Do













VOLUME THREE — SECOND EDITION

THE TAROS CAMPAIGN




Warwick Kinrade, Tony Cottrell, Paul Mooney,
Ewen Little & Brian Coturell 7

Wanwick Kintade, Tony Cottell, Chis Bistow,
Sam Lamont, Kenton Mill & Will ayes.

. Paul Daintan, Karl Kopinski, Nuala Kiirade & Daren T

ACKNOWLEDGMENT:

Tairain Mogels designed by

Terrain Boards by

Models Painted by

Proof Reeding

Fistpul Bitgin in 2013 by Forge

©The copyrightin all text,artwork and images herein are the

p, Willow Road, Lenton, Nottingham,
operty of Games Workshop Limited 2013 All
Games Workshop, the Games Workshop logo, GW, Citade, the Citadel cevie, W

Forge Ward and the Fore World logo, Impeiial Armosr and al associated ma
®,TM andlor © Games Workshop Ltd 2000-2013, vat

thamimeq Wathammer 40,

s, logos, devices, names, chara

& part of this public 1 b reps
Without the piot paimission o the pubis

uced, stoced ina
hers.

ystem, of

transmitted in any form o by a

Th's 5.2 work of ficton. Al he characters and events portrayed in this book are fictional, and any resemblanc

000, the Warhammer 40,000 logo, the Aguia ioga, 40K, 40,060,
1oy tegiteed nthe UK and ather ounres around the word Al Righis g

Kenton Mills.
< : %
Daren Parrwood, Will Hayes, Mark Bedford, Simon Egan,

Tony Cottell, Daniel Cockersel, Jes Goodvin & Tim Adkeck

Blake Spence, Simon Harris, Tony Cottrel & Mark Beclord.

Mark Bedford, Dean Winson, Owen Branham & Warnvick Kinade.
Mark Bedford, Owen Branham, Jack Butler, Guy Carperer,

John Carter, Tony Cottrell, George Dellapina, Phil Dusn,

Kevan Downey, Eavy Metal Team, Wil Hayes, Gwen Ress,
Wanvick Kinvade, Simon Kirkham, Mark Latham, Gln Moe

Steve Ralph, Keith Robertson, Mark Tait & Stuart Witer

Graeme Lyon

Owen Branham, Tony Cattrell, Alan Bligh & Steve Mofris.

The staff at Forge World and Games Warkshop for ther cntied.

support, advice and encouragement, and the first edition
playtesters: Chris Reiter, Nate Montes, Ray Bell & Bob Fendessan:

PRODUCED BY FORGE WORLD.

NG7 245,
Righs Reserved.

cters, ilustrat

id images from
Reserved

iny means, electionic, mechanical, chotocopying, eoGng ot

e of incidents

itish Catalaguing-ia Publicaton Dota. A catelogue record forthis book is avel
Cenain Ciadel prod ty.
Whatrier your age, be P

Preduct Code: 60040187023
153N:578-1.908472-79.1
Printed by China

y be dange not

a1d sprays and mak

Games Workshop Web site
9ATEs-rorkshop com

Foige Workd Web ste:
forgeworkd cou

€ !

lable from the Biitsh Library. ictures used for fiustrative: purpases only.

d them lor use by chldren under the age of 16 wilhout sdul UpENEn
that you read and foliow the instructions on th packaging.




oo

~ The Road to War..

H:stnry of the Taros Campalgn
¢ The Invasion. ..
-9 The Desert WaL o
* The First Taros Intervention .. ... : , 22 Operation Comet.
Planning the Invasion i e 38 The Evacuation,

iswy ‘of the Taros Campalgn

Forces of the Tau Empire

Forces of the Tau EMpire. . ... . % 139 Heavy Gun Drones.
Devilfish Troop Carrier. ... . " o 140 Drone Sentry Turret,
XV8 Crisis Battlesuit. e 143 Remote Sensor Tower,
XV88 Broadside Batllesuit S ‘ to 0187 Shas'o R'myr.. i
Tetra Scout Speeder LIS s . 149 Tiger Shark Fighter-bomber
Piranha Light Skimmer........ S z 152 Tiger Shark AX-1-0.
Barracuda Air Superiority Fighter 154 Orca Diopship
Hammerhead Gurship. 3 158 Manta Super-heavy Dropship. .
Sky Ray Missile Defence Gunship o 163 Tau Empire Weapons Summary
GreatKnadoc . ..o 4 8 166 Tau Empire Units Summary. . .
Knarloc Riders ... - R (1)
Battlefleet Gothic Tau Empire Fleet
Battlefiect Gothic Tau Empire Fleet 201 The Continuing Expansion of the Tau Empire.......
Elysian Drop Troops Army List
Elysian Drop Troops Army List o g 207 FastAttack
Ho 212 Heavy Support ;
Eltes. A = 214 Imperial Guard Tallam Reglmems
Troops . 2 215 Elysian & Tallamn Units Summary.
Dedicated Transport.... 4 219 Elysians Weapons Summary..
The Taros Campalgn
Taros Battle Missions . 7 . 230 The Ambush of Supply Column Theta-XJ-59....
Gue'vesa Auxiliary Team ; 231 Storming the Phyrra Heights
The First Taros Intervention . A : ..232 The Battle for Hydro-plant 23-30 — First ll“ i
The Assault on Missile Silo ‘Decima’ . 234 The Battle for Hydro-plant 23-30 — Second Lift
Encounter at Tungusta Station 236 The Iracunda Breakthrough
The Battle at Gladamak : . .238  Operation Deathblow
Night Raiders ... G 240 Fighting Retreat ...
The Taros Campaign - Battlefleet Gothic Scenarios
The Taros Campaign — Battlefleet Gothic Scenarios. , ‘ 254 The Destruction of Troop Convuy Alphﬂour =
The Battle for the Taros System ..., ... ; £ 255 Hunt for the A'tho
The Denab Incident i 3 Dl iyl 258,
Tau Emplre Units of the Third Sphere Expansion:
‘Tau Empire Units of the Third Sphere Expansion...... .. - 261 XV9 'Hazard' Close Support Team
DX-6"Remora’ Drone Fighter. SRR .. 262 Tau Battiefleet Commander R'alai
Paanha TX-42 Light Skimmer . e ; it 203,

Tau Empire Camouflage &Vehice Markings ..o ... ..266



CLASSIFYING THE ENTRIES IN THIS BOOK

Impenal Armour Volume Three ~ Second Edition: The Taros Campaign focuses on Forge World's Tau Empire, Imperial Guard and Space Marine s
in games of Warhammer 40,000, Apocalypse and Battlfleet Gothic. It is not a stand-alone supplement and to make full use of this book you willaso
nieed 1o refer to several other Games Workshop and Forge World publications. In order to make it clear at a glance which game system the models and
scenanos in this book are associated with, and which books may be required to use them, the. following ‘stamps’ have been used: {
i

e
0,000"

Y

lypse: Units
and scenarios with this stamp are intended
. for games of Apocalypse and larger games
of Warhammer 40,000 where there 15 an
agreement between players in advance to
use superheavies and other extremely
powerful units.

40,000; This unit or scenario
Is intended to be used in "standard" games.
of Warhammer 40,000, within the usual
limitations of Codex selection and force
organisation charts, In addition to the
Warhammer 40,000 tulebook, you will also
need a copy of either Codex; Tau Empire,
Codex: Imperial Guard, Codex: Space Marines,
Impetial Armou:

Amour 1~

Aeranautica or imperiat
Second Edition: [mperial Guard
10 U2 many of the models incluced in this

book. As with all of our models these should
be considered ‘offca’, but as they may be
unknown to your Opponent, it's best to make.
sure they are happy to play a gama using
Forge World models before yoy sart

Battlefleet Gothic: This unit of scenafio s
intended to be used in 'standard’ games of ¢
Battlefleet Gothic, within the ususl hny;n:;dﬁ
according to the rules of that game sysim-
In addition to the Battlefleet Gothic uizbooki
You will also need a copy of Battiefieet Wu
Armada to use many of the mode)sn{\dlmd
in this book. As with all of out modeis th2se
should be considered ‘official, bt owing.

10 the fact they may be unknown (0YoUF
opponent, it's best to make sure they at2
happy to play 2 game using Forge Work
models before you start




id in your hands a new edition of an important piece of Forge World's history: The Taros Campaign, published origi
\World's Imperial Armour books to build upon the format of the onginal Imperial Armour books, which provided garners with detailed catalogues
terifying machinery of war deployed in the grim darkness of the far future, by adding a narrative campaign. This combination of detailed profiles
new and old, as well as engaging stories that expanded the Warhammer 40,000 universe, have become the standard template for the Imperal
series, with the success of The Taros Campaign setting the stage for those books that followed F:

Within this edition of The Taros Campaign, we have updated the original material, bringing it into line with the latest Warhammer 40,000 mies, with
taken to preserve the original feel of the book during the updating process. This ensures that, just as with the original, players are confronted by chall
missions that often feature uneven sides. £

As with its first incamation, /mperial Armour 3 ~ Second Edition: The Taros Campaign s a book whase focus is the emerging Tau Empire. We have updat
every profile not covered in Codex: Tau Empire, allowing Tau Empire players to bring the full firepower of the Forge World Tau Empire range to bear on thei
‘opponents. As well 3s those Tau units included in the original The Taros Campaign, this book also includes profies for all of those models released sirice,
‘making it the ultimate Forge World Tau Empire reference book

While the main focss of The Taros Campaign s the armies of the Tau Empire, the Elysian Drop Troops have long been one of the most iconic miniatures
ranges produced by Forge World As such it would be impossible for us not to have included a full rules update for the Drop Troops army list, bringing them
back to the gaming table for the 6 edition of Warhammer 40,000. In addition, Imperial Armour 3 — Second Edition. The Taros Campaign alsa includes Tules
for representing Tallam regiments using Codex: Imperial Guard.

Finally, it is through the efforts of Forge World's Book Production team and Studio that this new edition of The Taros Campaign has come to be. Spare them
2 thought in thanks as you explore the Imperium's attempts to wrest control of Taras back from the clutches of the Tau Empire — both within the covers of
this book and on the gaming table!

The Forge World Team
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The Imperium of Mankind is vast, comprising over a million planets
scattered the length and breadth of the galaxy, I s the greatest empire

in human history, but for all the worlds its armies and battlefleets have
conquered and the countless xenos races it has cast into oblivion, the:
terrible truth few men are privy to s that the Imperium’s millennia long.
battle for survival may be failing. For the galaxy is a dark and terrible place
and, beset by external wars and internal divisions, Mankind's existence
hangs on a knife edge

In ignorance the wider military might of the imperium battles on, in part
because it knows no alternative, but also because the forces at its disposal
are legion, From the colossal firepower of the Titans of the Adeptus
Mechanicus to the formidable Space Marines, the elite warriors of the
Adepius Astartes, there is little that can oppose its fearsome gods of war.
However effective they are though, their numbers are limited and it is
ultimately upon the common man that the burden of war must fall the
heaviest, those of the Hammer of the Emperor ~ the Imperial Guard.

Consisting of billions of men and millions of fighting vehicles, the Imperial
Guard is deploed to warzones and gamisons acrass the galaxy. At any

one time s regiments may be engaged in thousands, maybe even tens of
thousands of conflicts, and each and every Guardsman tequires a constant
supply of food and water, weapons and ammunition, and a myriad of other
£quipment to survive, Ta manage this logistical nightmare the Departmento
Munitorum was created and for millennia it has overseen the supply of men
and war materiels to the Imperium’s largest armed force, This has always
been a vast and complex task, but when the Imperial Guard is mustered

en masse to counter an enemy that poses a threat to the Imperium at

farge such as an Ork Waaagh! of Tyranid hive fleet, the duties it must
pasform to ensure the smooth furictioning of the Emperor's armies graw

10 epic proporiions,

CHAPTER ONE

THE ROAD TO WAR

The Return of an Old Foe
As the end of the 41 Millennium drew near, those within the Imperium
who were sensitive to such things became aware of an increase in omeris
and portents warning of an old enemy returning to threaten the empire of
Mankind. They foretold that within the Eye of Terror — where warp space
and real space overlap and the worshippers of tha dark gods rule ~ the
‘Warmaster of Chaos, Abaddon the Arch-traitor, the Destroyer of Worlds, was.
gathering his strength for a new assault upon the Impenium.

Driven by the bloody desires of his insane gods and a thirst for vengeance:
which had not been quenched by ten thousand years of war, Abaddon’s.
13" Black Crusade would be the fargest yet, Like Hotus, his master, before
him, Abaddan saught the overthrowing of the Emperor's rule and the
destruction of the Imperium To do this he must eventually assault Terra and.
the capture of the Cadian Gate in the Segmentum Obscurus would fikely be:
his first objective on the road to accomplishing this.

The Cadian Gate however has long been one of the key lynchpios in the
strategic defence of Holy Terra. The closest mperial planet to that much
contested region of space, Cadia is a fortress world and one cf the most
militaristic in the Impertum, Due to its proximity to the Eyeof Temor it is
protected by fleets of the Imperial Navy, orbited by powerful space stations,
and defended by the strongest bastions, each garrisoned by regiments of
hardy Cadian Guardsmen. The surrounding systems are also well protected,
1o the extent that the capture of the Cadian Gate would require an assault
on a menumental scale by any eneny force and would plunge the Imperium
into its largest single war since the arrival of Hive Fleet Kraken on the'
distant Eastern Fringe. When Abaddon's 13 Black Crusade struck therefore,
a war would enste of titanic proportions that would require the full weight
of the Imperium's resauices to be deployed for it to stand any chance of
repelling his unholy masses,
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the Imperlum were Set into motion. The region around the Cadan

le s to be immediately strengthened, reserves eere to be found and

signed, weapons, ammunition and supplies were to be stackpiled an
‘armouty worlds, and il available Space Marine Chapters In the vicinity
iere to make ready and be in a position to respond to the attack when it
inevitably came
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-~ Supplying the War Effort
Preparations to counter Abaddon’s 13" Black Crusade would directly
affect nearly every part of the Segmentum Obscurus and would expand
far out into the wider Imperium, whether it was demands for new Imperial
Guard regiments from its mary tithed worlds or increased production
quotas placed upon Forge Worlds to meet supply demands. In the Ultima
Segmentum, the argest of the five great Segmentums that divide the
Imperium, the effects would be felt as far away as the Eastern Fringe on.
Its fusthest borders. Thee, in the Vulcanis system and covering the entire
surface of the eighth moon of the finged gas aiant Stygies, was the Forge
World of Stygles VIl One of the most productive in that region in terms
of worth 1o the Imperial war effort, Stygies VIlI stood in the second tier of
Forge Worlds, vith Mars alone out-produaing it

As a Forge World Stygies VIl does not pay tithes as other worlds within the
Impenum do, Instead it is bound to supply arms, munitions and equipment
to, amangst others, the massed armies of the Imperial Guard Being of
such vitel importance, a Forge World's productvity s carefully monitored
to meet demand forecasts. Should the Forge World fall behind it will likely.
have fas reaching consequences for those who rely on it to supply them.

To prevent this, the Departmento Munitorum devotes a great meastire of
its time and resources to making sure this does nat happen, and as the
threat of war with Abaddon increased, a party of Departmento Munitorum
affials, induding a High Prefect carying the authority of the Master of the
Administratum, arrived on Stygies Vill with a new set of production figures
and targets. The preparations 10 stave off the coming Black Crusade meant
that many new Imperial Guard regiments were being rased and thesa
fighting men needed equipping This would, n part fall o the Forge ol
and immedatey e epresenaives of the Presttiood of Mars on Stygies
Vil and the Departmento Munitorum High Prefect met in council o begin
10 draw together their plans to meet the new: requirements,

At this councl, the Tech-Priests of Styges Vll informed the High prefect
that if production was to be increased then more faw and refined
materials would need to be found. The fifeblood of any Forge World is the
materal it consumes, and os productionon the scale achievable by he
manufactorums of Stygies VIIL, vast amounts of minerals and che
are constantly required. Mining planets across. the Imperi ly
demands and the task of finding new sources a5 lhos‘;:inu(’r‘u?::'p:js;hew
ate exhausted s v ending. Therclor,ocethe payofDepares
Munitorum officials had retured from Stygies Vill and submitted ‘he\?m

emicals

jed, 3 well as planetary X
productivity might be squeezed from existing sources.

Tt was during this process of evaluation and cross-ref Itatte
planet of Taras came once again to meMminmuamgM ”
mining world deep In the Ultima Segmentum, previous auds hag

it as unremarkable save for two things firstly the estimated e of e
planet’s untapped mineral wealth was immense aod secondl, s cgg
praximity to the ever-expanding borders of the venos Tau Empre
Amed with the ancient audt, compiled in the 38 Hfllennium by o
collecting data for just such circumstances, a Departmento Musitorus
assessment squad was dispatched ta the region. Led by Auditorpime S
Nymus Dree, its orders were to inform the Planetery Governor of faros
of his new increased production targeis and (o ensure that plans yeee
immediately put into place to ensure these targets cou'd best be met e
was authorised to use the Departmento Munitorum’s ultimats sancon ta
make sure that they were as, under the conditions of the Pax imperiais §
the Planetary Governor could not, o would not, meet the increased targes,
then he would be replaced by one who could. B

An Unexpected Arrival on Taros.

A functionary temporarily reporting directly to the upper ranks of the.
Departmento Munitorum in the region, Auditor-prime Nymus Dreewas
accompanied on his mission by a High Magos Metallurgicus, an expet.

in the study of metals. Given the age of the report and the urgancy of

the matter, Dree wanted immediate confirmation that ts figures and
calculations were stil accurate and would satisfy the needs of Sages Vit
Knowing that records kept by those placed in charge of such responsiiites
were not always well maintained or reflected the whole truth, he haid bavk.
from announcing his arrival to those in charge of the mining word Tha st
therefore that Taros" Planetary Governor and mining cartel fepresentaties
knew of the delegation was when the transpart containing Dree andhis |
team, and its two accompanying Imperial Navy frigates, unespectediy
arrived in-system

After a long and arduous warp journey, the three ships safely
orbit around Taros. Boarding a flight of Aquila shuttles, Dree’s
transferred dovwn to the space port at Taros City (also kngwn as!
the planet’s anly city, where the Planetary Governor, Lord Auls 3t
advisors and officials had already hastily gathered to await thed
With due ceremony satisfied, the entire entourage then 72
Planetary Governor's Palace, where an official mezting had been:
scheduled fo Dree 10 inform him of the Adeptus Adminisztd
plans for the mining world. From there Dree would begina tour it
mining works to interview each of the mining cartels’ repres

Person whilst the High Magos Metallurgicus and his team

the quality and purity of the ore currently being supplied by

Initial Conclusions

When the st meeting between the representatives of the g
and Auditor-prime Dree had concluded, Planetary Governat Lord)
accepted that, with the Departmento Munitorum's guidace, &
Productiety levels could be increased and that the rew {arget €0

supply addtional resouices to Stygies Vil were achievadle
do all in his pawey
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mIBMlur—pdme Dree began to visit the outlying mines that
to grow concerned about mining operations on Taros. He first
noticed that there were many abandoned mining sites scarring the deserts,

conslderab!y more than had been anticipated given the amount of work.

previously sanctioned by the planet’s tithe quotas. As his suspicions grew.
Drea tried to investigate further, attempting to visit some of the sites, but
‘each time was told that the lode o ore seam had been mined out and
the operanon had moved on, leaving lttle for him ta inspect. To the mine
owners' representatives this was clearly evidence of industrious hard work.
‘but o the Auditor-prime it was proof that the planet’s estimated reserves.
were being eaten into or were not as large as had been originally claimed
in the ancient audit

As Dree’s tour continued, the extent of activity on Taros became clearer
Where the mines were stll active, he observed its work gangs blasting ore
out in huge strip mining operations on a far larger scale than expected.
When the ore had been separated, it was shipped to the space port at
Tarokeen and only then did Dree get a true idea of how much of Taros
resources were being plundered. As his entourage approached the fadility,
vast piles of ore could be sean throughout the space port, filling its yards to
overflowing before yet more emply transparts arived to carry it away to be
processed elsewhere.

Determined to get an accurate picture of just how much ore had left the
planet compared to the mining cartels' actual uotas and what the original
audit had estimated was on Taros, each mine was ordered to hand over
‘productivity statements going back two decades. From those who provided
their accounts, the Auditer-prime noting for future investigation those that
did not, he began 1o get an overall picture of just how many unsanctioned
ore shipments had left Taros and, at the current rates of extraction, the
far-reaching effects this could have, in particular, for the resources Stygies
Vill was expecting. For now, however, Auditor-prime Dree kept what he had
learned to himself

the end of his investigation {t was obvios

over-producing on a massive scale. For years the cartels

out ore at a greater rate than was required-or sa

then been shipped to Tarokeen; and al(hough!he quotas for ref

and Stygtes VIt itself had been dutifully met, the rest of it had vanis
Because there had never been any let-up in the tithed supply Ithad oy
been roticed, however, try as he might to find aut where it had all gurm i
for Dree the trail had now gone cold and o document he had seen so g
on the planet gave him an idea of where it had gone next. Before {ming?
Taros, Dree decided to confront the Planetary Governor abwuhe

and seek an explanation, although chanices were that the senior Imperial
representative had been kept just as much in the dark as to what the cartel
had been up to.

Aulis did indeed claim ignorance As far as he was concerned quotas had
been met and shipments had been made on time. He didn‘t concern

with the day-to-day running of the mines — that was the job of the carte}
families, Aulis’ rather abrupt response was for the Auditor-prime to “Ask

them himself”. So Dree did just that, ordering the owners of the largest
‘mines to each attend an investigative hearing to explain their actions.
Unsurprisingly, they provided no explanation. They had just dug and blasted,
and then dug some more; all the ore they delivered being readily taken off
their hands. Ignorance was their defence, Getting nowhere, and suspecting

a conspiracy of silence, Dree decided more drastic action was required

Conspiracy on Taros

Unknown to Dree, his investigations had struck a nerve with the
conspirators on Taros, The arrival of his delegation had, to the casual
observer, been gracefully received, but his presence had caused widespread.
concern throughout Taros' ruling elite. The roots of their betrayal had been
seeded decades before the wider Imperium had once again tuned its
attention to the abundant resources on their woild as, like the Imperium;
the nearby Tau Empire too had an interest in what Taros had to offec.
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£ ihe existence of

s believed that the Imperium have known of the xiat :

:lll:h:t';':: Sinee the 15% Millenniam when an l:::p;:unw; Vessel firs

tau; d far from Terra on the 1ge of I
h'::::: ::ﬁ;:.‘:;:::; e n dry world, but with s of 1.,;3; y?: o
SriE terrestrial xenomorphs. The most sdvanced of these hut
Robelas d,::x:;:‘: ;;;‘:«-m weapons und mastered fire, 50 were considered o,
A r{u,.u(m, Therefore, given its abundant resources, and in line with standard
:zrﬂcenlnre, the world was scheduled for cleansing and then re-colomsation.

Saws Medging inhabitants were saved when the Imperial Navy fleatdispatched to
o LTSI U e
the world from further human contact, Unable to proceed with its plan the Impes
moved on, eventually forgetting about the new race it had discovered. Saved from
era son by luck or fate; the Tau developed rapidly. Qwr_lha course g[;u'n-.(

usand years their race evolved, a § a
:ey‘:l:’:burd % dynamic expansion and u holistic philosophy of ‘all working togei
tawards one end’. Driven by their idenl of the ‘Greater Good', the Tau made huge ¢
rapid strides in science and technology until, by the 41° Millennium, they had becos
n space-faring race with & small but burgeoning cmpire. As the Taw expanded furthier
into,the cosmos it was inevitabl that they would eventually come into contact with
the Imperium of Man once more, and in their quict backwater on,the Eastern Fris
the Tau finally encountered the Imperium again, one of the more notable vecasic
being when one of their ft, probably i entered a system co .
an Imperial Navy resupply base.

or ing all i regarding its peaceful 3
ntentions, the Tau vessel was attacked by the system’s defence shipyand was unabl
to make an escape before being destroyed by them. News. of the incident nuud'.’iq?’
within that formidable organisation’s hierarchy. Who was this xenos race which ha
suddenly appeared in the region with such advanced technology? Adeptus Mechanjcun.
gencators investigating DNA taken from the destroyed ship discovered that the genetic &
material was the same as that originally found on T’au six millennia before. It seemed

the primitive alica race that had 50 narrowly escuped extinction had rapidly evolved: | § §

Rogue traders and merchant captains were dispatched to the Eastern Fringe to 1
o / nvestigate further, only (o discover that the Tuu had already expanded out from th 1 &
10

ried colonising other worlds throughout the small but densely

- Several other minon alien races had already
this small but growing empire, but th SR
d trading with the xenos race, wno-uuuul'iﬂ;
o customs, und busicd themselves making diplematic.
gontact with aurcounding worlds. It was a threat that could a0t be ignaicd'-nd'lh-
::mlu:nln:x, fearful of xenos contamination and wht thi new ruce might
‘mpesor’s hold on the region, prepared an attack to destray the Tau.

+
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TOVILWORALLOW  In 742.M41 the Damocles Galf Crusad
: usade was launchad. It fai
T Ve Wworldx were successfully captured, i
s xeconpny  (EEBAOIoEy e ferociouy
: 3 wod” eventually halted the Im;
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DEPARTIMENTO ANALYTICUS RECORD

TAU SOCIETY

Incredibly and by an ethos of ', one of the
race’s groatest strengths is that its members will always work together for the good of
all Tau, To foster this their socicty i divided into five casien, each with its own broad
areas of specialisation and responsibility. The Water custe are generally diplomats,
politicians and administrators, the Enrth caste are artisans, constructors and
Iatiourers, and the Air custe arc pilots, messengers and spuceship créw: The Fire caste
are warriors and protectors; and selective breeding within this caste has developed
Tan which are slightly larger and stronger than others. The final, and ymallest, caste
are the Ethereals, These are u group of counsellors and advisors who secni to have

a strong, almost religious, hold over all other Tau. They are regarded with awe and
veneration by the members of other castes and act as guides to the castes’ leaders

Unlike many of the races encountered by Mankind, the Tau are not aaturally hostile
or aggressive; Their dynamic, young and cnergetic society means that their rapid
cxpansion has brought them into contact with other alien races and it is knowa,

for example; that Tau military forces have fought and defeated several large Ork
Wannghs!. They have also recently encountered the Tyranid hive flects, which are
beginning to threaten the borders of their empire.

The Imperium sees the Tau Empire as o threat (all be it not its greatest threat), and
its commanders will not stand by and let a foul xenos race take over the Emperor's
worlds or sce its citizens forced to submit to its domination. The Imperium has

therefore vowed to combat all Tau expansion, and a0 doubt, in time, the twelve High
Lords of Terra would like to sce this minor annoyanceiquashed altogerher. A genocidal
crusade to exterminate theTau would therefore be welcomed in some Imperial

circles, Indeed, the Ecclesiarch of the Adeptus Ministorum has already drafted several
sermons on this very subject, Currently such a crusade is just dot possible. Also

the Tau Empire, although small by the Imperium’s standards, still consists of sonie
hundred worlds and the forces required ta conguer them all would be immense. The

Tau military have already proven themselves a match for the Imperial Guard, and

there are too many ather more proasiag matters; ot least the threatiof the Tyranid' 1]
hive fleets, which are a huge drain on the Imperium's manpower; Lately, there is also

the threat of Abaddon's 13 Black Crusade

In response the Tau sre quite willing to match fire with fire. When diplomatic meuns
fail, they are becoming well-versed and more confident in the use of military power to
obtain their own ends, and raiding, brush-fire wars, invasions and counter-invasions
axe becoming increasingly common along the borders of Tau Erapire spuce.

TAU PHYSIOLOGY"

The Tan are a roughly humanoid, bipedal race and Fice Warriors in pasticular appoar
to possess many qualities hroadly similar to human norms, such us endurance levels
and pain tolerances. They are generally smaller in stature than humans and posses:
Iess body weight and musele mass. Like most humanoids they have twe eyey and a
mouth, but & number of other features are significantly differént.

To begin with, n Taws skin has a greyish-green or blue hue, they have no obsious -
olfactory or auditory organs, and cach hand has fhree digits and o single apposable
thumb, The bone structure of their lowsx legs, nkles and fect wlss differ, Tau haye
far shotter tibin nnd fibia bones than a human but their feet have clongated talus und
cuneiform bones and two large, central, weight-bearing toes, meuning at some paint
they evolved to stand and move without the use of their heels.
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TopIEs
It had some water d
 the Tau who are better
1t had abundant mineral weaith and was
‘good prospect for future expansion and marked for
1 but there'ias one major drawback. Since thelr fiist
5 {mperium the Teu had fearned that the Empire of Mankind
i ot easly give up worlds claimed in theif Emperor’s pame. An.
ilary attack would likely brng forth a swit response, meariing that
ing Taros for themselves would involve a major war, and the Ethereals
on Ty did ot belve the gans outyeighed the risk.For now there were
easier targers so initial plans for n invasion were shelved, huF Taros
ot forgatten.

Jnstead of calling upen the Fire caste 1o capture Taros, the Tau Empire

" counci first tumed to the Water caste who in the past had been able to

fesolve similar situations through diplomacy without a single shot being

fed The Imperium's worlds usually refused all contact with any xenos
‘race and the Water caste had leamed through bitter experience that many
planetary governors would avoid entering into negotiations with them for
fear of repercussions from elsewhere in the Imperium. However deals and
‘small trades could be arranged if everything was kept discreet. Merchant
guildmasters and the leaders of tracing cartels were on the whole greedy
men, and a chance to trade with a race that offered them riches they could
ot find easily anywhere else on the Eastern Fringe was something few had
56 far twrned down

A delegation of the most experienced Water caste diplomats was sent to

Taros fherefore to seck a meeting with its rulers, including amongst them

human representatives from other worlds already sympathetic to the Tau
cause. Armed With assurances that the Tau Empire had no ambitions to
expand further in their region of Space and that Taros was completely safe
from attack, the diplomats began to weave their story that they were only
there to seek smal trading contracts. Al they sought were some very small
amounts of e in exchange for water purfication and recyling technology,

a5 wel as some minor luxury goods; items that could make the harsh vy

14

of life on Taros that much easier for its social elite.

Atfirst the Planetary Governor baulked at the Water caste’s 3pproaches.
He kaew full el that trading with xenos races was strcty off limits, but
the Water caste was prepared for this and over the following month
aredually viore down his resolve; a small shipment demonstratng just how
benefcalthe trade would be for certain nterested partes sealing the deal
When Governor Aulis talked to the mine owners and merchants, it took
saniicantl less ime fo them to come 0 a ecison, each mmedately
seeing the chance to fine ther pockets inviays not avallable to them under
the current system. Also, the Imperium’s Quotas had not been changad

In genecatons, the mining operatios were working effcentl and the
Administratum was content Who would know or care if some extra
manganese of vanadium ore was blasted out and sold on elsewhere All
knewthat other human Worlds had arown ic from such operations, the
men and women who accompanied the Water caste representatives ;«veve
proof of that; plus, in the long rin, 900d relations might help keep Tau
expansionism at bay. What did they have to lose?

Negatiatons were completed some twenty years pr
The agreement started very small, no more than a sir
manganese and vanadium ore  year but radualy, s the Planera

Governor and the mining cartels 9ew used to the benefits they re(rIr ed
from the amangement, the amounts. supplied increased. Over l;xe nax; L
sers the Tau lso slowdy gained an ncreasing say in howy mining ope:;wr;ns

07 10 Dree’s artival,
ingle shipment of

technology and luxury goods such s precious stories
exotic fruits from Au‘taal. Soon thiose in <ontrof of Taros begangg
yeealthy on the illicit trade and for almast two decades the, ¥
‘bureaucrats remained ignorant of what was happening on one ot o
Emperor’s warlds. 2 el

The unexpected arival of the Departmento Munitorum delegation (SR
caused much concern amongst the inner cifcle of Taros' rufing el fysas,
Governor Aulis urged them 1o act with caution, arquing thay they o i

it out by claiming ignorance and working together to cover up their
activitles. He believed the delegation would merely perform its e
increased tithes could still be met and nothing need ever be found ouy A
too hastily and the conspiracy would be uncovered, However, the.

Governor did nat reckon on the thoroughness of Auditot-prime Dree.

Under his close scrutiny cracks in the cover-up quickiy began to JW:M
Dree dug even further concern grew until, for the conspirators, the situztan
veas quickly becoming desperate; some mine owners even advocating
assassinating the entire delzgation and blaming the Tau for thair desths.
The Planetary Governor however forbade it. If any harm were to come fo
the delegation it would only be worse for them all in the long temm His.
intentions were to find some way of discrediting Auditor-prime Dree's
report, continuing to bluff it out until the Emperor’s men had left, 5ut
unknown to him events far away, and beyend his contral, in the Densb
system would reveal all

The Denab Incident

Unrelated to any events around the Eye of Terror or Taros, the Imperia!
Navy's Patrol Group Ravanor was conducting a routine anti-pirate sweep
through the Denab system, 2n area of wilderness space on the edge of
the Damacles Gulf The five-ship patrol, operating under standing ordets o
attack and seize suspected pirate vessels or conduct hairying raids against
Tau Empire targets of opportunity, was under the command of Captain
Darillian of the Dauntless light cruiser Lord Ravanor: The patrol had aliezcy
been out for several months with litte Success and Captain Darllizn ws
Preparing to return to base and report that pirate activity in the atea

was minimal when the Sword class frigate VCS-6of Scadiyn squadien.
positioned well ahead of the main line, reported sensor contact wilh tiee
unidentified transport vessels. Suspecting these might be the pifate shizshe
Was hunting, Captain Darilian began a cautious pursuit.

Patiol Group Ravanar stalked the three vessels through the Denab ast209
belt, maintaining a distance that would not reveal their presence and
making maximum use of the asteroid belt's caver. For thre days thef
maintained the pursuit, hoping the three vessels would lead them 10
pirate base or a rendezvous point, and a far greater prize: Evenfuall
seemed that Captain Darilian’s patience had paid off when they spied

the convoy making for a small deep space faclty on the edge of e
Denab belt A the ships approached it was revealed fo be no piale

base but instead surveyor readings from s leading ship showed the
Presence of a Tau waystation. Captain Darillian had experience operctitd
around the Damacles Gulf and had encountered such facilies Before
scattered n remote locations, but why would thee transport 6ghes 2
rendezvousing with such a place? Positioning the frigate CS-61amartet

the surveilance, the captain withdresw toreport back what he had
his commanders. &

Whils

5t the Lord Ravanar was away, VCS-6 watched the thee Inperl
1ransports dock at the waystation and a single Tau vessel, of the €A







nards: Hidden within the asteroid :g:;;:}(‘;ﬁ
 hile Captain Darilian’s astropathic-sent report reack
ﬂmﬂ“ﬁm e:za"y in the dark regarding the
Inquiries into the three tansport ships had revealed absolutely.
3 Whoever they belonged 1o itwas otwious they were consorting
2 yeios face, and that was an unforgivable crime 2gainst the :

Emperor New orders viere swiftly issued to Patrol Group Ravanor o estroy
the Tau Empire waystation and capture the transports, anyone feft alive,
1eator or Tau, was o be delivered to the sector’s fleet headgquarters for
farther investigation.

The Lord Ravanor etuined o rendezvous with VCS-§ and prepared to

attack. The patrol group would slowly approach the station through the
asteroid belt and then attack at all ahead full. The Lord Ravanor would
engage the waystation whilst the escorts putsued any transports that
tied 1o flee. After crippling the waystation, the Lord Ravanor would then
orapple alongside a transpoit and board her ta take her as a prize and
capture the crew.

The biefing complete, the great plasma reactors of the five Imperial Navy’
<hips roared into life, accelerating them out of the asteroid belt in line
astem and directly towards the waystation. With surprise on their side the
patrol group faced past the xenos abomination, unleashing a full broadside
al short fange Lance batteries and macro cannon roared into the void,

ige of the Denab syst
A y5tem asteroid el
i forces after | id belt

{mpacting upon the Tau Empire facility with:
onboard it attempted to return fire as best 1

Qne transport was immediately it and crippled &
as predicted, attempted to disengage and fi

was immediately in pursuit 3

1 appeared that his surprise attack had worked, but ¢
Darillian could issue the command to begin boémkﬁ st
onboard his ship reported more Tau vessels approa
convoy of transports, accompanied by an escort of Ca
warships, appeared on their surveyors. Suddenly, from
Patrol Group Ravanor now had a real fight on its hands
new situation the captain recalled his escorts from't
new course to intercept the 2pproaching Tau Empite’

The gruff old captain ordered a new attack, calculating} that
firepower to see the Tau convoy off or destroy it entirely

escorts closing in behind her, the Lord Ravanor ploughed i

Tau convoy, broadsides blazing from bath starboard andp

retum the Tau vessels peppered her back, shields flafng and e
under the impacts of hits from bath railquns and ion cancio %
and hard fought battle performed et close range, with both

heavy damage during the engagement. The Sword class fri

VCS-7 were both crippled, and by the end of the battle the {a

was limping with engine damage and fires on several de

convoy was scattered, leaving one drifting transport as a wi
Castellans, the targets of the Lord Ravanor’s heaviest guns, ash
hulks. To the cheers of her qun crews, Patrol Group Ravanot had hadt
best of it and decisively won the skirmish, with ony tvio of the regue:
1ransports escaping

Captain Darillian gathered his battered but victorious officers and isited
orders for the post-battle operations. Boarding parties wete to be resded
to enter the waystation and crippled transport, with ll prisonrs brotght
directly to him. A second party was to board the Tal: tiansgoit and séze b
cargo whilst the ships VCS-8and VCS-9were to rescue sunving ce e
the patrol group’s two crippled escorts, After this was complete they woud:
leave the Denab system and head home, battle-scarred but victoross:

Aboard the Tau transport the boarding party found only empty halds T
waystation had been badly damaged and a final bombardment befof®
departing would destroy it beyond salvage Crewmen from the el
fogue transport were captured after a brief skirmish with sunvivers bt
pon interrogation it seemed they had no knowledge of the ship$ @13
Therr vessels log recorded that their last port of cal had been 1605 2%
crewmen daimed not to know why they had diveited to the Hajsit®
why their cargo was being unloaded by the Tau. They wee just OIS
0rders,but ordersfrom whom? That was something others i UESE
exteactsuch informaticn would fnd out,the pisoners beng BneSoE e
Inquisitorial interrogators once the Lardf Ravanor had retemed 093E

U,p;n his return Captain Darilian was awarded the Ordes ammh :
’“m :"’[“'ES and promoted to captain of the cruiser Haméier e
lnn:rj In winning the engagement. He filed a full “Pﬂ“m‘“d" o

ent, but the truth behind its events remained @ myx(erfmaﬂm#

been there and was
38 to do so u dosk of#
prime Dree o until the report landed on the "

o " Dree Pttol Group Ravanors discovery was vidrceof 2 W,}g ;
enos: cartes and Planetary Governo he fad bee untn TS
Ports had been carrying a cargo of manganese, vanadum %




The Lord Ratanor and her escort group whilst on a routine ant-pirate patrol. Unknown to those involved,
the Denab Incident would reveal the truth about events on Taros, and provoke the imperium’s retaliation.

ore which investigations had shown had been loaded at Taros and was.
criginally destined for refineries which in turn supplied Stygies VIl but
part of that cargo it appears was destined to be transferred to Tau vessels
and transported back into the Tau Empire for their own use. This would not
have been the first time valuable resources had been given, or more likely
sold, to that perfidious race. The patrol group’s luck in stumbling across the
convoy and waystation had given the Departmento Munitorum official the
damning evidence he needed, Theie was a conspiracy on Taros, a secret deal
with the Tau Empire to syphon off mineral resources which belonged to the
Impenum. Dree was sure that the Planetary Governor must be at the heart
of the conspiracy. Lord Aulis might be all industrious loyalty on the outside,
but within there was beating the black heart of a traitor 1o the Imperium

Swift Retribution

Auditor-prime Dree presented his report to his superiars for consideration,
Matters were now out of his hands. He had no power to decide what to

0 about Taros, only an Inquisitor would have such sweeping powers to
intervene Knewing it could take months, perhaps even years, for his report
10 be seen by anybody with real authority, Dree departed Taros and returned
fa his day-to-day functions. Eventually, his report came to the attention of
the Master of the Departmento Munitorum’s Office Such a report, claiming
seriaus breaches of the Pax Imperialis and of Imperial representatives
<onspiring with a xenos race, sent shoc through that great
institution, and Dree was summoned to a hearing to explain his findings.

Upon learning of the serloysness of the situation on Taros, the heating
condided that action needed to be taken immediately, starting with the
removal of the current Planetary Governor, who would be replaced with a
66e trustworthy candidate. To effect this the Administratum considered

its options. The first and most obvious resolution was to approach the
Officio Assassinorum who could dispatch one of the Imperium’s most lethal
weapons to Taros to deal swiftly with the traitor, but the simple death of
the Planetary Governor would not solve the problem. Taros was close ta
the Tau Empire, and was obviously viewed by them as a future prospect for
Tau expansionist ambitions. The Imperiurn needed to send their foe a strong
message ~ their interference on Taros would not be tolerated. The matter fo
be resolved therefore was not just the removal of the Planetary Governor,

it was alsc how to deal with the Tay, and simply assassinating Planetary’
Governor Lord Aulis would not likely be enough to deter their ambitions.

The Officio Assassinorum was ruled out i favour of a bolder and much
larger plan — a coup d'etat. A strike force would target both the Planetary
Governor and his supporters, and sing maximum force they would
demonstrate to the Tau Empire that the Emperor’s will to hold on to Taros
could be matched by His ability to do so, Then, once the operation was
complete, the strike force would be replaced by other troops, forming a
temporary garrison to deter any Tau counter-attacks. There cne force
capable of such a mission at short natice, the Adeptus Astartes.

The Space Marines would be the Emperor's instrument of divine justice
on Taros. During the Damocles Gulf Crusade, the Tau had learned to fear
Mankind's finest warriors and a strike force would send an unmistakable
message ~ the Imperium would do everything it could to hold on to Taros.
4 Space Marine Chapter was quickly identified for the coup d'etat mission
and a high lavel delegation with the relevant intelligence information was
immediately dispatched to the Chapter monastery of the Avenging Sons,
along with a request, signed by the Master of the Administratum’s office,
beseeching the Chapter Master for his assistance.
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TAROS PLANETARY SURVEY
Taros System: Four plancts (I-IV) ¢
One inhabitable wurld {Taros TI, pres
to as *Taros’) {

Sizelequatorial distance: 25,750 kilometres
Gravity: 964 g
tellites: Two moons

Population: 12,000,000 approx (humas aa
Rotation Speed: 1,931 kph ¢
Climate Classification; Extreme — byper arid
Post Tereaform Composition: Nitcogen 76%, oxygea
20%, argon 2%, ozane 1%, carbon dioxide 02%
Planetary Governor: Lord Uphir Aulix— 19* Rule
House Aulis ;

 abhimno)

Climate: Mean avoeage temperate in the constal sea
region is 35°C (35°F), rising to over 50°C (122°F) in the
deep deserts. Recorded precipitation minimal - fess
than 1 mm per annum.

Climatic Regions: Taros is divided into four principal
climatic regions: mountaiis, arid deserts, semi-ari
deserts and ocesss. Shifting sands and bare rock cover
almost 95% of the surface. Low mountainous highlands
cover 40% of that ares, with no major throughroutes or
settlements. The planct is mostly unexplored.

The semi-arid regions, which are concentrated around
the coasts, are mostly barren rocky badlands. At ground
level strong, sand-filled winds arc common, with the
scas helping to mediate Taros’ extreme temperatures.
Surrounding the small scas aré the inhabited areas of
semi-nrid desert [see the Aestus], These regions
home (o the planct’s hydro-farmers.

There nre the two seas on Taras: the Ak-sai and Em-sai,
These small landbound seas are Taras’ only source of
surface water, and arc believed to have been arificially
<reated as part of the planct’s terraforming during the
Dack Age of Technology. The sens are highly alkaline,
but provide two thirds of the population’s water supply
via hydro-processing.

Climatic Phenomenoa: High altitude air strewms and
‘Sand Devils'. Hot wir rising from the deep deserts
collides with the cooler air from over the polar highland
mountainous regions, causing n high-speed river of ais
in the uppes atmosphere which can reach up to 644 kph
Hxtoem clonds miet ane of these aie streams, they,ran
i into & hurricane which ca grow ta cover a vagg
ares, Iasting for days and sucking up large amounts.
ofsand; eveatually becoming & ‘Sand Devil® [native
desigantion]. Most blaw themselves out in the des
deserts, but nccusianally, one will destroy water fiv
or mining fucilities in its path, B

-~ the Aestiss region, where several o

08" vuly sucface water.
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dominantly referred

anﬁ‘g}}k. A ) i ] ’

Tarokeen is the single largest urban area andis.
Jocation of the planct’s only spacepoxt facility.

The general population comprises mostly mi;
working long tours of duty at strip mines an
quarries located in the desert. Other major
industries include water processing and hydro-
farming. P

Ogryn Labour Force: Several thousand omxﬁﬁ;
shipped en-masse to Taros in M38 to work in those
mines that were sited in the most inhospitable
desert regions. Ogryns are still used by many minch
a3 part of the workforce to this day. B

Socicty: Mostly mineworkers and Inbourers ‘

way of genetic mutation

Water Supply: Hydro faxming is an important
industry, as is hydro-processing from the alki 3 3
Seas, with all water trads centrally controlled  © FLEE |
by the Planctary Governor through his official’
“water-agents’, s -

Principal Exports: Mineral ores for ferro-alloy
lead, vanadium, rhenium and manganese.

strengthen and improve durability of mater
25 ® catalyst in other alloys|

2

Rhenium: A dense, silveey-white mu\‘ﬂc’ﬂ%ﬁ’ !
h melting point. Occurring in gadoli

sd molybdenite, Used in alloys with tungsts

High temperature-hearing thermocauplos:
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Principal Imports: Food and water. |
Local Food Supply: Many buildings have their awn
hydroponie facilities, bus the largest are situated
around Tarokeen and in the constal regions,
providing 80% of the food supply, with'the o
20% being imported from surronnding Imperial
sworlds. Principal crops are variants of millet and
sorghum plants, and ground nuts. Other sources
of vitamins and protein come from algae and
marine micro-organisms, harvested from the seas
and chemically processed to make an edible gruel
called ‘Kreml® by the natives. This ix the staple dict
of the miners and vther workers.

Urbanisation: Tarvs City (Tarokeca) has s
population of approximately 4,000,000, It acts as an
ore transportation point, the centre of the planet’s
administration, u distribution centre for water

and food supplies, and contains other smaller
industries. The surrounding hinterland (see The
Acstus) has the bighest density of hydro-farms and
water processing plants and mines ~ there are very
Few other Iarge settlements, Those that do exist are
towns builtup around the largest strip mining and
quarrying operations.

The Acstus: The hinterland of Tarokeen and the
populated nren around the seas is called ‘the
Aestus}, and is home to approximately 6,000,000 of
Taros' population. Living on scattered hydro-farms
and temporary mining settlements around the
mining facifities such ns Tungusta Station, Fornax,
Tyadaris, Gaidamak, Sarych Station, Deucalion and
Erebus. This aren has the most temperate climate
on the planet due to the proximity of the scas and
the prevailing wind conditions, hence most of the
population reside here.

Other Geological Features

Iracunda lsthmus: The strip of land between the
Ak:sai and Em-sui, on which Tarokeen is situntod.
It is part of the hinterland of Tarokeen nnd the
moat densely populated area outside that city.

Great Sand Seai A vast desert empty except for
rolling sand duaes, Huge mineral deposits may atill
remuin undiscoyered here,

The Furnace: An aren of desert surrounded on all
sides by mountains, It is accessible only by air, The
highest temperatures on Taros occur here

The Phyyra Heights: An area of rocky badlands
and Jow hills with a repusation for banditry, The
Heightycontain lucrative mineral deposits which
(oihave yet to be fully exploited.

DEPARTMENTO ANALYTICUS RECORD

Knowa History of Tar
Mostly likoly'the planct was discovered in the exrly
years of the Dark Age of Technology. No records
have been located which specifically refer to the
system, but it is known that many systems on
the Eastern Fringe were first cxploved by haman
colonists at this time.

Early explorcrs must have noted that although
lifeless at that time, the planet’s ccosystem was not
far from being life sustuining: Temperatures were
high [in the great descrts very high), but not to the
point of making the world uninhabitable. There was
some ntmospheric moisture and the planct was rich
in mineral wenlth

The draw of the org deposits made the planet a
viable prospect fof terraforming. Aided by long
forgotten advanced science and technology,
Mankind set about terraforming the lifeless desert
world into something hiabitable, and over 5,000
years water was introduced to the planet's surface
in the form of seas.

The first confirmed mention of Taros in Imperial
archives is in M30, alter the Age of Strife. The
planct was rediscovered by the armics of the new
Imperium as they spread out from Terra, The
descendents of the original colonists iad barely
survived on Taros, degenerating into savage Stone
Age tribal groups, The population, probably neyer
large, hud dwindled to less than 1,000,000, and in
another thousand years all humaun life on the planet
was estimated to have liecome extinct.

Rediscovery of the planct’s mineral wealth resulted
ini the Imperium re-colonising Taros, The original
population were exterminated and new colonists
moved in, establishing mining stations and & star
port. Over the past ten thousand years under the
Imperium's rule, Taros' population has steadily
grawn to its current leve] of approximately
12,000,000 souls.

Imperial Guard Recruitment: Taros has reised only
cight Imperial Guard regiments. The Taronian 1%
was annibilated during the 3" Black Crusade. The
Taroniun 2°¢ and 3 served as part of the

St Suen Crusade and wers cventually disbanded,
with survivors being abxorbed into another
Imperial Guard regiment. The fate of the Taronian
4t and 5™ iy unknown. The Taronian 6 was heavify
cngaged againat Ork forces during Wanaght Badun
and Jater di with the surviving

being turned ovnr to the 13% Cadian regiment as
replacements, The 7' rogiment was lost as purt of
Rogue Trader Foulway Tor's third expedition into
the Easteen Fringe, The 8% regiment :\lnnnlw
active as part of the garrisan forcs on Hell{on
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administratum building or
headquarters; rafsed on colamos  ©
ded mecting place 3
underneath and partly dug jato the
hillside Subterrancan dwellings are
" ‘common on Taros.
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Small caves blusted
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CHAPTER TWO

THE FIRST TAROS
INTERVENTION

swifty 1o the Administratum's request for
punitive action to be taken against Taros. After receiving the Administratum
delegation, the C ummoned his company command

rs and

words. News has come to us that the Planetary G

mor
the Pax Imperials

d good rue of our

it his punishment shall

of the Taros sys!
He has colluded vath xenos scum and pu the
Emperor in feopardy, F

e death, The Avenging Sons

59 3id you. The &
us and by sund

With that 2 Company readied themselves for battle. Boltguns 329
power armour were anointed and blessed by the Company Chaplain,
whilst Brothers Hakael and Caim were awoken from their slumbeis and
their Dreadnought systems checked and declared fully functioning by
Techmarines. Over the course of twenty four hours the chaplecHoRSIEY
prepared to depart for war as the 2*¢ Company, assisted by a squad _0'
the Veteran 1* Company and Scouts of the 10% Company, mustered s
full strength

Captain Armaros and his men embarked onto the Averigig Sons Chégt
stike cruiser Proxima Justus which, accompanied by a single escat Vese:
made best speed out of the system before engaging its powerUVED:
engines. There would be time enough on the monthlong jeumeffee
briefing and training, meanwhile the Taros Intervention Foice was 6K
way 1o battle

Planning

Whist bouns o the Tars ystem Captain Amatosbegan PErd 1S
attack. The mission’s objective was staightionward — focate and el
Planctary Govermor Auls. The operation, howeve, was aiso (g 523 e
showw of force: swif,ruthless and brutal in which all opposiien Wes @
Cestioyed an sight. It was the kind of mission that Space Manne o
1orces excelled at and, armed with all the intelligence meAd":::\e g

and Auditor-prime Dree could provide, the Captain had plain
in detail




Fist, he would need to locate the Planetary Goveror, whose position
was not currently confirmed. The most obvious target to hit would be:

the Planetary Governar's Palace, Lord Aulls’ main residence Ammaros had
detailed layouts of the complex with which to plan the assault. If the
Planetary Governor had already escaped from there or was not present,
then the attack would move into a sacond phase — a search & destray
operation, This would involve moving the heavier equipment and vehicles.
onto the ground from orbit and making a sweep through the city and,
Incase the Pianetary Governor had managed to escape from the city before
the search began, othet likely hiding places were also earmarked for
immediate follow-up raids.

During the second phase of the operation Armaros would also need the aid
of the Proxima Justus in low orbit, utilising its powerful surveillance and
sensor equipment and, should resistance be experienced, the strike cruiser's
weapons for any orbital bombardments. As 3 show of force the Imperium’s
willingress to flatten Tarokeen would send a strong message to the Tau

35 wiell as help to subdue the local population. If Tarokeen’s inhabitants

felt that they were all suffering for Lord Aulis' crimes then they might turn
against him and reveal his hiding place. It was a brutal tactic, but Captain
Armaros was a Space Marine with a lifetime of indoctrination and hypno-
suggestion that meant he cared not one bit. His duty to the Emperor was all
that mattered. in his mind there were o innocents on Tares any more.

Rather than a single building, the Planetary Governor's Palace was a
complex of various government buildings, but Aulis’ private residence would
be the first target. To ensure speed and surprise Armaros planned a drop
pod assault, and ail of 2 Company's manpowe aided by the teleporting
Terminator veterans of 14 Company, would play their part.

First, four of the six Tactical squads were assigned thelr roles. Under cover
of darkness each would establish a blocking position then, landing close to
their target, they would form a roadblock, holding key locations to prevent

reinforcements from reaching the palace quickly: This partef the mie
would be under the sub-command of Vetetan Sergeant Eirein of First
squad He would be responsible for holding these lecations, roving
between them as he saw fit to reinforce an area if that position came

heavy enemy attack, Armaros, briefing Sergeant Eine, felt this was unlikely
35 the entire mission was planned as a swift strike. The Captain did rot
intend to be waiting around Jong enough for the enemy to react in force.

Isclated by the four blocking squads the Battle Company’s two Assault
squads, supported by the two remaining Tactical squads, would land within
the complex just after a Deathstoim drop pod, which would be the first to
impact, unleashing its lethal cargo of missiles indiscriminately upen fandifig.
The assault units would then overcome any remaining fesistance at the =
palatial residence before sweeping through it to locate Lord Aulls. Captair
Armaros himself would lead this assault, along with Chaplain Baragel

The 1% Company’s Terminators would be the ultimate instrument of justice:
Once his force had located the Planetary Gavernor within the patace,
Armaros would use his teleport homer to summon the waiting Terminatars.
Arriving via teleporter, the Terminators would then appear at the location

and use their massive closa range firepower to eliminate the target

Immediately upon their success, the codeword ‘Justice” would be given

and the operation could move into the evacuation phase. Should it not be:
received after one hour or the overtide codeword "Malevolent' be broadcast
instead, this would mean the target was not present or had escaped, and
all squads would then move on to phase two — search and destroy

During the first phase there would be a small reserve force consisting of
both Devastator squads, the two Dreadnoughts and the Scout squad. Teir
primary mission would be to cover the company’s withdrawal and then form
the backbone of a secure perimeter around the Planetary Governar's Palace
whilst an evacuation was conducted by Thundethawk Gunship. :
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i shldb sle o
enough time for the other
withdiaw or move 10 phase o-

favour,
h it only one
suppor orarmoured vehicles and no major preparatory.
et Firstly, and most importantly. was the element of surprise.
mj were likely expecting an atteck, but did not koo when, where.
Secondly, Tatas’ main defenders comprised only Planetary Defence
‘and local milta, low qualty tioops with litle disciptine and were,
Space Marine standards, poorly equipped. Their morale wauld also be
peor and Armaros expected that, after & swiftinitial strke, any avgann;ed
tance would soon crumble. Thidly, they possessed an averwhelming
entiation of forces ~ the Avenging Sons' strike force fighting s one,
chestrated, unit. The enemy need to callin
ikely ging Armaros time to complete the ission. Success would require
cautage, precision and speed, and the Space Marines had all in abundane.

~ Battle for the Planetary Governor's Palace
- The Avenging Sons' strike cruiser Proxima Justus disengaged its warp.
drives and plunged back into real space just beyond the Taros system,
where it immediately came to battle stations and made best course for
Taros 11, Like most Imperial planets Taros was not undefended against an
attack from space and had a network of surface-to-orbit missiles and a.

~ single squadion of three system defence monitors. It was a force, however,

- Incapable of matching a heavily aimed and armoured Space Marine srike

~ cauises, and although the monitors were given orders to engage i, all three
. ship captains refused to and mutinied rather than face almost certain

destruction. The Space Marines' reputation had travelled before them,
nsuring that the Praxima Justus'approach to Taros was unimpeded.

ein the.
ilos, bt these would fake:
upon arrivelin orbit the Avenging
with the stike cruiser and her escort then
. whilst the ground assault was completed,
when required.

The Proxima Justus swept into position in low:

gave the order to launch the first drop pod wave be
own drop pod to fead the second wiave The faunch ¢
clockwork precision. One after another the drop pods
strike cruiser, burning though the atmosphere and p
retro-thrusters re-orientating each pod so that it rer
programmed fending coordinates. 4

Seen from the inner courtyard in front of Planetary

residence, the sky above was soon streaked with fiey ¢

drop pods burned through the atmasphere. The distant roar ofg
and rushing wind quickly grew louder, then came the sudden
as retro jets went into full burn to slow the final descent of e

approaching drop pods. Next came a ground-shiaking impact whica

ki

shattered nearby windows and created a nising plume of i
cleared the distinctive shape of the Deathstorm drop pod,
in the courtyard, became visible, its locking bolts already disi
allowing the armoured sections they held in place to open.

Stunned onlookers watched as the dust cleared to reveal ihe D
drop pod's lethal contents, the courtyard quickly becoming a
as its missiles shot out in all directions. A cacaphony of explosions sho
the palace, one after anather, pulverising masonry and destroying o
path. The bombardment was brief but intense, turning the cortya/d
hell of shrapnel and flames.

Commencing the main assauly
the Planetaty Governor's Pajace

the Deathstorm i
0Wing panic and c

P pod unleashes indiscriminate fre sbout.
enfsian amangst the unsusgecting defenders.
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Outer plaza
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Shuttle landing pad

10. Terran Tower: 3

11. Cliape of the Divine Emperor

12, Halls of Justice

13, Senate Halls
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15, Governor's private residence
(mostly underyround)

16, Tulace spires

17. Planctany Defertce Force brracks

18, Mercantile Hiall

19, Parade squtre

20. Covered salkway

21, Flanctary Defence Force HQ

Lw

¢ main bl s . 1eatf,

g 5,
rocky hillsyde. Otliee important Guildings include the Halls of Justice, Taros” highest Jegal court; the Senate Hall, e
debating chamber of Hic Governor’s advisors; the Mercantile Hail, where the Merchant Guilders mect; the Chapel
of the Divine Extperoe, the pelace’s shrine of the Imperial Cult; the Terran Tower, Tarokeen's fighest point:

into the surrounding

This was only the beginning as, amidst the sudden missile attack, the fiery:
contrails of the second wave of drop pods appeared in the sky. Having
discharged its missiles, the Deathstorm drop pod fell silent, but then the
10ar of retro-engines was again heard With a crashing, jarring impact the
new wave of drop pods landed one after anothey, splitting open to disgorge.
squads of power armoured giants who moved with intense purpose through
the dust, smoke and flames. The battle for the Planetary Governor's Palace
had begun in eatnest, stunning the defenders who had already bore the
brunt of the first attack. Several of those caught in the open had been killed
in the initial crossfire, their bodies tossed through the air like rag dolls to lie
broken upon the courtyard’s now rubble-strewn ground

As nitial resistance waned, Captain Atmaros issued commands over his
helmet's comm-link and moved towards the target building, Ahead of him
the Assault squads were running, bolt pistols drawn, chainswords and frag
grenades held ready to assault the building entrance. The distinctive bark
and thunderclap explosion of boltgun shells could already be hieard as the
few defenders who had survived attempted {o return fire, lasguns flashing
at their foe with little effect

Those guards that stood their ground ta defend the entrance to the palace
residence died screaming s the Avenging Sons Assault squads mercilessly
tore through them, leaving their victims as little more than bloody offal
Melta charges destroyed the armoured doors and through the explosion
leapt the Assauft squads. After seeing the results of their initial attack,
nobody inside had the metal to stand and fight, and all fled rather than face
the Emperor’s ‘Angels of Death’

Captain Atmaros and his squads swept thiough the Planetary Governor's
residénce 106m-byiroom, thiowing frag grenades and clearing sections with
bussts of bolt pistol fire. Their raining doctrines were second nature Anyone

who did not escape fast enough was cut down until eventually the lead
squads broke into ar inner council chamber where a group of officials and
quards had sought sanctuary. The guards opened fire, more in desperation
and self-defence than in any hope of victory, denying the Space Marines
access to the room. Assuming that Planetary Governor Aulis might be there
because the rest of the building had already been cleared, from outside

the chamber doorway Armaros activated his teleport hmer. The signal was:
received onboard the Proxima Justus and in its teleport chamber five heavily:
armoured Terminators immediately moved to respond to the summons,

£ach was equipped with a storm bolter and power fist, except for one who
carried the assault cannon and Veteran Sergeant Foras who wielded the
squad's chainfist, a power weapon capable of cutting through just about
anything the defenders on Taros might use as cover. The titanic energies of
the teleporter made the vessel's room thiob with power, lightning flashing
and arcing across it as the Tech-Priests of the Adeptus Mechanicus made
final adjustments and issued fervent prayers ta the spirit of the ancient
machine. Their prayers did not fail

in 2 blinding flash of white liaht the Terminator squad vanished, briefly
being cast across the Warp before reappearing amidst crackling lightaing.
in the council chamber on Taros far below. The firefight was over in a
fraction of a second as the Avenging Sons' assault cannon whirred into life,
1aking the rest of the room with a devastating barrage of shells which tore
up desks and walls. The Avenging Sans storm bolters soan joined in the
slaughter, firing their own explosive rounds into the officials and quards.
Once the smoke had cleared, norie were left standing

Captain Armaros ordered Apathecary Actium to cross-check DNA samples
from the bodies with the Order Famulous records of House Aulis' gene
codes. It was information the Administratum had provided at the beginning




AThunderhawk's eye-view. Tau Empite forces mustering
for the assault on the Planetary Governor's Palace

of the mission and the test would confirm whether the mission had been
2 success. Meanwhile, the Assault squads and Terminators deployed into
halding positions and began to engage the barracks troops who were
unawate that they were arriving already too late to save those who had.
been stationed inside.

Apothecary Actium set about his task, using his narthecium to check the
12gged, bioody comses one by one.Fruswatingy but nat unsurprsingly,
all failed the gene matching test and Actium informed his captain that
Planetary Governor Aulis was not amongst the dead. He must have
escaped, or by some stroke of kuck, never have been there at all: Captain
Armaros cursed and issued the codeword ‘Malevolent” over the comm-
net. The mission’s objective had eluded them, Itwas time for ll under his
<cemmand to prepare to advance to phase two,

Blocking Position Three

Meanvfil, bejond the Planetary Governar's Palace,the four Space Marine

blocking positions had been formed up,Veteran Sergeant Einem had the

sauads well organised so that upon landing esistance had been swiftly

dispatched, but their dominance of the farget zone did not remain so

for long. After a quiet coupte of minutes the sound of jet engines could

be heard approaching as overhead the dark SWEpL-wing outline of a Tay

Empire Manta swoaped over the ciy, skimming fow over its fooftops. The

nglnﬁ SUT barue'hml'he:s 2t each position 100k aim up the. suee‘t and
id not have long to watt for the ful

ke umgmm € fullury of the Tau Empire o be unjeashed

to the palace, but

* bewell-equipped Tau forces as 10 %encs

»m. The first the Avenging Sons knew of
mm was the arrival of the Manta over the
Hammerhead qunships, followed by Crisis battlesuits and )
Fire Warriors, would be closing in on Blocking. MMM
Hunter Cadre was bearing down on the Space Mar'nes{ sing:
relnforce the defenders of the Planetary Governor's Palaca. Qv

AtBlocking Position Three the street wias suddenly criss-crosse|

and pulse rifle fire; smokey contrails obscuring lines of sight as

missile launcher sent its payload screaming up the street. The

impacted upon the front of the Hammerhead in a brilfant explosen
buckled and scorched its armour, but did litdle to halt the o
tank It opened fire immediately in retum, punching mrmhw
blasts from its long railgun, sending masonry crashing to the sireet.

The opening skimish was a one-sided affair, but the Avenging Sons stoed
their ground and hammered out round after round, refusing fo fail back.
Sergeant Einem ordered the squad at Blocking Position Tw, the nesrest
Space Marines to Blocking Pasition Three, to move out and remforce the
battle-brothers. The Tactical squad pounded down the streets towards
the sounds of fighting now echoing off the buildings of Tarokeen At
Position Three the situation was deteriorating rapidly With heavy soppest
and weight of numbers on their side, the Tou quickly advaniced dowa
street. Fire Warriors dodged from doorway to doorway under the

fire of battlesuits and the Hammerhead. It was fierce and intense,
remaining Avenging Sons knew they must hold ~ the longer they faughi,
the more time they bought their captain to complete his mission Ales
several battle-brothers had been killed by heavy weapans fire and o
were badly wounded but remained fighting on regardless. Sergeant;

of the Third Tactical squad was amongst the dead, his broken'

buried under fallen masonry after a railgun round impacted next

The arrival of Tactical Squad Two did ftte to change the balence ot
battle, the Tau Hunter cadre was just too strong. Their firepower
the roads clear, forcing the Space Marines into the cover af the
damaged buildings whilst the Crisis battlesuits led the final séa
down the street on jetpacks to rake the buildings with flamer an
cannon fire. Unable to win such a one-sided affaif, the s

two and three were ordered to disengage and fall backto the!
Governor's Palace The remaining Tactical squads at Positions
were also recalled to the palace as Captain Armaros regro
strength. Ten out of the twenty battle-brothers involved in U
Position Three had heen killed in the firefight; six more

heavy fosses for Einem’s force. Meanwhile, the Tau hat

corcon and, leaving a few units to secure the area, moved on {oh
objective, the Planetary Governor's Palace.

Defence of the Planetary Governor’s Palace - Day 1
Pre-wamed of the approaching Tau Hunter Cadre by re
21 Blocking Pasition Three, Captain Armaros set about re:
forces. Governor Aulis had not been found and time Was.
Presence of strong Tau Empire forces already on Taros
and unplanined for.Their swift counter-attack had sezed
fom the Space Marines and put them o the defensive, f
Avenging Sans were naw reacting to whatever theT2u f
Amaros’ immediate task was clear: repel the countt
forces he had at i disposal. Phase two of the mi
Planetary Governor would now have to wait,




was 3gain presaged by the foar of jet engines as

Tow over Tarokeen to launch rockets into the Planetary

battle-scarred from the Avenging Sons attack,

elegant buildings were rapidy becoming tattered ruins. Masonry

support beams collapsed under the repeated impacts &s fires bured

‘control and spread rapidly, smoke from them billowing high into the but casualties were mounting and the supply situation was becomi
skysnd all the while through the wreckage stalked the armoured bulk of serious. Armaros took stock. Ammunitian, especially frag and krak gre
the Avenging Sons Space Marines, each finding positions from which to ‘was running low, but he had some eighty one men still banle‘wmw
repel the oncoming attack- including all the Terminators and both Dreadnoughts. The Tau must al
feeling the strain of battle as the Hunter Cadre had been mauled by the

R Captain Amaros had few illusions; this would be a stern test of his men. Space Marines' stoic defence After a day of fighting there was finally
¥ He was now heavily outgunned by the Tau and when it hit, their attack pause. For the first time since the drop pods had fanded, Tarokeen did ncb

"y ‘would be powerful and well-coordinated. It vould be deadly close quarters  resound to the thud and boom of qun fire and explosions.

< combat, bulding to bullding, room to room, but tis would be o his batle- :

i brothers' advantage. Any Space Marine was easily a match for aTau Warrior  The second night did not pass without sporadic cemhaxs breaking out

; atclose range. The Tau sent out small teams to Infiltrate into new firing positions, using -

the darkness as cover, but the Space Marines had their own roving patrols-

The ground fighting followed close behind the Tau's air strike with Tau moving through the rubble in pairs or threes. In the darkness shor firefights -
infantry swiftly infiltrating through the buildings and rail rifle-armed would suddenly erupt when two patrols clashed, only for the Tau ta quickly
‘marksmen moving into position at any high points overlaoking the palace withdraw, and it was now that the Space Marines began to show their fre
courtyards they could get to. Firefights started to break out as perimeter worth. They did not need to sleep like an unaugmented human warrior

& squads were engaged by pulse rifle fire and along the surrounding streets would have, their power armour supplying them with all they needed to

came Devilfish transperts, from which disembarked Fire Warrior units who: keep fighting at peak efficiency. Their endurance and superior powers of
attempted to root out the Space Manines with photon grenades and burst recovery meant that after a day and a night on their feet, they were all
cannon fire. Soon each squad was fighting its own small but deadly battle, still as ready for the fight as the moment they had landed; many bearing.
and as the Tau attempted to press forwards, the Space Marines stood firm wounds that would have killed mere men, but still fighting on regardless.
and threw them back, inflicting heavy losses in the brutal close quarters
combat, The Terminators and Assault squads bore the brunt of the attacks, Defence of the Planetary Governor’s Palace - Day 2

Stalking from room to room through the now empty and burning barracks. The second day dawned with the red haze of fires illuminating the smoke-
buildings they repeatedly charged the enemy, chainswords whirring and blackened sky over Tarokeen. Except for the sporadic patrol clashes, the

from their drop pods in a



“nlght had been guiet - dawn would e that change. Thei” m(ar\(vhy—lea
" atlack had been repulsed the day before so the Tau now m‘m:d the P
heswet weapons into position 0 lead the second attack, Wit ;mh Eng‘ s
wWhifting, Hammetheads, Devitish and battlesuits moved slowly t Mr; /
e steets, dione-controlied burst cannon covering the buidings as they
‘manoeuvied inte positicn to bombard the Planetary Governor'’s Pa!n:e It
<eemed that if the Tau could nat drive the Space Marines out, then they

would annitvlate them instead.

For the Avenging Sons the battle for the Planetary jeinor’s Palace was now
a bitter struggle for survival, but their mission was not complete and Captain
Aimaros was determined to fight on. To do 5o he needed assistance & d
Called on the Prowira Justus Its hangar decks were fullwith Thunderha
qunships and transporters loaded with armoured fighting vehicles, alf waiting
for the order to launch, but with only  small secure perimeter to fand in,
sending In the transporters was judged to be too risky. The Thes derhawks,
aufhed for a ground attack m Id be of great assistance, but with
Tau Barracudas patrolling at zone, they would be particularly
vuinerable to an airboine att w, therefore, the Thunderhawks would
Hiave to be kept safely in resenve incase an evacuation mission was ordered.
Only if Armaros' situation became critical would they be called upon

he battle had been fierce - day two would see its intensity
mcrease even further. The Tau had used the nigf e lull to reinforce their
‘mauled Hunter Cadre. Now they would throw everything they had at the
Space Marines in order to destroy them. At first light the Barracudas were
teady for niew strkes on the Planetary Governor's Palace, then the ground
assault would resume. Attacks would commence from all directions, but
the main welght of the day's assault would be aimed at the gate, Crush
resistance 2nd the Space Marines would be broken up into small
pockets 10 be mopped up later

Thefrst day of

1 day one the Tau attack was pressged by a flight of G
o5 daaynd burst cannon strafed fhe Space Marines’ W;'f;’:?%w
tha rubble; Lacking any form of antl-aircraft defence, the warrimg’n;,?:
emperor could do lttle against the Barracudas except st 10N i &
and wait for the attack to end. After several low passes, the aa‘rat\x}a:%

e o e-arm and the Tau ground bombatdent began, iy

p-crack sound, failgun rouncs soon slammed ity
annon pulses ricocheted off walls and rut
heavy fire hammered the palace, round after round, rels
The Tau were biasting at the Space Marines from a distarice, by
building being targeted. Roofs collapsed, walls cracked and rounde
through masonry to explode within. The najse s
buikdings of the Planetary Governo
followed by a choking cloud of dust which i

missil

@ Up {0 shroud the m?ﬁ;

Opposite the main gate, two Hammeiheads slowly manceured doy

weight of fire the gatehouse collapsed. The Devastator squsd Withie had
attempted to retaliate with their missile launchers and lascannon, Surtie
bt of fire had kept them pinned dovin. It was punishment not eien e
mighty Space Marines could withstand for Jong and it seemed the Tau e
attempting to match their foe’s legendary merciless brutality:

The bombardment lasted all morning and well into the afferncan Cagtin
Armaros had little to respond with except his awn man-portable heay
weapons. It was an uneven match and with no other option open to hism:
the Space Marine Captain contacted the Proxima Justus 10 requestalt
support. It was a risk, but the situation on the ground was detéiostig
An air strike by the Thunderhawks” bombs and missifes was cuicky
planned, but with the Barracudas still in the sky overhead they too weuld
be prife targets.

2l the Planetary Governor's Palace
estioyed during

the defence of the palace gates

tless and Mg, |




All five Thunderhawk gunships onboard the strike cruiser launched and
made for the Planetary Governor’s Palace. It was a powerful strike force,
encugh to keep the Tau at bay, but first it would have to run the gauntlet of
the Bairacud fighters.

As the squadron vectored in on Tarokeen, descending rapidly with their
weapons primed, the Barracudas climbed to intercept. The Thunderhawks,
dove through the fighter screzn, heavy bolters blazing as the Tau craft
‘opened fire with burst cannon. Despite the repeated impact of pulse rounds
the formation did not waver, keeping their formation tight and on course,
and trusting to their thick ceramite armour plating, The Barracudas' fire
was Ineffective as the Space Marine pilots calmly kept their aircraft on
course until they were over the city, whilst the gunners located targets and
prepared 1o open fire with their main weapanry,

The flight of Thunderhawks roared down onto the city, strafing its streets
with battle cannon, turbo-lasers and heavy bolters before releasing their
bombs.In a firestorm they ripped into the palace’s surraundings, explosions
tearing through the buildings, gouging great holes in roofs and wals,
flames and shrapnel engulfing whole blocks. Across the city buldings were
Tocked by the concussion of the bombing, the destruction was radiating
outwards from the palace.

The air strike appeared to be a success, s in the aftermath the Tau
attacks died down 10 sporadic sniping and skirmishing. What damage to.
their forces it had actually caused was unknown, but as the roar of the
Thunderhawks faded, the Tau withdrew again. It was a bref lull in the
‘hattle and did nat last Jong, bur it bought Captain Armaros” men precious
fime 10 reorganise their defences.

As incoming fire from the Tau force impacts all around, the Avenging Sons struggle to hold the palace gates.
Savage fighting would eventually see the Tau thrown back, but not without heavy losses amongst the Space Marines,

It was at the gate that the hammer blow eventually fell. Hammerheads
and battlesuits led the way, attacking at full speed they crashed throuah’
the rubble of the gatehouse. The lead Hammerhead was immediately fift by
lascannon fire and exploded in a blossoming orange fireball, but weapans
fire from the second grav-tank killed the lascannon gunner in retum. A'krak
missile destroyed a Broadside battlesuit but, after the briet firefight, oniy
three Devastator squad members were able to withdraw whilst Devilfish-
mounted infantry closed in behind the ammoured vanguard

Captain Armaros realised that he was losing his hold on the situation and
his perimeter was in danger of breaking up. Faced with no other choice he
committed the Terminator squad to the fight. Wading through biazing fire
and blinding smoke the vaterans met the Crisis battlesuits in a head-on
exchange of fire in which both sides suffered heavy losses. The Space
Marines fought for every inch, but the Tau's heavier weapons could not.

be matched. Threa of the veteran Terminators died In the fighting, as did
four battlesuits. Brothers Hakael and Caim joined the battle; destroying

the second Hammerhead with their heavy Dreadnought weapons before.
Brother Caim sustained a hit which tore off his feft feg, toppling the
Dreadnought to the giound and leaving it vulnerable to enemy attack

For an hour the battle at the gate raged and, led by Chaplain Baragel, the
defenders fought on heroically, The pressure ranged against them was
intense and, with the commitment of the Dreadnoughts and Terminators,
there were no more reimforcements available. Bolter sounds and missiles
shot through the air, holding the Fire Warriors at bay, meanwhile the Tay
continued to launch secordary attacks all around the perimeter pinning the -
Avenging Sons Space Marine squads in position, units that could otherwise
be used to bolster the defence of the gatehouse.



s posiion was etievable The 12U had bled
casualties and a lack of ammunition were
1t withdrawal was the only coulse open 10 himif
, Company It galled i, but resistance hare was ng‘fv
< pace Marites could match, and sl he had no idea of the
e sl ssengih. He knew that his men might hoid out for s only
eventualy be overshelmed by hefc nambers and at what gain? The
Planetay Goveror of ros was o beyond i reach nd the Aveging
 Sons were facing annihilation Armarcs needed 1o evacuate e sUVIvo
e vihiat he could from the mission

‘After a biief command meeting In the ruins of the Planetary Governor's
- tesidence, Amaros informed the Proxina Justus of his decision to evacuate
‘At nightfall the Thunderhawks were to be launched for an extraction
mission and orders were given to all the squad leaders, or standin lleaders
in those squads that had lost their sergeants. At nighitfall there would
o a staggered withdrawal to the Inner courtyard, where one by one the
" Thundethawks would fand, load up and cairy them back to thei strike
cruise. 1 was an opesation fraught with difficulty, one which had to be
peformed swiftly so as to give the encircling Tau forces the minimum time
10 respond.

Evacuation
As night ell over the battlefield, the Space Marine commander again

-~ took stack of the situation. His force had been reduced to approximately
forty battle-worthy brothers and one Dreadnought, requiring only two.
Thunderhawk gunships for the extraction. The other gunships would fly
around the complex 1o provide covering fire, and once they had been
rearmed and re-fuelled, the Thunderhawks set about their new mission

Apothecary Actium started recovering the progenoid glands from all of the
fallen batte-brothers he could locate, although some had been buried deep
under the suins of fallen buidings and were beyond reach. it was a vital

task if the Chaptet’s heavy toll In casualties was tobe

{oss of any gene-seed would be keenly felt Chaplain gar:

for the dead as he stood over the lfeless form of Brother Cainy.

proud war machine and a hero of the Chapter, he WW
v

than a smoking wreck of twisted metal and wires, e
who had died over the last few days, his death vias lhem,w‘
2+ Company.

Captain Armaros took command of an understrength Tactica) sqag ang.

the remaining Scouts as the rearquard, and Gave ofders 1o the fuy s
~induding Brother Hakael, Apothecary Actium and Chaplain Batagel
stand ready to withdraw to the first Thunderhawk when it touched dopm

‘Afte they had blasted offthe second wave was ther 10 abandon thes
positions, covered by the rearquard, and make for the landing zona 7

all the evacuation operation should take no more than 180 Mutes= g

enough time for even the swift forces of the Tau to react in strength,

The distant sound of Thunderhawk engines approached and the et
began. Moving slowly through the darkness, crunching over ubble sad.
broken plas-glass, battle-scarred, scorched and wounded, the suvivs
loaded into the waiting Thunderhawk's hold. Overhead four other

circled. Brother Hakael was the last to climb the ramp and it closed hebing
him as the second Thunderhayk began its approach, the first & o
away from the battlefield at speed.

Alerted by the noise, Tau patrols cautiously crept forwards to

Where once Space Marines had barred their advance with boltguaf
there was nothing. Meanwhile the second transpart had already s
the remaining squads quickly embarked, Captain Amaros fell backta
landing zone, bringing up the rear of his squad, boltgun in hand feady
fire. He ran up the ramp and hit the door mechanism to close it justs
Thunderhawk's triple engines boomed into lfe and thrust it skarcs
The battle was over — the mission had failed

Every world under the rule of the Imperium has its awn Adeptus
Arbites Preainct Houses or Fortified Courthouse. The Arbitrators are the
Imperium’s police and enforcers, tasked with combating and punishing
crmes made against the Imperium. Prior to the Avenging Sons' attack,
the magister commanding the Adeptus Arbites precinct in Tarokeen
fecetved a secure astro-telepathic communication warning him of events
2bout o unfeld. It also instructed his precinct to canry out a simuitaneaus
Operation ta ariest the wealthiest mine ownérs. These men belonged 1o
the hereditary noble class which had run the mines for generations, but.
fiow they had been found quilty of coliuding with the Planetary Governor
and the Tau Empire, and must also face Justice. They were to be arrested,
imprisoned in the Precinct House and then tuined aver to the Space :
Marine commander.

After receving his instructions, Manister Skalca kney i
i 0 e thal his Precin
Hotise was in great danger If the Plasetary Governor was Planning n‘n‘a
ubeuu_sg 2gainstthie imperiu then, as the repiesentatives of Imperial
authority, the Arbites yould have 1o b disposed of first — an attack

ime. The Abites commander did not know

come, but h
prepared 1 act quicly when it cid S it e

R, LN

ADEPTUS ARBITES OPERATIONS ON TAROS

As the Space Marines fought the Tau around the pala
moved against the mine owners. Away from the:
deserts, fearsome Arbites anest units, clad in black
armed with shotguns, riot mauls and suppression shie
surround and arrest the cartel families” represemtative
the mines, the Arbites found themselves confron
mine werkers and riats rapidly broke out

o disperse, What hadn't been counted:

were incredibly loyal to their mine, their

masters, and at each mine the attempted z
batiles against the crudely armed wor
the fighting, the Atbitratars were forced
workers, the owners were safe from Imp

Mast of the batle-scarred arrest urits:
House i Tarokeen until afer the Space Mail
planet, leaving Magister Skalka's men tra
and now heavily oltnumbered by Tau!

but o standi iim in the name of the!

The Tarokeen Precinct House was at
the Avenging Sons' evacuation T




‘Aftermath

The First Taros Intervention had been a costly defeat for the Imperium

— the Tau having inflicted serious damage on the Avenging Sons in two
days of intense combat The damage meted out in return on the xenos force
was unknown, but must have also been significant. There had been many
confirmed kills and the battlefield was littered with the wrecks of Tau grav-
tanks and battlesuits.

The Avenging Sons took the defeat badly The Chapter's fortress-monastery.
was filled with battle-brothers who moumned the dead, and its great bell
tolled once for each of their own that lost their lives on Taros. Space Marine
Chanters enjoy a glorious reputation as the ‘Shield of Humanity’ and defeat
is never taken lightly, the death of Dreadnought Brother Caim weighing
‘heavily upon them all

Events on Taros, the failure of the Intervention Force and the confirmed
report of Tau i strong numbers fighting in defence of the Planetary.
Governor, forced a change in attitude by officials of the Administratum
towards the Taros situation. News of defeat was bad enough, but it seemed
that the Tau had already staked a dlaim to one of the Emperor’s worlds.
What should have been a minor skirmish proved that there was now a

might be demanding many of the Imperium's resources,
occurred on Taros could not, and would not, be ignored..

Taros was immediately declared Ex imperius Rebeilis, a system in feb
against the Emperar’s divine rule The sacred Pax Imperialis had beer

up by Planetary Governor Aulis, and his actions now made him not jus
criminal but also a traitar. Also, it wias obyious that the Tau were already
Taros in force and they must be ejected

‘The Master of the Administratum signed an edict Stating just this, &s well

as listing the Planetary Governor's crimes {over one hundred in all, most
punishable by death). The document, called the “Taronian Declaration’ was
a licence to action a new and significantly larger attack against thase who.
would dare to wrest Taros from the Imperium and next time the attack

‘would not be a surgical strike by a single force of Space Marines. instead it
would require the involvement of all those fighting arms of the Imperium
capable of committing forces to repel the xenos aggression.

The decision made, the retaking of Taras was set in motion

rds.

The la: skywar
mission was. lrxamplele, Under the, plmaion of the Tau, the )%

was forced to evacuate his forces rnxn lbe palace even though bis

escoped, and the s  ission had ol
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TAU FIRE

. Armour Y e
This T Fre Worrior wears th Standard s combaturifom, armout end
* equpment common 1 all members of the Fire caste-

‘His body armour s constructed 1 two layers, The outer surface is a hard,

lira-dense nanocrystalline metal bonded to an inner laye; of high-
performaice theimo-ses, molecuar polythene. The s 3yes acts 25 an
‘eneray-absorbent padding which helps to prevent blunt trauma injunes
rom tigh velocity impacts, and the highly advanc: materials used in its
canstruction are incredibly resient to penietration weapons and lightweight
compared to more conventional matenals, such as plasteel

The construction techniques involved in its creation are unknown ta the
imperium - the Adeptus Mechanicus being forbidden from investigating
stich alien technology by order of the Ordo Xenos.

The elongated and thickened left shoulder pad acts 2 an additional protective
shield, especialy when the Fire Warror is kneeling with hs weapon at his
shoulder, covering that side of the warriar’s body with extra armous

2. Helmet

{tis thought that the distinctive domed Tay combat helmet includes
‘many systems such as communications equipment, night vision sensors,
taigeting and tange-finder information, and access o the Tau command
network [tis believed that the helmet includes some form of visual relay,
but this is unconfitmed. The markings on his helmet are rank insignia,
indicating the Fire Warrior s of the rank of shas'ui (believed to be broadly
equivalent to that of an Imperial Guard sergeant).

3, Pulse Carbine

This Tau's personal weapon is his pulse carbine. A short-barrelled,
lightweight version of the more common pulse rifle often issued to scout
units and for special operations. The carbine sacrifices range for portability
and is especially useful at close quarters.

The weapon generates its own induction field, which is used to propel a
paticle which reacts to the field by breaking down into a plasma state

B (referred 0 25 a pulse). Power is provided by a powecell, which must

i be replaced after fifty shots, with Tau powercells believed to be a standard.
fit for all weapons.

The pulse carbine includes an undetslung photon grenade launcher as
standard, with the single shot grenade launcher iring a standard issue
! photon grenade over a short distance. The pulse carbine also mounts
2 remote thermic sight which, combined with the weapon's advanced
stabilsers and recol reduction, make it highly & ;

i \ y accurate during aim

; e g aimed fire by

This Fire Warmior's only other weapon is his bondi ing knife. Not
for combat, the ceremonial knife is a symbol that this k':am:vr‘
have performed the Ta'lissera titual, and that all members of

bonded together It & 3 rite of deep significance to mey :

caste, who pledge themselves to fi

comm

Intended

and his team

the tearn are

e mbers of the Fire
ogether unti the fast warrior

Fire caste saying is ‘Onlyin deaths are the bonded porteg' e

WARRIOR

s well as the knife itself, the Fire Warrlors of a bonded team often
incorporate the knife symbol onto thelr aimour. Here it 5 present o1 e s
Warrior's right thigh guard.

4. Equipment

From his belt hangs a sensor unit. The purpose of this device IS ks,
although commonly issued to team leaders, and it is thought 1o be some o
of sensor and tracking equipment. Hanging from the webbing braces. et
pouches for additional pulse powercells and two smaller signal fare pels
These have not been encountered by the Imperium’s forces before and s
believed to be used for visual communications orasa back-up 10 standas
communications for marking his team'’s location

The standard issue webbing belt contains pouches for extra powercelis and s
container for photon grenades, These can be armed and thrown by hand g
loaded into the grenade launcher. A photon grenade is primatily a defensve
weapon, detanating with a powerful sonic blast and multispectsum bght
which dazzles and disorientates the enemy. Although nan-lethal, the efiecs
can be severe and fong lasting.

He has also been issued with EMP grenades. These weapons emit a brief bt
powerful electro-magnetic pulse which overloads arcuitry, catsing metonns
and malfunctions. EMP grenades cannot be fired from the grenade lausche:



5. Fatigues
The Fire Warrior's one-piece coveralls are constructed of a composite
nanocular thread woven into a microscopic super-dense mesh of fibres
that help prevent projectile punctures and penetration by bladed weapons,
whilst remaining flexible. The material the fatigues are constructed from

s also chemically treated to retard flames and the effects of most iritant
gases or chemicals. The fatigues are hard wearing and suitable for most
envionments, and are issued in a variety of colours.

6. Evaporator Unit
his warrior also carries an unusual item never seen before by the
Imperium,  bulky container believed to be a water evaporator and storage
Each team was issued with this equipment for the Taros Campaign to
provide an emergengy reserve of water in the planet’s desert conditions.
ATau's physical capabilities to resist the effects of dehydration are

jown, but believed 10 be far in excess of human norms.

This is Shas'ui Ta'she, leader of & Fire Warrior team
5 of Shas'el Kim's Hunter Cadre. He is shown equipped.
for a pight time raid on Imperial forces around the
Planetary Governor's Palace. Although the mission was
sucoesslul, Ta'sh was hiled in the action,




Blother Hakael, & Mk IV Dreadnought o the Avenging Sons Chapter aimed  Brother Caim, @ Mk V Dreadnought of the Avenging Sons Chaptes emed uitha
with & poedfst and twin-inked heayy bolters, He bears a Litany of Devotion ~ powerfist and twin-finked autocannon. Brother Caim was destioyed dunng he
and puily seal,as well as the 2* Company baoge on hs right eg. battle for the Planstary Goverror's Palace

7his rop pod bears a skull command bk

s dop 2 skl command badge; It may heve been the pod
edby 24 Company's CaptainArmaros Aoty 1t may hov gy 0199 pod used by the s aros Iteventin Foce g etk 025
the Deathstorm diop pod used 1o fead the aitack Planetary Governar’s Paace. This poot bears the bisdge of the Comeas 5

Assault squad.
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Hammerhead gunship amied with a railgun. This vehicle took part i the battle
at Blocking Position Three, and is camouflaged for night-time operations.

Devilfish

90p Garter from the Batde for the Plane
i o the Planetary Govermar's Palace, again prepared

me operatioy ehicl
PerRtons.This vehile was destroyed dunng the fighting
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The recapture of Taros was instrumental to the continued operations of the
Forge Warld of Stygies Vil and, to 3 lesser extent, other dependant Forge
Worlds, during the rising war effort against Abaddon’s 13" Black Crusade
To ensure its return as swiftly as possible, the appaintment of 2 senior
Adeptus Administratum command staff was undertaken immediately to
organise and oversee the planning of the operation.

The person chosen to lead the, and also take command of the entire
invasion operation, was Lord High Commander Otto van Gustavus, a man.
with a long miltary record who had risen from the offcer ranks of the
imperial Guard to the upper levels of the Imperium's miltary herarchy
Gustayus' first task was 10 appoint his own command staff and prepare for
the invasion. I doing this he would set his men'two questions to answer
when could the force they were putting together be ready o invads Taros,
and where should that atack faf? His instructions would make the matter
clear: the retaking of the Emperor’s world from the xenos Tay shou
happen as soon as possible.

Appointing his staff was no simple matter The upper echelons of the
Imperium’s military hierarchy is nife vath politics, Intriguing, favours owed,
debts to repay and self-interest. Gustavus had not risen this high wnheux‘
‘making a few enemies or without <alling on a few favours that he was now
in 3 position 1o repay.

Seecing s command staf ook sl ieksof hrd ok and ong
drawn-out negatiations. The first position to be filled was not of Gustavus'
o chouing however Commisar Generl Mordred Van Horcic would b
Gustavus' shacovi and right-hand man for the doration of e s

f the campaigr
The high-fanking Comissar s tasked with making sure il the u;m‘ca;s of

ANNING THE INVASI

ON

Gustavus' force did their duty, or faced the consequences. A powerful ma
in his own right, Van Horcic would have the power of life and deatfiovet
many of the Imperial servants involved in the Taros campaign

Whether by choice or coercion over the subsequent weeks, Gustawus filed
the various appointments. Not all were men he liked or even trusted,
many were decisions forced upon him by other political factors, butitwies
Gustavus' job to bring all these factions together and make them etk as
one towards ultimate victory for the Imperium

The High Command staff would ultimately include Venerated High
Magos Zadakine Volta, 2 high-ranking Adeptus Mechanicus represenaiie
from Stygies Vil Fleet Admiral Kotto, appointed by the authorities a1

Kar Duniash to command the invasion fleet; Lord Marshal De Steel, the .
overall commander of all Imperial Guard regiments, whose men woudbest
the brunt of the fighting, and the newly titled Provisioner prime Ml
Dree from the Departmento Munitorum, who had been granted @ piee
on the High Command staff in recognition of his inital nvestigaten 12
events on Taros. Others included Aif Marshal Denvels, Staff Coloel SR
Deacon Goiz, the appainted representative of Cardinal Astrat Velas

&nd Curator Adept Skel. Many others would follow incuging any $pE€E
Marine commanders orTitan Legjon princeps veho would be ivoredin
the fighting

The High Command would be tasked with organising and planung 72
imiasion,each member having his own areaofresponsiiiy and HET S
staff ides of retinue to assist them. In al, the High Command st

the invasion, including all the sub-departments and functionarese

number approximately thres thousand souls. i




Pre-invasion Preparations

Refore any military plans could be putin place, first Gustavus and his staff
needed to know what they were facing. None amongst them, except Dree,
had ever heard of Taros before, let alone knew anything about the planet
or its system. Gustavus wanted all the information he could get about the
mining world: its cimate, population, industrial capacity, the rufing body,
tepography and history; anything which might give him an advantage ovet
what would now in all likelihood be & well-entrenched enemy. it was a
huge research task to be undertaken by the Adepts of the Administratum
and in chiarge of the information gathering would be Curator Adept Skel,
‘an Administratum official promoted from the Archive Histaricus, Curator
‘Adept Skel had access to thousands of archives throughout the Segmentum
and across the Imperium, including copies of documents from the great
archives on Tera itself.In those vast repositories of information, thousands
of curators, prefects, archivists and menial workers went to work seeking
out znything about Tares, and from those ancient records a detailed plan
of the planet and its population was slowly compiled. From tithe levels
and taxrecords a picture of the planet's mining industry was built, whilst
old censuses sevezled the planet’s population growth — no piece of data
concerming Taios was to be considered too trivial,

A team of lexmechanics and logis, under the command of Magos Volta,
was also assigned to the information gathering task. They worked with
inhuman speed ta compile all the data Skel was producing and with it the
Adeptus Mechanicus' part-human, part-machine servants began to forecast
the planet’s population growth, climate, velcanic activity, atmospheric
conditions and arbital cycles. Information stretching back as far as the
Great Crusade was analysed, even a scrap of the original Exploritas report
on the planet’s suitability for terraforming and colonisation was located,
catalogued and considered In all, millions of fragments of information were
gathered together satellite survey images, language studies, missionary
(eports, journals of long dead Imperial servants who had visited or been
stationed on Taros to name but a few. There were old genetic studies on
the population and the ruling households carried out by the Ordo Famulous.
seeking evidence of genetic deviation or. mutation, and Adeptus Arbites
analysis reports providing details on the crime rate, as well as more up to
date geological and seismic surveys. No detail was ignored and anything
that might inform Gustavus' staff’s decisions was included and it took six
‘months to compile all the information the High Command staff required
before the actual invasion planning could get under vay.

With this Gustavus had as good a picture of what was facing him as the
data gatherers could provide. He knew what the planet was like, the extent
of its population, and how this might translate into the Pianetary Defence
Force’s military strength given the equipment that had been supplied to
Taros down the years. He knew how the planet might be able to re-equip.
of resupply its forces, or even create new units. He even had a forecast of
what the criminal population of Taros was likely to be (often the first source
of manpower for replacement troops). What he didn't know, howeyer, was
anything about the Tau’s strength on Taros.

Finding information about what the Tau Empire might be planning was far
harder, and not a task the Adeptus Administratum could help with, The man
on the Lord High Commander's staff assigned to this therefore was Staff
Colonel Scheja, Gustavus' Director of Intelligence. A secretive individual,
Scheja was a spy master with former experience of working with members
of the Inguisition. The Tau, with their philosophy of the 'Greater Good, were
2 difficult prospect, and there were few informers or sples on the inside of
the Tau Empire. There were some humans, mostly merchants or mercenaries,
whose loyalty could be bought by the Imperium, but most men and women
wiyhin 'the Tau Empire were simply considered traitors who had abandoned

the Emperor. By assessing information from ather pl

of the Tau Embite, studying previous estimates of Tat m

histosical precedents, Colonel Scheja could himself make an

at how strong Tau forces might be on Tards, but without people o
ground, there could be no confirmation of what an imperial invasion
might face.

Whilst the information gathering was progressing, the ather members

of the High Command staff were riot idle. The Departmerito Munitorum
officials on the staff began the long process of sourcing the fiahting forces
and supplies needad for the invasion, Imperial Guard regiments had to be
raised, trained and transported across the Imperium and this was no easy
task. The demand for troops in the build-up around the Cadian Gate was.
vast, particularly now as the ‘Plague of Unbelief® around the Eye of Terror
continued to spread. The Impeial Guard might be huge, but demand ler
regiments was always far greater than could be supplied.

To counter the effects of increased demand, Gustavus devised a scheme -
to overestimate the troops' strengths needed. He knew all along thathie
would not get all the forces he requested, but this way he might get close
1o his actual requirements. As yet he could give no definitive numbers, but
he set the fogis adepts to wark making an Initial statistical analysts, and this
gave him a starting point. Before it was submitted the numbers would be
modified and gradually evolve into a final fiqure, but for now it was enough
to have a number on which the Departmenito Munitorum could base its
work on and thus get the slow turning wheels of its bureaucracy rolling,

The 4621% Imperial Guard Army

When the Imperial Guard force needed for the invasion of Tatos was'
founded, it was designated the 4621% Imperial Guard army. it was placed
under the command of Lord Marshal De Stael, bearing the honorific title
“Chief of Arms’, who would be in overall command of all Imperial Guard:
ground forces on Taros, meaning that all the generals and colonels of the
Imperial Guard regiments constituting the 4621 Army would repm to him
and his staff

Gustavus, in consultation with De Stael, began to draw up detailed arders
for the forces he would need for a successful outcome to the offensive. The
Imperial Guard might be vast, but with demand for regiments curiently

0 high, it was not infinite. No commander ever receives enough troops,
and Gustavus and De Stael were no different. De Stael’s initial request to
Gustavus for twenty one regiments had been turned down immediately. A
force of that size could not be found in the tight timescale that Gustavus:
had devised for the invasion. De Stael, tebuked, had to revise his figures.

The Lord Marshal returned with a more moderate twelve regiment request,
which Gustavus accepted, taking it in turn to the Departmento Munitorum.
However they refused the number, offering an absolute maximum of ten
regiments. After much bartering with Munitorum officiels, Gustayus only
agreed to attempt the invasion with ten regiments after recaiving an oath
from High Magos Volta that at least one Titan legion would.be committed
to the invasion force, Reassured by this promise; Gustavus informed De:
Stael that the 4621 Army would comprise ten regiments and, for ease of
adminisiration, the army should be divided into two corps designated X
Corps and X Corps.

After the prolonged arguments over the size of the Imperial Guard force,
Gustavus ard De Stael got down to the specifics of buiiding it. The first ¢
regiments Gustavus requested were those recruited from Tallarn, Given:

Taros' desert climate, the men of Tallam (itself a desert world) would qui
adapt to the conditions, They would make the most effective soldiers



G S S

4

»

ESTRICTED.

 1ORD HIGH COMMANDER OTTOIVAN GUSTAVLS
A large, barrel-chested, walrus of a min, originally
aiting from Vallalla, Gustavus was granted
upreme commmnd of the Taros invasipn after his
* guccessful command during the Vause Schism.
He hias had a long and steady rise through the
upper ranks of the Imperial Guard; in his youth
Gustavus first served ay s licutenant commanding
an Armoured Fist platoon, eventually rising to
cammand his regiment, and then being promoted
heyond field command into the ranks of the High
Command staff. Wounded in action several times,
and still proudly bearing the scars, hix personal
experience and bravery is undoubted:Gustavus i3
the commander of the entire Taros operation; he
commands no actual forces, but bas the power to
sanction or veto any plans his staff make

Gustavus! rotund appearance and loud, bellicose
munner hides a razor sharp political mind. These,
are the skills he will have to deaw upon heavily in
a combined operation such as this invasion. With

& full entourage of aide-de-camps, staff officers,
Gommissars, Adeptus Mechanicus advisors,
bureaucrats, ete, he will have to juggle their
<competing demands for supplies and favour, us
well as muke strategic decisions that will send tens
of thausunds of Guardsmen into battle.

COMMISSAR GENERAL MORDRED VAN HORCIC
Gustavus’ shadow and right-hand man, Van Horcic
ix tasked with making sure all the officers within
the invasion force do their duty, that or face.
summary justice. In this he is aided by a large
cadre of Commissars attached to every Imperial
Guurd regiment and Imperial Navy vessel, Van
Horcic is a fearful figure, having been seriously
disfigured by a melta blast whilst leading nn
offensive in the Hellblade Mountains on Rynn’s
World, and now relies on various augments to keep.
him alive. He is the ultimate arbitrator of justice
amongst the invasion force and has the power
oflife and deuth over many Imperial servants
(excluding those of the Adeptus Astartex and
Adeptus Mechanicus). As o Commissas, General
Van Horgic 1s empowered to take. over command
of any lnperial Guard regiment that is deemed to
be failing and appoint & new commander or lead it
personally. ALl Commissars in the invasion force
report to Van Horcic, who in turn reparts to and
advises Lord High Commander. Gustavus.

GAPTAIN ORELIUS,
34 COMPANY, RAPTORS CHAPTER

The highest ranking Space Marine officer in the
invasion force, Orelius is a lon,
of his Chapter, having fought i
ersades for the past hundred

&-3erving servanc
n many wars and

ta the invasion by bis Chapte

#lthough Gustavus i the supreme commandcr,

b ot v e

'XENOS  DEPARTMENTO ANALYTICUS.

n %m\m TAROS INCURSION FORCE —

_und the reputation of the A@gp:yi"h tep

RECORD

liey ho fias little control over the uction
gt omﬁ-ntuy o

in oc
d‘;"dreliu;-nd His men, Still,
Jiim a valued membér of the command 'E{mﬂﬁ
forces will not be'involved in a protzacted groun
campuign and once their mission i€ complete, the
Spuce Marines will be withdrawn 1o their battl
barge to prepare for their next deployment, As
commander of 3™ Company, und the more baftle:
experienced, Oreliug holds seniority over Capy
Knedes although they share the Sunic rank.

Au befits his Chapter's heritage, Orelius iy
i who

LORD MARSHAL DE STAEL, CHIER OF ARMS,
CCOMMANDER OF 4621* IMPERIAL GUARD AR?

As the overall commander of all Imperial Guard
graund forces on Taros, all generals and colouels
of the Imperial Guard regiments report to De Stucl
and his staff. Although small in stature De Sta
has a keen strategic mind, bora of expericnce a
detailed study of the Tactica Imperializ. A quiet
studious man with an eye for detail, De Stael li
1o plan carefully before committing ary troops. His
meticulous (some would say cautious) approach to
campaigns and Battles has caused frustration with
more aggressive commanders in the past. Out of
earshot other commanders have nicknamed him
‘the Clerk’, but De Stacl’s studious manner hides.

an inner ruthless streak und iron resolve utterly
devoted to serving the Emporor. 2

De Stacl is responsible for putting Gustavus! batele
plan into action on the ground. Although heisin
overall command of the 4621°% constitating all

the Imperial Guard ground forces for the i

FLEET ADMIRAL KOTTO, COMMANDER:
OF THE TAROS INVASION FLEET.  \*
Flect Admiral Kott is the overall commandes
of the Imperial Invasion Flect for the duration .
of the Taros campaign, and has sanction over
=ny operations that take place outside of Tare
atmosphere: Kotto is a product of the Ultima.
s Naval Academy’ Nohgs
born and grgomed for command since birth, he. |
bas risen steudy through the ranks commanding
escorts, light cruisers und cruisers, hefore being
promoted to Fluet Admiral. He is @ veteran ol
campaigns against Ork pirates, Tyranids on the
Eastern Fringe and Chuos raiders, but this will

his first command aguinst the Tau Empire:

As well as overall commiund of the fleet in

Kotto and bia staff are charged with organisi
Mmustering and supplying the invasion flect

for the duration of the camphign. A major ¢

for Kotto is the number of aganult transpor

landing erafc available to him and his staflta
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Lord Marshal De Stacl's forces from orbit to the
planet’s surface, During the planning stage, Kotta
and his staff struggled to acquire enough landing
craft to simultancously transport three Imperial
Guard regiments; the minimum required by De
Stael's invasion plan.

Caonfident that his fleet, aidad by the Spice Marine
Ghapter's vessels, has eaough fircpawer to fight
their way into orbit against any defences that Taros
or the Tau can muster, the landings and subsequent
flow of supplies are Kotto’s primary concern when
planning fleet operations. Once all the Traperial
Guard troops are on the ground, reinforcing them
and keeping them supplied, cspecinlly with water,
will becorhe one ‘of his highest priorities.

VENERATED HIGH MAGOS ZADAKINE VOLTA
The High Magos sits upon the ruling council of
Stygies VIII, and 15 the highest ranking Adeptus
Mechanicus representative on Gustavas’ staff. He
is the supreme commander of all technical support
for the invasion and is the Command staff’s main
liaison between its commander and those of Stygies
VIIL Volta has his own large entourage of logis
adepts, Rune Priests, lexmechanics and servitors,
and utilises their skills with ruthless logic.

GAPTAIN KAEDES,

6 GOMPANY, RAPTORS CHAPTER

Kaedes! role is to provide support and battleficld
replacements to Orelius’ 374 Company. As such
ofdinate to Orelius and should Orelius
become n casunlty, Kacdes is fully able to step

in and Iead the Raptors battle-brothers on the
battlefield, Whilst not as experienced ax Oreius
Xic is stall a Space Marine Captain, and has all the
réspect that rank demands within Gustavus® staff.

e is sub.

STAFF GOLONEL SCHEJA,

DIRECTOR OF INTELLIGENCE

The brilliant Golonel Scheja has been seconded
from his regiment, the Valhallan 26'%, o nct as
the top intelligence officer in Gustavus® High
Gommund staff, His own sfail officers stady and
collate information from all sources: Impe
Guard regiments in the ficld, Imperial Navy

5, any and every source the
an overview ofihs

/the graund on Taros, He is Gustavus’ spy master,
a secrétive individual operating in the shadows,
with & gréater degree of independence than other
commanders. Scheja hus préviously worked with

recinue Yaring the Judgement of Hellauuy, an
operation which made the Colonel's reputation
and catapulted him from a ‘mere’ prospect as the
¥egimenta) communder of the Valhallan 26% into

" the upper ranks of the Imperial Gunxd's commund

structure, despite him still being only n Colopel.
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PROVISIONER:PRIME NYMUS DREE, '\
MASTER OF THE VICTUALS 25
from the
Mumlnrllm Drec’s jab is to sapply the invasion
force with everything it necds, from replacement
men, tanks and shells to water, food, tents, etc, and
he has & small army of Departmento Munitorum.
functionaries, clerks and prefects to assist him. He
was granted his position on the High Command staff
after he requested it, following his investigation
into events on Taros which have Ted up to the war.
Althaugh he commands no fighting forces, Dregitan
is a vitol member of Gustavus’ stafl. 4

CARDINAL ASTRAL VELAS

1t is Cardinal Astral Velas' diocese Taros lies.
within, along with many ather scattered planses
and systems, on the Estern Fringe. Although

“His Worshipfulness’ can, by rights, command a
place on the High Command staff, in fact, after
the first staff meeting he returned to his cardinal
world and left a representative to deal with his
responsibilitie for the coming war. The Cardinal’s
envoy on the commiand staffis Deacon Gotz who
is the highost ranking Adeptus Minixtorum official
involved in the campaign, Confessors and Pricsts
attuched to Imperial Guard and Imperial Navy
units report to the Cardinal via Dedcon Gotz

AIR MARSHAL DENVELT

Supreme Commander of all the Imperial Navy
fighter, bomber and tactical squadrons and their
operations inside Taros’ atmosphere, Denvelt is in
charge of planning fighter caver, bomber strikes,
transport missions and maintaining the Imperial
Navy’s logistical situation.

PRINCEPS JERNAY.

Jernay is the Adeptus Mechanicus Divisio Militaris
commander in the field; a servant of the Legio
Ignatum and commander of the Warhound Titan
Advensis Primaris. Reporting to Magos Volta,
Jernay is actually a servant of the Lords of Mas
and as such would follow their orders in any clash
of interest, creating problems in the command
structure, with the Titans not ctually being
direatly cantrolled by the High Command staff

GURATOR ADEPT SKEL

A high-runking Administeatum official, Skel i
the High Command's link to the Administratum'’s
extensive arehives and il their anciant records
regarding Taros
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s stich as desert suryival techniques and viater
fighting meb, and any fmperia! Guardsmen
1 the condiions, but the famed Desert Raidets
e fogical dhoice

Tala(f s v a single vioild, with a fimited supply of men, Most of
8 exsting reqiments were alfeady committed to other warzones and
{en new regiments cou'd not simply be raised from there alone — the.
‘planet’s tithes did riot allow for such a sudden massive drain of resources.
egardiess, 3 single new regiment could be ordered from Tallarn and that
pincess was immediately nstigated. The Tallarn 331 regiment would be
1aised, equipped and shipped to Taros to see its first action They would
ﬂ)’m be the only troops the desert world would send to Taros, hovevet,
s three other Tallain regiments could be withdrawn fram their current
commitments and embarked for Taros, although all had recently been
engaged in battles and also neaded replacement men and equipment
~ Iocating A fifth regiment, the Tallarn 2% Armoured, was currently on
‘garrison duty on Balle Prime. If a replacement garrison force could be
found, it toa would join the invasion force: In all, half the Impetial Guard
regiments destined for Taros would be from Tallarn, and these would be
combined to form X Corps,

X Catps would be composed of the other xeglm!nm that ¢
Munitorum could commit to the Taros campalga. Five moe r
needed to be found — the first being the 23 Elysian Or0pTogp
They were unlike any other in the 462 1* Army’s ordet of bamg'wa
mobile unit equipped with Valkyrie airborne assault carriers. Agant e
mability would be essential as, with their Mantas and a PrepOnderargsf
grav-tanks, drories and battlesuits, they were both a fast and 3
enemy. Conventional infantry and armoured regiments coud ot

match their speed, and because of this, they would be continualy foeay

to fight on Tau terms. A Drop Troop regiment, although lightly eqtoped iy
airborne operations, would help redress the balance and give Log)

De Stael the chance to match the Tau'’s mobility on a strategic level

The second unit was one of De Stael's own request. The Satennian Assat.
Engineers were, in his opinion, some of the most useful troops in the
Segmentum They were trained and equipped for clase quarters. combat ang
for assaulting fortfied positions, clearing minefields as well s breach;
defence lines, Although few in number, the Sarennians would not be
required to fight as one regiment but, before the invasion began, would
be sub-divided into platoons and companies and attached 1o al the other
regiments of the 4621 This would provide a core of assault troops when,
as predicted, the time for hard street fighting in Tarokeen arrived

| 4621 IMPERIAL GUARD ARMY Legio Titanicus
X Corps

17 Tallam Desert Raiders Regiment
9" Tallam Desert Raiders Regiment
331 Tolar Deseit Raiders Regiment
34 Tallarn Armoured Regiment

12" allam Armoured Regiment
2356° Stonm Traopers Company
2378 Storm Troopess Company

Labour Corps
Engineer Corps.
Supply Columns

Officio Assassinorum
Agents,

X Corps

23 Eiysian Drop Troops Regiment
¥ Sarennian Assauit Engineers
114 Cadlian Shack Troops Regiment
19% Krteg Armoured Regiment *

Imperial Fleet

Ministorum

Legio fgnatum Scout Titan Battlegroup.

Departmento Munitorum

Fleet-ground Lisison Teams

FORCE DISPOSITION

| Listing of all units which were committed to the Taros Campaign

Escorts
Errant Squadron
Invincis Squadron
Omna Squadron,
2 Novem Squadion
2
78 Transports
Imperius Javelin
Imperius Gauntle
imperus Anvil.. ...
Graf Derzki.

Classified

% Brmlock Dragocns®

Imperial Navy

| Fighter Wings (4). 857, 3657, 1002¥ & 2774%
Bomber Wings (2): 501% & 2424
Yectical Wing (1): 71

Adeptus Astartes
| Avenging Sons

1 Company Toros Intervention Force”
| Raptors Chapter
| 2 Companies Strike Force Orelius

Adeptus Mechanicus
| EngnseersToams . o
| Ordnance Teams BT

Ordo Hospitale Fieid Hospice
0ide Dslogus Interpreter Tean:

Administratum
Mortuary Teams.

Adeptus Archivists
Statisticlan Teams,

TAROS INVASION FLEET
Ships of the Line
Righteous Posey.
Star of Cossiopera
Black Duke .
Hammer of Ihiace
August .

<o Overiord Class
. Tyrant Class

. Dicator Class

Lunar Class

Dautess Class
Daunless Class

Raptors Chapter
9 S

T hese two tegiments pever sovyacton on Taros




 reginents scheduled 10 ol the 46217 Aimy on Taros were the
114" Cadian

 Shock Troop regiment, an entirely mechanised unit under
command of Colonel Stranski. Then would come the 8% Brimlock

65 D(agooﬂs. a regiment with experience of fighting against Tau raiders
around the Damodles Gulf The final regiment was harder to place, several
\were considered and either rejected or found to no longer exist. The 12
Manfinen Rangers regiment was assigned for transport, but on arival
turned out to be only the strength of a reinforced company. On Commissar
General Van Horcic’s orders the regiment was disbanded and the survivors
merged into the Tallar rarik and file. The 42° Mordian regiment wias also
emharked for Taros, only 1o be diverted to face Hive Fleet Kraken on the
Eastern fringe. Gustavus' deadlina for the invasion was rapidly approaching,
and the tenth regiment remained elusive. Eventually, the 19™ Krieg
Armioured regiment was located, but it would take time to get new orders
1o them and transport them to Taros, meaning they would not be available
for the initial invasion

X Corps would also be reinforced by two companies of Storm Troopers.
These troops were the elite soldiers of the Imper:al Guard, equally well
trained and equipped. They would pravide a useful strengthening of the
front line regiments and, like the Sarennians, the two companies would
be divided as squads amongst the various other Imperial Guard regiments
fighting for possession of Taros.

In De Stael's strategic plan for the campaign, XI Corps would act as the
suppoit to X Corps. The Tallain regiments would be required to do the

btk of the initial fighting, and would also fead the landings. XI Corps
would follow on close behind and be fed into the ground campaign once
ithad started and as required. The actual invasion fleet would only be
cairying X Corps when it arrived in the Taros system. It would be the Tallarn
Guardsmen’s job to get a secure lodgement area established on the planet
for Xi Corps to reinforce Once the entirety of X Corps was established, the
next priority would be 1o get the 237 Elysians in position to give 4621
Amy the ability to strike just about anywhere and at anytime. Behind them
would come the Cadians, the Brimlock Dragoons and eventually, the men
of Krieg,

G

Tau Empire infiltrators and stealth t00ps. moanled ‘constant raids on Imperial positions,

Other Forces

‘The Imperial Guard. are nm the only fi ghllng  forces avalabl
Imperium When th s
of Taros, it also sent requesls throughout the other fighting aims

Emperor's armies ~ first of all o the Adeptus Astartes, 'nvaAvenglng 0
Chapter had already been engaged on Taros, but they were now 1eb

thelr strength after thelr heavy lasses and would have 1o wait 1o avi

their defeat on the Tau. The ather Chapter to make forces. available was

the Raptors. A strike force of two companies and a battle ‘barge fiom the
Chapter would contribute significantly 1o the Imperium’s combat resources,
both on the ground and with the fleet. % i

Next, High Magos Zadakine Volta had already promised the assistance
of aTitan legion, but delivering on the oath pioved more difficult: Stygies
Vil was the natural Forge World to provide aid in the form of thie Legio.
Honorum, but the legion was already fully committed and there were fo:
battlegroups avallable to fend their support. To fulfil his cath, Volta had the
difficult task of finding replacements. In the end he 1umed to the overlords
of Mars, conversing with the heart of the Cuft of the Machine to personally
request the aid of the Fabricator General. He had only limited success as the
Titan battlegroups were already being committed to the Cadian Gate, the
need for the Imperium’s greatest fighting machines was pressing if the tide
of Chaos was to be stemmed. Volta argued that he had swom the aid of &
legion, and the Adeptus Mechanicus stood to gain much from the recaptuire
of Taros. In the end, the intervention of the Fabricator General secured

Volta a small battlegroup from the Legio lgnatum under the command of
Princeps Jernay. The main fighting force of the battlegroup was a maniple of
four Warhound Titans; hardly the number he had hoped for, but enough to
satisfy Volta's oath to Gustavus.

The Departmento Munitorum, as well as raising and transporting regimeits,
could also provide assistance in the form of indentured engineering and
labour corps. These were not combat troops but units for the rear area
whose primary role was to dig and build. it was hard, unforgiving work, but
their presence helped release Imperial Guard infantry from such arduous
and time consuming duties.

ying vital log!

h as this vehicle.




The backbone of the Imperiums assault Tollarn Armoured companies
would match thei frepower and ermour against that of the Ta.

 The Ministorum could also provide assistance, but not in the form of combat

1roaps. Cardinal Astral Velas was not inclined to lend mulitary aid to the
Taros Invasion Force. He had only attended the first High Command meeting
in person, and after that he left a representative to speak for him,

~ Deacon Gotz. The Cardinal made it clear he was not in favour of this

as

expedition To him 1t was a waste of resources that could be put to better
use fighting heresy elsewhere in hs diocese. Taros was 5 dust borwl planet
of just twelve million souls and its numbers paled into insignificance
compared to wars that needed to be fought on hive worlds to save the
souls of billons there. The Cardinal felt that it was only the maligr influence.
of the Adeptus Mechanicus lobby that had forced the Adeptus Terma into
sanctioning this attack, and he did not fully trust the Cult of the Machine
God and their mysterious ways.

The Cardinaltherefore would supply no fighting forces, but would do the
duty required of him Priests and Confessors would be found for each

of the regiments to maintain watch over the souls of the men of the
Imperial Guard The Orders Dilogus would supply vital support i the

form of Tau language experts, the few that were 2vailable, and the Order
Hospitaller would provide a measure of medical care for the injured, but its.
contribution was, in truth, pitiful.

Power politcs witin the upper anks of the Ecclesiarchy probably ha

much to do with the Cardinal Astral’s reticence A powertul man in fis own
fight, in shadowy corners it was said that Velas. Was not a supporter of the.
current Ecclesiarch and 1o be Jending aid to the invasion might be seen to
be responding o the Exclesirc’s recent antixenos sermons The Cardnat
liked to think of himself as his own man, with far greater concerns. than
twelve million wretched miners. He might also be seeking favour with thase
factions within the Ministorum that had their own plans for the succession
10 the Ecclesiarchal Throne on Terra,

The Location of the Attack

Gustavus’ command staff had been almost a year in pre-invasion
Information gathering and mustering of forces, now the time had come!
planning the actual attack on Taros. How would they cmmit the taops
they had requested, and how would they keep them supplied once on the
ground? One immediate consideration for Gustavus was that the fon

he spent planning and mustering, the more likely it was thatinformation:
might leak out. A traitor from within his ranks with access to classiied.
information might sell it to the Tau for a vast price or the promise af 53
within their empire. Pre-warmed the Tau would be in a far better position
10 defeat his attack. Security around the invasian's planning needed!
Aight. Colonel Scheja, whose efforts sa far to nfiltate a spy onio Taes hed.
<ome to niought, was given the task of maintaining internal seca
<anpaign. He would establish a network of informers and spiés within!
Command and the Imperial Guard regiments, people paid by

thelr eyes and ears open, and report anything suspicious diectly

him alone.

To aid with internal security, Gustayus ordered that the
force should not be concentrated just yet, instead the men!
scattered about surrounding sectors. This way it would seem
small warzones were being relnforced and, in theory, the
Wkely go unnoticed until t was too ate,This meznt that I
fegimental commanders would not be informed of their
until the last moment. Lk

Drawing on the good waork of the previous yeal
began the invasion Planning process. In order |
Imperial Guard reqiy

e Objecives had to b considered. iy, the
QUickly capture an operational spaceport.If ot th




r.g fow days of ground operations. A large spaceport would be
'lmma, aining the flow of supplies needed by the forces on the ground
- once battle was joined

Secondly, the invasion should be undertaken by at least three Imperial

 Guard reqments simuftaneously This wouid be a force large enough
10 avenwhetm alf but the strongest resistance and would mean a firm
bridgehead couid be established between orbit and the plaret’s surface,
strong enough to fesist all immediate enemy counter-attacks. Without a
secure fodgment area, the Imperium’s invasion could be defeated in its first
few days.

Thirally was the question of the water supply on the planet. On a desert
world such as Taros, water was a valuable commodity, and was supplied
\ia hydro-plants and recycling faciities. The ground forces would need a
secure supply of water rapidly, or anyone fighting there would be unable to
operate effectively for long,

These three objectives contributed much to the planning process. Firstly
Taros had only one spaceport, in Tarokeen, Hence a direct assault on the city
was considered in some detail. Tarokeen was also the centre of the planet’s
industry and administration, If the war was to be won then Tarokeen would
‘have 10 be captured, Whilst the traitors o the Tau held the city, the war
would continue and the mineral rasources needed for Stygies Vill would be
unable to leave the planet. The enemy also undoubtedly knew this. Tarokeen
and 1s immediate hinterland, the fracunda Isthmus, would be the strongest
deferided part of the entire planet. A direct assault, under the guns
defending the city, would inyite disaster Too many enemy ground forces
would be waiting for them and too many orbital defences could threaten
the invasion fleet The direct approach was disregarded as being too much
of arisk

The landing zone would have to be close enough to the ultimate objective
10 keep supply lines short, but not so close as 10 risk too much enemy
fesistance. The practicalities of landing on the far side of the planet

and then transporting every man, gun and shell around the world were
impossible to overcome. With the invasion fleet in orbit, it was only prudent
10,get a5 closa to the final objective s possible. As for the spacepor, it
“would be the priority ance sufficient forces had landed. In the meantime
an entire Engineer corps would be tasked with constructing a landing site
suitable for the delivery of supply ships.

Secandly, the main restriction on the initial attack would be the number

of drop ships and assault transpoits available to the Guardsmen. Fleet
Admiral Kotto had the task of organising the Imperial Nayy fleet's role in
the invasion. He had to find the landing craft needed, but this was no easy
task and it was unlkely that enough could be found o simultaneously land
three reqiments. Gustavus, however, wasn't convinced it was needed. Three
regiments would give the invasion force the flexibility to attack several
Iocations at ence. De Stael arqued for this plan but Gustavus overruled

him, To split theit forces would be to give up their biggest advantage

a3 aitackers. Even if Taros was expecting such an attack - a reasonable
assumption  they would have to defend every possible location where an
Invasion might fall. This would cause Taros' defenders and the Tau to spread
their forces thinly, Gustavus” plan would allow their forces 10 concentrate at
4 single paint in overwhelming numbers.

if the fanding was 10 succeed then the Imperium had to hit one location .
50 hard, its attack could not be repulsed, Although it might be a tempting
option, even if only used as a diversion to draw away enemy forces,

spliting the ground forces aver several landing zones would mean each

regiment risked becoming isclated from support and destioyed in detaiin
subsequent battles. In the end, a single fanding zone strateqy was settied
on and would include as many troops as Fleet Admiral Katto coulr find

transports for B

The invasion’s primary focation stll neaded to be considered. Somewhere.
within the Aestus, either north or south of the city, was the best option,

North would mean increased exposure to the high temperatures and violent
storms of the Great Sand Sea. South would be sightly cooler and more- 3
stable, but the enemy had probably already recognised this and would fikely
be better prepared there. In the end, Gustavus preferred the latter optian of
the two.

Thircly, the water supply situation was a critical consideration. An
unopposed landing in the uninhabited and undefended deep deserts with
their high temperatures and lack of any water supply, as well as the risk of
desert storms and the massive distance 1o the abjective, rapidly ruled this
option out, Wherever the landings eventually occurred, water would have
1o be supplied from off-world, then shipped in on the heavy tankers in vast
quantities at feast until sufficient supplies could be captured: Standing
orders were to be issued to all regiments that any moisture exiraction
equipment or hydro-plants captured during the campaign were to be left
undamaged and tumed over to High Command. In this way the advance
could help meet some of its own viater requirements. There was no easy
answer to this tricky problem. Life on Taros was harsh because water was
50 scarce, 50 it would have to be rationed immediately until a secure supply
fine from off-world could be provided. Extra water evaporation equipment
would also be loaded to help alleviate the situation in the short term

Amap showing ‘the Aestus’, the tempeate zone bordering Taros’
major seas,wehich would be the focus of the invasion and the
subsequent campaign. All the fighting took place within these four million
square kifomettes of rugged desert.



At 2392998 M41 the Taros Invasion Fleet officially came into existence
under the command of Fleet Admiral Kotto, who raised his flag onboard the
Overlord class battle cruiser Righteous Power The six ships of the fine, their
escort squadrons and the troop transports began assembling, and the holds
of the anspors were loaded vith Imperial Guardsmen, artilery pieces
vehicles, tanks and vast supplies of fuel, food, ammunition and, most vitally,
water. The fleet rendezvoused over the course of three days, each transport
and its escorts arriving from different systems and forming up into line
astern to create the invasion armada

Each Imperlal Guard regiment had been embarked on ts assigned
1ransports to a carefully devised timescale, so that all the Iransports were
brought together at the rendezvous point at the same time. As the flest
1eadied, only X Corps vias present. The regiments of X Corps would follow
behind as a second wave after the fleet had fought its way in-system,
landed the invasion forces and established a secure lodgement area on the
surface Also not yet present was the Legio lanatum Titan battlegroup, but
the fleet could not wait for straggrs

Already waiting at the rendeavous Point, and forming the head of the
column, were the armada’s two largest ships, the battle crujsey

et Righteous
Powerand the Reptors Chapter batle barge War Talon. Thess o ships,

and their close escorts, would be the first to arrive in the Tatos Slee
They would be the spearhead of the invasion force, fighting thelr way o=
system towards the objective. The three other cruisers of the ling would b2
{olloving close behind, forming a potent battegroup n the sanguard i &
Invasion force. Behind them would come the flotila of transports With&h
escort of light cruisers and frigates for close defence. :
Aduital Kotto was n supreme command of al th Imperial et aspecs
of the invasion plan. He did not know what resistance t0 expect k
Taros system but, from the formation of is fiset, he s piepara B BEEL
Tau ships i a fleet action and to use his fargest ships as a shied e
smaller, vulnerable transports.

At 2404998 M4 the astro-telepathic signal was sent 1o the Wﬂ;g
Righteaus ower nstructing the fleet to et under way: Ship afer
engaged its main thrusters and began to follow the lead vessels!
Taros. The long plannedt-for invasion had fnally begun

The Taros System ¥
Afer three weeks nasigating the fickle tides of warp space, the R s
Porver disengaged its warp engines and fell back tiogh the matlé
efealiy and outof the Immaterium s crew immedatel wentld




ations as Klaxons blared through the decks. Directly behind the
lanteous Poserwas the War falon ~ the vanguard of the invasion had
antived. Surprisingly, it found no enemy fleet waiting so Admiral Kotto set
course directly for Taros, with surveyor readings still showing no enemy
ships in the vicinity as it advanced, The Space Marines verified this, the
powerful surveyors onboard their vessel could find no enemy targets.

In the vanguard's wake followed the cruiser-group, the mainstay of Kotto's
fighting force. As the Star of Cassiopela, Black Duke and Hammer of Thrace
powered towards their objective, no aftack came. The Tau fleet was simply
nowhere to be found. In response, several of the escort squadrons were
detached to begin patrolling for enemy vessels, but they found nothing too.
Maybe the Tau had abandonied the system to its fate, fearing to face the.
‘might of the Imperial Navy, of maybe it was a trap? Regardless, Admiral
Kotto proceeded towards Taros with due caution.

The expected fight 1o gain low orbit and allow the invasion forces to
disembark never materialised, and the Imperial fleet moved steadily
onwards. It seemed there would be na attempt by the Tau to hait the
invaston in space, as with each passing minute it became clearer that

there was no Tau fleet around Freed from defensive duties, the War Talon
powered up and raced ahead, the Raptors commanders keen to begin their
planetfall operations. The War Talon‘and her escort were the first to arrive
in low orbit over Taros, the rest of the flest keeping a safe distance until the
Space Marines had completed their mission.

Missile Silo Decima

For the [andings on Taros, the Raptors Chapter had pledged its 39 and 6%
Companies o the Taros invasion force. Under the command of Captain
Orelius, the strike force would also be supported by elements of the
Chapter's armoury and fleet, including the firepower of the battle barge
War Talon.

The mission assigned 10, and accepted by, the Raptors was of critical
importance to the Jandings. They were to.ensure that a planetary defence
migsile silo, the only one identified in a position to threaten the invasion
fleet as it held a geo-stationary orbit above the landing zone, was.
dastroyed, Code named ‘Decima’ for the operation, the silo was targeted
for destruction.

The loss of a single transport would cause a massive loss of p

for the battle ahead, and could drastically affect the outcome of the.
fandings o the following campalan. It was a fisk that could not be taken,
Silo Decima must be neutralised before the main Imperial Guard [amﬂ
could commence

The target area was to be subjected to a heavy bombardment by two ¥
hundred and fifty rounds from the War Talon’s bombardment cannons, but.
the danger of even a single operational sila surviving and then scoring.

a successful hit on a troop transport meant that a strike force had 1 be:
assigned to make sure no silos were able to fire on the invasion fleet. I

the silos were destroyed by the shelling then all well and good, but there
was no guarantee of success unless there were troops on the ground: The
underground silos were designed to withstand the heaviest bombardments,
and even the fearsome weaponry of the War Talon might not be able to put
the missiles within beyond use. High Command deemed Silo Decima ta b8
the single greatest threat to the invasicn forces and it fell to the Raptors:
battle-brothers to lead the way and destroy it.

The commanders agreed that Silo Decima would have ta ba taken by
ground assault. The Raptors would be the first Imgerial troops to land on
Taros, and the 3" Company of the Raptors Chapter, led by Captain Oreliss,
and later reinforced by the 6% Company, would be respansible for this
vital mission. Only when Silo Decima was eliminated could the Guardsmen
waiting in orbit start landing

The operation was t0 be a swift surgical strike directly from ocbit; there
would be no supporting armoured vehicles to assist those o the ground.
The objective was simple, to destroy the missile silos at ll costs. Once
destroyed, the ‘Objective Achieved' signal would summon the Chapter's
temaining landing craft to reinforce the ground forces with the 6
Company and heavier armour. Once landed, the Space Marines would be
ready to strike overland of counter-attack any enemy maying against the
landing zone,

Unit

Ao Invasion Force Embarkation Plan -
oy (Transport and principal units carried)

“Transport Ship

.. 2356 Storm Ticoper
89" Talarn
2378 Storm Tiooper
89 Tallam
100274 Fighter Wing.

83¢ Fighter Wing
501 Bomber Wing
.. 3867 Fighter Wing

Transport Ship




Inteiligence Gathering
- With fis invasion mission naw confirmed, Captain Orelius set about
gathening all the intelligence he could about the target and its defences.
~ Fom the High Command staff's earlier work there was already some.
relevant information available to ald the Space Marines' attack.

One of the documents unearthed by Curator Adept Skel's search was a
Departmento Munitorum construction report that was almost a thousand
years old, and described the construction of a missile site by a penal labour
corps. It gave detalls of what the site contained. two underground missile
sos, a command bunker and two personnel shelters with enough room
for a hundred strong sio crew and security staf. External defence works

" included a minefield, ditches and razor wire, and an anti-aircraft position
‘equipped with a Hydra turret, as well as other vehicle shelters and stores,
Most of these vould be below ground, making them diffcult o destroy
with conventional artilery; even the War Talon's bombardment cannons
might not penetrate deep enough. Amangst the data recovered were also
three faded vid-slate images of an inspection made by th then Planetary
Govenor of the site after it came into sevice. From these images and the
consiruction tepor, a relatively accurate map could b created ofthe target,

Attacking the ste based on onlysecond hand ancient information was isky,
What if the regime or the Tau had upgraded the defences or Increased the
size of the number of silos? It was not unreasonable to assume that, given
the planet's renegade status, the Planetary Governor would seek to increase
Hiis dafences against an outside attack. Captain Orelius needed some first
hand information he cauld rely on

Before any of his battle-brothers were committed o the assault, he would
send the available Scouts 1o the surface to reconnaitre the site and relay
therfindings. His strike force was supported by only ane Scout squad and
they would be the first to deploy, before any bombardment of tha target
began. The Scouts’ mission would be to survey the site from a distance and
relay that information back ta the War Talon for final adjustments to the
attack plan,

Planning and Training
On board the Wer Talon, Orelius and his senior ba
forthe coming battle, This assault was the sort of
for all their Ives, but it st} required detarled plany
{raining in the use of melta-bombs and demafitios
fire and movement routines and Thunderhawk dis
practiced time and again aboard the battle barg
his men were ready

tie-brothers Pprepared
MiSsion they had trained
ning. Specific refrasher

N charges, 25 wel as
sembarkation dills were
2 untik Orelius was, satisfied

vl vios well avare that the nf

the ant-aitcraftdefences. These wioul be igh
f:s of a Thunderhawk gunship fufl of thlrllyfg :
\whole mission In jeopardy. Before the main force could
therefore, the Hydra turtet would need 1o be elimina

The 3 Battle Company, being of standard Codex Astartes.

contained two Assault squads trained to use jurip packs for,

aperations from high or low altitude. A single Assauft squad woud,
committed 10 attack the Hydra emplacement and they would oa s
wave, led by Veteran Sergeant Igis and deploying from 3 Thunders
qunship at high altitude. Such deployments are usually mads fiom
altitude, to avoid the worst effects of any ground fire, but given the

of the target, Orelius commanded that the Thunderhawk stay. above

the maximum known range of the Hydra’s autocannon: This way tre
Thunderhawk carrying the Assault squad could approzch with Mining
The risk of the Space Marines being hit whilst in free ol was judged | e,
than that of a Thunderhawk being destroyed or so badiy damaged ftyays
be forced to abandon its mission.

The Assault squad was to land as close to their target as was regksicaly
possible, rapidiy overcome any Tau of traitor resistance and set malte-
charges on the Hydra's turret. The time the Assault squad jumoed from ther
Thunderhawk would be designated as Z-hour and then alt othe timings e
the operation against Silo Decimus would be taken with Z-hoir 35 the Sse
from which to count from. The Scouts would faunch in drop pods tZhou:
~105 and land at Z-hour -102, giving them less than an hour minytes
after landing to get into position, observe the target and repoit hack thee
findings. The second wave was scheduled to attack at Z-hout =6, giung -
Veteran Sergeant gis and his nine Space Marines just six minutes toknoce.
out the AA turret. o

The second wave would comprise the main strike forces: two Thunderhaik
gunships each carrying two Tactical squads and a Devastator squad,
designated as Strike Forces B and C respectively. The Thunderhaviks wodd
land their cargoes inside the battery perimeter, then the squads would
disembark to attack the missile silos themselves. A third Thundathaik
would land just behind them carrying Captain Orelius and his Comnen
squad, along with other vital support such as Apathecary, Techmatines,
€16, and a teserve force of 31 Company's remaining two Taclicalsquad.
This was designated as Stike Force D and had a lexble fole =15 et
either of the attacks should they mest with stiff resistance: If al et &
plan they would not be needed for the main assault ard couldbe saie8
establish a secure perimeter on the ground after the slos wete

The final squad of his company, the second Assault squad, was

the War Talon o deploy with 6 Campany 2

The plan for Strike Forces B and C was simple The two Tact

would advance on the silos under dedicated covering it i
supporting Devastator :
demolition charges on

the squad sergeant would detonate the charges,collapsing!
Rrevent any missiles being launched: ke
Lo
Wih ther primary objective complete, 39 Corpany woud then e
1hrough the et o the siosite, eliminate any resstance and $eUe
perimeter before reinforcements and vehices from 6% Compaty
20l it vas estimated the entire operation would fake just half
Zhour 1o complete and secure alf objectives.




bm\)gh{ the target area into the battle barge's fine of fire. If the
crew's mission was successful, then the subsequent attack would be a
imple mopping-up operation. With luck, the demolition charges would not
e needed at al, and the War Talon's big guns would knock out the missile
sflos with direct hits. This was unlikely though, over such long distances
destroying a small armoured target would be difficult.

Whilst the qunners prepared, the flight decks and launch bays of the War
Talon were a mass of activity. Four Raptors Thunderhawks stood ready to
beqin the invasion of Taros, their fuel tanks full, every system checked and
double-checked, Each individual Space Marine was also prepared for battle.
His pawer armour suit was calibrated for desert environments, adjusting

10 99% efficiency regards water recycling and maximum heat dissipation;
Holters and heavy weapons were test fired on the ship’s range before being
issued, and extra ammunition, grenades, knives, chamswords and bolt
‘pistols were handed out to the files of armoured battle-brothers. Finally,
each Tactical squad was issued with two bulky demolition charges, with the
squad sergeants being given the detonators so that if any of them were.
slain in battle, the mission stil stood some chance of success.

Before embarkation, the entirety of 3 Company stood shoulder-to-shoulder
Inrariks as Captain Orelius addressed them. In @ rousing speech he ordered

from His divine light Theirs was the honour
Ife or death, each batile-brother would do the Chap

) va'nycv‘ap\m

day. His speech complete, all knelt befave‘mev <
them in the ritual pre-battle prayers.

opened fire, the concussion reverberating throtiah the decks. The fir
shells to fall upon Taros itself would presage the beginning of the
as the Raptors Space Marines efficiently filed into position within
Thundethawk gunships to aviait launch

Planetfall

Before the bombardment started, operations had already begun with tha
Scout squad in their drop pod launching on schedule. ft made planetfall
safely and the Scouts moved out across the sun-scorched landscape,
disquised by their cameleoline cloaks and carrying heavy surveillance:
equipment, as well as their sniper rifles.

Once in position, the squad set up their equipment and began beaming

a secure transmission back to the War Talon's operations room. Initial
Intelligence was correct, the site contained two silos and an AA turret, but.
the outer ring of defences had been improved with the addition of turret
gun emplacements. These heavy weapens might pose a major threat to
landing Thunderhawks so, as Captain Otelius watched the refays aboard his
vessel, he adjusted his plans accordingly:

Raplors Scouts land i the desert ahead of the main attack.
Their mission was o report an the missile silo’s defences and then observe the orbital bombardment.




| 1. Power Armour
s Space Marine wears a suif of MK VIl power armour, sometimes
4 referred to 2 Armorum Impetor’ or Aquila’ patter armou, afthough on
* this particular set of amaur the Chapter's artificers have replaced the
*§ breastolate with one converted from an older MKV sult,with the re-

‘All marks of Space Matine armour have many variants, Some do not retain
+ all their original features; others, es in this case, utllise parts fiom different
‘marks of armour. Each set is usually personalised by each Space Marine,
and is revered as a holy relic of the Chapter. Suits, or parts of suits, can be
very old and have often been reused many times.

Like all power armour, this suit contains an exoskeletal array of actuators.
and fibre bundles which replicate muscular commands via a neurone
interface that literally plugs into the.
<Carapace) ta his miotor nervous system Through this interface the heavy
armour becomes part of the wearer and responds ta his movements and
mind-impulse controls without adding any encumbrance despite the
suit's weight when inert. The muscle fibre bundles and actuators actually
Increase the (already considerable) strength of the wearer, allowing him
10 lft heavier loads o jump greater distances than when not wearing the
sUit, 50 that whilst appearing heavy and unwieldy, this Space Marine will
experience littfe burden regards weight as he fights and retains almost his
full aray of movement and agily

The outer layer of this powered armour consists of shaped admantium and
plasteel plates, encased in a ceramite ablative layer, designed to deflect as
will as absorb the energy of incoming blosws. The shoulder pads of this suit
also contain small auto-fesporsive plates, which burst outvards due 1o 3
micro-explosion to counteract the energy of an incoming attack

Beneath ths layer of amoured protection lies the internal workings of

the suit’s ife support and combat systems. The lower back holds a liquid
high protein food store which, when combined with the Space Marine's
genetically enhanced metabolism, produces no waste and keeps a Space
Marine's body functioning without the need for any other nourishment
During batte there s therefore ro need fo this Space Marine o stop 1o eat
ofdink as the sul rovides all is nuiton. 0n 0p ofths, the sut also s
it ovin back-up powwer supply and a solar rmay to recharge this meaning
the suit can cperate for a short time without its backpack

A detox injector with five doses is also built Into the Space Marine’s Ppower
armour. This will counteract the effects of most common poisons and
toxins. The injector zan also be used for stimulants and, in contravention
of Codex Astartes quidelines, some Chapters have used it tp admvmsmr‘
combat drugs.

The i of he gaunt centains sensors o ead formation fom
1e3pons held i the Space Marine's b, and 1o pass gare
{dentification codes to the weapons, Without the Drupe.’énde this Spa
Maline'sbotgun ill ot function The sofes of the bt s e

APTORS TACTICAL SQUAD
~ SPACE MARINE

instigation of the chest eagle and the power cables relocated to the interior.

e

well as being constructed of a micropore adherent COmpound, me:
a Space Marine will not slip on even the slickest surfaces. This Magnes
function can be turned on or off as needed,

2. Backpack
The main power source for the power armou is situated in its| backpack T
highly efficient sub-atomic core within this pmqes the power foral of he
power armour’s internal systems. The suit also contains 2 13BNV Supply ang.
a back-up micro-solar panel array in case of emergendis. The feserve pomer
source can be rechiarged via the Solar panel, and when full chargad s
be enough to last a month (with all non-vital systems used by the Space

Marine disabled) without the need for major maintenance or fesupplying

Thermal waste dissipaters form the characteristic nozzles an the backpack and
the thermal waste from these can be used as limited manoeuvring thiusters
in zero gravity. The backpack also contains this suit’s oxygen supply and b
purification system which allows the wearer to breathe in toxic emironmente
Combined with a Space Marine’s multi-lung implani, the wearef can operate
unhindered in any atmosphere, as well as underwater and in hard vacuum, A
intakes are also situated on the backpack




The lower part of the backpack is the
temperature regulating system. In combat,
with the suit functioning at maximum
capaciy,heat can buid up rapidy and
cause problems for the Space Marine.
Settings for heat control can be adjusted
depending Upon what environment the
suit s operating in, obviously retaining
mere heat in cold conditions of in

the -278°C of deep space than in

hot conditions. On Taros, this suit will

be optimised for the planet’s rean
average temperature Within the

armour the wearer will experience only
minor temperature fluctuations as the

suit maintains the correct temperature.

to keap the Space Marine operating at
peak physical efficiency:

3, Boltgun

As a member of a Tactical squad, this Space
Marine's principal vieapon is the boltgun This
weapon is a standard model Mk IV with a sickle
magazine containing twenty bolts, Each bolt is a
rocket propelled, armour-piercing, mass reactive
explosive round. Bolts explode after penetrating
3 target and ate capable of destroging small

. The weapon has single shot and semi-
automatic settings, firing a burst of three bolts in
quick succession. The boligun also includes a palm
print sensor for ganetic identification coding

Brother Kalius of the Raptors Chaptey, 37
Company. He is a veteran brother of 7
Tactical squad, seen here deployed for the
atteck on Silo Decima.




tains most of the sus
‘are refeifed to by one title:

oo has an additional comms-
block enemy atiempts to listen in
2 it eye also includes a range ﬁnde'r,
“filend or foe' Upgrades to the helmet's
equipmert is more common in Devastate: squzds, but not

tactical information including maps, waypeint markers
COMmpass, can be used to call up weapans data that is passed
iough the veapan's grip and the palm of the glove. Prmariy, this would
an ammunition counter display, but it also gives emergency warnings.
it overheating and other malfunctions. This helmet also incorporates
| magnification up ta x4 which, when combined with the wearer's

The visor also incudes basic inra-red scanning,

 Thiough his autosenses, the Space Marine can access the full diagnosis
‘of thie armour’s operating status and relay information about the external

| environment such as atmospheric composition, barometric pressure and
the presence of harmful chemicals and toxins, etc. Diagnostic sensors are
positionad in various places on the suit to scan for such information

The helmet can also display biological information about the Space Marine
Himself such as his current heart rate (for both hearts — Space Marines have
| twol, blood pressure, toxin levels and the workings of the Larraman’s organ
& or Colitic kidney to assess internal damage These bio-status read-outs can
& also be broadcast to Space Marine command units for monitoring each
- battle-brother during battle and training.

As well a5 containing the communications equipment, the helmet's
earpleces screen the weare from sonic attacks and include amplifers 1o the
Space Marine's Lyman's ea, gving sharper hearing and allowing the Space
Marine to filter out of enhance specific sounds. The benefits of the Lyman's
ear also means a Space Marine is unlikely to become dizzy or disorientated,
even when hit by strong blast waves.

The grilon the helmet contains a micophone, allowing the wesrer to talk
normally thiough the helmet or amplify his voice cver a short ditance,
Semetimes useful i the din of battle. If the atmosphere allows, the grill can
open 1ot the wearer beathe it nstead, thus preserving his air purfcation
equipment or intemal air supply until it is required

finaly, the helmet visot incorporates an 2ut-reactive photo-chromatic visor
Rt protedsthewearerfom fight evelchanges,dimming orblacking ot
compietey should the wearer be exposed to sudden,dazaing ight

5. Relic and Insignia
Strapped to the left shoulder pad are two engraved skulls. These are hol,
relcs which may have been added by (or i recogniton of the former
owners of the armour, fellow squad members kilied in battle
worthy foes carried as trophies. Many such sub-cults e
myriad of Space Marine Chaptets, with each fol
traditions, often inherited from the Chapter's r
willbe gifts from the Company Chaplai, rew
o bravery in battle

or are those of
st throughout the
lowing its own tituals and
ectuitment world. These relics.
21ds for exceptional dedication

The plastron chest eagle rswwnasﬁmqmwauggm .
to the Emperor. Such chest eagles‘are common to alf Spice Marine

The Raptors Chapter badge is a white eagle’s head itis worn on
shoulder pad (the beak is just visible) and is repeated on the Tight &

The right shoulder pads bear the Tactical squad markings {large 3 5
and the squad number in roman numerals, in this case the second M’Q
squad. Underneath this is a name scroll. This personal cloth scroll beass
the Space Marine’s name and, like all the non-Codex additions tothi
armour, will have been assigned by the Company Chaplain t b
the Space Marine's faith and morale

The badge of the Taros Campaign (e, crossed spears on a red disc) has.
been temporarily stencilled onto the left leg greave and helmer. This
symbol would be carried by all the Emperor’s forces fighting on Tarog,
regardless of which fighting arm or organisation they were hom,hgmg
to Identify the forces as loyal during combined aperations. ft will ba
remaved at the conclusion of the campaign.

As a veteran this Space Marine bears his own personal heraldry, a shiskd
pinned to the right shoulder pad, bearing a sun symbal. The meanngot
this Is unknown, but it may hark back to a time before this Space Marine
was recruited

Finally, this Space Marine’s boltgun has twelve kill markings scored orita
the weapon's case, probably from previous missions.

6. Grenades and Equipment

In addition to his boltgun, Brother Kalius carries other combat equigment
as hanging from his utiity belt are two fragmentation grenades. Ha also
carries three spare magazine pouches for his bollgun The clindical
object hanging from his back, below the backpack, s harder ta identify
Given the nature of the Raptors' first mission on Tatos, this may wellb2 g
shaped demolition charge carried to destroy the missile sios. Not isidle
here the Space Marines would also have been carrying krak grenades,

and may well alsa carry a bolt pistol as a secondary weapon 3

7. Combat Knife

The Space Marine’s last weapon, and his only close combat weapon i
his combat knife. This highly ornate piece, bearing a dedicational 298
<rossquard, heavy pommel and a half metre blade is almost 3 shott
sword. Used for hand-to-hand combat, it is kept honed to a keen edge

Itis also used during the Chapter's ceremontes and fitisals, and il

have been blessed before batle t i not a bayonet, canrot be fied

10 the boltgun and must therefore be wielded by hand. Handtohasd
combat and knife fighting are part of every Space Marine's basc 1203
instiling skils which wil continue to be honed thoughout Broheckd
service 0 the Emperar -

e e




ical squads would take over Strike Force B's part of the mission. This left
lus with no flexible reserve on the ground 1o counter unexpected enemy
moves so he quickly contacted Captain Kaedes of 6% Company. Kaedes”
Company was already on standby to reinforce the assault and instead of
waiting for 3% Company to secure the landing zone, Orelius requested two
Tactical squads immediately prepare for a drop pod faunch and stand by
should he need reinforcing at short notice

Last minute adjustments to the plan complete, Orelius boarded his own
Thunderhawk, the ramp closing behind him, The planning was over, now it
was time to fight, Down on the surface the Scout squads watched from a
safe distance s the orbital bombardment began to impact on the surface.
Huge clouds of smoke and dust were thrown up in the desert as the flashes
of lance beams and great explosions tore through Taros” surface, It lasted
exactly half an hour as an area for five kilometres around the site was
smothered in heayy explosions, What damage had actually been done to
the silo site was impossible to tell though through the veil of thick dust.

Onboard the War Talon the four Thunderhawks received clearance to
Taunch. Rocket engines blasted into life as one after the other the qunships
sped from the {sunch bay and headed for the surface. The first Thunderhawk
10 pass throuah the heat of atmospheric entry was that carrying Strike
Force A. Inside, ten heavily armed Assault troops, each with a jump pack,
chainsword, holstered bolt pistol and a bandolier of melta bombs stood
ready. Following instructions from the cockpit, each battle-brother waited in
sllence for the order 1o jump.

Its nase still red hot from the stress of atmospheric entry, the forward hold's
rear ramp was lowered, blasting all inside with a rush of air The first squad
members stepped forward to the edge, each powering up their jump pack

< sysozms When the méu 10 jUmp was re

there was o hesitation ~ two by two the
edge and intg' m vold beyond.

Instantly, each §| Mari d the

torrent of fast flowing air created by the Gunship’s own forward

The impact of hitting it was severe, and each man fought to avoid bels

flipped to tumble unicontrollably by it. As the forces of wa\ﬂfvp‘wtﬁ%
Assault troops downwards, their jump pack motors began to work At
a mere hundred metres above the ground the thrusters ignited to slow

the plunging descent, the braking power of the jump pack exerting huge
qravitational pressure on them, pressure that would crush a normal man,
but protected within his power armour and by his genemaw enhamd
physique each. it trooper could. the lethal

forces, orientate himsel to the landing zone and control the direction of
his descent. Using the jump pack’s thruster controls, he could then guide
himself directly onto the target to a safe landing. From jump to p)anet(a“ S
the descent took no more than sixty seconds.

The Assault on Silo Decima

As Strike Force A landed, they came under sustained fire from the Hydra
emplacement. Explosive autocannon rounds began to kick up the dust
and tracers flashed past the Assault troops. Unable to hit their attackers.
in the sky, the AA gunners had waited and now rained down a hail of
shels, all four barrels of the quad-mount thundering. Despite tle heavy
orbital shelling, it seemed most of the defences had remained intact, as
had the silos. The area was scarred with smoking impact craters, but the
bombardment had scored o direct hits. All was not lost though as the:
craters would provide vital cover for the followang assault

On landing, Veteran Sergeant Igis found himself in one such crater Twa
of his squad had already been seriously wounded and there was no time




A Roprors Tactical squad mops up resistance after destroying Missile Sifo Decima, clearing the way for the invasion fleet to move into orbit.

1o waste. The crater offered vital cover, but his Assault troops needed to
 sllence the gun before the other Thunderhawks arfived. Gathering the
fmen immediately around him, Veteran Sergeant lgis ordered ther to
move forwards before launching himself over the crater’s fim. The heavy
 fire was intense, the autocannon barking as their grazing fire flashed
aur0ss the desert. As the Space Marines rushed forwards, several more
were hit, the force of the rounds knocking each one clean off his feet
was the first 1o artive, bolt pistol in one hand,
het. in onie mighty power-armoured leap he cleared
tha emplacement parapet, ducked under the red hot gun barrels and
tofled 10 the base of the turret. He was quickly joined by two of his men
Igis activated his melta-bomb and slapped the magnetic disk to the turret
“Six seconds!", he warned over the comm as the others placed their
<harges and rolled away,

Within the turret the gun crew knew what {0 expect when they heard the
metalfc dang of the melta charge being fixed outside. The commander
e open the hatch and feapt clear 25 the melta charges detonated in
sequence; a triple explosion that tumed the innards of the Hydra turret into.
2 13gi0g infeno. Molten meta sprayed the comparment it kiling the
Temaining crew before igniting the ammunition store, Fragments of the gun
turret were thrown high into the air as it was ripped 3part from the inside
Igis a0 his men dived for cover, ther power armour peppered with flames
and shrapnel, but most of the lethal blast deared them The first part of

the mision i complete n al tree Assaul biathrs had been sriusly
wiounded in the headlong attack. The others who had been hit were not
seriously wounded, each had been saved by the admantium shell of his,
amour and would continue bi

Howthe distant sound of Thunderhaw ets couldbe heard roning oudes
and the ' secuiy Datoon, who had suvived the orbta bombandres
In theit underground shelter, began to emerge. At first they faced litte fire,
only the bolt pistol rounds of Igis' sunviving battle-brothers, wha were “0,;,
lustered around the brightly burning wieckage of the AA ture. Thar, s
the triple jet roar grew closer, heavy bolter fire began to sweep the a:éa
Folloning it the Thundethawks raced in, slowed, then thefr hydrauliclanding

gear loviered and the aircraft ffared back their noses before touching down,
their ramps already opening and crashing down 1o reveal the Space harinss.
within, The Tactical squads rushed down the ramp and inta the baitle.

boltguns levelled, bolter rouinds slashing across the silo compound.

The Planetary Defence Force security squads had seen enough and several
raced avay rather than face the wrath of the infameus Space Mannes. As
explosive rounds datonated all around them, the rest sought cover o fled:
Meanwhile, the Tactical squads advanced stzadily pon their targets, whist
the Devastator squads took up their firing positions. Only seconds afier
Janding, the Thunderhawk behind them powered skywards again, leavinga
thickening pall of dust swirling in its wake. :

Underground, in the silo command bunker, the weapon's contrafleiseré
frantically trying to arm and prepare the missifes for laund. It wes stfa
face against time, however, as to whether the command bunker hada desf
target, the War Talon stationed in low orbit above it But could theyget
their missiles launched before the silos veere destroyed?

Oveicoming fesistance on the ground was simple enough The secury
platoon had not offered much in the ‘way of a fight after the fist uneven
exchanges of fire. The attacking Tactical squads had ltde to fearfiom
lasqun fire, but the perimeter turret emplacements were @ diffeent mattet
These weapons were sighted to defend the base against  gfou atck,
but they could also sweep the sil site with tremendous irepovier

Orelius had diverted Strike Force B o engage them, hoping to use
Devastators! heavy weapons to destroy the well-armoured guns, a7

ere soun engaged i a heayy exchange of weapons fire :

Meanwhile, against ony light resistance, Srike Force € had reached!
f219et slo. Having cut through the encicing razor wite with thlf oot
Knives, the squads wer planting and fusing demaliion charges Tl

silo was doomed, The second silo however was, holding out due!

ofthe tutet emplacements, but s the Desastator sauad began @
€nggement, destroying the turrets with krak missiles and
the Assaltunits were closing in on it too,




xplosions of the demolition charges splintered the reinforced plascrete silo
1o0f, causing i to collapse and choking the missile launcher tube within
with rubble. Any attempt to launch now would be a catastrophe, causing
thie missile to explode inside. Realising they had the fost the race, the
command bunker crew abandoned their posts and fled. Soon the Raptors.
Space Marines would be blasting in the bunker doors and sweeping the.
interior with boitgun fire, and the command crew had decided to flee rather
than face certain death

Target Decima had been taken, The secorid silo was destroyed soon after
the first; the last remnants of resistance eithier surrendering or fleeing. It
had been a frantic battle but the Raptors' casualties had been light: one
dead, five seriously wounded and twelve lightly wounded. Captain Orelius
surveyed the smoke-blackened scene, the dead lying scattered in the sand
wihere they had fallen, his Space Marines moving quickly into new positions
1o defend the site's perimeter. Upon hearing each squad reportin and
declare their area of the perimeter secure, he contacted the War Talon with
instructions to faunch 6% Company

Reinforcements

The rest of the Reptors 6 Company arfived in a flight of Thunderhawk
Gunships and transporters, setting down inside the silo site perimeter to
unload men, vehicles nd fresh ammunition supplies. They had run the same
operation countless times in the past, and quickly, smoothly and without

2 hitch, the Space Marines prepared for the invasion following behind

them They had cleared the way with the kind of ruthless efficiency only the
Adeptus Astartes could provide

Even as the custodians of the strike forces' vehicles dlimbed aboard their
charges and awoke the machine spirits within to life, the Taros invasion fleet
Vias mowing into position in orbit As it did so, Orelius and Kaedes awaited
new ordes. Thelr task now was 10 sit tight, and should any enemy force
threaten 1o attack the landing site, they would launch a fast, armoured,
counter-attack into them They had cleared the way for the Impenial Guard
transports, now they must act as a security shield around the landing zone

Imperial Guard Landings

With the mission objective complete, the signal from Captain Orelus was
the cu for the first invasion transports 1o move into low orbit and begin
their own landings. The first Imperial Guard troops to land in enemy termitory
0nTaros were to be infantry compenies of the 17/ Tallam regiment. Many.
felt the elite Storm Trooper companies, specially trained to spearhead

the invaslon, should be deployed, but this faction in De Stael's staff was
overruled, Lord Marshal De Stael wanted a rapid build-up, more men, more
heavy weapons, more vehicles and tanks. A Storm Trooper company offered
‘good infantry, but coutd not provide the heavier equipment. General Barim
Abas of the 17% Tallam felt that his men had the experience, training and
equipmient to perform this mission admirably.

The original plan had required enough landing craft to put down three
entite Imperial Guard regiments in the first wave. Fleet Admiral Kotto had
been unable to supply the vast numbers of Janding craft required to fulfil
that plan, instead, the fleet had enough tanding craft for just over one.
fegiment The others would have to wait their turn.

Onboard the sister transports fmperius Javelin, Gauntletand Aavil in excess
of ten thousand men of the 17" Tallam regiment were being transferred from
theit berths 1o the landing craft and, as well as the men, came their vehicles,
equipment and supplies. The men destined for the first wave were equipped
with full combat Joads, armour, grenades, extra ammunition, rations and.

water wpplis ‘had been issued to the leadmg fantry

filed fnto the bellies of the big fanding craft, packed i

in the darkness. The last man onboard from esch mpanywasthe
commander, ensuring that on landing he would also be th first man
the hack of each assault company was a Commissar, bringing up the-
force any malingerers out of the landing craft and into battle.

Whilst the three transports moved irto low ofbit, the fleet’s escort ships.
took up patrol stations and the larger cruisers piquetted the surrcunding

region of space to defend the walting transports against any sudden attack.
The Righteous Pawer herself stayed in low orbit it the lead transports,
ready to provide orbital bombardment. Aboard several of the landing craft
were Imperial Nayy shore parties, led by Navy officers from the Rihtecus
Power They were there 10 act as llaison between the Impenal Guard and
the fleet and as fire control teams should resistance be strong enough for
the Righteaus Power’s guins to be needed. Also onboard the battle cruiser
was Lord Marshal De Stael, in place to oversee landing operations untit he:
could transfer his headquarters to the surface

After a bumpy descent through the atmasphere, it seemed De Stael tiad
chosen his southern landing ground well In the deserts of Taros Aestus,
there was no resistance and the landing craft, each packed with men and
equipment, were ot fired upon, meaning that when the great Ioading
doors opened and the ramps fell, crashing into the desert sand, the men
of the Tallarn 17" marched out into scorching temperatures and bright
sunlight to find there was no batile, infact the enemy was nowhere to be
seen. As the landings proceeded, not a single shot was fired and file by file
the lead companies of Imperial Guardsmen marched down the ramps and
into the savage, dry heat of Taros. With their officers barking orders the
disembarkation was orderly and quick and, immediately upon landing, the
companies began to move forwards to begin forming a defensive perimeter.

Following the lead infantry came the first tanks. One after another Lemans
Russ rumbled down the ramps and followed the men te form strongpoints
in the new perimeter. De Stael listened to the reports from the surface of
an unopposed landing — so far 50 good, but the enemy might alieady be
reacting and mustering a counter-attack force. De Stael needed ta seize this
opportunity and reinforce as rapidly as possible; he didn't know how long
it might last. Company by company the 17" Tallarn landed, disembarked
and marched away from the landing zone. Once unloaded, the landing raft
blasted off and returned to dock with the ather transports now moving into
low arbit to begin the process again The 89" Tallarn would be the next
regiment to land and with them the transparts repeated the same process
ithad instigated with the 17" Tallam. The invasion force had its foothold:
Now it needed the extra forces and supplies to continue to hold it

Whilst the regiments of X Corps began the long process of transferring;
everything from orbit to the landing zones, the Raptors Chapter had already’
completed its landings. The entirety of the 3¢ and 6™ Companies, and all
thelr vehicles, were in position surrounding Sile Decima. Captains Orelius
and Kaedes placed themselves next to the task force’s Damodles Rhino and
listened 10 the incoming reports. The invasion was progressing as planned
No enemy contact had been reported — yet

As it turned out, the Raptors* assault en Decima was the only combat
on the first day of the Taros invasion [t seemed that the enemy had
been caught by surprise by the landings and had no forces positioned:
for an immediate counter-attack. The secand day might see the expected
attack materialise, but the longer the enemy left it, the stronger the
Imperium's forces would become on the planet, and the harder it would
be to remove them.
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\.xmwdng in behind sand-bagged posnlleni their artillery batteries

ted and Leman Russ half buried in the sand, were ordered to begin
 reconnaissance operations, The Sentinel companies and selected infantry
squads were to launch long range patrols out into the surtounding desert
to see If they could find any evidence of enemy activity or build-up. The
‘mai effort was to be concentrated northwards, the direction the eventual
advance would go. As well as reporting enemy sightings, the patrols would
also provide useful information about the terrain the regiments faced and
their routes of advance.

Meanwhile, behind the 179 Tallarn'’s front lines, the landing zone was &
hive of activity. Landing craft were continually touching down o taking off,
with Sentinel powerlifters stomping to and fro carrying ammunition crates
and fuel drums. Trojans were dragaing fuel and water bowsers between
the ships and the supply dumps, and through 2ll this marched columns of
men, mostly Tallacn infantry or Storm Trooper platoons, heavily laden with
their own fighting kit, or wretched Departmento labour squads, dressed in
rags and careying shovels and picks whilst tanks and Chimera squadrons.
rumbled through the desert in nest lines. De Stael’s build-up was now in
full flow.

On day fou, the first of the Munitorum labour corps was landed and
immediately set fo work constructing an aircraft landing field. The first of
the Imperial Navy fighter squadrons, the 386%, was awaiting onboard the
Hammer of Thrace for supplies 1o be put in place before they could transfer
1o the surface, This was a priority task as the addition of an Impenial Navy
Fighter squadron would add greatly to the invasion force’s reconnaissance
assets. Able to range far and wide over the desert, they could seek out
enemy forces at far greater ranges than the Sentinels or Amoured Fist
squads already operating there.

for De Stael the landing was a tnumph of organisation as the feared Tau
counter-attack had never come. The force build-up was going well and,

of course, there were problems to be solved: congestion in the landing
20ne, men of landing craft becoming lost or arriving at the wrong locatien.
Already wates supplies were a problem, but the tanker Empress of Svedeg
was now in orbit and unloading 1,000 tonnes of water a day. At this rate it

would still take twenty days 10 fully \lnload,m!

‘more, and transporting water was taking up. mspm‘

than anticipated, slowing the whole landing.

a shortage of Sentinel Powerlifters for unloading and De Sue{

many from the Tallam regiments on the perimeter to aid at the fand

zone. The knock-on effect of this was that the Tallam regiments. had

their own manpower to move supplies'to the front, where Guardsmen so
found themselves used as pack animals to carry shells to the anmelyguns 2
or water cans to the tienches. Platoons given supply duty laboured in tf

hot sun carrying crate after crate and, in the first week, it became the most
hated of duties, but whilst the enemy didn't attack, this inefficient se.
combat manpower was not a problem for the 4621 Army.

Supplies of all kinds were now pouring onto Taros: fuel, food, medical
supplies, communications equipment, sandbags (by the thousand),
replacement vehicles, feed for Rough Rider squadrons, tents — small,
medium and large powercells of all kinds, spare track links, spades,
pickaxes, jerry cans by the pallet load, razor wire by the kilometre, mines
and fuses, right down to boxes of shiny new medals. The landing Gperation.
was vast, but even with his first three regiments now in position De Staef
was in no hurry to start operations o the ground, The more men and.
supplies he got in place, the better his ultimate chance of success. (n all it
took nearly two weeks to move everything down to the planet’s surface;
two weeks in which the enemy made no sign of attacking

After being on standby for three days, the Raptors Space Marines were
withdrawn back to their battle barge They had completad their mission
and enough Imperial Guard forces were now in place to resist any attack
fong enough for the Raptors to re-deploy if needed. The orily Space Marine:
squad to remain on the surface was the lone Scout squad, who were to
assist in the pre-offensive intelligence aathering.

The Imperium's forces were now securely on Taros and, amazingly, barely 3

shot had been fired. Reconnaissance reports indicated some enemy activity.
In the deserts - traces of Tau movement or occupation were found, but as
yet there were no definite sightings. If the Tau were out there in the desert
then they were playing a patient waiting game, It was e Stael's next task
to find them and bring them to battle.

k of the Tall

A d regimierits deploys onto Taros.




THE DESERT WAR

Once a secure fanding zone had been established on Taros, the Imperium
did not make its move immediately. Instead its forces set up a strong
defensive perimeter around the landing zone and began to reinforce and
stockpile supplies; a process that lasted two weeks in the oppressive heat
In the meantime, the Tallarn regiments [aunched Sentinels and long:ange
infantsy pairols into the desert to reconnoitre along expected routes of
advance. They encountered nothing. Wherever the enemy were, they were
obviously husbanding their strength and refusing to commit to battle.

The second week’s build-up saw other Imperial Guard regiments and more
Departmento Manitorum units land. Arbases were apicy constructed by
hundreds of indentured workers shippedtn temporarily —forming work
cresws that toiled day and ight,they cleared vast stretches of the rocky
andscape upon which landed Imperial Navy aircaft deployed from thelr
catiers in orbit. The 23 lysian Drop Troop regiment were amangst

the first to arrive and started the long process of transferring their three
thousand men and one hundred and eighty aircraft to the surface.

Only when everything was in order, X Corps vas n place and the supply
stockpiles vierelarge enouoh would Lord Marshal De Stael move from his
defensive posture 1o an offensive one. The agreed objective of the ground
offersive 125 (o capture Tarckeen andthe strpor,and his secondary
objectives were o find and kill the Planetary Governor and destroy all Tau
forces on Taros.

The cty of Tarohzen was stuated on the acunda Isthmus, 2 st of fand
betveen Taros’ 1o major seas. s location gave De Stacfs planners 4
problem asthe ity ias only approachable by ground forcesfrom the st
orthe east. The eastern end of the Iracunda Isthmus was very narrow (s
than fften kiametres vide) an represented a dangerous bordeneck for
the argest regments. Tau forces could easily block his roue of adyance

and force a stalemate, and with no room to manoeuvre, only costly direct
assaults would break through to the city beyand and De Stael did not
believe he had the men required for such brutal, atsitional warfare He
decided instead to concentrate s efforts on the western end af the
isthmus, which was wider and should allow the Imperial Guard's numbers.
and firepower to tell,

Before the offensive could begin there was  High Command staff
meeting onboard the Righteous Pawer which Lord Commander Gustaws:
attended in person. He was concerned that not threatening the eastein
end of the isthmus would allow the defenders to mass their forces atthe
western end and make any breakthrough far harder to achieve. GUstavs
believed a diversion was required to draw any enemy forces away fiom
the isthmus and pin them down, if not by action, then at least by the.
threat of imminent action

After 3 long discussion, it was agreed that a secand attack was requied.
and De Stael adjusted his plans accordingly. For this new task the Lord

Marshal requested Space Marine Captain Orelius attend his next planing
council 25 the Raptors Chapter would be required again, this time 10
launch a major armoured stike from the landing zone eastwards,cicing
around the south of the sauthern sea The Space Marines” objective
Be to draw Tau forces to them, and defenders to the eastern end ot
the liacunda Isthmus. The Space Marines need not seek to engage e
SNy in & decisive battle, but the threat of the Space Marines' pIEsEice:
ifonlyfor a while, would help the main northwards adance by dwng :
away resistance.

officers strongly disagreed His battle:
ly employed if they were to act as a mefe
opposed to such a waste of resoUices

Captain Orelus and his fellow
brothers were not baing usefyl
diversionary forcel Vehemently




* Captain Orelius declined the mission; but did offef to include his Space
Marines alongside the main advance, even 1o form the spearhead of the
first armoured thust, rather than be "under-employed in a sideshow to
the main campaign”, as he described it in his report. Outraged by Captain
Orelius’ refusal to sanction De Stael's plan, but unwilling to risk the
complete foss of his valuable Space Marines allies, Gustavus insisted De
Stael revise his plan.

Instead of the Space Marines making the diversionary eastward thrust,
the honour would fall upon the raw recruits that comprised the 331%
Tallam regiment; the conflict on Taros being their first action since being
founded. As unblocded troops, the 331! were best given an easier
introduction to war against a cunning xenos foe than be thrown into

the crucible on the front line. The objective would remain the same as
for the Space Marines, but their advance, being mostly on foot, would

be somewhat slower Still; the whole of the regiment's men and tanks
matching through the desert should draw the Tau Empire forces to them
and out of the path of the main advance. Colonel Usfal Hamid, the
commanding officer of the 331, was summoned and given his orders

by De Stael, advance eastwards for thirty days then establish a new
defensive blocking position anchored against the south coast of the
Em-sal. The 331 regiment’s advance would begin on the same day as
the main offensive and should be pushed forward with both vigour and
aggressian. Ultimately, the diversion had to look like it was the real thing

With the issue of the diversionary speathead resolved, De Stael turned
4 planning his main rorthward offensive. It would advance on a wide
irant, daving north across the desert and then swing east onto the
Iracunda Isthmus. Rather than concentrate all his combat power in

one place, Da Stael elected to spread it out. This would seem to go
2gainst the teachings of the Tactica Impenialis, but so far all De Stael's
intelligence reports suggested the Tau forces would not be numerous
enough to stop him everywhere If one sector of the advance was halted
by the Tau's actions, then another would advance unimpeded: Overall,
the offensive would keep moving forwards. A broad advance with the
Tallarn reqiments side-by-side would make for steady gains so De Stael's
offensive timetable called for the Tallarn regiments to make an ambitious
twenty kilometres a day, but he expected that in some sectors along the
1o, the Tau would stand and fight, and that sector would naturally be
sfowed down or halted by combat. If the Tau committed their forces to
battle in one sector, then other sectors would be able to move faster, De
Stael's staff believed an average of twenty kilometres a day should be
sustainable, especially as the Tallarn units would be operating in a familiar
environment. At this rate it would take sixty days of advancing to reach
the outskirts of Tarokeen

With his offensive timetable complete, De Stael tured to his supply
officers, enough ammunition, food and, most importantly, water must
be stockpiled 1o enable the plan to work. Reports showed that available
stockpiles were currently at approximately half this, enough for thirty
days, but supplies continued to flow from orbit unimpeded. De Stael
decidad that thirty days of supplies was enough to begin with, the rest
would continue 1o follow as the offensive progressed. In hindsight some
would question such an unwise move.

De Stael’s offensive strategy would see X Corps of 4621 Army take the
lead role. It would involve the Tallarn Infantry regiments advancing, using
their own Armouired companies and artillery to support the fead infantry.
platoons. The 12 Tallarn Armoured regiment would be on the right flank
and the 3¢ Amoured regiment would be kept behind the front fine as the
Corps reserves, for deployment only if the offensive started 10 stall

Arrayed from west 1o east, the X Carps formation would comprise the
170 Tallarn regiment on the west, 89" Tallatn regiment in the centre and y
129 Armoured regiment on the east. Behind them would follcw th
Armoured regiment and striking eastwards would be the 331% Tall
regiment. The other Impenial Guard reqiments of X1 Corps, once they”

had been landed, would be held as the strategic reserve. Shoutd this
offensive fall to reach Tarckeen, then De Stael would tur to these units
and a new plan

The difficult attack on the eastern end of the Iracunda Isthmus would be
spearheaded by the Raptors Space Marines, with the Warhound Titans of
Legio Ignatum, who at this point were stil enroute, and the Tallarn tanks
in support. The weight of this attack should carry the offensive through
the bottleneck and on to the outskirts of Tarokeen itself. Once in position
around the city, De Stael would beslege the enemy, cutting off any water
supplies they had sa far secured before the final assault with the fresh
regiments from XI Corps.

For the thousands of men from Tallarn it would be @ long, hard march.

in brutally hot conditions, but they would have tank support and their
artillery would constantly move up to keep the front lines in range, In the
air above them, the Imperial Navy would be flying combat air patrols and
bombing raids as requied from their newly established airbases. The Tau
might slow them down and even gain minor victorles, but the offensive
would press on, grinding ever forwards by its sheer weight of numbers.

The First Offensive - Sixty Days to Tarokeen, Day One

At514998 M41 De Stael ordered his regimental commanders to begin
the long push towards Tarokeen, The offensive began with a sustained
rolling artillery bombardment all along the Impenum's front fine as
mortars, battle cannon, Earthshaker cannon and Griffons feapt into life
and sent forth an intense barrage Thunderaus explosions rolled across the
desert, the blasts coming so thick and fast that they merged inta a single:
roar, Pillars of smoke and flame shot skywards in a wall of high explosive
whick crept, metre by metre, across the desert The rolling barrage fasted
for thirty minutes before the infantry began their advance, and even as
they rose from their dug-in positions the outgoing artillery shells were still
whining and screaming overhead. Then, as suddenly as it had started, the
barrage ceased.

Strung out in line abreast, the lead infantry squads began to move
forwards at a steady rate and alongside, or just behind them, followed the
tanks, Leman Russ grinding across the desert sand. engines rewing and
belching black fumes into the air When the front line reached the barrage
area, it was a landscape scarred by still smouldering shell craters, The sand
had been scorched black, boulders had been shattered into rubble, but
there was o evidence that the opening bombardment had hit anything
other than the barren desert.

Regardless, the advance moved deeper into the parched wilderness,

a steady march that continued all day with still no sign of enemy:
tesistance. Some of the less experienced Guardsmen started to think that
perhaps the Tau had already given up on Taros, and that the campaign
would be a walk over. from the evidence so far they could have easily

be forgiven such an assumption and by nightfall on the first day the
forward units had covered the requisite twenty kilometres. As darkness
fell the artilery pieces began to move forwards inta new fifing positions
~ already the advance had outpaced their range and it would prove to be
anight-long task to drive or drag the weapons forwards, dig new firing
pasitions and prepare for the next day with fresh ammunition supplies
from the stockpiles.
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Leman Russ of the 3 Tallam Armoured regiment. This veiicl, the first of third squacon, was engaged during.
the Battle of Giadamak, and subsequently abandoned due to lack of fuel during the regiment’ withdrawal.

va of the 17 Tallarn regiment. This vehicle is part of the regiment’s firstinfantry company
(an Armoured Fist company). It s the second vehicle of thid platoon.

2 Basilisk of the 331 Tallarn Regiment. This vehicte has been painted a drab brown
in preparation for the war on the desest world of Taros.



A Basilisk and Bombard of the Tallarn artillery regiments prepares for the beginning of the Tarokeen offensive.

Day Two

The night was as bitterly cold as the day had been stflingly hot Ice had
quickly formed on many of the Imperial Guardsmen’s. weapons during the
short hours of darkness, but it would soon melt with the rising sun Day
twao was little more than a repeat of day one, but without the pre-planned
Toling barage. Such a high expenditure of ammunition could not be
maintained each day and instead the guns were put to a more efficient
Use targeting locations it was believed the Tau might be OCCUpying. As.
the artillery and mortars opened fire once more, the infantry began their
advance. Morale was high as so far there had been no resistance, by mid-
morning, however, al that changed

The Tau were merely waiting for the Imperium’s forces to make their move.
Since the moment of the Imperial forces’ landing on Taros, their Pathfinder
squads and Stealthsuit units had been abserving the deployment of the
Emperors units, alerting the Hunter Cadre commanders as to their foe's
mast ke toute of advance.The Hunter Cace commanders, folowing
Shas'o R'myr's instructions, were well hidden in the desert and waiting to
move forward and counter the advence They were formidably cquipped

for mobile desert warfare on Taros, with its wide open battlefields, and
engagements which commonly took place at long ranges, most notably with
1allquns end seeker misses. Twenty four hours before the offensive was

sel in motion crack Steal

d the buidup of equipment and store,
and forecast that the Imperium’s forces wera readying for an attack. The Tay
had left no formations within artillery range, but their mechanized Hunter
Cadres viere wel supplied with Devifsh transports, meaning they could
move forwards and react Quickly and decisively when the time came.

s finaljudge thal hete had come o the second dayof the

Imperial offenive for thei nfal assauit The Imperia Garg infantry

and taks had left their perimeter defences of sandbags, razar wireand
minefields behind and were now out in the open. Al attacks wouldbe
swift and aimed at keeping the enemy at a distance, the objective wasto
inflict casualties then withdraw back into the desert and then reappear
wihen it was most advantageous. With this in mind, the Tau forces engaged
in brief long range firefights all along the front on that second day, i
the 17 Tallarn regiment suffering the strongest counter-attack atan”
abandoned mining facilty designated Tunqusta Station. 3

The Battle of Tungusta Station

Atfirstlight on the second day, the Tallam 172 regiment resumed i
advance along ts entire front The regiment’s three Armoured

formed the cutting edge of the advance, with squadrons of Leman Ru
stretching out across the desert sands. Lacking Chimeras, the advane:
Would be set at the pace of the slowest element in the forca, the
Guardsmen themselves, and on the command of their officers!

by the score from their hastily dug foholes whilst alongside them &
gunned their engines and began to grind slowiy forward. Behind e 2
al the artilery once again opened fire from new fting poamm%?
Pré-selected targets all along the front in another attempt 10 sUgRIE:S &F.
destroy whatever might be waiting out in the desert.

As the combined force of Armoured companies and Tallan
out, they encountered they

Hunter Cadre had moved forw:

These forces had sped to interce

Quided by Patnfinder teams which were already observing 1
Guard's preparations from a distance. The. faster moving Tau ga
a9 2150 artived i the vcinity of Tungusta Station ol mindles
Imperial advance. : o




asmall :olleulon of buildings, lean-tos and old
nt abandoned by its operators after the Imperium's forces

ﬁdmﬁ Basilsk shell craters.

The battle began when the fead tank encountered  hidden Tau Pathfinder
squad Immediately, the Leman Russ opened fire with its battle cannon
end, using their ‘markerlights and seeker missiles, the Tau force’s retun

fire immediately knocked it out, causing it to burn flercely as the crew
tumbled out of its hatches and ran away out acoss the desert, Their
position compromised, the Pathfinders quickly withdrew on foot whilst

In the distance, on the edge of Tungusta Station, Hammerhead qunships
appeared and opened fire with their railguns. The whip-crack sound of the
Tau weapons soon filed the aif forcing the surviving Leman Russ to seek
cove, firing off smoke launchers and retuining fire, their Vanquisher and
‘battle cannon matched against railguns in a deadly long-range duel With
the armoured vehicles pre-nccupied in their own private battle, the Imperial
Guard infantry, led from the front by their commanding officer, Lieutenant
Kaviy, pressed forward towards the buildings

The men of 1% Platoon, 2*! Company advanced towards the outskirts of
‘Tungusta Station only o encounter Fire Warriors supported by Devilfish
‘tioop cariers, A fierce fire fight ensued. Lieutenant Kavir was killed during

the attack as his command section was overrun and annihilated by counter-

attacking Crisis battlesuits, believed to have been the Cadre’s shas'el
commander in person. Without close armoured support, the Tallarn platoon
was heavily outgunned and called for urgent reinforcements, resulting

in a Storm Trooper squad being ordered forwards to their location and a
Thundegbolt fighter being scrambled to intercept any further incoming
enemy forces.

The arrival of more Tau reinforcements, and a low flying Barracuda strafing
the battlefield, decisively swung the fight in the Tau's fayour Out-matched,
1% Platoon fell back with heavy losses, Despite the timely arrival of the

Storm Troopet reinforcements speeding to the

the Thunderbolt racing low overfiead ¢

Russ were s00n buming wrecks in the deu(l‘

had stalled for the day.

As the Imperial Guardsmen withdrew lmm Tungusta Station, d
artilfery fire was directed onto the bulldings, and for several hours Ba
shells again pounded the entire area. When might fell, a patrol wia
ordered to nvestigate the ruins of Tungusta Station. They found fitle
remaining as the enemy had already withdrawn to regroup, leaving: oﬁyx
the wrecks of a single anda

carrier behind. Next morning the advance resumed once more, with 2%
Company's 5% Platoon being ordered into the front line to replace the
battle-weary survivors of 1% Platoon, and before the morning was oves,
51 Platoon’s cautious advance had captured the remains of Tungusta
Station without further resistance.

Tungusta Station was just the first of many such attacks thraughout th
following days, designed to weaken the Imperium’s front-line units ant
temporarily stall them. As time wore on, such sudden, highly focussed an:
well-executed attacks all along X Corps’ front line became a daily hazard.

12th Armoured Regiment's Advance

On the right flank, the 12% Armoured regiment was experiencing similar
problems. Tau Hammerheads and Broadsides, with their railguns and
mobility, excelled in these conditions and unbroken fields of fire allowed
them to target the Leman Russ squadrons first, before manoeuvring to
avoid return fire. Once the tanks were destroyed, the Chimeras carrying
infantry support were powerless to respond. Crews had to rely upon the
weight of the Leman Russ armour for survival, but against the fearsome.
railguns, it was not always enough. The ominous whip-crack of railguns
became a sound each Imperial Guardsman learned to hate and fear. The
Tau's weaponry seemed to be able 1o slice through armour at any range,
and at such speed that Guardsmen standing too close would find the a\r 4
sucked from their [ungs as it passed by.

Tau Mantas were used by Tau FHWIE Iwres 0 drap haavy vehicles, like this

ip and Tau B
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The waditional headscarfof ‘Shemagh’ is the distnctive garment o e

Tonk dlce wears the genenal sence urfor issued 10 ll Guardsmen
general s i ) Tallarm people and is warn by everybady from that world as a maier. o

hin Tall tegiments,regardess of their specic
] m‘?ﬁmm[mﬁﬁﬁ« uﬁ?i; Sg(hmg made of very social custom, The Shemagh acts as a protection againist the orsa o
{viearing natural materiais which usually hangs to just above the knee the sun'’s rays, and In the hot‘(est conditions is sometiries worn after
length and often has voluminous sleeves. This veterar commander has soaked 1n water to help reguiate body temperature and prevent aniets
‘modified his smock by narfowing the sleeves, as umwieldy pieces of cothare  The scarf also doubles as a dust mask, wrapped across the face wp‘,m‘
ot practical when working within the confines of an armoured vehicle. The the wearer inhaling dust and sand. Combined with goggles, this PrOvdes
§ osert smock raionally has o pockets al tems Lsually being camed in good protection agaist the worst effects of sandstorms
| the webbing pouches, backpacks of sling bags lssued to all anks. Smocks
| are manufactured n 2 wide variety of colours, including desert camouflage
paterms. Most are a brown of sandy yellow colou, although there is fttle combat trousers, heavy-weight marching boots and feg bindings. Tallar
 standardisation even within the same regiment or campany, whilst others Guardsmen will also scavenge replacement equipment and on Gmpagy
 itiay be camouflaged. uniforms often display minor variations.

Othei standard issue clothing (not visible here) includa a linen undershis

This is Captain Suhara of the 17
Tallarn Desert Raiders regiment.
He is the commanding officer

of the regiment's 1 Armoured
company, and is 3 vetetan

officer of the regiment, e
of the Yarant Ill campaign —
and bearer of the Honoafs

Imperialis Armoruan HRWes

also awarded the MedsHon

Crimson after being /4%
duning the Battieof

Byron's Hil




2. Equipment
This Tallam officer has goggles that are made of tinted plexiglass based upon
3 leather construction rather than a metal frame, They are standard Issue
10 all Desert Raiders and provide protection against wind-blown sand and
dust, most firitant gases and the dazzling effect of strong sunlight The lenses
ate not photo-chromatic, and offer only minimal protection against sudden
flashes, such as photon grenade explosions.

‘The officer still wears his No 38 Mk Ill plasteel shoulder pads — the right
<houlder pad bears the winged skl symbol, showing that the regment is a
fully inducted member of the Imperial Guard. The shoulder pads attach via
small buckles 1o the webbing, and a front and rear plasteel chest and back
plate can also be attached to complete the armour. These solid blocks of
plasteel are regarded as t0o heavy by most men and are rarely used, and the
protective shoulder pads are often discarded by tank crews who find them
encumbering within the confines of an armoured vehicle where they feel
they have little need for personal protet

His webbing and belts are made of feather and are used to hang general
equipment, pouches, Water canteens, scabbards and holsters from, and as
a tank crewman, the officer has lttle need of extra carrying pouches as his
personal kit vl be stowed aboard his vehicle The triple pouch cross-belt
contains replacement powercells for his standard issue laspistol (his sidearm
is not visible in this picture and is usually stored in the tank). He also has a
standard Issue canteen, vital in Taros" parched climate.

The officer’s only visible weapon is his knife. The distinctive curved knife,
known on Tallam as the ‘Khalig’, comes in many shapes and sizes, and is
preferred by natives of Tallam over standard issue knives or bayonets. For
most Tallarm Guardsmen, i1 is their only close combat weapon and this is

a particularly fine example, with a cast lion’s-head pommel and ornate
scabbard. It was probably uniquely manufactured and awarded to the officer
in recognition of a battlefield victory or a heroic action. The size of a khalig
can vary from that of a small belt knife to those the size of a sword Tallam
powerswords also mimic this distinctive shape.

3.Badges and Insignia

The officer beas the cloth badges of his regiment on his upper left arm, with
“Tallain 17" belng a common shouider strip sewn onto al the men’s smocks.
Underneath this is the regimental arm patch, a red lion rampant on a white
background This patch Is issued to all men once their training is complete
and they become full members of the ‘Desert Lions'. Given the badge’s size
and colour, many choose not ta sew it onto their smack as it can stand out
against their camo gear, and simply keep the badge amongst their personal
Kitinstead

imperial Guardsmen are often very superstitious and many will carry
personal good luck totems, blessed by the regiments priests, to hefp protect
them fiom misfortune or injury in battle- These small items vary widely,

from the skins of animals native to their home world, to pendants or other
Jeselleny, 1o scrolls bearing passages from the Fede Imperials This officet
wiears the imperial Eagle badge on his right sleeve, pledging s allegiance
othe Emperor in the bellef He will protect him in battle

4. Medals

On his left breast this highly decorated officer displays his medals. The fargest.
of them is the Honorifica Imperialis Armorum, commonly refesred to as the
“Tank Battle Badge'. It is awarded for outstanding gallantry in thie face of the
enemy whilst serving as crew in an armoured vehicle, and is rarely given out
He also bears the Medallion Crimson for being wounded in the line of duty:

Within the 17 Tallarn regiment, it is traditional that any member of

the regiment who has served for over five years is awarded a sik sash,
regardless of rank. Worn around the waist, under the belt, it is the mark of
a veteran campaigner. Men who wear the sash are viewad as senior to men
of the same rank who do not bear it The sash is usually made of the best
quality material available and can come in any colour.
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Leman Russ Vanquisher of the 124 Taliam Armoured regiment, with  Conqueror and Support Sentinel in close attendance.

With litfle cover 1o hide from the railquns, the desert war was proving costly
in terms of equipment and, after five days advanding, the 12" Amoured

- regiment had fost approximately half of its tank strength amongst the

forward deployed companes. In return they had inflicted some damage

on the enemy, but it was an uneven exchange. Replacement tanks could

be found, but not enough to make good all the losses. The regimental
commander, Colonel Ahsa-Bilad, recognising that his tank companies
needed the extra support, deplayed the Basilisks of his 1 Artillery regiment
forward to act as assault guns father than conventional artillery; the big
guns once again proving miore efiective against ground targets than aqainst
the Teus’s air support.

The tank engagements in those first few days settled into a familiar pattern
First the lead infantry platoons would be advancing in line abreast, directly
supported by a Leman Russ. Lying in wait fo them would be a single

small Tau Pathfinder team, well hidden amongst rocks, who would target
the Leman Russ with their markerlights. Then, fa to the rear  volley of
seeker missiles would be launched, locking onto the. target tank via the
markerlight's signal and the first the Imperial Guard commanders on the
scene would know about the attack would be the sudden destruction of
the tank under multiple missile impacts. In response, other tanks would be
moved in o reinforce the area, cnly to come under long range fire from
raiguns as Hammerheds skimmed fonwards nto ange Then,  long ange
exchange of fire would take place between the armoured vehicles, whilst
the Imperial Guard infantry attempted to press forwards whilst under
heavy fire

The infantsy in turn wolld be rounter-attacked by Fire Warriat units racing
forwards in Devifish tiansports,dismounting and again engaging at fong
fange vith pulse iffs. The Imperial Guardsmen were outgunned in the
infanty frefght, although their squad snipers did achieve some kil

with their longer ranged weapons. As the Guardsmen pressed forwards,
casualties mounting, they might be able to bring their heavy weapon
squads, mortar batteries o, if a forward observer was. present, their heavy
artilery to bear and as Tallam firepover began to buid up, the Tay oty
board their transport vehicles and withdraw fapidly, to be followed by their
Hammerheads. Ultimately, the battlefield would remain in the Imperial
Guard’s possession, but at a high cost i tanks and men, and mote through
the Tau choasing to witheraw than any skillon their part.

Move and Counter-move

As the days passed, Lord Marshal De Stael’s staff began to analyse and
understand the tactics the Tau had adopted and looked o counter them,
First of all the Pathfinder teams needed to be hunted down mere vigootsly
and reconnaissanice squads were reinforced with more Sentinef units to aid
them in this new mission — neutralise the Tau scouts and the long fenge
ambushes would be harder to achieve. This had some success with scout
units reqularly clashing in small skirmishes, but the light Sentinels stil.
proved to be vulnerable 1o the Tau's weaponry and many weré lost duing
these engagements. Each clash between the scout patrols meant though
that the front line behind would be free from the seeker missile ambushes
and the losses i Sentinels was compensated for by the saving in fanks and.
men behind them.

Next, De Stael looked to his own mability to counter the Tau forces speed
and for this he turned to the Imperial Navy. The Thunderbolts and Lightaings
of the Imperial Navy would provide the solution and if his tanks could not
bring the Tau decisively to battle, then his aircraft could. Alr patrols ovet

the front line would be increased, with pilats given license to freelylocate
and engage targets. Squadrons were put on standby ta scramble should
front ine unit report cantact with the eneiny, who would ther face to e
front line and deliver devastating volleys of Helstike misies. The T ight.
outrun his artllery, but they could not so easily outrun the Impeizl Naw.

As De Stael's tactics evolved, so naturally did the Tau's. For the commandess
on both sides, the vier was a etha! game of move and countermore 2.

and countec-plan, and with the Imperial Navy heavily active for seveta)
days over the frong

ground targets, scoring notable successes and inflicting heavist

the Tau than the ground forces had managed. The Tau's respanse’
ommitits own air forces in increasing numbers and Baitacudas bega
e seen over the battlefild, not n a ground attack fle, butd

high aititude to intercept the Imperium's sircraft. From clétant
Iracunda isthmus, the Barracudas kept up patrols to deferid thir g

forces. The air war over Taros had begun and dogfights soon beca
commonplace between the two evenly matched forces. This drew

Imperial Navy's resources away from it ground attack rle,andi o

he Hunter Cares werefree up for thei probing counter atacks: o




and the escalation of the ground war inta the skies,
rlal Guard offensive continued to grind forwards. After ten days.
it had made up to one hundred and fifty kilometres, it was behind
schedule by between thirty to fifty kilometres, but the broad front was
still moving northwards.

Storming the Phyyra Heights
The established pattern of the campaign continued as the Imperial

Guard maved northwards, but within the first weeks the pace of the
advance started to slacken. After twenty days the regiments had covered
approximately three hundred Kilometres and ail were reporting problems.
with their supply lines. Convoys were not making it 10 their destination as
there was not enough fuel for all the vehidles. Only when it amived could the
regiment push on and attempt to make up for lost time. Water raticning was
also having 1o be strictly enforced, making offensive operations increasingly
difficult and slow.

On the front's feft flank, the Tallarn 17 regiment was approaching an
upland area designated as the Phyyra Heights. These rugged escarpments.
scarred the distant horizon with their steep slopes, and orders had

been received from De Stael’s headquarters for the regiment to swing
slightly westwards and capture their higher ground, hepefully outflanking
the majority of the Tau defenders and opening a clearer path to the
iracunda Isthmus.

For the past seven days the 17% Tallam regiment’s advance towards the
Phyyra Heights had gone without incident The Tau had left the regiment
10 its slow flank march and twenty five days after the offensive began, the
lead platoans found themselves at the foot of a steep, rocky climb into
the highlands. The regiment’s reconnaissance squads had arrived several
days before tha main body, moving on foot up the slopes at night, aiming
10 seek out the best routes through the rocky terrain. Several prospective:
routes had been identified and the first probe by Sentinel units had not
Deen attacked, The versatile walkers faired well on the steep hillsides, but
it was this type of terrain the regiment's supporting tanks would find near
impossible to advance through

present in farge encugh strength to threaten (tteconnnued mrx@

Meanwhile, unknown (o those below, the Tau's savage alfies, the Kroat,
waiting on the higher ground A few trackers ventured ot {0 keep a

on the humans and set rockslide booby traps, but the main forces remai
hidden, never exposing themselves t0 the human scouts, knawing that i they
were spotted it would bring heavy artiller fire down tipon their heads. The
Kroot's Master Shaper was clever enough to know that in the dense rocky
terrain his ferocious kindred and hounds would be at an advantage. Qut

of the hills, in the open desert, they would stand fitle chance. If the Tallar
advance was to be stopped, it would have to be here.

In scorching heat, the lead companies and platoons set off on the arduot
climb, Scout squads and Sentinels leading the way. From their caves and
hiding places the Kroot emerged, hungry and ready to fight They scurried:
downhill to hide behind the first ridge fine and, on each Shaper's command,
the warbands rose as one, suddenly appearing on the idge fine above the
Guardsmen as a long hovwiing fine of warrors intent upon thelr destruction.
With hounds baying and Knarlocs shrieking, the Kroot charged headiong
downhill. Leaping from rock to rock theif momentum carried them inta the
Imperial Guardsmen below. Suddenly, it was a desperate fight, with some
Tallam units fleeing rather than face the bloodthirsty savages. Meanwhile
other squads sought cover, stood, fought and died on the Kroots” blades or
were savaged by thelr wild beasts

With his vanguard platoons under sudden and heavy enemy counter-attacks,
General Barim-Abas ordered all his artillery to open fire on the first ndge line. .
Directed by forward observer teams on the hillside, mortars and Earthshaker *
cannon launched repeated barrages up it untilfire, smoke and dust engulfed
the ridge. The heavy fire gave the lead platoons encugh time to withdraw
and, mercifully, the Kroot did not fallow; preferring to remain amangst the”™
dense cover on the higher ground.

The railg
destioying a Leman Russ baruerank with ease, at distances at which the impecium's tanks could aot retum. Ih

ip was the terror of Impecial tank companies, capable ol




ardsien had beer
5 was ust beginning. At
torm the treacherous slopes each ended |
x Back with heayy losses. A fourth aftack,
capture the first ridge fine, but
s stailed. The only reserve force
thom was the Tallarn 3 Armoured regiment, but their
an Russ and Chimeras could not operate effeciively in the highlands.
J wisely relused to commit them. He would seek a breakthrough
e whilst the 171 skirmished with the Kroot for possession of a
barren rocky wideiness offittle use 10 either side.For the 177 it was the
‘wiatet mark of their advance on Tarokeen, having so far captured

With the 171 Tallarn regiment now involved in a protracted battle against
‘Ktoot warbands to capture the Phyyra Heights, Lord Marshal De Stael
turmed to his other three regiments to carry his stalling offensive to the
mouth of the Iracunda isthmius. He ordered his reserve regiment, the 34
Tallam Armoured, to reinforce the 89" and 12 Armoured regiments,

. adding fresh firepower to the front line. The 3" regiment, under Colonel
Hassa Ras-Aziz, was divided into three battlegroups, designated A, B and
€, Battlegroup A moved ta reinforce 12" Amoured, Battlegroup B moved
10 reinforce the 89® regiment and Battlegroup C remained as the reserve:
‘The riew tanks added a fresh impetuaus to the offensive and for a while
the pace of the attacking force began to increase again

At 596998, M1 Battlegroup A, 3¢ Amoured, spearheaded a fresh attack
Amidst the heavy diesel stink and creaking tracks of armoured vehicles,
the combined weight of the regiment’s 1 and 27 tank companies.
struck northwards with renewed vigour, a cloud of dust hanging over a
wide area of the desert as the tanks passed through it, followed close
behind by Chimera carrers and Basilisks. As ever the Tau were waiting,
picking off tanks with railguns before falling back again, whilst all the
While the attrition continued, the first day alone costing the 3© regiment
six vehicles.

On the third day, the lead elements of Battlegroup A came into sight of
the large mining operation at Giadamak, where the land was scarred
s

Leman fuss tanks of the 12% Tallam Armoured regiment anaiting orders

sorveyTng the area through his magnoculas
1o attack and capture the mine: ¢
Battle of Gladamak a
Giadamak was a huge strip mirie where the ground had

centuries,its deep quarries leaving massive rents in the earth
surrounded by towering piles of waste rock. [t was a desolate an

place, home to several thousand miriers until the approaching

forced most to flee for safety. The scattered quarries, buldings

‘and equipment hid the defenders well, whilst the desert wwwm&” 5
for any approaching attacking force. Where once the sound of the

and grinding of heavy machinery had rumbled across the desar i yas
now silent but not completely deserted as, aside from the few yiork
who had remained to defend their mine, hidden close by were squads of

e tell le st climng

Fire Warriors scanning the southern forizon for th
approaching Imperial tanks. z

Lord Marshal De Stael had suggested that General Ras-Aziz ignote the
mining complex and instead strike for the bigger prize of the lracunda
Isthmus, leaving the defenders isolated. The General disagreed as e krew
he could not allow a strong Tau force to remain behind his front . Hic
lead units might reach the Iracunda Isthmus, but the Giadamak defenders
could then launch a potentially catastrophic counter-attack from their

strong point into the regiment's vulnerable rear. In his opinicn the mine

must be seized and the defenders killed, captured or forced to withdian:.
An attack would clear the way for the continued advance northwards
something the veteran Tallam General made clear during a briefing onboatd
De Staels Leviathan, The attack wauld begin at first light next day and, with
the briefing complete, General Ras-Aziz climbed aboard an Aquila shistle
and flew back to his forward command post to oversee ifs préparations.

Asthe first ays of light crept over the dark harizon,the rumble of hesy
artillery fire once again rolled out across the desert, Earthshaker and mostar
explosions blossoming all around Giadamak. Whilst the qun crews setto.
waork, other Guardsmen gathered ammunition, ration supples and flld
<anteens before climbing aboard their vehicles. The regiment’s atiack pisa
Wwas simple: two tank companies would envelope the mines, circling &
the west and east. When the tank vanguards had met up again, e mide

i

in the desert, under the




 wauld be surrounded and cut off from reinforcements. Only then would
the infentry would mave i, racing forwards in Chimeras behind a ralling
‘harrage of artillery fire before dismountirig and clasing the fast part on foot.
It would be the dismounted infantry that would roust the Yau from their
hidden positions by way of close quarters fighting and under the covering
fire of their transports.

The attack started well, with the tanks moving out to the left and right

unimolested by Tau fire:With the crack of artillery stil resounding, the

5 Leman Russ columns rumbled forwards in two wide arcs whilst in the centre
the Chimeras advanced in line abreast behind a wall of Earthshaker fire.
With two hundied yards left, the artillery screen lifted and men dismounted
10 dash forwards and seize the objective. As the infantry closed in the Tau
opened fite, decimating the dismounted Tallarn force with pulse rife fire
‘The Tau had created a killing zone in front of their position with interlocking
fields of fire and the leading Tallam infantry were now caught in it. As
they attempted to advance through the dust storm the Tau's firepower had
Kicked up, they became little mote than indistinguishable dusty tan figures
running, faling, crawling and firing before rising and falling again. The

- fizavy pulse fire was punishing and 5001 the ground was litered with small
hummocks of dead and wounded men. Second company, the first to attack,
was repulsed with heavy losses until they were forced to retreat in disarray,
leaving one hundred of their dead behind.

His first assault defeated, General Ras-Aziz ordered a fresh Armoured

Fist company forwards. This time it would be 3'¢ Company's turn Again

muzzle flashes erupted from the defenders fines, scouring the desert with

pulse rounds. Chimeras moved forwards to lend their support, multi-

lasers whining, heavy bolters chattering return fire. Leading the attack

‘Was Captain Hadid His own Chimera was hit thirty five times by pulse

= rounds, one eventually penetrating the front armour and killing his driver
Dismounting, the captain rallied his men and led the way on foat, closing

: in o the objective. The welght of Chimera fire and the platoon’s supporting

; mortars were having an effect, suppressing the defenders as the first Tallarn

platoons reached the edge of Giadamak. Now the fighting would become

close and personal, and with knives and grenades in hand, squads began

stalking through the billowing smoke and rusting machinery, hunting down.

the entrenched defenders.

Meanwhile, the encircling tanks had completed their envelopment against
only light resistance, taking up positions to repel any attempted Tau
breakihrough to help the force now surrounded amongst the deep quarries
of Giadamak For hours the battle remained af a stalemate, neither side
willing to engage the other en masse, knowing that reinforcements for
either side might be sighted on the horizon at any moment. for those
Guardsmen fighting 2mongst the guarries, the conflict was more like street
fighting than desert warfare and for three hours the batlle was a vicious
brawl fought out with grenades, knives and sometimes bare fists. The Tau
had little stomach for such combat and the Hunter Cadre commander called
for an evacuation. He had inflicted enough damage here, it was now time
10 cut and run before his force was annihilated: There was litile therefore
that the imperium’s tank commanders could do s, mid-afternoon, the Tau
launched an aenial evacuation of thelr surrounded squads and from the east
2 fomation of four Orcas, surrounded by a defensive shield of Barracudas,
1aced in, banked steeply towards the mine and came in to land.

As the Orcas swooped in, burst cannon raking the sand, the Fire Wartior
teams wilhidrew under the covering fire of their sacrificial rearguard. From,
fis command post, General Ras-Aziz watched furious through magnoculats
a5 pne by one the Orcas lifted off and banked away northwards, chased by
sporadic Hydra flak fire whilst Barracudas circled above.

The survivers of Giadamak moved to mep up lhe Tau rgmumd qmgly
rounding up the haggard, wounded and battie-weary xenos. In alf sixty
three prisoners were taken whilst the 3 Tallar regiment’s losses S

at three hundred and twenty two killed or wounded and eleven
destroyed. That evening, sixty three Tau bodies were piled into @

grave and bulldozed over

After a day of heavy fighting Giadamak was now a fire scoured wilderness,
dotted with artillery impact craters, littered with spent powercells, bloody.
bandages, smouldering wreckage and the dead of both sides. After anather
fourteen days of advancing, faced by daily Tau sniping, the front line, led

by Battlegroup A, had closed to within fifty kilometres of ttie ebjective, but
they too were now running out of tanks, fuel and water, and as the front
line pushed forward, the lengthening supply lines felt the pressure. The.
second phase of Shas'o R'myr's plan was starting to reap its rewards. With
0 many units committed to the rear echilon raids, the Tau commander
might no longer have enough Hunter Cadres to stop the offensive, but the
regiments of the Imperial Guard were slowly running out af momentum.
anyway due to logistical needs that looked to soon cripple them

Tau Raiders

Whilst the 171 regiment fought for the Phyyra Heights and De Stael
committed the 3¢ Armoured to give his offensive new momentum, the

Tau had begun to infiltrate deep into enemy territory. Operating mainly at
night, Tau Fire Warrior, Pathfinder and Stealth teams dropped via Orca into
the desert and fanned out in search of targets of opportunity. Night after
night their craft flew secret transport missions to drop more teams, seeding
the Imperial Guards' rear area with raiding parties, under orders to identify
supply routes and dumps, headquarters and aifields. Other Patffinder
teams were then dropped with Tetra speeders, allowing them to move with:
speed to each new target, attack quickly and retreat just as fast when they
had inflicted maximum carnage upon their human foe:

Pathfinder and Stealth teams operated in unison te attack Imperial Guard
supply columns of Trojans towing trailers full of water, fuel and ammunition;
Rear area security was mainly being conducted by Sentinel and Rough Rider
squadrons, but these proved ineffective against the small, well-armed Tau.
teams, meaning that day after day convay after convoy was ambushed:

Soon, supply foutes were marked by the blackened hulks of destroyed

Trojans and trailers, of the slowly bleaching bones of beasts of burden.

In response security was increased, forcing Armoured Fist squads 10 be
withdrawn from front line duty to help defend the vulnerable convoys,

taking much needed heavy support away from the main battle.

One large supply dump was destroyed in a night-time raid without
shot being fired, Pathfinder teams infiltrating past the dump's sentries to
stealthily set charges amongst the fuel cans and ammunition crates. Just
before dawn a huge orange fireball rose out of the desert, waking even
Lord Marshal De Stael onboard his Leviathan command vehicle as a tall
musfiroom cloud of dust and smoke marking the supply dump s location,
Guickly rose high up into the sky.

By 640998 M41 the offensive fowards Tarokeen had ground 10 a halt,
[acking both replacements and supplies. The 12! Armoured, spearheaded
by Batilegroup A of 3 Armored, had almast reached the mouth of the
Iracunda Isthmus, the other two infantry regiments on their flank were
however lagging far behind. The 17 Tallarn was stuck in the Phyyra
Heights and although they had made some small gains, no breakthrough
looked imminent. The 89" thinly filled the gap between the two flanks, and.
far ta the south, the 331% had advanced to the southern shares of the Em=
sal and was now digging in, but the Tau had not fallen for the feint i
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KROOT KNARLOC RIDER

 The Kroot are the most numercs of the Tau Ermpire’s enos alles. Hatives
“of the jungle world of Pech; which ies witin the Tau Empire, the Kioct

- commenly serve alongside the Tau Hunter Cadres, The detals of this

* arfarigement are Lnknown, bt seem to stem from a time when fau forces

 liberated several Kroct endlaves from Ork domination. The Kroot have been
happy to serve the Tau as mercenaries ever since.

" Physiologicaly the Kroot have many notable features, They seem to have

‘evolved from an avian genus, and stllretain the vestiges of a beak and
possess a light skeletal structure. An average Koot stands 2.3m tall with

4 lean wiry build, which concaals an immense strength. As tree dwelfers
‘they are naturally adept climbers and jumpers, and are able to cover great
distances swifty. Koot have no ears of nose, but instead have evolved
spine sensors from which they receive much of their sensory data. These
spines grow from the back of their head and pass information diectly te:
their brain, and so sensitive are these sensor spines infact, it is difficult to
hide from a Kroot, making them excellent sentries.

Kreot communicate in their own language, consisting of a series of haots,
wihistles and high pitched shrieks, and also seem to rely heavily on smell
10 communicate. Kroot excrete pungent pheromones, all foul smlling to
human senses, but these aromas seem to have deeper meanings to other
Kroot and their related animals.

On Pech Kroot live in jagga trees, in tree houses constructed of
regurgitated dead wood. Thelr nest-hives are clustered togethar iy
family groups, called kindreds, each being led by a family elder called
a Shaper. They are voracious carnivores and have evolved to absoh g
meal’s DNA inta their awn body, hence a Koot can, over fime, fake gy
the characteristics of its food. This is the Shaper's main role within the
kindred: to direct their evolutionary development by selactive teeding

Kraot seem to be impervious 1o climate changes, operating effectively iy
anywhere from sub-zero ice worlds to humid jungles to parched deserts
Extremes of climate do not seem to bother them, infact their diet baseq
evolution has allowed them to adapt quickly. One kindred has even besn
identified that has adapted itself 0 breathe normally in a toxc chicrine
atmosphere, Kroot also have the ability to enter hibernation, slowing theic
bodily functions to enter a deep sleep to conserve energy, and on Pach
kindreds hibernate together through many months of the year.

2, Kroot Long Rifle

The Kroot's main weapon is the Kroat long rifle — a breeci-loading
weapon which must be reloaded after each shot. It is essentially 3
primitive rifle which uses a chemical propellant to fire a projectife, and
until encountering the Tau it was the peak of the Kroot's technological
achievement. [t seems that the Tau have taken it upon themselves to
assist their alles by altering these weapans to fire a charged pulse roud.
which they supply in vast quantities ta Kroot kindreds in service with Tau
Empire forces.

Blades are often mounted on the stock and muzzle of the rifle, and the:
length of the weapon allows it to be wielded as a staff in hand-to-hand
combat — a throwback to the Kroot tradition of stave fightiag: Koot
naturally excel in close combat and being tall, strong, agile and skilled
with their preferred weapon, they are fearsome opponents, and it s thesé
Qualities that the Tau prize. This Kroot also carries a large Kioot kni as3
secondary weapon, but it is more often used as an eating utensil af too
than as a weapon :

3. Equipment

This Kroot carries a variety of equipment whilst on campaian. Pouches and
sacks cary stores of food for the rider and mount, probably taken from
Prévious victims, and one pouch contains extra ammunition for the Kioot
Tifle. Note that he does not carry a waterskin, vital for humans and Tau .
Taros' dlimate Other sacks will contain tems foated fiom the battefeld:

The Kroot do not utllise armour, although this Kroot wears a plastee!
shoulder pad taken from an Imperial Guardsman, As in many pimitie
cultures, trophy taking is an important part of the Kroot's warrior c2de
and tems from vanquished foes are displayed with pride: Here the
Wattof 310 wears a necklace of Kroot Hound claws, pethaps dsplovid
hounds he has raised and trained:




4, Knarloc

“The planet Pech is abundant with fife. Much of it originates from the same
genelic root as the Kroot, but has developed along a slihtly different
evolutionary path. Some of these creatures adapt and thrive, others die
out, but most seem to develop as far as they can and become trapped in
an evolutionary cul-de-sac, such as the Kroot Hound and Krootox

As the name suggests Knarlocs are close relatives of the Great Knarloc
They ate smaller, more sociable pack hunters and, as would be expected,
have much in common with their larger relative, hunting in a similar way,
springing ambushes or using their stamina in long pursuits — the main
difference being they live and hunt in packs. Knarloc are voracious
hunters, who work together to attack and kil just about any sized

piey. Through cooperation they have developed a cunning intelligence,
and for this the Kroot seem to respect Knarlocs, revering them as
successful hunters,

Kroot only hunt and trap Knarloc young to tame and train
Anongst Koot Kindreds they are highly prized as cavalry mounts,
and it thought 1o be a symbol of high status within the kindred
toride a Knarloc

This is an unknown Kroot warrior mounted upon
aKnarlec, as encountered during, the 17° Tallam
regiment’s advance into the Phyyra Heights.




The dense, treacherous terrain of the Phyyra Heights proved litle obstacle to the Great Knarlocs of the Tau's bestial allies, the Kroor

pmzﬁ now the air war over Taros had continued daily and was an evenly

tehed doal, with both sides struggling to gain superiority. The Tau had
‘the edge in fumbers, but the Imperium had the edge in experience and it
as a battle neither side could afford to lose. Unless the Tau dominated the
- skies, their defensive strategy would soon fafter.If their Barracudas could
o longer protect the Hunter Cadres then the Imperial forces would have
an advantage in the ground war. The Hunter Cadres would be exposed to
repeated air attacks and forced to rely on their Sky Rays for defence, which

e proving themselves a potent weapon against ground targets when
isad I conjunction with small Pathfinder teams. Also, Barracudas and
Tiger Sharks wiere playing a big pait i the second phase of the campaign,
strafing supply convoys. The Imperfal Navy was stll putting up an alarming
fight, and at this time it was the main threat o Shas'o R'myr’s campaign
plan. Urgent actian was needed to swing the balance of the ai war in their
favour o the Tau launched a daring raid to destroy all Imperial Nayy aircraft
stll on the ground

Small Stealthsuit teams had already infftated the Imperial Guard rear area
Operating orly at night their mission was to find and report the location of
Imperial supply dumps and convoy routes. They had been under strict orders
notto engage the enemy, just to find potential targets for other strike forces
10 attack. Now they received new instructions. their mission was instead fo
locate the airbases as their new highest priority targets,

When a patrolling Stealth team reported the location of the forward airbase,
Shas'l Kiiriresponded quickly. Utising only hs best Fire Warrir teams he
gathered an elite strike force. His plan was simple but very dangerous, In a
daring night-ime id, a singe Orca loaded with troops would ly low over
the desert and pass directly over the. airstrip. The Fire Warrior teams and
their suppart units would jump out and, under the covering fire of drones
and Crisis battlesuits, destroy all the grounded iraraft with EMP grenades.
Shas'el K'itii would lead the attack himself

Afet the cop the 0o would il rund and e o fand diecty o e
3ifield Once the enemy it wee destroyed and he Orc hag e
the teams roud  bock ot and makea raidescae, coyere by fight
of Baacudas scambled o intrcept any Impeiol pursit S
e n the i bt orce the s realsd i viasunde o sy

would respond quickly and in force. K'irri warned all his chosen shas'a thar
the chances of survival were low. They would be deep in enemy tenitory ard
should anything go wrong, they would be cut off But should they succeed
then it could have a dramatic effect on the current balance of pawer inthe
region. It was a risk worth taking for the Greater Good

To start with the attack went as planned. The Orca, equipped with blacksun
filters and a disruption pod to make it difficult to track, approached the
airfield, skimming fast and low over the desert. On its final approach to the
target the Orca attracted the attention of the aitbase’s anti-aircraft defences
and sustained several hits 3s its Hydra flak quns opened fire This diditle
o affect the mission and once over the airfield, the rear ramp lowered and-
the Tau troops immediately went into action. As tracers from the Hydra's
autocannon lit up the night sky, the Fire Warrior teams raced towarcs the
stationary aircraft whilst the Shas'el's Crisis battlesuits leapt towards the.
Hydra platforms, silencing them with multiple hits from plasma nfles and
missile pods. illuminated by the fires of the burning Hydra, an eniplaced
mult-laser guarding the perimeter fence found it range, destioyinga
battlesuit, which exploded in a shower of sparks.

Pinned in their command post by fire from gun drones,the imperil Guard
command section called for urgent assistance. Other security squads wee -
leady rushing to their 2id when first to arrve was a squadon of SeTtnss
attached to the aitbase for rear area security duy. The already confused. S
night-fight escalated, pulse rounds and lasgun blasts criss-crossing the
aifield unti, n a series of sudden bright explosions, one aftet another
aircraft began to explode: In all six explosions in quick succession [t he
datkness, fountaining flames and sparks from the cackpis of the 2
Thunderbols The destructon of the aircraftdid ot see the end f the
fighing hovwever The Orca had circled the base and returned to and et
the runiay. Such a large target attracted a lot of fire from the defendets
and it attempted to return fire with its own burst cannon, 0Ny &3

by epeated impacts. Gne engine hegan to bium, cipping the el
preventing i fiom taking off again. Graduallythe flames englied the
forcing the crew to abandon ship,

The mission had achieved its objective, but for the aftacking Tau 18

there was o longer any escape back to their own forces. Deep




o mreugm on throughout the night until overwhelmed by the
fenders. Every raider was either killed, or wounded and captured in the.

 aitack, incuding Shasel K

s dawn broke It revealed the results of the intense fighting over the:
area Six aircraft were now smouldeting wrecks, along with the Hydra
turrets that had attempted to protect them. In return, scattered across
the batilefield were the remains of Tau battlesuits and the gutted Orca,
flames still flickering from inside the stricken dropship. The airbase was
shrouded in acrd smoke and littered with the dead and wounded of both
sides, and was a scene of utter devastation The cost had been heavy on
both sides. The Imperial Navy had suffered the loss of its aircraft and the
airbase was out of action unti the debris could be cleared. The Tau had
fost their entire raiding force i the strike What the overall effect on the
campaign would be, it was too early to tell

The Air War over Taros
The attack on the airbase was not the end of the Tau force's raids

Each night more supply dumps would be focated and then targeted by
Pathfinders whilst convoys continued to be ambushed by stealth teams.
o strafed by Barracudas, It was a plan designed to ripple the frontline
regiments by reducing their supplies to a trickle, and it was working
Also of concern for De Stael was the Tau's growing air superiority on
he mining world. They had obviously established a network of airfields
on Taros, with smaller forward bases hidden in the deserts and larger
facilities closer to Tarokeen There they had assembled an unknown
quantity of aircraft, but Air Marshall Denvelt was estimating at least ten
squadion-sized groups, maybe cne hundred and twenty Barracudas and
fory Tiger Sharks.

Despite fosses inflicted by Imperial Navy Fighter squadrors, the Tau were
airborne relentlessly. The situation had not been helped by the Tau raid
against one of Denvelt’s forward airbases and the loss of six fighter
aircraft in one night. In all the Imperial Navy had four fighter wings, two
bomber wings and one tactical wing committed 1o the Taros campaign. At
the start of the campaign Air Marshal Denvelt commanded seventy eight
fighters, of which the vast majority were Thunderbolts as well as twenty

sports {
thase of the 23 Elysian Drop Troop regiment).Since the camy
begun, he had received no replacements, despite tepeated vequeﬁ 3
‘The squadions were starting tofeel the strain of prolonged cnmba\. o
s well as aircraft and aircrew losses, the fisel situation was not good,
and air-dropped munitions were running low. Imperial airbases were
mostly situated far to the rear, close to the original landing zone where
Departmento Munitorum Engineer and Labou corps had been instructed
to construct them As the front advanced, this left the aicraft further and
further behind, with longer flight times and therefore less time in the air-
over the battlefield. An original plan to move fighter bases forwards had
been cancelled. Since the Tau raid it was considered toa risky 10 expose
grounded alrcraft to roving Stealth teams. As it vias all airbase security had
been increased, with forces being drawn from the forward Imperial Guard,
regiments to do so.

In the meantime, the bomber squadrons had hammered Tarokeen and the
racunda Isthmus with repeated air raids, pounding the ity and suspected
Tau bases. It seemed to be having little effect on the Tau. Attempts to hit
Tau Hunter Cadres in the desert expended a disproportionate amount of:
munitions for slim results and bomber losses to the ever present Barracudas
had become alarming, reaching five in the first two days. Just like the:
ground war, the air wiar was slowly slipping away from the Emperors forces,

Regardless of the losses in the aif, what this meant for the imperial
Guardsmen on the ground was that they now faced the ever-present danger
of low level Barracuda attacks. Advancing into enemy territory pretty much
unchallenged, the Tau aircraft flew low over the desert, hugging valleys

and ridge fines, only to rise suddenly in a whirl of ion cannon fire, missiles.
and burst cannon that raked up the sand and sent all enemy forces on the
ground diving for the nearest cover, which was always in limited supply.
Supply convoys were naturally a priority target and suffered heavy losses *
as, without reinforcements, the Imperial Navy struggled to defend them By =
the time Operation Comet was launched, Air Marshal Denvelt commanded
just thirty seven fighters, twelve bombers and thirteen Valkyries. Still o
replacements had reachied him, and none ever would




Pounp! g 5oy 23y 54110 e s & o e os sore o o 9 o
103 Bin payseojun Yesne neg oy




Botnacud superonty fighter. The mainstay of the Tau Empire's Air caste forces on Taros:
This airciaft was sighted over the Aestus desert by the 12° Tallam Amoured regiment.




Thunderbolt heavy fighter of 1002 Fighter wing. Ths s the wing’s sixth aitcraft

Thunderbolt heavy fighter of 386 Fighter wing. This is the eighth aircraft of T squadron.

Thunderboit haavy fighter of 837¢ Fighter

g, s is the wang's fourth aucrafe
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Leman Russ of the 17 Tallarn regiment. Second Armoured compary, se(ol;d sgusfmn,
fourth vehicle. it bears the regimental badge of a red fion rampant on the turrel

Basiiskofthe 17° Talei Regiment. This i the second qun ofthe first Artlery company:

Setine scau alker of the Tallam 17 regimant. s is the fegiment’s standard.
1ECOaissance vehicke, whih they aso heaviy deploy for rear-echelon securiy,
80




Leman Russ V.
Amoured comper

isher of the 177 Tallarn regiment. This is the command vehicle of second
. It was destroyed during the Tau’s counter-attack at Tunqusta Station.

Leman Russ of the 12* Tallarn Armoured regiment, ¥ Armoured company,
34 squadron Note that it bears the crossed spears of the Taros Campaign badge.

2 Earthshaker artilery platform of the 89" Tallam tegiment.
Many of the Tallarn reqiment’s artilery companies reled upon stafc weapons



Leman Russ Exterminator of the 8% Tallam Regiment. Most of the Tallam regiments utilised their
Exterminators as protection for supply convoys, their tivin autocannon proving effective as stopgap .
anti-aircraft weapons de to thelr high rate of fire:

Support Sentinel of the 17 Tojlam
Scout vehicles jnstead being depi

regiment. Unike oth
loyed alongside infany

€7 marks of Sentinels, these are not
iry Companies for direct fire support




fon cannon armed Hammerhead with smart missile system, part of Shas el Phor yinn’s Hunter Cadre.

Sky Ray missile defence gunship with smart missile system, part of Shas'el
ShiEld’s Hunter Cadte. This vehicle was identified at Tungusta Station



Rallgun armed Hammerhead with smart missile system, part of Shas'el Shi'€ldl’s Hunter Cadre.
The railgun armed Hammerheads formed the backbone of the Tau's defence.

Devilfish tansport, part of Shas e/ Shi'el

s Hunter Cacte. This vehicle was destroped at Tungusta Station.
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XV84 battlesuit, Commander Shas el Shi'Eid), as identified during the XV89 battlesuit, Commander Shas el Phor yinn, aimed with fusion
Tungusta Station countér-attack and in subsequent actions. blaster and burst cannon. This is 3 personalised Commander suit and.
colour scheme.

Devilish traop transport of an unknown it

transport vehicle which was destroyed during the Battle of Gladamak.

rer Cadre. This was a Pathfinder :



Tetra Scout speeder of an unknovn Hunter Cadre, identified
operating in the Aestus desert by the 89 Tallsrn regiment.

Tetra Scout speeder of Hunter Cadre Shi'€ldi x,

/ Drone sentry turret encountered by the 12 Armoured. Heavy Gun Dyone of Hunter Cadre K'irmi which was
regiment, It is camoufleged for deployment against a skyline. Teu force’s raid on an Imp i
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Operation Comet: Overview of Battle

By 639998.M41 the war on Taros had been ongoing for forty two days.
The deserts were littered with the debris of the many battles and De
Stael’s men were now starting to feel the effects of the Tay Empire
strategy biting, They were weary and morale was low after weeks of
daily raids, ambushes, strafing runs and counter-attacks. The Tallam
regiments were drained of men and equipment, and there were no longer
any supply lines which could be considered secure. Almost al stockpiles
of food, fuel and, mest importantly, water were now categorised
dangerously low, with no prospect of quickly buiding them up again due
1o the near constant attacks by Tau Empire forces on Imperial convoys,

The lack of fuel had stalled the offensive. The Leman Russ and Chimeras
were now strictly rationed, with each regiment trying to husband its
dwinding supplies, but worse sl vas the lack of water.In the cruel heat
of the day the men could not operate withiout t, and although those from
Tallain had a greater tolerance for dehydration than most, and knew hosy
best to conserve their water supplies, even they could not go for days in
such high temperatures with empty canteens,

Already, under the buming sun, Guardsmen had started to drop frem

the efects of dehydretion. Growing numbers of casualties were further
affecting the fighting strength of all regiments, For the ommanders of the
Taros Invasion force, it was an ominaus sign of worsa to come. The situation
was bad naw but it would only get worse unfess
could be found. Socn the Guardsmen wor
dying of hirstin the desert of surrendes

a sequre supply of water
uld be faced with the prospect of
19 10 the Tau and relying on their

mescy Such a prospect could not even be considered, especally vathin
earshot of a Commissar, but unless drastic action was taken soon, Be
Stael's X Corps would have no regiments left to fight with. A logistical risis
was engulfing the staff of the 4621 Army and was becoming citca.

On 640998 M41 a staff meeting was held onboard De Stael’s Leviathan
command vehicle, present were allthe regimental commanders of the

army, along with representatives from Lord Commander Gustavis' Hgh
Command. Pulled back temporariy from their pasitions, senior afficets and
staff crowded into De Stael’s map-filled briefing raom, their objectivé 10es
determine how to best continue the war given the currnt supply festidlis:

Amongst the heated debate it was General Syckava of the 23% Eysan

Drop Troap regiment that proposed the initial idea for Operation Comet

a5 it was later to be christened). His idea was to seize Taros! fain means &

ofproducing water and tur it o their v usel A wel s the smal
hydro-farms the Tallar regiments had already captured —some

had been put out of action by the Tau and some which were il ablefo
supply small amounts of water — Syckava argued that the 4621 A,
should change it objective and target the larger hyo-processig Palts
The coastal areas of the Aesius regian were the location of the planets
largest hydro-processing plants, which drevw n the highly akalne s22.
#ater and converted it into clean water before pumping it down ppelites
toTarokeen. The largest processing facility on Taros was Hydio-Processt
Plant 2330, siuated towards the eastern end of the lracunda sthies:
and if they could captyre the plant intact then the army would have
enough water to press on to Tarokeen 3




Operation Comet gets underway, Valkytes transporting
the frst it take offfiom thelr aitbase.

<A

" Duting the ntallanings Eysian Dap Toops faced feceattecksfom the Kioot gartson.
) ot the incoming Vilture qurship providng the squad'sheavyfepore:
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ORO\PLANT 23:30

) IRACUNDA ISTHMUS.
BREAKTHROUAR
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The racund sthmus showing the advance of the {147 Cadian regiment
in'support of the Elysian attack on Hydio-plant 23-30.

Syckava’s Plan

The task was of massive importance to the continuation of the war, and
wwas therefore entrusted to General Syckavals men The long Idle Drop
Troops weie impatient for action and De Stael had already tumed down
thiee separate requests from Syckava for drops to aid the advance, but the
deteriorating situation at the front now demanded that the Lord Marshall
commit his carefully husbanded reserves. The Elysians were an elite,
Hiighly-trained, well-equipped regiment and General Syckava was keen to
see them get involved. Operation Comet would be his chance and he was
gwven a three-day deadline to plan and prepare the attack, which would
see his entire regiment dropped to capture the hydro-processing plant The
23° regiment would ther fiold the facilty whist a new offensive to push
through onto the Iracunda Isthmus moved to link up with the Elysians.

This new ground offensive o break thiough onto the isthmus would force
Dé Stael to tumn to the last fresh forces he had. Firstly, there were the
Raptors Space Marines. From orbit they could directly aid the Elysians, but
being independent and separate from 4621 Amy's supply problems they
would be better deployed on the ground as an armoured breakthvough
force to lead the attack. Neither the 3% or 12 Tallarn Aimoured regiments
urrently in the field were judged to still have the required combat power
for the breakthrough

In suppot o the Space Marines would be the Wathound Titars of Legio
Ignatum They had airved Iate and as et had ot been committed, but
o these great war machines would end their considerable weight 1o the
attack Their firepower and speed would dive them thiough the defendics
and allow a fast mowing elief column toreach Hydio-processing Plant
2330 quickly. It vas unlely the Tau had anything capable of stopping the
Warhounds on the planet.

The obvious choice for the relief colump itself was the 114 Cadian
fegiment, an entely mechanised unit AS et the Cadians had not seen

combat on Tatas, but the Chimera-borne infantry would be

a rapid advance. Colonel Stransii, the ‘regimem‘s 0 o
given his ordars. The Cadians were the last of De Stael’s reseryps,
Corps, but if he did not commit his temaining forces to battfe: O, thef
would surely lose the war. For the operation De Stael ordered that e {10
be given top priority for fuel supplies and the Tallarm regiments should
‘over any remaining stockpiles as well, feaving them with only ¢ 4
fel This order effectvely ended the fiveTallam regiments' cagabiy
conduct offensive aperations, making the Desert Raiders now & purelystatic
defence force.

Far the 23" Elysian Drop Troops and General Syckava, three days was

an incredibly tight deadline to plan the operation, but his regiment hag
planned and executed many such attacks before and relied on that
experlence to get Operation Comet off the ground quickly. The objective 25
Syckava explained 10 his sub-offcers, was to seize Hiclo-piocessing Pany
23-30 by 2 lightning assault performed with pinpoint accuracy. The byro-
plant must be taken largely intact, with collateral damage restricted 19 2
minimum, The plant wauld be of no use to the war effort if, in capturing it,
It was reduced to scrap metal. After the attack, the regiment must hold the
facility until the relieving ground forces reached them to take ayer

To cary his forces to their objectiva, Syckava's staff quicky developeda
plan with three distinct airbome operations. transportation, protecticn
and re-supply. This process started by assessing the available aircraft. The
23" reqiment was only as mobile as it had enough aircraft to cary . The
regiment had approximately enough Valkyrie airborne assault cammers

to commit half the regiment in one lift, but niot all the carriers could be
dedicated to the transport mission- Some would be needed for the resupply
mission, whilst the regiment's own Vultures and the support of an Impesial
Navy Fighter wing would provide the protection The attack would have
o be splitinto separatelfts. Essential heavy equipment, such as heay
weapons and Sentinels, would be included only on a strict priority basis.
Aloading schedule was quickly compiled, including everything from the
initial assault platoons and their supporting heavy equipment, (o extra
ammunition, fuel and enough food and water for the squads to last an
estimated three days in combat

General Syckava was anxious that the second It should take placeas.

quickly behind the first as it could, preferably on the same day. He knei
that with less than half his regiment deployed, and lacking much of theit
heavier equipment, his men would be vulnerable to a swift Tau counter:
aMtack. Once Operation Comet commenced, it would be assumed that
the Tau would move quickly to eliminate the new threat, the second fft
therefore would be a race against time The General was well avare that
theTau could mave their Manta-borne Hunter Cadres very quicklysa
Syckava pressed for his second wave to be foaded and launched on the

same day, but it was not possible. The distance from the Elysian airbase
the target was one thousand and fifty kilometres ~meaning that theod
Uip wiould take between three to four hours. Al the Valkyrie transpoits

would elready requie extra external fuel tanks to get them 1o the taigel
and back again, and once back, there would need to be maintenance.
batile damage repairs carried out, refuelling and a new loading sches
executed Inevitably, the loading schedule would be further delayed by e
105s of aircraft and crews during the firt It Two lfs i one day would
be possible, nstead the second It wauld have to follow on day e

General Syckavals next deasion was whether tis shoud be a dspight et
night-time attack. Night wauld help preserve surprise, but would eate.
extia problems for his men and piots, Only a few aircraft were fited W
night vision equipment, and given the accuracy needed he could rat o




14 Drop fnfaritry Company

3 Drop Infaiitry Company

4 'Drop Infentry Company

5% Drop infantry Company

6 Drop Infantry Company

7" Brop Infantry Company
8" Drop Infantry Company

- 9%Sentinel Company
10" Sentine} Company

Pemunenxiy Attached
709%  Storm Trooper Company
1344%  Stom Troopers Company
184%  Impenial Navy Tactical Wing

bombs and rockets would cause too mu(hd(magew 50, 9

inta the area at night on grav-chutes would endanger the assault]

The plant was a laige industrial complex; not an easy place ta land.
daylight, and with restricted vision at night he would lose mert 2 i
obstacles whilst landing. By attacking in daylight his forces could do
more accuracy. Night or day, losses in men and equipment were inevitabl

but the advantages of daylight far outweighed the advantages of a surptise 4~

night-time attack.

Amongst three days of hectic planning every task was urgent for the staff of
the Drop Troop regiment, but one important preparation for the attack was
target reconnaissance. General Syckava’s men needed to know what they

would be facing when they hit the ground. Gven the surprise nature of the

operation, the General could nat afford to pre-empt the attack by dropping
reconnaissance squads close to the targat. Should the squads be spotted:
or captured, he might lose his element of surprise There was no time 10
Infiltrate squads on the ground so his only option was orbital surveillance:
and high-altitude aerial reconnaissance by a specially equipped Marauder
bomber of 2424™ Bomber wing. This limited thie risk of alerting the.
defenders to the imminent attack and could provide images of the target
area, which could be turned into maps, but they could not give detals of
any garmison force. Enemy strength would therefore remain a mystery until
the battle started, but General Syckava believed that his entire regiment
and their support would be enough to overwhelm any garrison.

Detailed planning for the attack was also hurried though and the officers
10 lead the assault were briefed. The priority targets of the first lift would
be the central control complex, the lifting station, pumping statians 1, 2.
and 3 and the holding tanks, which should already contain huge quantities.
of pure water. If the site was destroyed in the fighting, the holding tanks.
would still be a valuable consolation prize.

Secondary targets would be the chlorination works, both the main and
reserve pumping stations, and the generator house All were to be captured
by the first attack wave. The second wave would relnforce the first wave

The 2424 squadion Marauder on ts surveillence mission. Operation Comet ‘suffered from a lack of
‘good intelligence. Without time fof proper 1connaissance, the Elysians jumped info the unknown.




30 }amm Operation Comet arrived [t was
plan, b vmu'g»fwamgimmrm High Command many felt
being conducted with 1o muich haste and running too miany risks.
amatrung by 3 fack of afcaft? Did the two it plan compramise
the attack? Worse still,did it feave the first lift oo vuinerable to a Teu
¢ounter-artack? Comet also lacked guod reconnaissance and intelligence
information, and there was also the risk of the fele forces” breakthrough
1 the Iracunda Isthmus being delayed or seriously defeated. Even bad
ther could affect the Drop Troops® abilty to resupply. The 23 Elysian
"~ teglment could easily be heading for a disaster and, given the stakes, a
‘botched operation could cost the Imperiuni’s forces the war and the planet

Despite the strong objections, General Syckava felt his mission was
‘achievable with the forces at his disposal. He was confident he could take
the processing plant and hold it for three days against whatever the Tau
thiew at him- 1t was running no more risks than any drop operation ever
faced and with & water supply firmiy in their hands, the 4621 Army's main
supply headache would be solved and the advance to Tarokeen could then
continue Operation Comet was to be the tuming point of the campaign

First Lift
Attheir barren desert aibase, surrounded by the small camo shelter-tents
that had been home to the 23 Elysian Drop Troop regiment for the past
four weeks, the aircraft and men of the first lift were preparing for take-off.

*Jast of the night's freezing cold: The assaut
‘each man weighed down with fis combat kit and g

alongeide them stood squads of buily Storm Troopers; these
the first to land.

Meanwhile pilots, co-pilots and door-gunners were el Vakinis
carrlers and Vulture qunships, and running through final pre-flight e
and powering up systems, One after another thiey fired up their twin g5,
MV afterburning turbojets, the din rising to a crescendo as tha d
accelerated to full speed. Engine tests completed they powered: """"‘9&;
engines iding to a low: rumble before lowering the rear eSS 1amps and
awaiting the mission launch codeword &

Squad by squad, platoan by platoon, company by company, the Diop Tioggs
marched into their transports, up the ramps and int their seating positons
Once each squad was in and secure the sergeant hit the ramp dlose buton,
sealing the Guardsmen inside untilthe order to jump came, The atmosphera

was tense but this was it, after weeks of waiting in the deserts the- Elysians

were finally going to get into the war and fight the Tau.

For the men assigned to the second lift, coolly awaiting thelr tur, the feke-
off was an awesome spectacle, One hundred and sixty Valkyries and thicy
Vultures simultaneously powered up their engines, creating a desfening:
roar that shook the ground and ralled out for kilometres across the flat
desert sands. One after another the aircraft began to slowly rise, kicking
up swirling sand and dust as they lifted clear. To the observers it was an
unstoppable airbome armada Wave after wave of Valkyries and Vistuses

AValkyne rea
Overhead, Vulture guns|

arms and refuels, ready to trang;
ships head out on anather sor

port the tegiment’s second ift,
e n support of thase already in hattie



climbed slowly to altitude and began to circle, awaiting the other aircraft of
their formations before synchronising speeds and racing away northwards.
Flying in platoon formations, ene behind the other in a single stream of
aircraft, the carriers and gunships made for a marshalling point north of the:
airbase. There they would rendezvous with their air cover, fighters from the
1002 Fighter wing, whose role it was to protect the vulnerable air convoy
from enemy fighter attacks. Flying alongside and above the Valkyries, fifteen
Thunderbolts formed a shield around the Drop Troops.

Keeping low for maximum concealment, the entire armada swept low over
the desert floor. On the ground the rumble of so many approaching engines
00 became a roar that filled the sky with thunder. In the deserts below,
Tallarn Impenial Guardsmen looked up to see the stream of aircraft soar
averhead, formation after formation crossing the sky and heading for the
distant horizon. They veere riot the only ones to see the Drop Troops heading
noith, as from their hiding places scattered Tau Pathfinder and Stealthsuit
units also witnessed the air armada and guickly reported the sighting to
their commanders. A major attack was imminent, but s yet the Tau did not
know where the blow would fall

For the Storm Trooper squads in the vanguard of the air-train, the flight

10 the target lasted two hours. The journey was nt without incident as

2n accidental mid-air collision destroyed two aircraft, One Valkyrie carrier
suffered engine failure and was forced to make an emergency landing in
the desert and twice during the joumey aircraft were targeted by seeker
missies, locked-on by markerights from the ground. Both times the missiles
Impacted, destroying a Vulture and forcing another Valkyrie (this one
cartjing Captain Lohgan, the commander of 2 Company) to crash land.

Ten mingtes out from the target the Valkyries transporting the Elysian
squads ciimbed to jump altitude, the engine pitch rising as the ircraft
- strained upwards, Meanwhile the Storm Troopers kept a lovier altitude.

. theywould deploy via fast ropes directly into battle, supported by Vulture
gunships.As the Valkytie formations dlimbed higher, squad sergeants raised
theli men and readied them to jump, each man checking his grav-chute was
Working, then securing his respirator and helmet visor in place. With a last |
fajee 1o the Emperor mumbled aver the whine of hydraulic pistons as the

{61 tamps opened, they were now over the target; the jump ights turned

- deen and the assault squads plunged out into the sky.

Hydo-plant 23-30 vias defended by many drone senty turets,along with a human and Kroo gatrison.
Here, & turret s engaged by a Helstrike missil as Kroot advance to engage the Drop Troops.

As the Drop Troops jumped, the vanguard of the attack was already arfiving
over the processing plant. The approaching craft had been met by ground
fire as the garrison, alerted by the thunder of approaching jet engines,
streamed out to meet their airborne attackers, Lasgun rounds and heavy
bolter tracers snaked up to meet the low flying Valkyries and Vultures, shots
bouncing off nose cones and engine cowlings as the Valkyries slowed to
hover over their objectives. From the wing winch ropes descended, followed
by the Storm Troopers sliding down directly into battle Above them the
Vultures were strafing targets, returning heavy bolter fire with their awn
heavy weapons, the Vulture qunners under strict orders to minimise:
collateral damage meaning they could not unleash their full arsenal.

It was mid-morning and the battle had bequn The processing plant’s lifting:
station and first pumping station were the objectives of the 23 regiment’s
31 Company, under the command of Captain Malik. His orders were to
capture both intact and hold them until relieved by troops from the second
lift. Malik's action to capture the objectives was typical of the battles.
fought throughout Hydro-processing Plant 23-30 during the first assault:
Two Storm Trooper squads would be the first wave, deployed dicectly onto
the target from hovering Valkyries, with a Vulture gunship in close support,
The elite squads would set up homing beacons and take the brunt of the.
initial fighting as the rest of Malik's company grav-chuted inta the target
area, guided by the beacons. Once those squads tegrouped the captain
would lead 1% Platoon against the pumping station, whilst 2 Platoon

and 3" platoon attacked the lifting station. Fourth platoon would be held
in reserve, waiting on the ground to reinforce the defences once both

were captured The company's heavy weapons platoon was split betyween
the infantry platoons, a fire support squad with 2™ and 3 platoons, the
mortars with the reserve squads and the anti-tank teams with the Captain
for direct support during his main assault

As soon as they had landed, the two Storm Trooper squads came under
heavy fire from drone sentry tusrets. The turrets, equipped with distuption-
field generators, had not been detected by the aerial reconnaissance. Toking
heavy fire, and with casualties mounting, the Storm Troopers deployed the:
beacans but were quickly pinned down. The turrets were only silenced by
strikes fram the supporting Vulture qunship, but already they had inflicted a
heavy toll on the elite troops. This left the pumping station still strongly held
by gatrison force of human auxilares.



| The heasy helmet i constructed of reinforced plastee, with extra aimour
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The Drop Troaper's helmet is 3 Type 5 pressue helmet. A dulky and

infamously uncorsfortable piece of equipment, it s worr for high-altitude

 drops. As standard it incorporates air lines which draw from dispensers

*In the trooper's grav-chute to stabilise the trooper’s inner ear pressure.

A dangerous aspect of high-altitude jumping is the rapidly increasing ait
essure during the trooper’s descent, This pressure needs to be continually
ualized and pressure-equalizing ear protectors prevent the r

‘from bursting the trooper’s eardrums which, although not fatal,is painfu!

enough to render a Drop Trooper & non-combatant

protection incorporated into the front of it. The basic helmet also contains
& tinted flash suppression visor and a short-range communications receiver.
Allvoxoperators wear  variant of the Type 5 helmet with comms-booster
equipment built in

2, Armour

The Drop Troaper’s armour is constructed of cast, lightweight synthi

plas ~ this provides a good level of protection whilst keeping weight to
aminimum. As Drop Troops will often operate for extended periods aviay
from supply lines, they must carry a lot of extra equipment themselves,
Weight saving is important to reduce encumbrance during drops and to
allow space for extra ammunition, grenadss, ration packs, etc.

Each troop is issued a chest and back plate, complete with respirator and
air hose attachments for the air supply (required at high altitude) and
attached shoulder pads. Separate elbow pads and knee pads give extra
protection in combat and on landing ~ some veteran troopers discard these
pads after landing to help reduce their overall weight, especially if operating
in difficultterrain, but most troopes prefer the extra protection. On Taros all
armour was painted codex grey

LYSIAN DROP TROOPER

3 Clothing
The Guardsman wears a PT-38 jumpsuit, a cne piece reinforced covera
‘made of hard wearing synthi-canvas. It is supplied in a variety of cologes
and camouflage schemes, and on Taros a sandy coloured jumpsuit yyss.
ysed. The jumpsuit can be wom with a thermal liner for high altityge drops
where temperatures in the upper atmosphere are sub-zero, On Tarog tha
lining was not issued due to the diimate at ground fevel and the alfiude of
the jump. The jumpsuit is always worn with gloves and a respirator mask
which prevents wind burn on expased skin. Wind bum is a side effect of
rapid free fall, much like friction burns, but caused by friction with the zir

The jumpsut includes thick quilted pads on the upper ams snd fegs,
referred to as ‘impact pads' These help reduce the effects of blunt traums
from impacts and give additiona! protection during a ¢allision or hard.
landing, the pads being filled with foam to absorb and distribute the energy
of an impact The jumpsuit also includes a variety of pockets for extra
storage space.

The Drop Trooper alsa wears the distinctive tall jump boots of his kind,
designed to give strong ankle support upon landing, and jump gloves, one-
being pushed through the belt.

4. Lasgun

The trooper's Accatran pattern Mk IV lasqun s a lightweight weapon
manufactured on Forge World Accatran and supplied to the 23¢ Elysian
tegiment. s overall length is shortened by its ‘bulloup design, with the
powercell positioned behind the handle. This is ideal for Drop Troaps who
must crowd into the troop compartment of a Valkyrie, camying all their kit
into battle, and who often nead more spare ammunition, rations, water etc.
to operate beyond supply lines, as well as wearing a bulky grav-chuste Exta
carrying capacity and weight is always at a premium for Drop infantry.

To conserve ammunition and reduce wastage, the weapon only has a sing'e
shot setting and cannot be used for automatic fire. It uses a standard pawer
pack, good for fifty shots, and operates in the 19 megathule ange. The
power pack can be recharged by exposing its thermal cells to heat o light
but the recharging takes time, and cannot. generally be done during combat
50 extra power packs are aliways caried,

The Mark IV variant [asgun includes an auxiliary krak grenade launcher
mounted under the barrel. This is a short range, single shat weapon

isstied 10 officers and NCOs for additional squad level clase support Tre
lasgun also has a canrying handle and solar convertet for power pack.
recharging. This model of lasgun daes not include a bayonet ug and Elysan
Guardsmen must fight with their knife if engaged in hand-to-hand combat

Many Elysian regiments prefer to equip themselves with assauit shotguns
for extra close range combat upon fanding. Although this i e, Genee!
Syckava (the commanding officer of the 23 regiment) believed ths
rastcaly teduced the regiment' firepower in the longer ferm whist
defencing an objective: Some veteran troops st chos (o take a ShOIg.
but the rank-and-file were allissued lasquns as standard.




5. Equipment
The grav-chute {not shown here) i 3 complex piece of equipment issued
<olely to Drop Troop fegiments and Storm Troopers for special missions.
t s wom across the shoulders, above the backpack, and because of its
weight and bulk is usually discarded immediately upon landing, freeing up
the Drop Troaper to fight less encumbered. Grav-chutes only operate at a
set altitude and the troops are in free fall until theirs activates, controlling
their descent with their body’s position. The grav-chute slaws the final
descent, but impact with the ground is still hard and upon landing
troops must roll with the impact to absorb the shock. Drop regiments
spend much of their time training 1o control the free-fall descent,
i collision avaidance and practicing landing procedure. Despite
this accidents are not uncommon and grav-chuting is inherently

jangerous. During a high level jump from 10,000 feet, it will
take approximately two minutes to reach the ground

m i i Trooper Hyde of thel
rt squad, Heayy Weapas
EF Company, seen here duriligy
e, wearing the standatd ntors
i0ur and equipment {53 10 all
members of the 23 regiment ot TS 8
He was viounded n action on the thild %
3y of the battle, defending Hyaro-
Pprocessing Piant 23-30. It is currently.
unknawn whethe he was killed in action
Or became a prisoner of war.




| fragmentation grenades, a krak grenade, a combat knife and the Elysian’s

s a tespirator mask (worn on
m%ﬂnk {incorporated into the back
bigh altitude deployments — ths air supply s not farge
e used in hostle snvironments. The mask covers the
chalf o the face which is not protected by the helmet and the eatire
(espirator unit 15 attached to the air supply via underarm pipes.

Othet standard z’q.?xpmenzvissued for Operation Comet and worn by the

Trooper includes two ammunition potiches, a water canteer, two

awn tactical load-bearing backpack, worn under the grav-chute on the

 lower back and complimented by two side pouches. Rations and personal

kit are also stored here.

6. Drop Canister

Eehind the trooper is a diop canister, These large containers are used to
{and a wide variety of equipment it a drop zone For heavy weapons
‘teams they will contain the heavy weapon itself (heavy bolter, missile
launcher or moitar) and spare ammunition, which must be recovered
by the crew before gaing into action. During an operation other drop
canisters will be landed containing spare ammunitian, rations, water, fuel,
medical supplies and all manner of spare equipment.

Due to their size, Elysian Drop Troops refer to drop canisters as ‘coffins’,
and after 3 battle they are often put to this use.

7. Insignia

‘The regimental insignia of the 23 Elysian regiment is a winged spear

in frent of a sun and this Drop Trooper bears it painted onto his chest
plate. The Taros Campaign badge has been temporarily stencilled onto
the left knee pad, and this will be overpainted before the regiment's next
deployment.

The Drop Trooper wears his company number o the right shoulder pad
In this case 6% Company, whilst regimental command staff use the letter
C The left shoulder is blank for troopers and has a red stripe for veterans
(those with at least eight combat drops). Officers have a more decorative
left shoulder pad: the winged skull o low ranking offcers (sergeants and
lieutenants) and a laurek-wreathed skull for high ranking officers (captains
and above).

A5 a lows ranking trooper this Guardsman's helmet remains codex grey
NCOs and officers use & system of stripes on the back of the helmet
1o identify themselves on the battlefield: sergeants use a white stripe,
lieutenants use a yellow stripe and higher-ranking officers use a yellow
stripe trimmed with red

The cast skull badge wor on the left breast is zn honorific and s a
regimental citation for the 23 Elysian regiment’s part in the Assavlt on
Fort Moros. It can be worn by all members of the regiment, whether they.
took part in the operation or not

The scratch marks o the side of the helmet are a persenal addition to the
11coper's ki, and many membets of the regiment will ecord the numbes

of combat draps they have made in ths way Amangst the Elysians it is an
unoffical adge ofsemioiy, the mote drops siived, the mote seior e
tooper amongst his fellow squad members,

Helmet front =
standard to all Drop Troops

Drop Tooper

Left shouldet pad Veteran

Right shoulder padt: Company Humbee
Left shaulder pad: No marking

Lieutenant

Captain

Colonel

Right shoulder pad: Company Number
Left shouder pad Winged Skul

Right shoulder pad: Company Namber
Left shoulder pad: Winged Skull

Right shoulder pad: Company Kumber :
Left shoulder pad Wreathed Skl

Right shoulder padt: Command €
leﬂ:hvu/derpari'mmmedw"




the Storm Troopers were engaging the enemy, Malik's men were hitting
quound, shaking off their grav-chute packs and reorganising into their
squads, each group of men rallying on their sergeant swiftly and efficiently
The piocessing plant was already echoing to the sounds of gunfire,
explosians and the roar of jet engines and, quickly reqrouping, it was
therefore up 10 1% Platoon to dlear the defenders, Leading from the front,
with Commissat Grazl alongside him, Malk closed on the pumping station
Enaaging in a firefiht he found the defenders were well entrenched and
fought tenaciously. Exchanging heavy fire the Captain looked to break
the ceadlock and led 1% Platoon's assault. Yelling the regiment's motto
*From the skies!* Malk rushed in. As fragmentation grenades exploded
alf around, his assaulting squads set about clearing the pumping station
\n 2n intense close quarters fight, only to find the pumping station was
also occupied by Kroot mercenaries. The assault had overrun the human
defenders, but the bloodthirsty Kroot were a different proposition. With the
‘Captain fighting desperately In hand-to-hand combat, 14! Platoon’s squads.
were repelled, falling back before the savage aliens under the covering fire
of fr2g and kiak missiles. Captain Malk was kilfed during the confused
withdrawal, his mutilated and half-eaten body later reparted seen hanging
from the pipe works.

Theit first assault bloodily repulsed and with their commanding officer
dead, Commissar Graal now took command of the Elysian attack He set
about ralfying the forces, including the surviving Storm Traopers. Reports
were aifiving that the first Tau response to the attack, a flight of Tiger Shark
bombers, was closing rapidly. The battle was intensifying and damage was
mounting. The flight of Tiger Sharks overfleww the plant, streaking low and
scattering clouds of drones in their wake. It seemed the Tau were deploying
any forces they had available o defend the site and, reinforced by the
drones, the Kroot defenders continued to fire from cover. It would take
another assault to clear them.

To prepare for the second assault, Commissar Graal sent a runner back
10 the martar squad; he needed the defenders softening up with a
bombardment before attacking, Crouching in cover amongst the pipes,
stofage tanks and detritus, the Elysian Guardsmen waited for the mortar
bartage 10 do its work before, driven forwards by their Commissar, they
fushed the pumping station a second time.

It hatd fighting again, but the accurate mortar barrage had shaken the
Kroot. The surviving Guardsmen swept in and ovenwhelmed the remaining
defendars, capturing the pumping station. Graal immediately called
forwards 4% Platoon to reinforce them In response the Kroot allied and
ttied ta charge back, but too many Guardsmen were now waiting for them,
and most of their xenos foe were cut down by lasgun fire. The battle for
Pumping Station 1 had been costly Over half of 1% Platoon and the Storm
Trosgers were dead or injured, and the objective itself had taken severe
damage in the attack and mortar shelling

By dusk, after a day of combar, Hydro-processing Plant 23-30 was captured,
@ allthe primary and secondary objectives were in the hands of the
Eiysian Drop Troops, There were still some enemy stragglers and snipers

out amonast the industrial debris, and Drop Trooper squads were
<amiously patrolling through the holding tanks and pipelines hunting them
94 The fighting had been firce and the garrison had given a surprisingly
S11ong account of themselves. Outnumbered and outgunned by the Elysian
24 mobile firepoyver the human traitors could have easily broken and run,
bititstead they, along with their Kicot alies, had fought mercilessly hard
allday, and many locations had been badly damaged because of their
$101g defence,

Day Two ~ Crisis of the Second Lift X I e
The entlre fift progess was repeated 2gain on the second morming, with the
second wave being loaded and lifting off to relnforce the firstifi Overnight.
the hydro plant had been secured, straglers had been rounded up andar
perimeter established around the base The men of the second lift would
now jump Into that perimeter and move to,reinforce it. Unlike the f

morning, the element of surprise had been lost, and the Tau were now

waiting, They were also mobilising to retake Hydro-processing Plant 23 30,
their Mantas loading up fresh Hunter Cadres.

The first fft had bypassed the Tau defences relatively unscathed, bt
the second lft had a far harder task and the Tau diverted all available
Barracudas to intercept the air train. The Valkyries and Vultures, aithough
potent weapons in their own right, were no match for high performance
Jet fighters in a dogfight, and flying in formation they were vulnerable. The.
Imperial Navy continued to provide fighter protection and as the second

lift approached the target they encountered the incoming Barracudas.
Thunderbolts and Barracudas soon twisted and tumned in the aff, strafing
each other with autocannon and burst cannon as they wrestled for
superiority. By now, the two sets of pilots were old foes, many having:
already learned the other's tricks. As dogfights raged around them, the
transports raced on towards the target, but those Barracudas that broke
through created havoc amongst the formations. Scattered like sheep before
wolves the Valkyries tried 1o escape the Barracudas, but seven were quickly
shot down. The scattering of the formations would alse cause problems
over the target. Many units were expecting to be reinforced, but confusion
now reigned as squads became lost and intermingled, but despite the
unexpected losses, the remaining Valkyries bravely flew on.

On the ground dawn had seen the start of the Tau counter-attack. Weary

from the previous day's combat and with many units low on ammunition,

the Elysian platcons now dug-in around the hydro-plant saw the great
winged shadows of the dreaded Mantas approaching over the dasert: #
Shimmering in the morning heat haze, the Mantas began to deploy their
cargoes, The Tau attack would come soon

AVl around the perimeter — from buildings tumed inta heavy weapons
strong points, on walkways, behind barricades of steel piping, from slit
trenches dug in the sand or behind sandbagged positions — tense, dusty,
hollow-eyed Drop Troopers awaited the inevitable Tau attack. lsolated they
were now surrounded on three sides with their backs to the sea. When 1t
came, the Tau attack could come from any direction. As they checked their
weapons or sharpened knives one fast time, the Guardsmen were heartened
by the thought of the second lift winging its way closer by the minute.
Fallowing that drop would be the impetial Guard relief column, even naw
rumbling across the desert towards them. The Elysian Guardsmen had to
fight hard and hang on until the reinforcements arrived.

The morning’s battle started with a wave of Tiger Shark bombers. Just as on

the dey before the Tau Empire bombers raced in ow. This time rather than 2
dropping more drones, they unleashed missiles and ion cannons, blasting 3
the hydto processing plant with massed fire. Regardless of the damage they

were infiicting on the facility the Tau's ammuiition pounded the Elysians, 5
prepanng for their ground attack. As explosions mushroomed about them,

all the Guardsmen could do was hug their cover closely and wait for the

ordeal to end. As the noise of the aerial bombardment faded, the whine of
approaching jet engines grew: from all directions came Devilfish transports

and Hammerhead tanks, and Fire Warriors with their distinctive long pulse. o
ifles could be seen scurrying forwards into range, and with them came the.
bantlesuits: The attack had begun
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Adrone senfiy turret burns a5 Drop Troaps fight n the smoke-blackened inferno of the wrecked hydro-plant

The Tau attacked with a calm, ruthless ferocity, blasting the Elysians with
Heay weapons and massed pulse fire in a long range firefight They easily
outgunned the Guardsmen, but the Elysians were not powerless to respond.
Thelr own heavy weapons, mortars and Sentinels returned fire and rounds
slashed ecross the no-man’s land between the two forces, but the Drop.
Troops held their positions as the firefight intensified. Well dug-in and
concealed the Elysians could not be moved by firepower alone. They would
have 10 be rooted out with grenades and in bloody hand-to-hand combat.
Their attackers were reluctant to use such metfiods — yet

With the firefight still raging around the perimeter, the Valkyries and
esconting gunships of the second lift came into view over the southem
herizon, Climbing to jump atitude the men inside were already waiting
1o deploy directly into the battle —reinforcements had arrived to even up
the odds.

The second lift Jumped directly inte the battle, but was exposed to the Tau's
heaviest fire as they fell Looking down from the rear ramp of his Valkyrie,
General Syckava could see the panorama of battle laid out beneath him.
He could see the Tau armoured vehicles and infantry, and hear the hail of
fice that now) waited to greet his men A few moments later he was out of
the door and falling through the weaving curtain of weapons fire thiown
Up by the Tau forces. As he fell he saw one Valkyrie, both engines gushing
flames, plunge towards the ground to impact in an orange fireballin the

. desert, Another wias hit by a missile and nose dived into the sea. In their
altempts 1o ayoid the Tau's anti-ailcraft fire the pilats of the Valkyries took
€mergenty evasive action, but 2 the transpoits manaeuvied the carefully

‘phanned formations of Drop Troops were being scattered across the desert

“uiiounding the target. Some fell within the perimeter, other plunged into
1he toic sea and died screaming in agony, whilst more fel aniongst the

Y W"ogﬁﬂd’w;ﬁfau Horces, shot down as they fell

The second lift had jumped into a storm of weapons fire. Already it was
scattered and taking heavy losses. On the ground the firefight had paused
whilst the Tau turned every gun they had on the second lift: Defencefess
‘men were being killed in mid-air their bodies tumbling down to hit the-
ground dead. For lhe men of the first lift it was a lesplte from the heavy
fire, but a heart-br \g disaster for the opy SUCCesS.
Hammered in the air the men of the second lift now had to try to regroup,
find their way to defensive positions and get into the fight.

General Syckava hit the ground within the perimeter on the southern edge
of the hydro-plant. He ran for cover, st bearing the weight of his grav-
chute and as he ran a stray pulse round struck him through the arm and.
knacked him off his feet, Other men rai to ald their general and dragged
him to safety out of the line of fire. A medic was called for, but as the battle
unfolded, the regiment's commanding officer was seriously wounded and
out of the fight.

The surviving Valkyries sped away, many peppered vith holes or limping.
on single engines. The Vultures had tried 10 respond 1o the Tau, swooping
in to unleash rockets and autocannon rounds, but their fuel tanks would

only allow them to linger for so long before they had ta fetum to refuel. The ¢

pilots did what they could for the defenders before following the Va!kyr&es
back to base.

The regiment’s second-in-command, Colone! Balach, was informed of
Syckava’s wound and that he was now in charge of all the ground forces.
From his position on top of the administration block, watching the Vultus
flitting about the desert, dodging fire then popping up to launch salvoes
of missiles, the Colonel realised that air support was the key 10 keeping
the Tay at bay and surviving the cauldion of fire that thie regiment was
nov trapped in. He needed more air support ~ fast. Colonel Balach




Chimeras of the Cadlan 114" Regiment advance towards the lracunds lsthmus along with Legio lgnatum
Warhound Titan, The Titan pictured on the right s the Advensis Primars later destroyed in the fighting:

aprionty to General De Stael's
siich a request. * Holding objective. Surrounded by enemy forces in great
strength. Urgently require air support to sustain perimeter. Please advise on
likely ETA of relef force.”

making just

The message was heard loud and clear by both Lord Marshal De Stael and
the Tau commanders, who were listening in from within their Manta. As the
Imperial Navy scrambled a fighter wing o join the fray, the Tau Barracudas
vectored in 10 intercept them. Now the effects of the Tau's earlier daring
fald on the airbase were felt Already most of the Imperial Navy's fighters
viere In the air supporting the refief column and protecting the surviving
alr-train retuming to base. This third request stretched the Imperial Nawy's
remaining resources. They had received no replacement aircraft since the
campaign had started and fuel supplies were starting Lo run low. In all

only six air worthy Thunderbolts could be found for the new mission — it
wasn 't encugh, The six Thunderbolts encountered twelve Barracudas as they
approached the Larget and, afet four aicaft were shot down, the suniving
Thunderbolts found themselves fleing back to base. Colonel Balach did not
et his much needed air support and was now on his own

At Hydro-processing Flant 23-30 sporadic firefights continued for the rest
of the day and through the night. The Tau were content to sit back and
besiege the defenders, wearing them down with long range weapons fire
whilst husbanding their forces for a final assault to dear the plant.

Day Three ~ The End of 23-30

With the Imperial Navy unable to assist them, the 23 Elysians had to

fely on their own Vultures. After returning to base the gunships re-armed,
tefuelled and set off again. They would pravide constant rolling air cover
for the men on the ground, but the distance between their base and the
battle meant they could never stay for long, Stil, throughout the day and
night the Vulture gunships skimmed in and unleashed their fiepower
before returing 10 base,the skies luminated by the fey streaks of missle
launchers and the distant crump of warhead: impacts.

After two days and nights of fighting, Hydro-processing Plant 23-30 had
been pounded into rubble. Tau heavy weapons and Elysian counter-fite was
reducing the area into little more than a growing pile of junk metal. Itvas
a ravaged landscape, pitted by mortar craters, covered with the wieckage
of twisted and charred pipes, and littered with splintered steel, ash and
the bodies of the dead Tracks were barricaded with the husks of bumed-
out Sentinels and half-demolished water and chemical storage tanks, theit
contents long since dashed upon the sand, stood sentry over the battlefield:
Within this steel jungle crawled the survivors, crouching in cover, their
uniforms ragged, dirty and bloody. They were all tired, exhausted fiom
1wo days and nights of constant fighting, and the threat of  renewed Tat :
offensive i the night had kept them all awake, meaning few had goenthe
rest they so desperately needed. i

After the previous day's long range bombardment the surfoundingTat
forces now closed in to finish the job. Well aware of the relief columa.
closing in, the Tau set about reducing the perimeter quickly. When dawi
broke they mercilessly unleashed their biggest weapen and a Mznta
swooped in aver the hydro-plant, casting an aminous shadaw over th
Guardsmen beneath [ike a great bird of prey. The Elysians had o ansier
the Manta's fiepower.its drone-controlled burst cannon tuets aked the
Site in 2 cascade of fire. With the Guardsmen pinned down by such fiedy
fire the battlesuits then moved in, followed by Fire Warrior teams..

Under the wings of their Manta suppor, the Tau finally losed i and!
their heaviest weapons at point blank range The Elsians foughtbsck!
but even with their Vulture air support attacking the Manta they
iope 10 vin such an uneven batrle: Stowly the Tau cleared the s
by section and the Elysians fought bravely, then fell back or ied;
small pockes of resistance remained around the contiol complex:
€auseway 1o the primary treatment centre. In the mid aftenoon,
commander requested a ceasefire and asked that the remal

surender He informed Colonel Balach that there was not

by continuing the pointiess laughtes The batle was st is el




 die now was to die in vain. Colonel Balach, now wounded

1o surrendey and vowed to fight on. By nightfall he \as
and the 23 Elysian regiment had been all but anniflated

Tau Fire Warriors founded up the few survivors, including General
/a, disarmed them then loaded them into the holds of therr Mantas.
soonw! of the huge transports landed and began to collect the Hunter
Cadres for redeployment They left behind 3 twisted, smoke shrouded
battiefield, littered with wreckage and the dead, Operation Comet was over
it too had failed

Operation Comet: Space Marine Breakthrough

Since the offensive towards Tarokeen hiad stalled, there had been little
fighting between the Tallam regiments and the Tau. The Tallarns had made
small advances and continued harassing artillery fire but, short on supplies
and critically low on water, they dug-in 1o conserve what supplies they

had. The men set about laying minefields and razor wire in front of their
positions and whilst the Imperial Guard were not advancing, the Tau did not
counter-attack With the Guardsmen marconed in the desert, the Hunter
Cadres conserved their own strength for the battles still to come.

It was critical to the success of Operation Comet, and maybe the outcome
of the war, that relief forces reached the Drop Troops in three days. Before.
any relief force could make its advance though, a breakthrough had to be.
made through the westem end of the isthmus. For the ground forces to
reach there, they would have to traverse the narrow strips of land between
the small seas and lakes in the region. Channelled by the terrain, any attack
would have to be directly into the teeth of the Hunter Cadres’ firepower.

‘The Tallarn reqiments were no longer fit for the offensive They had lost
00 many of their men and most of their tanks in the long drive north
The war was entering a critical phase and had rested on Operation Comet.

succeeding, De Stael tuned tathe bmm's

“ground action, it was time 1o commit themag;}n The

be the spearhead of the thrust, supported by the Titans of Legio

The Wartiounds were the Imperium’s Iafgest war machines on Targ

unlikely the Tau had any answer to them. Between these two

would smash through the narrow terrain, sweeping aside any.

and clearing the way for the mechanized 114" Cadian regiment

north to reach Hydro-pi 1g Plant 23-30. The uog
would begin on the same day as the Elysiaris launched Operation 6—0'0'-";

Captains Orelius and Kaedes oversaw the Space Marines' preparations |

the attack. Thundeihawk transporters started thei work, transferring fand
Raiders, Predators, Whithvinds and Rhinas from the War Talon to the surfa
whilst Techmarines armed and blessed the vehicles. The battle-brathers

of the 2" and 6% Companies mustered for an armoured engagement.
Thunderhawk transporters plunged from orbit to Jand at the assigned
assembly area, just west of the northern end of the isthmus entrafice.

On board the transporters were Land Raiders, Predators, Whirlwinds ai
Rhinos, all carrying the squads of 3/ Company. The attack would come
swiftly, giving the Tau minimum time to respand, and it would comein =
ovenwhelming force. [t would be spearheaded by the armour of the Raptors:
Chapter, supported by the firepower of the Warhound Titas, veth the 1147
regiment awaiting the breakthrough to begin theic own mission = the relief
of Hydro-processing Plant 23:30 :

While the Space Marines assembled, the Warhound Titans of Legio-

Ignatum were stalking north to join them, striding throuah the deserts
accompanied by the sprawling Chimera formations of the Cadian regiment.
For the first time in the campaign, the Tau would experience a true army
of the mperium, the combined weight of the Imperium’s fighting forces
committed as one.




rdsme'fau were prepartd {or an attack and, as ever, their Hunter
quickly e the calf from their forward scouts. In earlier
ments the Tau Kiad always been able to make the most of their long-
fariged weaponry 1 pick off Leman Russ and Chimeras, Now they faced
ans, equipped vith massive viespony and protective vold shields,the
tage fay with the imperium. This would be a different battle

¢ Warhounds engaged the Hammeheads at maximun range, blazing
with massive turbo-lasers. The Space Marines sped forwards, their
Kaiders leading the way with Whirwinds In close support and
Pred;tms on the flanks. Hoping to halt the assault the Tau could na longer
simply.give ground before the attack, they had to stand and fight, and this
was 1o the Space Marines” advantage. The Raptors strike force could close
the distance and start o engage with their highly accurate lascannon and,
conducted viith speed, accuracy and their trade mark aggression, they
tore into the Tau defenders, deploying Devastator squads from Rhinos to
lend thelr ire support, Suddenly the Tau were suffering heavy losses. With

" Void shields flaring against raigun hit, the Warhounds stode forwards,

cbliterating entie vehicles with a single hit from their weaponry and

. stomping on the wreckage as they advanced. For the fisst time on Taros the
Tai fell back having had the worst of an engagement, the desert marked
by tell tale columns of smake rising from the burning hulks of their vehicles.
The Warhounds continually stalked forwards, obliterating anything in their

. path, and along with the Space Marines now advancing about their feet,

the. mmh(ned farce thrust a sword clean thmugh the

opened the way onto the Iracunda Jsthmus. The Tau rallied ande,i‘ 3
of a fresh Hunter Cadre saw the fighting intensify again. This time the
Tau would deploy @ new weapon. No Imperial commander hadem
encounteted this new mark of Tiger Shark before and the aircraft camé
in fast, skimming the desert so low it kicked up a dust cloud before
climbing over 3 shallow rise to open fire. Missiles ippled fiom the
aircraft’s wings, flaring bright against Warhound Advensis Primars’
void shields. The explosions overpowered the generators, which cut oyt
and the following shots from the Tiger Shark’s twin railquns struck the
Warhound squarely in the hull With devastating power, twa hypersanic
shots tore through the thick armour plates in an explosion that showereq
the surrounding desert in molten shrapnel. Critically wounded, the
Warhound staggered backwards under the impacts, tottered and, 1o
the astonishment of al, fell

Where once Imperial commanders had thought the Titans untouchable:
to all but a Manta's firepower, suddenly the Tau Empire had a new
tactical weapon capable of bringing down their mighty war machines.
The wreckage of Advensis Primaris |3y billowing olly smoke as the sand:
settled over her Inside the crew lay dead at the controls, including High
Princeps Jemay, killed by agonising bolts of pain that had fed directly
into his brain from the Titan’s mind-impulse controls. It was a bitter and
unexpected loss and the remaining three Titans withdrew rather than.
face another strafing run. Their mission was 2lready complete; the HA"
Cadians were now able 1o begin their strike northwards.

The Space Marines and Warhounds had advanced the required fifty
kilometres in just a day of fighting. Skirmishing continued in the area
all day, with Space Marine patrols hunting down any Tau straggless o¢
Pathfinder teams bold enough to return to the battlefield, whilst behind
them the 114™ Cadians roared their engines inta life

Wreckage of the Tau defonders fiters the desert

95 the Titans and Space Marines adkance.




From bitter experience fighting Titans in other warzones, the Tau Enpire upgraded the killing power of the Tiger Shark: This newly modliied craft, designated the *
“Tiger Shark AX-1-0;, destroyed an Impenal Warhound, forcing the Legio lgnatum to withdraw from the deserts of Taros o face further devastating fosses.

Despite the victory, the loss of Advensis Primaris was a worrying
deyelopment, the Tau had obviously learned from their previous experiences
fighting the Imperium’s greatest war machines. In the past Hunter Cadres
had faired poorly against Titans, now the Tau had developed a weapon
capable of fighting back. The new Tiger Shark had been upgraded to carry.
two heavy railguns, sacrficing its standard payload and ion cannon for the
. kind of firepower usually only mounted on Mantas or spacecraft

Ommlnn Comet: Imperial Guard Reinforcements
The completion of the Raptors' attack was the signal for the 114" Cadian
‘fegimertt to begin its part of the operation. The regiment’s mission was to
relieve the Elysian Drop Troops who were already fighting to secure the
- hydio-plant The Chimera-bome mechanised regiment was to dash to link
\wwtd\mem and had two days 1o cover ane hundred and fifty kilometres
S . potentially enemy infiltrated, desert.

: Matines and Warhounds had cleared the way and now the
ental Guard, under the direction of Colonel Stranski raced forwards.
the 1roops, squadrons of der

[ veficles and behind them came the bulk ofthe regiment, nfantry
ors advancing in foymation in their own Chimera armoured carriers.
there was the regiment’s artillery support, Griffon mortar camiers
{edlacing he foe Basilsks Colone Stranskihad aleady deadied that the

Basilisks should not take part i the operation, The atillery pieces could pot
keep up with the pace of the advance, indirect firepower would have to be
provided by the mortars and the Imperial Navy, whose aircraft were agaln
overhead protecting the Chimera columns. The Elysians could not afford

for the Cadians to be defayed by anything ~ this mission was a race
against time.

The grinding tracks and rumbling engines of the Chimeras raised tall dust
columns as the armoured infantry formations sped northwards - tall dust
columns that the Tau could easily spot and track. The Tau had suffered thair
heaviest losses yet fighting the breakthrough and had afready started to
load Hunter Cadres into Mantas to move against the Elysian drop zone; the
Chimera columns now driving deep into their territory could not be swpped
and the Tau faced a difficult tactical problem — where to commit their o
available troops? Should it be into stopping the columa or ovenwhelming.
the Drop Troops? if the column was attacked then the Elysians might hold
out. If the Elysians were destroyed then the Chimera columns would arrive
finding nothing fo relieve. So the Tau fet'the Cadians advance. They would
not seek 1o halt or destroy the 114%'s armoured columns, Gnly to delay
them long enough for the battle at the processing plant to be won. For
delaying actions the Tau commanders turned to fight forces of Pathfinders,
suppoited by Piranhas and Devilfish-mounted Fire Warriors. These would
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the flying column of Chimeras roared across the desert
ims on Tetra speeders faced into the area ahead of the
observe their movement and prepare th i with Orca

and by nightfal they were st hity Kiometres
News. (rom the w:xmmg plant was not encourag! uﬁ
ions with Colonel Balach awmbekagum ef

remote sensor toswers, Meanwhile, the main Hunter Cadres moved
f.mmg against Hydro-processing Plant 23-30, with instructions to.
the defenders in a maximurm of two days.

Riding in the cupola of bis command Chimer, Colonel ‘Snake’ Stranski
could watch his regiments advance, arayed company behind company,
with a teconnaissanice screen in front. ftwas a majestic sight; Chimera after
Chimera gunning its engines and pounding headlong across the sands.
Qverhead the contrails of Imperial Navy Thunderbolts criss-crossed the

sky His advance had started well and for the first day his men saw fitte

of the enemy.

On the second day, that changed as his scouts and vanguard platoons came
\inder surprise attack from concealed Tau forces. For the first time, Imperial
‘Guardsmen encountered distinctive all, thin Tau observation towers,
following the sightings several Chimeras were destroyed by seeker missile
strkes, seemingly launched out of nowhere and each time the Tau attacked
it caused the thieatened units to halt, disembark troops and begin to hunt
down the foe. This caused delays and the Colonel ordered only units that

* came under direct attack to engage the enemy, Any following units should
bypass the danger zone and move forwards, the regiment would become
strung out but it would keep the advance moving.

On that second morning alone thers were six separate Tau ambushes, each
one causing losses and a delay What had been a glorious headiong charge
the day before was now a stop-start running battle, and the 114 was.

being stalled. The delays caused the 114" regiment to fall behind schedule

had been lost, 4621% Army Command. m1ongerha:(any idea
‘happening on the qround at Hydro-processing Plant 23-30.

‘That night, in desperation, Stranski urgamsed along range patrol to s({ma-
out ahead of his main units. Under cover of darkness they must teachi the
processing plant regardless of the cost. Using only his fastest veiudes, ﬂ\e
Salamanders, he would personally fead the mission:

The eight Salamander patrols reached the facility before dawn, speeding
across the desert o their over-powered engines. In the end the lead units:
of the 114" were only four hours late, but it was four hours too much

for their comrades. As first fight broke, Colonel Stranski and his Cadian
reconnaissance crews were the first witnesses 1o the camage the Tau had
unleashed. The processing plant was a smouldering, blackened ruin of pi
and storage tanks, Thick smoke and dust hung in the air over the shattere
detritus of battle and, crunching through the rubble, they found burned:-

out Sentinels, Valkyrie crash sites, destioyed heavy weapons, wrecked Tau
Devilfish and battlesuits, and the dead of both sides, Fires still raged, but all
else was eerlly quiet !

The main body of the 114" began antiving a fesw hours aftet dawn and:

the Cadian Guardsmen searched the ruins for survivors. None were folind.
— the Tau had already done the job thoroughly. By mid-afterncon Colanel
Stranski ordered his regiment to mount up and withdraw back to the Tallam
lines. There was no point in holding the shattered rwins, no water could

be supplied from here. His men had fought over one hundred and fifty
Kilometres for nothing, The missicn had failed

The Cadian’s Cf




Valkyrie airbome assault carrier of the 23 Elysian Diop Troop regiment.
This s the regiment’s filth aircraft, camouflaged for Operation Comet.

Vulture qunship of the 23 Elysian Drop Troop regiment
This s the regiment’s twenty-second aircraft, camouflaged for Operation Comet.

Orop Sentnl of the 23¥ Eysian reiment, amned vith  malt-melta, This vehicle s in Codex grey; -




Valkyrie airborme assault carmer of the 237 Elysian Drop Troop regiment
This i eircraft 141, shot down during Operation Comet.

Vulture gunship of the 237 Elysian Drop Troop regiment. This i the regiment’s seventh aicraf,
camouflaged for Operation Comet. Note that it has the ‘dving eagle" insignia on s nose mounting,
an wnofficial addltion to many aircaft by their cews:

Torantula senty qun, with foscannons,of the 237 Eysian Drop Troop regiment. Small encugh to be carned
12 Valkye,sentry guns added valuable heayy weapans supeorttothe regiment's defensive peimeter




Valkyrie airborne assault camier of the 23° Elysian Drop Troop regiment.
This is the regiment’s twenty-fourth aircraft, comouflaged for Operation Comet.
Due to the objective’s distance, alf Valkyries had to be equipped with additional fuel tanks.

Cyclops remote-controlled demlition vehicie. This small vehicle was most effectiely
transported into position on the battlefields of Taras by Valkyries.

! ;m:"‘; ;\me.r carties of the Cadian 114* regiment, pye 10 their speed, Griffon:
frovced e reginents main sl suppor curg the push 10y it s




Salamander Scout vehicle of the 114" Cadian regiment, E Company,
Leading the way, this vehicle was amongst the first to teach the Hydro-plant.

Chimera of the 1147 Cadian regiment, A company, during the Relief of Hydro-plant 23-30.

5 " Dyop Seatinelof the 23 Elsian Regiment. This s vehicle rumber & Al oty o

ofthe regiment'sSentinels were captured o cestroped during Operation Comet



Salamander Command vehicleof the 12% Tallan Amoured Regiment,
equpped with a heavy flamer fo the suppression of enemy infanty.

Salamander scout vehicle of the 3 Tallom Armoured Regiment.

undertook reconnaissance operations for the heas

These highly manoeusrable vehicles
4y tanks of the impenial Aumoured regiments.




Bombard Heayy Seige Mortar The 17 Tallar regiment included a single heavy artlley company
of six Bombards, which saw sustalned action during fighting in the Phyyra Heights

Earthshater Platform of the 17 Talam regiment. Note the replacement barrl. as yet unpainted,
an indication of the platforms heayy use during the regiment’s adiance




ynouiyealg epune] ais Joj paojdsp se nouie paseds feuoypp

sapiey pue]




Democles Command Rhino of 27 Company, used to coordinate.
the Chapter’s ground operations throughout the campaign

Predtor Destructor with extia armour of the Raptars Chaples deployed during the liacunda Breakthiough.




Warhound Titan A

Secundus, ermed with a plasma blastgun
and Vuican mega-bolte;, as deployed for the lracundy Breakthrough

114




Hammerhead gqunship, armed with twin mssile pods. This vehicle belongs to an unknown Hunter Cadre,
but took part in the attack on Hydro-plant 23-30.

Devilsh transpart, part of the same Hunter Cadre
This veiicle was destroyed during the Tau's final assault
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Dyone senity turret with burst cannons. Drone sentry turret with missile pods, encounteted by
Encountered and destioyed by the 114 Cadian regiment. a Sentinel scout patrol of the 8% Tallar regiment,

R

Heavy Gun Drone with markerlight and a burst cannon.
Part of the attack on Hydro-plant 23-30.

Heawy Gun Djone with twin burst cannons. Remote sensor tower with sky fine camouflsge,
‘Also part of the attack on Hydro-plant 23-30. destroyed by the 114 Cadlan regiment



iment's push northards.
Piranha with a burst cannon, ideniified during the 11463 Cadlian regiment’s pus

Piranha of Hunter Cadre Shi'Eld, destioyed by the Tallara 17 regiment.
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The defeat of Operatian Comet sent Lord Commander Gustavus’ High
Command reeling. The war on Taros against the Tau had taken a tum

for the worse and the failure of the airborne operation would have wide
reaching consequences, most immediately within the command structure of
the 46217 Army itself

On board the Righteous Power, Commissar General Mordred Van Horcic
arrived to meet with Gustavus, intefrupting an Imperial Navy briefing
mesting with his demands to see the Lord Commander immediately,

The Guardsmen on the door had futilely tried to bar his path, but the
Commissat would not be held back and, threatening to have any man who
qotin his Way arrested, Van Horcic barged in

Gustavus sat impassively whilst the Commissar General delivered
instuctions for the removal of the entire staff of the 4621 Army, They had
falled in their duty to the Emperor and whist losses were acceptable, failure
was not. The surface campalgn had become a shambles and Taros was
slipping from the Imperium's grasp. In particulat Lord Marshal De Stael was
10 be replaced, by noless than the Commissar General himself

Unknawn to the Commissar General, Gustavus had been well aware of

s views fong before Van Horcic had made his dramatic entranice. Qne of
Colonel Scheja's informers had leaked the news of Van Horcic's intentions,
and the Lord Commander was prepared. Gustavus knew that Commissar
Van Hordc was well within bis rights to take command of the faling
operation, but Lord Marshal De Stael had been a loyal and cutiful servant
of the Imperial Guard and deserved better than the summary execution that
now awaited him at the hands of Van Horcic

That morning Colonel Scheja had been dispatched to the surface caying
sealed orders for De Stael. It informed the Lord Marshal that he was to be:
relieved of his command and that he faced two stark choices: tur himself
over as a prisoner ta Colonel Scheja, who wauld accompany him to the brig
onboard the Righteous Pover to await trial, or take command of  frontine
platoon and lead an immediate counter-attack against the Tau, fiom which e
would likely not retum Exhausted from his work and stung by the defeat of
Operation Comet, De Stael asked Colonel Scheja to await his decision outside,
he would be just a few moments. In the cramped corridor of the Leviathan
Scheja waited patiently until the fow hum of the Leviathan's generatars wes.
broken by the sudden discharge of a laspistal from within the office. Rather:
than face execution o be disgraced and condemned to a penal regiment,
Lord Marshal De Stae} had found his own salution and taken the only vy ot
which kept his martial honour intact.

The arrival of Commissar General Van Horcic and his aides saw much f the
other top brass of the 4621 Army arrested. In a day of turmoil and confisan
six officers were executed after resisting afrest, and sixty two otier officers
and aides would be given a chance 1o die wel n the service of the Empeiof
after being transported to 3 penal regiment. After his purge Commissar
General Van Horcic was now in supreme command of af Imperial Guard

and Departmento Munitorum operations on Taros. It wes his task to salvege
something from the faltering campaign, if only as many men as he could

"The turmoil amengst High Command did ltte to help the fighting men on U
ground. The supply situation was ritcal and fosses to dehycration wee naW
far in excess of thosefrom combat. Without finding new watet supples 51
the remaining regiments wiould soon be beyond anything resembling combat




Jeadiness. When Van Horcic oversaw his first briefing on the army's status,
repoits from all the regimental commanders stressed that without new
supplies their fegiments would not last more than another week, ten days
at the most, and any sudden Tau attack might shatter them completely,

yan Horcic's first order was to shorten the over stretched supply lines.
t would mean a retreat; but better that than total destruction. At that
morment it was taking aTrojan bearing a fuel trailer on average three days
1o reach the front fine, ail the time running the gauntlet of roving Stealth
1eams and strafing Barracudas. The trails worn through the desert that
‘passed as supply foutes were now overshadowed with the buned-out
hulks of Trojans and trailers, evidence of the Tau's strateqy of attacking the
Imperium’s support network in order to affect the rest of the army.

Al of the regimental commanders were given licence to withdraw back
towards the landing zone. Equipment that could not be moved would be
esiroyed and Rough Rider squadrons were ordered to slaughter their
animals 1o conserve water. Next Van Horcic summoned Fleet Admiral

Fotto and informed him that his fleet would be required 1o escort a new
series of convoys into the Taros system, carrying more watey, fuel and new
replacemenit equipment, espedially airceaft for the fighter squadrons. Should
these fail to arrive, the Admiral would also be replaced. The ultimatum was
simple, break the Tau blockade or face  firing squad.

AfFatal Mistake

Serioiisly wounded and taken prisoner by the Tau, General Syckava of

the 23" Elysian Drop Troop regiment was the highest ranking Imperial
officer captured during the Tares campaign. His regiment had been all but
annitilated at Hydro-processing Piant 23-30, but he had survived. Because
of his rank the General had been singled out from the other prisoners by
his captors, given medical treatment on his shattered arm and transported
under quard 1o the headquarters of the Tau supreme commander on

Taros, Shas'o R'myr. Tau operations were being conducted from a compact
command complex situated in some old mine workings underneath

a niondescript cluster of old buildings just west of Tarokeen. There the
bloodied and battleworn General was led down to meet his nemesis and
within waited the Shas'o, and alongside him stoed his advisor in long
priestly robes. Another civilian, a diplomat or negotiator was also present to
act 35 an Interpreter, as were their bodyguards.

The Shas'o commended Syckava on his regiment's courage and bravery,
butargued that he must now realise that the war on Taros was lost. He
assured the General that Taros would soon be part of the Tau Empire and,
aftet questioning the General about his force’s temaining strength, and
their future intentions (all questions which the General stoically refused to
answer) the Ethereal invited the General to act as an emissary on behalf of
the Tau Empire. His first task would be to deliver the offer of a ceasefire to
endthe bloodshed, which would aliow the humans to withdraw unmolested
ifthey disarmed, The Tau would allow transport ships free access to Taros

10 evacuate their soldiers and personnel under the ceasefire agreement, as
long as the largest war ships withdrew from the system first The Ethereal
alsa offered 1o turn over the renegade Planetary Governor Aulis, whom they
had under dose guard, in a prisoner exchange for all the Tau captives the
Emperor’s forces were holding

I return fos his assistance the General would be assured a new position
commanding the human auxifiaries now under the Tau's control on Taros
With the Emperor's forces defeated, the post of ‘Commander of the Taros.
Gairison’ would be his for ife, an honouted position with all the attendant
ieath and status human commanders seemed to crave, but only if he
ioed the Tau now.

General Syckava flatly refused the Ethereal’s offer To actas an em\s‘waﬂ“
offer terms of surender to his commanders would tun 4
would not be a messenger and broker a ceasefite, even if it baughthima
future fife of fuxury. f the Tau wanted the Emperor's forces off of Taros, they.
would have to eject them themselves:

Rebuffed, the Shas's sent the Genetal back to rejoin the other loyal Impesisl
prisoners ~ however letting him into the heart of their lair had been an
unwise lapse in security that would cost the Tau forces on Tarcs dearly.
Despite his severe wound, all the time he had been a priscner General
Syckava had been observing and taking in as much intefiigence cn the Tau:
as he could, and as a high ranking officer hie'd had access to maps and
classified information regarding Taros and the averall campaign plan that
the other prisoners had not 5

Now he would put that knowledge to good use. From his observations he
already had a good idea of where the Tau command post was located, and
from his transport's fiight path a good idea of which mine he was being
held i General Syckava had been a loyal servant of the Imperium alt fis
life, he was still ane and refused to surrender to xenos scum. He planned
to escape or die in the attempt, and gathering a small group of Elysian
prisoners about him, men who were still loyal to their former commander,
Syckava devised a plan to escape from the mine and strike out for the
nearest Imperial Guard front lines.

He did not wait long to act. On the first night at the mine Syckava and the
five men overwhelmed three traitor hiuman guards, stole their weapons'
and water canteens and struck out into the desert, splitting up to confuse
pursuit. Using his inside knowledge Syckava headed westwards, to where
he believed the 331 Tallam regiment's lines were positioned

T e e e e i (e e
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/Loyal Men of Our Emperoc’s Imperial Guard,

_ The alicn invader is down to his last reserves,

Our victory is at hand. But victory must be

hougbt at a price; Your commanding officer,

Lord Marshal De Stacl, was willing to phy that.
price. So must w ull, 4

0

It is my honbured duty to inform you all that
_the Lord Marshal was killed'ifi action whilse. -
Ieading a successful attack upon the enexay:
The Emperor has received his soul.

example, knowing that the hrave live forever
in the eyes of the Emperor. 5 §

Gommissar General ¥
Commander-in-Chief (Ac
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k We should all look to smulats his courageous
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Leman fuss of the 12 Talla Armoured regiment. This vehice s armed with a different hull-mounted feavy
: bolterfrom the usual patten weapon. This seems to be a field replacement for a damaged lascannon.

| Bombard of the 177 Taflarn regiment
by the regiment when it received o

¢ 1o lack of fuel this vehicle was destroed
ders to withdia from the Phyyra Heights.

{ 122




2 0f the 71* Imperial Nevy Tactical wing, used during Operation Deathblow:
On its retum journey; this arcraft itched in the desert and its crew were never recovered.

Tarantula seatry qun of the Elsian 237 Regiment. These simple automated weapans
were launched from Valkyrie Sky Telons to dlear drop 20nes of enemy troaps.

+Sentinel Scout walker of the 177 Tallam regiment. This vehicke
s from the reconnaissance squadron of 4° lnfantry company.



 Operation ‘Deathblow’

survive the

dead men. |

After three days under the merciless sun Syckava

bl ‘down to the last dregs of his

heat e finally collapsed. In a final

L own and die he scraped a vague outline
aquila jnto the sand and prayed to the Emperor thal, somehow,
k:;bﬁlfsa’\’n Fate intervened, of pezhaps the Emperor heard his

aThunderbolt fighter on a feconnaissarice sweep over the
the famillar shape in the landscape and swooped in for a
ook Kriowing there were no friendly forces operating in the sector,
‘his pass the pilot reported his sighting and a fong range infantry patrol
rorm the 331 Tallarn regiment was diverted to take a closer look. The
Desert Raiders squad found the unconscious gereral fying face down close
Improvised sign, barely alive, and immediately called for a Valkyrie to
vacuste him and themselves, General Syckava had made it back to his own
5ide. None of his fellow escapees, however, were ever found

Recovering on an Ordo Hospiallet field-hospice pallet the General

-~ recounted his observations in full By a combination of bravery, faith and

blind fck he had strvived and could now provide the vital intelligence
the forces of the Imperium on Taros so desperately needed, including the
Iocation of the Tau headquarters. When Commissar General Van Horcic
received the new data he realised it vas an opportunity oo good to miss.
Here was information that might finally swing the balance of the war

By a miracle the Emperor had delivered the location of the Tau supreme
hieadquarters into Van Horcic’s hands. Now he planned to faunch a strike

- that might change the outcome of the war in one blow and for the mission

e would need the aid of Lord Commander Gustavus, Colonel Scheja and
the Officio Assassinorum.

After heating his plan Gustavus agreed to it on one concession — that Van
Horclc put the entire operation in the capable hands of Colonel Scheja

The Colonel would organise, plan and execute Operation Deathblow and
his mission would be o wipe out the Tau commanders in one strike. Horcic
2greed and also sent a priority astro-telepathic message requesting that

an Officio Assassinorum agent be dispatched to Taros. The request was
sanctioned, the instrument of Commander ‘Longknife’s' destruction would
be a servant of the Eversor temple. There was no doubt that this would be
asuicidal assault, with the agent not expected to survive its encounter with
the Tau, but then neither would any enemy it encountered.

Ammied vith the location of the Tau headquarters, Scheja planned his
mission. It would involve two strike teams. Red team would be the assassin,
wiho would be diopped ino the desert then make s way to the location,
destroying anything or anybody inside the base, Blue team would be a hand
picked platoon of Storm Traopers from the 23787 Storm Trooper company
They would be flown in by Valkyries tolaunch a diversionary attack znd,
under cover of their attack, Red team would get close to it targets.

The Stor Tioopers would allbe volunteersas strking deep ino enemy
territory and attacking such an undoubtedly well protected target was likely
10 be a one way trip. Knowing full well that he was most likely signing his.
own death warrant, Colonel Scheja requested and was given command

of Biue team himself. Even the aircraft crewmen from 71+ Tactical wing
would ba volunteers, because to reach the target area meant there would
ot be enotigh fuel for a return rp, Instead the Valkyries would have 1o

begin as soon as Red team armved and could be
with its target's information; then depioyed. Mean

23789 Storm Trooper comparty and gathered togzther thity

Jucka successiully arrived in-system and delivered its @ ¢

fuel and a large black containes, attended by four Adeptus
Tech-Priests, to the Righteous Power, It was a bio-stasis chi

which, suspended in amniotic flulds, was one of the most g

the Imperium’s massive arsenal, an Eversor assassin - a psjchopa
man kiling machine that would hunt down its target remorselessly.

Preparations began immediately. The Eversor was programmed i
suggestion which detailed its mission, the location and fts targets.
programming was complete, the still uncons¢ious assassin was eq
with its weaponry: a power sword, neuro-auntlet and executiorier pia
The toxin within the qun’s ammunition had been devefoped by the
temple specifically to affect a Tau's nervous system, and would kilf
seconds. Finally, the self-destruct mechanism surgically implanted inta the
assassin's chest was armed. Should the assassin's bio-readouts crop below
a certain level then it would detonate, killing the assassi and anything

close by. Even in death the Eversor was lethal, and with a final litany fiom

Its Tech-Priest attendants, its bio-stasis chamber was carefully inserted into.
2 drop pod and launched towards the unsuspecting desert world below:

The drop pod made planetfall about sixty kilometres from the farget. Whilst
still in mid-air uriseen lights inside the stasis ped blinked on andlfe suppert.
systems began to breathe life into the Eversor within, its neuro-gauntleted
hand slowly flexing into a fist the first sign of its awakening. As the diop
pod landed undetected on the desert sands, fluids automatically drained
from the bio-chamber which then opened with a sudden hiss s remote
restraining bolts exploded, umbilical cords and sensor needles retracting:
from the figure within. Freed from the sarcophagus the assassin stepped
outinto the dying sunlight and, pausing only to survey its suroundings for
any immediate threats, set off across the sands, moving swiftly and keeping
low to the ground, its pistol aliways at the ready. Red team was closing on
the target as planned and by nightfall it would arrive.

Atthe same time Colonel Scheja’s Storm Troopers were soaring over the
deserts in their transparts, three Valkyries flying low, all attempting t0 a0
contact with the enemy for as long as possible. The men within had orders
o attack their target vath everything they could, and keep pressing the
attack for as long as passible each, except for Scheja, unaware that the real
assault would be coming in the deadly form of the Eversor assassin.

Skimming aver the desert the Valkyries had escaped notice until a drone~
contiolled early waming device had sounded at the Tau base s deferce
teams immediately rushed to man their weapons as the thre Yalkyries

swooped i, fated and hovered briely as the Storm Tooper squads fepeled
the few final metres before hitting the sand and dashing dlear. Spotting
theic attackets in the darkness, the Tau opened fire and the Storm Toopeis:
teplied with equel ferocity. The darkness was iluminate by the vidd s
of pulse rounds and tracers as, crouching low and pressing forvaids, e
Storm Troapers braved the assault. Meaniwhile the Valkyries blosted Y.
cirded and swooped back down, their multlasers blazing a biliant 12l o

lghts acrossthe darkness as they sosred ovérhead. g




Valkyries of 71 Tactical wing draw fire as they approach the target area. Within, they cany members of 2378°
Storm Trooper Company on a suicidal diverslonaty attack against the Tau forcels commanders o1 Taros:

Colonal Scheja led his squad towards the buildings, dodging through pulse
iflefife to find cover behind the first one they came to, There he pulled
g grenade from his harness, armed it and flung it through an open
windows. He fallowed Up the explosion with a burst of plasma pistol fire

25 his men surged in through the docrs and quickly captured the bulding
Ouside, amidst the confusion and noise, a black-clad terror appeared

Passing like a shadow the unseen assassin slipped quietly towards the main
Tau compound, Cne Tau Fire Warrior looked up from reloading his weapon
10 find himself looking straight into the eyes of a black shrouded figure
jearing a deathly pale skull mask. Swift as a cat the assassin plunged the
needle-like spikes of its gloved hand into the warrior's neck, the Tau guard
dying in silent convulsions before he could react as his nervous system
was shredded by the toxin. Without a second glance the Eversor moved
o Driven by its thrst for violence and unhindered by the darkness, it soon
found the entrance it had been hunting for. As the batrle raged about it, the
Eversor placed a melta-charge on the doonway, set the timer and stepped
back As the charge detonated it burst into a sudden sprint, slamming
1if0ugh the flarming, ruined doorway and springing down the ladder within

sde the Tau were taken completely unawares. A sustained burst of needle
Pistol fie flung two Tau against the far wall where they slumped, dead in
aninstant from the toxins coursing through their veins. Without pause the
aseasyin rolled forwards, under the hasty feturn shots of a couple of other
184, and rose firing again, the third and fourth Tau both quickly drepping to
the ground dead

s magatine now empty, the Eversor discarded its pistol and as it
21003 the low corridors twa more desperate defenders rushed at the black
e assassin wiho ducked low under their fire to sweep the first ofits feet
i then lnged forwards to impale the sixth through the stomach with its

gleaming power blade, the Eversor’s attacks becoming a blur of destruction:
Then, leaving its victims gurgling wetly on the floor the assassin stepped
through the next door and into the Tau command centre

Within stood the sim, robed figure of the Ethereal and his two attendant
bodyguards. Without fear the Eversor Assassin sprang forwards, povwer
sword in one hand, neuro gauntlet ready to strike out with oa the othier
For the Ethereal there was nowhere o run and no chance of escape, and
without hesitating the assassin struck, The neuro-gauntlet slashed forwards
and then back, cutting its bodyguards down, who fell o the ground
writhing in excruciating agony.

At that instant more bodyguards burst into the control centre to rescue
their revered leader. In a blaze of pulse fire the Eversor was hit and knocked
to the floor.Ignoring its wounds the assassin reached out its deadly gloved
hand to grab the Ethereal as he tried to dodge away. Tripped by the attack,
the Ethereal cried out and fell, and the wounded Eversor sprang upon him,
pinning him to the floor The Ethereal's bedyguards fired again, striking the
Eversar square through the torso and spraying blood across the walls and
floor. Any lesser creature might have cried out in pain but as the Eversor’s
Iife blood pumped aiway it hung on to the struggling Ethereal, and with its
last rattling breath started to laugh.

Elsewhere Colonel Schefa and his men were still engaged in their battle
against the Tau defenders when the compound was suddenly rocked by
an explosion from within its control centre: From his position Colonel
Scheja instinetively ducked into cover as a shower of buming debris rained
down about him and his men. All the Tau warriors ighting them could do
was look on in horror and dismay  the command centre had become an
fnferno, gouting flames and smoke; anyone inside was undoubtedly dead,
including their beloved Ethereal.
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: Land Raider Prometheus of 27 Company. This was Captain Orellus’ commiand vehicle during
the Iracunda Breakihrough, and was also deployed to defend the lancing 2ones during the evacuation.

Land Rajde;
and

Company his Land Raicer
s severely damaged before being

as deployed t0 support alf of

the Chapter's engagements
evacuated duing the defence A

of the landing zanes




4 Company, This vehicle mounts a Helios pattern
anti-aircraft fauncher instead of the mare usual Hyperios pattein.

Whirwind of the Z*




d his men wereall
10 mercy by the

 The Ethereal, Aun'Vre, was dead, but Shas'o R'myr had suvived.
1 the Eversor struck he had alfeady been outside, personally leading
sdyguard squad against the Storm Troopers. Commander ‘Longknife
been wounded in the fighting, but hie had not been inside the control
when the Eversor had self-destructed. For the Tau this was only a
‘mercy in a night of terrible horror, and the loss of their precious
thereal sent the entire Taros Coalition force into shock and grief. For many.
days afterwards the Hunter Cadres were stunned into inactivity by their
loss, but after the grief came a growing sense of rage against the men who
had platted this heinous attack. It was an anger that swelled inside each
Tau warrior into a vengeful wiath that the humans would soon feel the full
‘weight of Thers could be no mercy now, only vengeance. The Tau battle cry.
was no longer *for the Greater Good!", instead it was " For Aun'Vrel”

Evacuation
After a week of stunned inactivity and grief, the Tau turned the full force of
their anger against the Imperial Guard regiments now falling back through
the desert. Their defensive operations were replaced by a new offensive,
aimed at shattering the Imperial Guard and ending the war swiftly. Shas'o
Rimyr set about reorganising his surviving Hunter Cadres for the offensive.
The Imperium’s forces had been severely weakened but they were not

- defeated yet,

With its Guardsmertin no shape to fight

thase who remained alive on Taros was o 71
Commander Gustavus. The Taros campaign had fasted just m
the time the first ships had arrived in-system, and had failed. ¢
General Van Horcic was outraged by Gustavus' dedision. but récog
there was no hope of victory. The order stood. All that wias lft for
was quickly salvage what forces he could before mquve e

With the au now on the offensive,the withdrawal of the Tallrn ccelred
and, with the threat of enemy forces breathing down their riecks, vihethar
imagined or real, the Guardsmen fel back pell-mell towards the anding
z0nes. What had once been a massive army that moved with mili

precision wias Guickly in danger of becoting a disorganised rabiba and
dasert soon became a dumping ground as Guardsmen abandaned &
vehicles and equipment in their flight for survival, Hundreds of Chimera ang
Leman Russ hulls soon lttered the barren landscape whilst officers red
futifely 10 impose order and keep their squads, platoons and coifipani

together In the meantime commissars barked warnings that any man
throwing away his weapon would be treated as a deserter and shot.

Long columns of exhausted Guatdsmen tramped south through the des
moving slowly past countless abandoned Leman Russ and Chimera,

fuel tanks long since run dry. Rations and water canteens were the only
prized items, heavy weapons and even spare ammunition being dumped:
enroute. Men rooted through the hulks of tanks and Chimeas in seaich

of forgotten water cans and looted canteens from the dead of previous
battles, shaking out their last few drops in desperation. Tormented by thist
the entirety of X Corps streamed south over ground it had fought so hard to.
win, It was a broken army, no longer capable of making a stand..

Raptors Rhino caught n the open
With the Space Morines an the defensive 1

ing salvos of the Tou force's 7etaliation against the death of their Ethereal.

hese Rhinos are focated towards the 1ea, ready to move forward if requited.




Afarget scan captures 3 Tau Shas el as he directs his Hunter Cadre in the final attack of the Taros Campaign.

With their enemy In ful retreat, the Tau could now exact the revenge they
50 desired. The Guardsmen were easy pickings and Banacudas and Tiger
Sharks took off constantly to lay waste 1o the retreating army. Orcas landed
combal teams, who mercilessly ambushed the retreating Tallarn Guardsmen,
slaughtering them o rounding them up as prisoners With the Tau now
attacking, and word of ambushes spreading, the disorganised retreat soon
became a rout, and after four days it was 2 shambles. Some officers tried to
put together rearguard actions to hold the Tau off and to buy those ahead
ol them time, but it was a hopeless gesture and all the ad-hoc rearguard
units were wiped out in the futile firefights.

I the wake of the evacuation order the Tau simply mopped up, taking
‘thouisands of their enemy as prisoners and marching them away fo captivity
For many capture was better than death from thirst under the merciless
sun Some stragglers made it though ~ most did not. To alt intents and

. purposes fous Tallam regiments had ceased to exist. Of X Corps only the
331% regiment had managed to make their withdrawal in good order,
and thousands of them would be evacuated over the following days. The
114" Cadian regiment also fared well, with their Chimeras piled high with
‘men they tated southwards s far as their fuel would carry them before

 abandoning their vehicles and marching the rest of the way, Most of the
tegiment made i, if not many of their Chimeras. The remaining Titans of
Legio lgnatum also retumed intact and, on Tech Magus Volta’s direct orders,
Were immediately taken away to safety.

few of the ather retreating squads were rescued as the surviving
3 of the 231 Elysian regiment were put to good use fertying units,
- backto the landing zone. High-ranking officers, command units and Storm
1 5qiiads were given preference, but after these had all been rescued

L pile aboard the airb fora fast trip
O aiivalthey joined the growing queues waiting to board the
Janing caft To the trip into orbit

The first stragglers on foot started to arrive at the landing zones at
75299841, The evacuation had been in progress for eleven days and
much of the most important equipment and personnel had already been
‘moved into orbit. The end was in sight, but the Tau had one fast concerted
attack to unleash upon the fleeing army.

The Last Battle

Disorder ruled the landing grounds as crowds of desperate Guardsmen,
fearful of being left to the mercy of the Tau, clamaured to get on board
transports. Commissars and Storm Troopers fought 2 losing battle to
keep order, threatening the crowds with loaded weapons and shooting
those who broke through their cordon High ranking officers were the
first 1o board, along with important Administratum officials, whilst much.
of the remaining available space was taken up by equipment, considered
much harder to replace than the abundance of Guardsmen always at the
Imperium’s dispasal. Meantime responsibility for the protection of the
Janding zone had fallen to the Raptors Chapter. Captain Orelius' Space
Marines had deployed back onto Taros and thrown a defensive perimeter
around the landing grounds, and in many places they occupied the defences
erected by the Tallarn regimenits when they had landed.

At769998.M41 dawin broke as a yellow malten orb cver the mountains,
forewarning of another blisteringly hot day. Soon the heat haze was.
shimmering across the desert as the Raptors' sentries fooked out acrass
the sand. With the yellow dawn came the distinctive swept wing shapes
of Tau Mantas, approaching low like massive birds of prey to hover in the
dusty fieat hiaze and disembark their Hunter Cadres. The Emperor's forces
were beaten, but the Tau’s thirst for revenge was so great that Shas'o
R'myr ordered one last attack directly against the landing grounds. Any
who did not escape now would be stranded on Taros forever, but standing
between the Tau and the landing zone were the Space Marines of the
Raptors Chapter.




Supported by lang range fire from
rizon, huge radgun rounds started to
e defensive positions, flinging rock and earth skywards.
behind, Hammerfeads and Broadside battesuits joined
d slamming into Space Marine positions. Fire
and battlesuts, led by Shas'o R'myr himself,closed in, to which
Marine heavy weapons and Whirlwinds responded The Tau dlosed
thin two hundred metres of the dug-in Space Marines, but there their
faltered and soor d battlesuits alike were burning
in the moming light, dozens of Tau corpses littering the sand as
lucky to have survived the Raptors' attack retreated

A second assault came from the west in much greater force Again

‘the rallgun rounds slammied home and once again the Raptors stood

firm, fighting hard to hold back the oncoming tide A Manta closed i,

rounding upon the entrenchments with volleys of missiles. Captain Kaedes

committed his fast reserves, and a sally of 6" Company Land Speeders

swooped overhiead, racing out 10 attack the Manta at close range. The small
. skimmers dodged and weaved as heavy bolters rattled and multi-meltas

10ared. Three were destroyed in the battle, but the Manta withdrew rather
 than isk futther damage.

losses buil, :‘in e
 counter fire and urging hi
zmhlasn which immolated a Predator tank, also ¢
‘him, peppering him with molten shrapnel. Kaedes vias c
his upper torso and fight arm mutilated by the intense heat.
the skill of an apathecary who stabilised him and his own suger-
physique that kept Kaedes alive. He would not fight again as he
so many battlefields, but upon returning 1o the Chapter fortress his o
would earn him the honour of being interred in 3 Dreadnaught. -

By mid-afternoon the Tau forces were spent. They had battered near
constantly at the Space Marine pasitions, but failed to break the i
Meanwhile, the last landing craft had been hurriedly loading thel: human
cargo as, with the sound of the battle reverberating all around them, fiordss
of Guardsmen crowded into the holds. Once full; the ramps were raised and
the great loading doors rolled shut. Anybody not anboard noiw would be

left on Taros for good : =

The lift-off of the last landing craft freed Captain Orelius to order the
evacuation of his own forces. They had stood as the shield betwean the
Tau and the evacuation all day, and at great cost, but s night fell, the

deployed to lf the battle-brothers clear By the time the
Raptors’ evacuation operation was complete, the remaining transparts and
their escorts were already retreating out of the system. The Raptors’ battle:
barge would be the last Imperial vessel to leave, bringing up the rear as
the fleet made the warp jump out of the Taros system. The Ta fleet did nor
pursie as new orders now stayed their hand. The prize was the Tau's,they
had won Taros and expanded the empire. The campaign was over

Alau Empie Hammeihead Gunship unleashes the fong

ese fearsome weapons proved a constant threat

7ange freporwer of s railgun.
fo imperia! tank columps.




Epilogue

The war on Taros had cost the Imperial Guard in excess of five complete
regiments, and the 3% and 12% Tallam Armoured regiments had lost all
their combat vehicles and much of their equipment. The survivors would
b2 pooled together to reform an under-strength 3 regiment, which could
tien be rebuilt. The 17* and 89 Tallarn regiments had ceased to exist as
coherent forces during the retreat, and most of their men were now Tau
captives, condemned 10 labour in Taros' mines for the Greater Good. The
1emnants were given over to the 331°! regiment, which had survived the
campaign remarkably wel. It now had its first campaign honour and a new
coie of veterans, and would go on 10 setve in other warzones. The 234
Elysian Drop Troops had been all but annihilated during Operation Comet,
2though the regiment still retained over one hundred aircraft. The regiment
wauld be reformed with a new recruitment of men fiom their home world
and would rise to fight again. The 114" Cadian regiment had lost only.
seyerel hundred men, but over ninety percent of its vehicles. It could be
quickly re-equipped with new Chimeras mothballed as viar reserves and
Would soon be ready for redeployment to the Cadian Gate. The Legio.
Ignatum, however, had lost one of its four Warhound Titans, a loss keenly
felt by the princeps and crews who had fought alongside it

Forthe Imperium the death toll was huge. It was estimated that ten
thousand Guardsmen had been killed and fifteen thousand were wounded
As many s twienty thousand may have been captured by the Tau, and
@pproximately three hundred and fifty tanks had been lost, as well as over
 bundred Chimeras and two hundred arillery pieces. Acraft losses
sixty eight out of seventy eight.

Ist the Tau Empire forces on the planet had been assaulting the
 Impesium's tr0ops, an attack by their fleet had inflcted serious damage

e ships of the imperial Navy that had been patrolling in-system
s Taros Invasion fleet had lost the cruiser. Hamnier

A Raptors’ Land Raider engages the enemy uring the final battle of the faros Campaign.
The Space Marines" rearguard action bought time for the last ransports fo reach orbit.

of Thrace, the light cruiser Cerebus and eight escorts. The battlecruiser
Righteous Power was damaged, as was the Black Duke. Both would
require significant work at the Kar Duniash shipyards before they would be:
able to return to duty. !

Aside from the loss of so many fighting men, vehicles and cralt, the Tau
Empire’s taking of Taros had wider implications for the Imperium The
mining world's resources had already been assigned to the fising war
effort against Abaddon’s 13" Black Crusade, and afthough other sources
of ore could be found to feed the forges of Stygies Vill esewhere, delays
would be inevitable.

It was estimated that Shas‘o R'myr commanded a Tau coalition consisting
of at least one hundred Hunter Cadies, a grand total of between eight
thousand and nine thousand Fire Warriors and perhaps as many s five
thousand Kroot allies. Added to this were in excess of eight thousand
human deserters who fought for the Teu cause. Actual Tau Empire numbers
and losses throughout and after the battle remained unknown to the
Imperium, but must have also numoered i the thousands. The Imperial fleet
too could confirm kills on only one Custodian class carrier, the Atho, and
eight escort vessals.

Following their victory, the planet and its mineral resources were now
firmly in Tau hands. Over the following years the Tau would increase their
giip on 0 and as their young empire expanded, ships from T'au and
Dal’yth would soon be in orbit, Ioaded with xenos colonists. Meanwihile the
Imperium was powerless to strike back as ather prioiities took precedence
Angther invasion would require a far greater force than that sent to Taros
under Lord Commander Gustavus and it was just not possible at that time.
to retaliate. There would be no second invasion for the foreseeable future,
and with T'ros secure, the Ethereal councillors on T'au shifted their gaze to
the new borders of their empire and eyed the next world for conquest. .
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CAMPAIGN ANALYSIS OF TAU
DEFENSIVE iSTRATEGY‘O:N TAROS ;

Subsequent analys(s of the campaign on Taros through a study. prrapn:g. :,he
interrogation urq§.u;nd enemy combatunts, signals intercept, d;u an _:[. :3 S
fclassified] sources/has revealed miich of how the Tai fought on -mh;:“uv 4 i) .
information was compiled by Golonel Scheja, and was submitted to the Adminiuteatum
and the Office of the Lord Commuander Militant during the campaign, prior (o the

Colonel being killed in combat, %

1 Tau Shas'ac’tol (High Command} a world such as Taras whs perfect for their.
f:;.‘:rm:m wmbi unn‘xivsen its ample resources and location [t did however preséne
 number of ixsues which would have: to be resolved . After heing invited to help defénd
Taros by those trnitors who supported their cause there, the Tau's subsequent swi

conquest meant théy had more new ferritory than they could effectively defend. When

the Imperium raucted and counter-attacked, the Tau could not accupy every part of
the plancé and therefore Imperium forces were ahle to Inad just aboutanywhere, It

appeared that the size of the expécted Imperial attack wus also a concern for Tan
commanders, with plans 10 ship additional warriors into the system should the battle.
Secm as il it was no longer going in their favour.

To mid theix manp problems in the {me, it has been ined that the
Tau arranged to induct as many of the old Planctary Defence Forces as they could:
The Tau were already well asccustomed (o using such ‘xenos* troops, and rather thas
waste thom as cannon fodder, actually réspected their fighting qualitics and treated
them in'a maaner some would consider fair, After tine in Tau service, many yuch
traitar units became keen to nid the ‘Greater Good” and fought well for their aew,
xenos commanders: This was contrary to initial Impérial expectations of poar mozale
amongst indentured troops. 7

We can surmise that long discussions taok pluce on T7au about the situation on

Taros, Many counscllors must have argued that in order for the conquest of Taros «
t0 be succesaful any Imperial invasion must be immediately hurled back, causing .
maximum damage to prevent or delay any additional retaliation. Such & heavy defent,
they must have ussumed, would persunde the Imperium of Man never o try 1o invade
again and that the planet was now lost to it, On the gratnd and in space the Tau were
determined to match force with force, %

a
on. The next planctwwould alveady have been targeted and the Imperium's focus would
have to shift to its defence also, meaning Taros would be forgotten. Tt seems that, in

their opinion, what the situation on Taros needed was a rapid build-up of more Hunter
Chdres and more Kroot mercenarics in order to militarise the system, build defence
stations in orbit and make a show of strength that the Impertum might baulk ate

But the commander of the Tan’s military forces already on Taros, identified as Shuy'o
Rimyr, guided by the Ethereal Aun’Vre, was already pl)-'luun‘ ~ direrent _':f_;:;'?"’
Rather than rely on more (oops and a large fieer prescnce in system, R'myr was more
conscryative in his nceds. He alrcady had expecience fighting Imperial Guard forees
and had learncd something of their stroagths and weaknesses, A

sn.u'u'ful Shas’o R'myr belieyed that to Y to defeat the Imperium in an open battle
he = Ttk He had Ll donbt kin furces could uchisve victary chip wag bk

only at a high cost ~ perhaps a greater price than the Tag Empire should pay for the
conguest of Taros. If it came to a pitched battle, the Imperium would send more forces
and the battle would escalate, then more ships, more men and mare tuaks would
follow the fisst wave, and although this Tak ruight desreoy thean Sidtosy wablig e
quick and the cost in lives would be great. i :

Worse still, R'myr wax concern

wholly decisive defeat an ghe T e e Tan fcct was not capahle of inflicting &

MPCHium!s vessels if it came to a fleet engagement.
3
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The vast fircpowes of the Imperium’s ships would always give it the advaatage in o
straight fight and to R'myr the Tau flcet was not a war flect but a colonisation flset. Ta
stand and fight inispace would be a mistake nnd cost the Tau Empire heavily. Instead
they should offer minimal rexistance and allow the Emperium to gain orbit und land ity
troops. In R'myc'q plan, the war for Tarus could be swonvon the ground, in \ts scorching
deserts rather than in the cold depths of spuce. ¥

For his strategy, Shas'o R'myr was using the Tan doctrine of Kauyon or the ‘patient
huuter’. This tine the hunter's lure would be the absence of Tau forcés. He allowed
the Imperium onto Taros, then drew them deeper into the deserts before striking and
cutting off the Imperium’s lifeline of supplies. Thix'was the Imperium’s weukness
Their soldiers would need food, amminnition and water to fight; and if his forces conld
destroy their supply lines, it would bring ubout s rupid success, Once battle was
Joined an the surface, R'myr then turned to the Tau doctrine of Mont'ka or the ‘kilfing
blow!, The Tau's ground war therefore had two separate but linked missions.

First, having used the absence of troops as a lure 1o.draw the Imperial forces

i010 the dpen, out af their defensive pusitions and into the deserts, Rimyr struck
hard, targeting the forward Imperial units with the long range firépower of his
Hammerheads and Broadsides. Rapid strikes by mobile armoured Hunter Cadres,
hitting the Imperial forces Bard then quickly withdrawing and dispersing, slowed
ainy ndvance and sapped Imperial manpower and morale. In the open desert he was
maximizing his advantage regurds range and avoiding expensive closs quarters battle:
He gave ground before the advance, never staying to fight for moze than a localised
counter-attack, and this way he stretched Imperial supply lines whilst making them
pay daily in manpower and fighting machines, When the Imperium’s attack was over-
extended and weary from wecks of combat, the second phase then commenced

Next, using Mantas and Orcas, R/myr lnunched a series of swift and stealthy Hunter
Cadres doep behind enemy lines to attack rear installations and supply columns,
putting his most vigorous Shas’cl commanders in charge of this operation. Making
wide use of Stealth suits, Pathfinders and aircraft the teams located and attacked
supply dumps and convoys, airbases and headquarters, sowing confusion and denging
the front line security for its supply lines, Combined with new flect operations in

the system which were specifically targeting the Imperial transport vessels, he
imanaged to cut off the Imperial Guard regiment's lifeline of supplies, support wnd
reinforcements, leaving them stranded in the desert The Imperium’s weakness was its
huge logistical tnil and this was where the Shas'el concentrated their efforts.

From interrogations it is now known that many Tau Hunter'Cadre commanders in the
shas’artol thought the plan was overly defensive and foo casily handed the initiarive
to the Imperium, They believed that the Imperium would be at its weakest during its
planetary landings and would have preferred to smash them with a largs counter-

. attack, meaning the war would be over before it Bad started

This theory was sound cnough, but in practice, given the planer’s size and the
Imperium’s perceived dominance of the surrounding space lanes, how could R'myr
Atop an invasion? Once in low orbit the Imperium would have the entice planet

to ehoose from, Certain areas zonld be ignored, like the inhospitable dexcrts aud

but, from the ofithe Tau forces, the ares 1o be defended was
Still vast, Only by spreading theic fraops thinly would there be any likelihood of forees
Leing wvailable for an immediate counter-atcack, and thinly spread forces would mean
fiot enough firepower (0 overrun the landing zonés. Concentrating their assets too
early would present the Imperium with  good target for its heaviest weapons or kn
orbital bombardment, This whs considered 4 huge sisk, because n sustained orbital
bombardment might tear Tau forces apact before battle even started

Ultimately for the Tau R'myr'a tactics worked, and for those who have to fight that
xomos ruce i the future they are herchy sanctioned for study,
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Hammerhead qunship with twin plasma cannons of an unidentified Hunter Cadle

XVB4 Crisls battlesuit rmed with a burst canno
Sl 1;‘”;‘ fy f‘vs :“:;' ’;" KVB1 Criss battiesuir armed with smart missiles, @ plasma
1ifle and fomer Thisis Shas el K, ilied feacing a Fau rac




Barmacuda superiority fighter Although exact figures are unknown, it thought that the Tau deplojed.
an estimated one fundred and fifty such aircraft to Taros, and they played a major role in their uitimate victory.
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XV81 Ciiss battlesuit armed with smart misiles,
& fusion biaster and fame. identily unknawn,
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VILFISH TROOP CARRIEF

Since the Imperium’s first large scale attacks against the Tau Empire,

the Dewilfish Troop Carrier has been recognised as the workhorse of the
Fife caste’s ground forces, It can transport up to twelve fully armed and
armoured Fire Warriars into the heart of a battle in relative safety, and
pravide heavy fire support for the team once disembarked; its primary role
being to provide a Hunter Cadre with its core of fast and mobile infantry to
support its Hammerhead assaults.

The Deviffish is armed with a burst cannon mounted in a chin turret for
suppressive fire, and twa independent qun drones. These are carried on
the forward lift-fins to provide additional firepower, but can also separate
from the Devilfish and join with the Fire Warrior team as. they attack their
abjective. The drones provide close support or act as lead scouts for the
team, relaying information back to the Devilfish and the Tau team leader

The Devilfish has a single crewman, who pilots the vehicle and directs the
drone-controlled burst cannon (the drones control their o veapons), and
operates the vehicle's other comms and tracking systems. Many systems.
onboard Tau vehicles are automated or drone controlled, allowing the Tau
10 generally reduce crew numbers in their vehicles,

The basic Devifish is usually augmented by various systems which control
s weapons and targeting functions, and primary amongst these are seeker
missiles. A Devilfish can carry up to two of these m: ckerlight-contralled
weapons. Once a markerlight illuminates a target it will send a signal back
to the Devilfish, which viill automatically launch a missile at the target in
fesponse. The pilot has no control over when, or at what, Seeker missies are
launched, instead his vessel just transports them to the. battlefield. Other

additional systems found on Devifish indlude advanced sansor and tracking
equipment, night-fighting filters for the pilot and flechette dischargets to
counter infantry assaults, These are mounted on the hull and discharge
clouds of high velocity flechettes into any enemy in close proximity:

Well armed and armoured for a troop transport, the Devifish s 2502
grav-vehicle that s capable of skimming low over a planet’s surface by
generating an anti-grav “cushion to float on, being driven forwards by two.
powerful multi-directional jet engines. By pivoting the engines downwatds
these help provide the vehicle with extra [ft to clear abstacles; by pivoting
backwards they also give a Devilfish forward momentum Compared 1o
the Imperium’s own jet engines the Tau's engines are reliable and efficient,
although still capable of being heard at a distance.

The aaftitself s constructed of dense nanocrystalline metals These
advanced metallic compounds are lightweight, malleable and strorg, and
esistant to cortosives. How the Earth caste manufacture them is unknate
o the Imperium, but they have been observed ta have rematkable =
protective properties and help educe a vehice's weight, assstng s $peed
and flight capabilities, 2

Up to four full loaded Devilfsh can be transparted in the lower hullof

2 Manta for maving between a Tau Emplre fleet in orbit and a planets
surface. Being Manta-barne means a Hunter Cadre can react fapidy 1@
enemy thteats, and the Tau ely on this manoeuvrability n batile (¢ means
ey do not have to occupy ground o static defensive positians, i

& shas'el can withhold his forces then launch counter-attacks of QUK
position blocking forces to intercept enemy moves. z
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Thase Fire Warriors that prove themselves in battle may earn the right

10 beaf the title shas'ui and wear a Crisis battlesuit. Shas'ui are the best
41005 3 Taw commander has at his disposal; loyal and brave beyond
‘uestion, they vill often be found whe:e the fighting is heaviest and in
<ombat are the cutting edge of a Hunter Cadre’s attacks. In turn the best
-l the shas'ui are honoured by being elevated to a commander’s personal
bodyguard, bearing the title shas'vre, and eventually may rise into the
mmkwﬂau commanders to become a shas'el of even a shas'o.

The standard battlestit worn by all these elite troops is the XV8 Ciisis
B3t Lrge feavly amoured, capabl of carying multple wepons
Systams and itted with many advanced enhancements such as jetpacks,

such as the Orca and Manta. The jetpack is remarkably advanced for such
ayoung race and combines anti-gravitic and et technology to make the:
battlesuit extremely agile for its size.

Each Crisis battlesuit has three hardpaints for weapons of suppart systems
and the variety of weapons avallable to the suit makes them incredibly
versatlle. Operating in teams of three, known as a ta’ro'cha (three minds:
as one), they can be equipped for a variety of battlefield roles. Many Fire
Warrior septs have developed their own battlesuit tactics and preferred
weapon fits and these techniques are taught in the sept's military
‘acadernies, where respected shas'vre pass on their knowledge. Some
examples of these include the Vior'la ‘Death Rain', ‘Sun Forge” and "Buring

2 sensors and targeting arrays, dr troliers and shield
tois, these battlesuits are efficient and incredibly lethal weapons of
iﬁﬂ'mou 10 being a formidable force on the battlefield, their sensors
it's Wearer to detect and track hidden enemy units, vital
Mﬂmmun be transmitted back to Tau command units.

%m made of dense nanogrystalline alloys. Triese have a structure
s tem 10 resist the force of an mpact 1o  geater o esser
lightweight enough to help to keep the suit’s weight down
weight means the battlesut can operate effectively using Its
o "mumbﬂ‘uy and can be dropped from transport aircraft

Eye’ conli and the T'auFireknife’ and 'Blinding Spear’ patterns.

On Taros, several variants of the standard XV8 battlesuit were also
identified. One, the XVB8 Broadside, was already well known. Others were
categorised &s personalised suits used by Tau Hunter Cadre commanders.
These were coded as the XV81, XV84 and XV89, and all incorporated
non-standard systems, as well as mast of the standard systems. The most
common of these prototype battlesuils, the XV89, was belfeved to be later

* replaced by the newly developed Xv8-02 ‘Iidium’ battlesuit. The remaining

XV89s were adapted for frontline use alongside the standard XV8, which it
closely matched in tuns of performance and ability to reconfigure
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W’f‘mﬁg&e Systens ﬁxt s with other S‘;gvmuxe Systems, nnryone of each of these Criss Ba
in the rules below, these prototype

XVB Batlsuit s Gesigred i an  stempt 0 Counte the igh
7ate amongst Tau commenders, whase zeal in battle often led to.

Mym:ea‘m !ﬂmﬁm whilstin suppart of their roops. s back-

to
5 w'maﬂleavlng themselves completely wlnerabre

model equipped with an XV&1 Crisis Battlesuit has a Smart Missile
System and the Extremely Bulky special rule This replaces any other version

the Bulky rule the model may alrezdy have. An XV81 Batdesuit may orly.

fitted with a maximum of two options from the Ranged Weapons list
(see page 65 of Codex Tau Empire).

battlesuits follow all the rules given for XV Crisis bamewm m

XV84 CRISIS BATTLESUIT.. 20

Crisis battlesuit teams are often called upon to fight away fiom the suppor
of the rest of their Cadre, whether buying time for thelr comrades to rp
and redeploy, or undertaking a surpiise. assault on the enemy, Ta,

units tasked with such demanding missions vath markerlight suppar,
Earth caste has begun testing the XV84 battlesuit in this role.

A model equipped with 3n XV84 Crisis Battlesut has both Networked
Markerlight and Target Lock

| Tha XVB9 was initially deployed dunng the fighting on Taros as 3
prototype, praviding a more heavily armoured variant of the standard
Crisis suit. However, it was soon found that the XV89's bulky armour
‘plating limited its manceuvrability, leaving those shas'vre assigned

10 it unable to fulfl the traditiona! role of the Crisis teams. Based on
reports compiled after the Taros campaign, the design was abandoned
in favour of the XV8-02 ‘Iridium’ battlesuit and the hundreds of XV89
suits that had been deployed for testing had their armour stripped back
and were reassigned ta Crisis teams in need of replacement suits. Many
Cadres operating on the outer fnges of the Tau Empire’s expansion
2one. however, have been observed by Impenal military forces and rogue:
traders still equipped with the distinctive XV89 vanant battlesuits.

CRISIS BATTLESUIT VARIANTS — XV89 CRISIS BATTLESUIT

The XV89 Crisis Battlesuit uses the same rules as a standard XV8 Crisis
Battlesuit. It may be used in place of an XV8 Crisis Battlesuit in any unit |
from Codex. Tau Empire for the same points cost and with the same.
options and special rules. This is intended to provide a Tau Empire player £
with some variety in the models they may use, not to confuse opponents,
and if any XV89s are being used, they should ba identified to the
0pposing player before the beginning of the game.

Thought forthedoy: Evcases ar the refge of the weake
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The XV8 Criss Battlesuit i by far the most common Tau Empire battlesuit
seenon the bartlefields of the 41 Millenruum, and the XV88 variant was
recogniced by the [mperium as a major threat to its armoured vehicles as far
back a5 the Damacles Crusade. This is due to the XV88 foregoing mobility
and manoeuvrability in favour of heavy firepower, armed as it is with a
distinctive long-barrelled twin heavy rail rifle. Also, unlike the Crisis suits
wehich bear the brunt of Tau attacks, the Broadside has more of a supportive
10fe, providing Tau Fire Warriors with long range firepower.

Thase Fis Wartiors that have progressed to the ranks of shas'ui and been
11828 in the use of the XV8 can choose to transfer into XV88 suits for
‘additional wraining, and within the Fire caste’s military academies itis
1€garded s essential that a shas'ui should have experience on the XV88.
Defore he can be promated to the rank of shasvre. Crisis teams that have
pedformed the Ta'issera may also transfer together and form a comolete,
bonded Broadside team, and after serving their time piloting the XV88 a
1€arm may either return to the XV to complete their training of, if they have
Pertermed exceptionally well, may be promoted straight to shas vie

On the battlefield the Broadside is a tank-hunter. 1ts heavy rail rifles can cut
through almost any armour, whilst sill being small enough fot fts wearer to
take advantage of most available cover. Once deployed Broadsides, lacking
Jetpacks, are slow so they must be deployed via Orcas and Mantas with
care and anly when an engagement is imminent, often relying on'ged
intelligence from forward Pathfinder teams for accurate deployment.

On Taros Broadsides were widely deployed in support of Hunter Cadres
on the defensive. They could not be deployed as part of the fast-moving
Pathfinder raiding forces or armoured counter-attack forces, which might
be required to operate in the deserts for many days, fighting then quickly
withdrawing, then moving to attack again. Instead, when an engagement
was imminent, the Orcas of a Manta would quickly move the Broadsides
inta position, usually where they could hold a ridge line oc an area of higher
ground with good fields of fire The Broadside could then target the enemy.
3t maximum (ange, singling out enemy tanks and troop camiers, before
being picked up again. Using these rapid deployment tactics the Broadsides
could lend their potent fire suppart, but not slaw an armoured Hunter
Cadre down as it raced to.new positions for the next battle.
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D of the many Tau Empite vehicles first identified during the Taros
. Campaign, the ‘Tetra' is a lightweight and fast scout speeder used by
~ Pathfinders for long range infiltration and reconnaissance missions. It has a
. bwo-man crew and usually operates in pairs, each supporting the other and
making 3 four-man Pathfinder team on the ground. On Taros these four-
- man teams, aimed with pulse carbines and markerlights, operated behind
impesial lines. There they conducted surveillance, ambush and sabotage
Mtﬁ In advance of their Hunter Cadres, using Tetras to get into
. Position before dismounting, hiding their vehicles and operating stealthily
i 0n foat Once the seconnalssance mission was complete, the squad would
ien fetum 1o thei Tetras and race back 1o their own fines

1 not a true combat vehicle and, lacking armour and only aimed
pulse riffes for self-defence, it is not designed for surviving In
 midst of a battle. Instead, being a reconnaissance vehicle, it refies upon
$peed and tealth to keep it outoffrouble and, s befistheit forward

10k, e3ch Teia 15 alsp equipped vith additional powerul sureilance and
25 well as secure long range comms systems.

te targets for following vehicles that are carrying
missies, Markerlights and seeker missiles are both
pons systerms which work together to lethal effect,
g a seeber array - a coliection of diode recefvers
are sensitive 1o the markerlight energy beams.

Each markerlight has its own unique pulse pattern and, bafore launching,
the markerlight's operator programs the missile’s central control system

to recognise the specific pulse pattern being used {transmitted via a high
intensity flash download). The missile processes this informaticn and feeds.
itinto its inertial quidance system then, once complete, its jet engines ignite:
and it launches.

Once the seeker misstle 1s in the air, its guidance system s only Interested

the markerlight with the correct pulse pattern, it will ignore all others. The
quidance systems will then steer the missile, by adjusting its flight fins, 50

that the correct markerlight beam is continually hitting the warhead's diode
array. This keeps the missile heading straight towards the farget, and the
exceptionally high speed of the missile's processing and guidance systems
mean it is very accurate, even over long distances.
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- TETRA SCOUT SPEEDER TEAM

Armour
% BS Front Side Rear HP
Tetra 3 10 10 10 2

Unit Composition
* 1 Tetra Scout Speeder

Wargear
« Twin-linked pulse rifles
= High intensity markerlight*
Unit Type « Homing beacon
 Vehicle (Skimmer, Fast,
Open-topped)
*The profile for this weapon can be
Special Rules found on page 198,
* Scout

Options
© The team may include
- Up to three additional Tetras. = v -4+35 points per
 AnyTetra may take items from the Vehicle Baztle Symms list
Codex: Tau Empire, page 72),

army.

Thougih o th diy: The b i vy chooses dger
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An open-topped skimmer utilised as an unarmed transport vehicle similar in
appearance to the Piranha was firt identiied during an Impenial diplomatic
mission to Dal'yth in 884.M41. 0n Teros this vehicle appears to have since
been given a miltary application as  light combat vehicle by the Tau, and
was subsequently codenamed the ‘Piranha’ by Ordo Xenos observers there.
Fion bitter experience during the campaig, those fighting for the Imperium
discovered that the Piranha had found itsniche with many Hunter Cadres,
the combat version having had armour and armament added, usualy a

chin turet-mounted burst cannon and independent detachable Gun Drones
identical to those mounted on a Devifish

On Taros,the Tau's new liht combat speeder was employed predominanly
for reconnaissance duties or 25 a weapons platform forlaunching seeker
missiles, often in support of Pathfinder teams. It was al¢o used in many
other battlefield roles and, being versatite and nimble, it has been used to
tiznsport Tau commanders or dignitaries on the ground. In this way it seems
to fulfit an ‘armoured transportation” role, maving important individuals
about without the need for a Devilfish or Orca dropship for every trip.

Other duties in which Piranhas have been (centified include armoured
suppor for teams guarding Tau aifelds, where they act s a rapid response
force, and as headquarters secuity; both rofes in which.a heavier combat

vehicle is not generally required. When employed in a reconnaissance. G
capacity the Piranha is a direct match for the Imperial Guards Salamandes
being capable of tackling other light vehicles and, as stich, is a desiiable
assetsince a Hunter Cadre’s first contact with the enemy will often bea.
clash between both sides’ scout units. In this respect it may be that the.
Fire caste has observed and learned from the Imperial Guards deployment
of Salamanders, although this theory is pure speculation. It has alsa been
suggested that the Piranha was being field tested by the Fire Watrior cast2
in this role during the Taros Campaign, with a view to wider deployentin
the future 3 2

During the batte for Hydro-processing Plant 23-30, P e
deployed to wark in concert with remote sensor toiwers, providing seeker
missiles forthe tower's drone-contiolfed markerlighs, The 1143 Cadian
regments refief column wos also constantly harassed by Pianhas whose.
crews used their long range weapons to stand off and snipe at the.
advancing Chimeras, the Piranhas and Chimeras fighting a day ong
battle which delayed the relef column enough for Tau Hunter Cadresta’
overrun the processing plant. Following their successfal deployment duf
the btie, the Pitanhas then went on o pley an important part i the aus

pursuit of the Tallarn regiments as they withdrew back to the Impest
landing zanes
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BARRAC
PERIORITY FIGH

The Barracuda is the Tau's most commonly identifid fighter craft by
Impenial forces. Faster than the Marauder bomber, but lacking the flat-out
10p speed of the Thunderbolt or Lighting fighter, it makes up for this due
oits sophisticated electronics systems and is pilots skill and expertise: n
a dogfight, Thunderbolts and Barracuda are very closely matched, with the
Thunderbolt having the edge in speed and the Barracuda having the edge
in terms of manoeuvrability, however Imperial pilots often outmatch thase
of the Tau Alr caste regards combat experience and fraining.

AllTau pilots originate from the Air caste, who live almost exclusively off-
veorld in orbital stations and habitats. Over time their long term exposure
to lower gravities has affected their physiology. This means that, even when
opereting in a gravity well, the Air caste have developed superior three-
dimensional awareness and marginally better acceleration and grasitational
tolerances than their human counterparts. Physically this makes a Tau
Empite pilot naturally better suited to the rigours of air-to-air combat than
a human pilot, and they are able to make tighter turns and hold them for
longer. Utilising these advantages the Barracuda excels in air-to-air combat,
but this is only part of its role. Ground attack s its secondary role, flying in
direct support of Hunter Cadres,

A Barracuda is amied with a nose-mounted, pilot aimed, ion cannon. This is
the aicaft’ pimary weapon for use in dogfights and i bacied up by o
drone-contiolled burst cannon in ts wings.

For ground attacks it s primarily armed with wing-mounted missile pods,
and when used in a ground attack role, a Barracuda can carry an additional
amament of up to four seeker missiles. Tese are not controlled by the plot
but by a markerlight operator on the ground.

All Barracudas ate equipped with escape pods and in the event that the X
aircraft sustains serious damage the pilot can eject ~ the entire cockpit
<@apsule can disconnect and has limited gravitic ‘mability to return the pilat
safely to earth However, once on the around, the pilot must still make bis
0Wn escape.

Dilferent Air caste septs have been identified operating sightly different
versions of the Barracuda, Some are equipped with night fighting filters
whilst others ilse distuption pods and decoy faunches for addtional
protection. On Taros, the Tau Coalition included a large Al caste
contingent which formed an integral part of their strategy, Winning the ait
War was vital 10 the Tau Empire’s plans, and Barracudas and fhunderbolts
fought daily for control of the skies. Flying from well-concealed desert ait
bases on the Iracunda fsthmus, the Bairacudas eventually won the batle
and, a wiell as engaging in dogights, hey also targeted the Imperial
Guard's supply columns, opetating in unisan with infiltrating Pathfindet
eams to destroy Trojans and supplies vita o keeping.the aimy ofthe
Emperor of Mankind fighting i




ARRACUDA AIR SUPERIORITY FIGHTER

> Armour
BS Front Side Rear HP
4 n 1 10 2

Wargear

= One fon cannon

« Two auto-targeting burst cannon
» One twin-linked missile pod

s special ule igriore any cover saves or Cover save
by the Supemnk or Jink special rules, as well as any

Options
» The Barracuda may take|
- Up to four Seeker missiles .. . +8 points each
» The Barracuda may take items from me Vzh!de !aule Systems list -
(see Codex: Tau Empire, page 72).

A Barracuda is a Fast Attack choice for 3 Codex: Teu Empire aimy.

This profile replaces the one found in Impenal Armour: Aeronautica, page 58.

Agile
A unitwith this special rule increases any wver saves granted by the fink
special rule by +1
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The Tau Fire caste’s main battle tank is codenamed the ‘Hammethead"
gunship. First encountered by the Imperium during the Damocles Crusade,
1ts basic pattern has been recognised as the staple combat vehicle of Tau
Hunter Cadres ever since, although variant weapons fits have also been
identified in use.

The Hammethead's versatile chassis can be armed with different weapon to
fulfil a variety of battlefield roles. By far the most common is the fearsome.
railgun, a linear accelerator which uses super-conductive electrodes

10 accelerate a solid shat round to hypersonic speeds. The vast kinetic
energy generated by the round on impact with its target has devastating
effects, even at long range, and such s the railgun’s killing power that ts
reputation spreads fear amongst those Imperium'’s tank crews unfortunate
enough to face it in battle. The Hammerhead's railgun s also equipped with
sophisticated sub-munitions, comprising a bundle of smaller projectiles used
for suppressive area fire and against 'soft" targets which a speeding solid
round might pass straight through

Other weapons commonly maunted in the Hammerhead's turret include.
the ion cannon, burst cannon, missile pods and, first encountered during
the Taros Campaign, plasma cannon and fusion cannon which are the
most tecent developments incorporated into the craft. It has since been
speculated by the Ordo Xenos and certain Adeptus Mechanicus Tech-Priests
That these weapons were being field tested on Taros.

158

The rest of the qunship’s interior contains the large capacitors and
additional ammunition needed for the main weapons, as well as the
gunship’s other non-combat systems. It is powered by the same complex
dual anti-gravjet-propulsion motive system as the Devilfish, and is believed
by the Imperium to have very similar characteristics regarding acceleration,
handling and top speed

It has three crew In the cockpit is the pilot and behind him sits tha co-pilat.
who controls many of the sensors, comms and navigation equipment, as.
well as secondary weapons systems. Finally there is the Hammarheads
commander, who sits in the top turret, and is primarily in control of the
main weapons system via the qunship’s targeting array. The Hammerhead
includes many automated override systems so that any crew member can
take over another's ofe in the event of casualties. All the crew vl be from
the Fire Warrior caste.

The Hammerhead also contains many other systems and equipment,
from retractable landing skids (used when the anti-qrav generators are
tumed off), to navigational, comms, tracking and targeting sensors, most
of which are mounted in the gunship’s chin turret. One notable feature.

Is the Hammerhead's markerlight receiver, which reads information from
markeilights and relays this to the gunship's targeting array, enabling it o
automatically zero-in on the iluminated target. This means a markeright
orerator on the ground can accurately direct the gunship’s fire at targets
which may be cbscured from the crew,
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Hammerhead with plasma cannons

| NOTES: Ths.xecensly develoned plasma cannon sariant.nf the Hammerhsadhis., i
Dslisxsd e beinseadsd s nsonnter so.he Impecium's Spase Mazincss whans.. i
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POWSK. ATMAVK,

GUNSHIP. 125 POINTS

Armour
BS Front Side Rear HP
Hammerhead Gunshp 4 13 12 10 3

Unit Composition Wargear Options.
* | Hamierhead Gunship « Railgun with solid shot + The Hammethead's railgun may take:
4 = Two qun drones. -~ Submunition rounds +5 points
Unit Type  Bath Gun Drones may be exchanged for on of the following
* Vehidle (Tank, Skimmer) “brofiles for these weapons canbe - Twin-linked burst cannon : free
found on page 198. - Twin-linked smart missile system. ., i Free
 The Hammerhead may take:
- Up to two seeker missiles. +8 points per missile
« The Hammerhead's railgun may be exchanged for one of the following:

- lon cannon > free
o twindinked missile pods and velocity racker Froe
~ Two long-barrelled burst cannon® Free
- Two fusion cannon* ; +15 points
- Two plasma cannon® +10 points
» A Hammerhead may take items ham me Vehicle Battle Systems list
(see Codex. Tau Empire, page 72)

A Hammerhead Gunship fs a Heavy Supgoit choice for a Codex: Tau
Emplre army:

Thoughi for the doy: A small miod s s tidy mind:
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E  SKYRAY i
MISSILE DEFENCE GUNSHIP.

The Sky Ray is a specialised variant of the Hammethead gunship and
s the Tau's heavily armed missile qunship, carrying a turret afray of six
sezker missiles, either guided by the vehicle’s own markerlight target
designatars or by n independent ground operator. It is believed that
the Sky Ray was developed by the Earth caste towards the end of the
Damocles Gulf Crusade in direct response to the air power fielded by
‘the Imperium there, and is crewed by two Fire Warriors. a pilot and a
Vieanons operator. During the Crusade, the Tau learned many lessons
about the Emperor's military forces and quickly adapted their new
knowledge to practical battlefield applications,

On the batilefield the Sky Ray's twin markerlights sweep the skies to find and
ok 0n 10 approaching enemy aircraf, before efficently quidng its missiles
10 the target; its automated systems quickly gauging how many missiles to
- Bunch a1 a targes ~ anywhere between one and the full six 1 carres. This
s dependent on range, target speed and type, and so fast and accurate are
* e seeker issils that many enemy pilots are hit and downed before they
i atack o can take evash

first deployment the Sky Ray has been continually developed to
s battlefield performance, and it i belleved that early versions
(equired 10 find and fock on 1o their own targets. By the time it was
5021lng over the deserts of Taros, it appears that the Sky Ray had been
ted o the wide markerlight control network and that Pathiinders
i their markerlghts to target its missiles, This upgrading has
y becoming a far greater threat than it was previously

During the Taros Campaign, such was the Sky Ray's elfectiveness that
Imperial Navy pilots came to despise it, and any confirmed Sky Ray kill
was highly prized amongst Imperial Navy crews. Such was the grav-tank's
infamy Infact, it earned the common nickname of ‘Stinger’ amongst thase
men who had to face it

When required it has been known for Sky Rays to be used in a ground
combat role, but their lack of ammunition means they cannot operate
effectively in this way for long. Most wise Tau commanders therefore avoid:
using them instead of Hammerheads, due to their lack of armaur protection
and ammunition restrictions.

For all ther eff Sky Rays are theref ly d in large

numbers. Generally, a single vehicle will be attached to a Hunter Cadre, and
Impartant or vulnerable locations, such as Tau airbases or headquarters, will

often include a Sky Ray as part of its defence force

OnTaras, Sky Rays were most often seen as an addition to the mobile
armoured Hunter Cadres operating in the desert, and proved a highly

effective weapon both in terms of alr defence and against ground targets.
Deployed behind a skirmish screen of Pathfinders, their multiple Seeker:
missiles would often be the opening volley of an engagement, directed by
the Pathfinders’ markerlights onta the Imperial Guard columns and utllising

the seeker missiles’ very long range to good effect.
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What little information Imperial agents have been able to ascertain about
the jungle world of Pech is that it is home to many creatures related to
its native inhabitants, the Kroot, such as the Krootox and Kroat Hound,
and also the Great Knarloc, which like them also appears to be an
evolutionary dead end. It is a strain that over millennia has developed
Into a large, solitary predator and its effectiveness in this niche would
appear, at first glance, to be limited by many factors: its small eyes, weak
forearms, huge legs ~ resulting in a elatively slow running speed ~ body
size and lightveight skeletal structure.

Given these drawbacks, it is surprising that the Great Knarlac s lucky to
have survived at all, except that its morphology has provided it with other
advantages. For example, its muscular legs are built for travelling long
distances and it can maintain a good constant speed. Coupled with this is
the fact that the composition of the creature’s lower legs and claws also
means it is capable of brief bursts of speed, aided by its well developed
Nymune organ ~ a trait still retained by some of the Great Knarloc’s
smaller relatives. It s also able o stand on its toes in the manner of many
fast moving creatures, helping it to spring suddenly from hiding onto an
unwary prey.

Whilst lacking any olfactory lobes; its long tendrils, concentrated at the
rear of its head (but alsa found all over its body), provide superb sensory
information, allowing it to efficiently track prey over long distances. This
compensates for the size of its eyes, which are believed to be too small to
provide anything but rudimentary vision. g

Most camnivores will eat dead flesh if pravided with no alternative and
the Great Knarloc is no different, hunting on occasion but at other
times it has been observed scavenging carcasses. It is equally adept at
foraging amongst the jungle growth for fruit or using its long, dextercus.
claws to seek out insects or even dig for grubs. All these: morpholagical
features point to a creature which is at home: finding food by scavenging
3s well as by hunting by a variety of methods and when its instincts da
tum to hunting it does so by one of two means; either. lurking in dense
undergrowth to suddenly ambush passing prey o using its sensory 01gans.
to detect prey from afar, utilising its stamina to refentlessly pursue its
victim until they are exhausted and it can move in for the kill

Like the Krootox, the Great Knarloc does not seem predisposed o

Violence unless hunting, threatened or goaded, It may even be that
it spends most of its time underneath the jungle canopy faraging for
foodstufis and scavenging, anly exploding into extreme violence shadld
2 suitable quarry be encountered; Also, being a solitary creature, It has.
not benefited from the presence of others of its kind and has therefore
not developed a pack hunter's cunning, intelligence or sociabllity. They
therefore remain dull-witted creatures and show rione of the figher.

psychological traits of a Kroot Hound ;

These natural characteristics st make it useful to the Kioot n seveall
Ways, most commonly as a beast of burden. Large enotgh to carry heavy
loads over long distances, they are easily led once domesticated, lackin
the sense to rebel immediately against those who have. captured them.
The only drawback s the beast's occasional suddan bouts of extte




common use of the Great Knarloc on the battlefield is for its
the Greature into aggression, enraging it by the use of
wmﬂd\emmu which it can excrete Then, once angered, the.
+is sent in the direction of the enemy — there is however no subtlety
£ , once angered, the beastwill attack anything that comes.
range of ts claws or sharp beak. To combat this, the chemicals and
s axcreted by its handlers means it is unlikely to attack them,
Kroot are not the beast’s natural prey, but its unpredictable nature
 1his is mot a sure fire defence and many an overly confident handler
 become a Great Knarloc's next meal!

Iy, the creature’s basically placid nature can also make it useful

1iding beast. Several Kroot can mount the Great Knarloc and use it as a

weapons platform for Kroot guns and bolt throwers. Again, this may.

aﬂdbﬂheemum of chemicals by its riders to help calm the beast in
i;uﬂmie is known abouit this, save by the Kroot themselves.

5 t bolt thiower itselfis a primitive bt effective weapon, used by
" hat foce since long before they encountered the highly advanced Tau

ey itis fired by an ingerious hand-crank system which drops bolts
ffom the magazine into pasition and then quickly redraws the bow string,
‘allowiag it 1o maintain a high rate of fire for minimal effort on behalf of the

Kroat crew, As with other Kroot rles audwns

own auxifiaries by using their technology to impiove

50 that instead of the basic sharpened bolts, tha Tau pro
explosive tips, making them far more effective and fethal, These
smaller version of the watheads used in theic own missile M'L

Great Knarlocs often accompany Kroot memnarv forces m bame and
have even been identified amongst Kroot contingents fighting alongside
their benefactors, the Tau. Once captured, usually when newly bon o
very young, the Kroot rear and domesticate some of thelr Great Knarloc
and whilst accompanying the Kioot mercenary force on campaign, 1
Great Knarlocs are not expected to fight althiough a baggage column.
may occasionally be caught up in a battle, for example, if a Krot column
s caught in an ambush by an enemy. In this case, the Goads dnd the
Great Knarloc will be forced to fight to defend themselves and can be:a
formidable force in themselves, given their natural aggression.




Wargear

* Kroot aimour (Kroot Goads and
Shaper only)

» Kroot riffe with pulse rounds

{Kroot Goads and Shaper only)

Knarioc only)

0Options
= The unit may take:

- Up to four additional Kroot Goads - .+6 points per moda:

» The unit may upgrade one Kroot Goad to: X S
- Shaper et At et lasied 15 points

« A Shaper may exchange his Kroot riffe for ¥
- pulse rifle i S +4 points ;
- Pulse carbine i poiS

« The unit may upgrade ali models with Kroot rifes to take:
- Sniper rounds. “+1 point per mode}

» The Great Knarloc may be upgraded to have the:
- Baggage Laden spedial rule 5 . Free

A Goaded Great Knarfoc is a Fast Attack choice for a Codex: Teu Empire
army.

Feeding Frenzy

- Once angered, a Goaded Great Knarloc is a voracious carnivore. When
rolling To Hit with the Great Knarloc in close combat, if the Goaded Great
Knarloc scores more 1s than 6s, the Great Knarloc gets carried away and
eats one of its Kroot Goads. Immediately remove the Kroot Goad nearest
10 the Great Knarloc from play ~ if no Kroot Goads remain i the unit
then this rule has no effect — the Great Knarloc will not eat Shapers. Note
that this rule does not add to the combat resolution score of either side
in the close combat.

MOUNTED GREAT KNARLOC HERD.

Herd

If at the beginning of any of the owning player’s turns, all the Kroat
Goads and Shapers in the unit are dead and the unit is not fleeing, then
the Great Knarloc must take an immediate Morale check.

Baggage Laden

A Great Knarloc is sometimes used to carry a Kroot warband's. gearand
provisions, and although such beasts are usually kept away from combiat,
sometimes desperate situations see them driven inta the fighting. A Geat
Knarloc with this special rule has ifs Attacks score reduced by-landits
Armour Save increased to 4+

Ws BS s T w 1
Mounted Great Knarloc 4 3 6 S 5 3

Unit Composition
= | Mounted Great Knarloc

Wargear

* Kroot bolt thrower with iron
bolts

Unit Type

 Monstrous Creature

*The profie for this weapon can be
found on page 198.

Special Rules

* Hove Thiough Cover
* Stealth (Forests)

o Fleet

AMounted Gieat Knarioc Herd is @ Fast Attack chaice for a Codex Tau
Empire amy, )

Thoughtfor he dy: Attack, sck! No prisoners!

85 POINTS .
sy }
Pl i

Options

* The herd may include:
- Up to two addtional Mounted Great Knarlocs.+85 paints per model
* All the Mounted Great Knarlocs in the herd may upgrade their Kicot bolt
throwers* to fire:
- Explosive bolts. . i 415 points per model
* Any Mounted Great Knarloc in the herd may exchange theit Koot balt:
thiower for.
- One twin-linked Kraot gun

. +20 points per model




~ KNARLOCRI

Pech's junales teem wiith an abundance of exotic wildife, fanging from
small seavengers 1o tree-dwellers to larger ground-dwelling herbivores, the
Kiootox being the most common of these. There are also pack hunters such
a5 the Kroot Hound and Knarlocs, and huge solitary predators such as the
Gireat Knarlocs. The Koot use many of these creatures either as game of for
domesticating, and examples of many are found around their encamprments.

Asthe name suggests, Knarlocs are close relatives of the Great Knarloc
They are & smafler, more sociable, carnivorous hunter also native to the
Jinies of Pech, and ate highly prized as cavalty mounis by the Kroot. In the
Wik they are formidable predators and, as would be expected, the Knarloc

-~ Nasmuch in common with its larger refative; they hunt in a similar way,
“0iioging ambushes or utilising their stamina for fong pursults. The major
difesence s they five and hunt in groups of p to ten reatures, including
it young,and are agile and yoracious hunters who work together to

tk and kilijust about any size of prey.

PECAING together in 2 pack, the Knarloc has developed a cunning
A ts brain to body size ratia is far greater than that of its farger
€888, nd forthis the Kroot appear to venerate Knarlocs fevering them as
ufand successul hunters,infact amongst he Koot s seen 1o be

asign of social status to ride a Knarloc. Shapers have even been known to
allow their kindred to hunt, kill and eat Knarloc packs in order to aid their.
Kindred's evolution, although it is believed the Kioot mastly caly hunt and
trap the young to tame and train i

When attacking, the Knatloc’s primary weapons are its razor sharp beak:
and its foredaws. These will hook into its victim and then, using the
Knarloc's leq strength to haul it in, it will administer the kill with its beak.
Using this method the Knarloc hunts Krootex and wild Kroat Hounds (their
main compettors), as wel as Pech's many other tree-dwelling and ground-
dwieling herbivores. :

On Taros Knarloc Riders were used as shock troaps, leading the Kroots'
headlong chaiges against Imperialforces. I the fighting for the Phyyra
Heights in particular, the swift and agil beasts proved to be highly effective.
assault tioops, and many imperial Guardsmen ended up as a Knarloc’s §
‘meal, Knarloc Riders were also used in a mounted scout rofe, operating:
2 light cavalry, using their mounts to quickly get into an advantageous

" position, well hidden on higher ground, and then sniping down with their
Kroot ifles fiom long range




ROOT KNARLOC RIDER HERD 75 POINTS

WS BS A Ld Sv.
rloc Rider 4 3 7 6+

Unit Composition Wargear Options.
» 3 Knatloc Riders * Kroot rifle with pulse rounds. * The herd may include;
« Kroot armour - Up to six additional Knarloc Riders. ... +25 points per model
UnitType » The herd may upgrade all models with Kroot rifles to take
= Cavalry - Sniper rounds, i+ 1 point per mode!

Special Rules A Kroot Knarloc Rider Herd is a Fast Attack choice for a Codex: Tati Empire
* Move Through Cover. amy.
* Stealth (Forests)

* Eaters of the Dead _‘
* Qutflank Eaters of the Dead

|+ AKroot Knarloc Rider Herd will never make a Sweeping Advance
move after defeating an enemy unit in close combat. Instead, they will
always Consolidate as per the nomal rules for such maves.

Though forthe day: Fith without deeds is worthless.




HEAVY

GUN DRONES

SLva

The Tau make extensive use of machine-intelligences known as drones.
These consist of an advanced processor unit which individually possesses
only 3 udimentary intelligence ~ approximately that of a small animal,
andemd\ is programmed for sell-preservation, the majority of drones
feeing tather than face certain destruction

Dranes can be networked together into teams which significantly

cieases the abillty to operate via independent action Normally, a

Sioe would require regular orders from its Tau master, but several drones
2aing together have been observed acting independently for longer
#eiods than expected compared to when operating alone

hé devices z1e conventionally disk shaped, well-armoured and equipped
4088 smell anti-gravitic and jet motors so that they can hover and skim
Along A5 well 25 being used by the Tau in civilian roles such 2 domestic
SETANS essengers, etc, drones are commonly used for dangecous of
.m‘m making them perfect for many military applications on

The Fire caste regularly arms drones with a variety of weapons, shield
generators and other military equipment, and uses squadrons of them
alongside their Fire Wartiors in battle. Despite thei basic intelfigence, the
Yau do not treat dronies as expendable forces, but as another useful weapon
in their armoury ~ most Tau units being accompanted by at least a couple

of drones to assist in mundane tasks, and for Fire Warrior teams they are,
usually carried by their Devilfish transpart ~ the drone’s small jet engines.
would not be able to keep up with a fast moving Devifish. These drones wil
detach themselves in combat 10 act és additional fire support, move ahiead
25 fonward scouts for the team, ot for guarding a flank As wel as being
used in this way, Tau commanders will aften have personat drones to carry.
extra shields, sensors or comms equipment.

The largest drones yet identiied are those categarised as heayy gun drones.
Far bigger than the standard gun dranes, they are capable of carrying
multiple heavy weapons (usually burst cannen) to lend dicect fire support to
Fire Warriar tearms. Other heavy weapons have alse been mounted on these
larger drones, and some have been observed by Imperial forces carrying
markerlights and operating as forward spotters for seeker missiles,




HEAVY GUN DRONE SQUADRON

ws
Heavy Gun Drone 2

Unit Composition Wargear
* 2 Heavy Gun Drones + Twin-linked burst cannon

Unit Type
* let Pack Infantry (Drone)
* Bulky

Special Rules
* Supparting Fire

50 POINTS

Options
* The squadron may include:

~ Up to four additional Heavy Gun Drones. .,..+25 paints per model
* Any Heayy Gun Drone may exchange its twin- hnked burst cannon for:

- Burst cannon and markerlight.. q o . free.

A Heavy Gun Drone Squadron fs a Heavy Support choice for a Codex: Tau
Empire army.

Thought foe the day: Blesscd s 1 closed miad hilledwith if,
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A drone sentry turret is an automated weapons system which contains an
‘advanced processo, giving it a basic intelligence much like a drone. To utiise:
these devices 1o best effect, the Tau will often network a team of them
together on a battlefield to form an artificially intelligent defensive perimeter,
capable of making its own decisions independently of its Tau programmers.

Fach sentry comprises a cylindrical amoured hull with a retractable gun
turret, which only activates when a suitable target is identified. It then rises
up, levels its weaponry, fires ntil its targets are either eliminated or out

of range then lowers back down into its dormant state. Unlike Imperial
Tarantula sentry guns, the drone intelligence is capable of making its own
targeting decisions and can differentiate between friendly and enemy units
effectively, choosing to ignore some targets in favour of others.

Drone turrets are usually deployed onto a battlefield by Tau Empire craft,
which will drop them into position. This process begins with Pathfinder teams
equipped with markerlights first designating target points, then an Orca or
Manta wil fy over and release the turrets, which incorporate  small jetpack
1o direct and slow their descent until they are in position. Once in place the.
turret activates, but will remain dormant uatil an enemy is identified and
moves within range of its weapon.

Tau Empire strategic doctrine does not usually seek to hold ground, its

forces better suited to a more mobile form of ground warfare, but often
tis necessary for them to defend strategically important locations, and
rather than waste Fire Warriors in static garrison duty, the Tau will often

Use drones or drone sentry turrets instead. These will normally be found
protecting command posts, airfields or guarding routes that Pathfinder
teams have identified as likely to be used by advancing enemy forces.

On Taros, sentry turrets were commonly encountered by all the Imperium's
forces, the deserts liberally being seeded with them; most equipped with
dissuption pods 5o they could be used a5 ambush units. During their
advance, Tallam scout units often found themselves under fite from a turret
or team of them, which then had to be attacked and destroyed before the
Guardsmen could continue on to their objective.

Hydro-processing Plant 23-30 was defended by many such turtets, al
disguised by distuption pods, making it near impassible for fhe Elysians’
2erial reconnaissance to spot them. As a result, Storm Trooper squads
Jeading the aitborne attack came under heavy fire from these unidentified
heavy weapons, and took significant casualties in the initial andings dufing
the battle.

Reparts submitted by Imperial observers claim that,in total, avertwo.
hundred turets were encountered and destrayed during the fighing Given
the high attrition rates suffered by Imperialforces on the planet, andthe’
effects this had on the dissemination of accurate intelligence, this i ikely o
be a gross underestimate, but lustrates the wide use made of done sentyy
turrets by Tau Empire forces.




DRONE SENTRY TURRET TEAM.

Armour

BS Front Side Rear HP
Dione Seriry Turet 2 LR S I
Unit Composition Wargear

+ | Drone Sentry Turret

» Twin-linked burst cannon

Unit Type
* Vehice immobile)

| Anlmme

Immobile Vehicle
Vehicle cannot move nider any circumstances after
deployment Any special rufes which force it to move will instead

Gise the vehicle to take a single Glancing hit. If an Immoble

Vehicle sustains a Vehicle Immabilised damage result then it foses

20 additonal Hull Point instead. The Automated Repai System (see

i u Empire, page 72) cannot be used to restore Hull Points
lostwhen an immobile Vehicle sustains a Vehicle Immobilised damage
7834t not does a successful repair attempt grant any ability to move
10 the lmmot

Thought foe the day: Withia he dark s forgoten,

30 POINTS

Options

 The team may include
- Up to three additional Drone Sentry Turrets.

« Any Drone Sentry Turret may exchange its tw
one of the following.
- Twin linked missile pods
- Twin-linked fusion blasters

- Twin-linked plasma riles

« The entire team may be upgraded to have the!
- Deep Strike specal rule +10 points per model

« Any Drane Sentry Turret may take items from the Vehicle Battle Systems
fist (see Codex: Tau Empire, page 72).

30 points per model
inked burst cannon for

+10 points per model
+15 points per model
+15 polnts per model

A Drone Sentry Turet Team s a Troops chaice for a Codex: Tau Empire army,
but does not count as one of the army’s compulsory Troops choices.

plces bide the cocaics of the Empero e
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4

EMOTE SENSOR TOWER

Another recently encountered piece of Tau military hardware is the remote
sensor tower, but it wasn't until late in the Taros Campaign that any of the.
Imperium's forces were tiuly ranged against these strange xenos devices.
The vanguard of the Cadian 114% regiment first observed these tall thin
towers as they advanced towards Hydro-processing Plant 23-30. Soon
afterwards, their columns came under attack from long range seeker missile
strikes, the regiment quickly losing several Chimeras in the process.

The remole sensor tower s believed, by the Imperium, to be a form of
information relay station, which scans the surtounding area and relays
data on enemy movements to other Tau Empire units in the vicinity. It
Incorporates advanced ground sensors, its own markerlight system and
targeting information relay, which is then used to guide attacking forces.
The tower mounts no weapanry ftself, and is considered expendable by
the Tau.

The tawer itself laoks like a smaller version of the drone sentry turret, but
instead of weaponry inside, It has a tall aerial which telescopes upwards to
give the sensor equipment 2 higher vantage point from which to scan. As
yet, the remote sensor tower's full range of functions are unknown to the
Imperium as none have so far been captured intact or operational

178

TR

The Tau use the towers predominantly as an area denial weapon, which
made it difficult for the Cadian Chimeras on Taras to move without drawing
immediate weapons fire. In this way they acted much like a conyentional
minefield, slowing an enemy’s advance and making movement dangerous
rather than being able to halt an advance directly.

Camouflaged to match the desert they were difficult to spot and,
supported by fast moving Piranhas mounting seeker missiles, the Tau
Wwere able 1o harry Cadian columns and inflict losses far outweighing their
own numbers. The resulting delays would mean the Elysian Drop Troops
surrounded at the process plant were never relieved, and eventually thetr
Rosition was overrun with disastrous consequences for the Imperium’s.
<continuing assault on Taros.




Options : Lkt
 All Senior Towers in the unit may btquraded xom.mmﬁe
following: :
- Positional Relay
- Homing Beacon
* The unit may include:
- Up to three additional Sensor Towers

.
is (Drone Tower)
‘as Impassable terrain and provides no cover
‘each Drone Tower deployed after the first must
than 6" away from another Drone Tower A
be shot at and attacked in close combat. It is hit
yin close combat and has the profile listed above A
3y make shooting attacks in the Shooting phase using
and does not require the presence of friendly models

that deployed them onto the table, and once reduced to
‘3 Drone Tower is removed from the board.

ensor Suite
 he Shooting phase, a single friendly unit selected
ode wampr)nhat is within 2" of any Sensor Tower in the

all failed To Hit rolls of a 1 and gain the Night Vision
'ﬁxme duration of that Shooting phase
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of Flre caste forces sent to secure the mining planet of Taros
Tau Empire, Shas'o R'myr held overall responsibility for its

that planned the campaign that would see the Emperor's armies
red and humbled in defeat, and he that led many of the campaign’s
important battles from his personalised XV89-02 Battlesuit

1o Rimyr was carefully selected to lead the Taros expedition. After
 ihe bloody fighting that occurted during the Damodles Crusade the
cammanders of the Tau Empite were reluctant to be diawn Into another full
- viar with the Imperium and sought a commander who could defend
thernew holding withot turning it into  war of attrition. What they
ieeded vias someone who understood the Guer'la and how to defeat them.

i they umed o the Dalyth sept and Shas'o R'myr. Over two hundred
sears before,during the Damocies Crusade, the sept had come close to
being annitilated by imperial forces as they fought in defence of the Tau

6. It was 4 Fire caste commander known as Shas'o R'myr who turned
th tide of the battle and saved the warriors of the sept from destruction

. i % ¥ S
Insuch high regard did the Dal'yth sept hold their saviout that vﬁ;
original Shas'o R'myr died, his title and teachings were preserved s
they could be passed on to anather warrior who proved himself just.
worthy against the Guer'la, i

the title since then, each adding to the legacy and experierice of those who.
have gone before them. it was this knowledge that aliowed the Tau force:
‘on Taros to successfully predict and counter the Imperium’s battleplans,
and the long range harassment and defence-in-depth strategy employed
s0 successfully by the Cadres under his command is believed to have been
quickly adopted by those of other septs facing similar circumstances.

For Shas'o R'myr, his only failure in the battle for Taras vias the deathof
the Ethereal Aun'Vre, who was slain by an Imperial assassin in the closing
stages of the war While Shas'o R'myr was never held accountable for the
Ethereal’s death, the proud Fire caste warior saw it as a personal failure.
and sought to inflct bloody retrbution on every Imperial atmy he faced
after that campaign.

SHAS'O RIMYR

|‘;It Composition
1Ungue)

Wargear

« Double-barrelled plasma rile*
« Upgraded shield generator
UnitType « Drane controller
» Jot Pack Infantry (Character) « Target Lock

~ Special Rules

-+ Independent Character

Signature Systems
= XV39-02 Battlesuil

y Warlord Trait
Peeferred Enemy (Imperial Guard) = Through Unity, Devastation

Bonding Knife Ritual

| XV89-02 Battlesuit (Signature System)
| Shas'o Rmyr is equipped with 2 unique prototype battlesuit sill
‘unergoing field trials with the Earth caste This Battlesuit grants
| im a3+ Amour save, blacksun filters and a miniaturised flechette
dichaiter The miniaturised flechette discharger inflicts 3 single
3 AP- hit o every enemy model in base contact with Shas'o
‘duiing the lnitiative 10 step of any fight sub-phase

led shield generator ;
shield generator grants @ 4+ Inyulnerable save against

MW&MH 33+ Invulnerable save against close combat

Trait: Through Unity, Devastation :
 Batlesuit Commander Shas'o R'myr is used as an amy's
does ot 10l on 2 Warlord Tratstable instead he gains the

Iy, Devastation it (See Codex: Tau Empie,page 32 1ot J

S S SR

ld Sv
10 3+

Options
» Shas'o Rimyr may take up to

~Two Drones from the Drone List {see Codex. Tau Empire page 95)
o Shas'o Rimyr may take.

~ Y8 Criss Bodyguard Team (see Codex Tau Empire page 98)

“The profife for this weapon can be found on page 198.

Shas’o R'myris a HQ choice for a Codex. Tau Empire amy.

145 POINTS



SHARK

182

The Tiger Shark is larger than the Barracuda and is deployed in a fighter-
bomber role by the Tau. Often encountered flying in support of Tau Hunter
Cades during major operations, It is faster and mare manoeuvrable than
the Imperium’s direct equivalent — the Marauder bomber, but the Tiger
Shark lacks s large bomb payload

Tiger Sharks are never encountered in numbers as numerous s the
Barracuda, but have many features and systems in common, The aircraft
has two crew- a pilot and a navigator/weapons operator, all of whom come
from the A caste, giving them the natural advantage of superior three-
dimensional awareness, greater tolerance for higher acceleration speeds
and more g-forces as their craft banks and turns than a human pilot Their
cockpi s also an escape pod, which can detach from the raft's fuselage
and has limited gravitic mobility 10 bring the crew safely to the ground

Like the Barracuda, different Air caste septs operate slightly different
versions and other Tiger Shark variants have been identified armed with
multiple burst cannon and seeker missiles

The Tiger Shark's main role appears to be the deployment of drones. Its
drone racks can deploy a shower of remote weapons platforms anywhere
over the bartlefield, as well as strafing ground based targets wath its ion
cannon and wing-mounted missile pods. In addition to its ground attack
technology, it has drone-controlled burst cannon for defence against enemy
fighters, aithough a flight of Tiger Sharks vl usually lso be accompanied
by Barracudas as fighter cover

The main variation to this pattem of deployment was those Tiger Sharks
modified to carry a large number of seeker missiles. Such craft often
operated independently on Taros, staying at high altitudes near potential
battle 2ones until receiving a marketlight signal from Pathfinder teams
deployed below. Upan recewving the signal, these aircraft would swoop in
over the battlefield to allow the Pathfinders to designate targets for the
Jarge payload of missiles they carried.

With the Tau seizing an early dominance of the skies' during the Tarcs.
Campaign, once the Imperial fighter squadrons had been neutralised

Tau commaniders were able to use the firepower of aircraft such as the
Tiger Shark to counter the numerical superiority of the Impenal armoured
regiments. Such cumbersome formaticns would be quickly spatted by

the Tau Pathfinder teams dispersed across the desert, who could quickly
guide the fighter-bombers to their targets to support the smaller, but more
manceuvrable Tau Cadres.

On Taros, Tiger Sharks supported Tau Empire operatiors s a fapid response
force: lying from well hidden bases on the Iracunda fsthmus, Tiger Sharks
were often the first Tau Empire forces to respand to an Imperial Guard
feqiment's advance, quickly seeding an area with drone squadrons, whilst
Other Tau ground forces were maved into position. Tiger Sharks were the
first Tau forces to reach Hydra-processing Plant 23.30 after the Elysian Diop:
Troops" surpiise attack, quickly. reinforcing the garrison with theit drone:
squadrons and hampering the assault




- UnitType
o superheavy vehicle (Fiyer)

special Rules
o Suafing Run
» Supersonic
« Dione Rack

Armour

Front Side Rear SP

12

12 10 2

Wargear

* One twin-linked ion cannon

» Two burst cannon

« One twin-linked missile pod

* Fourteen gun drones. These are
heldin a Drone Rack and are riot
Attached Drones. They may not
make any attacks until deployed
using the Drone Rack special
nule

Options 5
« The Tiger Sherk may teplace its fourteen Gun Drones and the Drone f
special rule with: 0
~ Six seeker missies S, Free
The Tiger Shark may take items fiom the Vehicle Battle Systemslist
(see Codex: Tau Empire, page 72)

| Drone Rack
The Tiger Shark may deploy its Gun Drories at any pomt during its i
| Movement phase. It may only deploy a maximum of one squad of Gun
Drones each tum, which must consist of up to 14 models, and these.
are treated as a single squad of Gun Drones from that point oniwards -
{or the remainder of the game.

To deploy a squad of Gun Drones, nominate any point over wiich the
Tiger Shark moved, and deploy the squad as if it were Deep Stiking
onto that point except that models do not take Dangerous Terrain tests
and do not scatter

This profile replaces the one found in Imperial Armour Aetonautics, page 59,
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On Tatos the Tau also deployed a new variant of the Tiger Shark. Codified as
{he AX-1-0, this heaully armed Tiger Shark replaced its drone racks and ion
annon with two heavy railguns and a seeker missile array. These massive
\weapons, Usually mounted on the far larger Manta, turn the Tiger Shark
ini0 a lomidable ground attack craft, capable of engaging and destroying
supecheavy tanks and Titans, It is befieved that the AX- 1-0 was developed
2 a difect response to the Imperium’s largest Titans, first most likely
enxounteied by the fledgling race during the Damocles Crusade Until the
Taros Campaign, the Teu had few weapons capable of stopping one of the
Imperium's greatest war machines, but the Ar caste and Earth caste had
secretly developed the AX-1-0 in the inferim.

Due o s vital role as a transport craft for the Tau's highly mobife Hunter
Cadies, Tau commanders were reluctant 10 risk their Mantas in direct
confrontation with the Imperium’s Titans, Even if the Mantas were able

10 successfully dastroy their gargantuan prey, they would iikely be so
damaged after the encounter that they would be unable to continue in
theicfole a5 transports, leaving Tau ground forces unable to redeploy in the
face of an enemy's continued advance. The refit of the Tiger Shark became
the perfect solution to this The craft’s aifframe was capable of mounting
the same al heayy ralguns used by the Menta and, as a smaller it
euld te more likely 1o evade Impenial anti-aircraft fire as it approached 10
Bestoy its target.

The o e eleved to have only converted  small number o such airiat
P101t0 the events on Taros, These craft were crewed by the finest teams

of bonded Al caste pilots and qunners, and held ready for the appearance
i the fered Titans During the breakthiough to the Iracunda fsthmus, the
Ta1 gnlecshied thelr Jatest weapon with alaiming tesults and the sudden
Yo f the Warhound Adyensar Primars to a Tiger Shark atiack caused the
Temaiig Titans 1o be withdrawn from the front fine.

e o o e e
[Vox recording begins]

| ... Princeps! Xenos aircraft detected at extreme range,
| fying at low altitude. Masx approximately 25 tonnes,
patiern unknown,

. Pattern unknoswn? Tactieal Officer, focus augur web
on the incoming contacts, Get me detaila! b

| .1 Yen Princeps, resolving data now: Targer uppears
Yo be'a Tiger Sharl pastern fighter-bomber, but the
systém cannot conficm. ¥ @

Ireeleyant. A Tiger Shark is no threat to Advensis.
Turn us 1o face it, Moderati, bring all guns to bear and ...

{Sonnd of multiple impacts and electrical shorts within
crew compartment]

|

|

1 .. All void shields non-functionnll Registering massive
damage, reactor is critical! 5 2 A

f e chi? Bring ...

} " [Vox recording ends]

L)
g

Wartiound Titan Advensis Primaris, rew compantmient vox encoder.
Recovered from the battlefield by Space Marine squsd Veritas.




* TIGER SHARK AX-1-0

660 POINTS

Armour
BS Front Side Rear SP
Tiger Shark AX-1-0 4 12 12 10 2

Unit Composition
1 Tiger Shark AX-1-0

Wargear

* One twin-linked heavy railgun*
 Two burst cannon.

* One twin-linked missife pod

* One networked markerlight

Unit Type
» Super-heavy vehicle (Flyer)

Special Rules
» Strafing Run
* Supersonic

*The profile for this weapon can be
found on page 198,

Options
» The Tiger Shark AX-1-0 may take
- Up to six seeker missiles - +8 paints per missile
© The Tiger Shark AX-1-0 may take xtems from the Vehicle lmk
Systems list (see Codex: Tau Empire, page 72).

This profile replaces the one found in Imperial Armou. Aeronautics, page 60,
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The Orca is a dedicated orbital transport vehicle - a shuttle for moving
troops, equipment and supplies from spacecraft in orbit to a planet's
surface. Unlike the Space Marine Thunderhawk Gunship or the Tau's own,
far larger, Manta, the Orca is not a front-line combat vehicle as it is not
armed and armoured to take part in a battle. Instead it is only equipped
for self-defence; its primary function being transportation, and using the:
Tau's anti-grav technology, and powered by quad ramjets, the Orca is fast
and highly manoeuvrable for its size and bulky appearance.

The Orca is crewed by 3 single Air caste pilot, and its command centre

15 controlled by two Fire caste operatars — a Tau commander or Ethereal
can also oversee operations from the command centre during a battle.

ts large hold can carry up to fifty seven Tau Fire Warriors and their
equipment, with two 1o three Orcas capable of transporting an entire
Hunter Cadre’s worth of troops, drones and battlesuits onto a planet's
surface for 4 battle. These would not usually be dropped directly into
combat, but more likely landed some distance from the enemy to take up
positions before a battle

During large planatary invasion operations, rcas provides important
support to Mantas. Whilst Mantas transport the bulk of the Tau forces,
Orcas allow a shas'o to be flexible in the deployment of his Hunter
Cadres, using the craft for specific missions. On Taros this was deplaying
Pathfinders and Stealthsuit teams into the deserts for scouting and
sabotage missians, but they were also known ta transport drone sentry

turrets, dropping them into position in front of enemy units. Behind the
lines Orcas transport important personnel such as Ethereals, Water caste
diplomats or the shas‘o commander himself, along with their bedyguards.

On dangerous missions, or if they have to approach a battlefield, a flight
of Orcas will be defended by Barracudas, whose cole it is to intercept
enemy fighters or engage ground targets that threaten an Orca andits
cargo, The Orca's ventral, retractable turret-mounted weaponry is not
weell suited to such aerial dogfights, although it provides some protection
from interceptors attacking from below that are climbing to intercept the
descending Orca; the weaponry's main use is for sweeping a landing zone.
with intense firepower priar o a landing

OnTeros Orcas played an important role in the Tau Empire’s strategy: It was:

Orcas, often operating at night with blacksun filers, that inserted Pathfinder’

and Stealth teams deep behind enemy lines. It was from an Orca that S
Shas'el K'ri launched his daring raid on an Impetial Navy airbase,landing

directly upon the runway, Orcas were also the workhorse of the Tu forces,

moving troaps and supplies to and from combat zones and it i estimated:

that at the peak of the fighting on Taros, Tau forces were operating in

excess of two hundred Orcas, but exact figures are unknown, There also.

veere unconfirmed reports of other variants of the Orca sighted or: the :
mining world armed with multiple missile racks and bomb bays, butnoneaf - -
these viere positvely identified during the Taros Campalgn. e




% “Armour.
Front Side Rear SP
12 12 10 2

Wargear

« One twin-linked long-barrelled
burst cannon*

o Missile pod

 Blacksun filter

« Distuption pod

Options.

* The Orca may take ftems from the Vehicle Battie Systems"m (
Codex: Tau Empire, page 72). 3

I Transport Ramp.

’ Up to four separate units may exitfrom the Orcals rear farmp cach
Transport Capacity

* The Orca may transport 57 A
models. It may transport models This profile replaces the-one found in Imperial Armotir! Agronautica,
with the type Jet Pack Infantry
(Drone), and up to six Tau
Battlesuits with the type Jetpack
Infantry. These units take up.
transport capacity as normal

*The profile for this weapon can be.
found on page 198

Mmr«km}v Power docs potreside with the Orzkbmrirb:k&k:m!
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Pilot's flight control panel

| 2. Pilor's seat
| 3, Escape pod boosters

Avionics processors

Navigational controls and instrument landing
system

. Engine and fuel control systems

Armoured nose cone i

Fire control systems and turret mechanism

" 9. Tactiealview sereen

10, Operator’s seat
1. Operator’s system eontrol panel

12, Ventral turret shifoud and burst canson

ammunition storage
13, Missile pod (pre-armed with seyen missiles)

© 14, Burst cannon (long-barrelled) |

15, Primuary scnsor bay

" 16. Drone transportation rack

17, Fire Warrior transportation station

34.

. Armoured fiselage and grav-plates
. Airbrake
. Rear landing pad (stowed)

. Magactic rail clamp

. Proximity seasors and rear ranip controls

Weapon stowage racks (for pulse rifles, carbines
and rail rifle)
Rear ramp'

! Secure comms boom, exterior air data sensor.

and attack warning systems

Pilot's escape pod

. Automated locating beacon
, Commander’s seat

, Access steps to transport compartment

Grav-plates
XV8 Crisis batdlenie

. Automated battlesuit transportation rail
. Tail fin

Maiatenance control panel




The Manta s the Tau Empire’s super-heavy drop ship and, as well s its
large transport capacity, it carries firepower comparable to an Imperial Titan
or an Ork Gargant. ts main weapons are formidable twin heavy railguns
which fire a fin-stabilised round, the fin providing the round with additional
lift, and therefore extra range, whilst in a planet's atmosphere.

The heavy railguns’ sub-munitions shels are each equipped with a drone
processor which is programmed to direct the shel to its target, and is used
predominantly during combat fought in space to find weak points in the
armour of enemy space craft ~ sub-munitions lacking the penetrating power
of the standard round ~ but they have also proved useful in ground combat.
As a back-up to its main weaponry, the Manta mounts twin ion cannon
battenes in its wings. These provide shorter range saturation fire for when
the Manta is in the thick of battle.

As wvell as its main armament, the Manta's arsenal consists of prow-
mounted faunch ports for up to ten seeker missiles, which can be controlled
by the crew or by other markerfight operators on the ground. These are
complemented by sixteen drone-controlled burst cannon turrets positioned
all around the Manta’s hull for close defence when it has fanded and

used as anti-aircraft weapons when the craft is in flight. The turrets are.
pasitioned so that all angles of approach are covered by the multiple burst
cannon, making it near impossible to assault it directly whilst Tau forces are
preparing to disembark from it onto a battlefield whilst providing a letha
deterrent against swarming enemy aircraft in flight

As well as its firepower the Manta has a large transport capaity, the ship's
main body being split into two transpart decks. The upper deck holds trcops
or battlesuits, whilst the cavernous lower deck can hold up to four {fully
loaded) Devilfish or Hammerheads. The entire lower transport deck s also
based upon an elevating platform, which is raised and lowered to allow
access, It can also be fitted to carry extra troops, battlesuits, Kroot o just
3bout any vehicle or equipment operated by the Fire caste

As well as its own cockpit, each Manta contains a sophisticated command
bridge. From here a Tau commander can oversee battlefield operations,
meaning that a Manta can act as a forward command post, fire control and.
communications hub when the situation demands.

The Manta is the Tau Empire's smallest interstellar-capable spaceciaft, and
Is crewed entirely by members of the A caste. It has fimited etherdrive
€apacity but, because of its size, a Manta can only make very short hops
through the vastness of space, restricting its use: For langec tips, it must be
transported Inside the far larger Tau Empire carriers.

On Taros Mantas were widely used to transport the Hunter Cadres and their:
heavy equipment nto the deserts, positioning the troops for counter-atacks
and quickly extracting them afterwards, Their fleet of Mantas qave the Tau
supenior strategic mobility over the ground-based Imperial Guard, enabling
the outnumbered Tau Hunter Cadres the ability to match the Imperiums
squads in equal force for local counter-attacks and. battles,
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Am Points.
uansvo“ 1amp
« Lower trarisport deck elevator

ocial Rules
W The Manta may only.
use the Supersonic rule on twms
which it has chosen to Zoom

g;fypew vehicle (Flyes, Hover

Armour
Side Rear sP
12 1 10

Wargear

* Two heavy railguns®

 Three twin-linked long-barrelied
ien cannon*

» One twin-linked missile pod

 Sixteen long-barrelled burst
cannon”

» Ten seeker missiles

* Networked markerlight

» Blacksun Filter

* Energy Shield

“The profiles fo these weapans
can be found on page 198.

Transport Capacity
+ The Manta has two transport bays that are treated separamlﬁ;m ha
they may camy into battle" X
- The uppet deck may only transport models with the Infantry uai
{this includes Jet Pack Infantry (Drone)) and has a traf
55 models. >
- The lower deck has a transport capacity of 145 models &lndudtoy
models with the type Jet Pack Infantry (Drone) and up to eight Tau
Battlesuits with the type Jet Pack Infantry, These units take up transport.
capacity as normal). It also has the ability 1o carry up ta four non
heavy, nan-flyer vehicles (which count as 36 models each), Transport
vehicles being transported in this fashion may themselves anyvn
without those units taking up space on the Manta.

AA Fire

Due to its size, any enemy units that target the Manta do not need fo-
make Snap Shots when it is Zooming and roll To Hit using thelr mrmal
BS score even f they do not passess the Skyfire special rule.

Transport Elevator
The entire fower deck can be lowered. Al unts on the lower transport
deck can disembark on the same tum

Energy Shield
The Manta's energy shield confers a 4+ Invulnerable save againstany.
hitit receives.

Transport Ramp
Up to four separate units may exit from the Manta's tear amp each tum, |

his profile replacesthe one found in Imperisl Amour- Aeconautics, page 62
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Ordnance 1, Primary Weapon,
Apocalyptic Blast (10°)

Pulse round

Sniper found

Kroot gun

Heavy 1, Gets Hot,
targe Blast (5%)

Heavy 1, Blast (3°), Melta

Assault D3, Melta

Heavy 2, Twin-linked,

Target Acquired

Rapid Fire
Heavy 1, Sniper
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BATTLEFLEET GOTHIC
TAU EMPIRE FLEET

g V i void of 5pace.
/1 i by the mperium, was fully capable of epetatiog in the
ngjﬂ eﬁp‘gﬁ m ;ma;msz:nw;d as heavy bombers in void batties in the Taros system.




Since the dawn of the Tau Empire the development of that race’s fleet, the
Kor'vattra, has been given the highest priority by the Ethereal caste. Its
Ieaders understand that without a strong Kor'vattra, the manifest destiny
of the Tau cannot be realised and, over the past 1,000 years, the Tau as a
race have made remarkable progress in all areas of interstellar exploration
developing the necessary gravitic technologies, advanced metal alloys,

eapony, etc, 10 2llow them to travel vast distances and, consequently,
colonise worlds that were far out of their reach even a few centuries before.
Since the Tau's first contact with the Imperium, this process has continued
at an ever greater pace, and it is believed that this recent rapid expansion
has placed massively increased pressure on its fleet

What few intelligence sources the Imperium has been able to infiltrate into
that xenos race’s infrastructure report that the Tau Empire fleet's experience
during the Damocles Crusade s responsible for much of this urgency,

The Kor'vattra's fiist major fleet engagements against Mankind'’s vessels,
especially in relation 10 their defeat in the Hydass system, were received

as sometl of a disaster on T'au.Such a heavy loss of ships and lives
undoubtedly sent shockwaves through its high command, particularly as
Alr caste crews were known to have reported being outgunned, out-
manoeuvied and out-thought by Imperial tactics they were unprepared to
counter Some of thie Kor'vattra’s ships and crews had performed well and
did inflict substantial losses on enemy craft, but it was now obvious that
the Gue'las' ships presented a serious obstacle to the Tau Emprre’s plans for
continued expansion — an obstacle they knew must be met and overcome.
Combined with this setback the Kor'vattra also, some years later, made

its irst contact with another threat, the expioring teadis of approaching
Tyranid hive fleets, and the Kor'vattra's performance and tactics against this
new enemy were again called into question

202

E CONTINUING EXPANSION
OF THE TAU EMPIRE

The issue wasn't yet a crisis, but the Ethereals and Air caste saw its
potential to develop into one and took swift action ta cortect it 7o this
end the thereals, Al caste and Earth caste urgently re-thought theis
policies for the future development of the Kor'vattra, It is thought that the
very best Earth caste scientists of the T'au sept were given whatever they
needed to create a new experimental’ fleet, incorporating all the lessans
they had learned into these new classes of ship. The project was titled the
Kor'or'vesh, and resulted in a new wave of Tau Empire ship designs.

The firstof these new vessels to be encountered was the fPPorrul dass,
which was quickly adopted by the T'au sept's Water caste. The Imperium
first identified an I Porrui (codifying it as the ‘Emissary’ class) during
fighting in the Dolumar system. The single vessel was eventually destioyed,
but the new class of ship was noted as being 3 formidable opponentand,
following the I Porrui the Earth caste of the T'au sept were also soon
testing Kirshasvre, Kir'la, Or'es Efeath and, finally, the Lar'shi'vce vessels.

These vessels were first encountered in large numbers (as opposed to
individual vessels) during the Taros Campaign. It seems that the T'au sept
used the border war as a testing ground, and the arrival of these new
ships in substantial numbers, up to this time they had been nathing more:
than anomalies, took Fleet Admiral Kotto by surprise. Given the Tau fleet’s
performance, their numbers may incraase as the Kor'vattra of othef sepis
seek to adopt the new classes.




threat to the Imperial
such, was remarselessly
ally destroyed by Fleet

canne
Stb'd ion cannon

Al Custodians are fitted with a prow deflector to raise their Front Amour to 6. This is disabled if

the ship suffers a Prow aritical hit

~ KIR'LA (WARDEN) CLASS CARRIER ESCORT.
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Prow. gmvm( Iaund\er

[prowallgin batiery.

LAR'SHI'VRE (PROTECTOR) CLASS WARSHIP. 190 POINTS.

The Protector is the Tau's main fighting vessel,
designed and built sofely for the purpose of
 engaging and destroying the enemy in fleet

-~ actions. It is heavily armed and versatile, carrying
a full array of different weaponry to best meet
any foe, is abla to take on Impenal cruisers on
even terms and, although it lacks the great bulk
and structure of a cruiser, it still packs comparable:
firepower

Two Protectors formed the fighting core of the Tau
fieet around Taros and inflicted heavy losses on the
Imperium’s transport ships.

All Protectors are fitted with a prow deflector to raise their Front Armour to 6. This is dlsabled i
the ship suffers a Prow crtical hit




fighting vessel, but
- caste dignitaries, Tau
reals. Despite its size, the
iipped and perfectly capable

‘becoming more common within
‘and aften tove ot onto its fringes
missions to neighbouring races. They
25 large merchant vessels, and are
something of a workhorse within Tau
space.

All Emissaries are fitted with a prow deflector to raise their Front Armour 10 6 This is disabled if
the ship suffers a Prow critical hit

TAUTRANSPORT

Tau Empite thrives on the trade between its
s&pis,ond transports are the workhorses of the
- g routes, being small vessels with limited
-~ ews.There have been many different types of
- bengpens identified, but all are similar in design
. Yensport ate generally only armed for self-
defence and have a farge hold for transporting

Front/left/right

Prow railgun battery

All Transports are fitted with a prow deflector 10 raise: their Front Armour to 6, This is disabled if

the ship suffers a Prow ritical hit




‘The Security Orbital is fitted with tracking systems.

AIR CASTE ORBITAL CITY 160 POINTS

The Tau Air caste live much of their lives in zero

gravity, either'as spaceship crew or waystation

Crew, or In the caste’s own massive orbital habitats
‘which can be found above most well-established

- Tau Empire worlds.

Te Orbital City is fitted with tracking systems,



~ ELYSIAN DROP TROOPS
ARMY LIST

attached to the 237 Elsian Drop Troop regient

torm Tigapers during Opetation Comet.

javy unit permanently
dron, transporting St

Valkyre of the 184 Tactcal Wing, on fmperial Guard
This airceaftis the fiith of third transport 53




galaxy and the biggest military organisation
h lory of Mankind, the Iigenal Guard is billons upon
at arms; and millions of tanks and artllery guns standing
the Emperor. it is the Imperial Guard that must bear the
iperium’s endless wars and wherever there is conflict, fhere

npover for such & vast fighting force is drawn from across the
mpenum 1ts troops originate from all the varied dominions of Man, from
highest spires of technolcgically adept hive warlds, to the primordial

s of forsaken death worlds. Each world owing tithes to the Imperium;

part of which Is taken in the form of fighting men for the Emperor's armies.

Mariy units are formed as infantry regiments, with tens of thousands of

- men, but there are more specialised regiments, such as those recruited from
the planet of Elysia The Elysian regiments are trained Drop Troops, highly
mabile alrborne farces equipped with sophisticated aircraft, weaponry and
rav-chutes for long range strikes deep into enemy territory

WHY COLLECT AN ELYSIAN DROP TROOPS ARMY?
Whatis the appeal of an Elysian Drop Troops army? It can be summed up
in two words: aif power. If you enjoy the adrenaline rush of fast jets then
this is the army for you: you get aircraft, lots of aircraft, and elite soldiers
plunging from the skies directly into battle

This amy’s true advantages lie i its speed, unpredictabilty and unrivalled
ablity 1o attack anywhere on the tabletop at anytime. Using deep strikes
and Valkyries, the Elysians can capture objectives rapidly by dint of
overwhelming numbers and their close range firepower, often relying on
demo charges and special weapons for tank-busting. Failing this, Vultures,
Valkyries and Imperial Navy aircraft pack fearsome amounts of firepower,
and swooping over the table they can target just about anything

The Tauros Venator is a heavily armed scout veh
Troops tegiments, fot s abylity to be carried into ko)

Tactical flexibility is the key to using an Elystan army, and commanders that
fearn to use that flexibility well will find that there are few situations tha
Elysians cannot counter quickly and effectively However, an Elysian aimyis
a very specialised force, and mastering the tactics that it exemplifies can be
chaflenging Elysian commanders should niot expect o engage the enemy
in a conventional stand-up fight and win. [nstead, they shiould seek to take
objectives by rapid assault and then hold them with grim determination
and selectrve targeting of enemy threats with devastating aerial firepoyer
Casualties will often be high, but that is the price Drop Troop regiments. oy
for thelr mobility.

ELYSIAN DROP TROOP ARMY LIST

On the following pages you will find an army list that enables you to field:
an Elysian Drop Troop army. This army list allows you 1o fight battles using
the Eternal War missions presented in the Warhammer 40,000 rulebook, as
well as missions of your own devising o that are being played as part of an
ongoing campaign

At the heart of this list is the Drop Infantry Company, with Valkyries and
Vultures in support, alongside other attached elements such as Storm
Trooper squads and Sentinels. Other support comes from more specialised
equipment and the Impenial Navy flying in dlose support.

This army lst is provided for players who wish to use theit Imperial Armodr
models en masse in games of Warhammer 40,000. If you only wish to

use one or two models, or a single Elysian squad in a Valkyri, then tis
recommend that players continue to use the Codex. Impenal Guard army
list, or take a small contingent of Elysian troopers as an allied contingent
The rules for the Impenial Guard vehicles featured in this army list, but not
in Codex: Imperial Guard, can be found in Impenal Armour Volume One

— Second Edition: Imperial Guard of Imperial Armour ~ Aeranautica fyou
wish to use them outside of an Elysian Drop Troap army.

icle, favoured by the Elsian Drop
itle hooked onto a Vaikyrie Sky Telon




ingent for an army using the Allies Matri,
p army s considered identical to a standard Impenal
that it may select an allied contingent from an Imperial
‘Battle Brothers, and an Imperial Guard army may select an
 from an Elysian Drop Troop list as Battle Brothers.

CE ORGANISATION CHARTS
{istis used in conjunction with the Force O chart
4 below and in the Warhammer 40,000 rulebook The chart is
m categories that correspond to the sections of the army list, and
category has one of more boxes — this s referred to as the primary
gaachment Each it tone box indicates that you may take one chaice
that section of the army list, while & dark tone box means you must
 cholce fiom that section. I addition to the primary detachment,
1 fortifications chaice and an allied detachment may be taken. if
these options 1S selected, their Force Organisation charts follow
e e fules s that of the primary detachment. The full rules governing
fuce Organisaton charts can be found on page 109 of the Warhammer
49 0rulebook.

USING THE ARMY LiST-

The Efysian Drop Trooy aimy list is spiit

Dedicated Transgoris, Eltes Fast Attack and Heavy Support,
squads, yahides and characters in the atmy.are placed int
<ategories depending upan their rolo on the  battiefield.

7 ol
given a points value, which varies depending on how effective
in battle. 2

Biefore you choose an amy,you il ned 1o agree withyourcpporent.
A  agree with your of

upan ihe type of game you are going to play and the maximum total i

number of points each of you will spend, Then you can pick yout army

following the quidelines given in the Warhammer 40,000 rulebook on

page 108, .

FORCE ORGANISATION CHART

PRIMARY DETACHMENT
(REQUIRED) Compulsory
* 1HQ

« 2Tio0ps

Optional
+ 1HQ

+ 4Troops

© 3 Elites

= 3 Fast Attack

= 3 Heavy Support

Optional
« 1 Troops
« 1 Elites
* 1 FastAttack

ALLIED DETACHMENT
(OPTIONAL)

Compulsory
* 1HQ
* 1Tr00ps

FORTIFICATION
(OPTIONAL) Optional
= 1 fortification per

Primary Detachment

FORHTCATION

# 1 Heavy Support




vand Scanner can be empluyed in one of two modes

once this hias been decided it cannot be changed and must remain
same for the rest of the game

ong Range Sweep: With the scanner in this mode, the Efysian
iardsman will be able to predict and counter enemy troop redeployments.

,duvmg the coming battle, allowing them to maintain the tactical edge Any

‘eaemy units with the Infiltrate special rufe that wish to infiltrate will be.
unable 10 do 5o on the roll of a 4+ {1oll separately for each affected unit),

- and must deplay normally instead. In addition, the opposing player suffers

3 -1 modifier to all Reserves rolls made while the Long Range Ground

- Scanner is In play and not Falling Back (note that this does not affect the

automatic arrival of Reserve units on turn four)

Short Range Lock: The scanner locks onto an enemy unit’s position and
targeting information is passed to a nearby Imperial Guard unit. At the
beginning of each of the controlling player's Shaoting phases, nominate

a friendly Imperial Guard unit chosen from this list that is within 12"
Note that if the nominated unit and the unit containing the long range
ground scanner has a vox caster, then it does not have to be within 12
of the scanner, but may be anywhere on the table. Roll a 6. On a 4+, the
nominated unit can re-roll any missed rolls To Hit in that Shooting phase.
The nominated unit may be changed on each turn in which this rule is used
Barrage and Ordnance type weapons may not benefit from the effects of a
Long Range Ground Scanner in Short Range Lock mode.

Breacher Charges

Amodel equipped with a breacher charge may use it in an assault instead
of using their normal attacks or weapons. The model makes a single attack
Place the Blast (3") template anywhere in base contact with the attacking
model so that it covers the enemy. The template may not be placed so
that it covers friendly models. Roll to hit against the majority Weapon

Skill of the enemy (buildings, emplacements and stationary vehicles are

hit automatically and no roll is needed). On a successful hit, the template
remains where it is. On a miss, roll the Scatter dice and flip the template
over in the direction shown if an arrow result is rolied (re-roll the Hit symbol
if needed until an arrow is shown).

Weapon Range  Str AP Type

Breacher charge Special 8 2 Melee, One Use,
Blast (3"), Wrecker

Lascutters

Weapon Range  Str AP Type

Lascutter . 9 2 Melee, Unwieldy,

Cumbersome®
*Cumbersome: A mode] usiog a dase combat weapon with this special rle
can only ever make a single attack at WS 1 in an Assault phase, regardless
of theirprofi or any other special rule

Tracking Beacon

Friendly units arrving by Deep Strike do not scatter as long as the first
model i placed within 6" of a model with a Tracking Beacon that was on
the table at the beginning of the current player turn.

: A\ux!llary Grenade laundm

St AP Type

Aux Grenade laur\(he(
“{Frag) 12% 306 Assaultl, Blast(3)
(Krak) 12" 6 4 Assault 1 e

Note that nlike thrown grenades, a unit with multiple Auxifiary Grenade
Launchiers may fire all of them in a single urn.

IMPERIAL NAVY UPGRADES

Flare or Chaff Launchers

These are a single use item. A vehicle equipped with Flare or Chaff
Launchers has a 4+ Invulnerable save against any damage inflicted by
missile weapons on the player tur they are used !

Armoured Cockpit
A vehicle equipped with an Armoured Cockpit may tgnore fesults of Crew
Shaken or Crew Stunned on a roll of 4+

Infra-red Targeting
A vehicle with Infra-red Targeting gains the Night Vision special rule.

lllum Flares i
A vehicle with lllum Flares may drop a single flare per tum. They are fired f
in the same manner as Bombs (see page 81 of the Warhammer 40,000

rulebook), placing a marker where the flare lands after it has scattered

Leave the marker in place until the end of the turn Any unit targeting an
enemy unit within 12" of the flare marker gains the Night Vision spcial
rule; it only gains the benefit of Night Vision while firing at units with at
least one model within 12" of the flare marker.

Distinctive Paint Scheme or Markings

This is a single use item, While the owning vehicle is in play and on the
board (not in Ongoing Reserves), one friendly unit within line of sight ta
the vehicle may re-roll a single Morale check. Distinctive Paint Scheme or
Markings must be represented on the model 5%

ELYSIAN DROP TROOP ARMY SPECIAL RULES §
Combat Drop

At the beginning of the controlling player's first turn, they may choose a
number of Valkyries, Valkyrie Sky Talons, Elysian Sentry Gun Batteries o
Drop Sentinel squadrons (and any units embarked upon them), equal to
half of the total number of such units in the army, to perform a Combat
Drap. The chosen units arrive on their player's first piayer turn and must
deploy onto the battlefield using the Deep Strike rules. All other Valkyries
and Valkyrie Sky Talons begin the game in Reserve and foll to determine the
turn of their arrival as normal for the mission being played Drop Sentinels
not deployed by Combat Drop may either be. placed in Reserve or dephy
normally at the start of the game.

Iron Discipline

Any friendly units chasen from the Elysian Drop Troop army list that have
at least one mode! within 6* of a model with this special rule always make:
any required Regroup tests as a nomal unmodified Leadership test, evenif
lessthan 25% of the unit's models are stllalive.
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60 P
dof a seicr I?eld officer and mamm Tetinue of bodyquards, specilsts and advisars The: swan wadtion
lmm the front" in their operatians, braving the fury of the foe. Such command squads are often equipped w,»m
firepower and survivability.

5 17 w 1
3 B 3 3
i 3 1 3
3 3 2 3
3 3 1 3
3 3 1 3
Wargear
o Flak armour

* Close combat weapon

* Lasqun (Veteran and Veteran
Weapon Team only)

* Laspistol {(Company Commander,
Officer of the Fieet and
Bodyguard only)

« Frag grenades

« Refractor Field (Company

ompany Commander

*Infantry.
* Veteran Weapon Team

Commander only)
Transport
» Officers of the Fleet » An Elysian Company Command
- Infantry (Character) Squad may select a Valkyrie as

a Dedicated Transport (see page
Special Rules 219 for points cost).
* Senior Officer (Company
Commander only)
= [ron Discipline (Company
Commander only)
» Deep Stiike
 Intercept Reserves (Officer of the
Fleet only)
* Look out ~ Arghh! (Bodyguard
only)

R a5 Feafi

Sv

9 5+
7 5+
7 5+
7 5+
7 5+
Options.
= The Company Commander may exchange his laspistol and/or close
combat weapon for one of the following
- Bolt pistol +2 points
- Power sword «+10 points
- Plasma pistol ++10 points
- Power fist +15 points
« The Company Commander may be Upgraded to cary:
- Melta bombs <ot points
- Tracking beacon .+10 points
* Any Veteran may replace his lasqun with
- Laspistol . e . Free
* Any Veteran may upgrade Ihe\( Iasgun lo have:
- Auxiliary grenade launcher ... +3 points per model
« One Veteran may be upgraded to carry
- Regimental standard .. +15 points
* One Veteran may be upgraded to carry
- Vox caster .. +5 paints
 One Veteran may be upgraded to (arvy
- Medi-pack .. +30 points

* Replace two Veteran Guardsmen witha VewanWeapnnsTeam armed
‘with one of the fn!krvmg

- Mortar +5 points
- Heavy bolter +10 points.
- Missile launcher ~+15 paints

* AVeteran Weapon Team armed with a. mxSSIIE launcher may upgrade it
to have
- Flakk missiles. +15 points
* Any remaining Veterans that have not been upgraded wﬂh one of the
options above may replace their Iasgun with one of the following: 3
- Flamer +5 points per model
- Grenade Iaunnher 3
- Sniper nfle
- Meltagun
- Plasma gun. .
~ Long range ground scanner....
- Lascutter.
 The entire squad (m:ludmg any. Regu'\ental Ad\nsafgf
with any of the following:
- Krak grenades . .
- Carapace armour ..
* The squad may include the folkrmng
- One Officer of the Fleet
- Up to two Bodyguards

i



OMMISSAR (DROP REGIMENT)....
nissats are senior members of the Imperief Commissariat, uterly

e
futhless and without fear They are fanatical acherents to the

nkind. Lovdf Commissars ére often assigned fa the worst
s lthal baefields. where theic eadership and resole are most needed to holster the ranks ;i

W sy
10 5+

o osition Wargear Options

‘u“:‘lmmﬁsar * Flak armour

3  Close combat weapon
* Bolt pistol

* The Lord Commissar may exchange tis bolt pistol andfor clase combat
weapon for ane of the follawing: :
- Boltgun

?";:-;.ys((haraned « frag grenades - Power sword.

g = Krak grenades - Plasma pistol
i Rules « Refractor field - Poweer fist 3 i
Ep;g:;:endem Character  The Lord Commissar may have any of the following.
» Stubbom - Carapace armour
o Symmary Execution - Tracking beacon
» faa of Discipline - Melta bombs
» Deep Strike.




Wargear
» Carapace armour

= Close combat weapon
= Hot-shot lasgun

* Hot:shot laspistol

* Frag grenades.

* Krak grenades

Transport

* A Storm Trooper Squad may
Special Rules select a Valkyrie as a Dedicated
* Deep Strike Transport (see page 219 for
» Special Operations points cost).

Options
» The squad may have:
- Up to five additional Storm Troopers “+16 points per model
~ The Storm Trooper Sergeant may exchange his hot-shot laspistol and/or
hot-shot fasqun for one of the following: ¢

- Bolt pistol : i cn o free.
- Plasma pistol +10 points
- Power sword .+10 points.
= Up to two Storm Traopers may. replace their hot-shot lasguns with one of
the following.
- Flamer +5 paints per mode!
- Grenade launcher +5 points per mode!
- Meltagun +10 points per medel
- Plasma gun +15 points per model

‘Special Operations: Hot Drop
In addition to the options presented in Codex. Imperial Guard, a Storm
Traoper Squad selected as part of an Elysian Drop Troop army may also
choose to use the following mission instead of Reconnaissanice, Airbome
Assault or Behind Enemy Lines.

Hot Drop: On any turn after the first, in which a Storm Trooper Squad
arrives on the table using the Deep Strike rules whilst embarked upan a
Valkyrie, they may declare a charge, as long as they do not run ar shoot
in the same turn. In addition, the Valkytie gains the Assault Vehicle
special rule for that turn.

DROP SENTINEL SQUADRON.

55 POINTS PER MODEL

Drop Sentinels are speaa/rsed variants of the standard scout Sentinel used by most Impenal Guard regiments. Specially outfitted to endure the nigours of
airborne deployment, the Elysian use these Sentinels to canry the bulk of their heavy weaponry in combat and use them in a direct fire role to destroy heavy.

0pposition during an assault.

Armour
Ws  BS S Front Side Rear
Drop Sentinel 3 3 5 10 10 10

Unit Composition
* 1-3 Drop Sentinel

Wargear
» Heavy bolter

UnitType
» Vehicle (Walker, Open-topped)

Special Rules

© Move Through Cover
» Deep Strike

* Combat Drop

Transport

« Asquadron of 2 or fewer Drop
Sentinels may select a Valkyrie
SkyTalon as a Dedicated
Transport (see page 219 for
points cost).

A HP
1 2
Options
« Any Drop Sentinel may replace s heavy bolter with:
- Heavy flamer e free:
-Multimeita .. 15pomupe1mude§
* Any Drop Sentinel may have orie of (he !ollowmg
- Searchlight, <. +1point permdé
- Hunter-killer missile..... +10 points per model
» The entire squadron may have:
- Smoke launchers .5 points per model
- Camo nietting ~.+10 points per model

Drap Sentinel Squadrons are available as both Eiltes choices and as patef

Infantry Platoons,




i :}*:d rdm:ao;’ .‘}2‘2’.?‘;;‘.:‘232'.‘5 e2":‘ yl:;?:;rl:(sm;adg 04 Heawy Wepan Sauad 03 Seci Weapon Squads and 0+
1 Squadron. e of a single unit in missions that 1 ¢anbe deplayed
a Resenve roll or Outilank roll roll once for the entire infantry Platoon Any units in ;imeuse: x":a':‘ :; ‘m‘mmﬁmm«x{a
nstead olled for separately. Units below marked with a (%) may only be chosen as part of zn Elysian Drop Infantry Plataon as isted ab

AN PLATOON COMMAND SQUAD*
command squads provide personal feadership and tactical direction to the Elysian troops.
adapt ”’?"’ iroops” deployment to the shifting conditions of battle and execute the

in combat. The junior officer is refied upon 1o coordinate:
orders of their supenors at any cost, RN

Wws w Ld

Unit Composition Wargear Options
Platoon Commander * Flak armour « The squad may include: s
* Close combat weapon - One Commissar 435 goints
* Lasgun (Guardsman only) » The Platoon Commander and/or Commissar may exchange his pistol of
* Laspistol close combat weapon for one of the following,
(Platoon Commander only) - Bolt pistol +2 points per model
« Bolt pistol (Commissar only) - Lasqun with auxiliary grenade launcher ... +3 points per model
» fiag grenades - Plasma pistol ... +10 points per model
- Power sword ... . +10 points per model
Transport - Power fist . +15 paints per modet
« An Elysian Platoon Command « One Guardsman may be upgraded to carry: X
Squad may select a Valkyrie as - Platoon standard o+ 15 points
a Dedicated Transport (see page  One Guardsman may be upgraded (o cairy- ;
{ 219 for points cost). - Vox caster g i 45 PS8
Special Rules « Any remaining Guardsman that has ot been upgraded with any of the
» Junlor Officer (Platoon. ‘options above may replace their lasgun with a
- Flamer +5 points per model
101 Disciplne (Platoon - Grenade launcher.. .. g +5 points per model
~ Commander only} - Meltagun L ~..+10 paints per model
~+ Stubbom (Commissar only) - Plasma gun Lo 415 points per madel
* Summary Execution - Lascutter ... G S +10 points per model
(Commsar only) « The entire squad may have:
©* Deep Stike - Krak grenades. BeGar A
s « The Platoon Commander may have any of the following
: - Melta bombs ... i .. +5 palnts
- Tracking Beacon. ..o i o+ 10 points

45 points




afhlgh&proﬁdwmfsaphw Guardsmen wh ively

acti
mmﬂme;and in small unit tactics. TM makes thern more mdependemly mmded than manylme troops, but

Wargear Options

* Flak armour  The squad may include:
« Lasgun - One Commissar +35.p0
* Close combat weapon  The Sergeant and/or Commissar may exchange h!s bolt pistol andloy
« frag grenades dlose combat weapon for;
= Laspistol (Sergeant only) - Lasgun with suxiliary grenade launcher, s +3 paunts
 Infantry (Character) » Bolt pistol (Commissar only) - Plasma pistol ¥ i 10 points
+ Commissars - Pawer sword o 10 points
~Infantry (Character) Transport * One Guardsman may be upgmded 0 carry a
© Guardsmen * An Elysian Infantry Squad may - Vox caster. i 45 paints
~ Infantry select a Valkyrie as a Dedicared  » One Guardsman may be upgmded to have:
Transport (see page 219 for - One breacher charge. .., ... . ..+20 points.
Special Rules points cost). * One Guardsman that has not been upgraded with any of the optians
= Combined Squad above may replace his lasgun with a
* Deep Strike - Flamer ; +5 points
© Stubbormn (Commissar only) - Grenade launcher .. % i +5 points.
= Summary Execution - Meltagun 4 +10 paints
(Commissar only) - Plasma gun. 15 points
- Lascutter e . .+10 points
» The entire squad may have:
- Krak grenades. : +10 points
» The Sergeant may have:
- Melta bombs. x % A +5 points
ELYSIAN HEAVY WEAPONS SQUAD* 70 POINTS

Heavy weapons teams provide vital supporting firepower for the drop infantry. Elysian combat doctrine focuses on the use of these teams to SUppress
enemy forces and scatter any attempts to organise resistance to the Elysian assault under a hail of fire.

Ws BS S T w I A Ld Sv.
Heavy Weapans Team 3 3 3 3 2 3 2 7 54

Unit Composition « Wargear Options
+ 3 Heavy Weapon Teams * Flak armour * Any Heavy Weapan Team may exchange its mortat for cne of the
* Lasgun following:
Unit Type * Close combat weapon -~ Heavy bolter b -5 points per team
* Infantry * Frag grenades. - Missile launcher, ... . - .+10 points per team
« Mortar * Any Heavy Weapon Team e Wi missile launcher may upgrade it
Special Rules to have: g
« Deep Stilke Transport ~ Flakk missiles % 415 potn\s

* An Elysian Heavy Weapons * The entire squad may have:
Squad may select a Valkyrie as - Krak grenades
a Dedicated Transport (see page
219 for polnts cost)




TROOPS

SQUAD*

squadsprovide discipined fie upport for th chop nfay i sing spec sure e fm"‘m

hmeis for area clearance and sniper rifls for long range targeted kiling.

A d sy
1 7 5+

Wargear Options
: {Lﬂ:;:’r:nouv « Three Guardsmen must Iep‘a(e their lasquns with one of the following:
- Sniper rfle
 Close combat weapon - Flamer :g z::::: z mmm
- Grenade launcher 45 points per modal
; Transport - Meltagun ; +10 points per model
Special Rules. © An Elysian Special Weapons - Plasma gun +15 points per mode!
< Do ik Sq;:; ma!d s:\ecl aValkyrie as - Breacher charge . +20 points per model
a Dedicated Transport (see page - Lascutter 10 point 8
219 for points cost). +10 points per model

ELYSIAN DROP SENTINEL SQUADRON*, 55 POINTS PER MODEL.
Drap Sentinels are specialised vanants of the standard scout Sentinel used by most Imperial Guard regiments. Specially outfitted to endure the rigours of
airborme deployment, the Elysians use these Sentinels to carry the bulk of their heavy weaponty in combat, and also use them in a direct fire role to destroy.
* hasyy opposition during an assault

Armour
2 S Front Side Rear
‘Drop Sertinel SEERENT 0SS 0 S O

" Unit Composition Wargear Options
3 Drop Sentivel « Heavy bolter = Any Drop Sentinel may replace its heavy bolter with:
- Heavy flamer = free

UnitType Transport - Multi-melta +15 paints per model
« \eticle (Walker, Open-topped)  » Asquadion of 2 or fewer Drop = Any Drop Sentinel may have one of the following

‘ Sentinels may select a Valkyrie - Searchlight ; ~+1 point pe modlel
Special Rules Sky Talon as a Dedicated - Hunter-kiler missile. +10 points per model
+ Move Through Cover Transport (see page 219 for « The entice squadron may have:
* Deep Strike points cost) - Smoke launchers. : \.+5 points per model
* Combat Drop - Camo netting e 410 points per model

Drop Sentinel Squadlans are available as both Elites choices and s part of
Infantry Platoons.




* Veteran Sergeant
ifantry (Character)
Veterans
= Infantry.
= Veteran Weapon Teams
« Infantry

Special Rules
* Deep Strike

Wargear

= Flak armour

= Lasqun (Veteran Sergeant has a
laspistol)

* Close combat weapon

* Frag and krak grenades

Transport

o An Elysian Veteran Squad may.
select a Valkyrie as a Dedicated
Transport (see page 219 for
points cost).

Options
 The Veteran Sergeant may exchange his laspistol and/or close combat
weapon for one of the following.

- Shotgun Ao S tans ity g

- Bolt pistol : e o2 points

- Power sword..... Rl +10 points

- Plasma pistol +10 points

- Pawer fist +15 paints
* Any Veteran may exchange xheu lasgun for a

- Shotgun pIs Free
 One Veteran may be upgraded to carry

- Vox caster .45 paints
* Replace two Veterans with a Veteran Weapons Team armed with one of

the following

- Mortar... X .....+5 points per model

- Heavy bolter +10 points per model

- Missile Jauncher +15 points per madsl
* AVeteran Weapon Team armed wuh a mlssr ‘e launcher may upgrade it

10 have:

- Flakk missiles +15 points
© Up to three Veterans that have nux been upgraded wuh one of the

options above may replace their lasqun with one of the following

- Flamer +5 points per model
- Grenade launcher +5 polnts per model
- Sniper ifle +5 points per mode!
- Meltagun. +...+10 points per model
- Plasma gun. ... +15 points per model
- Lascutter. +10 paints per model

* One Veteran that has not been upgraded wuh one of the optians above
may replace their lasgun vath:
- Heavy fiamer
* The squad may choose any of the !e!lowmg doclnnes
- Grenadiers: The entire squad replaces its flak armour with carapace
armour . . +30 paints.
- Forward Ohservevs The sqLad has the lnrlwate speoal leandthe
Sergeant has a tracking beacon. s W 430 points:
~ Demolitions: The entire squad has. meha bcmbs One Veteran has a
breacher charge in addition to his other equipment . -30 points.

~+20 points
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ofhe san eginent, the Vlyies i wellamotred and ey maroerbi & SVt

Jegentary abillty to strke rapidly and raid deep within enemy

h it = its
s rther than reling on per oy et Uik sl Gus regmeris the

Armour
~ BS Front Side Rear HP
3 12 12 10 3

Wargear Options

* Multelaser * The Valkytie may replace its multi-aser with 3.

* Two hellstrike missiles - Lascannon . .

* Searchlight » The Valkyie may exchangs both its helstrke missiles for:

* Extra armour - Two multiple rocket pods, i,

; © The Valkyrie may take 2 pair of sponsons armed with:

Transport Capacity - Heawy bolters. % 555,

o The Valkyrie can carry 12 models.
Note that it may not carry.
Ogryns.

axcess point on each side of
hell and one at the rear.

for their abllity 1o carry out their duties in the thick of enemy fire, and are ital to the success of the Elysian regiments.

Armour
Front Side Rear HP
12 12 10 3

Wargear Options.

o Heavy bolter « The Sky Talon may replace its two hellstrike missiles with

= Two hellstrike missiles - Two multiple rocket pods o +30 points
» Searchlight
* Extra armour

Pes
Sky Lift
A Sky Talon can begin the game carrying one Tauros o Tauros Venator,
or two Drop Sentinels. f you have sufficient Sky Talons, they may.
carry an entire vehicle squadron, but must remain in coherency whilst
Wansporting it A vehice carred by a Sky Telon may disembark in the
same manner as an Infantry unit, except that they may not move faster
than combat speed, or move Flat Out on a turn in which they embark

| or disembrk.1f  vehicle s being carried when the Sky Talon Explodes,
as per the entry on the Vehicle Damage chart, it takes a single.
Penetrating hit instead of the damage normally applied to passengers.




reglmenzs with énough technical knowlede an
mnle&supply The ﬂyslaﬂs pcssess two variants of the Tauros, the four wheeled scout vehicle and the
toth larbny range reconnalssance and as roving hunter-killes packs to sow confusion during an as,au)t and

~ Amour 3

Front Side Rear HP §
10 10 10 2 v
1 10 10 2

Wargear Options.
* Tauros s Any Tauros may be upgraded to: 3
- Heavy flamer - Tauros Venator .. +20 points per model
~ Searchlight » Any Tauros may replace i ns heavy ﬂamer with:
3 ( * Tauros Venator - Tauros grenade launcher ...... ..+5 points per model o
- 5 3 - Twin-linked multi-laser = Any Tauros Venator may replace its twin-linked multi-laser with: 4
% - Searchlight - Twin-linked lascannon i <15 points per model L
» Any Tauros of Tauros Venator may have any of the follawing: A
Transport - One hunter-killer missile i (w410 points per model
 ATauros Squadron may select - Exira armour 7 +15 points per mode!
Valkyre Sky Talons as Dedicated = The entire squadron may teke:
Transports. If this option is taken -~ Smoke launchers. +5 points per model
then one Sky Talon per Tauros or - Camo-netting ... .+10 points per model
Tauros Venator must be chosen
(see page 219 for points cost per
: Y choice taken). Galvanic Motors

Whenever a Tauros or Tauros Venator suffers an Immobilised result on
the Vehicle Damage chart, it may ignore it on a D6 rall of 4+

All-terrain Vehicle

ATauros or Tauros Venator may re-roll Dangerous Terrain tests while
travelling at Combat Speed




 FAST ATTACK

IMPERIAL NAVY GUNSHIP SUPPORT

GUNSHIP
&’GUNSHIP 'SQUADRON.

105 POINTS rzn MO

oo nﬁe mbm[)g Snks for their fire support, Elysian regiments call gn the I
M 9 frops an I

Front Side
12
12

it Compositi

Vlixmor\/uxdma Gunships.
(ol vehides n the squadron must
beofthe same type)

~ # TheVendetta has one access
pant on each side of the hull
- andone ol the rear.

Armour

Rear HP
12 10 3
12 10 3

Wargear

= Vulture
~ Heavy bolter
= Twin-linked multi-laser
- Two hellstrike missiles
- Searchlight
- Extra armour

© Vendetta
~ Three twin-linked lascannon
'~ Searchlight
- Extra armour

Transport Capacity

= AVendetta has a transport
capacity of 12 models. Note that
it may not carry Ogryns.

130 POINTS PER
Imperial Navy’s fast moving gunship squadeons. These craft

range fire support for the infantry as they secure their objectives,

Options. .
* Any Vendetta may exchange two of its twin-linked Jascannon for:
- Two Hellfury missiles
+ Any Vendetta may have a pai of sponsons armed with
- Heavy bolters +10 points per model
® Any Vulture may replace us Mm linked multi-faser with one of the
following:
~ Twin-linked autocannon:
- Twin-linked lascannon
- Twin-linked missile launchers. +10 points per model
- Two multiple rocket pods . +20 points per model
» AnyVulture may replace its two Hellstrike missiles with one of the
following options
-~ Two Hellfury missiles ..
- Six hunter-killer missiles
- Six tactical bombs +40 points per model
~ Two multiple rocket pods ., 0 points per model
o AnyVulture may replace its twin-inked multi-laser and alf Hellstike
missiles with:
- One twin-linked punisher gatling cannon
» Any gunship may have any of the foliowing:
- Armoured cockpit
- Flare or chaff launcher
- Infra-red targeting
= Illum flares. s
~ Distinctive paint scheme of markings ...

s TR
-+15 paints per madel

£20 points per model
-+40 points per model

450 points per model

+20 points per model
+10 points per model
..+5 points pet model
. +5 points per model
+10 points per model
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Special Rules
= Automated Artillery
= Firing Modes
* Deep Strike

+ Combat Drop

! s platforms, The Eysia
 deny giound to the enemy or cover 2 fighting wilh

try Gun can fire in one of two ways and you must decide which
‘mode it will be set in before the stait of the game. You caninot change
its mode once it has been decided, it remains in that mode for the rest
| ofthe game.

* Point Defence Mode: The Sentry Gun is set up with a fixed firing
aic, usually 1o provide cavering fire over a particular area. In this

- mode the gun will engage enemy targets up to 36" away which are
in a fixed 90° arc to its front

» Sentry Mode: The Sentry Gun is programmed for close defence

- and may target enemy models within 18" to which it can draw line

of sight. In this mode the Sentry Gun can fire all around itself

* Targeting: Which enemy unit within range is the Sentry Gun's

preferred target is determined by its armament. If no preferred

targetis in its line of sight, it will attack the nearest enemy target

In range:

- A heavy bolter-equipped Sentry Gun will fire at the nearest enemy.
non-vehicle target according to its firing mode.

- A lascannon-equipped Sentry Gun will fire at the nearest enemy
Vehicle or Monstrous Creature according to its firing mode (note
that Immobilised vehicles are still counted as viable targets, only
wrecked vehicles will be ignored)

Automated Artillery
Unlike standard artiliery, Automated Artillery does not require crew in
order to function. It is not removed from play due to lack of crew and
each gun must be destroyed normally before it is remaved from play.
Automated Artillery cannot move and cannot charge. It assautted, they
do nat pile-in and cannot be locked in combat, their attackers will hit
automatically but must roll To Wound normally. If a unit of Automated
Artilery loses an assault nothing happens,there are no Sweeping
Advances, no Pile-ins and no Consolidation moves. The Automated
Artillery remains in place and may fire normally in future turns. If the
Automated Artillery wins an assauit due to exceptional circumstances, the
enemy must take 2 Morale check a5 nommal, althaugh the Arillery cannot
Consolidate or make a Sweeping Advance.

use of
drawal during 3 raiding mission.

id  Sv 7
2 3+
Options
« Any Sentry Gun may exchange its twin-inked heavy bolters for:.
- Twin-linked lascannon 410 points per modal
 The entire unit may take:
- Camo netting ... +10 points per mode.
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Wargear r— e
2 yclops Demolition Vehicles * Cyclops Demolftion Charge Remote Control
2 Gugrdsman operators forming {Cyclops only) Cyclops units are deployed together but as soon as the game
uni, canied in 3 Valkyrie * Flak armour (Guardsman only) begins, the Cyclops Demolition vehicles that are part of the unit may.
» Lasgun (Guardsman only) immediately be individually detached from the unit and act separately.
and move on their own ta close with and attack their targets. The
Cyclops cannat function more than 48* away from their operators. If
they become separated by a greater distance than this, the Cyclops.
simply stops and can do nothing until the operator is back within
48" Likewise, if all operators in the unit are killed, the Cyclops can do-
nothing but is left in play (and may still suffer accidental detonation if
destroyed). If all the unit's operators are killed, the unit itself counts as
~Vehicee (Flyer, Hover, Transport) being destroyed at the end of the yame.

“See page 219 for the Valkyrie
entry.

Special Rules. Cyclops carry no ranged weapons and cannot fight narmally in assaults,
but can themselves be targeted normally, being hit automatically in
assaults. They may however catry out charges — this is to bring them

in range to detonate! Cyclops Demolition vehicles, and any unit
containing them, can never make sweeping advances in combat.

- Remote Control Cyclops Demolition Charge

The Cyclops i, in essence, a mobile bomb and can be detonated

by remote control in any of the controlling player's Assault phases
regardless of whether i is in combat, and in any of theit oppanent’s
Assault phases in which the Cyclops is in combat. This detonation
occurs on inftiative step 10 of the Fight sub-phase. When the Cyclops
detonates, first centre the Large Blast (5") template on its model and
resolve the attack as shovm on the profile below. Then remave the
Cyclops, which Is automatically destroyed by its detonation.

Weapon Range St AP Type

Cyclops ;
Demoliton Charge. ~ NA - 93 Ordnance 1,
Laige Blast (5°)

Accidental Detonation
|f » Cyclops Demolition vehicia s desiroyed by any means, rolla D&
On a esult of 6 it detonates.




145 POINTS

150 POINTS
aidasea:rsuppwt an asset that can often make up for their lack of heavy armour. The most common

§mmmtﬁd Thunderbolt and the swift Lightning fighters, or the intimidating firepower of an Avenger ﬁghwbomber

S Front Side Rear
A S B 10
0 10 10
12 10 10

H
3
2
2

Wargear Options .
* Thunderbolt = AThunderbolt may carry one of the foflowing:
- Two twin-linked autocannon - Four hellstrike missiles. ... ’ - .+40 points
= Twin-linked lascannon - Six tactical bombs : 40 polnts.
3 - Armoured Cockpit - Six skystrike missiles. i +50 DoINTS
* Lightning * ALightning imay carry one of the (oﬂovnng S
- One long-barrelled autocannon - Four hellstrike missiles. o +40 points’
- One twin:linked lascanrion - Four hellfury missiles. . 40 points
- Aimoured Cockpit - Six skystrike missiles st SO pointS :
* Avenger - Six tactical bombs .. +40 points. 3 :
= - One avenger bolt cannon * AlLightning may replace its. Ieng«‘aalrelled aum(annon with one of the. s
- Twolascannon following: o
: - Defensive heavy stubber - Two Hellstrike missiles. ,‘Free §
- Armoured Cockpit - Two tactical bombs and the Strafing Run special mle

 The Avenger may be fitted with two additional wing-mounted hardpomts
that can carry one of the (onmvmg options:

- Six tactical bombs | 2 #40 paints.

- Two hellstrike missiles. ... i +20 points

 Supersonic - Two hellfury missiles. o +20 points
- Two missile launchers, 3 + oo +40 points

- Two autocannon % -+30 points

- Two multi-lasers. .. g +30 points.

* Any aircratt may have any of the following

: - Chaff launcher ... 10 polts
- Infra-red targeting. . ... S0 .45 points

- lllum flares. 7 i +5 poifits.

- Distinctive paint scheme or markings .. +10 paints

Agile

AFlyer with this special rule increases any cover saves granted by the
Jink special rule by +1

Repair
1fa Flyer with this spedial rule is affected by a Locked Velocity result,
then in subsequent turs a repair can be attempted in their Shoating.
phase rather than firing any weapons. Roll a D6 and on a reslt of 6,
the Locked Velocity result n longer applies.
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Desert Raiders ... ceonins i +20 POINtS per unit
Any of the following units from Codex: Imperial Gua:dmty be.
upgraded to be Desert Raiders. <

3 Company Command Squads, Platoon Command Squad, Infantry

$ and oper the stai Squad, Heavy Weapons Squad, Special Weapons Squad, Conscripts
N structuce, regiments faised on Tallam retain many and Veteran Squads.

d during their days as fighters in the nomadic tribes of i
Aunit upgraded to have the Desert Raiders special rule gains the
Move Through Cover special rule and may re-roll any To hit rols of 1
in the Shooting phase. No unit with this upgrade may take Carapace
\\ Armour if such an upgrade is available to them.

o represenr these ‘Desert Raider’ regiments in your games of
flammer 40,000 you may upgrade certain units to be Desert Raiders,
include Tallarn Mukaall Rough Riders using the rules shown below.

ALLARN MUKAALI ROUGH RIDER SQUAD 65 POINTS
Regiments recruited from Tallam often field units of Rough Riders mounted on the towening Mukaall, a beast renown for its endurance in desert
efvironments. Tailam Rough Riders make excellent use of ts great size and tough hide in battle, scattering enemy infantry with devastating charges and
ampling thase too slow to escape their Mukaall mounts.

: ws TERWGE A d sv
Mukaeli Rough Rider 3 3 3 4 2 2 1 7 5+
i Hukaall Rough Rider Sergeant 3 3 3 4 2 2! 2 8 5+
Unit Composition Wargear Options.
s 2 Mukaal Rough Riders * Flak armour « The squad may include
= 1 Mukaali Rough Rider Sergeant = Hunting lance - Up to seven additional Mukaali Rough Riders. +20 paints per model
: « Laspistol « The Mukaali Rough Rider Sergeant may exchange his laspistol for one of
Unit Type « Frag grenades the following
 Mukaall Rough Rider « Krak grenades - Power sword > +10 points
~ Cavaly - Plasma pistol +10 points
+ Mukasli Rough Rider Sergeant + The Mukaal Rough Rider Sergeant may take
~ Cavalry (Character) - Melta bombs 5 points.
* Up to two Mukaali Rough Riders may exchange their hunting lance with
Special Rules one of the following
= Mukaali Mounts - Flamer i i w1 +5 points permodel
- Grenade launcher Ry +5 pomvs per model
e -~ Meltagun. . 2 <<+ 10 points per model
g - Plasmagun.,... . i 415 points per model

A Mukaali Rough Rider Squad is a Fast Attack chorce for a Codex: Impenal
Guard army.

Mukaali Mounts
Al Hammer of Wrath attacks inflicted by a Mukaali Roughs Rider or
Mukaali Rough Rider Sergeant are resolved at Strength 5, AP~ In

i addition Mukaali roll anly 208 for any Fall Back moves they make.




ELYSIAN & TALLARN UNITS SUM MAR)
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Heavy 1, Blast (3°)
(Krak) 48° 8 3 Heawl
(Flakk) 48° 7 4 Heaw!,Skyfire
P T

0
Multi-melta 24" 8 1 Heavy 1, Melta

24" 4 6 1, Large Blast (5")

Power svord User 3 Melee

Power fist - X2 2 Melee,SpecialistWeapon,
Unwieldy

T
Heavy 1, Large Blast

60" 7 3 Heaw!,Heatseeker,
Missile, Air-to-air>

e d SIS
Tactical bomb  Bomb ), Bartage,
Bomb, One Shot, Bomb Cluster®

Unyy
Rapid Fire

 Whecker: Weapons and attacks with this Type may re-roll failed Armour * Heat-seeker: A weapon with this Type can re-roll all failed To Hit olls made
mkg’abzld ’z,:”fn ._tgainr)r m%/ol;f and immo?i/e 7[3“”’1? ﬁﬂuc,l,:j as 5 against Flyers and Fast Skimmers.
/s icades), +1 to any result rolled on the Building Air-to-air: A weapon with this Ty 1y or
hart. Ifthis attack damages a bulkhead or al secton of temain  fast Simmcns ol eend ,;fg:,‘;,’,’f{,;,"’,,';;,“;?j,,';’“@”"””‘
> and destroys it, remove that section of terrain from play if passible. © Bomb Cluster: A vieapon with the Bomb Cluster Type may drop as many
Hunting Lance. A weapon with the Iype Hunting Lance" may only be used  pomb a s user wishes as part of 3 single bombing run, up to the fatal
- ona tum in which the model catyng it has successfulycharged an enemy. - umber of bambs it is canying. Pck 2 single tatget model for all ofthe
unit and, after being used 1o attack in any Assault phase. cannot be used bombs in the bombing run, (this must be a model the Fyer has passed
again. During an Assault phase in which it is used, is wrelder strikes on over that tum) the ntialboni chopped sttt D6 . Aditional bombs
it blasts from a

. niatv step v regarles ofthe niatvescore on his profle el
Cambersome: A model using a close combat weapon with this Type can :
only ever make a single atack at WS? in an Assault phase.regargless of Mulple Barrage (see page 34 of the Worhammer 40,000 rlebook)-

theirprofile o any other special rule:




ssuit with twin-linked fusion blasters.

V89 Crists batle
This command suit belongs 10,301 unidentified Tau Shas el it was destrayed by.

e aine loces duing thedefeace o the lndeyg ores




attlefleet 6o xs:enanos \hat represent key
05, both in the T d further afield.
o as part of the
Campaign.‘ﬂm that to use the Battefleet Gothic scenarios, you vill
re a Copy albozh the Ba.'tfelieet Gvrmtlu(ebook and the Battlefleet

can be from the
& w;;vkmp website.

d-al

less specified otherwise in this section, all of the rules and advice qgven
;grme Fighting a Baitle chapter of the Warhammer 40,000 ulebook also
apply to fighting Taros campaign missions {this includes, but is not limited

the rules for setting up terrain, placing objectives, scoring units and
depbymem the first turn, game length and victory conditions).

* Inallasestn aition t the isted vitor condition fo any particular
Taros campaign mission, completely destroying the enemy force is always
avicory.

The Armies

The Taros Battle Missions have been written to be used with specific forces,
as noted in each individual mission. These will be Imperial Guard,

Space Marine, Elysian Drop Troops, Ammoured Battle Groups or Teu Empire
armies, as these were the only forces present in the war for Taros.

~ Df course, this does not mean that if a player possesses none of the armies
listed they would be unable to play the missions, the Taros Campaign Battle
Missions could quite easily be used to recreate ather scenarios, such as
the invasion of an Eldar maiden world by a Chaos Space Marine warband.
instead. With a little imagination, the missions provided here can be easily
adjusted, by those players who wish to do so, to provide an enjayable
campaign for any combination of armies.

Size of Game

Each mission presented in the following section provides a suggested
points value with which to build an army from an appropriate Warhammer

40,000 codex. It is also perfectly valid to use any points limit agreed by

both players beforehand.

Special Characters

The only unique character present during the Taros Campaign is Shas'0
R'myr, commander of the Fire caste on Taros. If players wish to field other
unique characters in any of the Taros Battle Missions, and thelr opponent

15 willing to allow the indusion; the special character should be considered
astand-in for one of he generals present during the campaign. Note that
even when being used as stand-ins, any given special character is unique
and only one of them may be used in any battle, no matter what name they
are ‘porrowing

Ea:h individual mission will note when alled detad\mems may be taken,
and which codexes may be used 10 select allied detachments for a given:
‘player, when playing the missions as part of the Taros Campaign, These
Jimits should only be disregarded if both players agree to da so.

Fortifications
Unless altered by the Taros Battle Mission being plaved, the standard rules
for Fortification selection and deployment found in the Warhammer 40,000
rulebock are used.

The Missions fid
Players may choose to either play a single Teros Battle Mission of their chaice

as a stand-alone game, or play through th \plete sequence of missions ;
as.a campaign. If played as a stand-alone game then no special preparation

is required However, if played as a campaign then players should play the

twelve missions in sequence, beginning with Battle Mission One. One player

{or group of players) should represent the Tau Empire forces, and anather

the Imperial The side vehich wans the majority of the twelve missioris should

be considered the victor. If players are tied in 5core once they reach Battle

Mission twelve then the victor of that mission is considered the overalf vanner.

If using the Battlefleet Gothic scenarios as part of the campaign, they
should be played at certain points in the sequence of Battle Missions —
each indiidual scenario notes the point at which it should be played during
the campaign.

Each of the missions presented as part of the Taros Campaign will specify.
how to set up termain and deploy armies onto the table for that game:
Unless othenwise noted in the mission, all of the Taros Battle Missions are
played on a 6’ x 4' board.

Campaign Special Rules
Sun-scorched Desert (Warzone Trait)
Most of the scenarios presented as part of the Tatos Campaign take place
in the furnace-ike heat of Taros” great deserts where, in addition to the
constant threat of dehydration, Imperial troops alsa had to coi
shifting sands that slowed their march and fouled their equipment

1fa scenario has the Sun-scorched Desert trait then, for the d
game any unit that takes a Difficult Terrain tsx musr\up

scorched Desert marker makes a shuoung attack
as having the Gets Hot special rule. Onge the af
remave the marker Note that this has no effect
possess the Gets Hot type. i




o abartive First Taros Intervention and the Avenging Sons
withdrawal from Tarokeen, the Tau moved to take complete

of Taros, Water caste diplomats negotiated the disarmament of
Planetary Governor ‘Aufis' PDF forces and, despite his outraged protests,
= }"*f“’mm they granted the human soldiers was the chance 1o
& at to fight for their new alien overlords as auxiliary forces. Under this
eerent, Auls flt he il maintained some measure of powe o Taros
v the Tau swelled thelr ranks with uman auxilaries. It was a tactic they
fad already used successfully on other worlds in their growing empire, and
| onawhich would prove its worth in the fighting on Taros,

: GUE'VESA AUXILIARY TEAM

Aplayer fielding 20 army chasen from Codex: fab Empiie 35

Tares Campaign may field Gue'vesa Auxliary Teams (ltcially
helpers'in the Tau language) as ‘non-Compulory Troops choices
Torce: The number of Gue'vesa Auxiiary Teams may not exceed the o
of Fite Warrior Teams included in a player's aimy

Wws BS <
3

Guevesa'la 3
Gue'vesau 3 3 3

Unit Composition
» 6 Guevesa'la

Wargear
* Flak armour
* Lasgun
Unit Type * (Close combat weapon
o Gue'vesa'le

= Infantry
» Guevesz

- infantry (Character)

. Special Rules
& Death 1o Traitors

Options
= The Team may include up to six additional
- Gue'vesa'la . et
« One Gue'vesa'la in the Team may be Upgraded to:
- Gua'vesa'ui v
A Gue'vesa'ui may exchange his lasgun for:
- Pulse rifle it
The entire team may be equipped with:
- Frag grenades.

+4 points per model
+10 peints
43 points

+1 point per model

Death to Traitors

Any models from one of the armies of the Imperium {eg, Imperial
Guard, Sisters of Battle and all Chapters of Space Marines) gains-
the Preferred Enemy (Gue'vesa Auxlary Team) special rule when dt
opposing army contains such a unit. &

A Gue 'vesa Auxilary Team is 3 Troops choice for a Codexc Tau Empie
when used in a Taros Battle Mission. :




31,500 point ammy from Codex: Space
an allied detachment or Fortfication choice).
C shauld be splitinto two divisions: ane to
ind the other as their Main Force. The Vanguard must
the number of units in the Main Farce. The

npire player may select a 1,500 point army from Codex: Tau
s must include an allied detachment from Codex. Imperial Guard
1 wilt be the only portion of the army to begin play on the tabletop),

\TTLEFIELD

lon uses the deployment map shown below. Terrain for this game
set up using the rules on pages 120-121 of the Warhammer
40,000 wlebook. When placing terrain, preference shou!d be given to

-~ Bulldings, Ruins and Battlefield Debris as the battlefield is intended to
represent the precincts of the Planetary Govemor's Palace and the outskirts

“of the city of Tarokeen,

Before deplaying their forces, each player should first coll for their Warlord
‘traits and psychic powers as needed. Then the Tau Empire player should
place all five objectives anywhere on the table ~ no objective may be placed
within 12" of another objective.

‘The Tau Empire player then deploys their Imperial Guard allied detachment,
anywhere on the table outside of the Space Marine Drop Zone ~ thesa
forces represent Planetary Governor Aulis’ loyal PDF troops. The remaining
Tau Empire units are placed in reserve, even f this exceeds the normal fimits.
on the number of units which may be placed in reserve.

The Space Marine player does not deploy any troops onto the table,
although only their Main Force division is placed into reserve.

Note that both the Space Marine Main Force and all units the Tau Empire
player has purchased from Codex: Tau Empire (including any Gue'vesa
Auxiliary Teams) enter play using the standard Reserves rules. The table
edges by which these forces may enter play are shown on the deployment
map below:

FIRSTTURN

The Space Marine player taks the first tur and deploys afl of the unils
included n their Vanguard using the Deep Strike special ules, or the Drop
Pod Assault special rules if they have units with Drop Pods as Dedicated
Transports. They must be deployed within the marked Space Marine Drap.
Zone on the deployment map, although units may scatter outside of this zone

The Tau Empite player may not Seize the Initative

. Space

Drog Zone

|

arines____




the rules for variable game length (see page 122 of the
000 rwlebook)

CONDITIONS
Warines” objective s clear ~ eliminate Auls. However, n the
0 of battle it becomes difficult to clearly identify their target, and
High anking bureaucrat becomes a priority target, as o the Tau
ices that intervene 10 save fim.

i the end of the game, the player who has scored the mast Victory points
o5 won the ame Ifthe players have the same number of Victory poins,
the game encs in a draw.

T =

WS BS S T
Buresucrat ZETia a3
Special Rules
» Bureaucrats

* Abject Coward

Type.
infantry (Character)

Bureaucrats.

Each objective represents an important Bureaucrat, one of Governor
Aulls” supporters. After being deployed, these objectives are treated in
allviays as Infantry models controlled by the Tau Empire player They
‘ate considered part of the Tau Empire player's army and as enemy
‘models by the Space Marine player They may move as normal during
{haTau Empire player’s turns and may join units controlled by the Tau
Empite player. They are also free to enter o leave Tau Empire or PDF
vehidles as per the standard rules and count as a single model when
calculating Transport Capacity, The Space Marine player may shoat at
and charge them 2s normal

Fach objective represents several of the high renking bureaucrats targeted by the Space Marines. They have the. following profile and special rules:

Primary Objectives YR

Death to Traitors: Puring deployment, tha Tau

deploy five objectives onto the baefield. Each des

1Victory polnt 10 the Space Marine playe; and each one that

the table at the end of the game is worth 1 Victory point to the
player. These objectives represent Bureaucrats of tha Taros goler
Use the spcial rules shown below (see the Bureaucrats box).
Secondary Objectives 2

Slay the Warlord, Last Stand (the player with the most infaniry unis:

neither destroyed or fleeing at the end af the game scores 1 Victory point):

MISSION SPECIAL RULES
Night Fighting, Reserves.

Wargear
* None

If attacked in close combat, the Bureaucrat does not fight back, but

s attacked normally. If a unit he has joined is destroyed as part of &
Sweeping Advance, the Bureaucrat may attempt 1o escape death, as

long as there is another unit controlled by the Tau Empire player within
6" If another unit is close enough, he is moved into that unit instead of -
being destioyed on a D6 roll of 4+

Abject Coward
A Bureaucrat passes any Look Out, Sir attempts on 3 DG roll of 24,
rather than the usual 4+ They also have a 4+ Invulnerable save.




enting the Space Marine task force and the other
ot the Planetary Defence Forces.

T Space Man‘ne’player ‘may select a 1,500 point army from Codex: Space
- Marines (this may not inlode an aled detachment or Frtfication choice).

player may select a 1,500 point amy fiom Codex: Imperial Guard
- (this may include an allied detachment from Codex Tau Empire).

‘THE BATTLEFIELD

This mission uses the deployment map shown below. Tertain for this game
should be set up using the rules on pages 120-121 of the Warhammer
40,000 rulebook. The PDF player should also place a single, small sized
bullding, representing the missile silo, anywhere within their deployment
‘zone that s at least 6 from any board edge. When placing terrain,
preference should be given to Buildings, Ruins and Battlefield Debris as the
battlefield is intended to represent one of Taros" orbital defenca complexes
located in the scorching deserts that surround the city of Tarokeen,

DEPLD‘IMENT
Before deploying their forces, each player should first m!l for lheivWamd

traits and psychic powers where needed

The PDF player deploys their entire force first, except those. units beginning
play in reserve, into their deployment zone, as shown on the map below.

The Space Marine player deploys their entire force second, except thase
units beginning play In reserve, into their deployment zone, as shown an
the map below.

FIRST TURN

‘The PDF player takes the first turn, The Space Marine player may attempt to
Seize the Initiative as per the rules found on page 122 of the Warhammer
40,000 rulebook.

GAME LENGTH

This mission lasts for seven turns, however the PDF player can attempt to
bring the game to a halt early. If at the end of the Assault phase in tuins
four, five or six, the Missile Silo has an Armour Value greater than 0 then the
PDF player may roll 3D6. If the result is less than the current Armour Value
of the Missile Silo, the game ends immediately, if it is higher the game
continues. If all the dice score a“1", this test 1s considered a success fio
matter what the curent Armour Value of the Missile Silo is.

n o T

-~



NDITIONS
fence missile silo was the. pimary objective of the Space
 force, They had to capture or destroy it before it could

v end of the game the plajer who has scored the most Victory points
onthegame If the players have the same number of Victary points,
game ends inadiaw.

. Qbjective

vmi’zﬁlg‘sﬂac Abuilding representing the Missile Silo is deployed

onto the table by the PDF player at the beginning of the game. The player
 ho contios the Missile Silo at the end of the game receives 2 Victory

ponts. ff the Missile Silo is reduced to an Armour Value of 0, the Space

Marines player receives | Victory point, in addition to any points scored for
 controlfing it The Missite Silo is controlled in exactly the same manner as a
 standard objective.

‘The Missle Silo s represented by a single smal (6% x 6%) building with an

ArmourValue of 14 on all facings and a Transport Capacity of 0. The Missile

Slo foloys all the normal rufes for buildings, with the following exceptions:

« Tre Missle 5o can be targeted for weapons fire, despite being
unoceupled, and hits are resolved as normal, save that glancing hits will
have o effect.

» Any unit assaulling the Missile Silo is treated as though they had
attacked an Immobile Vehicle and may not enter the building

« Whenever the Missile Sila receives a penetrating hit, do not roll on the
Sulding Damage table, instead a single D6 rollis made on the Missile
Sio Damage table for each penetrating hit it has received — note that
‘high AP weapons use the same modifiers on this table as they do on the
Bullding Damage table.

+ lithe Missile Sl is reduced to an Armour Value of O due to damage,

* aoply the Total Collapse eatry from the Building Damage table.

Secondary Objectives
Stay the Warlord, First Blood

MISSION SPECIAL RULES

Night Fighting, Reserves, The Missle Sk, Sun scotched

Missile Silo Damage Table
D6 Effect ;
1-2 Breach! The building's Armour Value is reduced by -1 onall
facings for the remainder of the battle. This 1s curnulative wi
any other penalties 16 the building's Armour Values.

Toxic Coolant Leak. for the rest of the game, the area within
3" of the Missile Silo is counted as being Difficult terrain.

Catastrophic Breach. The building’s Amour Value i5 reduced
by -D3 on all facings for the remainder of the batte This is.
cumulative with any cther penalties to the building’s Amour
Values.

Emergency Venting. For the rest of the current game tutn,
the Missile Silo, and all units within 6" of it, gain all the
benefits of the Shrouded special rule when successfully hit by
an attack until all Armour saves required by the hit have been
resolved

Massive Detonation! The building's Amour Value is reduced
by -D6 on all facings for the remainder of the battle This is
cumulative with any other penalties to the bulding’s Atmour
Values, If this result reduces the Missile Silo to an Armour Value
of 0 then the missie being prepped inside explodes, caising &
Strength 6, AP2 hit with the Haywire special rule to all models
within 6" of it. It is thereafter treated as Impassable terrain, but
may still be controlled as an objective.




Before deploying their forces, each player shw!d firstrolf lormeaﬂwd
traits and wihere needed.

rand déaying.
hardest fought engagement of the st days of the
> )I:rmngusla Staton.

e will be. Np?!mmng lhe Impenial Gna'o and the other will
W! Tau Empire forces.

uaed (this may not include a Fomh(at‘cn choice, but may include
detachment from the Imperial Guard Armoured Battlegroup aimy
Impena! Armiour Volume One ~ Second Edition),

‘The Tau Empire player may select a 1,500 point army fiom Codex: Tau
Eaplre (this may not include an allied detachment or Fortification choice)

 THE BATTLEFIELD

 This miission uses the deployment map shown below. Terrain for this game
should be set up using the rules on pages 120-121 of the Warhammer
40,000 rulebook, ensuring that the central Objective Deployment zone has
 several buiidings o ruins placed within its bounds. When placing terrain,
preference should be given to Buildings, Ruins and Battlefield Debris as
the battlefield is intended to represent part of Tungusta Station’s water
processing plant.

~ Once all the terrain has been placed, the players take it in turns to place
~ alotal of 3 Primary Objectives (see page 121 of the Warhammer 40,000
- rulebook).

The players roll off to decide which olayer chooses whether to mq, first
or second.

When the Tau Empire player is called upon to deploy, any of their Troops

or Fast Attack choices and a single HQ choice may b deployed inte theic
deployment zone, as shown on the map below. The Tau Empire player's Fast
Attack units all gain the Infiltrate special ule for this mission.

When the Imperial Guard player is called upon 1o deploy, any of their Troops
or Heavy Support choices and a single HQ choice may be deployed into
their deployment zone, as shown on the map below. The Imperial Guard
player’s Heavy Support units are alf counted as scoring units for this mission
{this includes vehicles, as long as they are not immobilised).

FIRST TURN

The player who deployed their army first takes the first turn, unless the:
other player can Seize the Initiative as per the rules found on page 122 of
the Warhammer 40,000 rulebook.

GAME LENGTH
This mission uses the rules for variable game length (see page 122 of the
Warhammer 40,000 rulebook)




- : : Primary Objective g
regiments odhance they male ontoctwih the . Tungusta Station ~ Imperial Guard only: The Impedal Guard
\waitnig i1 ambush for them, The imperial forces rush 1o bring

. auard piay
scotes 3Victory paints for each Objective marker controlled by friendfy u
plant, while the Tau 1y to infictas much damage as 1 the end of the game.

ing in the face of superior.

1y Aumbers,

Tau Empire only: The Tau Empre player scores 1 Vicoty point for
end of the game, the player who has scored the most Victory points  enemy unit or vehiicle that is completely destroyed,
Y “!“}EWE 1fthe players have the same number of Victory points,
?: ends in 3 draw.

Secondary Objectives
Stay the Warlord, First Blood.

MISSION SPECIAL RULES
Reserves, Sun-scorched Desert.




 imperal forces began to encircle the
iy be forced to stand and fight the full

representing the Imperial Guard and the other ill
fau Empire’s forces.

Impenial Guard player may select a 1,500 point army from Codex:

{Guerd (this may not include a Fortification choice, but may include

i from the Imperial Guard Armoured Battlegroup army
Imperial Asmour: Volume One, Second Edition).

Tau Empie player may select a 1,000 point army from Codex: Tau
Empire (this may not include an allied detachment but may include a
Fortfcaton cheice).

THE BATTLEFIELD.
- This mission uses the deployment map shown below. Terrain should be set
up using the following method, after all Fortifications have been placed

1. Pool all available terrain pieces you have available and wish o use, This
will not include any Fertifications chosen by the players.

2, Roll off 1o see which player will place the first piece of terrain

3. The players then take it In turns to place a total of D3 pieces of
terrain in each of the Imperial deployment zones, and a total of D6+2
pieces of terrain into the Tau Empire deployment 2one. Wher olacing
terrain, preference should be given to Buiidings, Ruins and Battlefield
Debris as the battlefield is intended to represent part of the Giadamak
mine complex.

fo

After placing all terrain, players may wish to move or shuffle terrain in
order to make the batilefield more aesthetically pleasing, If both players
agree then terrain may be moved as required, but should be kept within.
the limits noted above where possible.

DEPLOYMENT
Before deploying their forces, each player should first roll for their Warlord
traits and psychic powers where needed.

The Imperial Guard player deploys first, placing half of their available units
into each of their two deployment zones. Note that nore of their units may
be placed in reserve (except for Flyers which begin in reserve as usual),

Once all of the Imperial Guard player’s units have bieen deployed, the Tau
Empire player must deploy all of their units in their depioyment zone None.
of their units may be placed in reserve (except for Fiyers which begin in
feserve as usual),

FIRST TURN
The Tau Empire player takes the first tum

GAME LENGTH
This mission lasts for a total of five turns.

Déployment Zarie

ipire




ONS J
iatd forces w_drtﬂng thgu Fposition, the situation Nigshflr?’:;ncsiu RULE'S D&«L
s fo the T Emp1e 100ps n Giadamak. Theranly hope for e
making 3 breakeut through the encircling troops before L s 3
: | Scoring Units
~ ? During this mission, all 7 i i
of the game, the player who has scored the most Victory polnts it T T T L
thegame. I the players have the same number of Victory paints, | ‘s}:o;wfwgw:rsgsmne)‘ T g
ends i a draw. L 2 : —J

ry Objective
MM_|wgria| Guard only: The imperial Guard player scores
every enemy scoring unit or vehicle destrayed, or on the

yyitory point for
abla onywhere outside the Escape Zones at the end of the game

" Tau Empire only: The Tau Empire player scores 2 Victory points for each
fendly scoring unit or vehicle that is in either Escape Zone at the end of

secandary Objectives
Sy the Warlord, irst Blood.




. NIGHT RAIDERS

Navyardafropwalmg on kms Tau.
into Imperial. fanlrplled lemmry Their target was
if
rmm the Tau wu&fsm?ily dawnafe ek ot s
), the Tou Empi

player vill be :epresammg the Imperial Guard and the other will
nt the Tau Empire’s forces.

The Imperial Guard player may select a 1,500 point army from Codex
Impenial Guard (this may include a Fortification choice, as well as an allied

ie Tau Empire player may sefect a 1,500 point army from Codex. Tau
Ermpir: (this may ot include an allied detachment o a Fortification choice)

THE BATTLEFIELD

This mission uses the dzployment map shown below Any terrain for

the game should be set up using the rules on pages 120-121 of the
Warhammer 40,000 rulebook When placing terrain, preference should

be given to Buildings, Ruins and Battlefield Debris, as the battlefield is
Intended to represent an Imperial Navy landing stop in the deserts of Taros.

e all the terrain has been placed, the players take it in turns to place a
1otal of 4 Primary Objectives anywhere on the board (see page 121 of the
Warhammer 40,000 rulebook).

DEPLOYMENT
Before deploying thelr forces, each player should first roll for their Watlord
taits and psychic powers where needed

The Imperial Guard player deploys first, deploying their units anywhere
within 12° of any of the Primary Objective markers. If there is not enough
space to deploy all of their units then any that cannot be deployed must
start in reserve. The Imperial Guard player should also select one of the long
board edges as their home table edge — il of their reserves will enter play
from this table edge.

The Tau Empire player does not deploy any of their units onto the table
before the start of turn one. The long board edge opposite the one selected
by the Imperial Guard player will be used by thelr Reservés and otfier units
when they enter play.

FIRST TURN

The Tau Empire player takes the first turn, any of their units that have not.
been placed in reserve must move onta the table from any paint on the Tay
player's board edge. If any of the Tau Empire player's units entering play on
Tumn 1 have the Deep Strike specil rule, they may deploy onto the board via
Deep Strike at the beginning of Turn 1

GAME LENGTH
This mission uses the rules for variable game fength (see page 122 of the
Warhammer 40,000 rulebook),

Objéctive

ohie'qwe




5 IDITIONS.
AL (:E, control of the airfield, several key defensive Positions must
{0 i the Teu Empire’s forces can push the defenders back_ they
e 0T m‘ smoiish the airfield while they regroup, Hawever if the
wite w"m foidback th Tad onsiaugh,the el shouid ke only
or Gam3ge.
jame, the player who has scored the most Victary points
e ﬂ‘;’;‘g‘;‘fg ¥ the players have the same number of Victory poiits,
54 £
g:g me ends 0 3 G2
jective
u?:‘mrﬁeldi Atthe end of the game, each Primary Objective is
S Vi ponts o the player that ontiols i
Joth3Vicion

ry Objectives
Sy the Werlord, Fist Blood

MISSION SPECIAL RULES
Reserves, Night Raid, Sun-scorched pesert

| Night Raid

This mission uses the Night Fighting rles from Turn 1 uat the end of
Turn 3 At the end of Tum 3,10/l a D5, On a rol) of 4+, Tum 4 and all
sdbsequent turns do not use the Night Fighting rules. If the rolf s fess.
than 4 then roll again at the end of each successive tum until either
10 longet used cr the game ends.

the Night Fighting rules




game should be set up using the rules on pages 120-121 of the
irhammer 40,000 tulebook, When placing terrain, preference should be
to Battlefi ek! Debris and desert hills, as the battlefield is intended to

'DEPLOYMENT

Before deploying their forces, each p)ayer should first roll for their Warlord

traits and psychic powers where needed. G

The Imperial Guard player deploys first, deploying their units anywhere
within 18" of the table's centre point. The Imperial Guard player should aiso.
select one of the short board edges to serve as their home edgg all of their
reserves will enter play from this board edge.

The Tau Empire player deploys second. Tau Empire units may be deployed
anywhere within 6" of any table edge, except the imperial Guard player's.
home edge, and at least 18" away from any enemy units. Any Tau Empire
units which cannot be deployed on the table must start the game in reserve.
The Tau Empire player's reserves may enter from any table edge, except the
Imperial Guard home edge:

FIRST TURN

The Tau Empire player takes the first turn, unless the Imperial Guard
player can Seize the Initiative, as per the rules found on page 122 of the
Warhammer 40,000 rulebook.

GAME LENGTH
This mission lasts until all the units on one side have been destroyed or
have fled the table.

Imperi:
Deploym




ares, and outgunned by the attacking Tau Empjrs forces,
- mn Theta Xi-59 had almost no chance of surviving the attack. All the
o s defenders could do vias sell their lives as dearly as possible.

5 &m of the game, the player who has scored the mast Victory points
ﬁsmm game. Ifthe players have the same number of Victory points,
 pegemeendsinadaw.

i jective
ﬂﬂlﬂn scenaiio, if the Imperial Guard player has no units
onthe ebieat the end of any game turn, the game ends, but is not
ally a loss for the Imperial Guard player. Instead, the players receive
anumber of Victory points based on the tum in which the game ended

ard VPs
I

Final Turn TauVPs Imperial Gt

Todatermine the winner, add any Victory points scored for Secondary
Objectives o the points scored for the trm in which the game ends, even if
ftends due to one side having no units left on the table.

Secondary Objectives
_ Gay the Warlord, First Blood, To do the Impossible.

i To da the Impossible

| Mshe Imperial Guard player is somehow able to wipe out the Tau

| Emaie amy, leaving it with no units left on the table at the end of any
[ 1, they automatically win the game.

MISSION SPECIAL RULES o % 0
Reserves, Determined Defenders, Sun-scorchiad Desert

Determined Defenders

Before the game begins, the Imperial Guard player may designate  +
Up o three friendly vehicles with the. Transport type as those carrying
essential supplies to the frontlines. During the game, these vehicles
count as having a Transport Capacity of 0, but any friendly imperial
Guard units with at feast ane model within 6° of them count as
having the Zealot special rule.

e ey




“Belore deploying their forces, each player shoufd first oll fort Mwa(afd
traits and psychic pawers where needed.

The players roll off to decide which player may choose whether to deploy
first or second. Armies are deployed in the deployment zones shown on the
map below.

FIRST TURN

‘The playes who deployed their army first, goes first unless their opponent
can Seize the Initiative, as per the rules found on page 122 of the
Warhammer 49,000 1ulebook.

lmpeﬁal Guard player may select a 2,000 point army from Codex:
mperiel Guiard (this may not include a Fortification choice, but may include  GAME LENGTH
te allied detachment). This mission uses the rules for variable game length (see page 122 of the
Warhammer 40,000 rulebook).
Tguimp{le player may select a 2,000 point army from Codex: Tau
('hls may not include an allied detachment but may include a

lissian uses the deployment map shown below. Any terrain for

ﬂ\e game should be set up using the rules on pages 120-121 of the
Warhammer 40,000 rulebook When placing terrain, preference should
‘be given to Battlefield Debris, mountainous crags and desert hills as the
 battlefield is intended to represent the dense, rocky terrain of the Phyyra
Heights, Once all terrain has been placed, the players take it in turns
10 place D3+3 Primary Objective markers anywhere outside of either

. deployment zone using the rules listed on page 121 of the Warhammer
40,000 rulebook.




dive thir opponents fom the Phyyra Helghts
ey positions in the tegion. Contro] of these. pasir/oz
 side gains control over the high ground.

the game, the player who has scared the most Victory points
ame If the players have the same number of Victory points,
ends in 8 draw.

Obje
¢ the Helghts: At the end of the game, each Primary Objective is
1ictory Point 1o the player that controls it.

ndar : Objectives
:,;,”?‘M;.ym, First Blood.

MISSION SPECIAL RuLES

Reserves, Night Fighting, Sun‘scorched )

“Rall on the foflowing table for the Ay At i
Instead of the one found in the Warhammer 40,000 rufebook A
10!l on ths table 1s tnggered by a Kroot Camivore squad, Great K
Knarloc Riders unit then the result may be re-rolled:

Phyyra Heights Mysterious Objectives Table
Effect 2

Hidden Explosive Charge; Place the Blast (37) marker
centied over the objective marker Al units under the blast-
marker take a single Strength 3, AP- hit Gnce all hits have
been resolved, the objective marker is removed from play. -

Rock Slide Trap: The unit that has activated the objective
must make an immediate Dangerous Terrain test. Once this
been resolved, the area within 6" of the objective counts as
Difficult Terrain for the remainder of the game. X

Strategic Point: This objective marker remains in play and has.
no ather effect, save those listed under the Primary Objective
rules above.

Tau Command Relay: As viell as counting as a Primary
Objective, this objective alsa allows the Tau Empire player to:
re-roll their Reserves rolls whilst they control this objective:

If the Imperial Guard player ends the game in control of this
objective, they score an additional Victory point, Only one Tou
Empire Command Relay may be present on the board, any
further rolls that provide this result should be counted as a
Strategic Point result instead




'DEPLOVMENT
Before deploying their forces, each player should first roll for meleaﬂud
Waits and psychic powers where needed. X

The players roll off to decide which plaer gets to choose whether to deploy

first or second. Armies are deployed in the deplayment zones shown orf the
dop map below.

per :ﬂmi WME adisaster :

% FIRSTTURN

‘The player who deployed their army first goes first unless their opponent

can Seize the Initiative, as per the rules found on page 122 of the

Warhammer 40,000 ulebook.

e player wil be represennng the Imperial Guard and the other will

kp(esem the Tau Empire's forces.

lmperlaJ Guard player may select a 2,000 paint army from the Elysian GAME LENGTH v

- Drop Troop amny list or Codex: /mperial Guard (this may not include a This mission uses the rules for variable game length (see page 122 of the
tion choice, but may include an allied detachment from Codex: Warhammer 40,000 rulebook).

The Tau Empire player may select a 2,000 point army from Codex: Tau
~ Empire This may include an allied detachment from Codex. Imperial Guard
(representing local militia and mine security forces) and a Fortification choice.

* THE BATTLEFIELD

This missian uses the deployment map shown below. Any terrain for the
game should be set up using the rules on pages 120-121 of the Warhammer
40,000 1ulebook. When placing terrain, preference should be giver to
Battlefield Debris, Buildings and Ruins (at least four buildings should be
placed) as the battlefield is intended to represent the dense machinery and
utlity buildings of Hydro-plant 23-30. Once allterrain has been placed, the
players take it in tums to place D3+1 Primary Objective markers, each of

 these markers must be placed within a building (not a ruin), but may not be
placed within a building bought as a Fortification choice.




MISSION SPECIAL
bt 0 16t contol of Ko plant 23.30 and the ol e G RULES
sced. Control of ts sub-stations and secuiity posts would et Reserves, Night Fighting, Colateral Damage.
factorin retaining control over the facility, although both
arders to keep damage to those facilities to a minimum.

Collateral Damage

1 player makes an atack etherranged -
game, the player who has scored the most Victory points. reduces a building s e
'g containing an ebjective to an Armour Vi )
e.if the players have the same number of Victory paints, of reduces it to lmpassablenlgnam.';,hey must remove \r:e ;h;ea:vt il
maker it contains from play and take a single Collteral Damage.
marker {use an appropriate token to represent thase, of simply fecar

Objectives. them on a scrap of i trength
imary 'p of paper). In addition, any time a v St
seure the Hydro-plant: At the end of the game, each Primary Objective 8 or higher, or one that has the B;vrage, Lynrgr:;mﬁp;cﬂd?m

s worth 1 Victory Point to the player that controls it. In this mission, a types, is fired and a natural 1 is scored, ini
*yaiing unit may control a Primary Objective while it s occupying a building, attack takes a Collateral Dam;ge ;:avk.e‘r"e s mnlaxeg o
* aslong & the building the unitis occupying also contains the objective it is 5
 aempting to control. Atthe end of the game, each player rolls a D once on the table
R - below, adding the number of Collateral Damage markers they have
secondary Objectives acquired 3
Sy tha Warlord, Fist Blood
D6 Result
1-3 Complete Success; Hydro-plant fully functional, The player's
Victory points total s incraased by +1

4-6 Acceptable Condition: Damage to processing pumps is
minimal. The player's Victory points total is not modified.

7-9. Facility Compromised: Water teserves have been
compromised, but can still be of use The piayer must subtract
-1 from their Victory points total

10+ Excessive Zeal: The Hydro-plantis a blasted ruin, all but
useless as a strategic resource. The player must subtract -2 from
their Victory points total

Designer's note; Those who are playing through the sequence of
Taros Battle Missions as part of a campaign, mey wish to re-use the
terrain 25 it is at the end of Mission 8 for M S startic
Mission 9 follows on shottly after &

the grim feel of the mission fo have

fighting in the same ruins. llley}mj




Before deplaying their forces, each vlayu should first vo#l for| tbeuWarlwd ‘v
traits and psychic powers where needed.

The players roll off to decide which player chooses whether to deplay first
orsecond. The first player to deploy chooses one of the corner sectors and
deploys their Assault Force anywhere within that sector. The rest of their
army must begin the game in reserve. Once the first player has deplayed,
the second player deploys their Assault Force in the opposite corner sector,

| be representing the Imperial Guard and the other will FIRST TURN
:nt the Tau Empire’s forces. ‘The player who deplayed their army first, goes first unless their opponent
R can Seize the Inftative, as per the rules found on page 122 of the
iperial Guard player may select a 2,000 point army from the Elysian  Warhammer 40,000 rulebaok
Traop army list, or Codex. imperial Guard (this may nat include a
ification choice, but may include an allied detachment from Codex: GAME LENGTH
I Guard). This mission uses the rules for variable game length (see page 122 of the
% Warhammer 40,000 rulebook).
The Tau Empire player may select a 2,000 point army from Codex: Tau
- Empure (this may include an allied detachment from Codex fmperial
Guard (representing local militia and mine security forces) but no
Fortification choice).

Both armies must be divided into two forces, using the following
_guidelines. One force s designated the Assault Force, and must contain
 both.Compulsory Troop choices, the Compulsory HQ choice and any one.
~ other unit The other force is designated the Reserve Force, and contains
- all other units,

© THE BATTLEFIELD
‘This mission uses the deployment map shown below. Any terrain for
the game should be set up using the rules on pages 120-121 of the
Wathemmer 40,000 rulebook. When placing terrain, preference should be
given to Battlefield Debns, Buildings and Ruins as the battlefield is intended
10 represent the dense machinery and utility buildings of Hydro-plant 23-30,
Once all terrain has been deployed, the board is divided into six sectors, as.
shown on the deployment map below. A single Primary Objective marker is
placed as close to the centre of each sector as terrain will allow.

2"

24" 24




g to secure as much of the Hydro-plant as possible
thelr approaching reinforcements with a gap in the
through which they can reach the battlefield.

ofthe game, the player who has scored the most Vicory points
1he game If the players have the same number of Victory points,

'trmﬂ?e"{:ympmnn Atthe end of the game, each Primary Objectve
6%‘{”"; 1yictory point 10 the player that controls it

Objectives
Gy the arlord, Frst Blood.

MISSION SPECIAL RULES
Night Fighting, Reserye Beacons.

e : By %
Reserve Beacans L 5
Duting this mission, the reserves available to both sides are stru
1o reach their o force' ines thiough intense enerty esistanc,
butthe greater their owm side’s current conirol of the batriefild, F
grester their chance of treaking through. At the start of each player
tum, the active player may make 2 number of Reserve rolls equal i
the number of cbjectives they currently cantrol. Each of these solls
is made with a D6, and succeeds an a 3+ Each successful Reserves
roll allows a single unit 1o be brought into play from any paint o1 the
board edge within a sector controlled by the active player This replaces:
the normal Reserve rules, which ars not used for this mission.




THEBATTLEFIELD

. For this mission, the board should be at least 6' wiide x 8" long. This game

player may select a 5,000 point army from Codex: Space
Co&.cllrpenal ‘Guard (this may not include a Fortification

 Tau Empire player may select a 5,000 point amy fiom Codex: Tau
@ {ihis fmay include an allied detachment from Codex: Imperial Guard,
rig local militia and mine security forces, but no Fortification choice)

players must take 13 Super-heavy vehicles. The Imperial Guard player
iy teke Imperial Guard, Space Marine, Imperial Navy or Titan Legion
Super heavy vehicles. The Tau Empire player may take Tau Empire or Imperial
‘Guard Superheavy vehicles, the latter represent either PDF or captured
Imperial vehicles. Both players must choose one friendly Super-heavy vehicle
B \and designate it as their Key Asset (see Primary Objective opposite)

. This mission is ideal for team games due to its large size. Simply assign
- multiple players to each side before the game starts. It may also prove
useful to appoint a single player per side to act as a spokesman for their
~ team, This player can co-ordinate their team and stop play from bogging
down, When playing this game with two teams, there should only be one
Key Asset per team, not per player

uses the deployment map shown below. Any terrain for the game should
be set up using the rules on pages 120-121 of the Warhammer 40,000
tulebook. When placing terrain, preference should be given to Battlefield
Debris, desert hills and other similar terrain in order to represent the barcen
wastelands of Taros.

DEPLOYMENT

Before deploying their forces, each player should first roll for their Warlord
traits and psychic powers where neaded

The players roll off to detide which player chooses whether o deploy first
or second

FIRST TURN

The player who deployed their army first, goes first unless their opporient
can Seize the Initiative, as per the rules found on page 122 of the
Warhammer 40,000 rulebook.




sion, it 1s not played 0 a set twen limi, instead
‘agree a time limit for the game beforehand and play
sreached. Once the time limit is teached, the players shouid
ve playing until both sides have completed an equal number of tuns
decide the victor

VICTORY CONDITIONS ;

n ane of the few apep attles of he Taas Campajgr,
seeking to drive the other hack by inflicting massive castialties.
destraying their, enemy’s key assets. <

Atthe end of the game, the player who has scored the most Victory pol
has wori the game. If the players have the same riumber of Victory po
the game ends in a draw, e

Primary Objectives ! iy
Drive Them Back!: Each snemy Super-heavy vehicle d&!gnale_d 25 Xey.
Asset that is destroyed is worth 5 Victory points. Every other vehicla with

least 3 Hull Points and scoring unit that is destroyed is worth 1 Victory poin!

Secondary Objectives
Slay the Warlord, First Blood, Linebreaker

MISSION SPECIAL RULES
Reserves, Sun-scorched Desert




the Taros.

lwas: wm«mmmmmm
tack. if & according to plan, Imperial analysts
mmﬂamormmwmmmdawm»anm

repres?ots partof Operation ‘Deathblow, as Blue Team, a
e force of Imperial ‘Guardsmen, attacks the Tau's headquarters. They.
‘Brged vath rﬁsmng the deferders and reating an opening for an

e THEARM!ES g
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Dne player will be representing the Imperial Guard and the other will
resent the Tau Empire’s forces.

The Imperlal Guard player may select a 1,500 point army from the Elysian
Drop Traop army list {this may not include a Fortification choice, but may
include an allied detachment from an appropriate army)

The Tau Empire player may select a 2,000 point army from Codex: Tau
Empire (this may not include an allied detachment but may include a
Fortification choice).

THE BATTLEFIELD.

This mission uses the deployment map shown below. Any terrain for

the game should be set up using the rules on pages 120-121 of the
Warhammer 40,000 rulebook. When placing terrain, preference should be
given to Battlefield Debris, Buildings and Ruins as the battlefield is intended
o represent the Tau Empire force’s main command post

DEPLOYMENT
Before deploying their forces, each player should frst roll for their Warlord
traits and psychic powers where needed

‘The Imperial player deploys their entire army first, except any units they
place into reserve. They must place at least one unit into each of the two.
Imperial deployment zanes, representing the two pronged Imperial assault

Once all Imperial units have been deployed, the Tau Empire player deploys
no more than half of their total number of units into their deployment

& One of these units must be a HQ choice. All of the Tau Emplre p!ay:r‘s
remaining units are placed into Reserve.

FIRSTTURN :
The Imperial player takes the first turn, unless their opponent can Seize the.
Initiative, as per the rules on page 122 of the Warhammer 40,000 ulebock.

GAME LENGTH :
This mission uses the rules for variable game length (see page 122 of the
Warhammer 40,000 rulebook).

VICTORY CONDITIONS

Once the Eversor Assassin launched its attack and died, causing the
explosion that destroyed the building complex, Operation Deathblow
quickly degenerated into a confused melee, with Imperial troops seeking
to kill every Tau officer, The Tau followed suit, hoping that the loss of the:
Imperial commanders would cause the isolated raiding force to retreat.

Atthe end of the game, the player who hias scored the most Victory points
vans. If the players have the same number of Victory points, it is a draw.

Primary Objectives ’-‘*"j
Head Hunting: At the end of the game, each player receives 1 Victory
point for each enemy model with the Character Type that hias been killed:
during play. If an enemy Character modelis also a HQ choice, itis worth an
additional Victory point.

Secondary Objectives
Slay the Warlord, Fist Blood.

MISSION SPECIAL RULES
Reserves, Sun-scorched Desert, Night Raid

Night Raid
This mission uses the Night Fighting rules from tum one until the end
of turn two. At the end of turn two, roll @ D6. On a roll of 5+ turn three
and all subsequent turns do not use the Night Fighting rules. If the roft
is less than 5, then roll again at the end of each successive turm untl
either the Night Fighting rules are no longer used or the game ends.

Teu
i~ Deployment Zone |

pire




MISSION 12: FIGHTING RETREAT

‘Operafion Deathblow and the fury that overcame the
daath of Aun'vre. the Imperium’s forces on Taros were
ised retreat. Bled by vengeful Stealth suit teams
bythen‘ Jack of water and fuel, the Tallam regiments wera
i they struggled to retun to their landing 2ones. Many
never retumed at all, and others gave their fives In desperate
| actions to buy their comvades time to escape.

ARMIES
e msening he Inperil Gardand the e il
W the Tau Empire’s forces.

1he Inpenal Guard player may select a 1,500 point army from the Elysian
Troap army list of Codex: Imperial Guard (this may not include
qfication choice, but may include an allied detachment from an
nate army).
fhe Tas Empie player may select a 1,500 point army from Codex: Tau
‘émoiehis may not include an allied detachment but may include &
fertfication choice). o

THE BATTLEFIELD

mission uses the deployment map shown below. Any terrain for
‘the game should be set up using the rules on pages 120-121 of the
Werhsmmer 40,000 rulebook. When placing terrain, preference should be

‘Orice al Tau Empire units have been deployed; the Imperial player
edloys ther entire army, except those units placed into Reserve, into the

FIRST TURN ; 0
3‘»; lhu Empite player takesthe it turn, uness thelr opganent can Sl
€ Initative, as per the rules found on page 122 of the Warhamimer
40,000 ulehook il
GAME LENGTH .

This mission uses the ules for varable game fength {see page xziuf
Wortamner do00onton)

VICTORY CONDITIONS &
With the imperial army on Taros in full. retreat, it fell to those units that

remained combat effective to hold the vengeful Tau Cadres at bay st
their comrades fled. X

Atthe end of the game, the player who hes scored the most Victry plnts.
has won the game. f the players have the same number of Victory points,
the game ends n a draw

Primary Objectives e
Lines of Retreat: At the end of the game, each player scores 1 Victory point
for each scoring unit in the scoring zone shain on the deployment map.

Secondary Objectives
Sy the Warlord, Frst Blood.

MISSION SPECIAL RULES
Reserves, Night Fghting, Sun-scorched Desert, Rearguard Action

Rearguard Action
For this mission, only the Tau Empire player’s Fast Attack choices (that
are not immobilised vehicles) count as scoling units.
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The Duntless class light cruiser the Lord Ravanor,gives vent to the ull fury of its weapons batteries

41537998 M1 the Tau Empire fleet, coordinating their operation with
und based forces, armved in the Taros system to begin their part

otecting the unloading

fion and the supply convoys, now moving about the Taros system

The Righteaus Power remained in geostationary orbit over the landing

201, Whist the three cruisers were stationed in the outer reaches,

secure perimeter with maximum sensor coverage,

the cruiser optimal time and distance to respond to any

surpiise Tau Empire moves. The two light cruisers and most of the escorts
onvoy protection for the important cargo vessels which

fo formed the 4621% Army's lifeline

the Space Marines nat currently engaged on the surface, the Raptors
\the War Talon, had withdrawn and began patrolling the system
23 tepid reaction force, ready to speed to wherever she yas needed, of
k0 bl should a frech planetfall operation be called for Additionaly,
Noven squadion's Ficestorm frigates provided the outer piguet ine,
Felicling deep space to provide an early warning against Tau raiders.

1‘\‘ Tau Empite fleet sfipped into the Taros system unnoticed at first
350 ether drves in deep space and creeping in-system on the
{24 of e lmperial convoys. Running slowly and slently, the Tau Empire
15543 3000t 0 begin afong game o the e andseck ith the more
el mperal vescls The xenos feet vias centred around s lstest
586, e Custodian class canrier A'Rho, and the twin Protector Class
S 'erand ot supperted by four squadrans of Costelrs
Ay S05.In all it was a fleet of twenty six vessels, butin a srm;m1
a;;;.{;n,w it could not hope to match the entire Imperial fleet af vayn:)
('M‘r) ! Instead, the Tau Empire ships would hit and run, targeting va‘:d
S 27 1703 03pls the Iperal et o sl forces they cou
ly €ngage and defeat separately.

Upon artival, the Tau Empire fleat divided into four groups and set
different courses. The main group, led by the ARho, would strike deepest;
acting as a decoy to draw Imperial vessels in pursuit of it. Meanwhie,

the two Protector-led attack groups would strike at the supply convoys.
The fourth group, consisting of 2 single squadron of five Castellans,
would be given free rein; their role was to create confusion, operating
independently of the other squadrons with freedom to harass convoys of
draw Imperial pursuit on a wild goose chase.

Firestorm frigate Novem 22 vias the first Imperial vessel ta spot part of
the Tau Empire fleet. Stationed on a patrol ioute through deep space,

the frigate’s sensors picked up an unidentified signal and moved closer
to investigate. Closing cautiously, she was soon tracking four unknown
vessels of escort size, moving in farmation. Novem 22 did ot wait around
to find any larger ships as she was already heavily outmatched, Instead
she tured around and headed back in-system at full speed to report her
finding to Admiral Kotto. On board the Righteous Power, Kotto listened

1o the crackling, static-shrauded voice of Captain Renard commanding
Novem 22, The Tau had finally arrived. In what numbers, and what vessels
he did not yet know, but the threat must be countered: Kotta passed the
Jeport 1o the closest cuiser 1o Noven'slocaton, the Lunar clss Hammer
of Thrace.

The Hammer of Thrace tesponded immediately to the fist contact and
upon receiving orders from Admiral Kotto, moved to rendezvous with the
{eqrouping Novem squadion and then Intercep the raiders and engage
The commandes didn‘t know it but Admiral Kotto had swallowed the
bait. Free from the theeat of the closest cruiser, the first Protector: ledv Tau
Emplre altack group. sped towerds r00p. convoy Alpha-four, a small line
astern of four transports. currently inbound for Taros. Tf‘e Imperius Javalin,
Jmperius Anvi, Imperius Gaunilet and the Prince Maud were well guarded
leadet the Dauniless lght cuiser Cerebus, and Errant

by thelr convoy




it journey since taking part
from the Tau s f2r, the convoy was
W, huwmv in grave pem wm the

€log
n the bﬂdgz of the I|ghl cruiser, which reacted by immediately
ing battle-stations and requesting assistance from the Hammer of
tace. Teo late, the Lunar class cruiser was already under orders and
\jyiwm'g away-at flank speed. She could not help.

lo‘Tar openied the Battle of Convoy Alpha-four with a volley from
giavitic launchers, firing drone missiles which scattered the convay.
and escorts as they swung hard to evade the guided lock-ons. The five
Castellans followed close behind, elosing with their forward rallgun
‘batterles lashing the frigates of Errant squadron. Taken off-guard, the
escorts responded as best they could, weapons batteries booming out
huge cannon shells, trying to find their range on the closing Tau vessels.
In those first fusillades, the Cerebus was hit in the engines as she swung
hard to starboard: A drone missile had locked on and could not be
shaken, it found its mark. The explosion as the missile penetrated the
Cerebus*stern flashed through the engine decks, incinerating enginseers,
~ sewvitors and ratings. Seriously damaged by the impact, the Cerebus’ main
plasma core began to dangerously overheat, running out of control and
threatening to detonate the entire ship. Captain Nomura ordered the core
shut down, but that left the commander's vessel a drifting cripple at the
~ mecy of the Tau Empire qunners, They showed little mercy that day. As
Cerebus was lashed by fire, Captain Nomura ordered all to abandon ship,
but refused all advice o leave the bridge himself

With thelr convoy leader disabled, the transports fled for safety. The cruiser
Black Duke had been ordered to their aid, but was still too far away to
intervene in the battle, The transports changed course to meet the incoming
Dictator class cruiser, but their small engines were unable to outrun the
pursuing Castellans, which now swarmed around them, ion cannons and
tallgun batteries blazing, overwhelming shield generators, buckling armour
plates and puncturing hulls.

In the holds of their transports, the Imperial Guardsmen of the 8™
Brimlock Dragoons were powerless to aid in their own defence. They felt
their ships roll and vibrate with each enemy near miss, They heard the
engines straining at flank speed and the distant thunder of the transport's
own small cannons returning fire The /mperius Anvil was hit amidships

as one Castellan swept over her, a gravitic launched missile smashed
through the thin side armour and into the packed holds. The massive
explosion inside the cramped interior tore men apart, tossing bodies
about and setting fires raging through the lower decks, In that first impact
hundreds died; the fires would claim hundreds more. Fatally wounded, the
stricken transport fell behind the others, stranding a third of the Brimlock
regiment. Next, the Prince Maud was critically hit, shields stripped away
by the Tau weapans fire, a railgun battery volley tore through the bridge
and super-structure, killing the bridge crew to a man. Unknown to the
Imperial Guardsmen in the holds below, their vessel was now diifting
with no captain and no one to man the helm. She was easy pickings for
the Tay,

Ta the rear, Errant squadron was fighting bravely, but was now he;
outgunned by the /o 7ar. They traded bombardments, retaining the sfim "

‘hope that the Black Duke would arrive to rescue them The Lunar class
cruiser was straining every engine and reactor, racing 1o the rescue, but
it was too late. Convay Alpha-four was beirig annihilated by the surprise
attack, and with it the 8" Brimlock Dragoons. The last of the transports
were hunted down and destroyed before the Tau Empire vessels turned
about and fled back the way they had come. The Black Duke was

still some hours away, and would only arrive in time to begin rescue
operations. There was little to salvage except for a few lucky survivars.

Like wolves falling on the fold, the Tau had torn the corivoy apart. it is
believed fikely that they never realised that, trapped within the transports,
thousands of Imperial Guardsmen had perished as the bulk heads
collapsed and hulls tore open, spilling silently screaming men out inta the
hard vacuum of space The 8" Brimlock Dragoons were 110 more

Before being destroyed, the Cerehus had launched its lifeboats and many
of these were picked up by the Black Duke. The survivors told the tae of
the sudden surprise attack which had overwhelmed them. It was the first
ambush of many.

The grm news of the destruction of Convoy Alpha-four and the loss of an
entire Imperial Guard regiment reached Admiral Kotto on the Righiteous
Power and Lord Marshal De Stael on Tarcs. It was a heavy blow for both,
and Admira Kotto set about making new plans and issuing new orders
for increased protection of the convoys. The Hamaier of Thrace was to
continue her pursuit of the Custodian, a request was sent to the War
Talon to aid the hunt. They were not to stop until the dangerous Tau
Empire vessel was destroyed. The Star of Cassiopeia and Black Duke.
would now be diverted to convoy close protection alorig with Invincis.
and Omna squadrons. The Tau wauld nat find any more soft targets to
ambush. The Righteous Power would remain on standby, acting as the
Admirals reserve, ready to leave orbit if required.

News of the destruction of the entive 8" Brimlock Dragoons caused Lord
Commander Gustavus even greater concern. He immediately ordered the
transportation of any other [mperial Guard regiments fo Taros 1o cease,
much to Marshal De Staels displeasure Whilst the Tau Empire fleet
threatened to reap such wanton destruction, it was a risk Gustavus could
not run. The 19 Krieg Amoured regiment had just bequn embarking
forTaros, and that operation was halted The regiment received orders to.
stand-down until further notice. Admiral Kotto was instructed to secure
the supply lines before any more regiments would be risked in transit.
Gustavus’ order to the 19" Krieg regiment was never rescinded and the
regiment never made it to Taros. De Stael’s Xi Corp was laft with only
three regiments. the Sarennians, the Elysians and the Cadians.

The Tau Empire’s first attack had been a areat success, but now they
would need to attack a secand convay. The ARho was on the run, leading
two Imperial capital ships on a long chase across the solar system, and it
was not until reaching the system's inner flare zane that she would finally
be brought to battle

In subsequent weeks, the fo7ar and fo‘Phi continued to harass the supply
convoys, risking the bigger Imperial vessels to pick off transpoits. During
the attack on Convoy Epsilon-six, the super-heavy tanker Empress of
Svedeg was crippled by drone missiles, along with her valuable cargo

of water and fuel. It was a blow that would cost the 4621 Army very
dear when water supplies started to run out: Every convoy. now ran the
gauntlet, some made it thiough, others arrived only after being damaged,




ever, were destroyed altogether. Each time ship
upplies were prevented fiom reaching thase fighting
sperately needed them.

{War Talon was forced to abandon her hunt and Admiral Kotto had
the Rightecus Power 10 the A'Rho’s pursuit. Lord Commander
‘decssion was that the ground forces would get priority use of
oy Marine suppert. The ¥ar Tolon withdrew from the hunt and
etgmed to orbil above Taros, ready for the Raptors deployment during
\-»ation Comet. She was immediately replaced by the Righteous Poyer
m‘wﬁp’s qgreat engines slowly pushed the venerable battlecruiser out
ofTaos’ gravily well and Admiral Kotto instructed Captain Rymus to set
custio rendezvous vith the Hammer of Thrace and Novem squadron
e bounds on the scent, the imperial Navy would relentlessly pursue
el Guny.

| 4t fong pussuit and several skirmishes, the Custodian dlass ARho and
har Castellen escorts weee finally run to ground. She had led her pursuers
o0 4 fouteen-day dance around the system. Eventually, the renegade Tay

 «ziship and her escorts pressed in close to the system's dazzling yellow

i, theough the mercurial zone and deeper into the thickening radiation
dlauds. For the Imperium'’s ships, tracking their target here would be
dificult, and although out-classed by two Imperial capital ships, the large.
fau vessel would have her best fighting chance in there. The fleet action
siund Taros approached its climax amidst the thick, iradiated dust
dauds and coruscating solar flares which shimmered pink, yellow and
puiple in dense skeins throughout the inner flare zone.

Onlyaiter thrée days of relentless pursuit directly into the system's inner

- flare zone, with temperatures soaring and scanner equipment burning
out, dd the ARho choose to turn and fight Admiral Kotto was sleeping
o014 cot in his command post on the Righteous Power's flag bridge when
& joung ensign woke him. The Tau ship had been located, and it seemed

- shehad come about to face them Battle was imminent. Without pausing
109t o s uniform, the Admiral raced to the main bridge to conduct the
Engagement, bootless and still only dressed in his breechies and undershirt

~ Thediihopowered up her forward deflectors and launched her
Aadens, Mantas and Barracudas. The Tau Empire escorts formed into
192 eveast and opened fire with a salvo of railqun rounds. Despite
00 the advantage in firepower, this would be no easy victory for the
A5pstal Havy With the nearby sun causing their scanner equipment
1o maffunction, the Tau Empire vessels became ghostly images danding
4p3n the sensor scseens — shooting at the smali escorts and bombers
,Mb' nieat impossible. The Imperlal vessels returned fire, lance turrets
0 friously as the ships manoeuvied to bring their broadside guns to
53 The Hommer of Thiace narowly threaded a spread of Tau missles,
58 Gefence wrters blazing in all directions as flights of Mantas and
4835 swarmed close 1o her, bombing and strafing, The Castellan
{622 Into battle fike a pack of rabid dogs unleashed. They tangled
Squadon, guns booming left and right, Quickly, two of each
*S isssel became drifting wiecks,

05 1, the deflectors absorbing the energy, Return fire buckled the

: e ion cannon blast burrowed into the
Litet, destroying it in a blassoming explosion and killing

9t ey inside The Hammer of Thrace followied her flagship in

M:: g 90 the Rightcous Power’ big port batteries impacted against the

s aimoured apron.

ma bolts flying thick and fast from her broadside guns.

The ARho was taking damage, and hits lﬁ!w}l

1t Wounded, but unsweiving, the Tau Empit vessel gave
901, hammering out railgun andion cannon founds whicty
gieat rents T the Lunar class ruiser's sarboard side. Deep i
decks of the imperial cruiser started 1o bum. 3

After that pass, the first engagement of the battie was over and bot
s«dgs limped apart 10 assess the damage and lick theirwounds. Ever
$hip was now damaged i som way, the Hammer of Thvaca worse of
all. Attacks by the Mantas had slenced her lance bateries, on caniion
Hhits had set fires in the lower decks and she was listing heavily, elghty.
per cent of her manoeuvring thrusters had been shot away. for two.
hours, the great starships eyed each other warily and drfred through
the thickening radiation clouds. Onboard each vessel, the trews worked
feverishly to repair battle demage and contain fires.

The second engagement of the battle only began when the Righteots
Power’s damage control teams had completed their work. Satisfied s
his battlecruiser was still batile-worthy, Admiral Kotto oidered Captain
Rymus to go directly at the A'Rho. * Load all torpedo tubes, and put the
prow to the fore,” he commanded, and the Righteous Powerclosed in
again on her prey

The A'Rho responded to the aggression with new, if reduced, waves of
Mantas and Barracudas. The Righteous Power s first spread of torpedoes
was intercepted and destroyed in detail. Without their own fighter
protection the Imperial Navy ships were exposed to the Tau's return fire.
Drone missiles swooped in, followed closely by the smaller Tau Empite
escorts. No longer able to avoid the incoming missiles, the Hammer

of Thrace was hit again, this time several missiles piled through her
starboard flank before exploding within Multiple explosions broke the *
back of the already weakened cruiser.She fell sient, crippled, driftingin
and out of the battle.

The survivors of Novem squadron accompanied their flagship, and
2gain tangled with the Wardes and Castellans. More escorts died in an
conflagration of fire. By now the Righteous Poiver had fallen upon her foe,
closing to point blank range and swinging hard 1o starboard to expose

her broadside batteries. At short range the firepower was awesome,
tearing into the ARho, round after round pummelling her flanks. The
Tau's return fire could not match the battlecruiser's big guns, and the
A'Rho attempted o disengage and flee. But Admiral Kotto was driven by
vengeance fo hs st ships, and would not et his prey o now he had
them firmly in his sights. 5

The battlecruiser came round in her tightest arc and raked the Tau vessel
with a second broadside. The damage inflicted was terrible, The starboard.
wing of the Custodian was torn clean of, lowy difing away from the
hull in a cloud of debris. The bridge was destroyed Fires burned along
her length. The ARho was tacked by infermal explosions and helplessly
drifting. She wias dead, there would be no survivors. The remaining Tau

escorts, just two Castelians and a single Warden, fled. :

The battle was over and both sides had paid a heavy price The Hammer.
of Thrace and three Firestorm frigates of Novem squadron had bcen
destroyed, leaving just the batte-scarred Righteous Po'weraqd asingle
escort 1o fetum victorious te Taros. The threat of the A'Rho might have
been eliminated, but meanwhile the other Tau vessels had continted thel

convoy faiding.




8 sparked the Taros war At Ihe time, the
Group rdldnot have any icea what the discorery
transportsquadion docked at a T Empire waystation would
j The urgrke atrack, led by Captain Darifian anboard the
ﬂavanoc ¥as 3 complete success. His attack
Tau Empir yinthe

pply

THE WARGAME
s Battlefieet Gothic game should be played on & 180cm x120cm table
the board s shown on the map. The waystation is placed in the centre

phenomena is the asteroid field, which occupies mast of the Imperial
tablesdge.
 Patral Group Ravanor should be set.up within 30¢<m of their table edge, ready.
to begin their attack The Impenial player takes first tum,

The Tau Empire reinforcements enter from the oppasite table edge on
Turn 2. The game lasts until either side has no forces left, due to damage
or disengagement.

180cm

The. mpenal piayumustdmwmehu Emvlreways!aﬁon and rogue: 4
They should also attempt to board at least ore transport. The Tau

Empire player must escape with as many rogue transports as they can from

any table

IMPERIAL FLEET
Patrol Group Ravanor

* Lord Ravanor— Dauntless class light cruiser.
= (Captain Darillian 1 re-roll)

Scadryn Squadron

* VCS-6-Sword class frigate VCS-6 is a converted scout vessel, equipped
‘with extra sensors and probes in the prow for long range detection,
giving her +1 Leadership. Her weapons battery is reduced to Firepower 3.

* VCS-7-Sword class frigate

® VC5-8~ Firestorm dass frigate

* VC5-0~ Firestorm class frigate

TAU FLEET
o 1 xTauWaystation
 Rogue Transport Squadron — 3 x Transpoits

Tau Reinforcements
© 2 x Castellan Class Heavy Escorts
* 4xTauTransports

imperal Table Edge

E
E.

Ra\lgn battery
Has tracking systems

TRADE TRANSPOHT

Weapon battery

TAU WAYSTATION
R




flect annouriced their presence in the Tatos system when
and destrayed troop convoy Alpha-four It was a sudden and
that caught the convoy with little protection, and annihilated
k Dragoons, wha were trapped in the holds of the transport
altack presaged a series of convoy raids in an attempt to cut
force's ines of supply.

action, the Tau Empire leet destroyed all the Imperial ships in 3
og aitack. The Dictator class cruiser Black Duke tried to reach the
‘convoy, but only armved in time 10 pick up sunivors.

game of Battleficet Gothic should be played on a 180cm x120cm table.
B 'Qwﬂfw’d as shown on the map. The battle takes place in the outer
fexches Asingle gas/dust cloud is the only celestial phenomena

ey Aphfour and s escortshould be set up within 15am of one short
{2 edge. The opposite edge is the Imperial table edge’, from which they

3 . The enite Tou Empire fleet enter from either of the long board edges. The
" Taufmpite have surprise on their side and therefore get the first turn

‘peium’s table edge. Should the Black Dufke arrive, it is automatically on
Abead Full orders on the tum it arrives.

The Tay Empire player must destroy the Impenal transperts b
£scape, whilst minimising their own fosses, The Imparial convoy.
Via the Imperium'’s table ‘edge with as many ships as possible

IMPERIAL FLEET
* Cerebus - Dauntless dlass ight cruiser
* (Captain Nomura ~ 1 re-tol)

Errant Squadron 1
* ET5-1-Sword dass frigate
* ET5:2-Sword dlass frigate

Errant Squadron 2
* E75-3~ Sword dlass frigate
* £75-4~ Sword class frigate

Transports.

* Imperivs Javalin ~ Armed transport
* Imperius Anvil— Armed transport

* Imperius Gauntlet - Amed transport
* Prince Maud~Transport

Reinforcements:
® Black Duke = Dictator class cruiser

TAU FLEET
 lo'Tar— Protector dlass warship
« 5% Castellan dlass heavy escorts




tually mmhg‘g fight: In amongst the solar flares

rsts, she stood her best chance in an uneven match. The

ib-qunined, but she put up a tremendous fight before being
 teking the Hamer of Thrace and three escort ships vith her

e mﬂ Whilst the funt for the ARho continued, the ather Protector:
By g%amakgmps could targetthe supply convoys the rea obyectiveof the

'THEWARGAME

. This game should be played across a 180cm x120cm table. Set up the board
-as shown on the map. The battle takes place in the system's flare region
The table may be affected by a single solar flare and single radiation burst;
-roll for each at the start of each turn, Scatter four or five gas clouds around
the table as celestial phenomena.

The Tau Empire fieet deploys within 30cm of one of the long table edges.
This:table edge is now Sunward. The Imperial fleet deploys within 30cm of
the opposite table edge. Set-up should be done in secret (on the map or
behind a screen)

Rolta Ds The side that rolls highest may zhonse whether o &ke ﬁrg
second turn.

SPECIAL RULES
Use the Fighting Sunward special rules. The Tau Empire’s table tdge s the
sunward direction

OBJECTIVES :
‘The Imperial player must destray the A%hro whilst minimising theis own losses,

IMPERIAL FLEET

 Righteous Power— Overlord class battlecruiser
* (Fleat Admiral Kotto — 2 re-rolls)

 Hammer of Thrace — Lunar class cruiser

Novem Squadron

* NVM-12 Firestorm class frigate
o NVIM-22~ Firestorm class [rigate
* NVM-32~ Firestorm class frigate
o NVM-42~ Firestorm class frigate

TAU FLEET

*» ARho- Custodian class carrier
* (Tau Kor'0 ~ 1 re-roll)

3 xWarden class carrier escorts.
* 5x Castellan class heavy escorts

180cm

loyment Z




. TAU EMPIRE UNITS
| THIRD SPHERE EXPANS.:-(I;III\EI

amed wish smat misses,

XVB1 Crisss Battlesuit
Tamer Identity unknon-

a fuston blaster and




use of

EMORA’
RONE FIGHTER

A

entists has allowed the Tau to. ‘begin deploying drones as airborne
s?ﬁml\sas well, the suiccess of the relatively small interceptor

es (él(hd by the Sun Shark bumber paved the way for the development

X-6 ‘REMORA' DRONE FIGHTER SQUADRON

DX-6 Remora

Unit Composition
* 10X:6 Remora

 Unit Type
= Vehicle (Flyer, Hover)

Special Rules
» Shrouded
+ ® Deep Strike

B 262

3

10

First dunng the Tau Empire’s raid on the Imperium’s penal
mining colony of Typha-1V, the Remora is a small drone fighter. Packed with
advanced Tau Empire technology, it is @ stealih aircraff, flying in support
of Pathfinder and Stealthsuit teams, armed with burst cannon for aerial
combat, and two seeker missiles for ground attack.

The Remora has a short range and is carried into battle underneath
amodified Tiger Shark mothership (of in the back of a Manta), which
transmits data to the drone. These control the aircraft from high altitude
and play no part in the battle closer to the ground. :

90 POINTS
Armour
BS Front Side Rear HP
10 10 2
Wargear Options
« One twin-linked fong-barrelled « The squadron may include p to four additional
burst cannon® - DX-6 Remoras +90 points per model

* Two seeker missiles
* Networked markerlight
» Blacksun filter

“The profile for this vweapon can be
found on page 198,

A DX-6 Remora” Drone Fighter Squadon is a Fast Attack choice fora
Codex: Tau Empire army.

This profile replaces the one found in Imperial Amour; Aerenautica, page 64.

Thought forthe day: Thatwas then, tis i o




joyed by Piranha squadrons during both the Taros
‘and other confiicts across the expanding Tau Empire, it was
that other vehicles based on the design would soon emerge
% The TX-42 is the newest incamation of the original
intended to fulfil the role of a heavy gunship instead of a lightly
reconnaissance araft.
Conpeed 01 pogENlo, the TX-42 cattes a much heavier weapans
Tuan fusion blasters replace the original Piranha’s burst cannon,
Libough some TX-425 have been observed with other configurations of
snons - (ndluding a pair of fearsome rail rifles. These new vehicles retain
iz abilty to carry a small number of seeker missiles into combat, which can
ba launched by other Tau Emplre units using the markerlight network
ndveqt theli weapons fire

ga
The TX 42 als features  reworke crew compartment,prosing ich
greater protection to the two-man crew enclosed within. Although the
compartment remains open, the increased armour allows the TX-A2

10 biave weapans fre that would have quicky destroyed the Pranha,
delivering pinpoint heavy weapans strikes in the Heaviest fighting

Stillin the prototype stage of development, the TX-42 has yet to be
mass-produced, in fact it has so far been reported only amongst forces
ofiginating from the Sa'cea sept. These forces are: expanding through the
Perdus Rit region as part of the Tau's Third Sphere Expansion and appear fa
be conducting tests of this nesw vehicle in combat conditions. Should these:
tests prove successiul, it s lkely the design wil quickly spread to Tau
across its empire,

70 POIN'

PRANHATX-42 SQUADRON

Armour
Front Side Rear HP
n " 10 2

Wargear
» Twin-finked fusion blasters

Type
Veficle [Skmme, Fast,
ped)

Options
« The squadron may include
- Up to four additional Piranha TX-42 +70 points per model
» Any Piranha TX-42 may teplace ts twin-linked fusion blasters for one of
the following
~ Twin-linked missile pods e
- Twin-linked plasma rifles. +10 points
- Twinlinked rail riffes 420 paints
« Any Piranha TX-42 may take:
- Up to two seeker missiles. +8 points per missile
« Any Piranha TX-42 may take ftems from the Vehicle Battle Systems
Jist (see Codex. Tau Empire, page 72).

A Piranha TX-42 Is a Fast Attack choice for a Codex: Tau Empire army.

This profile replaces the ane found in imperial Armour: Apocalypse Second.
Edition, page 82.




‘ we’mkngrﬁ’a

pme'!au mr& the XV9 Hazard"

som\isﬂcated and powerful battlesuit that has.
swelﬁmg ofa wntmversy both among the more traditionalist

it s shiort tanged and me ammur is more complex than any before
lﬂ?g aveteran’s skills to master in combat. The XV9 itself requires

poweerful, its

iture in resources to produce in useful numbers, resources

Hazard Shas'yr

Unit Composition
1 Hazard Shas'ys

Unit Type.
= fet Pack fnfantry

Special Rules

"+ Supporting Fire

* Extremely Bulky

» Bonding Knife Ritual

of mare tested designs. The results gained in service by the XV9 have
converted many Fire caste war leaders 1o its cause. In particular, the Fire
caste of Ke'lshan have mastered the use of XV9s both in counter attacks
and in holding up enemy advances, o allowing the bulk of a Tau Empire
mobile cadre to repeatedly redeploy inta superior firing positions. This can
prove a dangerous tactic for the XV9s (o execute, but for the solemn and
determined Fire Warriors of Ke'lshan, it is a necessary fisk in the senvice of
the Greater Good

2wes?5 POINTS
Ld Sv.
8 3+
Wargear Options
* XV9 Close Support Battlesuit  The team may include:
* Two twin linked burst cannon - Up to two additional Hazard Shas'yr. +75 points per model

*The profiles for these weapons
can be found on page 198.

* Any Hazard Shas'yr may exchange one or both of their twin-linked burst
cannon for one of the following

+ Phased ion gun™ 2 -+10 points per weapon
- Fusion cascade™ .. +15 points per weapon
- Pulse submunitions rifle* +20 points per weapon
o Every Hazard Shas’yr must take one of the following additional systems:
- Drone controller +8 points
- Target lock +5 points.
- Shield generator ; .25 points
- Advanced targeting system. \ 3 points
- Counterfire defence system ...+5 points
- Early warning override : +5 points.
- Positional relay. & +5 points
= Stimulant injector. +25 points
- Velocity tracker +20 points

* Any Hazard Shas'yr may take up to two drones from me Drone List (see
Codex: Tau Empire, page 95).

An XV9 ‘Hazard® Close Support Team is a Fast Attack choice for a Codex:
Tau Empire army.

This profile replaces the one found in imperial Armour: Apocalypse [I
page 58.

XV9 Close Support Battlesuit

An XV9 Battlesuit comes equipped with multi-trackers, blacksun
fitters, vectored retro-thrusters and photon casters. In addition, an XV9.
battlesuit grants a 3+ Armour save.

Photon Casters
ABattlesuit equipped with photon casters counts as having defensive
grenades.




Vesur R'alai has become a legend amongst the grim Fire
of Kelshan Od now for a serving Fire caste warrior, he began
career with the Tau exploration fleets, serving to protect them
yaged to unknovi stars, but since the backlash against the Tau
Hid Sphere Expansion, he has returned to lead the defence of his
and its outlying colonies.

R'ALAI

R'olai s famed as much for is fack of feat i the fac oeaste
that have eamed him the title of aseassin’ among hx: %mﬁﬁa’
some, however, that whisper that the solemn warriox no longer fights fof,
the Greater Good, but for vengeance for thase he has lost, nd that thére.
lutks in him the glimmer of madnes and the Mot e

Wargear
* Shas'o R'alai
- XV9 Close Support Battlesuit
- Drone contrcller
« Blacklight marker drones
- Blacksun filter
- Markerlight

Unit Composition
~ « 1 Commander Ralai (Unique)
« 28lacklight marker drones

 Blacklight marker drones

~ It Pack Infantry (Drone) Signature Systems

% (Shas'o R'alai only)

« Experimental pulse
submunitions rifle

« Eclipse shield generator

© Warlord Trait: The Assassin
(Shas'o R'alai only)

Rules
(Shas'a R'alai only)
Supporting Fire
Bitremely Bulky
Independent Character
* Subdom

* LoneViarrior

Experimental Pulse Submunitions Rifle

As well s bis standard pulse submunitions rounds, R'alai s also
“£94gped with a selection of expenmental, fimited issue, warheads for
bis weapon. During a battle, he may use any of these special ammunition
fipes instead of firing his pulse submunitions rifle (see page 198) as
fiarmal, although their barely contained pawer can damage the suit itself

Special

 Weapon Range STR AP
x assault 2, Gels Hat,

B0 shel RN
3 Haywire

Hpecdensiysabot 367 Assault 2, Gets Hot
disterbeam 24 pssault 2, Gets Hot,
Large Blast (5°),
Rending

"E;Ield Generator i
diéin on the suit’s power capacity, the expetimental ‘Eclipse:
e snetroves e sy b and diffacts

1 the manner of a stealth field. It provides @ 4+ Invulnerable

1103 3+ Invulnerable save against attackers more than

Tau Battlesuit Commander R alai s  HQ choice for a Codex: Tau Empire army.

This profie replaces the one found in Imperial Armour: Apocalypse Second
Editlon, page 84

Warlord Trait: The Assassin
When Tau Battlesuit Commander R'alai is used as an army's Warlord he
does not roll on a Warlord Traits table, instead he gains the folloving trait

Shas'o R'alai has the Preferred Enemy (Independent Characters) special
rule.

XV9 Close Support Battlesuit
An XVA Batlesuit comes equipped with multi-trackers, b!gcksun
filters, vectored retro-thrusters. and photon casters. In addition, an XV9

Battlesuit grants 3 3+ Aimour save.
Photon Casters ;
A model equipped with photon casters counts 25 having defensive.
grenades.
Lone Warrior

Shas'a R'alai can not leave or join uni
vith his Blacklight drones. In addition,

Bodyguard Tearm-

s ather than the unit he forms
he may nat take an XVB Clisis




- TAU EMPIRE CAMOUFLAGE
& VEHICLE MARKINGS

A ,

iy fight for peratior
This aitraft was sighted over Tarokeen during the Battl for the Plaretary Governor's Palace.




TAU EMPIRE COLOUR SCHEMES & MARKINGS

s approach 1o battlefield camouflage and identification
ﬂ*“"m  mystery 1o those In the Imperium's forces that hae
excountered them. 1O the casual observer, Tau Empire vehicle camouflage

i f concealment, canfusion pattern and
v<os he same principles of 3
.ﬂw»m a5 the Imperium, but the Fire caste have refined these
piniples o suit the Tau Empire’s method of waging war

Teu pattems [y 1O combine concealment and confusion aspects into
‘colour scheme. On Taros, the vast majority of Hunter Cadres were
O e g subt fused potterns with ong blending dsonces,
Grven the distances. that vehicles would be visible over open desert, this
mahes perfect sense, and provides the most effective camouflage at long
ange Notably, most Tau Empire vehicles and aircraft utilise a two-tone
;meme in which the camouflage is added as another tone of the base
<alour, drawing on natural patterns which are often symmetrical

for example, a Devilfish in a blue night-time concealment and distuption
gatiein might be dark blue with lighter blue stripes, leading some to
speculate that the Fire caste have developed a system of camouflage that
oes not utilise contrasting colours. Some Hunter Cadres (probably those
assigned to different battlefield roles) also use variations of the basic

Patterns whilst cominanders seem to ba given leeway to use their ovn
personalised colour schemes i they wish

Tau Hunter Cadres also use a i colous This colow used sparingy on aif
ofa Huntet Cadre's vehicles, may be to aid ecognition o the battefeld. . -
Altemalively there may be some tadtionaf o rtsalistic reasan behired
the chorce of colous but again this is unknown. Ultimately,recogition
patteins for Tau vehicles do not seem to be an i portant issue, This

be due 1o the'r advanced communications and tracking technology,
making visual recognition fass of a factor, but this Is speculation.

Vehicle markings and numbers are also used| butare less intusive than
on Imperial Guard tarks. It scems the disciplined Fite caste do not alow
the addiion of slogans, yehicle names or kil matkings all common o
Imperial Guard vehicles). On Taros, no Tau Empire vehicles were wilnessed
with such ‘unafficial ces additions and eithier have any campaign
badges been encountered

The principles of Tau vehicle identification are unknawn to the Imperium.
Notably, regardless of the Hunter Cadre's sept, all Fire caste vehicles bear
their caste’s badge




1. This s the symbol of the Fire aste and is commanly carred by Tau Empire
vehicles and Fire Wamiors.

2 Night-fighting colout scheme using a continuous feathered ne as a
confision pattern to disrupt the vehicle’ shape and make identification by an
enemy difficult

3. Desert camouflage scheme. Commonly, Tau Empire camouflage appears
10 uliiise two shades of the same colour, as here, sandy yellow with a darker
shade to aid concealment.

4. Tau lettering. or identification purposes, the Tau use their awn alphabet
1o denominate between vehicles. What system lies behind the lettering is
unknow.

5. Desert camouflage scheme. Again, two shades of the same colour used to
sid conceal. Thus scheme was the mast commonly encountered Tou Empire.
<camoufiage on Taros.

6. twotone pattern favoured by sore Hunter Cadres for sky-fine
concealment.

7 An uncommon bold camotfiage scheme,tilising the same patter as
(5), but without feathering. Also, note the lihter coloured underbell, not
uncommon on grev-vehices.

8. This unusval mottled pattem {still in two tane thotgh} was used by ane
Hunter Cadre for all its vehicles on Taros.

9 Adstinctive patrer used on a Tau Empite commanderS personal battesut
This scheme does nat conform to any nomal Feu Empire camaufiage, andas
such must be either a personal prefereace o en expenimenta] pattern

10. Tau numbering. Tu use numbers as el s their alphabet markings again
their significance ts unknown.

11, Air caste symbol, cartied by ail Tau Empire aircraft — this example festured
on 3 Tiger Shark. Which way round the symbot i< supposed to be (if i even
matters to the Tau) is debatable.

12 Tau pumbering, this time highlighted by an identification stripe. In this
case, itis a white stripe, but ather colours are sometimes used.







- THE Horus HERESY

Book ONE - BETRAYAL

“The Horus Herey < Betrayal Warhammer deal
baitle in the dark age of the Horus 1 hen the fledgling Imp f
=i g Ty bloody yisath
. “This boak, lavishly In full cok background information
e n the Imperipm as it stood at the end of the Great Crusade, the foundations of the Spsce
of the Legi dhe dark deeds of the bantle of Issvan 111 Alko

detsiled are the histories of the four Legions who took part: the Sons of Horus, Emperor's
Ghildren, World Eaters and Death Guard, and an extensive campaign system that aflows
y pl ch Isstvan HI in your: i spbattles,

“This bookalso contains a complete Space Marine Legion Crusade Army:lst as well as game
i the four Legi d
featared in the story.

“The Horus Heresy Book One — Betrayal Is a complete expansion for the Warhammer 40000
game and ly the




MPERIAL ARMOUR — VOLUME TWELV!
E FALL OF ORPHEUS

B dickreaches of the galaxy an ancient horror wakes, On the edge of the Segmentum
e Sector has 5100 25 3 bubark against the outer darkness for mi
ko engult it now s beyond anything it has faced befor

{heit cold tombs Geep beneath dead and forbidden worlds, the Necron Overlords of th
R Dynasty, tainted by madness and hungry for war, have risen, Their goal s the cor
Depheus Sect
gl tostoppable onslaugnt The Imperium has not been slow to react, however, and a vas!
Slsada force has been rallied to battle. Included amongst its ranks are the superhuman warriors of the
fetauss Chiapter and the relentiess armies of the Death Korps of Krieg

i

8% book you wil ind a detailed history of the harrors of the Orphean War and the forces in
IS chides a new variant Necrons army list — The Dark Harvest, representing the forces of the
Biied Maynarkh Dynasty alongside new Necron units such as the Canoptek Acanthrites, the
Baimber and the mighty Tomb Citadel fortfication. Also contained within this book s 2
Koips of Kiieg Assault Brigade army lst, and updated background and units for the Minotaurs
ol the Space Marines, and rules for numerous Warhammer 40,000 Space Marine units such
fiilieSpartan Heavy Assault Tank, the Storm Eagle Gunship and the Predator Infernus.




IMPERIAL GUARD - SECOND EDITION
imperial Armour Velume One - Second Editio
vehides of the Imperial Guard, the ste

fields of the far future, unt

Imperal Guard s a book dedicated 1o the fighting
clad behemaths that rumble and ¢
g fire and shell
. 294 page book, the full panoply of Imperial Guard amo
EC DITION E 5
VOLUME ONE - SECOND El

IMPERIAL GUARD detall, including profiles and rutes for over fify tanks

heavy vehicles, alongside extensive background m:

the enemies
ed vehicles are displayed in exhaus

. support vehicles, artilery pieces and supe

1al on these war machines, their munitions and
manufacture

In addition ta this wealth of information, imperial Armour Volume One - Second Edition also
includes a full army fist that allows you to field the sledgehar

the Armoured Battle Groups of the Imperial Guard Along
presenting detaled information on
ammuni

mer of Imperial miltary might
this are a selection of appendices
variety of topics, from the technical specifications of the
on used by the forces of the impenal Guard, to rules for a iumber of famous Impel
Guard tank commanders and heroes of the Impesium
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PERIAL ARMOUR — VOLUME NINE
E BADAB WAR - PART ONE

& Marines and self-stled Tyrant of Badab, turns brother against brother in
. deadly conflct

i ‘The year 14 803 M41-and Lugit Huron deciares the secession of his domains
from the impenum, taking with him four entire Chapters of the Adeptus

" Astartes into rebellion. The scene s set for an epic clash of arms between
Space Marines, loyal and secessionist, that will ses armies crushed, fleets
shattered and entire warlds reduced to lfeless cinders in ane of the most
dangerous internedne conflicts the imperium has known in a thousand years

History will ail Lugft Huron a madman and a traitor, and condemn him a5 a
pawn of Chaos or an alien puppet, but history is written by the victors, and in
! the qrim darkness of the far future, the truth is seldom so smple

IMPERIAL ARMOUR — VOLUME TEN
THE BADAB WAR - PART TWO

Savage war rages throughout the Maelstrom Zane: The pride and ambition of Lugft
Huron, the Tyrant of Badab, has plunged a score of worlds into bloodshed and horrar,
and the Badab Secession has become the most infamous Space Marine civl war of the
age Inside this book, the second volume in Forge World's two-part explaraticn of the
infamous Badab War, you wall find for the first time a detaied account of the apocalyptic
condlusion of the story of the confiict, and the price the Imperium pays to dethrone the
Tyrant it has created

Also featured are the background and imagery for the Space Marine Chapters who
played the most significant part in the Badab War later stages: the Minotaurs.
Executioners, Salamanders, Exorcists, Sons of Medusa, Mants Warriors, Star Phantorms
and the Carcharodons

This volume also contains a variant Space Marine army s, the Siege Vanguard
Assault force, representing the kind of Chapter assault forces used in the cataclysmic
final sieges of the war. Alongside this is a new campaign siege special mission, three
new Apocalypse formations. nine new special characters for the Space Marine
Chapters featured in this book, new ships and fleet lists for Battlefieet Gothic and a
phenomenal range of colour profiles, pictures and background

i FORGEWORLD.CO.UK




THEDOOM OF MYMEARA

partof the galaxy spanning empire of Mankind, is under attack from three mass

* ve Eldar war
feasons for attacking the fightly populated ice world are as yet unknown, but ¢
3 of the Cadian 6% Armoured regiment, is intent on t Wielding th
imperial Guard regiments and joined by Bran Redmaws Great Company and Tiais from
cus, the Eidar may soon regret invading Betalis 1 3

sl
ss Ther

oras.

e s book you il T 8 detailed account of the incursion by the Eldar of Craftworld imeara
Cafaiadd Ao and 15 Consi Ko, and backaround and rules for all the main protaganity as well
& potlesfor new special characters, Sehicles; flyers, the cologsal Eldar Phantom Titan anda tiew Eiiar
Wstior Aspect, he Shadow Spectres . .

T kalme lsn contas & complete army lst_ Eldar Cordlt Bands, fepresénting those of the Eldaf
i e chosen to abandon the strict disciplhed ife of the Crafiworids 16 istead foflow e P2

4 Ouicast as well as a campaign section, three Ay 5 %

Sackground bringing the Batrie for Betals M to ife
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IMPERIAL ARMOUR — MODEL MASTERCLASS
Whether you are buldiig and painting a centrepiece model for yout army or constructing a detailed diorama for display, Forge World's Model Masterdass

“books are packed with innovative techniques for construction and painting to help you create stunning models {

‘Al the techniques are demonstrated in step-by-step detail in extensive construction and painting sections that range from painting tanks to constructing |

a diorama, 10 bullding wargaming scenery and terrain

VOLUME ONE
Featured in the first volume are construction and painting articles on the Renegade Medusa, Cadian
Stormsword, Krieg Macharius, as well as the ‘D-Battery, 45° Artilery Company’ diorama, the Typha
1V Imperial airbase, and the ‘Siege of Vraks' terrain boards,
S A This book also contains detailed galleries of the Krieg Macharius Vanquisher, "Marching to the Front!
MQD;LJ‘/L"M TENOEASS B diorama, Krieg Malcador diorama, Marauder Destroyer, Marauder Bomber, Thunderbolt,

YOLUME Tau Barracuda and the Tau Tiger Shark AX-1-0.

VOLUME TWO

S inside this second volume you'll find construction and painting articles on the Chaos Great Brass Scorpion
§ Crassus Amoured Assault Transport, Renegade Valdor, Renegade Minotaur, Red Scorpions Land Raider
§ Proteus, ‘Blessed Be These Wings diorama, as well as ‘The Raid on

Kastorel:Novem' and ‘Encounter at the
i Balmaeus Ice Mines' terrain boards

B :‘m bo?: also contains detalled gallenes of the Practor Armoured Assault Launcher, Nurgle Blight Drone,
B tgie Plague Hulk, Chaos Reaver Ttan, Impenal Reaver Titan, Vulture Gunship, Valkyrie Sky Talon, and the.
§ Red Scorpions Angstrom Incident Raiding Force 5
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