering
apoplexy. The normal safeguards against malefic intrusion of
the Machine God works proved all but worthless against
the tainting signal, and the Tech-Prists of the Adeptus
Mecharics tock i e wilegraed o ol
10 scour clean affected instruments, a method w

though damagingly crude, was at least effective in :reanng

a firebreak against the malignancy. It was only now that the
shroud was lfted that the true scale of the devastation was
revealed Liethr, where 3 hundre bascs ha been rased
10 honour the d where the

fro e herd o S U »,gl
Gl oSl oo 5 e wm§ 7

Fones s e povert Kb dmigarier thatstood }:

inel over the naval shipyards orbiting Midwier, reported
ot bl vesxeK, iy
of stange melalhc e sashiond s pectes o

b !

astant el o Nyt o i d sient.
Calibron Laan, governor of a sector now cruml und”
im, st refused to take aggressve action and nstead waited
in the emergency bunkers deep below his cout palage; the
Vast forces he had amassed—tens of millons of men'ar
women underarms and hundreds of warships—held at &
tation, stood in impotent guardianship of the sector, cap
One-by-one the systems around Amarah sent out cres or
help and all went unanswered, their signals cut o nto @
slence that was soon replaced by a blazing corposant pulse:
of clsl e rt e and e markingsach s

Space Marine Chap!er had served as sentinels, was now
black sea of shifting ash, riven by lurid red lava—all traces of
the Imperiums hand obifterated. Apollyon, dominion-world
of the Ordo Malleus, was shattered, the broken debris of ts
continents traiing behind it in orbit ike spilled blood—its
moon, Elohiem Mortua, having been smashed into ts surface
as1f by a wrathful god.

As the news spread and the vox networks of a dozen worlds
continued to intermittently tumble and swirl with strange
flckering symbols and echoing cres of pain, fear spread;
e e g e e
on Midwinter and Amraphel, bringing them near the poi
i @lapse i s o of acer and el e (oughl
10 curb the (sing tde of anarchy. Help

0 longer held sway. Now the only
e o ek chond o T Canhs A i

rah's own pleas for aid from the wider Imperiurt
asall m.hel signals were themselves eventually corrupted then -
cut off, The ‘Bloody Hundredt was over, and the Orphes
Sector had been cut in half









The Fate of the Angels Revenant

 the final fute of the Angels Revernant Space Marine Chaper, lifte can be said for
definite. Noble if aloof by reputation even for the warriors of the Adeptus Astartes, this
(Chapter o the 8th Founding, and of the proud lineage of the Uliramarines, had spent much
ofits long history on crusade throughout the westcrm Imperium. During this time it had
gained great fame in the battles of the Great Purge of the Jakart Cluster and the Occlusiad
War, the Chapter's fortunes waxing and waning over the millennia until it was given home at
Libethra after ts glorious role in the Orphean War o Faith. The Angels Revenant had taken
this opportunity to rebuild their strength after the losses they had sustained against the forces
of the Chaos rencgades and the degenerate hordes they had put to the sword during the Saint
Marduk's War and, as stern supporters of the Ecclesiarchy and the Imperial Creed, the bounty.
of the Orphean Ministorum was given freely to the construction of the Chapter's fortress
‘monastery, while the hardy feral worlders of Patara formed the basis of new gencrations

of neophytes for the Chapter. The presence of the Angels Revenant in the Orpheus Sector
proved an Emperor-sent biessing, and contributed greatly 10 s tability and the defence and
expansion of e human colonies at its edge-ward extent. While completely aiitonomous of 3

sector as protectors, their. the
(Cold Veil, while their strike cruisers and cobra squadrons plied tirelssly the borders of the
Hesod Nebula and the Barren Stars, hunting down and slaughiering the xenos corsairs and
‘marauders that had long made these trackless regions their lair:

Such scattered and fragmentary evidence that has been uncovered about their final hour 3
suggests unsurprisingly that they fought to the last against the overwhelming forces unleashed
against them, the Libethra system being found littered with the radiation:ghosts of deadly void
combat and spreading clouds of micro-wreckage. Furthermore, the ancient hull of af least one

of the vast Necron tomb ships that were late sighted above Amarah held fresh scars consistent

with the unigque signature of Space Marine bombardment cannon strikes at cxtreme close

range. Indeed it may be the case that such was the resistance the Angels Revenant put up that

the invaders resorted o breaking through Libethra's crust and unleashing the planet's molten
core to seal their fate conclusively.

2 Wihen news of the Chapter’s hed the Synod Tempestus a

|

day of requiem was decreed,the bell of a thousand worlds folling 1o mark their passing. It i
thought now thal no more than a few hundsed Angels Revenant,far from the Orpheus Sector
on crusade, perhaps survive

S sl s
s Ribasu nctdnt vev——{f
¢ Case Omega Vermilin s




THE ANGELS REVENANT CHAPTER

Battle-brother Nerio Marival
Tactial Squad Brava, 3" Company,
Angels Revenant Chapter

here as an exemplar of his Chapter,
this rendition of Battle-brother Marival s taken

ships in orbit around the planet before
descending to eradicate the remaining enemy
forces that had made planetfall. During this
battle, Marival received the Manus Prohibita
for the single-handed destruction of an Otk
dreadnought-class walker during a void
assault action

Chapter Wargear
The Angels Revenant Chapter conformed
closely t0 the tenets of the Codex Astartes in
‘organisation and wargear. Thanks to s long
istory o independent Crusade operations,
‘where resupply was uncertain, the Chapter
preferred to rely on the more common

of Adeptus Astartes wargear, and placed a5 high
‘avalue on restoring and repairing the wargear of
its fallen as it id in venerating its dead, This served
10 provide a clse spirtual fink between successive
generations of the Chapter’s warriors.

1. Maximus' Pattern Power Armour: The Chapter
maintained a venerated core of this relic ammour
throughout its long history.

Revenant Chapter lcon: Common
Armorial use.

3. Ultima MKilic Combi-flamer: Specia fsue,
close assault and boarding operations

4. Uitima Pattem Bolt Pistol: Standard
Chapter issue.
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Lambda Company, Amarsh Plnetary Defence Forces++
Annocaton; Tes S

d Payker Tertio Grade, Ord

6 Brigade,

. The milltia were
fresh, Wewee
iflesection.”

[eerogator] - Deseibe your position befor the attack.
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saw those.
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was igh, we weren'. weren't arsd. The Emmperor protects.”
lnerrogator] - Were you sware of the naure ofthe foc!
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inbuman... monsters... mvaders”

s 3 5
Subject Spontancous Termination Incressed to 9%+
Onterrogator] - How did the attack begin!
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[Mnterrogator] - What was the sound?
“No.. L don't vt .. mof”
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 hev dida ok skl fce,
[ i, il meofit Guardeal
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e Festimony:
Dnterogator - Who, Sclman! Wha wa watchin you!
“No...Ldon's want to remembert®
(nesopaod = i e
“The lord.. dh lord of deach
in s hand, i on his o .
Livens mad then.. o tme.
The guns,
s e e dead,

snything wa better han the it and.
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haes: Therpidomt

dead,the oulles ... the Necron.”
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in fact prove superior even to that of Tactical Dreadnought

oy areater numbers than this n actually,  Arimour. Coupled o thisis @ phenomenal capaciy for
. such a machine-creature has been
observed to be
s dynastic structures and identifiable ouses’ - powerful limb in single combat.
iy 2 teritorial factions within the Necron race.
2. Resurraction O
by L i observed
eternal ugable deadly ablty nolfy y
‘personality systems of
et e of wartare in battle — which, however afen 1o the  canying i, the resurrection orb is  powerlul electromagnetic/
of magnitude npo with much
itsrule—so  of

= 2 cezn style of warfare. In the case of the Orphean War,

observed,
in the hands of ruiing class Necrons and their use is far
from universal. even

these devices.

i 2 Grectly aggressive strategy, prefering 10 attack at
e quarters, 3

oper
order ly functic
= gpet, 3
g iy
emance when dentified. amxmunm‘wmmm
s Warscythes', are among
e persanal arms ever encountered by the imperium in

understand. Postulations.
e 0 be, in part, the work of pure molecular synthesis

ey 2 fabrication outside the reaims of imperial
e st ox present. Various functions and capacities

conj the weapon
appear to ‘phase’ through solid matter, catastrophically
displacing it at 3 sub-atomic level. The resulting weapon is

equal
. = e case of some indiiduals, far exceeds that of the
st ceramite armour of the Adeptus Astartes, and may

‘protection and against which conventional personal and
vehicle armour s utterly ineffective.




only ies, but he

et theheartof the ey hath the wisdom to slayeth all before him n their measure.”

~The Sermons of Saint Marduk
tos 12-84

of wtiat hs since become known as the ‘Orphean
fiort Campaigr’ the protracted counter-assault o hold

now began to arrive n response to Laan's calls for help
were largely channelled directly 1o the buid-up at Araral,
Other local units from the worlds of the Arcantis Cluster and
eastern portions of the sector, as yet Untouched by the war,
were stripped wholesale from their defensive positions and

the sector after

back an
o "cil:a:{!gls fist Stages of the Orphean War.

e 63108 of At confired, withoita shadow of a
doubt; the trge identity and vast strength of the foe that was

30 collated from afteraction reports o fighting

thei home worlds; a
a0 plontary ol stabity eaing 1o gty
on several occasions which needed to be brutally dealt with
by the Commissariat. Within a quarter-span of a standard
year the forces arrayed at Amarah had grown to colossal
roportions, with over nineteen millon Imperial Guardsmen
Inplace, wih perhaps tentimes that mountof resenits

via mori-cortical transcript by the.Ordo Xenas;

~Inquis Ha'Vass

3964992.M41 The Eve of Destruction
The onslaugh that had consumed moré than half of the

panic and terror on a vast scale and ending the ives of

- biliors, In doing so the invaders had thrown all before them

N0 disarray, savage battles becoming desperate retreats and
becoming anarchic routs as the sector’ forces were

weitome and scattered, the invaders ravaging ever onvards

pvogms : hen,seeningy nexpicaby they stopped.

R B oo, inger RO o Secr conmandrand
Governor-general Calibron Laan and his military council all
O el oovac ncesadind
ralliéd wit haste, none knowing just how fong this pause in
the attack would continue. As time wore on and no attack
cante, Laan's growing paranoia and seering instabilty—at

" the fime unknown in s particuar cause—weighed heavly in

the battle plans and dispositions of force that were enacted

m and amed and
eqmppeu with the Cadian pattern to the stictest provisions
of the Departmento Munitorum. Foremost among the off-
‘world Imperial Guard formations in martal power, and one
of the last contingents o arrive in-system, were two milion
1r00ps drawn from the Death Korps of Krieg, spearheaded by
the veteran 17 Line Korps under the command of Marshal
Karis Venner

Additionall, several Space Marine Chapters had answered
the Orphean Sector’ cal to arms, including the entirety of
the Minotaurs Chapter,its vanguard elements now sweeping
through the northern Orpheus Sector alongside a company
of the Marauders Chapter which had also deployed to the
Amarah system, while detachments of the Red Seraphs and
Nemesis Chapters were known to be en route. The armada
massed in Amarah' voidspace at this time was no less
impressive, comprising several hundired escort-clas vessels
and more than sixty rated cruisers and capital vessels of the
Imperial Nav, including seven primus-grade batdleships and
four Space Marine battle-barges, with the ancient and storied
Arica Dominus as their flagship. Seldom in the history of the
Imperium had such overwhelming force been seen in the
defence of but a single sar system

Miuraris TempesTus BATTLE GROUP ‘SALVATION'

- Adeptus Astartes Minotaurs Chapter ~ 10 Companies
deptus Astartes Marauders Chapter - 1 Company
ath Korps of Krieg: 17" & 60° Line Korps

~Tekarn Armoured Battalions ~ 7 Battalions

- Jopal Indentured Guard - 4 Regiments

Syste
- Adeptus Astartes — 3 Chapter Contingents [Confirmed]
- Imperial Guard - 16 Regiments [Confirme

- Adeptus Titanicus - Legio Victorum (1) - Demi-Legio

- Ordo Xenos Cadre [Classifed]

- Deathwatch Kill Teams [Classified]
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alfsfor more immediate action to meet the enemy’s
forcss bicame common, but Laan and his council remained
5 adamant> An absolute moratorium was imposed on any
L Stfempt to colinter-attack into the lost regions of Orphean
space, ageven conduct reconnaissancein force 10 ascertain

iffipetiafsurvivors til fought on isolated and:slone or even
10espy enemy movements and strength. A dark veil had
Sbeen crawn acioss the sector’s lost worlds which Laan and
s confidants seemed oath 10 disturb

3870992, M41.The Black Fleet

The Battle of Amarah began without preambie or warning;
116 deep range augury foretold of the Necrons’ coming

and no Astropath o seer prophesied their presence in the
cuents of the Empyrean. At 1534202, ocal timescale
 massiue gravitational lux sprang into being near the
Amarah sta, 1 shockwaves causing the sun (o violently
efect plgsma and radiation into space i a series of massive
solar flateE Th fury of the injured star was such it reached
as far as the orbit o the system's innermost planet, Auric
and flasfincinerated everything on its day-side in an instant.
‘Actgss the Amarah system sensor-nets and auspex scanners

instruments rendered useless in the electromagnetic how!
ofhe tortured star: Such was the confusion and tumult
reated by the sudden sofar storm that it was not unti the
Sentinel-4 battle station, in deep orbit around Amarah Prime,
exploded in a rapidly expanding ball of burning gasses and
molten wreckage, that it was realised that the long-looked
for attack had finally come—the Necron host had unleashed
their Weath.

THe vastimperial battefieet on-staion further out at the
fleétanchorage at Laymon (Amarah I, posted at what
confentional wisdom dictated was the optimum location
to'best ntercept ships transiating into the system from the
Werp, quickly brought back-up systems and opical surveyors
onlie to iew the destruction. They found to their horror
theimage of a black fleet of unknown vessels sihouetted
against the buning death-throes o the battle tation, the
ships travelling at suich near impossible speeds they were in
fanide of Amarah Prime in moments, and there was nothing
that colid be done to stop them, nor even time 1o give @
waffing, The enemy had appeared within the wall

As the fleet raised its mighty engines from their iding
slumber, a process that would take time that Amarah Prime
ould il afford, the Arica Dominus and her sister ships.
were forced to watch impotently as flashes of golden and
emerald light fickered around Amarah as orbital minefields
and weapons platforms were swept aside by the black
scythe blade and spear-like shapes of the alien invaders
Systematically, Amarah Prime was stripped of the defences
that so much blood, treasure and time had forged, and
Sentinel-2 then Sentinel-1—each 2 battle station with the
firepower of an entire cruiser squadron in its own right.
were blasted into a pyre of burning wreckage and left to
hang like fiery omens in Amarah Prime’s night sky. The
apital world of the Orpheus Sector lay open for attack.

3971992.M41 Planetfall
By the time the orbital defence batteries that shielded its hive
cites, and the missile sios concealed benea s grey seas,
began 1o open fire wildy into the skies above, the enerny was
aleadly at Amarah's gates. Dark and unnatural storms bolled
in the skies above, iven with vivid and corposant lightning,
whilt erie flashes of pale radiance fckered in the shacows
betwean the hive spiras and tunnels and passageways deep
below ground. Tactical vox-nets, tll mired in howiing static
and inteference, were suddenly swamped with reports

of attack both from the ground and the ait. In the wide
ceremonial plazas o the Callowsheen Hive, a spectral army of
blackened ifon had appeared between the ightning-strokes
and was advancing through the city streets, slaughtering all
before it. At Duneratd Star Port, swarms of ravenous mefallic
insects in their thousands had erupted from the subterranean
access tunnels below, devouring everything n theirpath

and tearing apart the troop shuttles and gunships on their
sipways from within

Elsewhere the hive city of New Vassburg, the largest of
Amarah Prime's arcologies, was to be destroyed from the air
as the sleek shapes of Doom Scythe and Night Shroud class
attack ships fell upon it from the storm-wracked skies above.
e antimatter bombs released as lightless-black containment
spheres by the Night Shrouds shattered on contact with their




15, ripping them into oblivion and rending great wounds
o i spres, which 50 undermined began t toppl and
n, bringing untold carnage upon the multitudes
pped inside. The half-submerged complexes of the
jone. The city’s defences
ong sl o s by o foaded passgeuys
b-levels to impede and confuse any attack
hey were poor barricades against the machine-dead
iem; creatures with o need to breathe:

t crawled from the shadows to do murder, soon
= 2ir-domes and coral-like heights of Trtonus were dso
ed and falling, ts watery Streets echoing with the
ms of the dying

ond the cities that were the invaders' primary targets,
1y Outpost

ders. The foremost of these, the polar Bastion

3 lynchpin of the planet’s defences, was suddenly

by a phalanx of hulking war machines that hovered

sy over the ce flows, Seemingly unstoppable

nd e ey dored ke, e st

holdfast with lashing blasts of energy and

‘ed waves of seismic force that brought down the

granite faces of the fortress’ curtain wals as if they were
made of sand. The kilometres of prefabricated barack-blocks
on the Marcovan Peninsula, built to house nearly a million
Guardsmen, were simply annihilated from existence, blazing
lambent shafts of light descending from orbit and leaving
nothing by white ash and fused sfica glass where once
avast army had stood rallying for war.

Outmatched by an enemy that seemed to be suddenly
eveywere and had the power simply to materialse out
of thin ai, the defenders of Amarah, though thrown into.
disorder, nevertheless fought back and fought back hard
against the invader. At Callowsheen the massacring legions
were met by the tanks of the Tekarn 234° Armoured
alion, who quickly learned that even the small arms of
the invaders proved lethal to their heaviest armour at close
range. Knoy at to remain on the open battlefield would
mean swift destruction, the commanders of the battalion
therefore pulled their vehicles back into the wide concourses
e e STl e their foe at range, in
st jamming the area betweer
e B Mo e eabiess Matos e
and Basiisk artilery tanks behind them providing barrage fire
e firstsight of the unliving ranks of the Necron
towards them, the Tekarn opened fire in an

ing




fiothing could hope to sunvive. Even as rank upon rark were
blasted apart and shattered warriors were sent spinning

into fragments, more took their place and yet more il
dragged themselves up from the broken ground and began
1o re-assemble themselves to haul their metal bodies forward
again. The Tekarn, seeing with harror that theirfury was
doing no more than holding the tide back, could not relent
their barrage and kept fiing unti their cannon barrels began
10.glow dull red with heat s shells were brought up with

action, a trooper named Yeon Bak, then employed as part
of the shell-carying train, reports that the danger went
nnoticed at irst owing o the thunderous din of their own
quns. The firt he saw of teir plight was when a ance of
burning heat—like the blast from a metagun, only far more
focused and prolonged—instantly incinerated the troopers in
front of him and bisected a Sentinel power-loader nearby in
a single sweeping arc. Bak attrbutes to luck the fact that he
and his fellows were on th eturn to etrieve more shells or
e

back-breaking haste to feed the guns
sorts had been achieved. It was one the Tekarn officers knew
thel could not sustain long, but itk dic they know they
would not get the chance to see how far their determination
and munitions could tast against so implacable a foe.

For the valant guardsmen of Tekar, death came from both
abiove and below, Testimony from the single sunivor of the

the and he would have
been instantly kiled. He describes a huge black shape buzzing
past directy over his head as he threw himself into covr,
andlooking up in shock he saw the sides of the spire-towers
around the armoured column crawling with multi-segmented
robotic nsects of nightmarish size, dentified by the logisters
of the Ordo Xenos as ‘Acanthrites', these machine constructs
propelled themselves downwards onto the trapped Tekam




fotces on tenebrous wings of shadowy force, sicing
apant amoured vehices ith their cuttng beams before

aﬁenng others the chance
ont ks, Veners command uicky g

g itk
bladed limbs

tingers.
it o e T 5 Fopred e ea(h other,

of dedmated formations,

their tanks could not manoeuve or bring )
bear without hiting one anctherand thir own troops, with
110 fess than general siaughter ensuing. Tekar Commando

r their
designed for maciocra

a5

units, attached to the armoured battaion,
the attack with concentrated bursts of hellgun fire and

man-portable plasma weapony, but ths Counter attack was
e omteinei e e, ol mpshg ol

broken battlefields as:Amarah had becorne,
shattered cityscapes as cover from which to fi

the Tekarn
andseald the 113, These Kiling machines, moving with
blurring speed, were able to pass through solid matter at

dead. e g hat loiluwzd ﬁgmmg e el
forces was fierce, the armoured bodi

wil. Swift pleted the massacre, g
the remaining batte tanks, the Tekarn

al 0 I fire and their

Guardsmen dismembered and sent spinning away as the
Killing machines tore past. The entire 234" Battalion met ts
end in a span no greater than twenty standard minutes, with

iyt Imperial arsenal; The Death Korps 4 ore
than matched their reentlss foe viththeirdetermination -
to fight, no matter the odds, and quickly.they shi

1.2 combination of long range inditect bor

r00per Yeon Bak surviving by crawing nto a sewer culiert
way, lter for
cowardice in the face of the enemy.

Krieg
In the days following the intia assault, Amarah Prime had
been blasted into 2 burning ruin and each of the main

hives had fallen to the invaders, the Necron hosts taking

0 prisoners and offering no quarter. Imperia resistance,
however, was farfrom entiely spent, and as the havo of

the initil assault passed, ad hoc formations and rallying
points s00n formed on the ruins and in areas spared either by
accident or design from the destruction that had been visted
upon the world. Out on the Karalsa industrial plains, which
ranged for tens of kilometres to the west of the shattered
uins at New Vassburg hive, the Death Korps of Krieg were
waiting. A late arrva to the muster at Amarah, and with
their reputation preceding then, the Death Korps had been
deployed t0 several out-hive areas across the planet, well
away from the local forces' barrack stations. On the Karalsa
plains, the 17 Line Korps had taken over an area of a

engmem. skilled in generations of funneffighting, iised %
ic detectors o shield thei burikers and tunnels vmmﬁ
it of the Necrons: (

with flamer manent rea
socnd s s i o

Mearshal Venner knew that such gains s his forces m
were at best gty ar with 0 hoe f o
arriving, and with the Necrons in command of mi
et Saoch s by & mate o et PR
were isolated, surrounded and destroyed as soon as they:
were deemed a sufficient threat. Venner decided that rathg
ﬂ\an see his command bled and destroyed without gain,
instead attack and pursue martyrdomin the gloriou

t0 house their forces. finding these structures far less secure:
than was meted by their doctrine, they had proceeded to
‘explot the underground utity tunnels that ciss-crossed the
area, setting their engineers to further expand them 1o create
ams dumps and refuges.

‘When the onslaught came, this foresight saw the Line Korps
survive almost unscathed by the nital attack and once the
firestorm had passed, they emerged from their improvised
bunkers in their tens of thousands into the smoking ruins,
Al e Tl o e ok Ve ol
The Death Korps first dispersed i

desnuman ot theEerors it e st el
target, be provided with ore.

Reconnaissance by elements of the Minotaurs Chaper,
trapped on the planet’s surface during the attack, had
determined Urat in the rubble of New Vassburg bive
something alien had manifested in the darkness; Wi
‘wreckage had been strewn hours previousl, a step-pyramid
of strangely-anled green-black stone, riven with vens of
puising emerald light, now rose up into the night, drawing
bolt after bolt of lightning from the troubled skies above

10 strike its apex and causing it o burn with glimmering
ghost fire. Around this pyramid had formed lesser citadels
of

o

the
industrial plain, sweeping mumd.cauy across the shattered
ground, engaging the enemy, liking up with other Imperial

the Death Korps who took charge of the battlefield at this
point, ordering the execution of several senior officers o the
Orphean Guard he considered had failed in their duties and

stone,
arcane weapons emplacements and strange batlements
connected to the main structure by angular trenches filled="
with glowing fog, Around the pyramid comples the skeletal
figures of Necrons moved in tirless patrol and tides of * .
scarabs and other constructs swarmed in and out, dragging-
amulttude of corpses, and wreckage fragments with ther
o feed the pyramids hunger. Against this stronghold of







NECRON ‘PYLON' TYPE ARTILLERY CONSTRUCTS

The principa static heavy ordnance deployed by the
Necrons is a series of autonomous energy weapon
constructs, which display both formidable resiience
and adaptabilty as well as firepower in orders of
magnitude up to titan-kiling fevels at extreme
range. The principles of operation of these weapon
systems remain outside the capacity of the Adeptus
Mechanicus to understand, and reports of their
deployment to the battefield through teleportation
devices remain unconfirmed by the Ordo Xeros,

1. Gauss Pylon

2. Sentry Pylon

2
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sted flares of emerald e
akw.ﬂ;‘deafenmg reports: As
rigad
gin me rubbleand ash,
fisshed and
s in which

their determination to strip e cincatof I Jetence, W
on the right, Centatr cartiers sped forth through a storm

of gauss fire, which blasted scores of them to shrapnel, in
‘order to deploy their quad launchers as close as possible

10 the enemy. Thousands fell, tanks erupted into fire and

a blizzard of shells was hurled against the black pyramid

which began o break and crack, smoke billowing and
actinic

wogld have to cross o
5 rase a5 one.and began to advance across slowly,
ing pi{p as they left the rubble and entered the

across tssplintering surface.

Behind the Imperial lines the companies of troops left
behind to defend the artillery position found themselves
beset and in a desperate batle to stave off twisted, blade-
handed flayers that came for them from the shadows, just
as Necron attack craft shrieked from the skies to slrzfe them

m; wallscl <kl renn
3 g e Neoon
the

wAngbe

into oblivion of Imperial L

Avengers that tore through the night to intercept the. Teta
Night Scythes of the Necrons were feu, but bravely they
e e e of i e e, e

. Imgassvel,forward atlery observrs nea noted th
rarige and disposition of (ne Necrons' own heay s
n, Vennér had omemd vt

e darkness, each pilot commending
* therr soul to the Empeml and knowing that this would be
their final batte.

The die was cast, the battle was held in the balance and
there could be no holding back. Already tens of thousands
ay dead on the blasted plain before him, but Venner did
not falter in ordering forth the second wave. Raising his
sword high and leading the charge himself across the
dezdly ground, the Death Korps filld the battlefield like

a lving tide of steel and fire, and crushed and toppled

the remaining Canoptek Stalkers that barred their path,
tramping the scaterd scarab no the art, The Deatn

fyth in
mantle of flame s hundreds of shels burst against the alien

feture. The pyramid flickered for a moment lice a mirage
{he horizon before becoming solid once again, one of
P 2

arcing fightning. Scon, as the bombardment lashed out

firepower was quickly redirected upwards, sweeping
the skes and blasting apart the shells before they could reach
theff arget, and in the espite the Death Korps pressed their
advantage, surging forwards while Venners tank companies,
" held back until now, roared forth from the rubble at flank
spéed through the Death Korps lines towards their objective.
As the Imperial troops closed to a few hundred metres, the
ground before the citadels burst open, disgorging murderous
Canoptek constructs directly into the oncoming Death Korps
troops. The huge artculated bodies of the stalkers rose up
and tore through the fines, whit hundreds of smaller scarabs
diagged men down, stripping the flesh from their bones
were met with bayonet and lasgun, flamer and frag
grenade, and the Death Korps flowed ke a tide around the
iling T(mm ‘while the tank companies entered range and
ire with their batte cannon into the ranks of the
shvmbhng Necron warriors that were beginning to stream
- fromthe citadels.

d the outer citadels of the pyramid complex
|usl S et cumcnatd began at last to falter, but for
Mg e e Ve erey was ey upon

n Soldiers swarming like ants across the
alen forufcations. Surounded, the Necon Warts were
brought down in murderous crossfires and the machine-
creatures were driven back and destroyed one by one, as
for every Krieg the Necrons slaughtered, a dozen more
took their place, Everywhere across the structure breacher
charges were slamimed into place and melta bombs were
hurled into energy conuits and cracks in the armoured
edifice. The violent detonation of the black pyramid blinded
onlookers five kilometres distant and carved an ash-white
crater out of the wasteland that was clearly visble to vessels
i orbit above the battle-savaged world

P g
of success, holding off if not repelling the invaders, the
Necron invasion had been murderously effective, Each of
the three major hive cities was i ruins, the planets principal
star port was overrun and its keystone defence facilties had
been reduced 1o rubble. The death toll had climbed into
billions and Amarah Prime burned
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1 The Minotaur and the Reaper =~
itslethal cargo deployed to the surface dnd the Y

of the planet well underway, the Necron fleet had
s attentions again to interplanetary space, leaving
Prime covered in boiling black storms and riven with

the captains of many bat
baulked at the order, they ko
foret 13 thfionn mpbuardmvmm

sk To mperl

a vast echelon formation and on full burn towards
- system, detected their movement and its captains.
lee before

The Imperial
Hundreds of

believing the
‘e armada’s cataclysmic gathered might,leaving them o
‘hance t0 avenge theic failure to prevent the black fleet from

Brngng about the deaths o
Ty were wrong. The Necron ships, turning with aimost
‘comtemptuous grace, formed themselves into.a perfect
‘escent:shaped attack formation and locked onto a direct
imsercept tajectory with the heart of the Imperial armada,

thiy n P
‘<ouid ever have hoped to match

flag bridge of the battlesh

and as
10 ater course br evade, and as nuwmrm
Kilometres of distance was eaten away m@us_ﬁ

o avoidance manoeuvres nor counter f;am
‘ominous xenos warships.

Bominus, Grand Admiral Georg Carew, Kright-commander
‘o Sattlefleet Orpheus, watched the holo-sphere before him
with h

Suddenly, lue icons
holo-sphere tracking the projecties flight; e
st iy i) disappea

showing
Ashough his desite was to fleet had.

unction, rendered

ssfered in the past months and the affront to the world

. The firepower of the fleet at his disposal was of an

soency the el e smd
ot even detect, whie others seff-desructed o spunys
off course as if blinded. The few that flew.true were Sy
avoided with contemptuous ease by'the Necron vess
which sped past thert at un{mb{e velocites, or

nitude
shattering entire worlds through brute force alone; a fact that
e believed his foe was more than aware of. Now, with the
imgerial battle auspexes repaited, he could ascertain that the
‘Biack fleet possessed less than a quarter of his own number
‘o vessels and, by Imperialstandards, ar lessin tonnage, the
Bk comprising what would comparably be of the escort
R vl ie T bige il songivyln

their atomic spite y impassive blg
ofthe grea tomb hips, 0o few tohave ony el ef
the Necton ships, blacker yet against the darkness of
void, came on.

=
Within mere moments the two fleets neared the edyz 3
lance rangeand the Necros fred. O the bridges o

farm sirens e

" were, according 1o the
By the Ordo Xenos, id s ships’, whl!e me e
smatched hi

s them at spee
barely below that of light, ond m late the strugaling
et on

i own. Together, anchoring the centre o the annskmg

them for what they were—fragments of dead sta

‘cmscent, these ‘tomb ships’ were gigantic
| Skt el
‘Byeamid-ike structures that threw off incomprehensible
‘=nergy readings which baffled and alarmed his Magos. They
= already been (udmed S il s e
marked as
JRcn 10l witin S amada, T force epresemidd e
rgest concentration of xenos Necron vessels on record, and
‘Carew determined to give them the respect they deserved.
#42ving conferred with the sinister Asterion Moloc, Chapter
Master of the Minotaurs Space Marines, the Minotaurs
Chapters fleet, commanded by the lumbering relic assault
Daedelos Krata, itsef shielded by a dozen escorting
‘srie cruisers, had deployed into a second echelon some
ey behind the armadas main line of battle; poised either to
eiver a killng blow after the lines had clashed or to intercept
20y breakthrough force were the enemys plan to punch
swight through rather than engage. To his own command
e ssued the ditect order to al vessels to maintain formation
‘204 engage only as directed, on pain of death, and although

bolts of oblivion bright amm:ﬂm

‘and tore open the ships within with savage ease, and mf

‘down the Imperial line, ships both great and small Simply’

flashed out of existence, Alongside the Arica Dominus the

‘battlecrusier Richtenback, which had served the Impes

since before the Great Crusade, was struck amidships

‘exploded, bathing the armada’s flagship in fire and debris,

shaking her to her core. Despite the tumult around him

Carew issued the order for the armada to come about to

broadside and fire at will, and the closing void bet

the two fleets became a blinding storm of blazing lance:

beams and plasma fire, hurtling macro-cannon shells and

roaring missiles whilst the Necrons answered with a fury all

of their own as blasts of emerald and amber light ﬂmkemdf

out to splinter hulls and strip away decks. The two fleets =
and parted,

they passed and Carew,watched in horror as. the hol

esoived the chaotic detais of the battie into some sembhi(m 5

of order, the casualtyfss flckering on it as st

Mechanicus-cant runes which only a trained and augmemeﬂ
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amemander-in-chief already of the Space Marine forces
g the Battle of Amarah, Asterion Moloc had grown

2 personify the Minotaurs Chapter itself. Their complex
the. st the

‘s and the degenerate served as a counterpoint to darker
“me a5 feared executioners of internal dissenters and
ssyeeard Space Marines, and had already assured them a
‘séace i imperial myth before the epic confiict at Amarzh
= t3ken place.

OF the true character and history of Asterion Moloc the man
e s known to outside observers, elznlomosemm
= and Wit igh
—qu-wmwmchmm%mm

e canks of Ork warbaosses, ¥enos corsair princes and
‘csamgrons of the Dark Gods who have fallen before him.
raged in the ah he
.oy

= e Necron tomb ship designated ‘DeadHand!, where he

adaynarkh, bel-mhewasm—nmh-duv.wmm

actions and use have already garnered them many enernies
both in the Imperiums politcal and martial spheres.

1. Artificer
Molocs panaply of war is a highly
artificer suit of Tactical armour, considered to

for being lighter and more streamiined i its construction
without reduction in ts durabilty.

2. Heraldic Storm Shield

Further improving his armour's already formidable defences,
Moloc carries as part of his wargear a storm shield which
Mammﬁ-ﬂmmnnmg

et this last incident, mwmmm

ot been ane Space Marine, but many down the centuries,
< sheriting notonly 3 ame and panoply as some

attacks. mmmmm«nm
Chapter and, as part of this heraldry, archaic Terran Helac
glyphs can be seen which find commen use in the Chapter.

arcane and idiosyncratic use by this secretive Chapter.
3. The Black

A truly deadly relic-weapon of unknown provenance, the
Black Spear i similar in some regards 1o the sacred arms

2= engramatically enforced personality and memories
@ahss dismiss this as a slanderous accusation of the use of
festudden technology designed to smear a Chapter whose

of the Adeptus The spear is a power weapon of
in Moloc's hands to pierce even

Terminator battle plate and also incorporates  si

laser potent enough to be used as an



Below: Mars Pattern Spartan Heavy Assault Tank ‘Right: Damocies Variant MKiic Command Venicle ‘Scylia’
Attached from Chapter Armoury 1o the Amarah Prime
LostIn Action, New wgwgumcwmu

{mmensely resllient armoured assauit carrer, I is used 1o ‘Assault. The Damocles is equipped with extensive
anmswww«m
operations.

carry Terminator squads and tr00ps
‘withstanding fre that would search and destroy and orbital assault
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1winterpret at such speed.

hammered her from stem to stern, qutting her starboard
ar k in fi

com erny, 50 ve
unted on horror for theadmiral s the Necron
ing flown past, arrested its ineftia and turned back
f.course, coming right back at the Imperial ships
L ft was an utter impossibiity and yet it happened
ishelieving eyes. B <
R clieving cye: . &
cad Weron atack un was ver ore devastating
“fitste The Imperial ships, caught unexpectedly from
julnerable rear arcs—blind spots created by

gy teslsed the danger or heard Carews emergency order to
break formation. The Retibuton clas bettleship Tasman of
Gface was Cauaht before the Sun Kiler and sheared in half by
‘gauss fays, whiledhe heavy cruiser Mendicatus was pulled
spart mercilesly by a pack of Necron raders lie a wounded

i her helm, the Arica Dominus tumbled

wildly in the darkness, the bodies of her crew and frozen it

trailing behind her as she fell

Through the carnage the Necron ships wheeled and fell

like carrion birds at the feast. The two great tomb ships
glded majestic and involate through the heart of the storm,
annihilating anything that came near, while the pilots and
crews of fesser craft that drew close were driven mad with
fear or found their ships had become cold tombs for them,
their power draining away to nothing, Jt was into this bioody
melee that the Minotaurs Chapter fieet plunged headlong.

Having observed the batile on his own holo-sphere,
Asterion Moloc, the bleak master of the Minotaurs, quickly
realised that engaging the Necron ships with their superior
frepower, manoeuvrabilty and range was suicidal foly, and
for close assault without quarter or

fiecd anjgnal caught The armada's
?ﬁ! ja qickly fractured and broke apart, ships flaring.
and exploding fike stars in the darkness, the SUnivors now
lashing’ @my ‘all about them with broadside and battery
" mspﬁir\g fighters and bombers into the void, often
3B cut apart by the defensive fusilades put up by their
brethren. The Arica Dominus hersel turned as closely
a5 her expert crew could grant her and caught a harvest
“5  ship broadside, the black hull rippling like water and finally
" faiing before the fury of eneray poured info it. The harvest
 ship detonated with a flash of pale green flame, eaving
nothingness i its wake, but the roars of triumph on the
flagship'sbridge were short ved as the venerable batteship
8 rocked anw as a tiad of Necron raiders passed close
alofside her. Her void shields down, the dirge:ships

reservation of force. Their target was to be the Dead Hond,
which the machine-animus of his own ancient assault ship
had discerned had been the first vessel to leave the orbit

of stricken Amarah, and the first 1o fire upon the flet. This
Moloc knew i his warrior's heart was the master of the foe,
their flagship, the throne of their commander, and it was
this the Minotaurs meant o destroy. Adopting an attack
formation in the shape of a bulls head—with the Dacdalos
Krata forming the protected skull, the Chapter’ three battle
barges the jaw, and its eight strke cruisers the horns—the
Chapter fleet smashed into the heart of the batle, engines
at full burn and fire held until the fast moment. As they.
unleashed hel from their bombardment cannon and plasma
batteries, the Chapters war vessels did so heedless of




in their path, as stricken Imperial ships caught
Semneen them and hei goal wer shredded st s were any
Mecon d aside on the f

aKiometre acros that ay beneath the Black pyrari
‘crowned the tomb ship. Here, amid the ehil mists and
of

Do o T e et Ships turned

= armaured foresecton disnteqrating in the Necton
But e Mintaus dd not el v whn the
eapons spoke and shattered the poriside
Pl Lagon e s 40 A e s
von. At ot bank angeboarng topedoss,
a C:

i upon which oot he tering overord of the Meam\s
in a shrouding cloak of raw darkness. Itwould be the [ast
sight the warriors of squad Ixthalion would see as a phalan
of Necron Praetorians fose up from the shadowed mms
Saigheeo i (0 e b R
enough—the signal had been

‘Al but close enough now to crash into the tomb ship, &
the Daedelos Krata, badly wounded and with ren\s o;‘
her d

et o bl mm el or e
30 and ts close escorts, the ships at their backs still
rselessly at the prey, hoping to open up hullrents
fers to exploit,

53t craft managed o pierce the hull skin of

falevolent scarab-engines were everywhere and
ines phased through the solid wall to assault the
s antibodies would attack a virus invading a lving
inotaurs, implacable . fought on,

fense armour, opened fir
mbardment cannon at point blank range, Tosk
solution identified by squad bthalion below the fusilade of
macro-shells ruptured the Dead Hand/’s hull, exposing the
vault chamber within to open space in a screaming vortex of

decompression. The Dead Hand bucked away fike @ wounded
animal, one vast arc of ts crescent superstructure catching the

sending

P the impact,

one, the seamless shell ithin the tomb ship—othéwise.

impenetrable to auspex or targeting solution—was bioke

and nthat instant the ancint teleportr enines of the
had

 bieeding for every inch of ground as every turn
way brought fresh enermies looming out of the

< One by one the Space Marines fell, their armour

< nd burned by gauss rays, bodies punctured and
1 by the ghost claws of the tomb shipss defenders,
e squad remained. Terminator squad lxthaiion,
 and bloody, at last forced its way into the tomb
central chamber, a cold and haunted space nearly

d their baleful cargo. -
s the pulsing shockwave of the teleport transit cleared),
d his bodyguard of thirty of his Chapter's

pter,stood amid the black gale of
venting atmosphere and confronted the ord of the Necron
fost. Between ther there was no preamble, no waiors
salute or declaration of challenge or inent, instead Moloc




7 uxmg i st S 1 de the blow st s th tomb hip

rocked again with fresh impacts, the white flame of plasma
weapon fire licking around the aperture in the vault chamber
from the void beyond. By awarriors instinct earned on a

glittering

Moloc reacted

lade the Necron

tstrtched skeletal hand and he thfew himself

ke a bolt of thunder, slicifig opef the first

is path with a savage backhand blow as if the
armour were a5 nothing.

e batlle oined and n a mmm allinthe vas

the reaping blade faling from on high, raising

hisstorm shield'as the dark Overlord's blade came down,

the ancient device blocking a blow that would have cleaved

Moloc's head in two before it fnally shorted and spat,

ikl coming apar unde he epated i baws o he
littering bladie. The world t

beriwas fury, the soun
nmggulmnfypn leecing sway wih he s o the
e darres e Necton Fraeorias
wice
eight of amars ther Pl dea!h ey

broken, skeletal figure
s e darkness. The master of the Minotaurs
swept out nto the void,

e bt of i deswrirs 1 cught 1 3 whipo.

! yéapons. In their e they el e
it with ghostly flame with which to blast their

he vast shape of the stricken

'Dead Hand turned and blotted out the stars with its transit

and began to accelerate away, revealing the burning hulk of
T

o
0 fepel the deadiies fire. Soon the Minotaurs
a pressed, ashrinking circe of warriors who had
xiy accounted for twice their number onlyto see the
m itag themselves back up from ruin or be replaced by
er of their kind stalking implacably from the darkness
s any machine-warior
, and with a far greater cold fury, his

he blows of P
il hacick v tirelessly slashed and stabbed, punching
thvough armoured 10r5os and severing mechanical imbs 25

‘dark Overlord fought and kied his way towards the.
m&aun Chapter Master, leaving a trail of rent and
" seéred Terminators in his wake, untilsuddenly the tomb
ship shook to a resounding blow and it began to tift craziy,
theartiicial gravity fiS i ring s bucking The
inrown

e
ship's dying act had been to ram the Dead Hand and in doing
Soit had at last caused enough damage to force the colossal
ship’ retreat. With their master’s vessel on the move, the
black fleet disengaged, driven off but hardly defeated, leaving
only death and fre behind them, whilst in a move completely
unanticipated, the Sun Kifler and a dozen escorting raiders
unexpectedly splitfrom the body of the black fleet and made
Ianding on the night-side of Auric, whose face was soor
consumed by dark storms and pulses of unnatural radiance

The rest of the suviving Necron ships and the wounded Dead
Hand simply vanished without trace from the auguries of

the handful of Imperial warships still able to track them; one:
Second they registered, and the next they were gone. The
Necron host, i not defeated, had been checked, but for most
of the survivors that was a pyrrhic victory at best. Battlefleet
Orpheus was shattered; fess than ten per cent of it vessels

andlooming there Sin kAt Gy, B
‘Contemptor Dreadnought’ great fist raised to strike, the
{ethal enray field that enwrapped it churning soundlessly
in the no ailess vault. The hammer-blow fel but the
e bk e dieredi and the Dreadnought's

m exploded in flame and spinning shrapnel. The tomb
shvp ‘ited further stil and Geryon reeled and staggered,
the Dreatnought's huge armoured feet skidding and losing
pulichase. The Overlord sprang bonelessly from the ground
and laid into Geryon with his great blade in a rapid series of
two-handed slashes, sending splintered ceramite and showers
of sparks fountaining from the wounded Dreadnought.
Geryon fell, one knee actuator severed, brackish blood and
Silver amniotic fluid leaking from the rents in his armour. The
Overlord rose up to deliver the final blow and the Black Spear
found hifm. Moloc punched the ancient relic-weapon clean
through the Overlord's back and it exploded from the ankh-
glyph that wes blazoned across the Necron's chest, wreathed
in pale flame and amber lightning. Transfixed, the Overlord

ed upon the spear, it death-mask thrown back as ifin
a silent scream.

e st fighting order and every
single one carred the scars of the battle. As t0 the restof the
armada, it lay in vast arcing clouds of stll burning hulks and
tumbling debris, 2 pyre for the once glorious defenders of the
sector visible across the entir star system.

Amarah Prime, although rd ofits principal invasion force,
burned st and was now the graveyard for billions; such
victories that had been claimed there had been bought at the
most terible prie of al. Any surviving Imperial forces were
evacuated as quickly as possible from the shambled ruins and
pulled back to the outer worlds of Laymon and Calama to
regroup, while the remnants of the civiian population there
were regrettably left to their fate

The Battle of Amarah was over

d they
paned Moloc feeling the burning cold hate of the deathless
the
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in muted. passessing only the limited
iconography which has more
dentified with These forces

diverse,
uniquely associated with  particular region of space
(and therefore likely a territorial signifier) or a particular
dynastic grouping s identified by the Ordo Xenos. It
remains unknown whether these ‘anonymous' foot
Soldiers of the xenos retain any particular affilation, 4
orperhaps a suborcinate social rank o theirpeers, G g

This symbokcon has been witnessed across known
space in reference to the xenos species designated
s the Necron. Ordo Xenos scholars have identified
it through tentative transiation as the ‘Ankh” or
“giyph’ of the ‘Slent King'. The full meaning and
importance of this epithet remains unknown.
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alien
the Emperor, the scions of Terra. We are dominion and
ignorant

Lord Inquisitor Aedrick Mantel of the Ordo Xenos

s
< Address ol the Councl Miltant a th utsetof the Orphean Sabation Campatgn

out the campaign. The campaign system in this book also

! vanam of the popular ‘phase’ based narrative
tem pgpvided in earler imperial Armour books,
yuu G alieady played aur Badab War campaign, for
e reis much here youwil find familar Rather than
g;wug A‘seﬂs of Battles ‘over time"in a sequence of phases
however, a number of separate ‘warzones’ are fought over.
e great sweep of warfare and
pléce across a score of star sysnen\s at roughly,
/and each fas their own

out any kind of game of Warhammer
40,000 you might want to play,as welas other games such
as Battlfleet Gothic, and presents a number of different
opions for youto choose from.

Note that the particular narrative focus of this campaign

is the part of the Orphean war kniown as the Orphean
Salvation; this was the massive Imperial reinforcement and
counter attack in the ‘eastern’ Orpheus Sector designed to

ot vlue. Here the the sides are aualt up in a
-and deadly confict,the true outcome of which wifl

g0, 308 et thenthe fickie hag offte my und
fdent 5

and ways of using
s of Worharmer 46,000 36 Forge World's Zone
Mortals s are presented here as the core means of playing

You need to run this Campaign?
Olphean Salvation campaign can be used with a
fible number of players and time constraints. At its
implest all you need to run the campaign is two willng
yers with two appropriate Warhammer 40,000 forces

to

d of the Necron invasion
after the disastrous events of the ‘Bloody Hundred’, and the
ominous lul in the fighting that followed it Historially—so
speak—the imperiums forces principally involved in these
battles were the Minotaurs Space Marines Chapter (alongside
elements of the Marauders and later the Red Seraphs and
Nemesis Chapters) and more than a score of Imperial Guard
regiments, most notably the Death Korps of Krieg, Tekarn
and Necromundans. But there s no reason that you couldn't
use your own chosen cast of armies to valianty hold back the
Necron onslaught instead. Just as ecually, by creating your

shift the focus of the action to the terrible days of the Bloody
Hundred during the initial Necron attack or even figh for the
fate of the Chemarium system or the Shattered Deeps, where
it not the Imperium that must do battle against the horror
of

(or theiestand-ins1),
e used by large groups such as dozens of players at
#igaming club or more, for example. It is possible to

Sesmpits i campaig by plying s sl g for

of the warzones listed at minimum, you
Wil e th e t ply fe games. O couse f1you
Have more players, and more time, you may expand the
number of games to resolve each warzone exponentialy.
Aits maximum, the campaign structure can comfortably
accommodate more players of varying levels of
ifvolvement, and can be run for several months' worth
of games if desied. This large scale campaign requires
alarger collection of terrain, gaming faciites, player
commitment, and a greater amount of effort to bring

0. satisfactory conclusion. Such a large campaign will
(2150 benefit from having one participai as referee and
organiser, rather than player, to help things run smoothly

machine, but the forces of Chaos and
the Orks respectivelyl

How THE ORPHEAN SALVATION CAMPAIGN WORKS

two sides (or teams) of players - one side represents
the Imperial defenders and the other side represents the
Necron invaders. The campaign is fought across five warzones
representing the front lines of battle for the Orpheus Sector,
and the two sides play one or more games against each
other, representing the battle to control each of these pivotal
warzones; each zone having its own particular characteristics
and value to the wider campaign, At the end of the

aties fought zone,
the resuilts of the games played determine which side has won
‘overall control of t. Each warzone is fought for separately
and this structure allows advantage to swing between the

record the results

satisfying of gaming experiences

bein
ivolved should be at pains to help out and support, not the campaign's condusion. In wer, it s certan and so the
{omention thank). Of course the resut of such a grand each warzone is unti
ampeign can be truly memorable and is one of the most | allthe warzones have been fought for, and s e iy
cutcome o gl sd ok vcory i every varzone

Sompraieaie gl he



Note: Because of the campaign’s faction structure, in practice,
the number of players ‘per side’ i the campaign doesn't
ctually bave to be equal (although it is somewhat easier to
armange if this s the case). An odd number of players just
means that the side with the fewer players is going to end
<5 having to play more games per player, which we're sure
20 0ne would view as a hardshipl Also, you can have ‘guest’
‘éayers who just drop in and have a ‘ick-up’ game during

an ancient and unutterably hated foe, whose d
atleast frustration willserve their own inscrutable
irtespective of any collateral ‘benefit’ that becoming »«fw@. 7
in the fighting might have to the beleaguered Imperiah-
defenders. Perhaps the most unlikely felow ccmb

the campaign, so long as their results

The ARMIES

sort—on
the Chemarium system. Chaos has long dug m,,;msmed 7
talons nto the sectors underbelly, and i recent years as .+

Al players in the Orphe: must have

20 army ideally drawn from either the Necron (Invader)

o imperium (Defender) side. The particular ‘historical’

wolved in this savage invasion are, on one side,

:-e'vlqmed Neon ey o e eyraio
forces,

this star system

To the Necrons these are merely more human vermin t 10
conquered, but the Ruinous Powers and their servants might
not be wiling t0 give up the souls of the Orpheus Sector sa;
lightly to the soulless invaders.

sk Hanvest army list aton page 102 of this s

23 the massed forces of the Death Korps of Krieg. These
2y be represented by the Assault Brigade army st found

-~ page 172, and the Death Korps Siege Regiment and
asmoured Company liss found in the Imperial Armour books
over the Siege of Vraks (ie, Volumes 5, 6 and 7). Regular
2l forces represented by Codex Imperial Guard, as well
ntingents from other Space Marine Chapters can also be
2w into the rapidly escalating conflict as you wish.

n starting your campaign, you may want to consider
strict (or Aot you wish 10 be In regards to players taking
rmies from forces other than those lsted previously, but
vou should strive to have a roughly equal number of players
n each side. For example, while the Necrons are the great
“o= that has lain waste to the Orpheus Sector, they have also
 before them a number of raider and corsair forces
<ontent to reave havoc on the Imperium, effectively siding
with e aders by simly taking shantag of th sy
e collapse of Imperial rule has afforck

fent candidates for additional forces involved in the.
Orphean war are the Dark Eldar and Eldar Corsairs driven
Srom the Hesod Nebula, The Orks of the Shattered Deeps
350 be strong enough 1o take an active pert in e war
< might see this as an almighty scrap they refuse to be left
ot of, as well s a chance to repay the Imperium for their
srevious defeats. Another option may be the widespread use

Dex
ntie force in your campaign,
the Imperial Guard, the lost Angels Revenant
‘even horifically enslaved members of the Inquisition taken
=t Agollyon, or perhaps members of the Adepta Sororitas

‘overrun while defending the holy shrines found along the.

Orphean Pilgrimage route.

“Hear us... sten... lsten... your corpse god will not

save you the ra
shall you be cut down, your lfe blood saum;elgﬁ 2
abandoned by your old master... We... we areyour

embrace... us

EYpRr ey

- Fragment of a transmission deemed to be a Classlil
Moral Threat

- Detected; multiple attended systems wllhm Vihses.
Chemarium cordon |
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Aalaxy of War
Alternatively you may wish to play out your version of the
events of the Orphean war with an alternative ‘cast or use
the campaign system presented here to fight a campaign
detaiing a different deadly invasion entirely. For exarple,
you could select the assault of Waaagh! Garaghak on the
Forsarr Sector, which would see the Orks s the Invaders, and
the Raven Guard and Aurora Chapters of the Space Marines
‘alongside Elysian and Mordian Imperial Guard regiments as
the Defenders

1

Itis of course possible to simply use this campaign's
framework and adapt it to an entirly different story setting,
th0ugh this may take considerable extra work. In this

case, you may want o be much more open to other army
choices taking part or tailor a bespoke set of alances and

you take, ultimately don't et too much get in the way of
having fun.

Te WARZONES

The Orphean Saivation campaign s divided into five warzones
and each of these represents a vital theatre of the conflict

s iich each warzone has ts own theme and characteristics
that carry through the narative of the war onto the gaming
table. The fate of a warzone, which side comes to dominate
it and meet with victory there s decided as games are played,

each side Campaign Points (or CFS). The side with the highest
total of Campaign Points when al the games alotted to each
warzone have been played out wins victory in that warzone
Once all five warzones have been fought fo, the campaign
condludes and the overal strategic victoryis determined for
either the Invader or the Defender.

The five warzones of the Orphean Salvation campaign each
have their own characteristics, representing the key frontine
worlds and spheres of battle n the savage on-going war for
the fate of the Orpheus Sector, These warzones are:

« The Nightmare of Amarah
« The Arcantis Cluster

« The Bounty of Hydroghast
« The Ruins of Thamyris

« The Void War

As each of these warzones is being fousht over at
approximately the same time, there s no particular order

in which they must be played out; although for ease of
organisation and carty it s recommendied that you play out

been played with it s a location, the campaign ending only
‘when all the warzones have been exhausted. This atter
approach, while somewhat more complex (and needing

2 bit more by way of bookkeeping), has the advantage of
increasing the tension and excitement somewhat by masking.
the wider resuits until near the very end of the campaign!

‘Campaign Length and Warzone Battles
The confict o control a particular warzone [asts until either
an agreed number of games has been played fo i, o unt

 specified length of time has passed. Once either of these
conditions has been reached, the batle for that warzone
ended, Campaign Points for both sdes are then totalled and

2s eal world time passes.
played in the struggle to control a particular warzone grant

has gained dominion over that warzone s
determined. The battle for the next warzone then begins.



rumber of games, or miaximu time duration Spent in
: . must be agreed before the stat of the campaign
=5 constant throughout it - you may set the number of
es and maximum duration as you lie. As a guide, the
ber of games to play for each warzone works wellf it is
== below the number of players in the campaign. A good
gemum duration in time is equal to how long you think it
ke 1o play the number of games youve settled on if all
o well based on your experience and your player group.
% you have set your warzones' fate to be decided by
- She== batties each, and you reckon your group can easily play
== games in two weeks, set the time limit for the warzone
2wo weeks, The reason for having both a time fimit and
e campaign moving forwards Ifthere is a brief ul in play.

o

of 9,
Warhammer 40,000 supplements, Battleflet
e, you cando so. The Orphean Salvation cam
can accommodate any type of game and its ther
linked closely to missions in this book, but

cannot encapsulate every battl, skirmish or

& campaign that injolved hundreds of tho

, lan is
o four of his friends. Between them they reckon they
| play roughly three games every two weeks. lan sets
= rumber of warzone battles needed to decide the fate
a2 warzone as three games, or until two weeks have

et the first week of the campaign the group, seized
8y excitement, plays five games in a single day. The first

Special Rules and Warzone Traits
Each warzone has its own special rules o Waﬂcﬂﬂ' fts
that are applied to all games played s pai

it may be that these rules are not mmpanblevlﬁ\

jons
published outside this book or those from the Warfi 4

marzones fate has then

e games have been played for control of it. In the second

wrzone the group reaches the end of two weeks with only
o games played, and 5o control o the second warzone is

If this happens feel free to noti
Specal rules fof that game.

Changing Sides.
Sometimes, during a Tl iquite possible for an

ciced based on these two games’ outcomes, because the
o weeks ly
= olayed.

gn Points
es played for control over each warzone gain each
Campaign Points (CPs), and when all of the designated
es for that warzone have been fough, the side with
grestest number of Campaign Points has won overall
o of that warzone. If both sides have an equal number
Campaign Points at the end of a warzone's designated
mber of battles, then neither side has achieved advantage
gh 1o have gained control of it and it counts as being
ested (which is to say it has no overall victor and neither
.gains any Strategic Points for controlling it

mumber of Campaign Points gained from a game varies
=g on the mision plajed. Some misions are worth

imbalance to e players or for mmeane t@ %
drop out completely for unavoidable reasons for for 1"
people to be added). In this case itis fine if all panm agree

for a player with an appropriate force at their disposal to

wap sids to balance things out. It s recommended thaf g
particular player only does this once during the-campaign &n
preferably between fighting for different warzones to.
confusion. This can also be a good way of rebalancing the*,
number of people or active players on each sde during Ui
\games played for a particular warzone.

WINNING THE CAMPAIGN

Oneside o the oher acheves victory i the campaign by

having the greater number of Strategic Points (SP) t the end

of the campaign. Strateaic Points ae gained by triumphing

in each partcular warzone and by other factors sucras

character fataltes and secret campaign objectives should
P Thisis

rzon d some grant

paign Points for the player

eving outcomes other than winning a clear victory. All of
gse variations are listed in the Campaign Points section of

warzone.

£ach warzone also has  Legendary Misson attached to
i battle represents a pivotal moment in the ongoing
o e o T ok sEb S
your sequence of bat e, and victory
tgendary Mission o large numbe( of Campaign
the end of @

however, , both o
‘warzones favour the Invader and some the Defender, while
the vicissitudes of war are uncertain and a prize may suddenly
prove ot to be worth the price In blood and effort expended.
10 0btain t!

The values of each warzone in terms of Strategic Points to the
victorious side are as follows: :

Defeidertl

Warzone Invader

Amarah
The Arcantis Cluster
“The Bounty of H
The Ruins of

~ The Void Wy

10406
- 306




OPTIONAL CAMPAIGN RULES

ROLE: WARZONE ASSIGNED CHARACTERS
ian simply having an open choice as to which
characters are avaiable in their games, one

5

s a sdlction o entirelycptionalrles that may be used i tiscarypaign yste
‘campaign somethat, but can add even richer detail and enjoyment to the experience for the player

iy e ety

resided over the largest number of victores gains +D3

Strategic Points

+ Keep a tally of how many Assigned Characters have met
with the Fatality result on the Character Survival chart, For

se afinitels, epresenting the main
th

e
en generals may then only be used within the

y result your , you lose 1
Strategic Point from your total at the end of the campaign.

may ot be used again in the battles for their

In;addition, thiese characters become a finite resource in the:
ampaign and their use can potentially turn the tide of battle
£

rdcters make for excellent modelling and
‘opportunites, and are a fantastic way of creating
rratives and personialiing your armies in order t0|

&(h side getsione Assigned Character per player, and
one addiional Assigned Character per warzone o make
theit pootof Assigned Characters (eg, in a campaign
£ Ve waone e payr s S, e s o
o&w 2 pool of & (5+3) Assigned Characters.
gned Characters may be either unique characters
< Sfigble for your army's HQ (such as Kutlakh or Asterion
oloch from this book) o standard independent characters
igible o be taken a5 HQ selections from your amy st
ve then given Assigned Character Augments see

osite).
igned Character pools are created after sides have
~been determined, but before any games are played. In
Eee b 6 i Bt of s Ascigned

ig 9
To create an Assigned Character for the Orphean Saivation
‘campaign, select a non-Unique independent character*
eligible a5 3 HQ choice from one of the armies that will be
used in the campaign and apply the following mofications:

« Roll once on the Assigned Character Augment table and
permanently apply the lsted effect to the character

« Select a wargear and options load-out for the character,
This must be taken for them throughout the campaign
and forms part of their points cost whenever you take the
character in your games. The only exceptions to this are
eligible Dedicated ernspons Sid el ik
which may be bought on a game-by-game bass

« Selechonaof the characters ligtle Warord Tats
tables and roll 306, re-rolling any duplicate results. You
then select one of these Warlord traits to be that of the
character's permanently e, they willuse this tait rather
than rolling randomly at the sart of each game for the
entire campaign).

« The character’s points cost is permanently increased by +20
points to reflect their augments,

« The character must be given an appropriate name by which
both you and your foes shal know them!

“In the case of Codex: Imperial Guard of the Death Korps
army liss i, the Siege Regiment st from IA 5 and the
Krieg Armoured Battiegroup lst from 1A 7), characters from
these lsts may also be chosen as Assigned Characters, the
augments applying to them rather than their squad,

campmgn begins
Qthes than as Assigne Charactrs, characters with the

be used in games in the campaign,
{whereas ‘generic HQ choices may be).

« low Assigned Characters are used in your games, and by
Wwho, is entirly up to you over the course of a warzone's
battles, but @ particular Assigned Character should not
be used more than once in any two games being played
simultaneously by your group. In the aftermath of a battle
ywhere an Assigned Character has been ‘illed’, rol on the
Character Survival chart (see page 69) o determine their
fate. The results of the roll should be immediately made
known to the opposing side.

eepa tally of the battles involving your Assigned

aracters across all warzones and whether o not they

Have been victorious for your sde. At the end of the

campaign, the side whose Assigned Characters have

Assigned Ch Table
Rol 2 D6. Where two effects are lsted, the controling player
ay choose one to apply. Re-rol any results that duplicate

ules the character already possesses.

D6 Effect

Masterful Warrior: +1 WS or +1 BS.

2 Remorseless: The character gains either the

Stubborn or Crusader special rule

Strong Minded: The character gains either the

Adamantine Wil specal rule or +1 Ld (to @

mainu o110

4 Strategic Skill The player may re-roll failed attempts
1o Seize the Itiatve at the start of the game.

5 Hardto Kill: The character gains the Feel No Pain
(64 special rule.
6 Lightning War: The player may add +1 to the result

of any of their Reserves rols



ssigned Character Survival between Games

xtra exciting element
(cular special character
-en games, have they fallen never
ey be back with a vengeance?

aracter™ is removed as a casualty during
this includes falling back off the board,
has concluded roll a D6 for the character
which shown below apply. If you won the

ol

proxies such as your Imperial Guard
of Commissar Yarrick, etc. Remember you
than one of each unique character if

Result
Fatality: T

e character may not be used again in this
battles and counts as a campaign fatality
0¢ 68)

Wnunded The character must start the next game
re used in with one Wound fewer than

Shaken: The character must fight the next game
used in with -1 L
Survived: The charactr has escaped permanent
may be used again freely if you wish in
subsequent games in this warzone.

OpmionaL Rute: Tre HiooeN CAMPAIGN OBIECTIVE
FoRTuNES oF Wa
In war, beyond the obvious clash of survival and conguest &
each side will have their own vital objectives which, 5
reasons both practical and arcane, they wilfight and strive:
for, often without their foe ever knowing their psychological
or materal importance unti after the fast drop of biogd
isspilt.

1f you opt to use a hidden campaion obiective, edch side
selects a Fortune of War in secret at the start of the campaign
before any games are played. I the interests of fair play.(and
drama) this should be either sealed in an envelope and givel
1o the GM or a third party or kept inviolate by some ther.
mutually agreed means untilthe end of the campaign when
the Strategic Points are tallied up. At this point the Fortunes
of War are unveiled and applied!

The two Fortunes of War are as follows and only oneis
chosen by each side. f the criteria of the Fortune of War s
met then its Strategic Point effect is applied. If not, then it
has no effect on the outcome of the campaign:

By the Last Drop of Blood, it shall be Ours!

« Select a single named warzone when this fortune is
decided on. If you are victorious there, you may double the.
Strategic Points the warzone gains you

The Ashes of Martyrdom

« Select a single named warzone when this fortune is
decided on. f you are defeated there, your enemy must
halve the Strategic Points the warzone gains them.



1.The Nightmare of Amarah
Invader 10406; Defender 10406

2. The Arcantis Cluster
Invader 3D6; Defender 306

mmm m der 6406

“he Ruins of Thamyris ,
Invadnv 6+D6; Defender 104206







++ WARZONE ONE: THE NIGHTMARE OF AMARAH ++

nighty
of the Orpheus Sector, but now Amarah’s hive worlds
and bastion The massive

‘Optional Battle:

“The Blood of Martyrs see page 354 of the

40,000 rulebook), with the Imperium as the Defenders and
the Nectans as the Atiackers (nvaders).

Roll a D6 at the start of the game:

D6 Result

12 Radioactive Fallout: Weapons which have the
Gets Hot special rule are affected on a rol of
1 0r 2 Models which Go to Ground suffer an
‘automatic Strength 1 hitfor doing o

A S Aol I S A e
are in effect throughaut the whole
i i ek s
for infantry (any type).

5 Buming Skies: Fiyers in Zoom mode must roll D6
at the start of each moge they make while on the
table, and suffer asingle Hull Point of damage on
aresuitof 1

system
its defences and the armies concentrated there, but could
oppos

was here that

The Campaign Points earned for games in this warzone are
as follows:

halted, at least
for a time.

6 CPfor a victory

‘bodies of the unburied dead, and Amarah remains a vital
Iynchpin of the confict, drawing armies to it like moths o
a flame.

5.CP for a Defender vicor (any sted type)
3 CPfor an Invader victory (any listed type)

Purge the Alien
‘Thematic Terrain 4CPforavictory
Much of Amarah is now a wilderness of broken i ocPloradaw
Iandscapes and fallen towers, covered with a pal of smoke, 4
ash and radioactive debis faling down from orbit. As a Battle Missions
result ruin, wreckage, and toppled 3CPfor avictory
buldings, and craters afe the most appropriate settings 1.CPfor a draw
for your batties T enyshiuid be dense, with a total
footprint d half of the total.

“The victor gains 1 CP for their side
Battles 0CPfor adraw,
Select by mutual agreement o al-on the following

mnmuemmmmﬂnmwm play, See the
Warhammer 40,000 rulebook for the various fisted missions
and deployment types nless specified otherwise.

D6 Result
12 Crusade
34 Purge the Alien
5 The Scouring
6 The Emperor’s Wil



The warlds of the Arcantis Cluster have yet (o see the.
uan of war; they have been sheltered for many years

mwmwum the following.
chart o determine which batles you will play. See the

Warzane Traits - Battle Missions
Roll D6 at the start of the game:

6 Result

12 SubZero: Dangerous Terrai rolfs on the
battlefeld are faled on the score of a 1 or 2.
Weapons with the Gets Hot special rule lose it for

34 Verdant Plant Growth: Open ground offers a cover
save of 6+ on this battefield.

rerhelmed by planet-coveing hive cites. Despite his
nqmuvmmmwmm

Zvance. However, i the imperium can move swify to

centre of zone as possible
‘This is an Archeotech Artefact (see page 106 of
Control of

and resource-rch worlds can be tumed into a fortress
gainst the advancing foe.

‘each of these counts as a secondary objective for
the game.

Thematic Terrain Campaign Points
The worlds of the Arcantis Cluster for games
verse and relatively unspoift biospheres, from as follows:
ch veldt landscape and deep forests to primeval
and burgeoring , a5 wellas aien ruins Legendary Mission ~ The Walking Dead
o lost ages. Terrain then should be diverse and 5 CP for avictory
stural elements.
The Scouring
4CP for a victory
2CPfor adraw
Other Battle Missions.
3.CPfor a victory
1 cpfor a draw

All Other Games.
“The victor gains 1 CP for their side
ocpora




++ WARZONE THREE: THE BOUNTY OF HYDROGHAST ++

Sector's survving human inhabitants. A massie plne,

‘Warzone Trats - Battle Missions
The following Warzone trats are in effect in al battle
‘missions played in this warzone:

‘Behind the Imperal Lines: Invader armies may not take
Fortifcations in Battle missions played in this warzone, and

Defender side should have 25%
more points n thar force than that of the invader

High Gravity: All non-template weapon ranges are treated
a5 being 6 shorter for the duration of the game. Grenades
and pistols are not affected — use their normal ranges.

In additian, all Jump units can only move 9" wh:n using
their

can only move a
phase (Running, Turbo-boosts and Moving Flat Out are
unaffected).

Roll a D6 at the beginning of each Battie mission played

in this warzone. On a ésutaf 31, the following Warzone
ummmmﬁmwdnmw On aresult
of a6, it applies from the

Relentless Monsoon: Open ground is treated as both
diffcult terrain and dangerous terrain by all Infantry,
Jump Infantry, Jet Pack Infantry and Beasts for the
duration of the game. All rvers and water features on

forces of three suns, it is @ place of roaring.
andwm&umdtsww

and Beasts for the duration of the game.

The Ci for games in
as follows:

and deployment types unless specified otherwise

D6 Result
12 The Emperor's Wil
34 The Big Guns never Tire

Crusade
6 Purge the Alin

3cwam|mpm-3®nummw

The Emperor's Wil

4CPfor avictory

2CPforadraw
Battle Missions

Other
3.CP for avictory
1CPioradraw

All Other Games.
“The victor gains 1 CP for ther side
0CPfor a draw



++ WARZONE FOUR: THE RUINS OF THAMYRIS ++

‘Warzone Traits - Battle Missions
“The following Warzone traits are in effect n all Battle:
‘missions played in this warzone:

‘Dark Stars: Defender armies may not take.

their force than that of the Defender.

this warzone. m.maahmmm

-yssanuma-immMmal ait applies for this
ever succeeded in fully taking root, despite
duration of this battle, al
roved a Perils of the Warp result
t. Thamyris has 3 not.
In addition, all
mmmm

world. Strange
megalths and obelisks have rsen from itsshifting sands

-rywdmm(msmnmu\mwwn
unaffected).

it while
wesd aurora troube ts skies.

 Thamyris a tomb world that has yet to fully awaken,

“The Campaign Points earned for games in this warzone are
as follows:

Regardless, the

‘2 unleash whatever secret lie hidden there. But such a

2CPfor

Purge the Alien

e imader.

Thesmatic Terain
Thasmyrs is covered in a desert wasteland and suitable
pieces such as dune hills,

‘and the strange and alien
‘emgire, rising from the shifting

y
0CPforadiaw

Other Battle Missions
2.CPfor avictory
1 CP for a draw

All Other Games.
The victor gains 1 CP for their side.
0.CPfora draw.




‘Battles & Warzone Traits
Principal battles in this warzone are carried out using the

found an page 210 of this book

For other standard battles, use the rules found for
battles in the Warhammer 40,000 rulebook

Optional Battle
Scour The Starfort (see page 350 of the Warhammer

3 imperial

and the Necrons as the Attackers invaders).

‘The Campaign Points earned! for games in this warzone are
-Tomb Raid

‘Legendary Mission —
6 CP for a Defender victory {
2 CP for an Invader victory

majorsystems. 2 utala th battegrounds of Amarah and
worlds, and!in hundreds of deadly ship-to-ship combats

3CPfor avictory
1 CPfora draw

the balance of victory one way or the other.

Thematic ferrain
‘This warzone is unusual in that it primarily uses the Zone
Mortals rules and unique set-up, epresenting ship-to-

4CPfor 3 victory
OCPforadaw |

Battlefleet Gothic
2CPforavicory
ICPloradaw o

All Other Games
‘The victor gains 1 CP for their side
0 CPforadraw
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ENDARY MISSION

T NIGHTMARE OF AMARAS

- CITY OF THE DAMNED

T BATTLEFIEL

This mission is p\aysd on a recommended table size of 8'x 4"
There are two deployment zones, each covering a long table
‘edge of the battefield and extending 8" into it

m;zuy nima.uzmned is a large scale Warhammer 40,000
n fepresenting a major meeting engagement on
e deadly oot Aiton, whes forees o e
the fuins. As such itis also sutable for use as a
esred, as wel a5 a large head-to-head mach-

e Bastion or similarly
sized structure should be placed at the centre point of the
table before any other terrain i placed. The players should
then take turns placing a total of s ruins or buldings

or similar large terrain pieces on the table. Each of these
special pieces of terrain must be placed no further than 18"
away from either the central Bastion or another of their
kind, and no closer than 8° away from either the central
bastion, another of their kind o the long table ediges of the
battefield, These terrain pieces are subject o the rules for
Mysterious Structures provided later in this mission.

Additional Scenery Placement: D6+3 other pieces of smaller

up (with #he force total on each
Selagh),

n is fought between two large forces, with
Jgested force size of 3,000 points each with the
ﬁ‘rm.ng provisions

rmy selection.
« Both sides may take  single Super-heavy Vehicle or War
ine, comprising no more than 25% of theit total
ints-value.

placed in any y agr
fashion. These should not comprise buildings or ruins (to
avoid confusion), however barricades, rubble piles, craters
and wrecked vehicles are all appropriate for the mission.

DepLovment
‘Once terrain is set up, both sides roll for their Warlord traits.

B o of o oy eec it g

o thelr it sxcept thase e h rearve i, mr opponent
then does the same n the opposite deployment zone.




first gets the first
can Seize the Initiative.

1

M\rsrslmus sznﬁn S

Mysterious Structure Type *
Bunker Entrance: Under the st
entrance o bunker system where a
sunmors have held out. An mmr

LenoTn
game lasts for s turns or until

‘ConpiTiONs
s the end of the game, the player with the most Victory.
ints has won the game. ff both players have the same
member of Victory points then the game s a draw.

#rimary Objectives
The objective scenery peces placed before the game began
e the primary objectves of the game (see Objective Scenery

#he game. The bastion at the centre of the table is worth 3
‘ictory points at the end of the game for a side that has a
Scoring unit occupying it, and 1 Victory point if held as a ruin

inéantry unis of any kind made up of six models or more
e the only units that are classed as being scoring units in
s game.

‘Secondary Objective
Siay the Waror: Each Workord s uring the game is orth
1 Victory point.

‘Giant Kiler: A side which destroys an enemy super-heavy
[veficle gains 1 Victory point.

‘Bastoppable Force: A side which has 3 sunviving super-heavy.
wehicie on the battlefield at the end of the game gains
1 Victory point.

Mission Speciat RuLes

ing Skies: During the game, fiyers in Zoom mode must
o3 2 D6 at the start of each move they make while on
table, and suffer a single Holl Point of damage on a result
of 1

‘Oebital Wreckage Strike: At the end of game turns 2, 4 and
&, both sides rolloff. The winner in each

deplojmentoccurs dongside ‘the deployme
‘otherreinforcements in the turncafter the
desoged, T s provics m);enzﬁ ME 7
Necrons player =Y

Ordnance Cache: The. S\m:\ur@mma\ns Hoast,
cache of ammunition and weaponry kept safe
behind reinforced blast doors. Al models,

itwould otherwis be for s type (02 mm]w
of 64).

Chaiml Huse: The bodisof e deod il he 35
structure, dragged there for harvestng by Necof.

6" gain the Stubborn special vula and Hayed One
units may Deep Srike within 6"

without deviation. Imperial units wumn s'pg\!
structure ar at -1 Leadership uless Fearess:* r& :

Fortified Qutpost;The siructute s heavly forffd
and designed to resist assault, being a former.—
‘Adeptus Arbites watchtower or an af raid shelter
The structure provides a +1 cover save forimodels
inside it. < =

Observation Point: The structure presents

iaces a Large Bas () template anpwhere they wish on
e table 5o long as it s not covering their own units, This
‘hen scatters 3D6" as per a barrage weapon. All nits.

‘2ch strke). Vehicles are hit on their lowest Armour Value.

‘The Central Bastion: The central Bastion is treated as
eing identical to the Imperial Bastion on page 116 of the
Warhammer 40,000 rulebook except that it is counted

‘= being Armour Value 13 due 10 ts dilapidated state. It
s equipped with a quad gun and infiltrators may not be

n the following table to find out its nature the firs time it
s entere

wellstuated fields of defensive fire. Models within
cure gainthe Night Vision special rufe ad
ey reoll Sap Shotsfred rom it

Unexploded Ordnance: The structure hides an
undetonated bomb or shell I disturbed, there is

a chance it wil detonate. Roll a D6 s soon as this
resultis rolled. On a 5+ the bomb detonates. f the
bomb does not detonate, roll again at the start of
each game turn until it detonates or untilthe game

acrater



\WaRzONE — THe ARCaNTIS CLUSTER

The colony worlds of the Arcantis Cluster were largely

S . Unprepared for the horror that was to befall them, spared as

%" they had been up until then by the Necron onslaught. When

{8 attack came, the insidious and nightmarish means the

Necrons chose was to turn the former defenders of lost worlds

against 1 ina series of

with devastating consequences. These ‘walking dead’ wer

s s puppts esninate an deced by nfesatons
rmed from the g

e ot o otne gt

£ This mission represents a surprise night attack by the
invading forces, who use the enslaved remains of Imperial
00ps to close within striking distance of their enemy, all
but undetected

THe Arpies
The Impéria side has 1,750 points from which to select it
army andis free to o 50 as normal for 3 Battle misson.

rhehecmn; force is comprised of two separate: lm(es of

e O e e oo
b ot i oy nt ke Al o Frfication

detachments, The second s a special ‘Walking Dead" force ~
seeNisson Special Rules opposte

72"

LEGENDARY MISSION: THE WALKING DEAD

THe BATTLERELD

This mission is played on a recommended table size of

& x 4" The table s dvided diagonally as per the Vanguard
Strke deployment type in the Warhammer 40,000 rulebook

The table represents a miltary staging area on an important
colony world, and so intact buildings, heavy machinery or
refinery type tructures, statuary, comims towers, fuel dumps
and landing areas are all appropriate terrain, as well as
natural features such as woods and hills etc, depending on
your table set-up. The Mysterious Terrain rules should not
used for this mission.

DEpLOYMENT
Once terrain is set up, both sides roll for their Warlord traits

The Imperial player then selects one of the two deployment.
2ones to be theirs and sets up three objectives within their
deployment zone (as per the rules found on page 121 of 1
Warhammer 40,000 fulebook), They then deploy their force:
as normal within this deployment zone.

The Necrans player may then deploy their “Walking Dead'
force in the opposing deployment zone. Their second force
must enter play from reserve.

Deployment Zone A



T

Y Counmoms

the player with the most Victory
=< won the game. If both players have the same
cints then the game i a draw.

 Objectives
e markers are worth 3 Victory points each,

bjectives
e Walod: £ach Warlordslain during the game i worth

 unit destroyed in the game is worth
i side that destroys it

asition Assault; The side which has destroyed the most
end of the game gaios 1 Victory point.

Mission Speciat Rutes
Night Assaul: The enire game is played with the Night
Fighting rules in effect

Murder in the Dark: The Necrons have prefigured their
attack by infiltrating swarms of bloodswarm scarabs nto

the area, infecting systems with corrosive eneray surges and
fanding murderous flayers n the midst of their enemy. At tie
tartof the first turn, the Necrons player may select D3+1
targes to suffer @ Murder n the Dark attack.

Any i foricaton o vefide,nchingany held e
eligible a5 a target, with the exception of indepe

Craracrs. Unis whhouton Amour el soffr 0 St
3 AP 3 hits, whie a vehicle or buiding suffers a single

Haywire hit. These fits are assigned as the attacked player
wishes on the affected unit, and have o effect other thanto
cause casualtes or damage.

The Walking Dead: The Walking Dead army must be chosen
from one of the armies avalabl to the Defender ke
campaign. However,al units, other than vehicles; vas. !
special rules not originating from their wargear andiinstead
gain the Fearless, Slow and Purposeful (replacing Relenﬂeg
ifpresent) and Feel No Pain (6+) special ules. Their Weapor
Skl and Ballstic Skil characterisics are reduced by -1 (to @
minimum of 1), and their Iniiative scores are reduced o 2in
al cases. Models taken from a Walking Dead army may not
use Peychic powers

Example: A Terminator squad chosen from Codex Space
Mearines as part of a Walking Dead force retains the abiltyto
Deep Strike and their invulnerable save (3 these are p

by their Terminator armour), but lose their listed rules of
And They Shl Know No Fear, Combat Squads and Combat
Tactics, while gaining Fearless, Slow and Purposeful and Feel
No Pain(6+).



THE BATTLEFIELD
This mission is played on a recommended table size of &' x 4,

up into three sections, with the middle

the Imperial outpost.

buildings are p within the

* supprise attacks there, they s peo s ving
the black swaimps during the midst of a massive storm.

Fromthe Deph represents » Necron surprie attack aganst

fortfed miltary outpost. The Imperia sice as the Defender

outnumbered, but holds a srong defensive positon, so the
esron Attacker will not have things easy!

Te Armiss
ion s fought between unequal sides, and the

10ns) should have twice the forces at their
their enemy The recommended points value for
the Defender to have 1,000 points at their
dispgsal and the Attacker 2,000 points. The Attacker may not
o ortfcatons n s s

the Defending player, who then goes on
t0 place thetr Fortfications anywhere they wish inside this
central area

The rermaining two areas should each feature D3+2 terrain
features appropriate to Hycroghast, such as sinkhole, jungle
trees, rock pies, marshes and ruins set up in a mutually
agreed fashion

DepLoYMENT
Once terrain is set up, both sides roll for their Warlord trats.

The Defender then deploys their forces into the central zone
of the battlefied. Only Imperial forces capable of deploying

via Deep Strike, or that are Fiyers, may be held n reserve by
the Defender in this mission.

The Attacker then deploys two units from their Troops
selection. This may be done anywhere in either of the

two end sections of the table, but not within 12" of one.
of the Defenders units or fortfications, The rest of the
Attacker's army then deploys from reserve, however it does
50 commencing the start of the first turn (rather than the
second). The Attacker's reserves, unless entering via Deep
Stike, may do so from either short table edge.




« shways has the first turn in this ission

Lenamn
mssion uses variable game length (see page 122 of the High Gravity: All non-femplate weapon ranges are
40,000 rulebook). Deing 6° sherebFEYR dluetion of the SareAEnst e :gu
pistols afe not affected - use their normal ranges.

ONS.

of the game the player with the most Victory I addition, alfJump Units can only move 9° whien usmg o

Bt wwon the game. If both players have the same' jump packs, rather than 12" Jetbikes and skimiers ¢

ry points, then the game s a draw. move a maximu of 9° in the Movement pnm/numm
Turbo-boosts and Moying Fiat Out are \malfe(l'éb)

ission is annihilation for the Attacker From the ofthe Attackers it with the o
type have the Deep Stiike special rule for this mission nﬂhey
do ot already do 5o, However,they may onl electto Deep.
ke into.one of the table’s two end sections,ather tha
the central section
= #2iing back at the end of the game or that are in
Sie count o5 having been destoyed.

e U TR the Amzke(s
the Defender may take up to 100 poi
Fahcations <l Fordfcaioneholes may

Seancary Objectives
Sy #he Wiarlord: Each Warlord slain during the game is worth

rle:\ed
e =



-\'I'NE RUINs OF THAMYRIS
and dead ruins of Thamyris have long been

e ended in failure and disaster. Wity the coming.
aisen e vt ol ke stumbers beneat

NDARY MISSION: THE HAUNTED PALACE

THe BATTLERELD
This mission is played on a recommended table size of 6 x 4',
The table is divided up into four equal quarters.

The e e i i t epesent an ancint e
S et by s i e o

Necr
: sands is 0

 asorce (o prevent the Necrons from waking
&m

resents a race against time forthe Imperial
eml.afmcn 1o find gnd destoy the anciet power rodes n s
runs ong known to

5, obelisks and fallen smuzry areall
SR, S s ock i e

DepLOYMENT
Once tertain is set up, both sides roll for their Warlord trats

Both hold half the units in their force

5 , while battling
force ntent on sin the power nodes fo actate the stass
L tombs far below.

T
The Imperal player has 1,750 points available to them,
chasen aSinomal for 3 Batle misson, but may not take a
wmm detachment.

“The Necyons player s 2,000 points of forces avalable
tothem, chosen as normal for a Battle mission with the
exception that they may ot take more than a single Heavy
Sugor ke but ey mayf desired ke an adiona
Fast A

reserve. Units which must begin the game
in reserve anyway (such as Fiyers) are not counted when
determining this number

The players rol of. The winner then deploys their non-reserve
forces n a table quarter of thei choice, but no closer than 6°
from the centre of the table. Their opponent then does the
same in the opposite table quarter, but may place none of
their models within 12" of an enemy model

Ater the forces have been deployed (including any
infitrators), two objective markers are placed at the centre
of each non-deployment table quarter, and an additional

ttack
m N force may not xake an allied detachment for

is placed in the table.
These are then each separatel scattered 206" in a random
direction from their sarting location. If this would feave any
objective marker less than 6° away from any other, within
impassable terrain, or a terrain feature designated as a
buiding, or off the table, then scatter t again.

.




5= which deployed first has the first turn unless their
et can Seze the Iitiative.

W= —=sion uses variable game length (see page 122 of the.
raememer 40,000 1ulebook).

cvosy CoNDITI

== = of the game, the player with the most Victory
e s won the game. If both players have the same

mer of Victory points then the game s a draw.

mary Objectives

<scr objectives in this game are worth a variable
o of Victory points depending upon what they are —a
=~ uncovered until @ unit comes into contact with them
== Mission Special Rules).

‘Secandary Objectives

Warlord slain during
By point.

e Siood: The first unit destroyed in the game is worth
% Wiczory point to the side that destroys it

st Man Standing: The side with the most units remaining
emseseroyed t the end of the game (fleeing units count as
e Sestroyed for this purpose) gains 1 Victory point.

AR e
LR
£

Mlssmn SrEcIAL Ruies
es, Slumbering Guardians: All Reserves.

The Secrets of the Sands:
contact with an objective, its true nature i revealed. Roll o9
the following chart:

snmeud Relic: The objective is wnnmsss. rer
from play.

Archeotech Artefact: See page 106 of the
Warhammer 40,000 rulebook. This objective s =
worth 2 Victory points. 4
Deathirap: All units ithin 206" must pass &
Leadership test or be removed from play. Vehicles
instead suffer a single Haywire ht. Afteqwards, the
abjective is worth 1 Victory point. @
Jodes Necron models within 6° may
el (il Resumecton iotocl ek sl
units in possession of this objective at the start of
their player turn may instead opt to destroy the &
node by roling a 4+ on a DS, I this s done the =

objective i removed from play. The objective s
worth 3 Victory points if held by either side, or

5 Victory poins o the imperia player i destroyed




N

&

dted o he vry heart o the enemy army by mperil
Siich raics were condlucted most often where it was

LEGENDARY MISSION: TOMB RAID

THe BATTLEFIELD

This mission uses a 4' x 4" playing area divided into quarters,
just as for a standard Zone Mortalis Spearhead mission.
Terrain for the game is set up as standard for the Zone
Mortalis mission, with the exception that a chamber o

that nex
roé:e’de«mm “deep within a tomb complex or on-board

to the centre of the
battiefield as possible, preferably around 12" across and with
Itipl

auwalship i’ ht turn the tide:

andsnatch vrcrcry  from the jaws of certain defeat.

s mission ses the Zone Mortais rules found on page 210,
and Unless noted here the Zone Mortals rules apply 1o the
mission i al cases

Te ARMiES

The imperia force, which takes on the rle of the Attacker
Here, has 1,000 poins availble o i, with the usua
restrictiopsimposed on the Attacker in a Zone Mortalis
Assault isslon (see page 216). Thi force should be divided
in1o.2 spearhead force and a reserve, as per a standard Zone
Mogals Assault misson.

e Necrons, wh take on the role of the Defender, have 800
poits avallable o them, with the usual restictions imposed
on the Defender in a Zone Mortalis Assault mission (see page
216).In addiion to this, a single Cryptek Vizier s added to the
Necrons force at no cost(see Mission Special Rules opposite).
This force shold be divided into a spearhead force and a
reserve, asper a standard Zone Mortais Assaul mission

Two points of Zone Mortals sratagems are available o each
side i this mission

A single abjective marker representing a ital component
of the Necron tomb or invading vessel etc, is placed in the
centre of the open central zone.

DepLovment

The Necrons player picks any two table quarters s their

es and deploys frst, placing their speathead
force anywhere within tis area. They aso deploy the Cryptek
Vizier anywhere within 6" of the central objective.

After the Necrons player has deployed, the Imperial player
may pick any of the remaining table quarters they wish

and deploys second. The Imperial player may place their
spearhead force anywhere within thi area, but they may not
place models in the objective area.

Reserves for eithe side may arive from their own deployment
zone table edges

Deployment
ZoneD




1 has the fist turn by o i
& imperial player may Seize the lnitiative by
taking the first turn instead.

or six turns or untilthe Imperial player has
entral objective and the Cryptek Vizier

Wiczomy CONDITIONS

game, the player with the most Victory
won the game. If both players have the same
points, the game is a draw.

ey Objecives
» 3! objective is worth 3 Victory points 1o the Necrons.
e game and 3 Victory points to the
t has been destroyed. If the Cryptek Vizier
ame, this is worth 2 Victory points to the

and if he s destroyed, thisis worth 2 Victory
s i the Imperial player

= objccies
 frst sde to destroy an enemy unit gains

It: The side which has destroyed the most
+ the end of the game gains an additonal

M|SSION SpeciaL Rutes
ld Void: See page 215

: The objective has a
3 Wourh ans 35 Aiour Sove. Al Necion bdeb iU
6" of it have the Fearless special rule. 5

The Cryptek Vizier: This model has the profile of & s:anﬁamﬁ
Necron Cryptek (see page 32, Codex Necrons), andis
equipped with a Staff of Light and a Phase Shiffer.
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_TNG Lecions oF THE NEcRon DYNAsTY oF MAYNARKH

mn& e@mame galary death in the shape

gion of unfeeling

alost age of hofpor aeofis before

< outright Iuna;y Others hungsr with hollow obsession ﬁw the
tterly

h

deried to them. The el ;S have e

undone in mind or body and, angered and despairing over
od

hgcume toits
ing, sommumrvhmﬂna\ly d fully the
WMaynarkh from s sleep of obirvion.

conauerors and exterminatos=—an ancint
femed

heir ot, toviolent nihil

the Destroyers, who abandon their humanaid form entirely,
or become the most abhorred amongst the Necrons, the
Flayed Ones. Within these terrifying creatures is a madness
made manifest, caused by a strange and terrible curse which
forces them 1o feast uselessly on the flesh of the fallen, their

coien mary of their omn
letdiéam forevern dal
, the syst maqganmhvlamn ‘of any form of life they
ive as a threat {0 the Necrons' rightful dominance
il material existence. The first stage of this cause—
rogramiffied into their ‘personality matrixes and fractured

ess—have set abaut their

ant of what was vaking in the outer darkness, despite
ksl the Maynaks e trings over the
milknnia;and distracted by its own strife and insular decay,
e Imperium is woefully ¢ unprepaled «m what has belanen

that also
corrupts thei self-repair protocols o that they re-fashion
their bodies into forms more suited 1o their murderous
proclviies, s to ths latter and most terrble curse that the
Maynarkh have long been most singularly prey

Long before the War in Heaven, the dynasty of the Maynarkh
held a sinister reputation among ts brethren. While their
honour and courage was unquestioned, there was a savagery
and malice about them that the other Royal Courts found
distasteful and uncivlsed. Such malignance and obsessive
uthlessness was, however, of great use 10 the Silent King
and biotransference did not purge the darkness within

them but rather deepened it emptying them of anything
wholesome that may once have kept it in check. Due (o the
ey of the commard protocl implanted during their

it Quing to intemal confiict t g
- prelient catastrophe and attack the Miynavkn home. woﬂds
 while they were stillnactive, signing the death warrant of
- tens ofbillons. Now an invasion on an apocabptic sale s
ag; with scores of worlds smultaneousy attacked and
ged by the Necrons without warning, and with a speed
and planet-crushing force that has sent the entire sector into
icand rout. The skies of the worlds o the Orpheus Sector
shadow by the sinister crescent shapes of ancient
walships, mountains have been shattered and continents aid
viaste by orbital assaults, whik cies are being st afame by
legions of sent wario
These uniing legions care nothing for the souls, T
‘submission of those they kil nor do they find pleasure in such
estruction—they require only that ol ffe and opposition
before them i extinguished.

5

Touched by Madness
The Necron race possesses a scale of power unrivalled by any
of the younger races that now squabble over te carcass of

1he galaxy. Having given themselves up to

Maynarkh unflagaing
oers e wa 2 he ' and e reg-handed
agents of the Silent King’s il

Not even the great overlords of the Necron crownworlds
well remember the battles against the star gods, for causali

knowiedge of the dreadful weapons employed from his
‘wartiors after the fact in fear of what might ater be done
with them, But legend has it that t was at the hands of the
Maynarkh, and by the wil of the Sient King, that the C'tan
known as Llandu'gor, the Flayer, was not merely shattered
but obliterated, and at the moment of his death he visited a
curse upon his betrayers, who wera infected with an echo of
ths dark entity’s terrble hunger for lfe.

This may hold some siver of truth or may be no more than
an outrght fabrication whispered by the rivas and enemnies
of the Maynarkh Dynasty to defame them. Regardless, these
tales have rom ob: fact

of biotransference—immortaity n a cold android shell—they
retain a nightmarish echo of Ife, but one beyond the petty
fraites of flesh. Their milennia-iong slumber too has led

10 slow decay and in some cases outright contamination

and catastrophe. Even those, such as the powerful Sautekh
Dynasty, who have sunived the sieep of sixty milion years
Iargely Unscathed and have resumed the ways of Necton
cilisation and warfare unchanged after out-siting eternity,
harbour those among their hierarchy whose minds have
become eroded or who have been corrupted mentally by the
weight of aeons. Some are subject to delusions of what once.
was, are amnesiac or suffer from sudden bouts of paranoia or

it certain that some of the firt nstances of the Curse of the
Flayer were encountered amongst the sinister courts of the
Maynarkh and its legions as tis affliction runs deep and most
often painfully slow through their ranks, rotting the dynasty
toits black-hearted core. The ‘stench of blood" that attends
o them therefore saw them al but outcast rom their kindred
during the aftermath of the C'tan's defeat and their domains
exiled to the lfeless and turbulent reaches of the galactic
south-west at the edge of the beyond where once, i the
cold darkness, they had hunted across dead worlds to purge:
the last remnants of the Old Ones' servants during the dying
ages of the Wr in Heaven. Even when the Great Sleep was




for them yet a
e ik s ety o neuroper, b
1 dynasties as well

of Destruction
oker that festers within their machine-minds

i them into horror, the Maynarkh

eraus and strong. Counted not far behind the

2stis in terms of direct miltary might, they

their advancement and supremacy by the
ir kind and their il-fame. Such indeed

¢ ong term rivals would set aside feuds.
ever temporaril, to ensure that the

Gid not over-prosper in the endless rounds

ttas and intrigues that typified the

ooth before and ater they gave up their

== This in turn led the Maynarkh to take what they

naked, unrelenting aggression where more

barted to them, and what client dynasties
o their power they did with the threat

sors of other dynasties might have
arki's legions and nobles for lack of
svategc elegance, none could deny the brutal
<55 of the armies of the Maynarkh Dynasty.

worsened as time progressed and
5 numbers of the Maynarkh's upper echelons
in proportion than the near-mindless

Fiayer,devling o nsensie besss o loot-spatad ol

the ancient war codes and vaunted honour of the Necrons

remained, Lostlike ghosts in the matrixes of thelr android

systems,the ritualised patterns of warfare to which they’

had once fanatically adhered now formed compulsions to £

be dealt with before a fresh genocidal sleughter couid be

enacted. Meanwhile, the Maynarkh Overlords themselves
jemanded ever greater numbers of a bewildering variety

of war machines from their Cryptek servants with whichito

wage war and maintain their outward strength against theif
many enermies.

Dreaming in Darkness
It might have been supposed, not least of al by the Maynarkh
themselves, that the Great Sleep when it came mighit spe
the long, slow death knell of their dynasty. Tha, in the silence
of the stasis-crypts over immeasurable time the curse would
have its way and what would awaken at fast would e no
more than a tide of mindless ghoul-automata without cause
or reason but to slake a hunger that could never beisatisfied
This indeed had happened unexpectedly elsewhere through
the vicissitudes of dark fate, such as with the Bone Kingdam
of Drazak or, in the case of the benighted Oroskh Dynasty. by
e s iont ot I Tt i, ol
tobe

The worlds of the Maynarkh Slept hidden to all but the
Tiarch Praetorians, set to stand watch over them by the
Silent King, and the sleepless malice that had fashioned their
layer after layer of concealments and murderous defences.
Founded on the galactic dim in an area routinely troubled by
violent celestial phenomena, particular attention was paid to

\ugme‘*gw
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ot




Perhapvs «hmugh their own inherent bloodlust, some of the
Kins

inship, 3

s neuhia afflction, or perhaps they were simply.

destructive forces u! sm\lat‘ém\\mﬁn wmle the

£ alonger span of uffering. For some the curse:
would take hold i mere hours, n some years and in others

little to

expansoni deies of many younger tacgs who
ell o5 20 =i e Inkuswon_)gas e,

millennia to come to
it b o e ths Mt of che Flvr gt ke o
stain. However;n the mind of each Necron Lord and Cryptek

o) el B e
sser,instead entire
ammm\ ‘war machinies. and{znopxek killing.
d be despatched t0 seek, locate and destroy any
e or star vessel 5 that no witress or

realisation that even the distant dream
of a feturn to whole ffe in an organic form might well be
denied 10 them by the curse of blood they carried and the
horror which had overtaken them, and truly they were lost.

Many fied from this realisation into delusion and madness;
some embraced a nihlstic hatred of all I\le 1 s e

nearby popul
kiowledge e of (fwunpv:‘nu\d remain. Such a pl
wiath than
mb worlds could ope with, but through the short
ightedness and insularity of the greatest threat that arose
n e Maynarkh Dynasty’s borders, the expansion
 even that inal opportunity was missed and

the
% atGger to summon their awakemng, a (ut\hggralmn of
ﬁ«:x | movement, a sign in the black heavens which the
eyes of the Canoptek nteligences would regster and
105 mark an ent to theiraeons-long vigii—the death of the
. Caracol Binaystars. Hereno Necrons simbered,buton the

bracing their own
e, Bt whatsoved the Moynarks Byracty from flin it
a spiral of sel-destructive anarchy was the inviolable willof
its rulers as the deepest and most heavily protected tombs
‘opened at last and names were uttered aloud or the first
time in sixty millon years that the mention of which had once
made whole worlds tremble in fear and would so0n do so
again: ixatotekh the Jackal Regent—Lorc-hunter of the void;
Tlazolt the Faceless—Nemesor of Tayroc; Maktlan Kutlaki—
the World Killr, and finally Phaerakh Xun'bakyr—the Mother
of Obiivion,

Withbruta wilpose thy brougt oder o the awakening
mb worlds and took counsel from rhe corroded and time-

"L’ them and
kS

ins of
B i s it onbic oo they, cast amid
the.Dolmen Gates the C'tan had used to wage their War
‘in :Whesher by the hidden hand of the Silent King,
the’intervention of other, more nightmarish, orces or simple
€osmic chance, in the year 990.Md1 by the Imperium’s
teckoning the Caracol binary stars went supernova. Their
" death shredded the ancient haunted worids that orbited
‘whatever secrets they contained n a detonation
unmhl!au»g energy that, because of the Dolmen Gates,
and transmitted a5 3 shockwave of blind force

dyangm and the cursed Maynarkh rose.

Onslaught
The Maynarkh coreworlds awoke and hungered. While
thousands rose from their millennia-long siumber screaming
and nsane fo bload ad fleh,many more quikly
succurmbed in the aftermath of the great

wn the corridor of
time and thi Chenormancerswho calld anthe srange
devices to pierce the veis of space and distance. I airess
black vaults of killng cold they took stock of their domains
‘and the upstart vermin which had infested the stars in the
2ge in which they had awoken. Slumbering tomb worlds of
other dynasties nearby would either bend the knee or be
fabelled themsek rdingl

the Silent King's command protocols were gone, and nothing
would stop the Maynarkh from attaining supremacy now.

Their course of action was clear—genocide; the systematic
annifilation of allfe that opposed them, but first they wouid
display the patience of a spider spinning its web. Dorders
‘would be probed, legions marshalied, war engines tested,
enermies isolated and identified and plans laid. Al this would
be done before the fringe worlds that had been usurped by
Ui i e 5 Mk s sugken baoeih

the stasiscrypts, forming ravening packs of Flayed Ones
that haunted the shadows in a fruitess quest for slaughter
towever, hundreds of thousands of Maynarkh, from warrior
tolychguard, were spared that immediate fate and rose from
their armoured tombs in serred ranks readly for war. The
Curse of the Flayer had not undone them all, but instead in
many of it nobles and Crypteks it had sank into the depths
ofheir cybernetic consciousnesses, subsuming its malignancy
into twisted reflections of tself and corrupting what
remained of the personalites and drives of the once proud
watriors of the Maynarkh Dynasty.

ly thought them theirs. Only
1en wold the egions 0 Lrieaad: hundreds o ovtands
of warriors, milions of Canoptek constructs and warships
without number, This would not be war against an honoured
foe, but a dark harvest of the Iiing—an extermination
campaign on an interstellar scale and the spoils of war—the
flesh and the blood of the slain would be harvested and given
10 appease the wayward children of the Maynarkh as a mercy
for the afficted... and no other reason, the soulless nobles of
the court told themselves, no other reason at all




NECRON SENTRY PYLON

The Orphean War provided the Ordo Xenos with the first

confirmed and detailed reports of the ‘Sentry Pylon Necron

war engine. Smaller than the heavy deferiive pylon weapons.
oy

invasion forces, Sentry Pylons il he role of tactical artilery
support and localised ai defence units. They are entirely
autonamous, self- wnnwnu i kg

platform, while ﬁurﬁm xw.m many observed Necton
war machines, vastly exceeds any equivalent Imperial design of
similar size.

The fost commonly observed weapon system mounted by these

pylons s a long range "continuous beam’ molecular disruption

canrion (see Ordo Xenos file Gauss Weaponry). Alterative

armament types, including coherent thermic ray and partile
tege repor
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“The majorty of the Necron forces operating in the
invasion of the Amarah system has been identified by

type
estimated to be operating in the Orpheus Sector. Necron
forces connected with this dynasty have been identified
as displaying a preference for mass infantry atrtion
‘assault and the extensive use of Canoptek constructs,
many of which have o previous analogue in prior
\mmwle«cwv\mwnmuunmm






Necron Annifilation Barges: Jpport of Warrior Pha
‘of Amarah Prime, these fast-moving skimmers mounted considerable firepower for their sze and,
despite a relatively fragile appearance, proved highly resiient to retaliatory attack
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Triarch Stalker: records of the

g Wrmone: Thee e e e M SN e e s

‘multiple areas of confiict, and was employed both as a vanguard strike unit and to hunt down and
fleeing troops, refu







Necron Aerial Assault Forces. Amarah Frime Warzone:
Duting theivasio of Amatah, the Mayrnarkh Dynasty uised overwheiming air

ity
- Night Shroud (utiised in 3 strategic bombing role).
2. Doom Scythe (utiised in a precision ground attack ole).




DARK HARVEST

e follgwing army st represents the forces of the accursed
blooty Necron Maynarkh Dynasty, and allows you to
d the remorseless legions of these insane robiot-creatures.
i ruem games of Warhammer 40,000, I represents an
wefcme ‘and structure to the standard Necrons
Sl oL in Coclx Necrons, but wilfshares many

. fe5tures, rules and units with that army fst, you will find
them here twisted in unfamiliar ways that better veﬂett the
that

ey hév become over the ages, a ightmarih
‘echo of the sins of epochs past and a shadow of inhuman,

VARHAMMER 40,000 NECRONS ARMY LIST

Experienced Necrons players will notice that many of the
usual components of a Necrons army have been included
here, but are either rearranged in use or changed in scope.
and rules (there are also some uite dellberate omissions,
Such as lack of access to the regular special characters from
Code Necrons and the C'tan Shards). The intent here is not
to maximise or minimise the particular strengths of Codex
Necrons, of indeed make up for any perceived weaknesses,
but rather to evoke the character of this damned dynasty
and provide an exciting narrative tool for your games of
Wamammer A0 g Sty s b4

eternal malice to anything ving that crosses thei
Shunned even by others of their own kind, who consider
g G e flow Necros have good eascn for this
prefudice s haunting madness and the Curse of the Flayer
L meMayr\alkh Dynasty’s once proud courts, and they
ever more extreme i their savagery towards.
‘Eex‘ev fated sach e they hove s in thfeSumber,

Using the Dark Harvest Army List
The Dark Harvest army ist is designed to amplfy the idea of
the Nectons as a ireess horde of implacable kiling machines,
covered in the ash and blood of thei ictims. n lteralterms

such as columns of attack and encircing srkes, while it also
has the added dimension of uncertainty in that ts command
cadre; while monstrously reslient and effective in assault,
als téeters on the edgeof nsaniy, and whie a batte may
* beon, limately the Maynarkh thmseles wil beone step
mgna\ dissolution a5 a result,

b o being a fully Ceabe Wb 40 UDDarmy iiois

own right, the Dark Harvest army list is in particular intenc:
for use in campaign games, such as the Orpheus Salvation
campaign presented in this book.

Using Force Organisation Charts
Army st from this book are used in conjunction with the
00

into a number of categories that correspond to the sections

the army list, and each category has one o more boxes. E
light tone box indicates that you may make one choice f
that section of the army lst, while a dark tone box mean:
must make a choice from that section.

Allies and the Dark Harvest army list
The Maynarkh are genocidal, paranoid and by any rations
measure insane. Other Necron dynasties disuust them
and will arely ally vith them, but they are stll capable of
manipulating the younger races to serve their purposes

if the need s strong enough, and think nothing of usina
nightmarish technology to enslave them — 50 long as ther
nobles can hold their own procluitesin check long enol

In order o reflect this, the Dark Harvest army may ke
o be taken as an Alled contingent from Codex Necror
25 an Ally of Convenjence (and vice vers3), and an Alled




FORCE ORGANISATION CHART
Primary Detachment  Compulsor
(Required) 1HQ i
2Troops Toops |
3 Eles +
3 RastAttack

Compulsory tic Fortification Optional S
1HQ (0ptional) 1 Fortiication w
1 Troops Primary Detatchi
1 Fast Attack 3
1 Heavy Support

sing the Army List Entries Special Rules: Any special rules that apply to the models| @
[Each unit entry in the army list contains the following the unit are listed here. These special rules are explained %‘?
fsormation funterctal o page 104 of i book e spete maas

section of the Warhammer 40,000 rulebook €

Name: At the start of each army lst entry you will find - :
name of the unit alongside the points cost of the unit Options: This section sts al of the pgrades you may add ta 1
the unit if you wish to do 5o, alongside the associated points
cost for each. Where an option states that you may
Profile: This section will show the profile of any models  one weapon ‘and/or” another, you may replace either or both
it can include, even if they are upgrades. provided you pay the points cost for each.

 Type: This refers to the unit type rules in the Dedicated Transport: Where applicable ths option refers.
40,000 rulebook. For example, a unit may be 10 any Transports the unit may take. These have their own -
s Infanuy o s e army lst enties. Dedicated Transports do not use up any
mber of rules regarding movement, Force Organisation chart selections, but otherwise function
as separate units. The Transports section of the Warhammer
40,000 rulebook explains how Dedicated Transports work.

Warlord Traits: Sometimes an entry will have a specific
Warord tait, in which case it wil e lsted here in s amy
the word ‘Unigue’, then you may only include one of st entry
wnitin your army.

. This section details the weapons and equipment
in the unit are armed with. The cost for all these
and thei equipment i included i the pointscost
 next to the unit name.




Reanimation Protocols

o argear and equipment are not found here, you should
firinstead 10 the Warhammer 40,000 rulebook and Codex
o :an_ﬂ their most up to date FAQS

| Forthe folowing tems of wargesr see treweaprs
Suminy on pages 1-85 of Codex e

Gass weapans,

* Hyperphase sword
R e
« Partde w
< Phose shier

i
o voe
of light
l‘Va(hynn artow
& Tesla w
Festihe by
« Transdimensional bearmer
« Voidblade
* Warscythes
* Nightmare shroud

er crystal

*Eohng ftd

* Voltac staff

« Harp of dissonance.

« Seismic crucble
tave

n: st
even critcally damaged warriors to the fight,

1f a model with the Reanimation Protocols rule is removes =
a casualty, there is a chance that it will sef-repair and

10 play at the end of the current phase. Whenever  unt
takes one or more casualties, place counters or other sutse.

S desruet ethr th 1k Eaptre by the enemy

At the end of the phase, after any Morale checks

in. Models that cannot be placed in this way do not

Reanimation Protocols ols cannot be attempted i
1 destoyed — once the last model has been




Flensing Scarabs
These are swarms ar;p«rafrynurposedémp@k
volently sepa

. nsteat
ce an Ever-iving counter where the model was removed
iay. At the end of the phase, roll for this counter just s
wouid for a Reanimation Protocols counter,

model had previously joined a unit when it was
d 25 3 casualty, and the oll was passed, it must be
10 play, with a single Wound, in coherency with
unit as explained in Rearimation Protocols. f the model
part of a unit when it s femoved as a casualty it must
returmed to play, with a single Wound, within 3 of the
In either case, the model must be placed at least 1"
from enemy models. I the model s placed in coherency
‘one or more friendly units that it s eligible to join, it
ly joins one of those units (controlling player's
mice). 1 the model ws locked in close combat when it
. and the combat i ongoing, then it must immediately
1 the returning model cannot be placed, for whatever
. itislost and does not return. If the rol was faild,
the counter from play.
ic srike
technology can break down even hardened armour
into wisps of energy.

model that suffers one or more unsaved Wounds from

e s reduced 1o Aiour 0 any oty 1
eciately Wrecked

Metal
o vehicles are composed of a semi-sentient alloy
of incredible feats of resilience and self-repair

and the rendefing down of bodies forprom

Aunit or model equipped ith Flensing scamb&n.;
Shred special rule for the first round of assault 5
during the game. Thisspecialrule adds to an‘ﬂwe
their close combat weapons and attacks amay canlﬁr

The presence of Flensing Scarabs with a. MnM should he <
epresented on the table by a counter or specially modelled
base (this takes no other part in the game) which canbe -
removedt when the Flening Scarabs have beenused. Tke

care that if modelled, the counter or base cannot be confused. -
igh  stancanfScars ] ,ﬁ" ¥

Mark of the Flayer x;
Wadnes stals thesundered ntelects ofth nobles 8 .

that s slowly destroying thern body and mind as one.a
the other they succumb to the Flayer contagion.

Should the Maynarkh Overlord, andor a unit they have
joined, wipe out a unitin an assault or fail a Morale check;
before resolving any further consequences of this event roll
06 nd inmeditely apoly the el on he tabke el
before carrying o

D6 Result
Berserk: The Overlord i seized by murderous

fury and i unable o tel friend from foe. If part/s-

of an Infantry unit, D3 automaic his (using the
Overlord's own close combat weapon) areinficted
on that unit the controlling player must choose *
the closest models to the Overlord in the unit toe.
struck by these attacks). f alore and not part of an
infantryuni,they immediatly take asingle Wourd
with 10 saves of any kind possibe.

i
Sty 1

LA

ik

Remains in control: The Overiord is able to contra)
their madness by sheer force of will No-effect,

OB

Transfiguration: The Overlord is transfigured by
madness and their auto-repair system distorts their
body to forms better able o express the mafignance
that consumes them, starting their inexorable

ules (note that ifthey were about o fiee, they -

will n0 longer do so and the combat round ends}:

However, at the end of the battle regardiess of

whemev or not they sunvive, the Overlord is, 20 ted , T
purposes of Victory ol

o Sy m;wanwd obiectve (n misions wnmu

ths s relevan). 3




Ee

W¢

WarLoRD TRAITS Tas

mies and the g more
* ' While the Warlord remains in play yeu ‘may either add or subtract 1 to the result of any Reserves roll you make
{choose ater the Keserves roll s mac

The Warlord has batl the acons, d d fal
and stars burn. tobe outlived

1fthe Warlord survives the game, you gain an addtional Victory point,

the younger races in rtualised personal combat,
spillng the blood % SrntEianiion s vtk s st o ages,

L e Wamm IRt e o possible, and for every enemy Independent Character
eir player additional Victory point.

VeVl T i s of Mt e nd o st o the
and them from their goals.

Whle within 3" of an objectiv, the Warlrd and their unit may re-roll failed Rearimation Protocos rls

Fire of the Heavens: The weapons of the Necrons are many and powerful nearly beyond comprehension, and the
Warlord has long mastered their devastating potentia.

Each Shooting phase the controlling player may select a single Necron model in the same primary detachment as
the Warlord that has either the Vehicle o Artilery type. A single ranged weapon on that model gains +1 Strength
this turn (t0 3 maximum of 10). Ths bonus may be applied to a vehicl the Warlord is being transported in

Death Incamate: The Warlord's cold machine intellect i riven with an unrelenting compulsion to siaugher the
the lsser” species 1 0 destroy the thing be.

The Warlord and their unit have the Crusader special ule.




Tipe eapon
Assault 1, Mefta ~  Staff of
- Heavy == lhedes\myev‘ 2Df
Bomb, Large Blast i

(5°), Blind, Pinning

narow < (nfnite) 10

Tesla corbine
Tesseract singularity chamber
Particle A 3 =
huricane  Template 3 3 Heaw 1, Fleshbane .
Heavy 3, Primary Seismic lash 24" 5 4 Heawy 1, Quake®,
Weapon, Skyfire,

Interceptor
Heavy 206

 Interceptor, Skyfi
Rapid Fire, Gauss

2, Melta
CRYPTEK WEAPONS
Weapon Range Str
Abyssalstaff ~ Template 8
Assault 1, Gauss

Heavy 1, Blast (3")  Harp of

disonance <= (nfinite) 6
Heaw 1,
Large Blast (5°)




. 220 pdints

in fearful praise as me World Woﬂﬁnm! mouu/nenrs raised to honour the Maynarkh on planets they have left a5
slent graveyards in their passing, Kurwns Wm’ o “Extinguisher of Life” of the Maynarkh Dynasty and commander-in-
«gm&a legions:

cruellest and most brutal of all the nemesors of his dyﬂa:ﬂ@
el ic t, be the
"’iﬂ )aew.‘gﬁam%z arriors

Toremost. Kutiak are e for
e otthe oyl (uum openly i ot =g only that he was afforded the respect and glory that his
:[‘ :F itical power wer

oy

the Maynarkh Dynasty, the overall
<o st i darker secret, that since the final
days ofthe destuction of the Citan some terble force had haunted Kutlskh. I il merked and it him, umec s trmphs
e ashes and threatened the mask of sapity he wore as both general and commander. Ove time, the cloying, hungering
hadow that ing about him darkened, and it began to impress tself even on the soulless machine-minds of those Necrons
i making him 2 pariah to his own kind.

7 tfiat awioke from the Great Sleep 8 aih mote 1 Jes than he had been,and s ey erses now blazewithan

even his easily meet. In battle he is a )em/yvng figure whose
roid shell s blackened as if S arld bed«kedm skl bones o s it Te once ‘proud aristocrat and
nightmaris his mind driven only by a

Fhis dynasty.

A W s
4 10 2

“Special Rules

« Adamantium Wil

* Everdiving

* Independent Character

« Splinter of Madness

« Phaeron

« Reanimation Protocols

Warlord Trait.

» Death Incamate: f chosen
as part of a Dark Harvest
army, Kutlakh must be the

 Death anatetat o
the Da

Yraﬁstable(axher than




 Splinter of Madness
=

o be beleved, it was byt
of Kutlakh that the C'tan ki landugor, the Flayer, -

Obsidax Ry 3
Since before the time of the revol ssamtine cmn,mif‘ﬂ ¥

s betrayed to ts demise, olthough the cynasty has fong.
Seormed and refuted ths caim of perfidy. Regardless, som
el
i i e rfoctinatscnoutya ha e c

et tem

Bststvar s o the Maynsrkh Dynasty. I has: em:kd

across
in a dark raciation deadly o al Iving matter

\ Kutiskh's machvne ‘body, which claws at their minds and
rvestens (o overwhelm theirsanit.

Ktiakn, and any unit he joins, has the Fear and Fearless
Specal rules,

| Ktakth must ahways declare a challenge n combat f

"= & 2ble 10, In any challenge in which he fights, at the
Sesinning of the Fight sub-phase, and before any blows
== struck, each player rolls a D6 and adds the result to
e fighting models Leadership score. f Kutlakh's total
Secre s greater than that of his opponent’, his opponent
suffers 2 reduction to their Weapon Skil for this Assault
ghase equal to that difference. So, for example, f Kutakh's
pi2yer had a total of 14 and their opponenta total of 12,
Shen the opponent’s Weapon Skill would be reduced by -2.
‘Beponents reduced to Weapon SKill0 may not fight this

e and are hit by Kutlakh automatically.

The Obsidax f§

‘weapon with the following
profile

Range Str AP Typ
The Obsidax 2 et 2 e
Deam, Spmassr

Kutlakh, and any unit e joins, has the Relentless special ule.

g““\“i?
amat\\ o
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125 points

rch-Cryptek of the Maynarkh ‘)olk foabeing ingenuity genius lent tslf 1o the creation

inery for his by the Tiarchs across the

ties in order to aid-their armies" fight i'the War in Heaven. Even before his transformation into a cold machine-

k was without cae forthe e hi ceations took or indeed the use to which they were put—ony that cach

i i e s 1o e atentof tstng i o wesponsand v s first hand on
hubris made

Royal Court, his /. and
preferi i trixes for later

o the paths

bmfy 0 puntint e confcbetoeen the

Kes mind, but this has not

hom creating what he i work—a, the
107 which has served the. q holks o this

g de;f Jwever hasa fr drker Goal tha even the cod machine inellects ofthe Overlords of the Maynarkh can guess at.

v, ws B s T W 1A W s
m}hk i 40008, EE S ML Tk 20 10 3
m omposition Special fules ————

U
» T(Unique) « Everfiing Chronomantic Sight

« Reanimation Protocols Once biinded for his Tack of foresight’, Toholk has
Unitpe + Independent Character efitted his body with chronomantic systems. He now.
» iffantry (Character) « Slow and Purposeful views the world through a shifting veil of temporal
4 « Chronomantic Sight energy fields and the twisting skein of dimensional
ear * Eternal Engines ‘membranes, and can transmit his visions to the Necrons.
Constave. around him
. Wmesphnmr dloak. Warlord Trait
Tansdimensonal beamer » Predictive Strategist: Toholk, and any unit he has joined, has the Night Vision
f chosen as the ammy's special rule and is immune to the effects of the Biind |
Warlord, Toholk rule. Toholk, o a unit he has oined, may re-roll asingle |
automatically has the D6 rol in each of their turns.
Precictive Strategist
vt fsted from the Etemol Engines
Dark Harvest Warlord Toholk is Arch-Cryptek of the Maynarkh Dynasty and
Trits table rather than his experience in fashioning and augmenting weapons
determining his Wariord and machineries of war s unequalled, tretching
trait randomly back through epochs of time. Within those devices

he particulary favours he has implanted temporl
regeneraive systems, works of arcane science that
are capable of preternatural feats of repair with time
itself seeming to reverse o restore near-wrecked war
machines o a pristine state o function,

At the start of the game roll 2 D3. This number of units
classed as Veficles of any type in the Dark Harvest army
may be given the It Will Not Die special ule.




MAYNARKH OVERLORD .......occ....

warriors, bedecks

-yn e than science,

toller
assured of o they were,
o the Flayer that has tainted their ineage.

wso8s s T w1

Maynarkh Overiord AT e R L3 gk
Composition Specal Rules Options.
= 1 Maynarkh Overlord « Everliving = May be upgraded to a Phaeron..

« Independent Character

nitType « Reanimation Protocols
= infantry (Character) « Mark of the Flayer
« Fear
Wargear
» Hyperphase sword Dedicated Transport

Dedicated Transport for
+80 poins.

- Staff of light.
- Gauntlet of fire.

arscythe. 5
* May take any of the followiny
iactery.. .

~Tesseract labyrintfy
~Tachyon arrow...
~Resurrection orb
- Phase shifter

- Hensing scarabs.

Phacron
A Phaeron, and any unit they are with, has the Relentless
special rule.

Mark of the Flayer
Madness stalks the sundered minds of the nobles of the

the Overlord's own close combat we:
m!h:mﬂ on that unt (the controlling: playel s

that i slowly destroying them body and mind as one after
the other they succumb to the Flayer contagion.

Should the Maynarkh Overlord, and/or a unit they have

ot oy these atacs) W slonaand. &
not part of an infantry unit, they immediately
take a single Wound with o saves of any kind. -

Joined, wipe out a unit n assault o fail
efore resolving any further consequences of thi even.
10ll 2 Db and immediately apply the result on the table
opposite before carrying on.

25 i The Overlord s 0
its madness by sheer force of will. No effect.
6 Transfiguration: The Overlord i ansfigured by

madness and their auto-repair system distorts

their body to forms better able to express the
malignance that consumes them, starting their
inexorable ide into the horror of becoming a
Flayed One. The Overlord gains the Fearless and
Rage specialrules (note that f they were about
10 flee, they will no longer do so and the combat.
round ends). However, at the end of the battle,
regardless of whether or not they survive, the =
Overlord i counted s destroyed for the purposes
of Victory points and the Slay the Warlord
‘objective (in missions where this is relevantl’ 1

n




See page 89 of Codex: Necrons

yer curse, casting aside

lesh an
to i, Ghen e Maynarkhs

hy mental devolution, oy ber but
tion forwhe its foes
Lords, eitf jteast their former dynasties, have been
i o

ther far worse taint them instead.

..Combined cost of models

'ROYAL COURT OF MAYNARKH
Each Necron'd into machine-form
viere lavished, though have lost none of their
isospanerartoprors temsshes gt of il poers g ‘open battle and subrle intrigues. Yet fo al of
) there s a reek of blood to the lords of the

their.
“Maynagkianda tain o modess and ma!:gnan(y ‘hat canno be expunged.
«
B3 Mrk Overd i your ary Uling Before the battle, each member of the Royal Court of
%uakh the World Killer), the army can also include a Royal ~ Maynarkh has the option of being split off from this unit
urtof Maynarkh, This unit does not take up a HQ choice.  and assigned tollead a different unit from the following st
Maynarkh Warrior Phalans, Maynarkh Immortals, Maynarkh
osition Lychguard or Deathmarks. Only one member of the Royal
05 Maynarkh Lords Court of Maynarkh can join each unit in this manner;
05 Coypreks otherwise they remain part of the Royal Court

ﬁajynarkh Lord 35 points each
|
Maynarkh Lord 4 4 s

AW s
10 22 108

H
=

Compasition. Special Rules Options.
#1 Necron Lord * Everliving = A Maynarkh Lord may exchange their hyperphase sword
. « Reanimation Protocols for one of the following:

it Type. « Fear
= Infonity (Character) = Merk of the Flayer

Wargear
« Hyperphase sword

~Tesseract labyrinth 420 points.
e orb +30 points.
- Phase shi o +45 pOITES

-Flensing St,arabs 5 o +5 points

See page 90 of Codex: Necrons




TROOPS iz
MAYNARKH WARRIOR PHALANX..

 their own nightmarish conditon. bu despite ther shambalic gatthey ae albut unstoppable, thlr oodles abl
st any harm done to them and) will o their lords, the

ws BS S T W I A W sv
2 4 S vl & 02 TR e

Special Rules
« Reanimation Protocols . May o

Up 1 acrml o W=l o el
Dedicated Transport + May be given flensing Scarabs 0 points:

« May select either a Ghost i
Ak for +115 points or

aNight Scythe for +100 [t
points 3s 2 Dedicated B‘“Qm‘“
i 40,000

Transport.

MAYNARKH FLAYED ONE PACK .

o creatures, fiven mindlessy to hunger uselessl forflesh and blood; the Flayed Ones are truly damngd, - &
eningly violent death to any living creature they encounter. A great many of the Maynarkh Dynasty have siccurbed.
affictin,inparulr thos o s ighe orde,and i defernce o ther memry he layed One packs ha houn those

i, e a spectre of ancient sins, are reated with wary respect:for as they are, so.all one day may be.

ws B s T A W sy
Favec One 47 4 4 wa g 33 Mok

-l(umpom n Special Rules. Options.
h Necron « Reanimation Protocols « May include )

« Deep Strike - Up 1o ten additional Flayed Ones.... #13 points per model
* Infilrate. * May be given Flensing Scarabs. o




- F - - 1
i St ;
85 points
Still able to think spon inteligence, their
as But 1, the tens. to
batdle,at east
‘dynasties under their sway-and add their forces to their own.
ws B s T W 1 A W s
SRR ST 7 T o, e
Special Rules. Options
* Reanimation Protocols * May include:

« Shadow Legions

Unit Type
« Infanty e Dedicated Transport
« The unit may Select a
- Wargear Night Scythe for +100
~ » Gauss et points as a Dedicated
ot
i -3

~Up to five additional Necron Immortals .. +17 points each
« The entire unit may exchange their gauss blasters for:
~Tesla carbines

ree
= The unit may be given Flensing Scarabs. +10 points

Shadow Legions
The dymasty of Maynarkh i ife with madiness and
cormuption andas such, many of its once prou legions
of Immortals have awoken from stasis twisted or insane.
‘beyond repair or function, many succumbing to the
Flayer contagion. Those that remain are used by their
masters o shepherd their brethren in battie rather than
fighting alone.

Necton Immortal units may not be sed as compulsory.
Troops choices in the Dark Harvest army.

4
I
1




DEDICATED TRANSPORTS
OMB COMMAND BARGE

instead

Sven the mechanistic nature of the forces at their command, and the

own judgement s,
10 counter-assaults and the shifting tide of war. The speed and rlyofrﬁelrmouma/sa auows
my ives in person. leaifing a trai

ARK

v S

pai stations. Floating ke sepu
the Necron
wer o defend

GHT SCYTHE

Scythe i the Necrons’ most ¢ both a hig
jas 2 does 3 Thisallows i to bea

<ting speeds.




p
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205 points

‘murder that know neither pity nor
weapons

‘Special Rules

» Fearless

* Rampage.

 War Construct
« Phase Tunneling

mwmn .
* Monstrous Creature

g e
z

h apart enemy lines, :
ws w AW s
4 4 4 40 3+

Options

« A Canoptek Tomb Stalker can be equipped with any of the
followin
~Sepuichral Scarabs
- Gloom prism

+15 points
+15 points

A Canoptek Tomb Stalker may also be chosen as part
of a standard Necron army. When chosen as part of a
Codex: Necrons army, itis an Eiites choice and s treated
as thoug it was chosen from that codex.

?mm Prism
The gloom prism’s energy field creates a zone shrouded
from Warp-spawned power.

Each time an enemy unit attempts to target the Canoptek
Tomb Stalker or a riendly unit within 3°, with a psychic
nbwev roll 2.D6 if the Psychic test is passed, and after any.
of the Warp attacks have been resolved. On a 4+, the
)guwe, s nullfied and has no effect

Phase Tunnelling
The Canoptek Tomb Stalker is extraordinarily fast and.
e field projectors allowing it to =

War Construct ‘
The Canaptek Tomb Stalker is 3 huge mass of shifting
‘pseudormetal, with litle vunerability excep to the massive

use of force against it

The Canoptek Tomb Stalker s immune to the effects of the |
Fleshbane and Poisoned special rules - instead either the
attacking model’s basic Strength in an assault o, i isted,
the weapon's basic Strength is used. If e attack has no
Strength sted, it wounds only on a D6 roll of 6. |

Sense Clus
Canapuk Tomb Slalkers nm the Night Vision and Acute

easiy through inert
B ooe age efopisst i though dors 300
rough terrain as it moves,

Ithas the Fleet, Deep Strike, Outflank and it & Run
universal special rules

Sepulchral Scarabs.
The Canoptek Tomb Stalker gains the It Wil Not Die
special rule.




el most often and the.

in their

2 other that the Curse of the Flayer has weighed
Sesc-hungry shadows.

ws
Crarnel Lychouard a

Composition Special Rules

= 5 Cramel Lychguard « Reanimation Protocols

« Fear

« Soldiers of the
Bloody Court

Wargear
= Warscythe
« The unit may select a
Night Scythe for +100
points as a Dedicated
Transport.

amathﬂ mes

Options.
* May include:
= Up to five additional %
(Charrel Lychguards .. +45 points per model
« The entire unit may exchange warscythes for hyperphase.
swords and dispersion shields +5 points pet model
« The unit may be given Flensing Scarabs §t’d soints:

Sokdrs it ooy Co o
ce the Lychguard of e WMaynarkh were infamous for-

and the fury of what few remain—whilst no more than'a |
dork echo of what was—remains teribe to behold.

Asingle unitof CharnelLychguard may be taken in the
Dark Harvest army for every Overlord n the army.
Dispersion Shield 5
The force barrier projected by a dispersion shield can.
be used to fend offclose combat attacks or deflect ¢
incoming enemy fre.
A Chamal Lychguard with a dispersion shield has o 4+
invulnerabie save. I this save is made against a shooting
attack, choose an unengaged enemy unit within 6°, -
That unit then suffers a singe hit with a Strength and AP
equal o that of the initia shot. fthere is no unengaged
enemy unit within 6°, then the Wound i st saved, but
the shot s not redirected. This does not cause templates
or bast markers to be repostoned

For the purposes of determining cover saves of deflected”
hits, teat the hit s having come from the model that
made the save. Note that you must always use the best
save available, and 5o cannot choose to use the dispersion
shield's invulnerable save in place of your Armour Save if
the models Armour Save is better and availabl.




See page 92 of Codex: Necrons

s: They lurk in the
et cinchsion aeling g byl atod  wih s RS Sdghierg eney Commanders,Cuting
«]{ne'uf communication, destroying vital supplies and sowing terror i their wake.

.. See page 92 of Codex: Necrons

quardars of their s/@gmg race; the Tarch Praetorians held a great responsibilty = to ensure that the Necron dynasties
D el o i S i ey oo the vk eymar
* Dyasty sil, 1mpaslvely e T e e )
Junctares o tum the tide of batte. AS to what the watching Praetorians think of what the Maynarkh have become, they
et on the atter as their master

See page 93 of Codex: Necrons
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FAST ATTACK
JOPTEK ACANTHRITES

rmm 2 mere handful to vast hosts of the
v bt na meriloes o stk

ws BS s T W |
ootk Acanthite 4 4 4 5 3 2

Compasition Special Rules Options
= 3 Cancptek Acanthrtes  « Fearless « May take:
« Stealth - Up to six additional

it Type Canoptek Acanthrites ....
= s infantry

Wargear Cutting Beam
Cutting beam The cutting beam mounted within the Acanthiite’s

Voaviade thorax is a highly concentrated shaft of thermal

able to sice apart the toughest materials, dis steel-

stone and flesh equally with the precision of a suigeon’s

£ unit of Canoptek Acanthiites may also be chosen as Scalpel blade. o

£210f a standard Necron army. When chosen as part of

= Codex: Necrons army; a unit of Canoptek Acanthrites Weapon Range str AP Type

&2 Fast Attack choice and is treated as though it was CutingBeam ~ 12° 6 .2 Assaultl,

hosen from that codex. Melta

CANOPTEK WRAITHS See page 94 of Codex: Necron:

See page 94 of Codex: Necrons

craft, des far ahead of the main Necron
g at lightly it the taryeu i opportunity. They display in their form and
ekl

rabilty the of the compact y carry

ECRON DESTROYERS ..

oblivion 2 the proud trdton o war in favour of
wn. parted the humanoid form as a mark of oer

. See page 94 of Codex: Necrons

such things, S or what they destoy;only at their hands l/kewxpnld!

y
factor which may ime passes and more worlds fal o the
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 Canoptek ; to break.

then be woven into fresh forms and patterns

wenergy.

a
rateat e dection o the Sarabs <ontrollr

lfum s, they mimic in form and behaviour organic invertebrates but, directed by lhe ww of a Cryptek or slaved to the.

2 Canopték Spyder

and appease their

¥ ws B S
Canoptek Scarab 2. ey T3
Charnel Scarab 3 e

Specal Rules

« Entropic Strke.
Fearless

« Swarms.

Unit Composition
+ 3 ook Scroh bess

Uit ype -
Beasts

wmple

for this fatter furction they are used by the Necron Lords as

ynched ahead of the phalan that can break down tanks and fortifications, and force an ens

O e Goith 7 ome s b gone v e i avatari i o o s

fown as Charnel Scarabs. These strip and collect the flesh and blood of the harvest to adorn the bodies of their Flayed Ones
unger:

‘weapons of war—an awemunng 0deof siterng meal often

A ‘: o WBT“““““

4
“ ::
~Up 10 seven additonal
Canoptek Scarab bases +15 points per base
« Units of Maynarkh Canoptek Scarab Swarms may be
upgraded to Charnel Scarabs +5 paints each, i tis is done
then the entire unit must be upgradied n ths way.

Options
 May include

Ghamel Scarabs
Modified and reconfigured by the Maynarkh Crypteks to
R
blads and serrated maws, Charnel Scarabs are able

shred and mutiate scores of iing targefs into a Qurvenng
ahd unrecognizabl mes ofred dertus in mere seconds.

'Ehamel Scarabs have the Shred and Rending special rules
their attocks, but ose the Entropic Stike specialrle.

Designer’s Note: Modelling Charnel Scarabs
When employing Charnel Scarabs and standard Canoptek
Scarab swarms as part of your army, these should always
be painted or modelled to be visually distinct from each
other to avoid confusion by either sde!




FAST ATTACK

CANOPTEK TOMB SENTINEL ....

2 e ages-old Necron panoplies of war,the Tomb Sentinel is & trly unusual inolation. ¢ one of the st war

‘S=signed by the Cryptek artifcer Toholk

ssemination to the other dynasties at the Sient

Sentinelis a the nxe(lde 0

% mount a compact heat ray bl
afences and.

a it car
B - i o contiog s

ws B s T
Conoptek TombSentinel 4 4 6 7

eit Composition Special Rules
= 1 Canoptek Tomb Sentinel  » Fearl

nit Type

e S « Phase Tunneling

A s =
2 10 3+

Options i
+5 Canope o semmer @nbe ellmpptq with waf, T

the following optior
. Sepilivl et
- Gloom prism

Exile Cannon
These arcane ray projectors unleash a beam that an

Phase Tunnelling
The Conoptek Tom Sentinel s extraordinriy h:: and

: out of existence, casting
imensional realms beyond the material universe.

Range Str AP
x

Type
Exle Cannon 12 Heavy 1, Blast

(3°), Exile Blast

Exile Blast: When a shot from this weapon strikes a uit,
it nficts @ number of s on t equivalent o the number
of models caught under the Blast template, That number
of randomiy determined modes from the unit must then
esch immediatel pas a Strength test or be removed

25 asualies with no saves of any kind allowed. Models

with no Strength value automatically pass, but if  vehicle

without a Strength value or a buiding, they suffer an
automatic penetrating hit nstead with no saves possible.

. Gloom Prism
| Tt gioom pris's energy field eates a cone shiouded.
Warp-spawned power

ch time an enemy unit attempts 10 target the Canoptek

| Tomb Sentinel or a friendly unit within 3°, with a psychic

¢ 10ll 3 D6 if the Psychic test is passed, and after any

sty (R Lol vy lhmugh £
and stane, and effortessly passing through debris and.
b G

It has the Fieet, Deep Strike, Outflank and Hit & Run;, =2
universal special ules. ;

War Construct i
The Canoptek Tomb Sentinel s a huge mass of shfting 1+
pseudo-meta with e vnerabilty exept 0 the masive
use of force against I

The Canoptek Tomb Sentinel i immune to the effects of
the Fleshbane and Poisoned special rules - instead either
the attacking model’s basic Strength in assauit o, i lsted,
the weapons basic Strength s used. If the attack has no
Strength listed, it wounds only on a D6 ol of 6

Sepulchral Scarabs
The Canoptek Tomb Sentinel gains the It
special ule.

A Canoptek Tomb Sentinel may also be chosen as, pan
of a standard Necton army, When chosen as part of a

| treated as mgﬁ chasen from that codex.
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ly the most
from the core of a

ot least of which s the creation

Front Side.
1212
Warg

rgear
* Tesseract singularity
chamber

k.3

Options
« ATesseract Ark may exchange its two tesla cannon for:
% F

- +20 points

* Quantum shielding

Syl
« Living Meta
Py lmn\won

A Tesseract Ark may aso be chosen as part of a standard |
Necron army. When chosen as part of  Codex: Necrons |
army,itis @ Heavy Support choice and i teated as

though it was chosen from that codex.

Tesseract i
The Tesseract Ark is built around a shilded Tesseract
‘containment ds'wcs wm:h hc/dx in stasis within ita

Fire Mode

Range Str AP
Solar fire a8t 7i%

sliver of a dying star
glungd ortby the pie of Necron scientific mastery
a battlefield weay

The Tesseract Singularty Chamber s treated as a weapon
-aid can be taken out of action with a Weapon Destroyed
damage result with potentially catastrophic consequences
Tesseract Implosion), and while active provides several
ties as well as being used a a ranged weapon:

Containment Field: The containment field of the Tesseract
Singularity Chamber provides the Tesseract Ark with a S+
invulnerable save

* Gravitational Flux: Any model trying to assault of ram the
Tesseract ATk must take a Dangerous Terrain test, and
“any unit charging the Tesseract e aMays forced into
making a Disordered Charge by doi

* Unleashed Power: The Tesseract Smgmamy Chamber

modes each time the Tesseract i fired:

i Template 3
Seismic Lash @ s

Armourbane,
Ground Lash*

*Quake: All units hit by a weapon with the Quake type
treat open ground as difficult terrain during their next
Movement phase.

*Ground Lash: To use this attack pick o target point up
to the maximum range of the weapon away. Trace a ine
(about 1 mm thick) between this and the front of the
Tesseract Ark. The attack automatically hits all modls,
Il i (ther ot g Tesiact ATQ
he line. Unis take a number of hts equal to the
it o e e caught under the fine. Ground
Lash attacks may not affect Zooming or Giding models

Tesseract Implosion
Should a Tesseract Ark suffer a Weapon Destroyed resut
against s Singularity Chamber,roll 2 D6. On a 4+ an
implosion occurs, the Ark itself s destroyed and removed
from play and all models within 6° suffer a Strength 6 AP-
i Ukewise shoud the A sffer an Explades et on the
ngth 6 AP- hit
e ity 5 v thn e s et




i

13 paracigm lessr i scope than these g

e fash ofsean‘ng light that heralds ok oo
‘scour great areas of terain dlear of life and cut dos

When employed against.

ws B s

w
Sentry Pyion e 3

sit Composition fargear
= 13 Sentry Pylons * Gauss exterminator
forming a Battery
Special Rules.
« Fearless

it Type
» Artilery « Canoptek Artilery

£ unit of Sentry Pylons may also be chosen as part of a
standard Necron army. When chosen as part of a Codex
Necrons army; the unit s a Heavy Support choice and is
reated a5 though it was chosen from that codex

pti i
Sy e R o eI gaus en}ennlnam:g
el ra AR By €
- Heat ca
- Focihed dekihra points
Sere) o ey k) of HE ko
‘which apply to the whole battery. If part of a by
all the Pylons in the battery must take the. m faces:
leportation matrx... e
 Sepulchval carabs

Gauss Exterminator
i 0 vack ot e et i
the gaus

ool il e o e et e
Canoptek Artilery unit cannot din combat and

g e
ght long before they can reach the Necrons' battelies.

nge St AP Type coherency distance for a unt of Canoptek Artilery is 4% {21
Gaussexterminator 120° 9 2 Heaw 2, Gauss,
Interceptor, Focussed Death Ray i
Skyfire The coruscating beams of force these weapons emit sice
through the ranks of enemy soldiers and armouredbatlle=
Heat Cannon thks v oo et g s Ry
of

ovmaIN on their

When forming a unit composed entirely of models with -
the Canoptek Artllry special rule, the maximum unit

ms M E

and,
ranged than the gauss exterminator, it can redluce the most.

e s ersons ofthe weapof, and witha
that s

Jts way through the most heavily protected fortifications

Range St AP
Hestcanon 36" 10 1 Heaw2, Blast

(3"), Melta

Canoptek Artilery

A unit with this specialrule uses all of the standard rules
for Artillery type units, except that it does not require

the presence of a crewman o either move or fire, is not
removed from play due to the absence of crew and m
e e ¢ i b i, i okt

o fire the focussed deat ray, nominate a point on the
battlefield anywhere within ts range, then nominate:a
second point within 306" of the first. Draw a straight line
(considered to be 1mm in width) between the two points.
Every unit (friendly or enemy) underneath the line suffers
2 number of hits equal o twice the number of models
underneath the line.

Range St AP Type
focussed deathray 24" 10 1 Heaw 1

Teleportation Matrix 5

assaulting units attacks it automatically and damage is
resoived as normal, no Morale check is made regardless
e e o the ot s e aackars

p Strike rule,

Sepulchral Scarabs ¥
The Sentry Pylon gains the It Wil Not Die specia rule
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HEAVY SUPPORT

; SHRbUD BOMBER

225 points

Sqythe and Doom Scythe

yea
10 ary~ the Death Spherﬂ, xs!fr

the Night

able.

ipe
forces, but

safety of u:s, i

Armour
Front Side Rear P
12 4
it Compor Special Rules
Night Shroud Bomber

* Supersonic

- Vel qefym

rgear
I e
fin-inked Tesla
destructors
5

A Night Shroud Bomber e ‘
ofa

rd Necron army. Wh Codex

Death Spheres
Unlike the conventional munitions of younger races, the
death spheres carred by the Night Shroudt and is larger
brethren are force field containment vessels imprisoning
the merest fragment of anti-matter. They are kept out
of phase with the material universe until the sphere
etonates, unleashing an annihilting energy blast.
Range Str AP Type
- 10 1 Bomb,Large
Blast (5",
Blind, Pinning

Death sphere.

05 army it s & Heavy Support choice and is treated
as though it was chosen from that codex.




HEAVY SUPPORT

'DOOMSDAY ARK

is a2

move or
exist, incinerated at
Sontening factor about such

ANNIHILATION BARGE ..

iation Barges are the N ing'
-t mix of speed and firepower while, owin t

‘asoesrance of fragilty. Each i armed with a tesla destructor battery -2 Weapcn et ndishe s ollidior At ey

o that can wihich only the most.

o= leap from target e | leaving

o

NECRON MONOLITH. .. See page 95 of Codex: Nectans

o
Impiacable as death itself, the !omm/hllg
e endi of al that see it Formed from a great mass of it
‘mage from any quarte. It serves
n serve battl
P

whip, n

‘restest asset and weapon, however is 3 ©
== o the battifield. initslght.

DOOM SCYTHE.

Boom . screaming fighter craft that range far ahead of a Necron invasion and blacken
e ses of Doom Scythes are able to roam

seching for targefs to destroy, but it s together like a great flock of carrion birds that their true power i evident. Theirdeath
sec in concert can raze entir hive ites shcing a . sowing
‘02 amongst the multitudes attemping to fiee below.

See page 95 of Codex: Necrons'”

'“!GD_PTEK SPYDER.

o

. See page 95 of Codex: Necrons =

Canoptek Spyders Necron 0air and fabricate

sie, with others of their Canoptek

cialy i talt mind far or its parts. Built
defendi

unimpeded by the ravages of time, they
m% should the need arise, are able to strength
0 e M ioish







. SUPER-HEAVY
AUSS PYLON 3

designated as ‘ylons’ al 7, were first

0 g
0 the crescent-shaped weapons tare through the unsuspecting
Guard column whilst resisting al return fre. 5

2 version of the gauss flux arc. Monolith the tioht
) cc Systems, enable it und

incoming aircraft alke.

Armour
BS Font Side Rear P
14 14 14

Special Rules
+ Living Metal Range str
+ Special Deployment Gauss annihiator

« Phase Shift Generator (Focussed Beam) 120" D

Type
Super-heavy Vehicle

prma
Gimmobile arilery) Weapoh, .
S Skyfire, 5

Wargear Interceptor - =
One Gauss anniflator, (Flux Arc) 18 6 3. Heawods ©
Special Deployment_ >

A Necron attack can be sipported by Gauss Pylons -
teleporting to the surface. At other times, sich as
when defending a tomb world, dormant Gauss ylons
can suddeny ise up from the ground to engage. <+
any trespassers.

Gauss Pylons can deploy by Deep Strike. Because of =
the Pylon' size it s not destroyed i there re enemy (=
within 1° when it arives. Instead move any models.

that are n the way the minimum distance necessary

0 make space for the Pylon, A Gauss Pylon thatiands’”

in impassable terrain is not destroyed, but takes an
immediate glancing hit. Move the Gauss Pylon the
minimum distance possible to avoid the terrin.

Phase Shift Generator
“The Pylon itself and all Necron units with at least one
model within 12° of the Gauss Pylon receivea 5+
invulnerable save.
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the ravages

fer tomb,

the ou
(he ereth.ofth cebere, i he ramom/ess

st, howeever,

These
in their own right rmpsna/

Terrain Type
Unique The sufacero the Torb Citadel counts as open
et e sl s o of st spyng
accordipg tadel

from nowhere in the midst of a

- foriou focineding ores which Fnot ey s, il i e o e e
sl potr forth.

SpeciaL Rutes

Tomb Ziggurat

‘The Tomb Ziggurat is equipped with an Eternty Gate which
operates exactly as the one found on a Necron Monolith (see
page 47 of Codex Necrons for detais) and Scarab Hive (see
B 5 il Necons o Sl The erson of

it i Eoemy moskstemptat

onto the surface of the Tomb Citadel willsuffer a
ke mishap on any ‘double’ rolled on the Scatter dice
tion to.that due to any other cause.

Torn Citadel also has

may be placed
St o of Vi ot e 31 & oled her g
scarabs, the hive can o longer be used for the restof the
game, but the Ziggurat s unharmed.

+ Ziggurat Dock: When deploying their forces, the Torb

taigeted for attack: the Tomb Ziggurat and the Power
Criicible. These-components count as being AV 14. Rolla
Dé:for each penetating hit nflcted on them —on a 5+ the
corfiponent is destroyed and its special rules no longer apply.

Access Points & ire Points
As per model

s

A Necron Tomb Gitadel s also be chosen as part of a
of a Codex:

0 have either a Necron
Monoiith or a Sentry Pylon from their primary detachment
docked atop the Ziggurat, While docked, all weapons used
by the docked war machine are at +1 Strength and while it
s docked, a Necron Monolith cannot use ts Eterity Gate
The war machine can be undocked and move normally at
the beginning of the controlling player's Movement phase
1fthe Ziggurat i destroyed then the docked war machine
takes an automatic Strength 10 AP 2 it

Power Crucible

This structure generates a defensive power field around

the Tomb Citadel and also ampifies the Necron abilty for
self-repair and reconstruction. Unless the Power Crucible has

WNecrons amy, itis eiaion e

the following rules apply for all units on the
surface of the Tomb Citadel,

+ Defence Field: Units on the surface of the Tomb Citadel or
Gocked wih i, as wel s the Tomb Ziggurat and the Power
Crucibl tslf, have 2 3+ invulnerable save against shooting

» Resurrection Amplifier: Al friendly Necron units on the
surface of the Tomb Citadel may re-roll resuits of a 1 on
Reanimation Protocols tests.

Options
« Defence Batteries: The Tomb Citadel may be upgraded
with Up to two Gun Emplacerents (see page 105 of the
Warhammer 40,000 rulebook) which also have the Skyfire
S These cost
~Tesla dest S48 pohe each
el oints each
* Comms Rehy e o Ciadls Ziggwatcan bt uporaded
to hav

o ey +20 points






Minotaurs Chapter Contemptor Dreadnought ‘Hecaton Palaemon’.

the cadre of the

Hecaton torpedo
the flank of the Necron Tomb Ship ‘Dead Hand' as part of the Minotaurs' desperate assault during the

..‘k\ 3
oo

Minotaurs Chapter Deimos Pattern Predator Annifilator Batie Tank.

The Dei of
few of which  the Age of Apostasy. This







THE MINOTAURS CHAPTER

EN SPEAR OF THE EMPEROR, THE FURY OF THE SPACE MARINES UNLEASHED

th Adeptus Astartes,the Space Miaines,
st and most deadly wartiorsip the service of
-Th;y are the Angels of Death, e

Eimplars and the ﬂvengmg ol Boad el

others, however

found the Minotaurs too unpredictable and unreliable.a
to count on, preferring alles of more stable temperament.
, their tendency to shun
others and their eratic gene-seed tthe fo the Magos
‘combined with the diverse curses that seemed to affict
Chapters of their Founding, raised much darker suspicions
about the nature of the Minotaurs and the sectets they
be hiding,

3 housand
50 actve logal s f 14 S Ml s s,
n5ess bloody or g'unaus, are of a darker hue. One such
hapter

wuis,
A y?& Chapver of brutal mpule within the
Futther

ety are thought by some within the Ordo
10 possess unknown ties to the High Lords of Terra
ey find disquieting to say the least. While much of the
talrs' recard going back over the last thouisand years
ascertained in outine by sifting through the myriad
w§r reports and battle archives from acfoss the imperium,
history before this point is not simply lost, but has been
rately obscured and sealed under binding edicts even
r cannot readily undo or circumvent, That there
* exised a Space Marine Chapter of the name ‘Minotaurs’,

the Macharian Heresy in the opening decades of the 41
Mugnmum (and the same Chapter that would later go on to

3 Nﬂ\ the time of their creation, the Minotaurs of the 21+
% Founding rapidly gained a reputation as a force whose
ferokity and fury on the battlefield were all but unmatched,
5L their Space Marines eschewing any form of combat that did

Such that now rémain show the
Chapters gene-seed brandied as Chimeric. Thi, a5
blasphemous as it may now seem, may have indicated

that its origins were either from a prohibited source, mixes
or aduherated, or somehow tampered with genetically
during its creation. Secret experimentation of this kind &
known to have been carried out on a number of the scoms
of the 21* Founding, and such annotations show that the
Minotaurs were likely among those tampered with in some:
way. The folly of such hubris by the Magos Biologis of the
time was to prove the undoing of many of the Chapters
birthed by the 21 Founding as they succumbed either to
spitalling psychological flaws, or worse, monstrous.
deviation, leading to their disbandment or destruction in
the following millennia. It s lixely that the Minotaurs' barelg
controlled fury and their desire to shun those they shou
have called comrade was a result of some particular curse:
laid on them in their bload, but whether their affiction
mastered them o they mastered it remains unknor
Regardless, from the mid M38 onwards, the Minotaurs 2
but slipped from the Imperium’s records, their deeds and
battle honours suppressed or expunged by a series of ecics
and data-purges,

The Hammer of Terra
When the Minotaurs reappeared again millennia later,
during the suppression of the Macharian Heresy, they wese:
 Chapter both familiar by their reputation and profoundly
changed. Stil highly autanomous, the Minotaurs went
they willed but seemed far more content to operate withe
the structure and command of the Imperial war machine
than the Chapters distant history suggested. Both during
Heresy h

3 4§ ot then o taidy ge 0 ris with v e

% s highly aute was known
e abilty o respond ramd\y e e and il
of besieged or invaded Imperial worlds, but was equally well
known fo refusing to form part of a wider strategic plan
Their presence was often announced i a war zone by the

commencement of an all-out assault upon their chosen target

without preamble or even much by way of reconnaissance,
the Minotaurs hemselves at he

other
without question to.a cal
to arms from the High Lords, and this has been the case:
‘when that call has been to castigate, apprehend o even
destroy formerly loyal Space Marines who have been
renegade or that have had suspected transgressions lodged
against them

ee
ofoss or cost. Thei fury spen, they would then withcraw
a5 Suddenly as they had arrved, whereas in the same tactical
situation a more conventional Chapter might be expected to
consolidate its gains or pull back in preparation for a counter-
attack. Although the Minotaurs’ assaults more often than
notleft a smashed and disoriented enemy in their wake,
Imperial commanders and other Space Marine Chapters

Given th emselves

their fellow Space Marines, it was perhaps then unsurprseg
that the Minotaurs would appear during the Badab War
responding to Legate ity bl st o i

the Loyalist cause. The Astral Claws and other Secessionst
Chaplers Wark oy oty o by any estimation, and
the Minotaurs' victories during the confiict, most notably S
defeat of the Lamenters at Optera, were extremely i




0 the Badab War's outcome The Minot |
important victories during this time and the action o

‘which their fame would spread far beyond the confiict,
despite a deliberate suppression of the war’s progress by the
Inquistion, would be their wholesale defeat of the Lamenters
Chapter n a close quarters space battle in the Optera system
in the closing days of 908 Ma1, This latter triumph did much
10 laud the name of this grim and isolationist Chapter of the.
Space Marines to the Imperium at large, but has done lttle
10 salve the Chapter's unquiet reputation with those with

the wit to see beyond the veneration of the holy Adeptus
Astartes espoused from the pulpits of the Ministorum across
the Segmentum Solar.

Chapter Organisation and Tactics
in terms of

Chapter: ders e
ofits individual battle-brothers than sorre, just 5o long! (hie S
as victory is achieved. As well as a willngness to: samfm’ﬁ ¥
their own flesh and blood 10 ensure the achievement :
theirbattle airs, the Minotaurs are aided in thelrch z
pattern of warfare by two significant factors. The first s thelr 4
excellent supplies of heavy arms and war machineryand — &
thesecond,an peraps more importan, s the Chapters .2
markedly rapid nflux of new battie-brothers to replace
‘ongoing losses. The exact source of their war materiel has.
remained unconfirmed, but they have been observed to. -
operate using large replenishable stockpiles of tanks and

heavy armour, allowing the Chapter's battle o to %
make extensive use of Vindicators and Predators as tactcal
slpparcieices Tne Mnotsss b i i

bt the e s o oo pattnof e e
Astartes, but ata tactica leve differ significantly in their
cbr spprosch o warr. The Chapt el 10 e
a5 a whole, o at least ith s few divisions of it forces,

as possible in any given theatre of war, concentrating and
thereby maximising its destructive power. Thisis  strategy
that has allowed the Minotaurs to excel at siegecraft and

i combat against monstrous opponents, which they can
verwhelm by sheer weight of numbers if needs be.

Uniike most Space Marine Chapters, some of the Minotaurs'
Key tactcs are partly dependant on the use of superior
attition within a confined area of engagement, and

Sivarced MIVH poie amsour okt iGN
of unknown provenance, as wel as a wide diversit of arms
and weaponry including power blades of the finest quality
e ey o el
indication of the superior range of their armouy

leancd fom 1 Shedhtion that they Commani e g
bulk of their 1% Company Veterans as Terminators A combat,
again with widespread access to rarer patterns of waigeig
such as the Tartaros and Arkonak Tactcal Dreadnought
Armour patierns, and wargear seldom found outside the
hands of the honoured Chapters o the 1% Founding, such

as extensive squadrons of Storm Eagle gunships and ancent.
Spartan assault tanks,

T




Hecaton Morbus was a Minotaurs Chapter Dreadnought
Amarah

hmﬁcmm-*nmmlmum

and was, alongside the bulk of the Chapter's ground armour
and tactical reserve company, deployed to the surface of

i 10 s the least, ematkabl,

An The
Dreadnought fought aimost continuously in the three weeks

2

The precursor 10 the o common AStates Absclo
, the Kheres itsef is a war relic of
from arah: Larger than brethren
solar-battle, higher rate of fir the
i i Kheres, ranged, i hig
Amarah Prime it was Hecaton Morbus, soything red

squads of
halting the rout of Imperial forces at Callowsheen Hive and

infantry ng fire 1o
and other protected targets. This combination makes it a

‘walkers (0rdo Xenos designation ‘Triarch Stalker')at close:
quarters there.

feld, given that these walkers are most commoniy ielded in
a frontline assault andsbunter-killer role, and can expect to
confront a wide diversity of targets at close range.

the
cartied by some Space Matine Terminators and

the aiready

‘many other Chapter armauries, with a case in point being
the C 3

. =
the field, and within its power fist

ancient

days of the Great Crusade, the Contemptor and its sub-
‘patterns were arguably the apotheosis of Space Marine.

Dreasnought design. They featured many systems and

the
akso incorporates an itegral stor botter as an awxliary
weapon

The use of the

the riow lost
reactor the arts

Contemptor Dreadnoug

balistic
ﬁnammaumm‘
et
“hapter.
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The Perun Cross Incident

‘The most troubling incident involving the Minotaurs Chaprer in recent years is known to very few
outside the higher echelons of the Imperial Inquisition, the Grey Knights of Titan, and the Lords
Milicant of the Segmentum Pacificus. It concerns the mandated destruction of the Night Reapers

Chaper of the Adeprus Astartes and irs aftermath.

Operating largely on the fringes of the Laanah Rifts tegion, the Night Kmprr» had been condemned

 crusade there following their- ive Defence of S Gamma during the
(ConstantinusIconodsn. Theicrme had been derelicion o duty s, when confonted by  massve
a dosen Chaos warbands drawn to the longside an unknown
‘number of degencrate mutant hordes drawn from the edgevorlds of the sector, the Night Reapers had
Shrine World as both and of “negliible sraegic wordh”, Rather
than allowing ld 1o fal, the Night weapons on

0 granted the plgims and. eigees whes had sought hasbour there » “mercfl e, The age of the
Ecclesiarchy over this loss was boundless and ensured the Night Reapers Chaper's censure by the High
Lords of Terra. Shorn of their condemned thankless
task of polci e ot eache of e Laanah i the Nighe Rdpes borether punihment with
rim impassivity and obedience but little contrition=or at least appeared to. Within a decade, however,
‘contact with the Chapter, which had long hless

technical apeiud

grew untowardly infrequent. Official contact ceased and such second hand reports of
them that could be gleaned pointed from Codex d
and equipment in their ranks.

n 989,41, some six yearsafter last contact, the Night Reapers were declared Excommunicate Tratoris

after forensic examination of wreckage found in the Guyarhis Bele provided incontrovertible evidence

2 the Chaprer' direct responsibiliy for the destruction of the Rogue Trader flet of Baron Stross
ien. This fllowed a seris of other raids and involvement of the now renegade

Chapter had been suspected, but firm enough evidence could not be found to blame them, while

/ several expe the Night Reapers had dis trace. The firs Space Marines
1o respond to the callto find and punish the Night Reapers comprised  four company strong foree of

h Chapeer who, a perial Navy suppore, Rifes in sarch of he

rencgade Chapter. Responding 0. distress call froms the Imperial outpost on Svarga Wells, the Night
Reapers ambished the Avenging Sons and forced them into 3 humiliating retrat, capeuring one of
their strike cruisers, wrecki dand “The debacle of the
Avenging Sos dfs,whih heybmed on the NigheRespers seofuinkown war e wenpons’
that bypassed their ships’ void shields, oLl o G i‘h apers
of Space Marines:the Red Templars and th the
leets and defence forces of neigh! y he d of th Night
Reapers. This was o be done ; lesethey become a | other
renegades and malcontents i an lready roubled region.
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f e Night of it
P38 sl i o ehe SR Chear 1 Ko gl = Gl
were i search and destroy and pursuit opérations, were t be the hounds and the Minotaurs, with.
their brute strength and aggression, would be the hunter ready to deal the death blow. The Night

i i

as before the Imperials, Tesoon d
¢ Reapers, hasing thrown of the rule ofthe Emperor,had sough advanrage in innovaion,
the cursed and near extince

ends, i kg pacts with e servanes of the Andvenery o)
furcher their cuse.
From i . but
Perun Cross—a
X b dits own thi I H
the Night Reape ing i the wreck, k in search

ofaweapon that they beievd would be suffcent i thmmselyes of the nperial rces who now
encircled and besieged them. Events as
e o b hrows st T8 G i il i Grey

Knights strik Blude and il of Brother Captain:
Danicus, arcived in orbit around the Perun Crss,

dered the Imperial and pull back from
50 s B Vi i v AR, The o il e 4
way for Brother Captain Danicus of g
the Pen Cr on. What then transpired
afterwards the Rerun Cros
lesl xplosions. The demise ofthe Prun C e e Grey Knights force and
a substantial, but undefined, ong with
Equinox Blade and the death ofall those lefc on board.

E5i6 Molos ko di
s Chaprer i barle some months tr, whie the Lords n’Tmm and the Ordo Malleus have remained
eir lasses: A for the fiery dearh of

the Perun Grassserved as the funeral pyre for this once loyal un.m and whitever secres surrounded
them were buried there wo. =




MINOTAURS CHAPTER APOTHECARY

Intendant Haukar
Chapter Apothecarion, assigned to the Amarah
Prime Taskforce

Apothecaries represent a vital component of
the Space Marine order of battle, ministering
both 1o the wounded and recovering the

gene-seed of the dead, thus ensuring the
continuation of the Chapter in wars to come.
During the battles against the Necron forces in
the Orphean War, casualties would prove high
and, in particular, the horrifc injures inflicted
by the ‘flaying’ action of the Necrons' Gauss
weaponry at the molecular level proved
difficult for even the superhuman physiology
of the Adeptus Astartes 1o cope with or
successfuly heal,

Apothecary Wargear: Space Marine
Apothecaries operate at the forefront of battle
and are expected to act in every way the equal
of their brethren in combat in adition to
performing their particular medical duties, and
are so equipped accordingly.

1. Modified ‘Aquila’ Pattern Power Armour: Displaying
the particular heraldry and colouration of the Chapter

Apothecarion, Intendant Haukar's armour also features
integral bio-scan auspex systems, lllummim lamps, and

Narthecium and Reductor surgical apparat

2:Acitus Pattem Chainsword: Personal close combat
weapon, aiso used for Gettefed amputations carried
out in extremis.

FURRRARRANRRAN

3. Umbra Mkic Bolt Pistol: Selective fire sidearm, standard
‘armour-piercing, mass-reactive bolt ammunition and short
charge "carnifex cranial penetration rounds for use in
extreme unction.

4. Haemagenic Transfuser: Concentrated blood-infused
regenerative and anti-toxic alchemical solutions based on
Chapter gene-seed, administered in case of severe trauma
dangerous in high doses, fatal to non-augmented humans.



‘Brother Merakus.
Squad Jurakles, 9* Company
‘Squad Jurakies was one of three Devastator

e, these
Devasato st sy ool i
combat operations on the planet
Jurakles tsel, alongside Imperial Guard
forces, fought without reie for eleven days
following the Necron invasion, holding
the remains of a fortified Adeptus Arbites
precinct bastion although encircled and cut
off. When Minotaurs Chapter Storm Eagle-
mounted hunter-iller squads rescued Brother
Merakus on the twelfth day, only he remained
combat

. the rest of the defen
having been either sain or badly wounded.

1. Chapter Modified Iron’ Pattern Armour:

Relic pattern issued for high-intensity and
e s s m

denotes Devastator Support c

ety Adtionat targe-ocar Pk for

rapid ballstic caiculation.

2.Umbra Pattern Bolt Gun: Squad Jurakles
tactical amament.

3. Proteus Pattern Missile Launcher: Squad
Jurakles heavy armament.



Sergeant Astrophane
Squad Astrophane, 3* Battle Company
Squad Astrophane, along with other elements

during the Battle of Amarah, particpating
in the catastrophic battle with the Necron
fleet. Squad Astrophane conducted repeated
repelling actions against Necron ‘flayer” rits
which materialised on-board the cruiser
during the close range engagements, during
which Sergeant Astrophane himsef conducted
the defence of the ship's command bridge
when attacked. As one of the least damaged
squmq Minotaurs vessels, the Stymphalos

s used s 3 catie for an enlarged gunship
Ilndmg taskforce drawn from other damaged

1. Errant’ Pattem Power Armour:  back to the later Great Crusade, are.
‘The most recenty sanctioned renowned for their accuracy and
Adeptus Astartes pattern muamnynmwwmmsmms

power
armour, produced aimost exclusively
by the forges of Mars. The
Minotaurs are fortunate to be able
1o field arge quantites of this

10 operate in
systems incorporated i 5 Spn
Marine armour.

amour and i 2
issue of the 4" Battle Company.

Pattern, Standard Imperial Issue)
Stanard iy wespors,Spsce
general

2

Guns: One of the rarer patterns of

Astartes weaponry, Tigrus patten
s, whose dates

ﬁeid&ﬂwm.



Veteran Sergeant Thoul
Commander, Minotaurs Detachment,
Ordo Xenos Interdiction Force-Kappa.

1o lead the Minotawrs contingent
force (numbering some five squads with Storm
Eagle and Techmarine support) attached to the
Ordo Xenos interdiction operation at Thamris,
Thoul proved to be a particularly savage and
commander, when operating under

aptors paternjump pack it

against worthy opponents in single
combat, kel in increasing orders
of magnitude.

syncretic iconography, denoting
his rank and battiefeld record.
Much of these have meanings

them
of the lambda’ Helikan-aiyph
markings common to Minotaurs
heraldry refer to attested ‘kills'



MINOTAURS CHAPTER TERMINATOR SQUAD

Squad Ixthalion, Tartaros Pattem
¢ Armour

Squad ithalion achieved martyrdom
‘ against the xenos and formed a
‘ pivotal role in the victory in space at
the Battle of Amarah as the only part
of the assault force unleashed against
the Tomb Ship ‘Dead Hand able.
to fight its way to the main control
ey, S ot
a precision teleport strke
by the Minotaurs Chapter Master
Asterion Moloc and his bodyguard.

Panoply of Arms: 1. Toledax Pattern Power Sword 2. Anvilus Pattern
Heavy Flamer; 3. Tigrus Pattern Storm Bolter

W I







235 points

te, Lord Asterion Moloc, revels i his dark reputation and
is ‘peror's name on a score of worlds. The veteran of &
Jlbattles, his body has been heavil rebuilt with cybernetic augments and his sheer spite and malice is enough to allow
i 0 g o wounds that would el essr Spoce Merine

% {acican,Lord Asteion Molo takes pleasure i the utterdestucion of s oss s most often ound i atle t the
his feminators, /

o!;legxrah‘ found on Giraa
hawy assault 3 ;, measuring the drnp& of
Spiltin the quest of his Chapter's strategic goals.

The Minotaus Chapter have often been used in the past to persecute traitors, iconociasts and renegads from within the
Tanks of the Space Marines by the High Lords of Tera. As a resul, Asterion Moloc has long become expert in the systematic
destruction of other Adeptus Astartes forces that have strayed from the path of ighteousness, viewing such targets as both
gl e ‘wrath and the ulimate test o the Minotaurs’ skis i battie. This has led the Minotaurs to war against

hapters such as th the Night Reapers, Space
M-nm S s e o i s i oy o e oA for i

WSISS'WIAI.dSv
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Special Rules
* Combat Tactics
» Independent Character

(8%
 Orbital Bombardment g\‘\m
ELER

Warlord Tt
« Legendary Fighter:



Chapter Tactics.

Dark Fury

If you include 2
el sy T S il
special rule for the Preferred Enemy (Space Marines)
universal special rule. Note that this counts against al
Space Marines (including Grey Knights, Space Wolves,
eto) excepting those drawn from a Chaos based Codex

| orarmy st If more than one model n your army has the

Chapter Tactics special rule, you must choose which

| version wil apply:

| been used by the Adeptus Custodes,

The Black Spear
An ancient artefact steeped in blood and said to have once

rociied Asr-mn Moloc.

the Fearless uni
penalties for

Orbital muw @
Teyiroala g e wvy
meseﬁppf;a%n

L de

=
On:e pePgamqm Aterion Malocs Shooting pﬁase, A

e moved

3
Range Type
TheBlackSpear  ~ 6 2 Melee, Specialst

Weapon
Lasbeam Assault 1, One.
Use

ital
bombardment

nomm W:x may ralf o an ottl bambarcinet,
“This counts as using 3 raned weapon and has the
following profife:

. Range Str AP

Unlimited 10 1

Masterof the Minotaurs
£ e sioeaions | e
Marines army and the Space Maine Seg
b sy i e e ot Va8 10,
use Asterion Moloc in your army; he must always be
your Warlord and you may take no other Space Marine
Chapter Master, nomed or otherwsse. f Asterion Moloc
sin your amy, you may also include one Horour Guard
squad. This unit does not count towards your HQ choces,




. 155 points

Enkomi, Kéluslarch'( he i ing of a paradox. He is at once a natural
tte, of

o sl it wm voice, alt rarely employed, belfay: | fos and a capacity for fiery

" s the greatest demagogues of isaloa
it ood e o s forces from the front n battle, emmng her t aver greater heights of atred
muon against the God-Emperor’s foes

’_>WSIS—STWIAMSV
anus Enkomi B Fgunal 24 %o 5 3; o 3¢

Urit Composition ‘Special Rules
(Unique)  And They Shall Know Bane of Hatred
E < No Fear Ianus Enkomi s a ving vessel for his Chapter' hatred

+ Combat Tactics of the Alien, the Heretic and the Traitor, and his

« Independent Character ratory matches the greatest firebrands of the Adeptus

« Zealot Ministorum in bile and wrath for them. This s no

« Bane of Hatred empty thetoric as in battle Chaplain Enkomi will unleash
all his rage and spite in a frenzy of attac

Warlord Trait

« Intimidating Presence: Both anus, and any Space Marine squad he joins, have

Carmour 1f chosen as the army's the Rage special rle.

o ook grenades Warlord, vanus Enkomi

. 3 the
i = oot 9 s shattered in the Battle
Before the game —the Warlord trait rather than of Gathetris by a Night Reop tuindechommec i
e i g o ling randomly. This Ty e Mo Chapters
appropriately) means that al enemy units artfcersinto a weapon of unsurpassing powe
SR within 12" of him must ‘elegance which, in addition to a deadly dr;vupm)n field,
d use theirlowest Leadership | incorporates a compact assault launcher

value, not ther highest.
1t has the following profes:

Range St AP Type
CroziusArkanos - User 3 Melee, Master-

: arafted,
Concussion,

Specialst

Weapon

Assaultlauncher 12 3 6 Assaultd,
Blast (3°),
Twin-linked

Chaplain Ivanus Enkomi is a HQ choice for a Codex:
Space Marines army or Space Marine Siege Assault
Vanguard army (see Imperial Armour: Volume 10),
representing the Minotaurs Chapter.




the Viper Legion

. So provoked, A

as with

the

hts—housing as theydo the honoured fallen warorsofagespast nstead oldndfference is msplam‘?
 the the

s Crapter, which

2 ancient word of Terran origins which may mean ‘giant’or
ez Regar

when not striding to

‘2=ssuit 3t of the Minotaurs, and agent of ts master's m/d wil,

s

ecaton Aiakos A 15 400
Composition

it Wargear
= 1 (Unique) « smoke launchers

it Type
» Vehicle (Walker)

inbuitt storm bolter

Amour
Front Side Rear

10

|
5 2

Special Rules
Pl il
ielding

* Venerable

 Augmented Atomantic shielding

Groundstike

| One of the Contemptor pattern's

Instead of hi &

53 series

‘Aiakos may

power core within. The sh

smashing

Contemptor chasss that. kor oot 5 partcuiary
powertul example of it kind, which fils the air around the
‘Dreadnought with the stench of burning ozone, and he is
able to violently discharge its power through the disruption
Feld of his gauntlet.

Hecaton Aiakos has a 4+ invulnerable save against shooting
ztiacks and explosions, and a 5+ invulnerable save against
atiacks suffered in close combat. In additon, if Aiakos
suffers 3 Vehicle Explodes damage result, add +2° to the.
radius of the blast

Venerable

Hecaton Aiakos’ controlling player may force resuits on the
Vehicle Damage chart against him to be re-rolled. I this is
Sone the second result appies.

pl me
Ttk s vt v oy o
Fight sub-phase, and automatically inficts 1 hitagainst—__
each enemy unit engaged with Aiakos for each mode in
‘that unit in base contact with Hecaton Aiakos’ model. 50,

for example, if Aiakos is in base contact with three models”

from an enemy unit, the unit suffers 3 hits, and so on.

Type
Melee,
Stiikedown

Range Str AP
Groundstrike P A

lecaton Aiakos is an Elites choice for a Codex: Space.

my Gee et Aot Yo 10) e
the Minotaurs Chapter.

He
a3 o e it S i




75 points

LBAMOCLES COMMAND VEHICLE .
cles:

the Rhino chassis It
02 artay, This allows the Damodies’ crew

o ks, and serves as the hub for communications between rapid moving
%mm«e; ‘qunships overhead and Warships in the black void of space beyond.

5 o Slde Rear WP
1

Unit Composition Wargear Options
1 Damocles Command » Storm bolter oA Damades may take any of the Vn“uwmg upgrades:

Vehicle " « Teleport beacon - Searchlight +1 point

« Command vox relay - Extra armour +10 points

Pintle-mounted storm boler. +5 points

UnitType
« Vehicle (Tank) Special Rules - Hunter-killer missile +10 points.
» Orbital Bombardment - Dozer blade. 45 points

i35 T g b
A Damdcles Command Vehicie is counted as a 0-1 HQ Orbital Bombardment
Sefection, but does not Use up Force Organisation slots The Damocles can use its vox and augury arrays to call
{ahd therefore cannot ever be used to occupy a force’s down a precison strke from Space Marine warships in
eompuisory HQ selection). The Damodies can be used in orbit overhead. Once per game, the Damoces can call

.| Godex:pace Marines, Codex: Dark Angels, Codex: Black down the bombardment justas i t was firing a weapon
Templars, Codex: Space Wolves, Codex: Blood Angels in the Shooting phase, The Damocies cannot move in the
and Space Marine Siege Assault Vanguard (see Imperial same turn that thisis done.

& | Amour: volume 10) armies.
Range St AP Type

obital
bombardment  Unlimited 10 1 Ordnance 1
Large Blast
(5°), Barrage

Teleport Beacon

Units which arrive by teleport (using Deep Strike) which
are part of the force containing the Damadles, do not
need to rol o scatter f they choose 1o arrive within 12"
of the Damodles,

‘Command Vox Relo
The Damocles is principally a command and control hub
for a Space Marine battle force in the feld, cohering
the streams of data and analysing the warp and weft
of confiit,

The Damacles allows its controlling player to add +1 to
otsubtract -1 from the results of any Reserves rolls they
make while the Damocles is on the table.




HEAVY suppoﬁr
V|GILATOR SERGEANT HAMATH KRAATOS

Homath Kraatos is -in-commanid of the Min > e G
of the Mir been rapid, e Ch
a warrior g y i
‘himself to be ruthl Jeader einper: s il
: i 3
When the Minotaurs Chap 2 inguisheg
Necron threat iven from their

b i i Drawn by the renwmmn of flesh, Mw%m ark]

struction, a
fate s sale 4 the e’k hunger overtok tre ey S bt rose from mnr!a(mg pomymd

ling th them
il refinery heart. I the three hour qun batle that ki sl vee o waste. It 3 e fo
that

Sxpected it i
civilans being killed.
ws B s T
Hamath Kraatos 4 5 Gegea
Unit Composition Special Rules
« 1 (Special: replaces < A Ty Shal Kaonio ignum 3 it
Sergeant in Space Marine ear This s a sophisticated targeting cogitator system tied to +
Devastator Squad, < Cort the data-feeds of the Space Marine battle force. A
Unique) *+ Prefared Enemy nfarey, with this can use it in ieu of making a shoafing attack
Jump Infantry, Jet Pack their own, If thisis done, one model in their unit counts
UnitType Infantry, Bikes, Jet Bikes) 25855 orthisShooting phase, Decae tht he Signum
« Infantry (Character) isbeing used before anyrollsTo it are made. -
Wargear Assassin Bolts
« Power armour Kraatos carries a /rmrredxupa!y of artifcerengineered.
« Bolt pistol rounds for his heay
« Heavy bolter

« Krak grenades q
« Signum rather than standard mass-reactive warheads (which
« Assassin bolts would not endure the fusion discharge), thei extreme
speed and density makes for a highy destructive and
accurate weapon.

Vigilator-sergeant Kraatos replaces the Space Marine

Sergeant in a Devastator unit in a Codex: Space Kather than fifing s heavy bolter sing its standard.
Mearines o Space Marine Siege Assault Vanguard army profile, Kraatos may instead use an Assassin bolt. This
representing the Minotaurs Chapter. He must be used as has the following profil: y
shown here and cannot take any options, although his -
unit may take options as usual, Range St AP Type

Heavy boter

(Assassinbol) 48" 6 3 Heawd,

Sniper
]



HEAVY SUPPORT
EAGLE ASSAULT GUNSHIP . 225 points

isrm dating back t the uncertan pastof the Great Crusade, the Storm Eagle Assault Gunship was smaller than the more
us Stormbird and Thunderhawk designs n the Space Marine Legon air feets./twas a decated srike unit, very heavily

pacity 5, and while . clear

. Angels and Knights speak to a common

time Taciltes for the Storm Eagle with
Worlds Tigrus, both of which catastrophic
3 Chapters have managed
the centuries the number of active Storm Eagles
inSpe the last few decaces, o
heve favourable refations with the Presthood of Mars, believe the A

production at an as yet unknown location.

i Armour
. BS Front Side Rear HP
Storm Eagle. Al 12i 124

Uit Comgosition Wargear opt
+1 Storm Eagle Gunship  » Twin-inked heavy bolter = The Storm Eagle may exchange its twin-inked heavy bolter
W « Vengeance launcher for one of the following:
urit « Amoured ceramite - Twindinked mult-melta +15 points
ice (Fiyer, Hover, - Single typhoon missile auncher +25 points
sport) Special Rules + The Storm Eagle may take one of the following s
o 2 ¥ * Deep Stike - Four Helsrke misses points
Transport Capacity * Assault Vehicle - Two twin-inked lascannon +%0poins
# The Stomm Eaglehasa  » Power o the Machine + The Storm Eagle may take any of the luHowmg upgradés
+ tiansport capacity of 20 Spiit ~Searchiight 1 point
. models - Extra armour e 375 gots
Access Points e e
= The Storm Eage has four Armoured Ceramite
‘access points: one on Weapons with the Melta specialrle may never rol an

additional D6 against a vehicle with Armoured Ceramite.

BT A P

Q00 The Vengeance launcher is a muli<chambered rocket
ground attack, this weapon allows the Storm Eagle to
to provide direct fire support once it has delivered its
deadlly cargo of Space Marines.

either side, and ramps at
both front and rear.

Range Str AP Type

Vengeance

launcher 48" 5 4 Heay2 lage
last (5°)

choice for Codex:
Codex: Black. Templalx pist Space Votess 8
Marine Siege Assauit Vanguard armies,




HEAVY SUPPORT
STORM EAGLE ASSAULT GUNSHIP — ROC PATTERN.

el S assault i 0 date back to the e
Exie s ne ofthe most gy el ehces oF s i i i to 15 oG f et s whvmelong GRS

vy has wared and waned over the millennia. While some Chapters, such a the Salamanders and ImperialFss havl: :
managed to maintain a sizable core of the 5 over i dwindle to mn—exmm§ g

Sewnere. This state o saprsngrevesl i e clsgdecadesof he 1 Mileiom wih v e
Zagles and s variants issued to certain Chapters and
et mandated pesecution of e teneode Nt Resprs Craptrvhen suscons o e including sevral
o patten gunshis, weregiven over o the Minotaurs and Red Teplrs Chapters 0 ad hemin tei fask O 4
o

Rocis variont of g ended:

ransport capacity for added specialsed munitions and
oot fuel rseresfo s afttucinal Ipsters. Wi thes peviss it handx of a skilled pilt, the Roc is capable
of the battlefied, fortifications

Armour
BS Front Side Rear HP
3 il &

Unit Composition Warge: opt
« 1 Storm Eagle (Ro<) * One hull-mounted twin- “ASiom i ey excrane il d a8
Assault Gunship linked heavy bolter botter for
+ One hull-mounted twin- Ruiminked it e D
UnitType linked vengeance launcher - Single Typhoon launcher... 5 points
« Vehice (Fiyer, Hover) with Roc warheads + A Storm Eagle (Roc) may take any of the cumm.m;
+ Two wing-mounted twin- Upgrades
Access points linked lascannon - Searchigh ... 41 point
« The Storm Eagle (Roc) has » Ceramite plating - Extra armour IE————— T
four access points: one on
both sides, and ramps at Special Rules. ey . v
the front and rear * Deep Strike Vengeance Launcher wi
» Assault Vehicle Rather than the usual explosive fragmentation warheads:
Transport Capacity « Power of the Machine arried by Vengeance missies, the warheaos mounted on
« The Storm Eagle (Roc) has ~~ Spirit the Roc are replaced with sub-munitions packs, known
atransport capacity of 14« Strafing Run a5 Roc warheads, which shower their target with multiole
el armour-piercing rockets.

Range Str AP Type
Rocwarheads 48" 8 3 Heaw4, twin-
linked

The Storm Eagle Assault Gunship ~ Roc Pattern is a Healy
Support choice for both a Codex: Space Marines and a
e Sierie sepe At LRI iy
the Minotaurs Chapter




15 points per gun

pters 10 take on th

e

kot yeae

. special Rules -
i « Automated

5 activating in the m:dsr for e

B

optons
ke ool (o

« Fire Modes

“wirinked lascannon il e model
Multi-melta and searchlight. ts per model

. me ST exchange their el heavy
bolters for

- Hypenos missil launcher™.........+20 points per model
sty Gy eidpe wifls Wiperos it launcher

may exchange it fo

- Hyperios. a0 polts e ot

may

be upgraded to have:
~.+10 points per model
+10 points per model

S
- The Deep Strike special rule...

ﬂnhke s\anaw ar\lNely, Automiated Artillery does not
fequite crew in order to function. It s not removed from
lay due to lack of crewand each gun must be destroyed
riotmaly before it is removed. Automated Attllery cannot
iove and cannot charge. If assaulted they do not pile-in
fdfcannot be locked in combat; their attackers will it
-mmcany butmust ol To Wound normally. I a unit of
Astilery loses an assault nothing happens, there
e no Swaepmg e, v it s o Chraplionon
es, The Automated Artilery emains in place and may
| e e e iy s
i assault, the enemy must take a Morale check as normal,
ithough the artilery piece cannat Consolidate or make a
Sweeping Advance

Hyperios Missile Launcher

Range St AP Type

yoerios

misslelouncher 48" 8 3 Heaw1,Skyfire

- Interceptor, Heat
Seeker

Heat Seeker
A weapon with this special rule can re-rol all failed rols To
Hit against Fiyers and Fast Skimmers.

Hyperios Command Platform
A5 long as the Hyperios Command Platform is on the

table, al Hyperios missie launcher equipped sentry guns

in the same unit receive the SplitFir specialrule (the unit
automatically passes any Ld tests it s required 10 take to use:
the Spit Fire specia rle without rollng any dice)

ing Modes
A'Sentry Gun can firein one of two ways and you must
Gecide which mode it will be set up in before the start of
the game. You cannot change its mode once you have
decided, t remains i that mode for the rest of the garme.

Point Defence Mode: The Sentry Gun is set up with 3 fixed
firing arc. In this mode the gun will engage enemy targets
P 10367 away which are in a fixed 90° arc to is front,

Sentry Mode: The Sentry Gun is programmed for close
defence and may target enemy models within 18" 10 which
it can draw line of sight and can fie all around iseff

Targeting: Which enemy unit within range is the Sentry
Gun' preferred target is determined by its armament, If
preferted target exists in s ine of sight, it willsimply attack
the nearest enemy target in ran

« A heay bolter-equipped Sentry Gun wil fire a the nearest

fire at the nearest enery Vehicle or Monstrous Creature
according to its firing mode (note that immobilised
ble tar

s,

will be ignored).

A Sentty Gun Batey is a Heay Supportchoke fora_
Codex: Space Marines, Codex: Dark Angels, Codex:
Black Termplars, Codex: Blood Angels or Codg:
Wolves army.




HEAVY SUPPORT

DEATHSTORM DROP POD.

y force from
th Such as the Vir )
i a Aside from
other e s the s o utomated
patter in particul cannon to blast clear

in their wake.

e e s et o g4

bulk of their ammunition already expended on their arivl,

Armour
Bs Font Side Rear HP
DeathstomDropPod 4 12 12 12 3

Unit Composition Special Rules
« 1 Deathstorm Drop P+ Deep Strke:

« Immobi
Unit Ty « Inertial Guidance System
* Vehicle (Open-topped) * Area Denial

« Independent Machine
Spirits

Wargear
« Five deathstorm launchers

it

Option
Ay Deatstorm D P mayreplceall v daaforn
launchers with five assault cannons... +25 pamsjg model

N

Area Denal

Any successful Morale checks or Pinning tests caused
a Deathstorm Drop Pod on the turn it deploys must be:
re-olled

Independent Machine Spi 5
Deathstorm Drop Pods may target different enemy urits™- |
with each of their weapons
Range Str AP Type
Deathstorm -
fauncher a8 5 4
Assadltcannon  24° 6 4

S il

oot 18

A Deathstorm Drop Pod i a Heavy Support choie for -
gels, Cc <



90 points

the Great Crusade, which
largely been replaced by the Lapd Raicer Redeemer in many Chaptws The Crimson Fists, Fire Lords and Subjugators,
ers, ks, and in particulr t s seeing

an attempt to replicate the Saal Prdtor STC stukbomy
) The i the form ofa
- potency of a magna-melta, a
Regardless of tarret 3 with

Armour
© .« BS Front Side Rear HP
Predator Infernus 4 3

Uit Comppsition Options
11 Predatorinfernus « A Predator Infernus may take one of the following sets of
“ ons:
uw. ¢ ~Heauy flamers.......... +20 points per model
» Yehie (Tark) & Senhoiss. 420 points per model
5 - Lascar +50 points per model
Waigear « My exchange Famesion canvo o
+ Searchlight - Magna-melta cannon 430 points per model
» Stnoke launcher « Any Predator Infernus may take any of the following
» Flamestorm cannon - Hunter-killer missile +10 points per model
b e

“extra +10 paints per model
it e Bt +5 points per model

Magna-melta
A magna-melta s a heavy, shortranged, area effect

heat cannon originally designed for use on boarding
torpedoes and assault rams n brutal starship assaults,

i and hulinto molten siag in mere moments. Patterns
of magna-melta compact enough to be fitted to tanks
and armoured vehicles are substantially arer in the 41
Millennium than in previous ages, but stil make for

~ devastating anti-tank and siege weapons.

3 Weapon Range St AP Type

Magna-melta 18" 8 1 Heaw 1, large
Blast (5°),
Melta

A Predator Infernus is a Heavy Support choice for a
Codex: Space Marines, Codex: Dark Angels, Codex: Black
Templars, Codex: Space Wolves and Space Marine Siege
Assault Vanguard army.



One of the rarest B

which

s 8 Crusade-er

m ancient h

inerating

Cels needd ot th execuioner weapon, 0 ety i e e e Knowledge

plasma cannon with a heavy conversion beame

This tums the Predator Executioner.

renittance from the Ak
devastating firepower was more common and more necessary

Armour
BS Front Side Rear WP
Predator Executioner 4 13 3

Unit Composition
1 Predator Executioner

Unit Type
« Vehicle Tank)

Wargear (Predator)
« Searchiight

+ Smoke launcher
+ Plasma destroyer

Plasma Destroyer

Range Str AP Type
Plasma destroyer  36° 7 2 Heaw3,
Blast (3°)

Heavy Conversion Beamer

Range st AP Type

Upto18" 6 - Heaw,
Large Blast
(5°), Fiing
gty

Heavy
conversion
beamer

e Blaﬂ
5°), Fir
Caibraion’

1 Heawl,

Large Blast
"), Fiing
Calibration!

“Firing Callbation: This weapon may not be fired i the

model cartying it has moved in the same tum, regardliess
of the Relentless special rue or f the carrying model is a
vehicle, etc

&%

options

- Heavy bolters....
-~ Lascannor poi

The Predator Executioner may exchange s plasma £

destroyer for: =

- Heavy conversion bear 5 points

e et Exeeionr oy kb any 1 loHawmg

- Hunteriller misie...

lood Angels* and Space Marine:
Siege Assault Varlgusrd army.

*In a Godex: Blood Angels army, the Predator
Executioner does not have the Fast rule, unlike the Blood
Angel’s standard Predator




295 points

revered
to carry a large body of !roo;:d
fire that woult
e genius of moxe who madeit was St ot
itssize. Itis
[ e motie e,
woul asunder. Their greater transpor is
suits of as the Minotaurs
Armour
Front Side Rear  HP
14 14 s
Special Rules Options
. Powsl of the Machine « Aspartan may exchange its hul-mounted twin-linked
heavy bolter for:
R whge ~Twin-linked heavy flamer
= A partan majchangs s acanncn ponrs fr
~Laser destro G ree
P ity e g e
e Spartan * A Spartan may take any of the following
aceess) pc:mvt \h! font - Hunter-killer missile .+10 points
. nd two on each side. - Armoured ceramite +20 points
+ ASpartan may take one of the following pintle- mounted
« The Spartan has a [ R —— S DOINMS
Z vbmmncapamy of 25 - Heavy flamer A +15 points.
- Heavy botter B
- Mult-melta B +20 points

rgear
§0 sponson-mounted
quad lascannon J Armoured Ceramite
fl-mounted twinink The thick hullof the veficle has been further augmented
boter - with blessings and prayers to the Omnissizh and ablative
searchiight ceramite plating. Weapons with the Melta special rule
moke launchers may never rol an additional D6 against a vehicle ith
xica Armour Armoured Ceramite.

Weapon Range st AP Type
A Spartan is a Heavy Support choice in a Codex: Space Quadlascannon 48" 9 2 Heaw2, Twin-
Marines, Codex: Black Templars, Codex: Dark Angels, finked

Codex. Blood Angels, Codex: Space Wolves and Space Laser Destroyer 36" 9 2 Heaw1,
Marine Siege Assault Vanguard army (see Imperial Ordnance®,
Armour Volume 10). Twinlinked

A Spartan may aiso be selected i a Tyrant's Legion army *Note: This weapon has no blast, but benefits from the
under the restrictons for Astral Claws Chapter Support Ordnance rule’s increased abilty to penetrate armour.
(see Imperial Armour Volurme 9, pg. 193).




WEAPONS

Weapon Range Str

Asaultcannon 24" 64 Orbital 5
bombardment.  Unlimited 101

Heavy conversion beaner
Upto18" 6 Heaw 1,
Large Blast (5°),
Fiing Calbration
18:42" 8 Heaw 1,
Large Blast 5%),
Firing Calbration!
42°72° 10 Heaw 1,
Large Blast 5°),
Calibration’

! This weapon may not be fired if the modet. it has .
moved in the same turn, regardless of the Rel special

rule or if the carrying model s a vehicl, ete:

& This weapon has no blast, but benefits from the %

rule's increased abillty to penetrate armour:




MINOTAURS CHAPTER ARMOURY

The Minotaurs Chapter is noted as having an extensive
its disposal, both in quantity and variety of
\wargear, weapons and war machines. This breadth and
diversity is believed to originate from their cose relationship
with the authorities of the High Lords, which grants them
f the many

vanquished foe'sstrength of materiél and arms to their own.

The Minotaurs armoury and panoply of war machines
would be sorely tested against the Necron onslaught on the

Sector. The Necrons’ ancient proved
ime and again to be more than a match for the finest

only the superhumanly relentless and warlike spirit of their “Mortis' Pattern MkV Dreadnought ‘Hellfire’
Chapter, as well as their skill at arms, that allowed them to ‘Support Configuration Unknown identification.
hold their own against their unliving enemy and triumph in Note; This pattern is very uncommon in Codex Chapter
many batles, athough never Vice andmay have: iof

Thunderhawk Heavy Assault Gunship *Arimaspia’
Turbo-laser armament, Canfiguration Void Assauit and Interception,
Central Chapter Reserve: Based on the Daedelos Krata, Amarah \oid

Later deployed to Arcantis Cluster




Minotaurs Chapter Land Raider Prometheus, Macragge Pattern.
A specialsed command variant of the Land Raider, this example, drawn from the Chapter Armoury,

the
barren moon of Ghiatist in 995 M41 and used as a Terminator assault transport during the unsuccessful
eng 7




Anvilus Pattern Storm Eagle Assault Gunship, Minotaurs Chapter, ‘Roc’ sub-pattern armament
mn.mmmcmm hmmdmmmmmsmmw
‘qunships i its Chapter flest. This example, ‘Herodal's Wrath' was attached to the 7" Tactical Reserve.

medmmmmammm»m

o~ i
)
R
“The ‘Fortuna Mori’ transport
of befits this and role, features
i i




THE DEATH KORPS

OF KRIEG

The Death Korps of Krieg are among
the most dedicated and merciless of
the forces of the Imperial Guard, They
are legendary for their abiity to fight
on despite facing impossible odds
and can twin e ideof bt n the
Imperium's favour n the most deacly
of warzones




i
R

1% Krieg are s infamous fo theircallous disregard of

casnlis and indiference to the suffering of ally and
eneny alke 2 they ae forthei formidable record n

Svar Thais s & dark history,for the Death Korps’ grim
fesyour n the face of the Imperiums enemies s the result
‘o 2 fve-century long nightmare of treachery, fevoit and
Samic war It is a stain of sin, in atonement for which the

- Sebpie o Krieg have commitied thermselves 0 generation

Siter qeneration of war and martyrdom to expunge from
their souls.

Tie ORiGiNs OF THE DeATH KORPS

Kifeg is a wilderness of ruined cities and poisoned earth
borm of centuries of the most terrible warfare imaginable.
The former rulers of Krieg, the Autocrats, fed off warfare—
the munitions and arms produced by their world supplying
mperia forces acfoss the Segmentum TempesLus. AS war

Sfences, al the time growing to resent the demands of the
| mperiuriand chafing against ts rule. The ciizens of Kreg,
eanwhile, were sadiy ignorant of the folly and pride of
oy leaders and the heavy price they would 5001 have
topay

Inthe year 433.M40, the Autocrats declared planetary-wide
mattial law and seceded their world from the Imperium—the
harrors of ciil war were soon to follow. Much of the world
Quicky capitulated to the rebels' powr, with only those on
Krieg of the Adeptus Ministorum and the Adeptus Arbites,
whose loyalty lay with Terra rather than the planet’s rulers,
providing serious resstance, that is except for a single hive
ity ~ Ferograd. Here the Krie 83 Imperial Guard regimen,
under the command of Colonel Jurten, quickly took control
o the hive ity from ts vacillating rulers in @ military coup.
Fertograd was swiftly arganised as a allyng point against
the rebels but, despite their resolve, the situation for the
{oyalists on Krieq was dire and Ferrograd was soon cut off
and besieged. Kriegs extensive planetary defences were also.
‘nder the traitors’ control and were strong enough that 3
full-scale fleet action would be required 10 breach them.

Help rom outside would not be forthcoming and Jurten was
instead informed in o uncertain terms by the Segmenturn's
{mperial command that a fleet powerful enough to invade
Krieg was simply ot available given the press of warfare
elsewhere, Instead Jurten's orders were as simple as they
<eemed impossible: to engage the enemy, to punish theit
The Emperor would provide;
he was told. Faced by the horific odds stacked against him,
Jorten came to the fateful decisian to plunge Krieg into @
Savage and self-destructive atornic war.




gugM of the Feast of the Emperor's
unleashed a devastating missie barrage upon the
ing rebiel strongholds, the missiles caftying payloads

mtechanicus centuries before. Tonnes of lethal sotopes soon
Blanketed the entire world in deadly fallout and, wracked

st few hours, and those who did not perish took to their

into battle, pulﬂ

Hﬂwwe divk"&ind&(
a1% M\!Immul‘ﬂv |he Imperium of Man
thess nianﬂ fumber of
ometh asae theresouices
their creation:z

Tmm DE:\';:IE 3

o future generations who would live with the terrible:
war would go on.

between secessionist and loyalist devolved into a pitiess,
bloody war of attrition across a planet where every inch

and shell craters. Mutation, famine and piague were nife;
from cradle to grave daly existence was a horror of survival
‘and savage war. From this nightmare however, through
fifteen generations of Yemb\z bhxmy attition, me Derth

consequences of the atomic attack, Jurten's plan would come:
10 be known as the ‘Purging’, but it was not the end; the civil

Krieg had become a man-made death world, and the conflict

‘ground became lttered with trench works, rusting razor wire:

hei
relentlossly i gl lor%u aﬁw i
e iperallsrn, s cf

h Korpsman is prepared fvg
e ooy ondeak s Fonet g
and characters of the young prospétive Gua

‘e found otheruses as no flesh or bl

Korps were born, and after erly
sought victory was theirs.

When Krieg was officially returned to the Imperial fold in

949.M40, is long absence had not gone unrecorded; Krieg
was in artears, 50 a new tithe of men for the Imperial Guard
was placed upon them by the Depariments Munitone, 5

nd theit f of by
felows, Those' Mswwtoxhelaslswgnﬂmaw
must then face thef inal and mostarduats test - e
of Krieg itself.

Krieg s as deadly in its own Way as any world known
Man; n0 part ofis war-blasted wasteland has euerhaen

offered them ot one bt twenty regwmenls et
depcyment, (o, waindard eqmpped and

reclaimed, lasxamenno(hmrur\
long struggle. Itis a barren desert of smashed citg
wastes, rad zones and fallout-tainted wms and a

‘each commander req
zones available.

e i st

dig trenches, clear minefields and fight mock battles ag

other cadets. Only those that endure are judged fit enoi
ers of Kops.

and within them was a vast underworld of mdusw and
manufacture geared specifically to the production of arms
and equipment, but most of allto the production of soldiers,
soldiers who proved to be as implacable as the factory

lines that armed them and as pitilss as their blasted
radioactive world.

Krieg now raises tens of year where a

Beneat s take ther p.
ipaiiaiein during i Gl wat, Tens of thousands
of kilometres of b d been dug

laving bee
oniy to fight, and having known nothing but the nightmare
that their world had become and its unceasing, meftiless
war, generations of fighting men came to see death in the
name of the Emperor as their utimate goal, a final peace
and reward in the great hereaﬂer “This atitude femains

comparable sized world might be expected t0 tithe one
regwram every decade. The rate of attrition and destruction

g todieas a”
1aciic 1 the Emperor To them death b2t agac ot
e of many i the pothects of e ok Rt

amon s likewise 3
5 they are atigned o ncid VOISR fof sthica on
some of the most hazardous battlefelds and dangerous
‘worlds known to humanity. The Death Korps have proved

0 be extremely effective troops, and while till only human
(unlike the mighty Space Marines), they have proved capable
of achieving victories against the odds by dint of bloody
sacrfice, endurance, aggression and

they and their people be forgiven
for the sins their forefathers committed and the blood debt
10 the Emperor be repaid. No doubt because of the atomic
horror of their poisoned world, the individual Death Korps.
soldier has 2 deep seafed and pathological abhorrence of ¢
the mutant, this animosity extending in equal meastire 1o/
vitches and psykers—Krieg el roduces st nopayker
a

But despite ther senicefecord, Krieg unisare not well ked
by other Imperial Guard commanders, who often cite them
K
o

births in its h wpeter b e result
of long standing e i o od RS
systematc clingofthgenelost aw.ngm civil war period

o

his deep-seated




that sanctioned Imperal psykers

o e Death Korps -

gnea 10 theirranks, as unfortunate
recorded i the past whete this has

e Biam Korps are nathing iEot drs(!plmed

manpowe is 4 sege gt g fiorgle
. Death Korps' philosophy of total war réaches its ultimat

Lexpre 81 maians coeio onfhe incie

ofsustained arller bombardments flovied by o masive
-and nnreiemmg gl smoiitiond et to e

ncaing spce Mghe Chaumsw)[ose
lelinans is hngh ’\ SEG the best of

o Munitorum a Kriea slde s 2
Used and expended as negded. To the Krieg
bl e won s s ppition of
Jming force: Their docifne dictates that any battle
ubeetier apigto s Vlloaess i aeeds
of their eriemy s  battle aleady won—everything eise
ime and aritoh Jo thg end foth

OnE notable feature of the cult of martyrdomand sacrifice
withir the Death Korps, and one that i seldom
s teloutsders; s the tradition of the "Honoured
)E'me: Krieg Korpsier; upon their successful induction
theif regiment, are given a Departriento Munitorum
code by which they are known—with any name they.

3 g previously answered to discarded as obsolete. To regain a
nam a true or ‘honoured name by which the Emperor
them, requires one of two things: martyrdom or
ixveme act of valour in batle. As to the source of these
‘and their particular import the Death Korps remain

although outside observers tend o believe that they
fiosen from the census of Krieg at the dawning of ts
at civil war, each soldier of the Death Korps awarded such
Bime symbaically bearing a sou from those times back to

; _itisahis name that is entered upon the cold basalt m:
T Gt rieq sell end for each drop of blood spilt are Krieg's
< sins redesmed,

l\:glmemﬂl Deployment

Regiments are aised on ng with great frequency, indeed
fon of full trained and battle-reacy regiments

BiRie mpecial Gual s Kicg’ sl tre sutputand
occupation, and the entire world has become in essence
 machine geared to the production of soldiers. The form
and composition of these regiments wil differ according to
the edicts of the Departmento Munitorum and the strategic
needs of the moment, but within this emit Krieg's partcular
enyironment and history lends tself to e4pertise n particular
aspects of warfare such s siegecraft, heavy infantry assault
and extreme hazard warzone deployment. Krieg supplies
the trained manpower and the Departmento Munitorum
organises it into various different types of regiment. This
encompasses infantry regiments, mechanised infantry and
tank regiments, but by far the most common use of Krieg's

es Death Korps of Kneg
regimens disinct, however, s 1k thek weroear it i
mentality. Regardiess of their assigned role, they retain the
Death Korps'strengths of discipiine, endurance and fanatical

attition rates and environmentally hazardous warzones
makes the Death Korps one of the most highly sought after
forces in the Imperial Guard for deployment by warmasters
and generals, and accordingly they suffer some of the
highest casualty rates recorded.

OriER FORMATIONS AND Unique Troo Tvpes
Assault Brigades
As with much of the Death Korps doctrine, the formation of
the assault brigades has its origins far in the past of Krieg's

. nightmarish civilwar. Drawn from the ranks of other combat
regiments, veterans, and volunteers, Death Korps assault
brigades are the breakers of the line, the forlor hope—a
force set to attack (or counter-attack) at any cost against
the fiercest resistance and the strongholds of an enemy’s
power, Often the assault brigades must face the direst odds.
with litl, if any, hope of indvidual surviva, but where its
members may die, they care not 5o long as their strategic
objective is achieved. Given their battlfield role they are
heavily armed and equipped, classifying primarly as a semi-
mechanised heavy infantry formation in terms of the Tactica
Imperials, featuring a high proportion of grenadiers, Death
Riders and combat engineers i their formations, and largely

tatic of

in favour of heavy armour and self-propelled guns. They are
also commonly.armed with specially issued equipment, some
of which again owes ts origins to Krieg's own dark past,
such as the acidic gas bombs issued to combat engineer
squads and chemical incendiary ‘carcass’ munitions used to
saturate defended positions before they are stormed.

In adition to their famous siege regiments and assault
brigades, as the srategic needs of the Departmento
Munitorum dictate, regiments of other, more specialised,
types such as light infantry regiments, recon detachments
and armoured battegroups are also rased on Krieg
Regardless of thei role they remain Death Korps, 3 unique.
product of environment, taining and mentaliy. In addition
o this, there are also a number of t100p types unique to the
Death Korps

The Quartermaster Cadre
One of the most unusual features of the Death Korps
regiments s the replacement of battlefield medics and
confessors found in most Imperial Guard regiments with
individuals known as quartermasters. The quartermaster's
ole has its roots in Krieg's own war-torn past. In that
merciless war the recovery of the arms and wargear of
the fallen was of premium importance, and field medicine
and battlefield triage was a luxury that could seldom be

w




seal meant a slow lingering death n any case).
in Krieg's war a soldier that

back tothe fray, nv~a( least retreat under ~ :

2 their worship of the God Emperor of Mankind.

sters are chasen from the ranks of the Death
Seng aining, i particuar for thir fath,
2nd mental aptitude, although occasionally the
asters’ ranks are added to by individuals who
survved against the odds and are seen, by their
Karpsmen, o have been marked by the Emperor's

10 smash through enemy lines. Such'is

attacks, they are commonly used in the
either held back to break counter-attacks or {0 press a - s,;
breakthrough themselves. They have
Aooc 6 rbutalion Sang oiediara Guard reqnnpms
for their merciless pursuit of fleeing enemy ir

dditional training in field
. basc tech-lore and extensive indoctrination into

g =nemy guns and so forth. Above all they, sull de«wev
=5 on the battlefield to Death Korps soldiers
220 badly wounded to continue, and it the gene’aHy
s that the skull mask they wear, representing Krieg's
= 5 r2gain the Emperor's Grace, i the last sight
msoper should see.

= Bstile has been won, a quartermaster's duties are stil
i o o ot e ield ol
it

superfcially similar to rough rider cavalry units

sgneerin; alred o sengt,endurnce snd
= imerous additional bio-sculpted organs

s 2150 2 weapon i its own right with its chemically

routed defenders.

Death Korps Grenadiers

Grenadiers form an elite force within the Death Korps.

are dispersed throughout the Death Korps siege regimen

but are most commonly deployed iff concentration in the -
Death Korps assaut brigades. Their ranks are drawn froms-
veterans and survivors of decimated squads and platoons
based upon their meritorious service and ski, but above all
on a proven ability to survive,

& 5
Intended for deployment where the fighting is. remm,hén
Korps grenadiers are equipped with heavy carapace armol
and are armed with amplified-discharge lasguns (commonly -~
referted to as hot-shot lasguns or hellguns) which are finked
102 high capacity power cell worn on the back. Breaking
with conventional storm trooper training, they,are never
deployed by grav-chute and Instead often carry theibruntof
an initil advance on foot, or function as smalltactical unis.
in rapid moving teams, or the squad may carry an addtional
heavy stubber to increase their firepower. Fatality rates
among the Death Korps grenadiers are very high, but it i
considered an honour to be chosen 1o join their ranks. Their
high standards of training and equipment, coupled with,
their mental resilience, rank the Death Korps grenadi
among the most proficient soldiers the Imperial Guard has
10 draw upon. .

Combat Engineers
Selected for their technical aptitude as well as their martial
skm and discipline, combat engineer squads are amon

ost common of the Death Korps specialised infantry
fomatons They have the particular task of carrying out
siegecraft, demolitions and breaching actions on the =
ettt ant i arde o pecomplih thlthey are e ipgt
with a variety of specialised equipment tailored towards
demolitions and close quarters combat, such as carapace |
armour and combat shotguns, as well as mole faunchers an
melta bombs.




BATTLE OF AMARAH PRIME

during
men-nw-uwormwavusamm several tens of
thousands of Imper

1, Arkurian Pattern Stormblade Super-heavy Tank: 14"
Heavy Tank Regiment, assigned to the 60" Line Korps.

e e o i N O B oo
invasion. Unfortunately, Imvmmyohhrsew:rm

Ao an et the it assal, with theexception
those belonging to the Death Korps and Necromundan
sunvived through

‘Necromundan ‘spider clan’ motif: usage not
sanctioned by the Departmento Munitorum,

The ‘Mortua Ferrax’ approved insignia of Imperial Guard
Assault Brigade Formations.

confiauration i particulaly sued 1o fiahing in buif-up
areas, and Krieg forces utlised the ruins of the Amarahan
hives to shield their heavy armour from Necron long range
frepower and maximise their own effectiveness against the
Necron Phalanes.




- Thunderer Siege Tank: 5" Siege Tank Squadron, Necromundan 8" Guard Regiment.
for over
nmmmerm e Bacromundin 6 T Sobds gl ki s, eyt

the ruins Vi st
base of resistance.

qrmmm.ﬁ B -fﬁ‘



1. Krieg Pattern Helmet with Vox-pickup
‘The Death Korps operate a vanety.of distinctive and

Although most famed within the ranks of the regiments of
the imperial Guard for their siege korps and assault brigades,

specialsed worgeat (5 outf their 700ps wih. These desgns,
approved

manufactured piece of equipment, fited a t s with mpact

and justy s0,
numbers of 2 As a tank commander, Lieutenant Gonal's
and mechanised i
and martial prowess of any other to be found in the service  armoral denoting senlority.
of the Imperium,. The Orphean Salvation taskforce, aithough
assembled at relatvely short notice, 2
the trengih of the Death Korpsof Kieg by the
et of ts makeup standard
I o et e et red oy many imper
S e
amlleryswpﬂﬂdu-dm-ms, maintenanice, allowing its use for very extended periods.
The regulator pack, worn on the chest, allows fitration
The officer exermplar depictedin th and
upon the pic-capture of Liestemart 2 Class loan Gorval incorporates a fullrad-gauge system for battiefield
of the 477 Death ured Regiment, attached to ‘monitaring and threat assessment.

commander of the Leman Russ-Ryza pattern Vanquisher tank 3. Death Korps Company Banner

‘Oath of Iron’ and aiso second-in-c y i ,to the Death
‘Company during their depioy Korps of y g

mining world of Kaelogeddon in the Arcantis Cluster. Shortly mmmmmmmhmmhw

cataciysmic Batte of 3 mmnvm mmunnmw

several other worlds in the star cluster came under attack ‘winged skull symbol of the ‘imperialis represents

e vast asion frce tha contested Amarah, nevrthelss  promise of martyrdom in battle A sueh s commonly
ed the Arcantis by

Cluster, y formations,

‘outying colony worlds. the charge.




Dearh Kores of Keiec ARMOUR

As a result the
el use of the sightly
- Russand W owertol

. while toboth "lmrs:per

ine’ types-
cmmsﬁmm«wmersmwarm I terms of
their most powerful armoured units, although the Death

‘heavy armour capacity. This has meant that, over
mem.xmnus longsidethe Gorgon super-heavy oy

super-

in partcular avour o cary thel roops acros the deadly
‘maelstrom of No Man's Land, have become synanymous.

types such as
Stormblade) high attrition losses in battle, not least of al as a
result of ! direct an

ight of the Death Korps of Krieg.




DEATH KORPS OF KRIEG
134™ HEAVY INFANTRY REGIMENT

A veteran unit previously assigned to

before being put under permanent
assignment to the C of Eurydice
Ordo Xenos reserve.

1. Line Korps infantryman

2. Line Korps Grenader

3. Lucius Pattern (No.98) Lasgun

4. Mklld Accatran Pattern Plasma Gun
(Specialissue, Thamyris Taskforce)

5. Lucius Pattern (No.15) Heavy Bolter,
with Trench Carriage and Barrage Sights.

an [t

k| [N




Krieg Imperial Guard doctines,
6. Line Korps Infantryman
7. Line Korps Grenadier

8. Phaeton Pattern Vox-caster
(with Laud Hailer)

9. Krieg Pattern Flamer

10. Lucius Pattern (No.22) Rotary
Combat Shotgun

11. Lucius Pattern (No.98) Lasgun

12. Trethgar 'Petard Pattern Field Mortar

N



DEATH KORPS OF KRIEG
ASSAULT BRIGADE'ARMY LIST

ol G e rgest fighing fotce i he Glox, Allesan the Death Korps Assault

igade Amy List
‘i:g‘ge;‘ military organisation i the long history of “The Death Korps assault brigade is a variant Imperial
it is huge; billions upon billons of men at arms and  Guard army, but unlike more commonplace Imperial Guard
jons wi ks and antilery guns stand ready o fight forthe.  regiments,the sheer fanaticm o ts Korpsmen and the
1t 1StHe Imperial Guard that must bar the brunt of  nature of their deployment at the frontline of the harshest
R o Wherever thet sconfiE, teres e fields of war in the 41 Milenniom mitigate somewhat their
{Guard. 5 ability to use or be used as alles.

The Death Korps of Krieg Assault Brigade army lst may
tens M’thmsandﬁ afmen, bt therear ol more HEforelaks an e contigeht 70 s Coex
specalised, h my, 2 Death Korps Siege Regiment, an
ited fromthe world of Krieg. Among i e Gegelt < pe] Guard A Batle Group,a Cooe Space

jments who; withitheir vast resources of infantry and heavy - Marines, a Codex Space Wolves, a Codex Black Templars
artiery, are deployed on battifields where there is bloody amy, and a Sisters of Battle army s Battle Brothers (and
S o e sl biordesbe s e, vice versa).
Nx w?no are deployed against the strongest en¢

i o e i ko il Al ceag fom o iy Knghts Cod Do nges, o

(og}e dtheir i Bt o victory. Codex Blood Angels may be chosen as Alis of Convenience

$ owing to the Death Korps' inherent distrust and abhorrence
Using Force Organisation Charts of psykers (and vice versa).

The‘army lsts i this book are used in conjunction with
‘eForce: Organisation chart from the Warhammer 40,000 ‘The Death Korps treat other forces as ‘Come the Apocalypse’
rulbook and the scenario you are playing. Each chart s split  — see page 112 of the Warhammer 40,000 rulebook for

inta a number of categories that correspond to the sections in  more detals.
the army fist, and each category has orie or more bores. Each
light tone box indicates that you may make one choice from
that section of the army lst, while a dark tone box means you

* must make a choice from that section

FORCE ORGANISATION CHART

Primary Detachment  Compulsory. Optional
(Required) 1HQ THQ
: - 27Troops

Fortifiation  Optional
(0ptional) 1 Fortification per
Primary Detatchment

Allied Detachment  Compulsory.
(0ptional) 1HQ

1 Troops.

{
i



Usingthe Army List ntr
T
inform

me army list contains the following

Unit Name: At the start o esch army B lpy
the name of the the unit

without any upgrades.

nitProfie: This section will show the profile of any models
the unit can include, even if they are upgrades

Unit Type: This refers to the unit type rules in the Warhammer

40000 Tulebook. For example, 3 unit may be classed as
Infant

Imperial Guamsmmgh.s
theirprofiles), units with ths g:mn Tule are i
Fearand do 1ot ake Morale checks for sifer

Vehicle,
Tttos wimbor g1 i egaring movernen, sooting,
assaults, et

i applicable,
the number and type of models that make up the basic unit,
before any upgrades are taken. If the Unit Composition
includes the word Unique’, then you may only include one of
this unitin your army.

Wargear: This section details the weapons and equipment
the models in the unit are armed with. The cost for all these
‘models and their equipment is included in the points cost
listed next to the unit name.

Specal Ruls: Any special ules that apply 1o the models in

Any unit with the Death Korps spe

ut has at least one model within 6° of & Krie
any rank) may attempt to regroup normally, fega
hether of notit has been reduced 10 25% of e
starting number.

i3
Deam Korps assault brigades are. drien and highy uamq?‘:;
1100ps,able o respon {0 a varety of theats and tactcal

the unit are listed here, These special rules.

further detail subsequently, or in the Special Rules section of
the Warhammer 40,000 rulebook.

Options: This section st al of the upgrades you may add to
the unit if you wish to do so, alongside the associated points

cost for each. Where an option states that you may exchange
‘one weapon ‘and/or’ another, you may replace either or both
provided you pay the points costfor each

Dedicated Transport: Where applicable, this option refers
to any Transports the unit may take. These have their own

under the diection of their commanders, Reflecting the
mercless aggression and willngness to sacifice i
into then, the Assault Brigade army uses its own specia
variant of the Imperial Guard Orders system as shown
page 175.

Orders are issued and received exactly as per the rules fo
in Codex Imperal Guard. Only friendly models chosen f
158 1 e PN P8 S I mept st see oA

Assault Brigade orders (normal Kneg s nfantry and s.ggv

army s entries. Dedicated Tr tuse up any usethosefoundin d
chart selections, but nor can units fror Brigade army benefit from -
2s separate units. The T f the Warhammer
explains spor from other army a5 from an alled detachment).

Warlord Tait: Sometimes an entry will have a specific
Warlord tait, in which case it will be listed here i its army
lst entry.

n €2

Prob




0 adhieve an immediate srategic objective is
nount over and above al other considerations, and
sacrifice anda veighty i hedead v

‘The assault brigades, the elite of the Death Korps, are.
deployed into the teeth of the most hellsh warzones
and face the most murderous foes, To represent this an

needed.
i seite again mey have
R cound e i apd amate s

additional secon jective s us

* This Death Korps assaul objectie s et s

. tissionas normal, etc)

~io try to match what o Ange!s of Death might achieve

superhuman power and martial sk, the Death
Korps have.only grim relentlessness and sheer weight of
manpower to offer, and the casualtes they wil incur are
Hrighteningly high

iy standard Warharmmer 40,000 Battle missions and special
missions where the Death Korps player is designated as
the *Attacker' in games using 1,500 points a side or more,
 Death Korps Assault Brigade player can declare they
il beiaking a Forlorn Hope assault during the game.
This declarstion should be made before mission and
nt types have been decided, and before the units
and tertai are deployed. If tis i the case the following
“tWo special rules are used by the Death Korps player:
Unstoppable Advance and Death Korps Assault Objective

‘The Forlom Hope may only be declared where the Death
Korps Assault Brigade forms the primary detachment of the
controlling players army.

Unstoppable Advance

Solong as s part of the army's primarydetachment,each
platoon has

deslmjed o ol ek o table, an identical new

‘Death Korps infantry platoon is placed in the controliing

player's ongoing reserves if they wish. This unit may then

enter play and be used normally (and s worth Victor

pointsif:subsequently destroyed where appropriate for the

be easiy

remgmsah\e S being used
in the gam

« The assault objectve shoud be placed after any other
objectives for the game in question by the Death Korps
player within their opponents deployment zone. This
should be no closer than & from any edge of that
deployment zone or any other physical objective being
used. Other than thi, the standard rules for placing
bjectves on page 121 of the Warhammer 40,000
rulebook are used.

« This objective is never classed as a Mysterious Objective,
epresenting as it does an abstract goal of the Death
Korps advance, a point they must reach or die trying.

« If the Death Korps player claims the objective at the end
of the game, it s worth an additional 2 Victory points
for them; if they do not, it is worth an additional Victory
point for their opponent. Note that their opponent does
ot need to claim it o get the Victory point—only that
the Death Korps player should fal o do so.




Death Kors AssauLT BRIGADE SPECIAL ORDERS
Issuing Orders: Orders are issued using the same rules a5
found in Codex Imperial Guard, There are six rders lsted
here and a Company Command Offcer can issue any of

the six provided, ssuing Up to two orders per turn with
command radius of 12°. A Command Squad officer can issue
the Dispersed Advance, First Rank, FIRE! Second Ran, FIRE!
and Without Mercy orders, and may issue one order per turn
with a command radius of 6"

Senior Officer Orders
Duty unto Death

If this order is successfully issued, the ordered unit may re-roll
any failed Leadership tests it i called on to take until the
Shooting phase of the controlling player's next turn (including

1" rolled, the unit becornes Fearless untilthe Shooting
phase of the controlling player's next turn.

Sring it Down!
If this order is successfully issued, choose one enemy Vehicle
{or squadron of Vehicles) or Monstrous Creature (or unit of
Monstrous Creatures) or Flying Monstrous Creature (or unit of
Fiying Monstrous Creatures) visble o the officer The ordered
unitimmeditely shoots at the nominated target, counting
their weapons a5 tin-inked

Get Back into the Fight!
“This order can only be issued to a unit that s falling back or
that has Gone to Ground. f the order is successfully issued,
the ordered unit immediately regroups if falling back or,f it
has currently Gone to Ground, the effects of going to ground
end; this means it no longer has +1 10 ts cover saving thows
and allrestrictions incurred by going to ground are canceled.
s a resultof this order, the squad may shoot and move as
normal this turn,

Junior Officer Orders
Dispersed Advance i
Ifthe order is successfully carried out, the ordered unit nOWL

counts s having the Move Through Cover spedial rule untit

hooting

phase. As the fesuifs of thisorder are not immediate, it s
recommended that you place a counter or marker next to the:
affected unt o represent this #

First Rank, FIRE! Second Rank, FIRE!
f this order is successfulyissued, the ordered unit
immediately shoots at any target which i visible and within
range. All models firng a lasgun gain an additional shot for
the duration of the Shaoting phase.

Without Mercy
Ifthis orderis successfully issued, the ordered squad treats
their lasquns and laspitols as being Assault 2, Range 12°,
ather than Repid Fire, Range 24" weapons and, n addition,
the ordered unit gains the Crusader speca rule for the
remainder of the controling player’ turn. !




of co S e R
ungue waroear o 1 Death Korps Assalt
ovided hete n ther entirety and a
s rﬁhmy page has been added at the end of
for ease of play. In cases where the details of
special rules, tems of wargear and equipment are
b vl o il o bgharane:
hm most up to

Canster-Bombs unleash bilowing-€louds of acidic gas,
q?ﬂegl kiling defenders within their protected bunkers
and redoubts. Acd,gas bombs ae counted as unusual

but are unstable weapons not cleared or sanctified fot use
by the wider Imperial Guard as they are considered too

* hazardous for standard use

s ot e o ncresse e sopring power

their shotguns, it is not unknown for Death Korps combat

gty  fohion carcass sl caridges ot their
weapons. Although extremely dangerous o their users

the case of a misfire, this is outweighed by their efectveness

particularly in missions where surviva s uniikely such as i the

deadly battleground of a Zone Mortalis assault

Shotguns armed with carcass shot have both the Sied and
Gets Hot special ules.

e see page 61 of the Warhammer

e
2 shooting attack, one model can choose {o throw an acid
ather than using another ranged weapon

Type

Assault 1, Blast
Poison (4+);
Ignares Cover

Battle Scope
Abulky ocular device, the battle scope provides the bearer,
andithe untthey are with, withthe Night Vison special rle.

for centuries. They i

: The most
common battefield se of carcass munitions by the Death
Korps isin heavy mortar rounds to saturate an enemy
defensive position with lethal incendiaries which burn with
toxic vapours. The size of the shell means that an effective
quantity can be delivered in a single round, while the lower
muzzle velocity of the mortar rediices to more manageable
levels the risk of the shell detonating in the barrel

Heaey morars and Gifon heasy mortats armed with crass
shells can choose o fire them or a standard explos
every time they fire. The carcass shell has the Tolowing pmﬂ\e

Range St AP Type
1248° 5 4 Ordnance, Large
Blast (5"), Shred,
Ignores Cover,
ets Hot

Carcass shell

« Shotgun

B the following tems of wargear,see Codex Imperial Guaralthe weapons summary on page 180

« Vanquisher battle cannon

« Missile launcher

g
i

e S

- Heavy laser destroyer
« Autocannion

«Assault cannon « Plasma gun + Colossus bombard
» Punisher cannon « Heavy plasma g « Nova cannon
< Execttoer o canin » Carapace amour
« Veltag, « Flak armour
+ Mt melia « Power amour
+ Melta cannon « Medi-pac
» Chem cannon « Refractor field
« Chainsword - Voxcaster
= Avenger bolt cannon « Eviscerator « Servo-am
+ Grenade launcher « Power sword + Searchiight
» Mortar « Power are « Smoke launchers
-+ Heayy mortar « Power fist « Extra armos

= Quad launcher
 Missile launcher

« Demolition charge « Enclosed crew compartment
* Dozer blade

« Hunter-killer missile

« Battle cannon




Death Rider Hunting Lance
Kieg

following profile: 3 2
Range Str AP

Tpe
Hutinglance - 42 3 Melee,First
Charge, Speclist

o arse TG e e o

4
burrows through the. gmmmo reach i
pva,eclmg it uun the. au feodi

which
they cannot be used again. In addition to the pmme . -
‘model armed with a hinting ance fight p5in

the phase they useit.

Death Korps PIIIuon Sﬂmhni
A Death Korps Plat focal point on

Kums (nmbal engineer teams s one of tyﬁs@all&ﬂ.

e batletildand et he grm detrminaton of th DRath
Korps. A unit that contains a model with a Platoon Standard
counts 5 scorng an st Wound o the pureses o
calculating close combat res

eath Korps Regimental Standard
For a soldie of the Death Korps, the standard of their
regiment represents the triumph of their discipline and the
glory of their sacriice in the Emperor's eyes, Any Death
Korps unit within 12" of a Death Korps Regimental 0=
counts as scoring an additional Wound for the purposes
calculating close combat results and may re-roll faled Siane
checks and Pinning tests

In aditon, the Regimental Standard can be upgraded to

05t portable of these Weapons in .

o of um type exist, but theis .siamy%&@
it such s he Ordo ek

Adeptus Mechanicus

5 © Rang
Mole launcher ~ 8°-24"

sing the standard Barrag

Warhammer 40,000 flebook, however they may orly

fire indirectly. Against targetswith an Armour Value,

lowest listed Armour Value is always hit, tegardless of the

diecton of ie—ihis v!plssems the mole launcher shell
with;

one of the relcs of the Death Korps—banners and icons

f Death K o
have made the ultimate sacrifce for the Emperor against
the foulest and most nightmarsh foes of Mankind. n this
case the Relic Standard has al te features of a Regimental
Standard, in additon to the particular rule fsted here.

con of Righteous Spite: All Death Korps units within 12° gain
the Hatred (Chaos Space Marines, Chaos Daemorns, Psykers,

models chosen from the Renegades and Heretics army
lst) special rules.

Banner of Martyrdom: Should the unit bearing the banner
iped out in an assault, the Death Korps player gains an
additional Victory point.

The Ossuary of the Blessed Dead: Models in a unit bearing this
standard gain +1 Toughness

m

to
Mortas, contrary o the sual rle.

Memento Mori

The emblems of death and fate worn by the most sefior
officers of the Death Korps are a sign that they have end
alen hells and survived deadly battlefields no man

have walked upon and Iived through.

The mermento mori rants the bearer the Eernal Warror e
forasnglephae of thegae, ggerd th st time

from the attacks in quesxlnn




ad

ARCRAFT WARGEAR & SPECIAL RULES
Bomb Cluster
A weapons system with the Bomb Cluster type may drop as
al W ‘many bombs s its user wishes as part of a single bombing
w;.ﬁqn‘ with the Co-axial special fun, up (o the of bombs itis carrying. Pick
el the same vehicle. When a target is 2 single target model for allof the bombs in the bombing run
a.egw weapon, the co-axial weapon mustfire atit~ this must be a model the Fiyer has passed over that turn
jthin range. If the co-axial weapon hits the target,  The initial bomb dropped scatters D6 and additional bombs
m,;gggr weapon may re-1ol s To Hit ol t misses. dropped after that scatter n the same manner as additional

barrage blasts from a Multiple Barrage (see page 34 of the
Plough Warhamimer 40,000 rulebook).
‘equipped with a mine plough rolls 2D6 when
g2 Dangerous Terrai test sl stone dee The Flare or Chaff Launchers
mmﬁy fawled i the result of both rolls is 1s: In addition, These are a single use item. A vehicle equipped with flare
whenever the vehicle moves waugh an enemy Infantry or chaff launchers has a 4+ invulnerable save against any
it partof ok Shock move and 1 ot destoped. the damage inficted by missie weapons.
eriemy unit takes D3+1 52 AP- its.
Armoured Cockpit
In special d similar booby traps an Armoured Cockpit may ignore
are used,the mine plough grans &+ invulnerable save fesults of Crew Shaken and Crew Stunned on a roll of 4.
" aginst sich specia attacks and clears minefields it passes
thiough oA a 5+ Infra-red Targeting
< Avehicle equipped with Infra-red Targeting gains the Night
2 "@"ﬁ rack Guards Vision special ule.
. Avehicle equipped with Armoured Track Guards has a 4+
a8 against any Immoblised results on the Vehicle Darmage  llum Flares
table (note that Hull Point damage from such an attack isstil A vehicle equipped with llum Flares may drop a single flare

infiicted, but the Immobilised result i ignored). per turn. They are fired in the same manner as Bombs (see
< page 81 of the Warhammer 40,000 rulebook), a marker
being placed where the flare lands after it has scattered.

Leave the marker n place unti the end of the turn. Any unit
&% targeting an enemy unit within 12" of the flare marker gains
A T the Night Vision rule for that Shooting phase. If the firing unit
also has the Split Fire special rule, it oly gains the benefit
of Night Vision when firing at uits with at least one mode!
within 12" of the flare marker.

B Distinctive Paint Scheme or Mar
§ ‘These are a single use item. Whie e Giming veticieis
: play and on the board (not in Ongoing Reserves), one friendly
unit within line of sight may re-rol a single Morale check
Distinctive Paint Scheme or Markings must be represented on
the model



DeaTH Kom OF KrieG WARLORD TRAITS .
Warlord Trai 4

lord traits, a Dea ith K
tabls i th Warhammer 40,000 rlébook, ofinciead ol on the folowi mb&

D6 Wlﬂnld Trait.
ated Assault: The Warlord is a master of well-executed mass mfanv chages, and is able to, bn
i soldiers to bear fike a crushing wave against the enemyd-

2 shatteri The Death K
shatter thei foe's defences.
‘Whike the Warlord is alive, select a single weapon on a unit withi
That twind
3 Only in Death: Such i the unyielding will of the Warlord that terror
pursit of victory
“The Warlord, and any Death Korps of Krieg unit they are with, gains the Fearless and Feel No Pain (sqs
‘while within 3° of an objective.
4 Smoke Barrage: Many assault brigack a heayy b smoke and biind shells
blanketing thick obscuring fog througf the Death K T
ford ling play Night game. I they do, there is no
need to rol for this as it is considered night for the first turn. = g
5 Blood of Martyrs: Th the Death Korps
before they go into bame knowing that they may be redeemed by spending: Xhelv Mes blood against the foel l
hand-to-hand combat.
“The Wrlord, and any Death K hin 6, gains
enemy deployment zone
6 siege Master: The Warlord is 2 veteran of nd ki ith

vulnerabilties in his enemy’s defences.

Atthe start of the game, be ins,
the enemy (note that this cannot be a Fortif f
pr tertain s lowered (i, y -1 (eg, 5+ b , etc)




e &
Unlimited 8 3.

 Range st AP Tpe

Heawy 1,
One Use Only.

Inferno cannon
Template® 6
Vielee,One Use, 4SO /48T -G 2 e ey
- Blast (3"), Wrecker Lascutter Melee, Unwie
-4 Cumbersome”

Manticore missle
36%-300" 9 Ordnance 1,
Massive Blast (7°)
teavy 1, Melta,
Blast (3°)
Missile launcher

Ordnance 1, (Fragmissie) 48" Heavy 1, Blast (37)

S Heavy 1

Barrage, (Klak missle) 48"
Large Blast (5°) Fok missie)

Multlaser
Multiple rocket pod.

2 Heaw 1,
Large Blast (%)
Ordnance 1,

Bamage,
Large Blast (5°) Stom bolter Assault 2

Assault 1
Sky eagle rockets 120° Ordnance 1,
Skyfire, Missile,
Heatseeker®
Heavw 4, Barrage,
Blast
Shellshock
4 Heaw 1, Large Tactical bombs  Bomb
Blast (5°),
No Cover Saves,

Misse,
ne Use Only




Against targets with  Toughness value, e
annon willalvays wound on a 2:

Cannot be used for direct fire and must be fired using
the Barrage rules with a minimum range of 24° (see the
Warhammer 40,000 rulebook page 34),

* Cover saves may not be taken against wounds caused by
an Eredicator nova cannon.

# Pinning tests taken against the heavy quad launcher's
attacks are at -1 to the target's Leadership value.

The Hydra’s twin-linked autocannon ignore any cover
saves or cover save bonuses i L
and Jink special rules, and prevent i Out

* Amovel with this
can only ever make a single attack at WS 1 in an.
‘phase, regardles oftheir profi or any bonusor ot
special rufe. ¥

A weapon with this special rule can re-roll alfailed rolls rp
Hit against Flyers and Fast Skimmers,

many bombs asis user ishes as part of asingle bombing
1un, up to the totallsted number of bombs tis carrying..
Pick a single target model for all of the bombs i the
bombing run (his must be a mode the Fyer has passed
over that tum), the intial bomb dropped scatters D6

* A weapon system with the Bomb Cluster type maydrapas % f ,}

* Tofretheinfemo canron,pcethe templte st
the narrow end i within 18" of the weapon and the
vider s i closer  the weapon i e rtow
end. The inferno cannon i then treate ik any other
template wreapon.

blasts from a e
34 of the Warhammer 40,000 rulebook).



Tank: mand Vehide, 2 Squadron,
117 Armoured Regiment. W-nm St of e Hath Pt At i,

Wmmmmwm memmzwmm«sﬂmm,

(ident. Element 84), During destroyed in action
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DEATH KORPS MARSHAL KARIS VENNER. .165 points

(including Company Command Squad)

The Thrice-Martyred, the Castigator of Valtine, Commander-in-chief of the 17 Line Korps of the Death Korps of Krieg
WMarshal Karis Venner is one of the most senior Death Korps line commanders stilsurviving, having commanded the 17%Line &
Korps and. assault bigade for an ars Dutng i i Vennerfo eenoffcaly
lsted as a bttlefield fataty on but either dragging his bioody and
e foe bkt he I ko o 1+ necse, bl o i < oo Sl of s S ot
surrounded by a sea of corpses, three days after his command was cut off and presumed estroyed.

He is  highly successful general in his own right, but not one whose command is popular with non-Death Korps regiments wh
have found themselves under his autharity. Those who have known the rasping-voiced commander personally (much of his lungs
and trachea having been replaced after he was doused by a traitor's flamer during the Siege of Duraka Landing), attibute his
survival against the o o his btter wil to triumph and a inteligence which without
‘pause i a way that seems to those outside the Death Korps iself almost a kind of madness.

Ws B s T W I A L s
Marshal KarisVenner 5 4 3 3 3 3 3 10 4

itType Special Rules =
« Infantry (Character) « Senior Officer Bitter Foe.

* Death Korps When fighting in a challenge, Venner may make an
Unit Composition « Iron Discipline additional D3 attacks at Initiative step 1 of the Fight

 Death Korps Marshal Karis ¢ Stubborn sub-phase.
Verner is accompanied  itter foe
by a Company Command  Implacable Command Implacable Command
squad (ee page 184), + independent Character Al friendly models within 12° of Marshal Venner may
eplacing the Company use s Leadership value rather than their own for any
ommander The squad  Warlord Tt and al Leadership tess, 50 long a5 Venner himsef s ot |
may take options a5 « Blood of Martyrs: faling back, |
norma, but Venner chosen as the armys
himself cannot and s used  Warlord, Marshal Verier
as shown here. automatically has the
Blood of Martys trait “g“““t‘:
bt | 5
+ Carapace armour Assault Brigade Warlord 40,000

* Hotshot laspistol Traits table rather than )
* Power sword determining his Warlord.
trait randomly.

* Refractor field



100 points

1 Company Gommander
» &Veteran Guardsmen

argear (Veterars)
"o flak armour
asaun e Veteran
ath Korps
Teimental standard and
laspistol insteac)
{ ,3-» s Cgcoriatueapon
- « Frag gre
S e

Wargear (Quartermaster)
« Carapace ar
« Laspistol
« Close combat weapon
= Frag grenades

ack

* Power armour

« Laspistol

* Power axe

« frag grenades
Sevo-arm

Special Rules:

« Senior Officer (Company
Commander only)

« Blessings of the Omnissiah
(Tech-Priest Miltant only)

S e pe (Tech-Priest
Witant

P o e .
only)

« Death K

» Iron Discipline

Dedicated Transport

section for costs)

in the fighting. I a senior
0o rallying point for
: , the s a o i
a miltant Tech-Prist att
wsoBS ST W I A W s
S 0 s 3 3 tah 3 9
aFaEatas T 3T iy 5
e s T N R 7
TRaE Iy N Fa S e b
R oRE €S TR T
e Wargear (Artllerst) Options
« Company Commander,  lak armour « The unit may be joined by 2 Quartermaster.....+30 points
© Guar@fpaster Artllerist, o Laspistol + The unit may be joined by an Artilerist +30 points
Tech-t Militant: * Close combat weapon = The unit may be joined by a Tech-Priest +30 points
fentiilCharacter + Frag grenadies « The unit's Veterans may be upgraded to wear.
. rdsman + Kiak grenades - Carapace armour +10 pointsfor the entire squad
ot « Battle scope. « The regimental standard may be upgraded to one of the
s following relc standrds at the cost shown. No matter the
Unit Composition Wargear (Tech-Priest Miltant)  size of your army, you may never have more than a single

relic standard of any type:

- lcon of Righteous Spite. +20 points
- Banner of Martyrdom 415 pelts
- Ossuary of the Blessed Dead. 5 points
+/ors Venuani it s e Reoancl S Bzavev
may carry a
- Vox-caster +5 points
s replace theit lasgun i
R +5 points
o i +5 points
- Meftagun +10 points
- Plasma gur +15 points

« The Company Commander may exchange is \a;msm» and/
or close combat weapon for one of the followi

- Bolt pistol points.
~Plasma pistol 10 points
- Power sword +10 points
- Power fist +15 points

« The Company Commander and/or Tech-Priest Vit mey
take

- Melta bombs. +5 points each
« The Company Commander may carry 2
- Memento mori +10 points.

*Note that while not actually one of the Death Korps, the
Tech-Prist Miltant i il reated as having the Death Korps,
andiron Discpline special rues.




| Fire for Effectt

|| The Artiterit may calln a dlose support mortar srike

from behind the lines to pave the way for the Death Korps

assault. This is treated exactly ke a shooting attack and
an only be performed once per game. The attack has the
following profie

Range St AP Type

1272" 6 4 OwdnanceD3,
Large Blast
(5), One Shot,
Inaccurate.

Inaccurate: This atiack may only be fired indirectly and 306
is rolled for scatter (a Hit stil lands on target however).

Machine-ane
Solong as s chaacifut s Rie's gt therjocked

an assaltor faling back, nominate one Assauif

Heavy type vieapor on & model within 6° each Shaoting =+
phase. That weapan gains +1 to its Armour Penetration: | |
rols. This bonus must be declared before the wesf

fired and f part of a squad or a vehicles armamenty

the weapons attacks separaiely.

Blessings of the Orissiah -
In each of your Shooting phases, instead of firifg their:

single friendly vehicle that they are in base contact with:
embarked upon- To repair a vehicle, ol 4,D6. If th

5 or more, the vehicle may either restore a Hull Point
ost earler i the battle, or repair a Weaf

or Immobilsed result suffered earler in the batlle, Thisis:
effective immediately.




. 75 points

ranks of the regiments; they account for the
s ol ouls of c ellows, tend the wounds of the stricken and deliver the gift of death to those thatare beyond help. The
of their number fi itors, where they can be found

the fighting s flercest, haunting the thegrave, extorting the Death Korps to
;mmme glory of a martys death.

Fge 58S TW 1A W s

w s
qymmsw Revenant 4 4 3.3 .2 3° 2 9 4
Mgd}t‘a!‘semhx 3 & = 3 1 3 1 8 4

costs).
4 Cadre gain the Feel No Pain (6+) special rule. Note that
if they already possess the Feel No Pain special rule, then
the Vitae Mortis has no further effect.

Mindlock
The altered and fragmented ind of a Medicae-senvtor
requires constant instruction from the Quartermaster 10
function corectly. Unless led by the Quartermaster, a unit
of Medicae-sevitors must ol a D6 atthe star of each
of the controlling player's turns. f the resultisa 1,
egtmeyiot moie o s (R Jthough it il
in close combat f s already ehgaged.

Unit ype Special Rules
» Quartermaster Revenant: » Death Korps « The Quartermaster Cadre may be joined by:
fantry (Character) « Iron Discipline ~Up 1o two additional Medicae-servitor..., +10 points each
» Medicae-senvitors: Infanty ~» Vitae Mortis « The Quartermaster Revenant may exchange thei laspstol
- « Mindlock (Medicae- andlor cose combat weapon for one of the following:
Uit Composition senitors only) 8ol pistol A2 pOINES
Quartermaster Revenant ~Powersword ... i F10 POINES
* 2 Medige-senvtors Dedicated Transport « The Quartermaster Revenant may take
i oA adre +5 points
wmar (Quartermaster may take a Gentaur Carrier
nt) 25 a Dedlcated Transport |
(see the Dedicated Vitae Mortis
Transport section for Allfrendly units with the Death Korps special rule with
one or more models within 6° of the Quartermaster.




ELITES
DEATH KORPS COMBAT ENGINEER SQUAD

Death Korps combat engineers have the. pamcular task of carrying out siegecraft, demolitions and i breachmg actonson the +
‘battlefield. In order to accomplish this with a variety.

W5 (BST USSR TSR | W sy
Watchmaster gy & FHERs S 8
Engineer 4 a AR oy 7
Eng. Hyy. Weaponsteam 4~ 4 3 .3 2 3 7
Unittype Special Rules Options
+ Watchmaster: Infantry: = Deatf Korps « The unit may have:
(Character) « Ion Discpline ~Up to five aiitonal Engineers........+& poinis per model

« Engineers: Infantry « The entire unit may take: ik

Dedicated Transport ~ Carcass shells for ther Shotguns ... ... +10 poifts
Unit Composition A Combat Egines squad) 4+ The Watchmastr iy o
+ 1 Watchmster numbering five models - Melta
+ 4 Engineers Iy ke 3 Gt Gae el Watcrmain oy o gk Pl

a5 a Dedicated Transport, ombat weapon foone of hefllowing:
Wargear while aC
+ Carapace armour A e pm
+ Combat shotgun eithera Storm Chimera or
= Close combat weapon a Hades Breaching Dril* 25
* Frag grenades a Dedicated Transport see = One Engineer may Cay a Vox caser. 5 poi
« Krak grenades the Dedicated Transport « One other Engineer may carry oneof the following
» Acid gas bombs, section for costs). iespons st f el shotgur
~Flame

“Note that i tiss the: - Grenade fauncher..

case, the squad must be - Melta

deployed in reserve with the o

it special dsglcymenl s+ Two Gther Engineers my form a Heay Weapons Tearm (25

rather than being caried ameditoneo th olong wespots

onboard.

~ Mol launcher

Zone Mortali: Special Note




75 points per mbdel

Korps assault brigades. Although the
ied by the likes of as
that large stocks can allowing the mortar
the

. Second; on the morta a highly
the Death Korps‘in pafticular make use of this to conduct fre-support attacks periously close to their
tick of the fighting.

r
Rear HP
£10 ° 3

Special Rules Options.
« Accurate Bombardment Ay el iy egace s ey boer vl

- Heauy flam ree
$ond mzy take any of the mnmng

+10 points per model
< uo points per model

0 points per model

o 1 mnow.ng

- Dozer blade. 045 pOITts per model

- Mine plough +15 points per model
ilte g ot ey ke

- Camo netting. +20 paints per mode!
e bauery may be upgraueu tofire:

- Carcass shells +5 points per model

Accurate Bombardment
When firing the Griffon heavy mortar, the Scatter dice

may be re-rolled if the controlling player wishes,

... 35 points

+ Cost of the Leman Russ Tank

Death the. it /nrward
ke ey
ig This task requires unpar and bravery as the forward deployed tank wr” o:‘tsn actas
agret whit the tide of calldown fire on » wilngly
il his crew to
ted for the army. This tank has

e
e e ot s 15 S sl any unit in the same Ry TG > b empor oy o
line.of sight from the command tank rather than from its own hullrtilery model. Note that range, direction of fie, etc s stil

drawn from the firing unit, not the command tank.




k%

HYDRA FLAK TANK BATTERY

The primary means of

allows them to keep pace with the Death Korps' relentless advarice.

Armour
Front Side Rear HP

Bs
Hydra Flak Tank 3. 12 10 10 03
5 Wargear ~ Options. =
« Vehicle (Tank) * IWo twin-linked Hydra . Any ey replaceits Heavy wxerwnhh
autocannon - Healy flam
Unit Composition « Heavy bolter B e ey take o o8 aims counw‘,g
* 1-3 Hydra flak Tanks « searchlight = Pintle-moutted st
forming a battery « Smoke launchers or heay

* Auto-targeting system e misle .
zer blade.

+ The entire battery may take
- Camo petting.

Auto-targeting
Target Units cannot dlaim a Jink
by the Hydra.

DEATH KORPS RAPIER

LASER DESTROYER BATTERY. .45 points per mo

The Rapier Armoured Carrier and a relc of the ds ipire. A bulky, armoqu'
track unit which with o i

with the eath o the. s

of the design and rarity of the weapons, (hey are usually only entrusted to Death Korps: mmbal engmeels S field,

ws B S T W I A I S

Combat Engineer & @ 3 pBUSiEtd BT Ry

Rapier PR 1 ) s e

Unit Type Worgear 4

« Artllery + Laser destroyer array « Any Rapiersin the battery may have an: ¢

(Artillery) - Additional Combat Engineer Crewman each...

Unit Composition + Carapace armour (Crew)

+ 13 Rapiers, each with * Close.
a single Death Korps (Crew) Explosive Demise
Combat Engineer « Frag grenades (Crew) When the Rapier loses ts last Wound roll  D6. f the
Crewman, forming a « Combat shotgun (Crew) result o thisroll is 2-6 then remove the Rapier as a
battery. casuialy as normal.If the result of the roll s a 1, then

Special Rules place a Large Blast(5°) template onto the table, cenired ;-
« Extremely Bulky (Rapier ‘on the Rapier - all modefs, fiendly and enemy, under =
and Crew) this template take a single 53 AP- hit. Once hese hts el

« Explosive Demise esoled, remove the Rapler as a asualty s riormal,
« Death Korps
« ron iscipine

]




TROOPS

KORPS INFANTRY PLATOON (Total Cost of Units)

|mlemng!h of the Death Korps. lres in itsigrim foot soldiers, the ranks of disciplined and relentless infantry that. make up the
ong

e korps of the assault. ir
§ g s and feare of al the rgiments ofthe imperi Gusre,

ch Deam Korps Infarity Platoon comprises T:Death Korps Platoon Command squad and 2-6 Death Korps Infantry squads.

nfaniry Plton's deploy ) lac of & sngleuritin isons tht it he s ofunts that can e deployec. n
mon g ol roll once for

*DEATH KORPS PLATOON COMMAND SQUAD . 50 points

Ws BS s T W I A ld s
o i v SRR el SR ©
Guardsm B Lag s taal il 1 o st
(ommlssaj ARt S SRR I T e
Unit Type Special Rules Options
= « Platoon/Commander « Junior Offcer (Platoon « The unit may be joined by a Commissar +30 points
% & Commissar: Infantry. Commander only) « The Platoon Commander and Commissar may exchange
(Character) « Death Korps their laspistol and/or close combat weapon for one of the
 Guardsman: Infantry « Iron Discipine following
. (€ only) 2 points
Unit Composition * Summary Execution - lasma pistol +10 points
+ 1 Platoon Commander. (Commissar only) - Power sword...... & +10 points
« 4 Guardsmen - Power fist +15 points
« The Platoon Commander andior Commissar may also be
Wargear s e iy o e Dl
« flak armour - Carapace armour. +3 points
3 il Claran o) - Melta bombs. +5 points
+ Laspistol (Plto « One Guardsman may carry a platoon standard .+10 points.
el « One other Guardsman may cafry a VOX-CaStr.....+5 points.
Gommissar oniy) + Up totwo Guardsmen that have not been upgraded with
» Close combat weapon o maf e thak s i
« frag grenades ~Flame 2 +5 points
+ Kiak grenades Shi e +5 points
Mektagun ... +10 points
BB QU 415 OIS

“Note that ths unit may only be chosen s part of a Death
Korps Infantry Platoon.



it

*DEATH KORPS INFANTRY SQUAD .

TROOPS

WsoB S T W 1 A W

Watchmaster 4 a3 wetadban BE S Ykl

Guardsman Pl B e B 5¢

Unit Special Rules options

« Watchmaster nfanity ~ » Death Korps * The Watchmaster may take melta bornb
(Character « ron Discipine « The Watchmaster may exchange thirla

« Guardsman: Infantry

Unit Composition
* 1 Watchmaster
* 9 Guardsmen

Wargear

« Flak armour

« Lasgun (Guardsman only)

S
nly)

. (kyse mmbax weapon
« Frag grenades
. Krakgvenades

204

4008

combat weapon for one of the following:

* One Guardsman may have 3 voK.caster .

o +10 pojots
+ One Guardsman ot alteacy Upgraded may carry one ofthe

vouewmg ‘weapons instead of their- Iasqun # @
5 pornis

AT 135 points.

~Meltagun ... : ».ﬁ) %m

~Plasma gun

ot tht s i my nly be chasen as part of an Infantr




&

g
I}PS GRENADIER STORM SQUAD:

TROOPS

igh number of elite heavy e j a

Watchmaster:
'n‘amny(chancur}
« Grenaders:infaniry

{wauh'mas«m

. ?fag grenades

veterans of scores of bt
m to sacrfce theirves 5o tha the foes ty might be destroyed with ther deaths.
ws B s ST w1 A W s
R S R ST
S A 4 R BRI
P P R R A
Special Rules Options
+ Desth Korps = The Watchmaster may exchange thei fot-sho laspistol
« Ion Disepline s dosecombat wepon for on of e folning
<6l pitlor bolgun...
2 Dedicated Tra - Plasma SO ...
+ A GrenadierStor Saquad ~Power sword
may take a Storm Chimera < Powerfist...._____ ..o
25 2 Decicated Transport,  ® The Watchmaster may take melta bOMBS..........+5 points
(see the Dedicated + One Grenader may cry 0 vt 45 points
Transportsection for costs): - Up to two Grenadiers ot alteady uparaded may carry one
o he {llowing weapons ntead ol SOt S
~Flamer +5 points each
- Grenae Tauncher +5 points each
- Meltagur = 410 points each
e +15 poinis each
jose combat weapon ~Heawy stubber +10 points each
* Two oihr Grenadies ot already Upgraded may form a
~Heavy Weapons Team

 » Krak grenades

20

S

with a heavy flamer. 410 points




DEDICATED TRANSPORTS
STORM CHIMERA

Chimeras, although commonplace in the Imperial Guard, are not used to the samie degrea amongst the Death Korps of
whose doctrine prefes ether it 1r90ps not o b reliant on mechanised transports or o utiise much heavier vehicles such

as the Gorgon in One of o this s the ‘Storm”.
frontiine assaults. a standard ocl
survivabilty, and a than rep
ease of munitions resupply: 2
Armour ¥
BS Font Side Rear HP
storm Chimera L Sl 0
Unit Type Wargear Options _
* Vehicle (Tank, Transport) ~ » Autocannon * A Storm Chimera may replace its heavy bolter with a:
« Heayy bolter - Heavy flam: Fre
Unit Composition « Searchight « A'torm Chimera may b any ofthe folowing upgrades
+ 1 storm Chimera « Smoke launchers - Pintle-mounted storm 5
 Armoured track guards or heavy stubber.. LA i}{) polits
Transport Capacity « Extra armour - Hunter-iller missie... 410 points
« The Storm Chimera can - Camo nettin i
transport 12 modefs Special Rules = AStorm Chimera may take one of the vounwmg
« Amphibious - Dozer blade.
Fire Points « Mobile Command Vehicle ~Mine plough....

* Two models can fire
from a Storm Chimera's
top hatch,

ous I3
Tre St Chinerd treats all water-based terrain as - |
Access Points. clear terrain, %

« One access ramp at
the rear



40 points

S our
Front Side. fear WP
o0 2
Special Rules optio
* Artillery Tractor A Cemaur Carrier may take any of the ‘o{luwmg upgradgs
- Hunter-killer missife oints.
Wargear - Dozer blac
« Heawy stubbier - Bxtra armour . I
 Searchlight - Camo netting. s .+20 points
» Smoke launchers
Artillery Tractor

If the Centaur begins its Movement phase in contact
with a friendly model of the Artllery type that has not

g moved this turn, and does not have more crew than the
: curently avallable transport capacity of the Centaur,then
it may attempt to tow that model, The Centaur makes
an immedate move of up to 12 Once it has finished
moving, the Artilry model may be placed anywhere
‘within base contact of the Centaur and the crew are
placed s if they had disembarked from the Centaur. The
Atillry model andiits crew may neither move nor fire
ina turn when it has been towed, and the Centaur may
nether fre any weapons nor move Flat Out this tun,




HADES BREACHING DRILL...... ;

S~
DEDICATED TRANSPORTS.;

.

4 use, the

o/bom.g Jts way through rock, earth

Guard Engineer regiments and the Death Korps Iw:legemllwndmwlnmgfongam bresching bunker ne

=gy o e i Lo TR e

Armour
Front Side Rear HP
Hades Drill - 2 w0 o0 2

Wargear (Hades Dril)

Unit Type
« Vehicle (Tank, Heavy) * Melta-cutter drill

Unit Composi

ion Special Rules
« 1 Hades Breaching Drill

» Subterranean Assault
« Follow-up Attack

Subterranean Assault
The Hades is an

Melta-cuter Dl

above or even via teleport, but from under the ground,
boring its way to the surface in an explosion of burning
earth and rock.

Hades Drils and their attendant units are aiways placed

in reserve and arrive in the game via the Deep Stike rules
modified as shown below, with the Dril itself arrving first
and the Hades Assault unit amiving on the subsequent tum
thiough the opening it has created.

Rather than placing the model for the Hades Drill while
Deep Stiiking, place a Blast (3°) template instead. Roll

to scatter as normal to determine where the template s
placed. f the template is placed in clear ground, place the.
Hades Drill on top of the template as normal,

If the template is placed in contact with an enermy unt,
fortfcation or buiding, that unit suffers an immediate
Tank Shock or Ram attack (see the rules for Melta-cutter
Drill opposite) by the Hades Lril. f this attack i sufficient
to displace the enemy unit so that the Hades Dl can be
placed without an enemy unit being within 17, or destroys
the fortification, vehicle or building in question, then the.
Deep Strke is successful and the Hades il is placed on
the table over the template (note that the template itself
remains on the table). i not, the Hades Drillsuffers a Deep
Strke Mishap with the roll on the table mocified by -2

eep Strike’ template is partaly or completely off
e. on t0p of a friendly model o n some other form

the Hades oo
e iths ako

heavy engineering equipment. However, it can be very’
effectiv at close quarter, using ts power-grinders and

enough to be caught n is path,

When conducting Ramatacs agast e vicey
buildings or fortifications, Ram attacks caused by: Nj%
are reated as Strength 8, AP 1 and hove the Melta

far it has moved or other factors. In adifion, the ¥
3+ nnnerablesave st any damageit Ty S
whie making a Ram attach

When conducting a Tank Shack attack, any affected,unit

wies 3 shuoiio ora e (nkonlor i e &
my modssn the nit {0 the Hodes) n addition to et

Vol it of e kShock e o 15

Follow-up Attack

ather than actually arry 100ps on board, accompanying .

1100ps follow within the Hades Drills wake. Rather than

foll for reserves normally, the assault squad attached to the

Hadies Dl arrives from reserve automaically the turn after”

the Hades Drill breaches the surface, and may be placed

in relation to the area of the ‘Deep Strike! template just as

if they had disembarked from a vehicle. If they cannot be

placed (i, for example, there is no room to place therm),

they count as suffering a Deep Strike Mishap, and may only

attempt to enter the table n the area of the Drl's Deep

Strke’ template on future turns,




FAST ATTACK
OUND FLAME TANK SQUADRON

50 the Cf

used to slaughter hordes of xenos creatures and bum

Hihe
130 POINTS PER MODEL
120 POINTS PER MODEL
130 POINTS PER MODEL
Amour
BS Font Side Rear HP
e TR
3 2@ 08 0% 3
35 =2 B0, 4104 3
Wargear opi
+ Heayy bolter (al) S e s it
« Searchlight (l) ~Heawy
« Smoke launchers (al) - Mult-melta s e
« Inferno canpion B o ey Tollowing:
« Melta cannon o heavy stubber +10 points per model
(Deyil Dog only) - Hunterkiler missile..................+10 points per model
« Chem cannon e +10 points per model

m uards +10 points per model
« Any model may T oy
- Dozer blade. +5 points per model
- Mine plough ~+15 points per model

(Bane Wolf only)




Mars Alpha Pattern Leman Russ Annihilator Battle Tank Death Korps of Krieg, 17" Line Korps,
11 Tank Destroyer Company, 'Voice of the Fire". Posthumously awarded the Emperor's Grace for
attack, New Vassburg Hive, Battle of Amarah.




ATH KORPS DEATH RIDER PLATOON.... (Total Cost of Units)
ATH !

eaultunits the Death Aiders of Kreg owe their heiage {0 Kreg'sancient war and form a murderous attacking wedge
Ty ble to cope with the m thanks to

h i iboth i i

=

orps Death Rider Command squadron and 16 Death Korps Deati

eh De3ih Rider latoon s deployed in place of  single unitin missions that limit the number of units that can be deployed. In
adition, when mafing & Reserves ol or Outflanking foll, ol once or he whole Death Rider Platoon.

+DEATH RIDER COMMAND SQUADRON . 100 point

Wo s s SR T Wis JSRAT W S
iR tat N IighEA et 8 A
A T e R g aEa ) A
CEIIRE LN SR T R
e Special Rules Options.
o Commander& = Junior Officer (Squadron « A Death Rider Command Squadron may be joined by a
~ Death Rider Commissat: Commander only) - Death Rider Commissar +35 poi
Cavalry (Character) « Death Korps « The Squadron Commander may also be upgraded to hav
-+ Death Rider Veteran: + Iron Discipline any of the following:
& Coaly % Stubborn (Commissarony) - Demoliton charge . +20 poi
« Summary Bxecution - Melta bombs. +5 poi
(Commissar only) « The Squadron Commander and/or Commissar may
« Feel No Pain (6+) exchange thei laspistol and/or close combat weapon for
« Augmented Mounts one of the following:
~Bolt pistol +2pol
- Plasma pistol +10 po
- Power sword +10pol
- Power axe +10po

Laspist

Augmented Mounts

(@l except Comissar)
Death Riders may re-rolfailed Dangerous Terrai tests.

o Frag grenades
« Krak grenades
*Note that this unit may only be chosen as part of a Deat
Rider Platoon.

%



FAST ATTACK
*DEATH RIDER SQUADRON

wsrtbs MR i SRE S
Ridemaster TR o T s
Desth Rider P T e e
UnitType Wargear options
i eeay « Carapace armour  ADeath Rider Squadron mey have:
(Character) + Laspistol - Up to five additional Death Riders...
e Cavaly. « Close combat weapon « The Ridemaster may take melta bombs..
« Death Rider hunting lance. » The Ridemaster may exchange their laspistol indlnf Q %
juit Composition « Frag gienades comtat weapon for one of the following:
+ 1 Ridemaster « Krak grenades 8ot pstol
* 4 Death Riders - Plasma pistol .
 Power sword
Special Rules - Power axe.

« Death Korps

* Iron Discipline

© Feel No Pain (6+) Augmlnu

» Augmented Mounts ‘Death mmmay re-oll failed Dangerous T
£




A
Y
*

FAST ATTACK
NbER RECONNAISSANCE SQUADRON

e

.55 points per model

the forefront of battle;
ouawmab(aachm the ine. s !heﬁ

the assault i

almed and paired from the aftermath of battle a namber of times. 4sSuch, many et

Armot
Front Side.

Rear  HP

1210 210 © 3
Wargear Options

* Autecannon « Any model n the squadron may take any of the following:
« Heay bolter - Bintle-mounted heavy stubber

« searchight orstorm bolter +10 points per model
« Smoke launchers - Hunter-killer misslle + ena 10 poins per model

- Armoured track guards.... 21050 pes o
- Extra armour DR

B e e e o

- Dozer blade. o e

~Mine plough. 11415 it o ol




: HEAVY SUPPORT
DEATH KORPS HEAVY WEAPONS PLATOON

than dl:psrsmg e ‘advance unencumbered, whie concentrating mrr\
suppor while the main bodof
i charges to the attack. As mrght be expected, the Death I(orpx L weapons ae themseles verysturdiy co

nd are often mount

Death Korps Heavy Weapons Platoons are composed of 1-3 Heavy Weapons Squads.

Each Platoon is deployed in place of a single unit in missions that limit the number of units that can be deployed. ﬁ\adm
when making a Reserves roll or Outflanking rol, roll once for the whole iatoon.

ws B S T W I A W s
HeawWeaporsTeam 4 3 3 3 2 3 2 7 5+

Unittype Special Rules Options
+ nfantry  Death Korps < Ay Hean Wespors Tty charge s Pt
« Iron Discipline 45 pbints each ©

Unit Composition
« 1-3 squads each
composed of 3 Heavy
Weapons Teams, forming
2 platoon

» Close combat weapon

e
* Krak grenades




ERER SIEGE SQUADRON .. 140 points each

tanks, fighting and against
ly a field

5 thé Thundorer a Leman Russ and.
th for their armoured.

rmour
BS Front Side Rear WP
3 4 =300 3

Unit Type Wargear Option:
- Vehicle (Tank). « Searchlight . AnyThundelel may take any m the following:
Unit Composition - » Demolisher cannon o Storm bolter ... +10 points each
* 13 Thundeter Tanks - Hunter-iller missile . . +10 points each
iadron - Bxtra armour e 410 points each
- Camo-netting e 420 pOITES e3Ch
- Armoured track guards... +10 points each
+ Any Thunderer may take one of the e folov)
- Dozer blade. e 45 points each

- Mine plough. +15 points each




HEAVY SUPPORT
DEATH KORPS LEMAN RUSS TANK SQUADRON

y of the of j, the L e
Iy e ide
non and
Amor % %
BS Front Side Rear WP
Leman Russ BattleTark 3 14 13 10 3
Leman Russ Annihiator: 3~ 14 1310 3
Leman Russ Conqueror, 3 14 13 10 3
Leman Russ Exterminator 3 14 13 10 3
Leman Russ Vanquisher 3 14 1310 3
Leman Russ Eradicator 3 14 13 - 10 3
Leman Russ Dernolisher 3 14 13 11 3
LemanRussPunisher 3 14 13 113 & G
Leman Russ Executioner 3 14 13 11 3
Unit Type Wargear (Specific) Options & Xy
« Vehicle (Tank) « Leman Russ Battle Tank: . Ar\y model mﬂy be upgraded to one of the following: -
Battle cannon i free
Unit Composition * Leman Ry hiat ~Anmhllamr
« A vehicle squadron is Twin- :
of 1-3leman * Leman Russ Conqueror: -Vanqmshan 45 pol
Russ tanks, in any onqueror cannon and +10
combination of types. +15 points

Special Rules
« Lumbering Behemoth (al
except the Leman Russ

Congueron)

Wargear (All
« Heavy bolter

« Searchiight

« Smoke launchers

Vanquisher battle cannon

- any mudel may replace ts heavy boler with one of the
folow

Eradicator nova cannon

« Leman Russ Demolisher:
Demolisher siege cannon

 Leman Russ Punisher:
Punisher

- Heavy flamer
Ay ol ok ek ofs sponwns each avmkdvm
- Heavy bolter 420 points per m
lomy o -+ +20 points per mmel
- Multi-melt

+ Leman R

- Plasm:

Executioner plasma
cannon

Sang ol ey kg el ¥ aie
- PaiE ol heswy
+10 points per model
410 points per model
+10 points per model
« Any. mode\ may ke one o the Tolowing upgrades

- Mine pm,;h
* The entire Squadron may take.
« Any Leman Russ Vanquisher may take 2
 bolter or co-axial heavy stubber



: HEAVY SUPPORT
KORPS ORDNANCE TANK BATTERY

0 supply the bulk of the siege

* as the Basilsk. Medusa and Cokmus Bombard, The devastaling weight of fire these tanks can bring to bear i able to pulverise
and it far them to be. asa second ine.
y t 5 t0 53y the least

B;:du)r vare 01 e ideof

LISK ARTILERY TANK ... 125 POINTS PER MODEL
* MEBUSA SEGE GUN 135 POINTS PER MODEL
140 POINTS PER MODEL

Armour
Front Side Rear

mammﬂ
03 40,000

Basilisk 3 12 10 10 3
Medusa 3 12 10 10 3
Colossus ® 3 FoEn 3
Urit ype | Wargear (All) Options
+ Vehicie (fank, Oper- « Heavy bolter e i elce s heaw bole i
topped). o et Hieaw farg ; Free
* Smoke launchers * Any model may take any of the m\lowmg
- Unit Composition - Enclosed crew compartment............+15 points per model
<33 Basiisk, Medusaor  Wargear (Specifi) - Pintle-mounted storm blter
Colossus tanks forming a * Basilisk or heavy stubber, +10 points per model
{ battery Earthshaker cannon - rh P
< * Medusa: - Dozer blade +5 points per model
- Medusa siege cannon - Extra armour +10 points per model
» Colossus: T ot
Colossus siege mortar Camo-netting +20 points per model

; « AnyMedusa m:
% ~Bastion-breacher shels .. +5 points per model




HEAVY SUPPORT
DEATH KORPS FIELD ARTILLERY BATTERY

Vthotoh

re entaur cariers

or when
single kiling zone.
WS B s T W 1 A W s
Death Korps Crew R0 Sies. TUE e e
HeawQuadlauncher * - =+ - 7 2 = . o3,
Heavy Morta S T TR s o R =
Unit Type Wargear Options 0 -
« Atillery (Immobile) * Heauy quad launcher or Ay arilery piece may take: e
heavy mortar (Artiley) ~Up 1o wo additionial
Unit Compasition « Flak armour (Crew) Death Korps Crewmen
« 1-4 Heavy Quad Launchers » Lasgun (Crew) I Ut ol W s ke il i
or Heavy Mortars, each » Frag grenades (Crew) o use carcass shells for 45 points each, each's g their
with three Death Korps « Krak grenades (Grew) pon profe: I thi nallof
Crew, forming abattery « Close combatweapon = the heavy mortars in the same batery must be .
(Crew) Gpgra :
Special Rules = i
« Death Korps (Death Korps  Dedicated Transport =
Crew) A Field Atillery Battery Immobile £
« lron Discpline (Death squad may take a number Anmmobll Artilery pisce canrit be movedater it has
orps Crew) of Centaur Carriers as e
+ Shell Shock (Heavy quad (see the d forcesit to move. This only:
launcher only) Dedicated Transport affects the platform the crew are subject toall normal
section for costs). If this Artilery rules, When called upon to fal back, the crew
s done then they must must leave their quns behind and fall back; the Momé
be bought on a one-for- are then removed as casualtes
one basis for the artlery 3
pleces. When being Shel Shack (Heavy Quad Launcher only)
towed, the unit must Due to the repeated rapid impact of the heaty quadl
retain coherency just as if Iouncher' shels, Pinning tststaken against s aftacks
it were a vehicle s areat-1 tothe t z
fasq. -
move away and does not % g

ave sufficient remaining
towing vehices, models
left behind are destroyee



fitning
“One long-barrelled
autocannon
One twin-inked
- One hull-mounted

Avenger bolt cannon
~Two wing-mounted

annon
~Amoured cod
~Defensive heavy oo

2 »wm»ﬁnn MODEL
145 POINTS PER MODEL
;150 POINTS PER MODEL

Special Rules Options
« Thunderbolt + Ay Thindesbl may cary o f th flowing
- Repair \ ~Four Hellstrke missies.. +40 points
~Suersonic ~Six tactical bombs s 40 pOITtS
- Deep Stike. - Six Skystike missles +40 points
« Lightning + -« Any Lightning may cary one of the «ouwng
-Agle % - Four Hellstrke misils. +40 points
- Supersonic - Four Helfury misies ......... +40 points
- Deep Strike: - Six SKystrike MSSIs ... 0 polnts
* Averger - Six Tactical bomb, 0 points
- Strafing Run « Any Lightning may rep\a:ce it long-barrlied Gl
- Deep Stike with one of the followi
- Supersonic o Hestike miies.

Free
Four tactical bombs & the Srafing Run specl rule.. Free

« Any Avenger may be fitted with two additional wing-
mounted hardpoints that can carry one of the following.

- Sixtactical bOMbS....... +40 poins
~Two Helstrike missles. ... +20 points.
~Two Hellfury missies.......... +eret20 pOINTS
- Two missie launchers e 440 pOINS
~Two autocannon........ +30 points
~Two mult-lasers. 430 points

+ Any atcaft may take any of the - kg
~Flate or chaff launcher +10 points
infrared trgeting et o
o flares. - 5 points
Distinctive paint icheme or markings. iboms
Bomb Cluster

A weapon system vith the Bomb Cluster type may

drop as many bombs as ts user wishes as part of &

single bombing run, up t0 the total listed number of

bombs it i carrying. Pick a single target model for all of

the bombs in the bombing run (this must be a model

he Fyerhaspssed over tat ), the i bomb
Additional b

in the same manner as additional barrage blasts from

a Multiple Barrage (see page 34 of the Warhammer

40,000 rulebook).




==

Voss Pattern Type il Vulture Gunship. Attached to the 202 Necromundan Regiment of the Imperial Guard.
loyed to the Arcantis Cluster warzone. Twin lascannon anti-tank armament configuration.

Telurian Pattern Aveng Imperial Navy Ground Assault Air Corps.
The Avenger is an ancient mga o produced locally on several Forge Worlds in the Segmentum
Tempestus, such as Myre in the Orpheus Sector.




THUNDERBOLT HEAVY FIGHTER

Like most Imperial figf igns, the Thunderbolt,

‘The Thunderbolt i designated as a heavy multi-role

aerospace by the Departmento Murmamm

and i suitable for deployment in almost any.
atmospheric warzona and theatre of battle

ot o 9 highly robust desian, the

Thunderbolt’ principal armament comprises twa
s i bt ssing

1o successfull engage armoured targes,
Srcatandsoft g argets uch nem«w
e Further wcta bty
by wing-pylon mounts which may

caipped with bomb payiads, ground o
or anti-aircraft missies, as well as additional fuel pods
10 extend the Thunderbolts strategic range.

environmentally sealed and possesses
drive systes; @nabling it to make orbital combat
deployments from Imperial Navy warships.

One of the most common Imperial fighter designs.

the Thunderbolts legendary resilience provided iittle

attoge syt s ‘magnitude of frepower visted
the

within the first three days of the invasion.

The Lantern of Orpheus
Depicted here is the armorial interpretation of
the Seal of the Orpheus Sector as utiised by the

personal heraldry of the Rogue Trader Arica
heus, who led the initial explorations which
ed 1o the sector's founding.







CAMPAIGN

Rutes for DeaoLy CLOSE:

e following rules expansion for
Warhammer 40,000 deals with some
of the most savege arenas of combat
concetvable, the battefilds the Codex
Tactica Imperials efers 1o as Zone
Mortalis—the fatal ground. Such
zZones, be they the contested decks of
a void warship, angled mine works,
lightess under.hivs, the prson-

Vaults of sundered fortress citadels,
Jabyrinthine industrialsevier systems

and sacred catacombs, al have a
confiuence of factors in common such
a5 cose confinement, imited access
for attack or escape routes, as well s
reacherous environments, which make
them mrderous venues for warfare

These rules offer you the chance to
fight desperate battles of your own on
such deadly ground and draw heavily
upon the Zone Mortals rules previously
published in Imperial Armour Volume
9:The Badab War Part One, which
wehave updated following feedback
we have had from players, and also

50 they are now compatible with

40,000 game. Zone Mortals battles
are unashamedly designed to be fatal

APPENDIX: ZONE MORTALIS

QuarTeR BATTLES IN THE LABYRINTHS AND VAULTS OF THE FAR FUTURE

‘and chaotic affais, 2 fighting in @
collapsing hive city under mass artilery
bombardment or on a burning star
vessel in the middle of a batle ought
10 bel They're the kind of game
where all sorts of odd situations are
going to be thrown up from time to.
time and sudden reversals wil occur, 0
have fun with them - hyper-competitive
players or those seeking complete
predictabilty in their games will be
better served elsewhere

Its of course no coincidence that this
Zone Mortals expansion has been
prepared in concert with Forge World's
Realm of Battle Zone Mortalis Complex

confined battiefield such as can be
formed using the ilustrated tie board
from Games Workshops Space Huk
game, closely packed Necromunda
scenery. and an endless variety of terain
of your own devising can be used in
conjunction with this rules expansion

The Two Modes of Zone Mortalis Play
The Zone Mortalis rules have two

modes of play. The first and smplest
mode i to incorporate  designated

reqular game of Warhammer 40,000.
This makes a proportion of the gaming
table operate under the basic Zone
Mortals rules and can represent the
internal space of a command bunker,

ritualis underway, This can simply
be used to divide up the gaming table
in a unique and interesting way, of
provide an exciting locale to place
scenario objectives as a focus for a
narrative game.

The second mode of play i to use the
Zone Mortals rules in missons of their
own, where the entire gaming table

is made up of the deadly and close-
packed Zone Mortal terain.In these
gares the forces involved are selected
from special Force Organisation charts
and have access to  number of
optional specil ules 10 create 2
and unpredictable batle




FiGHTING A ZoNE MORTALS
BarTLe Mission

“The following section offers a variety.
of optional rules and mission types
for playing games of Warhammer
40,000 using only Zone Mortalsterrain
il sl e e
and close-quarter actons
boarding actions, xenwaumans and
desperate tunnel fights

Most Zone Mortalis missions have an
Attacker and a Defender, Which player
takes which side must be decided
before play. This may be done by
il gt o7 rling ftand
the winner picking which they wilbe.

Because Zone Mortalis actions are
fought in quite dense terrain, and
without the assistance of transport
vehicles to get around, a smaller gaming
area can often improve the experience
of play. As such it i recommended that
a4 x4 area is used for games of 1,000
oints a side or fess (which wil offer an
exciting battle lasting an hour or two),
ora 2 x.2*for around 500 points a side.
Larger tables are best used as part of
team games.

Force Selection

Each force should be selected using the
following Force Organisation chatt for
Zone Mortlis battles, with one Force
Organisation chart available up to 2
1,000 points a side of play:

Forces selected for fighting in a Zone.
Mortals action should be chosen
from their Codex as normal, with the
following exceptions:

« Units may not select Dedicated
Transport options.

= No unit may heve o sarting size
greater than 15 models before being
Joined by Independent Characters

« Vehiles, other than Walkers, may not
be chosen unless their models are no
more than 4" wide.* Fiyers may not
be chosen at all.

« Monstrous Creatures neecing more
than a 60m round base may not be
chosen.*

*Note: The e may sl confine
you, 50 caveat emptor!

Warlor

Each Zone Mortals force should have its
"Warlord' just as per a normal game of
Warhammer 40,000, however Warlord
Trats (see page 111 of the Warhammer
40,000 rulebook) should only be used
for forces of 501 points or moe. If
Warlord Trais are used, these should
be determined after the mission goal
has been decided upon but before any
deployment is made.

2

Compulsory  Optional
THQ THQ

1Troops




B0 o e Terin
‘Allzone Mortals terrain should be
S designated as such during the game’s
“ set-p and agreed between the.
 plajers-Any area of Zone Mortalis
téftain should have a clear boundary
= edge if part 0f a larger battlefield, and
it3hould have clear entry points where
% units €an gain access.

Bulkhead Doors & Airlocks

Charbers and corridors may be sealed
off by the use of armoured bulkhead
doors and aiflocks. Depending on

the mission you're playing, these
doors may be locked, accessible or
controlled, These doors should be.
teptesentéd on the table and moved to
show whether they are open or closed

atany given time. A closed bulkiead
door blocks fine of sight and assaults
may not be made through it

+ Locked: A locked door s naccessile
except by destoying it or forcing or
‘overcoming the lock in some way. In
most cases only direct force will do
{aithoush partcular missons wil offer
alernatives 1 this). Once a bulkhead
door has been destroyed, remove
from play.

« Accessible: An accessible door may

e

 unit that moves into contact

itin a particular turn, allowing
a unit to pass through it, or shut it
behind them.An accessible door may
‘only be used once per turn (either
‘operied or closed), but may be
destroyed atany time.

« Controlled: In the case of a particular
oo or doors being controlled by one
sidein the game (as might commonly
e the case where one side represents
aforce defending the Zone Mortalis
area from an attacker), the side which
controls the doors treas them as
accessible by their units, but units

10 other forces treat them

as being locked.

« Destroying Doors: Bulkhead doors
and aiflocks are armoued and
reinforced structures and therefore
difficult to destroy, Unless noted
otherwise in a scenario, all bulkhead
doors and airocks are treated as
being Armour Value 13, and are
treated as having a single Hull Point
and so requie a single glancing hit
or penetrating hit t0 destroy them.




i ; s
OmHer Zone MoRTAUS SPECIAL ‘When fighting in n}ulum\ Zone

Rutes & TerraIN ErFecTs Mortalis areas, use the same rules for.
Deadly Ground bi er templates,

9 one d assaul found i the -
isa dr ff ) 5
and one in which even liht vehicles pages 100 and 101). %
an flounder or damage themselves, &

buckled ofsateield D%«

deck lating, getting cushed beneath
faling rubble, or

(see page 104 f the Warhammer

B

‘The interior space of a Zone Mortalis
is considered its own terrain type,

sections of which may be considered
Mcun terin dangerous eran or

iy oy e ppend sy R
particlar section of chamber),

« Ammunition Dump, Comms Relay,
Fuel Reserve, Gun Emplacement and

bot
and d speifically identfalearess may

seems. sqnsd:’e (for example, a chamber
packed with industrial wreckage or a
sewer channel filed with ooze). As a

cases these asthoseina
standard game, reflecting the hazards
of unleashing weapons fire in confined
spaces and the dangers of ricochets, etc.

« Light Debrs, Light Machinery, Chain-
fink Fences, Grates and Grills, Heavy
Fungal Growths, Packing Crates,
Drums, Corpse Fies, Glass Tanks
(filed vith strange liquids), Barels,
Gantries (being on raised walkweys
above enemy firing models): 6+

« Ruined Wall Sections, Rubble Pies,

Barrage weapons cannot be used to fire
indirectly within, into or gut of Zone
Mortalis areas at alf only direct fire can
be used. The only eiceptions to this are
Mole weapons and Eldar D-cannon. -

“Objectives in Zone Mortai Gar
‘These afe generally assumed

treated as rmpasaﬂf tefain a.;u do
0t block fine of sight. T}a
i o

Mortalis missions,

Reserves and Deep Striking
The uts

y Unit Types.
In addition the i

il

by unit type:

» Bikes, Jetbikes, Artilery, Cavalry and
Walkers treat all difcult terrain they

must take a Dangerous Terrain test
regardess of the ground they cover.
This overrides any normal rules they
possess to the contrary.

« All models classed

descripton), but entrarice and exit 3
points dre still the only way these
can enter the Zone Mortalis.

Only units which are aescnhegffg
i

being sl o et o
m the Warp may use the my 3

o special rules.

i

Any unit that Deep Stikes into a

Bulkhead Corners, Barrcades,
Sandbag Walls, Trenches, Deep Water
Channels and Deep Pools of Polluted

» Fortified Structures (Pil Boxes,
Bunkers with Firing Slits, Armoured
Redoudis): 4+

*A model that Goes to Ground in this
to

Jump Infany

or Flying Monstrous Creatures which
move more than 6° in the Movemer
phase must take 3 Dangerous Terrain
st every time they do so.

« Fiyers may not enter a Zone Mortlis
(except f using Hover Mode, as

hey are then classeq as Skimmers)

Allother vehiles, including Skimmers,

reat a Zone Mortals as both dificult

2

rather than +1.

Only @ model that can physiallyfit
withinthe space on the tabletop can
move through of nto a Zone Mortals,
regardess of it type. This is a common
sense distinction which must be followed.

terrain \gerous tertain in
its entirety.

n

bulkhead =
Strike hishap and subtracts -1 to the”
fesult rolled on the Deep Strike Mi
art — this makes deep striking into.a
Zone Mortals a dangerous propesiton!




5

Blind Panic 9

1f, while falling back, 3 unit moves

through {i.e., within 1 of) anether

of the player's own units,the unit
d through must take an

fall back
themselyes. Fearless units are not
su_ueq 1o this effect.

Reaction Fire

The confined spaces of a Zone Mortals
‘make for deadly, close range fire-ights,
where a spit second reaction may be.

efough

ial rule, when
usadin ibepineafa Zon il

out from
strikes you down. In order 1o represent
s hspecltiealoparie beng

trength

ingreased by g

e their ranged
s P
i S g of o e

st
ker's gBhtre point into contact wuh
m

fire would,
xliow—if they're fast enough!

abiulkhegl vl it detonates on contact
vl

ere their avenues of retreat
e to the
idors and passageways
 thafimay surround them, fato beck

Only units not aleacly engaged in

Making a Reaction Fire Attack

A Reaction Fire attack i carried out
exactly like an Overwatch attack except
that the unitin question must irst rol
equal to or under its majority Inftative:
score on a D6, f successful, it may fire:
its weapons at the assaulting enemy
with thei full Ballstic Skil. Ifthe test
is unsuccessful, the unit may stil
make 2 normal Overwatch attack (ie.,
snapshots at 65 1) instead

A unit may ot use the Counter Attack
special rule i it has used Reaction Fire.

ApbiTioNAL Drmmu.

SeeciaL Ruws

e following it gl
special rules for use in your games of
Zone Mortals. The use of any or all of
these optional Zone Mortalis special
fules should be agreed on before play.

Attrition
Thi

attempt Reaction Fite.

« Only Pistol, Assault and Rapid Fire
weapons may be used for Reaction
Fire attacks. Heavy weapons may
only be used for Reaction Fire atacks
i hemoce carying them s the

1 rule which reflects
the bloody nature of a Zone Mortalis
conflict and affects the conditions of
victory. Whenever  mission esult s for
any reason a draw, then the force which
suffered the least number of destroyed
units is considered the victor,

Catastrophi ed Alive!

. Note that other
weapons i the snuad may stil make
normal Overwatch snap fir attempts,
if they are eligible, alongside the rest
 oftheunits Reacton i

par

uin Zone Moraisterran the icotous
sidgin an assault may re-rol thei
i hairce resdhf th weh

‘Contrary 16 the usual rules for falling
Bt fmedalyor iy 3 Morde
check, a units first fall back move
dnred!y 2y from the enemy, -

ubsequent moves are towards the
Rebtot ot unlockel b th presence
of enemy models. If a unit s trapped
by enemy models while falling back
and cannot escape, then it is
immediately destroyed.

ot be used to
e Sl e B

« Template weapons may be used in
Reaction Fire attacks, If the Reaction
Fire rol is successful (see opposite),
rather than placing the template, D3
hits are inficted upon the charging
b B e g fired
by the unit.

it oy o s 9l
Reaction fire attack against the
first unit they are assaulted by in
any given turn.

 AReaction Fire attack is made after
2 charge is declared, but before
haring modes Fae moved

O of the perts of batte underground
o within  building in a warzone

is the risk of bringing the roof down
on yourself and being buried alive.

o crushed under tonnes of earth

or masonry.

These effects are represented in the.
game by the Catastrophic Damage
Buried Alive! table. When this spocial
rule i in effect in every tur after the
first each player should roll 2 06 at the
beginning of the turn, Add the scores
together and apply the results on the
following chart. In addition, if any
ordnance weapon has been used on the
preceding turn add +1 to the total.

Note that this special rule brings a
hugely unpredictable (and enjoyably

from Reaction Fire
mzy cause an assault to fail

10 your games, and
should be treated as such.



Damage Table - ured Al
Result Effect :
25 Stable: Noeffect

67 Lok Outt: The players roll off and the winner
Large Blast (5*) template anywhere on the table to represent it
‘deadfall. Roll for scatter just as foran indirect fire weapon. Any od
caught under the template sufers a Strength 5 AP 4 hit.Units with
‘Amour value are struck on their Rear armour.

22; ut ran, Cluuds oo dust are shaken loose and fill the area with a <o bere
For this turn only all models Kave their Ballstic (. 3¢5 up 10 the enemy to

skm ar\d wname reduted by -1 (to a minimum of 1). S| itwas untlit hmm:vdh
10 Tremor: hivers and

cracks ip open celings and walls unleash debis upon those near o not have a ‘bl

ther. Al clar terrain counts as diffcul terrain for this turn only. own while they are ith &

fact must always be'note

11 Cavein:Th playrs ol of and he winer may place 3 Lrge sk | avoid confusion o ghcand

(5°) templates anywhere on the table to represent a caved. Roll for |
scatter just s for an indirect fire barrage. Any model caught under
atemplate suffers a Srength 5 AP 4 hit and must take a Barage

Pl check. Unk il Rear .
armour S

T2 Quakal: iy on e e e ess Skt
ved as 3 casualty. Models without a Strength score are

aunomamuy destroyed (buried under tonnes of rubble or earth).
Independent Characters may re-rol thistest i it is failed. If a 12+ is

olled again, treat this as having no effect.

erpieilin e o 75 eat;2
well a5 the effects of fightingin'a
depressurised area of ssel
‘uring 2 boareing acton,

When this specialrue s in effect, the
ol &

Enemy Unknown The use of rule

Whie the Night Fighting rules as. femite e e work i
presented in the Warhammer 40,000 and co-operation between the players,
rulebook represent fighting in levels but can make for very nerve-wracking

Al

kil g .23
Rending special fule, unless.

farget s Hardened Armouxnv

of low visibiity over distance, this can
be nothing compared to the abyssal
darkness of fighting deep underground
or within the tortuous confines of

a space hulk, where even the finest
auguries and sensors may prove utterly

a set of numbered counters (or biips)
sufficient for the number of units it
has in it force. Each number must
cormespond to a particular unit within
their force, whi

an Armour
il (AV) orhasa sau;ofzs n
case of attacks against mixed uni
apply these rending wounds to mé
more vulnuab\e targets first. < -
Allwea 2

useless, The confusion of this kind of _ before the game begins. It is these
counters that are deployed rather than
the units on the tat
units outside visual range of the enemy
rather than models, as the enemy’s true
disposition and strength wilremain
unknown until your forces are face-to-
face in battle.

As the game progresses, the 'blp’
counters are moved in place of units
unti they move within line of sight
of an enemy unit or the unit engages
i shooting or close combat attacks

%

already e mamg sbk«ai fie
now:-rend on a roll of 5 or 6, unless
ko it s

or Void Hardened Armou, ha
Armour valve (A) or has a save of
2+. In the case of attacks against
mixed units, apply these rending
wounds to the more vulnerable

AT



Y
Depending on the Mission Goal (see
further on), objectives may be used. I
ihis case they should be represented by
anodel or marker on a 20mm base o
aSitable aternative.

Scorin
In the ol soad ko
units drawn from eitfier the Troops or

siould be mpvs:nfgd awpmvnaldy

[

World's Zone

where this s called for by the mission. A
unit may only ever claim one objective
ata time.

Ending the Game

Wipe-out!
Regardless of any other condition, f
at the end of the game your enemy.
s no units left on the table then you
are victorious!

eployment
Before the game begins, ot sides
should divide their forces into two
roughly equal groups based on their
number of units. They must then decide
Which of these two forces i to be their
spearhead and which is to be their
reserve. This arrangement represents
an Attacking force working its way
through the Zone Mortalis, and the

ders ral et them

xit point per player.

per a Standard Mission (see page 122 of
the Warhammer 40,000 rulebook).

“The gaming table s then divided into
four quarters, and both players roll

off to choose a deployment zone.

The winner then picks which i to be
their deployment zone and deploys
their spearhead force anywhere in this
area, but not within 6° of the centre of



a0l of a 4+ they may choose any

& three remaining areas in which to
jeploy therr spearhead, othenwise they
must deploy their spearhead in the area
opposite that of their opponent.

Resenves arrive normall, entering the
d from any table edge i
players deployment zone.

First Turn
The player or side which deployed firt
25 the first turn unless their oppanent
can Seize the Intative

Mission Goals

Before the game begins, either
mutually agree or roll a D6 to
determine the goal of the Zone
Mortalis assault on the following chart
This goal constitutes the mission’s
Primary Objective and determines its
Victory Conditions.

D6 Result
12 Search and Destroy
34 Force the Breach!
56 Sabotage

Secondary Objectives
Slay the Warlord, First Blood (e
page 122 of the Warhammer 40,000
fulebook)

Mission Seeciat Rutes
Zone Mortals Special Rules & Reserves,

Search and Destroy Pig
This mission represents the vicious struggle to control the Zone Morials thiougt
brute savagery and attition, destroying the enemy's forces in detail Kill pints
are used to determine the victor, with one Kill point scored for each enemy unit;
Independent Character or Walker destroyed. At the end of the battle, the side
with the highest tally of Kil pointsis the winner

Force the Breach!
This represents the Defenders trying to maintain hold of a vital area of the
Zone Mortals, whist the Attacker must wrest it from them. The Defender
places thee objectives: one in their own deployment zone and one in eachof:
the zones in which neither player has depioyed. These objectives may not be
placed wilin inpessable terain, orfess than 6 away from the table edge or
the centre of the table. These defences are worth 2 Victory points each. If the
Attacker has more Victory poins than the Defender at the end o the game,
they are the winner If any other result s the case, the Defender is the winner:

Sabotage
The Attacker' goal s o destroy vitalsystems wihin the Zone Mortalis. The
Defender places D3+2 sabotage objective markers on the table. These markers
represent control panels and systems junctions vital to this area. The markers
may be piaced anywhere on the table other than within 6” of a table edge o
12" of each other. They also may not be placed in impassable terrain.

The Attacker must attempt o destroy these objectives by any means they, |
can. Each has an Armour value of 11, and will be destroyed by any successful -
glancing hit o penetrating hit scored against them. Because their Attackers
‘cannot be certain of destroying them properly at distance, these objectives
count as having a 4+ invulnerable save against any shooting attack or blast
‘damage they suffer, and cannot be harmed by events on the Catastrophic

Damage table.

Atheendo hegame, e Atackesgain 1 Vitory pointforexch sabotge |
objective destroyed, and the Defenders gan 1 Victory point for each sabotage
abjective il on the tabl. The sce it the most Vicory poins s the winer ‘
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Agispecial mision represents
forces advancing through -
nground where neither side

Ending the
Tloui b Siatice anersties
peta Standard mission see page 122 of

o mﬂs"@m Combatant Force

marl for this mission,

Ipng Mcrtahs 5 tangled Iahyﬂn(h
passageways wg; hambers, and
shgnld be represented appropritely
 you are using Forge World's Zone
Mortalis Complex tefrain boards, then
they may be ejther laid outin an agreed
fashion,or wnanve!y the players may,

Reganﬂess of any other condition, u
at the end of the game your enemy

s o G et on the able hen
You are victorious!

eployment
Before the game begins, both sides
should divide their forces into two

decide which of these two forces is to

Mission Goats:

Before the game begins, either
‘mutually agree o oll a D6 to
determine the goal of the Zone
Mortalis assault on the following chart
This goal constitutes the mission’s
Primary Objective and determines its
Victory Conditions.

D6 Result
12 Search and Destroy
34 Capture Ground
56 Invasion

Secondary Objectives
Slay The Warlord & First Blood
(see page 122 of the Warhammer

e
ble edge has at least one

anyu

r and which i to be.
their reserve. This represents the Jarger
force moving through the Zone Mortals

Mlsslou Sreciat Rutes

dﬁ?m@:m point per player
The players (or sides) rol off, the winner
itsion e siggon ke choosng hichof the table sdges o
further on), and deploys
ithin 6" of

o
o hodelor makeron a 20mm Base o
asuitable alternative.

 Scoring Units
In the Zone Mortalis encounter mission,

drawn from either the Troops or

allowance count as scoring units.
whmws is called for by the mission. A
unit may only ever claim one objective
atatme.

D force wi
therr table edge. Then their opponent
deploys their spearhead force within 6°
of the opposite table edge.

FirstTum

“The player or side which deployed first
as the fist turn unless their opponent
can Seize the Intiative

| Rules, Reserves &
mgm F:thmg
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Zoie Mortals stratagems is an optional
tule that allows unique and unusual
tactics terrain and equipment to play
aart injyour Zone Mortals games. ft
allows you t replicate the conditions
of fighting in the shattered towers,
sewers and bunker networks of a
battlescavaged city or the dark winding
c@fines of a'space station under siege
by an enemy force.

The use of such stratagems is neithe
compulsory nor, strctly speaking,
needed, But they can add new
dimensions and a few nasty surprises
t0,your games, They also represent a
aitedplie indige your moceing
prowess and make some special t
etes 2985 rpose it Zone Mortals
conyersions. Wherever possible

you should endeavour to represent
stratagems suitably on the gaming
table, and make absolutely sure your
opponent knows what they are, as this
is only fair.

s well as there being differer
stratagems to select, some are on
available t0 an Attacker or Defender
and so, as a result, stratagems should
only be chosen after which player s

taking which role has been decided,
but before the forces are deployed or

e mission goal has been assigned.
You may even want to sort out who
i5going to be the Attacker and who
is the Defender well in advance of ths

ame if you can 50 you know what
modes 1o bring!

There are many possible stratagems,
and only a handful are (isted here
You can f

Warhammer 40,000 expansion
books intended for use in those games
which you may wish to modify and
use where appropriate in your Zon

fortalis assault games, and of course
you can make up your own as well by
mutual agreement

Unless specified in their description,
each stratagem may only be taken
once per force

Stz

me stratagems are simply more
powerful than others or just more
useful in general; this is reflected by
acost in Stratagem points m
points are also handy for keeping a

ZONE MORTALIS STRATAGEMS

(OpmonaL RuLe For Zone Morauis Missions)

check on the use of stratagems and
making sure they
hand in th In a Zone Mortalis
mission it is tecommended that each

side has an allowance of 1 Stratagem
point, plus an extra 1 Stratagem point
for every full 500 points of their force

getoutof

(50 a 1,000 point Zone Mortals force
would have 3 Stratagem points to
spend, etc).

Declaring the use of Stratagems

Players should declare the use of thei

stratagems when indicated in thei
 cases this wil be

terrain, but i for any reason both i
have a stratagem whose
occur at the same time

they should
rol-of to determine which one takes

Special Terrain
Some stratage

s provide unique
with game eff
these should be
placed by the owning player after 1
deployment zones have been decided
on, but before any model force
are deployed




‘GENERAL STRATAGEMS
These stratagems are avai
the Attacker and Defender.

ble to both

et [\'ervam] Bl
Declared wt

Your forces \wvy, Seied s
conduits and service tunnels in this area
of the Zone Mortals, providing you with
a significant advantage - just 50 long as
they don't collapse first!

You may place three hatch markers
anywhere on the table no less than
12" apart from each other, and not in
impassable terrain. Should you wish it
any units with the Infantry type in your
feserve may enter the game via the
Deep Strike rules using one of these
hatches only as their chosen arival
point. From this enry point their arrival
scatters as normal,

Breacher Charges (Gear] 1 5P]
Choose two infantry models other
than an Independent Character. These
models are now each equipped with
a single breacher charge, a combat
explosive device designed for breaking
into bunkers and blasting apart
bulkheads,

Rules for the Breacher Charges can be
found on page 180

The Breacher Charges stratagem
be taken multiple times.

may

Spearhead Sentry Gun [Terrain] 2 5P
| Deployed with Spearhead Forces

Both attacking Zone Mortals orcesand Defenders often deploy aitomated
weapons system to provide them with fire support, usually covering a vital areds
or important access chamber. This weapon is a light artillery mount equivalent

to an Imperial Tarantula, heavy gun senvitor or defence platform. It may not
move once deployed, but may freely engage enemy targets in the Shooting
phase with a 360 degree arc of fire, 50 choose its location wisely! It has no crest.
but s seff-targeting and so i the control of the controling player. The Sentry
Gun may make an Overwatch snap shot f assaulted

ws Bs s
Sentry Gun S

UnitType
« Actilery (60mm base)

Wargear
« Searchiight

T W 1 A Ld 5V
6 2 P

Wargear
« Choose one of the following
weapons
- Twin-finked heay bolter
- Twin-finked heavy flamer
- Twin-finked assault cannon

Hlanking Counter Assaul Tacti] 251
The pleyer has sent s porton o

fotces off i an ttempt o otk
enemy forces in the hopes of cutting
them off, enabling them to be isolated
and destroyed.

Before the game begins, the player may
nominate (by writing it down) a single:
unit that i to be held in reserve to be
their flanking force, When this unit
becomes avalable to enter play norm:
ja the Reserves rule, it may use their
‘opponent’s deployment zone table edge
t0 do 50 f they wish.

Lascutter (Gear] (1 5P)
s todel

Chaose a single infantry model Other
than an Independent Character, and
that is not already equipped with this
weapon bought as a unit upgrade. This

model is now equipped with a lascutter,

2 powerfulindustrial tool that can be
used for cutting through armoured
bulkheads or as a makeshift but
devastating close-quarter weapon.

Rules for the lascutter can be found on
page 180,

The Lascutter stratagem may be taken
multiple times




et through the use of advanced
T generators to render the
ounding térrain temporariy out of

fc with realy, or the rather more
te force approach of biasting out
bl fedocreteand cart with
fanic charges, the Attacker makes

sfor breach i either the celling, oot
o wallsfrom which they have troops
posed to make a siorm assaul.

During the Atiackers first turm they may
place a Blast (3") marker anywhere on

. thelterrainor board edge, This blast

% marker now represents the breach point
and remains n place for the restof the

% balle.Up to one infantry unit per turn

arfving as reserves may use this breach

o enter play as normal,

< sustained Assault[Tactic] 3 SP]

% The forces of the Attacker greatly
outnumber those of the Defender,
allowing them to press on heedless

of casualties with reinforcements close.
at hand

Before the game, the Attacker may
choose a single infantry unit taken as &
Troops choice for the army and sccretly
harks it down. Should that unit be
wiped out or fall back, the Attacker may.
reveal this stratagem and remove the:

:} unrlfmni play(if st present) andreturn™ =

gmlm citigag 3
=

Fire Wasp (Unit] [1.5P]

ire Wasp is an Adeptus Mechanicus-produced combat drone used since
the early years of the Great Crusade in Zone Mortali actions to venture ahead
o assault parties and help clear them a path. Sent in ahead of a squad and
intended (o trip mines and other booby traps, the Fire Wasp is an extremely.
robust device, if  poor fighter. Most standard pattems are equipped with an
inbuilt flamer weapon and searchight deice to ad i theif misson.

Th ire Wasp i 2 sinlemodel i thefollwing prfiewich i deployed n
adaiton to the player’s spearhead or

ws BS S T oW g A s
Fire Wasp ASlE aeGs SRS 0 4
Unit Composition Wargear
« 1 Fire Wasp * Flamer
« Searciight

Unit ype + Close combat weapon

 nfantry (40mm base)

Special Rules

« Fearless

« Move Through Cover
out

* Scout




DEFENDER s Smusws

Defender only

Defensive Strongpoint [Terrain] [3 SP]
Declared When Placed

ieployment areas are worked out
1y models are deployed, the

o be
fensive strongpoint (ansma\we\v
2 new piece of terrain such as a small
box or square of Aegis e mary be
o the set-up 10 tepresent
o A Sl e eyl s
ced within ths area to represent
stronghold's power generator.

ihin the strongpoint may re-foll failed
fing attacks which roll a1 to hit,
4 the Defending side gets +1 to 3l

Barricades [Terrain] [1 7]

The Defender has had enough fime
t0 get ahead of their
meet them on prepared ground,
utilsing barricades and e oo
protected positions and kiing zones.

The Defende has three 4° wide
barriers or barricades they can place
anywhere on the board after their
deployment area has been decided,
but before any models are deployed.
These barrers provide a 4+ cover save
for any model firing from behind them
and count as difficult ground for any
model trying to cross them.

The Barricades stratagem may be taken
multiple times

Traps [Terrain] 2 SP]
Declared When Placed

e Defender has been able 1
the area with anti-personfiel mifes,
tripwire-bombs, ra-felds and idden
deadfalls, making it a potentia death=
trap for Attacking forces.

The Traps stratagem may be taken
multiple times.

The Defending player gans six trap
markers (you can use modelsona ¥
20mm base, poker chips or any other

convenient counters o represent these)
These may be placed by them anywhere
on the board ater the deployment AL o)
areas have been decided; but before

any models are deployed. %

Any model moving withi 2° 6f the
centre point of one of these markers
during the game has a chance of setting
off a trap. In the case of squads, mave
the whole squad before seeing if the
rap goes off. If this happens roll a D6
and apply the following effect:

2-3  Not this time

Nothing happens, but the
marker remains where it is

4.6 Boom! Place the Large Blast
(5°) template centred on
the centre point of the trap
marker. All models caught.
in the blast suffer a Strength
S it Models with an
Armou value (AV) are hit on
their Rear armour. The trap.
marker is emoved from play




DEATH KORPS OF KRIEG
17™/221%" SIEGE REGIMENT

A brevet formation created from units
recalled after the Orphean Salvation
Campaign in 996.M41, the 17%/221" was.
rearmed

1. Death Korps Guardsman 17%/221*
Siege Regiment

2. Death Korps Grenadier 17%/221"
Siege Regiment

3. Krieg Patter Mk 7/9 Grenade
Launching Carbine

4. Voss “Sun Lance" Pattern Lascannon
with Trench Carriage:



APOCALYPSE RULES
APPENDIX :

Anvilus Pattern Malcador Defender Heavy Tank: Relegated largely to second line armouries;

a number of Malcadors such as this one were mobilised in the defence of Amarah Prime and crewed
by local defence troopers. This example was damaged and abandoned during the inital invasion,
before being repaired and re-armed by Tech-Priest Enginseers attached to the Necromundan 8"




tim vehicles behave on the baftefild in e e

For example, a Super-heavy vehicle has already suffered two
lost 2 Hull Points. So far it has not lost any.

vehicles, witt

Vehicis are lumbering brutes, slower thart
rmal vehicles  they can only move at Combat Speed unless.
herise spcifed i tht profie

perhéaiy vehices are affected by dificlt teran and
aerous tecan ke other vehices, but can avays e-ol 3
fed errin test

'SHOOTING PHASE

Structure Points. It s hit again and suffers a penetrating hit.
This brings the total to 3 Hull Points, 50 it loses 1 Structure
Foint, and the Hull Point count s reset to zero. The roll on
the Vehicle Damage table for the Penetrating Hit causes an
Explodes! result, causing the oss of another Structure Point,
and then another rollis made on the Vehicle Damage tabl
The second roll results i & Crew Shaken result. The Super-
heavy vehicle has lost a total of 2 Structure Points and is
Crew Shaken.

CATASTROPHIC DAMAGE.

y fie al of their
Ornance)sac ura hlr fll Salistc St They e as
they had been stationary, regardless of how far they moved.
Each weapon may be fired at a different target (each target
mist bawithirthe weapon' ire arc).

sxause’shper r-heavy vehicles vary greatly in size, for the
pu stablishing ine of sight from a Super-heavy

B e s ol o it
the'barrel of the weapon they are firng. The rules for area
tertain opply as normal.

I the sarme way, always use the real fine of sight when enemy
units are targeting Super-heavy vehicles. Again, the rues for
area terrain apply as normal.

Asswu PHASE

STRUCTURE POINTS
To fepresent the greater amount of damage a Super-heavy

vehicle loses it ast Structure Point, roll
D6 and refer 10 the table below. No madifiers apply 10 the
dice roll

D6 Result
13 Wrecked. The vehicleis destroyed. The model i left
in place and becomes a wrec

Explodes! The vehicie i destroyed. Nearby units
su"ev  Ssengih 3 A% it foreach model it

of the vehicle (ol for the distance on
mgzvdless o how many times e esl 5 e
The vehicle is then removed.

6 Apocalyptic Explosion! All models within 6" of the.
vehicle suffer aStrength 10 AP 1 hit. Models within
D6+6" of the vehice suffer a Strength 3 AP- it
The vehicl s then removet

'DRIVE DAMAGED
When a Super-heavy vehicle suffers is first Immobiised
esult on the Vehicle Damage chart, it counts as being Drive.

e itis

d, i their datasheets th

s i e B
ived. If a second Immobilised

‘of Structure Points (sometimes shortened to 'SP") with each
Structure Point being equivalent to 3 Hull Points, Only by

be desioyed.

Against Super-heavy vehicies enemies rol to it and to
perateamour execty 3 withnormal veides; | Slruﬂula
Point being los for every 3 ful Hull Points of darn

Veice suffers. Keep track of the number of Hull o e

Tenits e, thea s efects ol o the Supechemy
vehicle as normal.

An Immobilised Super-heavy Walker has its Attacks
reduced by -1 (to a minimum of 1) and may not use ts
Stomp special attack.

PRIMARY WEAPONS

vehicle has lost, and reduce the number of
has remaining every time a third Hull Point i lost

n addition, each time the vehicle suffers an Explodes! result
on the Vehicle Damage table, tloses 1 Structure Point instead
fffrg the effects sed foan Exldes et When

Any weapon possessing ths specil rule mustroll two dice for
d pick the higher i

1
Note this does not apply to any additional dice rolld because:
of other specil ules such as Armourbani, o example.

In addition, whenever a Primary weapon is affected by
Crew Shaken, Crew Stunned of Weapon Destroyed res,

thishappens an
table any modifiers that applied e e apply.
toghe addiional rol):

iR (T 13 the
Primary weapon is affected as norma, but on a 4-6 the
damage result has no effect on the- anry i,




RESISTANCES

Psychic Powers: Super-heay vehicie are not affected by
psjcic powerseher indyorenem it th exepton
of those that have attacks with 2 given Strength value, which
affect them normally

Entropic Strike: Super-heavy vehicies only suffer the foss of
Armour value from attacks with the Entropic Stike rule on a
ol of a 6 rather than 4+ as would normall be the case:

Haywire Attacks: Instead of using the normal Haywire damage
chart, attacks with this specialrule only infict a Glancing hit
on a ol of 6 against a Super-heavy vehicle.

'DAMAGE CONTROL

At the beginning of any of their turrs, the contralling player
may announce that a Super-heavy vehicle s diverting
tesouices to damage control, Ths means that the vehicle is
doing absolutely nothing for the duration of the turn (i, no
moving, shooting or assaulting). This cannot be attempted by
a Super heavy Walker that is engaged in combat with another
Super-heavy Walker of a Gargantuan Creature.

The player immediately rolls a D for each Structure Point
the vehicle has left. For each result of a 5+, the player

can repair one weapon that suffered a Weapon Destroyed
result or remove the effect of the Drive Damaged result,
or 'repair’ a fully Immobilsed Super-heavy vehicle back to
being Drive Damaged

SUPER-HEAVY VEHICLE TYPES.
‘All Super-heavy vehicles belong to one (or more) vehicle type,

topped, Fast, Tanks, Skimmers and Walkers, These vehicies
follow the rles atached fo their vehice type gven n the
Warhammer 40, . with ollows

Superheavy Tanks
A unit that s ank shocked by a Superhéavy Tank
Mo heckwith a exa -1 1015 Leadesn yoloes

‘Super-heavy Skimmers

Suber heavy Skmmers move as normal Skimmers n @1

of spee and conform o the sed s for Simmers
found on page 83 of the Warhammer 40,000 rulebook. &
Superheavy Skimmer becomes wrecked due o crashing, mﬂ‘
iminciately on the Catastrophc Damage table:

SUPER-HEAVY TRANSPORTS
Some Super-heavy vehicles have a transport capacity, often &
allowing them to transport multiple friendly units and'even .
other friendly vehicles!

These vehicls' transport capacity is expressed as a number
of models (30, for example) and friendly infanry models
normally count as a single model (so the vehidie in the
xample could carry up to 30 infantry models). Larger
friendly models will take up proportionally more s
the Bulky and Very Bulky, etc, special rules) in the Wamammer
40,000 rulebook. £
Unless othenwise specified, each access point on a Super- =
heavy Transport vehicie allows a separate unit to embark/
disembark in a turn. If the vehicle is Open-topped, al
transported units may disembark at once.

Passengers onboard a damaged Super-heavy Transport aré.

affected just as described as normal for a transported unit

~ see page 80 of the Warhammer 40,000 rulebook, except

that should a Super-heavy Transport suffer an Apocalyptic

Explosion resul on the Catastrophic Damage table it

is immediately destroyed, with 1o saves of invulnerable.
flowed.

for each type:

Superheavy Fast Vehicles

These vehicles may move at Cruising Speed uniike normal
Super-heavy vehicles and make a Fiat Out move of 6 (instead
of shooting in the Shooting phase).
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IMPERIALARMOUR AERONAUTICA

ADDITIONAL RULES FOR FLYERS IN WARHAMMER 40,000
AAND WARHAMMER 40,000 APOCALYPSE

it ane
ool ur Gamesof Warhamme 40000 ncdedare rofes o iy Yie

R A e

and
e t e ertfying aitorme isrenginesofth 41 Milennim, including e for
vehices in massive Apocalypse games

Aongside these there i 4 a new campas

missions designed specically to ncor

the Scourging o Kerrack, which provides s e
s combat nto your Warhammer 40,000 and
Apocalypse baites




THE DOOM OF MYMEARA

Setals I, part of

NManking,

dar viar hosts. The reasons ar attacking the ighty populated ice word are asyet unkpown,
bt Myndoras Odon, General of the Cadian 6 Armotied regiment, s ntent on the Eidars’
destrucion, Wieking the migh of three imperial Guard egiments and foined by Bian

ompany and Tians from
Invading Betals

Inside ths book.
Mymears, Craftworld Al

25 well 2. campaign sectio:
ciground bringing the Battefor




" IMPERIAL ARMOUR — THE BADAB WAR
* IMPERIAL ARMOUR — VOLUME NINE
THE BADAB WAR - PART ONE

Space Marines and sefftyled Trant of Badab tums brother against brother
deady confict.

03 ot o decres e secesion of s darmo
o e 4B, i o e ot e Chptesof he At
e el o cene st for an eic s f s et
St s, oy and st et il e e e s
Pl an e wors edce o felss s e of he most
Sataros oo confl e mpe s knoun 3 s e

History vl call Lugft Huron a madman and a taior, and condema him as
pavin of Chaos oran allen puppet, but isory is write by the vicors, and i
fheignm darkness of the far future, the fruth s sedom 5o simple.

IMPERIAL ARMOUR — VOLUME TEN
THE BADAB WAR - PART TWO

Savage war r3ges Ivoughout the Madsirom Zone. The pride and arbition of Lugft
Hron,the Tyrant of Badab, has plunged a score of woridsinto bloadshed and horor,

the most of the
‘age Insic this ook, the second volume i Forge Worl's two-part ploraton of the

youil f the apocaiptic
condusion of th story o the confict, and the pice the mperium pays o dethvone the
Tyrant it has crated.

s featured are the backoround and imagery for the Space Marine Chapters who
played the most sgnificant part n the Badab War' later stages; the Minotaurs
Execytioner, Salamanders, Exorcsts, Sons of Medusa, Mants Warrors, Star Pantoms
and the Carcharodons,

Assault force, representing the kind of Chapte assaultfoces used 1
fasegsof v, Alorgice s v ampan sege

Chasas fevure i i bok,now s and et s o et Gt
phenamenal range of coour profies,pictures ad background.
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IMPERIAL ARMOUR

VOLUME TWELVE
THE FALL OF ORPHEUS

At the dark reaches of the galaxy an ancient horror wakes. On the edge of the Segmentum
Tempestus, the Orpheus Sector has stood as a bulwark against the outer darkness for
millennia, Forged in war and preserved by the blood of the Imperium’s soldiers, it has stood
against the privations of the Orks from without and the treachery of Chaos from within, but
the terror that rises to engulf it is beyond anything it has faced before.

From their cold tombs deep beneath dead and forbidden worlds, the Necron Overlords of the
ancient Maynarkh Dynasty, tainted by madness and hungry for war, have risen and with them
stand the undying machine legions and fearsome war engines of a lost age. Their goal is the
conquest of the Orpheus Sector and the extermination of the human vermin that now infest
their former domains there. Already, hundreds of worlds have fallen and billions have died
before their seemingly unstoppable onslaught, but the Imperium has not been slow to react
and a vast Crusade force has been rallied to battle for the Orpheus Sector’s heartlands.

The fate of an entire Imperial sector hangs on a knife-edge, but can even the superhuman
‘warriors of the Minotaurs Chapter and the relentless armies of the Death Korps of Krieg
stand before the nightmare that has come to Orpheus?

In this book you will find a detailed history of the horrors of the Orphean War and
the forces involved. This includes a new variant Necrons army list — The Dark Harvest,
representing the forces of the tainted Maynarkh Dynasty alongside new Necron units
such as the Canoptek Acanthrites, the Night Shroud Bomber and the mighty Tomb Citadel
fortification. Also contained within this book is a new Death Korps of Krieg Assault Brigade
army list, and updated background and units for the Minotaurs Chapter of the Space
Marines, and rules for numerous Warhammer 40,000 Space Marine units such as the Spartan
Heavy Assault Tank, the Storm Eagle Gunship and the Predator Infernus.

Product code 60040187024
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