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= IMPERIAL ARMOUR =
= VOLUME SEVEN
THE SIEGE OF VRAKS - PART THREE

3
! The Siege of Vraks concludes...

The fall of Vraks to the renegade army of Apostate-Cardinal Xaphan meant the
loss of a vital Armoury world. To retake the planet would require hard fighting in
a long war of attrition, but the Imperium calculated that they could grind down :
the defenders and retake the Fortress of Vraks in twelve years of siege warfare. ——

e

r . {r» g
P Eighteen years later and Vraks has not fallen. The Chaos forces have grown 2]
S strong, reinforced by the Traitor legions of Khorne and Nurgle. They have fought .'1\\ 3
= 00 the Imperium to a stalemate in a bitter war that seems to have no end. E

]
r

*3 But Vraks is a world about to explode into a terrible daemonic incursion. The
oA Chaos gods have willed it, and so their daemon-servants and Daemon Engines
3 are now pouring onto Vraks and threatening to overrun the beleaguered Krieg
: slege regiments. To avert disaster the daemon-fighting Ordo Malleus must step
in, aided by loyal Space Marine Chapters and under the heroic leadership of 0.
Inquisitor Lord Hector Rex. They will fight alongside the Grey Knights, and |
together drive the daemons from Vraks and strive to re-capture the once A
impregnable Citadel of Vraks.

This book Is heavily illustrated with over 55 colour and black & white pictures,
70 full colour vehicle profiles, 12 technical drawings, plus organisation charts
and scenarios to add new depth to the Warhammer 40,000 universe.

Also included are additions to the forces of Chaos, daemons and Daemon

Engines, including the fearsome Chaos Reaver Titan and a complete Renegade

and Heretic 'Servants of Decay' army list. You'll find rules for the Nurgle master-

sorcerer Necrosius and the cunning leader of the Skulitakers, the infamous

Zhufor the Impaler. The Appendices section contains all the rules you need to

use super-heavy vehicles and aircraft in your games. Also included in this book s —F
is a third Siege of Vraks poster. :

For Warhammer 40,000 enthusiasts this book provides an overview of the &) ‘ %
epic finale of the war on Vraks. A
. i1 y
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"a darker world is not far from 1s...
- Inquisitor Lord Thor Makin
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VOLUME SEVEN
THE SIEGE OF VRAKS - PART THREE

by Warwick Kinrade

eing the final luminations and Revelations of the onerous Slege of Vraks, aocurs'd
B world of war, fallen by Treachery and Misrule fo the dark powers of Chaos. Wherain
the courageous and loyal servants of our blessed Lord of Terra comes fo their ultimate
lpsting and the Fate of those foolish Mortals who serve the unnameable powers is disclosed.

Be warned, delicate reader, herein lies Dangerous and Forbidden Discourse on the Brazen
Lgions of Darkness and Despar, brought hither by dintof direst Heresy and Daemonancy
50 that they shall ay low our worlds and see their Master's will tiumph over all - forever.
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. Brother Pawel, MkIV Dreadnought of the Red Scorpions Chapter.
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INTRODUCTION

elcome to the seventh volume of the Imperial Armour

series. This is the third and final part of the epic Siege of
Vraks. Being the last of the trilogy. this book continues directly
from where the previous volume left off, and so, without having
read the other books, the story is likely to make little sense. |
haven't spent any time explaining ‘the story so far’, so before
diving into this, you might like to re-read the first two volumes.

Just as in part two, in this book we have escalated the Siege of
Vraks once more. The first volume dealt with a heretic uprising
against the Imperium. In part two that rebellion attracted the
support of the Traitor legions of Chaos Space Marines, along
with the Traitor Titan Legions. But, these are not the only forces
the Chaos gods have to fight for them. The third part of the Siege
of Vraks deals with the daemonic forces.

Since we started the Vraks project Codex: Chaos Daemons has
been published, detailing the daemon-servants of Chaos. This
has been a great boon for Forge World because it was always
our intention that Vraks would become a full-scale incursion, with
Daemon Engines, and now there is an army list into which these
models can easily fit. It is almost like we planned it that way (but
we didn't!).

It was also my intention that the Vraks story might act as an
example of how a Chaos incursion could occur: that from small
beginnings and a heresy committed against the Emperor in
ignorance, the Chaos gods could seize upon it to unleash their
favoured children into the material universe. The Ordo Malleus
understand this process well, having fought against it for
thousands of years, but they are not expected to fight every
minor rebellion and individual heretic in the fear that their actions
could lead to future daemonic summonings. Instead, the Ordo
Malleus save their strength to counter the outcome, leaving the
earlier fighting to more numerous conventional forces. But we
might imagine that the Inquisition keeps a wary eye on
developments in dangerous warzones, ready to step in at need,
just as they have on Vraks.

The Ordo Malleus' involvement also gave me a chance to
iluminate another area of the Warhammer 40,000 background
that is often mentioned, but rarely shown and that | happen to
enjoy. At its heart the Imperium is a massive, faceless

bureaucracy, driven by a labyrinthi &

pinnacle of which are the Lordsyogn;r;'::‘ ggigical System
many factions within the Imperium and it doesw them therg e
single unified whole (that's the Tau Empire) 'I"°‘ Operate g ,
pressures from within can have far reachin stead, poi
control of the Vraksian war is used as a pawn 9 Eﬁaqs_ Here
access to more fighting men and materiels for O";:th Which 1o
the different factions of the Inquisition are dey m:r wars. Wh
Emperor, they are also rivals for resources to ,-h’ loyal 10 g
battles with and each faction has its gw 'ght their gyy
supporters. " alliances ang

As ever, as well as the (hopefully) interestin
book is really about the models. The m
subjects, and we have (as promised) pi

and daemonic engines for Khorne anzi ?«ﬁ?gf,;:? g

in the project we decided that we should only anim"""

two of the Chaos gods, because we wanted 1o maI;i e,
specifically for them — with their own style, rather thala
models that could be used by any faction. To cover all fn
Chaos gods would just have been too large a task Oxrolme
been at tgis project for over three years now! Evemuaﬁy wz o
to cover Slaanesh and Tzeentch in the -

nirtin same detail, but that jg for

0dels are the E

The army list within this book is the Nurgle worshipper

of the Renegade and Heretics list. Shguld yourlmm
with the Plague God's minions, for pestilence and disease, or
should you already have a Plague Marine army and wish "
expand it, then the Servants of Decay are those renegades tha
have been drawn into Nurgle's grasp.

So there you have it, the Siege of Vraks is now over and | hope
you have enjoyed it as much as we at Forge World have. its
been an epic odyssey, for the model-makers as well as the
author. By my estimation, the entire project has spawned over
200 new models for Warhammer 40,000 players, including two
new armies — an impressive result.

Read on to discover the conclusion...

...and happy gaming.
Warwick Kinrade
April 2008

This book is not a stand-alone supplement, reference is ma
to other Warhammer 40,000 publications and you may g &
helpful to have read these before reading this book. To use e
material in this book in games of Warhammer 40,000, you ¥
need the Warhammer 40,000 rulebook and the folown
Codexes: Imperial Guard, Space Marines, Chaos Spa
Marines, Chaos Daemons and the Cities of Death supplemer:
Some of the vehicles mentioned in this book and used n
scenarios have rules that appeared in Imperial Armout Volume
1: Imperial Guard and Imperial Navy, and Impenal ““g
Volume 2: Space Marines and Forces of the fnquww
Warhammer 40,000 Apocalypse and the supplemens: I parr
Armour Apocalypse and Apocalypse Reload will be -
Having these books will assist in playing the scenants
enriching the background to the campaign.

wist
For updates on this book and other .'mpena.'AnnourbodS
our website at www.forgeworld.co.uk.
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CHAPTER TWELVE
THE CONCLAVE OF SCARUS

“We are at war with forces too terrible to comprehend. We cannot afford mercy for any of its victims too weak

to take the morally correct course. Our mercies destroy us; they weaken us and sap our resolve for the long

battle ahead. Put aside any such thoughts. They are not worthy of Inquisitors in the Service of the Emperor.
Praise his Name, for in our resolve we only reflect his unbreakable purpose of will."

— from the Book of Exorcisms, the Verses of Inquisitor Enoch

A Chamber of Secrets

The colonnaded forum before the
council chamber was a bustle of people
and servitors. Hundreds of scribes,
servants, menials and acolytes had
gathered before the ornate vaulted
brass doorway that led into the council
chamber beyond. They were all awaiting
admittance to the viewing balconies that
surrounded the debating floor. Today
the great Lord-Inquisitors of the
Conclave of Scarus would sit in full
session, and many items were listed
upon the agenda. From the indictment
of numerous failing Administratum
Principles and Adepts on minor
charges, to those accused of the most
heinous crimes of blasphemy and
heresy against the Emperor and facing
the ultimate punishment of
excommunication. Top of the agenda
was the motion brought by the Proctor
General himself, Inquisitor Lord Hector
Rex, for the induction of the entire B8th
Imperial Guard siege army into his
service,

Lord Hector Rex was seeking the
conclave's approval for an order to take
command of the war on Vraks. So far
the siege of the Apostate-Cardinal
Xaphan's fortress on the former
Departmento Munitorum armoury world
of Vraks had dragged on for fourteen
years. Al best astimates over six million
Imperial Guardsmen of the Krieg siege
regiments had been sacrificed in an
unrelenting war of attrition, other figures
reached as high as eight million. The
Cardinal's heretical army had offered
stern resistance from ils strong
defences, and each yard gained had
been bought at a bloody price in loyal
lives. Such slaughter would have
concerned the Inquisitor-Lord little had it
not been for two further factors; first the
intervention on Vraks of warbands of the
Traitor Legions of Chaos, and second
the subsequent prophesy of the
renowned and honoured hunch-backed
Warp-seer Malphius ~ whose mastery of
the predictive power of the Emperor's
Tarot was second to none. Malphius’
readings had made grim and worrying

news. Lord Rex believed the aged,
misshapen seer had seen the future for
Vraks, and based upon his experience
of a lifetime as a daemon-hunter of the
Ordo Malleus, Lord Hector Rex was
now certain that Vraks was about to
become the site of a major daemonic
incursion. The ground had been well
prepared by fourteen years of bitter
warfare. Now the vile servants of the
Chaos gods were ready to unleash their
worst allies, dark powers from the Warp
made flesh and bone in the material
universe — Daemons — the true children
of Chaos. Daemons were malevolent
spirits that could not be defeated by
conventional means. There were few
forces in the universe able to repel such
an assault, which would be both
physically and morally corrupting. But
the Ordo Malleus had been founded for
just such demanding work. Theirs was
the sacred task to protect Mankind from
terrible powers that the common man
should never know about. In order to
take command, the Inquisitor-Lord
wanted the authority of his conclave
behind him. With it he could take overall
command of the war on Vraks and
deploy all the resources available to the
Ordo Malleus to counter the threat. If
needs be he could always invoke his
Inquisitorial Mandate and proceed
without his conclave’s full backing, but
to do so would seriously weaken his
power within the chamber and, should
his mission fail, open him up to
accusations and indictments from his
enemies, especially in the Ordo
Hereticus.

Those enemies were already gathered
here in number. The Ordo Hereticus, the
Witch Hunters, was the arm of the
Inquisition founded to police the threat
to the Imperium from within its own
organisations. It was the single largest
and most powerful faction within the
byzantine structure of the Emperor's
Inquisition. Their sacred task was to
route out heresy, incompetence and
criminality from the ranks of the
Emperor's own servants. The powers
they wielded in searching out those that

tailed in their duties to the Emperor were
unparalleled and virtually unlimited.
Even an Inquisitor-Lord of the Ordo
Malleus was not beyond their reach
Lord Rex knew that the Witch Hunters
would seize any opportunity they could
to take control of the war on Vraks.

had already assisted the Ecclesiarchy in
lobbying hard to be granted command
of the siege army fighting on Vraks.
Their argument was that as the
Apostate-Cardinal was a renegade from
within the Adeptus Ministorum, he
should face justice at their hands and no
other. Crimes had also been committed
against the Adeptus Sororitas, the holy
Sisters of Battle who served alongside
the Witch Hunters as their chamber
militant. Lord Hector Rex expected that
today's debate on Vraks would be hard
fought, and failure in the council
chamber might see him forced to act
alone, and risk the ire of the Ordo
Hereticus. Before he could win any
battles on Vraks, he must first win the
political battie here.

Despite the enemy factions entrenched
against him, Inquisitor Rex also knew
that the conclave would have to act
Failure to do so against the threat of
daemonic incursion on Vraks could
have terrible consequences, not just in
defeat for the Imperial Guard forces but
the surrounding systems would be next.
Perhaps Vraks might become a daemon
world, where the barriers between the
Warp and realspace have been broken
down completely, and daemons roam at
will. Defeat would mean that the Chaos
gods would have gained a foothold in
the Scarus sector and more attacks and
raids would then follow, perhaps
becoming a Black Crusade. Who knew
how many worlds would be lost and how
many souls would be damned to the
service of the dark powers before an
incursion was halted?

Al had been prepared. Seer Malphius
had been summoned to appear before
the conclave, and other evidence had
been gathered and prepared. Hector
Rex's agents had sounded out the other
members of the conclave, and knew



and scuffed, its granite chairs and
benches smoothed and polished with
age and wear. Servo-skulls hovered
overhead carrying lanterns to light the
chamber, but it was still dark and
gloomy, except in the cenire of the
circular debating floor, where a spotlight
fell upon each Inquisitor who took his
turn to address the conclave. Down the
years many criminals and malcontents
had been named and excommunicated
from within this hall, many Inquisitors
and their agents dispatched upon
missions 1o hunt down those that sought
to threaten or overthrow the righteous
rule of the High Lords of Terra. The
upper tier of the chamber was
surrounded by viewing balconies, from
where scribes and secretaries could
record the debates and motions placed
before the conclave. Higher still, in the
intricate ironwork rafters overhead
where gargoyles and saintly stalues held
up the arching roof, plump cherubim
creatures perched and fluttered on
feathered wings, carrying parchments
and messages for those below.

Access 1o the chamber was through the
single gleaming brass doorway, huge
and heavy, carved with images of the
Emperor battling mythic beasts with
many heads, symbolic of the many
enemies that Mankind must vanquish i
the Emperor's divine rule was lo be
maintained across the galaxy. Through
that door now came in procession the
Inquisitor-Lords of the Conclave of
Scarus, each resplendent in his or her
finest ceremonial robes. Here were the
great and powerful lords that could
determine the fate of all within the
Scarus sector, planets as well as mere
citizens. From menial Administratum
workers o planetary governors, army
generals and even, should occasion
and law demand it, fellow Inquisitors.

The procession entered in solemn
silence to the chanted words of the
Inquisitorial oath, to serve loyally and
faithfully the only true ruler of Mankind
and maintain his divine order against all
threats. They were led in by the

venerable Lord Thor Malkin, once
Proctor-General of the conclave himself
until terribly wounded in battie. Now he
was ancient and bent with age. his body

By custom the last to enter would be
Lord Hector Rex himself and he would
seat himself in the large omate granite
throne at the head of the chamber
When all were seated, the litany
readings complete and the viewing
galleries above full, Lord Rex rose from
his throne and strode 1o the centre of
the debating floor, long robes trailing
behind him. He placed himself firmly at
the top of the twin-headed eagle
engraved in gold into the worn marbled
slabs and addressed the council,

“Worthy Lords, | have come before you

today to offer my life in the service of our
Emperor. The choice before you is a
simple one. To act now, decisively to
support my actions on Vraks, or lo
prevaricate and delay and risk greater
harms in the future. Given the evidence
| shall place before the conclave the
course of action that | recommend Is, |
believe, the only course that can see us
safeguard this sector from future
disasters and damnations. There is no
other. Support my motion and | shall
promise you victory, even at the cost of
my own life. Defeat my motion and we
all shall have failed. Failed in our holy
duty to the Emperor and all Mankind.”

The last line brought outrage and uproar
to the chamber as Inquisitors rose to
castigate the Proctor-General for his
harsh words and assertions of failure.
Others rose to raise their voices in
support of him, and for minutes the
furious arguments created a tumult over
which none could make himsell heard
over any other. In the galleries above
scribes and secretaries frantically
scribbled down what they could but it
was not until the calls for order in the
chamber were heeded that the motion
could be properly debated and the
evidence heard.

radicals with him. It was enough o pass
the motion by just two votes. Lord Rex
had won,

But, if the conclave's Proctor-General
had hoped to forge an alliance of the
factions to fight together, or at leasl
support him on Vraks, he had failed. The
council chamber emptied in an
acrimonious atmosphere of discontent
and distrust. The hard finers had failed



control of the Ordo Malleus, with
Inquisitor Lord Hector Rex taking over
as supreme commander. With the great
lord would come not only his own
formidable retinue of followers but also
other Inquisitors of the Ordo Malleus,
allies of Rex who supported their leader
and would now be placed amongst the
headquarters of each Krieg regiment on
Vraks. Each Inquisitor would have his
own retinue and the power to call upon
other weapons of the Imperium should
he need them; soldiers of the
Inquisitorial storm trooper regiments,
agents of the Officio Assassinorum and
not least Space Marines of the Ordo
Malleus' order militant - the secret Grey
Knights, an entire chapter of the
Adeptus Astartes dedicated to the
combating and banishment of
Daemons.

As soon as the chamber had been
cleared, a pre-prepared plan had moved
into action, no time could be wasted. A
priority astropathic message was
forwarded from Inquisitor Rex to the
moon of Satumn, Titan, where the Grey
Knight's fortress-monastery awaited just
such calls for aid. From here a fast
cruiser, loaded with the best warriors the
Imperium could train and equip for such
soul-testing combat would be
dispatched, along with orders to place
themselves at the service of the
Inquisitor Lord. Chosen to lead the elite
strike force was Brother Captain Stern.

The Grey Knights were not the only
Space Marine force Inquisitor Rex
turned to - potent though they would be.
The Red Hunters Chapter also had a
long history of putting themselves at the
service of the Inquisition. So strong was
the link between this Chapter and the
three great Inquisitorial orders that
rumour was that they had been founded
at the request of the Inquisitorial
representative on Terra, and that there
was a secret pact between the
Inquisition and the Chapter for mutual
support. Uniquely, the Chapter even
bore the Inquisitorial ‘I' upon its badge.
Although still a Chapter of Space
Marines that looked to the Codex
Astartes for its organisation and spiritual
guidance, the Chapter made their
squads available for rapid responses to
Inquisitorial calls for assistance. The
Inquisitors fighting on the frontline on
Vraks would also have an honour guard
of Red Hunters squads to call upon.

Finally, Inquisitor Rex made a last
gambit. The Red Scorpions Chapter had
already done proud service on Vraks, as
had the Dark Angels Chapter. He would
dispatch envoys to each in order to
request their aid again, but he would not
demand it. In the case of the Dark
Angels he had little hope of success.
The Dark Angels were a Chapter that
surrounded themselves in secrecy and
mystery and rarely had any contact with
the Inquisition. In the past many
Inquisitors had attempted to investigate
the dark secrets that seemed to be at
the heart of the Chapter, but none had
ever succeeded, and the Chapter's
Grand Master would have little trust or
loyalty towards an Inquisitor Lord of the
Ordo Malleus. But the Red Scorpions
had no such concems. They were a
Chapter obsessed with their own purity
of geneseed and purity of purpose.
They might, if the negotiator was careful
and worded his request well, be
persuaded to return to Vraks to finish
the job they had started.

Lord Rex chose his best diplomat and
dispatched him via fast courier across
the galaxy to find the Red Scorpions
and ask them to return, in force, to
Vraks. He did not expect to see a rapid
response. The journey alone would be
arduous, and there was no guarantee of
success, but he had set the wheels in
motion.

As Inquisitor Rex's envoys set out, so
he would travel to Thracian Prime, to the
headquarters of 88th siege army and
meet with its commanding officers. They
would be informed of the conclave’'s
decision and handed the dictum.
Command of the army would be turned
over to Inquisitor Rex immediately. As
for Lord Marshall Armim Kagori, he could
either accept a new position
subordinate to the Inquisitor or resign
his post and seek a new appointment.
No blame or charges would be attached
to him, although a Departmento
Munitorum review of his conduct of the
war would no doubt be held. From Lord
Rex's point of view, the Marshall's
efforts on Vraks had generally been a
success. He had prosecuted the war
well and little more could be asked of
the Marshall, whose martial honour
remained intact.

Arriving on Thracian Prime the Inquisitor
Lord interrupted Marshal Kagori's
routine round of briefings and reports to
inform him of the conclave's decision.
On being informed of the Ordo Malleus’
order to induct his army, the Marshall
immediately requested transfer to Vraks
itself. He would take command of a

regiment, or failing that a company on
the frontline in order to lead men in
combat again. He had done his duty
from a distance, now he wished 1o meet
the enemy face to face. The transfer
was immediately granted along with a
cadre of other staff officers wishing to
join the war.

Whilst Hector Rex was re-organising the
88th siege army on Thracian Prime, the
first Inquisitors would be arriving on
Vraks to begin field operations. In all 38
Inquisitors of Lord Rex's chamber-
practical and their retinues would be
quickly re-deployed to Vraks, They
would be placed in each regiment's
headquarters, to observe operations
and to lead from the front when the time
came. Even the venerable Lord Thor
Malkin had volunteered for service on
Vraks. The old man, now more metal
and bionics than fiesh and bone, would
once again don his armour and take up
his force weapon. Vraks would be the
veteran daemonhunter’s final battle
against his oldest foe. He may be aged,
but no one in the Scarus sector knew
more about the nature of Daemons and
their banishment. Lord Rex was
honoured to have his old mentor once
again at his side.

Meanwhile on Vraks, each siege
regiment commander and all their
supporting  units, including the
Departmento Munitorum labour corps
and supply columns received the orders
that the Ordo Malleus was taking over
supreme command of the siege. Orders
would now come directly from the
Inquisition, and those not carrying the
Inquisition’s authority were to be
ignored. At the front, in the trenches,
very little would change. Still the artiliery
rumbled overhead and crashed into no-
man’s land, still the enemy fought with
bitter resolve. But far behind the
frontlines, preparations were being
made for the new war that was about fo
begin...



Siege of Vraks

CHAPTER THIRTEEN
CLOSING THE RING

“But to wrestle with the Daemon and emerge from the battle unscathed, we must maintain Punity of Purpose.
We must each conquer ourselves in order to win a thousand battles.”

At 101827 .M41 the fast strike cruiser
Honour-Amentum arrived in the Vraks
system, speeding into orbit directly from
its home base on Titan. Amongst the
swiftest vessels in the Imperium's fleet,
heavily armed for its size and equipped
with enough powerful teleportation
chambers to allow multiple squads to
teleport to the surface at once, the Grey
Knights strike cruiser was the cutling
edge of the Imperium’s fieet, and only
available to the Ordo Malleus' elite
Chapter. Each ship’s navigator was the
best the Navis Nobilis houses could
provide, tied to the Grey Knights by
ancien! pacts signed when the Chapter
was founded. These strange mutants
could find their way through the Warp by
instinct and make longer warp-jumps
than any other, guiding vessels safely
through the unpredictable currents of
the Immaterium. With their aid a Grey
Knights strike force could speed to any
location in the galaxy faster then any
other forces available to the Imperium
Now the first of the Daemon Hunters
had arrived in Vraks system under the
command of Brother Captain Stern

Bl 30~ UNE KORPS’ OFFENSIVE 273827.m41
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The first major tactical problem the
Inquisitor Lord and his newly emplaced
staff had to tackle was no different from
that which Marshall Kagori had already
been wrestling with. One look at the
strategic holo-map would show even a
first year student of an officer cadet
training academy that the siege could
not be completed whiist the eastern
flank remained wide open. The
encirclement of the citadel was
incomplete and whilst it remained so the
enemy would have an escape route.
Even the capture of the Citadel might
not see the war end if the enemy could
withdraw to fight again another day
Also, the current position meant that
30th line korps was tied down having to
act as a rear guard to the 1st line korps
against attack from behind. Useful
regiments and guns were Deing ted
down on the defensive

inquisitor Lord Rex gave orders that the
ring was 1o be sealed. The four
regiments of the 30th line korps would
be ordered to go on the offensive and
attack in echelon, with the northern

Brother Captain Ster of the Grey Knights,

prior to the Cleansing of Vraks

263rd regiment first, followed in tum by
the 262nd, 269th and finally the 261st
regiment in the south. They were to
swing round, pushing southward then
south-westward to close the ring about
the Citadel by meeting up with the 308th
regiment in sector 57-44, where they
were the southern-most unit in the front
currently held by the 34th line komps
The offensive should swing like a door
hinged upon the 1st line komps’
positions. From the north this offensive
would have over sixty kilometres 1o
cover, and from the reports of Death
Rider patrols, Nurgle warbands and
their allies were still infesting the entire
area. In order 10 hasten the aftack, the
7th and 11th tank regiments were
ordered 1o attach themseives to the 30th
line korps, becoming the armoured fist
that would conduct the left hook and
smash through the enemy

It would take time to get organised for
the offensive, but for the time being ®
was to be the priority for 88th army’'s
staff. The other regiments were toid to
hold their positions and conduct nothing
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would act as a rapid reserve, awaiting in
the strike cruiser Honour-Amentum,
ready to intervene wherever the enemy
seemed strongest or daemonic activity
was encountered. The time set for the
opening of the battle was 273827 .M41.

In the wake of a successful offensive,
two more major operations were also in
the pipeline. The first would see the 1st
line korps' three regiments push to the
curtain wall, tightening the noose
around the Citadel and hemming the
defenders in. The second would see the
46th line korps, the least experienced of
the army's major units (its three
regiments had seen a mere six years of
service on Vraks so far), push down
from the north, to take the high ground
and hills and the vantage point at point
202, With these two operations
complete, the ring around the Citadel
would have closed up to the curtain wall
and the enemy would be sealed in an
ever-shrinking pocket.

A Green Hell

Only a faint glow of sunlight glimmered
through the grey clouds hanging low
over the 30th line korps' positions. Soon
one of Vraks' regular rainstorms would
break and turn the battlefield into
another sodden quagmire, but the Krieg
guardsmen had become well adapted to
the conditions. This time their offensive
would not be attacking any fixed enemy
positions, there was no constant enemy
defence line to break, instead ahead lay
a battlefield littered with the remains of
previous fighting. The old rusting hulks
of tanks and guns lay half buried in the
mud or abandoned in shell cralers
alongside the smashed remains of old
trenches and fortifications and
seemingly random sprouting of rusted
razorwire, which had once protected
something, but now were abandoned to
the elements. It was ground that had
been fought over, to and fro, for years.
Worst of all, under the surface might lie
long forgotten mines and unexploded
shells that could detonate with massive
force without warning after years lying
dormant in the mud.

Il was 273827.M41 when the guns
opened fire, a rolling barrage of shells
from the guns of 30th line korps, mixed
with smoke shells to obscure the 263rd
regiment's first lunge forwards. With
terrific force the barrage slammed

shells releasing their lethal payload of
TP-III. The acidic gas clouds were soon

attack into confusion. Units became lost
in the thick smoke and chemical smog
Squads that blundered into a
concentration of gas were quickly wiped
out; nothing remained, they simply
vanished as the acid ate away their
flesh and bones,

Through it all the tanks rumbled on.
Within their sealed hulls the crews were
safe from the gas, and they now formed
the point of the attack. It had become a
hellish battlefield. Visibility was reduced
to just a few metres by the acid clouds,
tanks were becoming bogged down as
they blundered into large shell craters or
long forgotten tank traps. Several
Leman Russ hit mines. Then, through
the green haze, the enemy counter-
attacked. The resulting battle was a
series of messy skirmishes fought
inside the gas clouds. Enemy armoured
vehicles fired blindly, or closed in to
point blank range. Unable to co-ordinate
tanks, infantry and artillery, the enemy
scored quick victories, blasting tank
squadrons into burning hulks before
withdrawing again. But, despite their
successes, the enemy lacked the
numbers to halt the advance. The local
counter-attacks might stall the offensive
for a while and cost men and machines,
but by its sheer weight the offensive was
still pushing forward. Where the gas
cleared the Krieg guardsmen pushed
ever onwards against sporadic enemy
resistance. By the end of the first day
they had made ten kilometres of ground.
Tomorrow would see the 263rd lunge
forwards again. To the south the 262nd
regiment would also join the battle.

For the first few days the offensive
continued with the enemy throwing their
forces in piecemeal 1o hold up the aftack

all shapes and sizes. Unnamed,
tormented creatures that oozed acidic
slime. All were thrown into the fighting.

As it joined the battle, the 269th regiment
reported encounters with plague
zombies. These were hordes of
creatures of ragged flesh and bone
which shambled through the mud and
smoke armed only with teeth and nails,
but hungry for the taste of warm flesh
and blood. They were the remains of the
long dead, risen from their graves to fight
again by some blasphemous art
unknown to the soldiers of Krieg. The
dead of both sides now fought for the
enemy, mindless and unarmed they
were cut down by the Krieg guardsmen
in their hundreds, but stifl they came on,
heedless of losses. Some died once,
only 1o rise again, and were cut down
time and again until nothing was left of
their once human forms. Inquisitor Thor
Malkin came to the 269th regiment's aid.
Here was some blasphemous witchcraft
that must be punished but it the dead
fought for the enemy, then their
manpower was all but inexhaustible -
you could not fight a war of attrition
against an enemy that would not stay
dead! Soon the 262nd regiment, then
the 263rd regiment were also reporting
encounters with plague zombies. The
old battlefield had come back to life
below their very leet.

After eight days of fighting, the 34th line
korps' offensive had become embroiled
in a green hell. Progress had now
stalled. The initial gains were being held,
but the 263rd regiment’s long attack had
only reached midway towards its
objective. The number of enemies facing
them was now almos! a match for the
Krieg forces. The offensive was at
deadiock. To break the stalemate the
Inquisitors leading the battle authorised
the counter use ol chemical weapons,
adding to the poisonous landscape with
chemical shells, and in the process
coaling sectors 59-45 and 60-45 in a
toxic soup that would make them
uninhabitable for hundreds of years
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Siege of Vraks

SORCERER OF NURGLE

1. ARMOUR

Necrosius' armour is a corrupt relic; although incomplete it
appears to incorporate elements of MK IV and MK V Astartes
power armour along with augmetic modifications of unknown
origin, including what appears to be a dangerously unstable
power core venting contaminated blackish-yellow vapour.
Necrosius himself appears to have partly fused with the
armour as it has been damaged or burst in order to
accommodate his mutated form, to the point where it is
impossible to know where the sorcerer ends and the armour
begins.

2. MUTATED FORM

Fallen far from the glorious form of mankind and the sacred
triumph of the Adeptus Astartes physiology, Necrosius' body
has become subject to the warping effects of Chaos. This
has manifested in horrifically bloated necrotic mutations,
swelling of the flesh and what appear to be numerous

cancerous lesions and the stigmata of uncounted diseases
and infections.

The gifts of Nurgle usually take the same form, disfigurement
and contamination with diseases of the skin. These often (but
not always) cause bloating of the flesh — as seen clearly
here.

Such a severe case of neurofibromatosis, with attendant
tumours should induce chronic pain, but it seems not to affect
Nurgle's followers in any way, Subcutaneous tumours have
caused the flesh to expand. Cysts have formed and then
burst, spewing blood and pus. Skin lesions of this severity
would be fatal to any mortal, but Necrosius and his ilk
welcome such infection as a sign of their god's favour. To
their corrupt minds such unsightly dermatosis simply adds to
the warband's fearsome appearance and acts to intimidate
those that must fight them.

Despite its seemingly decayed and rotting state, Necrosius'
body appears able to shrug off extremely serious injuries,
with unconfirmed reports of his flesh almost instantaneously
healing the damage done to it by las-fire and bolter rounds.
In addition the sorcerer appeared able to withstand any
degree of ambient pollution, including the deadly toxins and
gases employed by his own side in the conflict without
additional protection.

3. WEAPONRY

Force Glaive. As encountered on Vraks, Necrosius appeared
to be armed with a heavily modified force weapon, based or
perhaps converted from an Imperial design of the kind
favoured by Space Marine Librarians. The psycho-
responsive metal of the force weapon allows a psyker such
as Necrosius to focus murderous energies into the blade,
rendering it able to cleave through even hardened ceremite
and directly sever the life force of an individual wounded by it.

Bolt pistol. Not visible here, but Necrosius is known to be
armed with a bolt pistol, which he has personally adapted to
fire ‘plague bolts'. The warheads of each bolt are converted
to contain biological warfare agents, which are scattered
when the bolt explodes. These are believed to be
adaptations of the psyker's own invention.

Blight grenade. Also known as a Death-head of Nurgle,
these are highly effective improvised grenades. Each is
made from the head of a conquered enemy. The more
powerful the enemy the better, so enemy champions are
highly prized. The head is sealed with wax and then filled

with infectious blood, pus, acid and other putrid creations
and allowed to rot down. The result is a missile which will
burst upon impact, the internal pressure throwing out
infectious liquids and gases in all directions

4. NURGLING

The tiny, impish daemons of Nurgle are called Nurglings -
each is a small replica of Nurgle himself, Their small size
should not be mistaken for any lack of threat. They are
vicious creatures, attacking in swarms that bite and claw with
infected fangs. Their festering bites will quickly make an
minor wound turn dangerously gangrenous. Nurglings attach
themselves to the most powerful and favoured servants of
Nurgle.

5. PYSCHIC MANIFESTATION

The use of warp-power will often incur physical
manifestations of power, summoned from the ether. Most
commonly this might be lightning or flashes of energy, but the
use of psychic activity has been noted to cause all manner of
other manifestations, from rapid temperature changes,
sudden winds, disembodied voices, screaming or howling,
unexpected levitation, to inducing fits or uncontrolled
psychotic episodes.

Necrosius is also adorned with the blasphemous and
macabre trappings of a sorcerer, including shrunken heads,
fetishes, glyph-carved icons and a personal banner bearing
the foul symbols of Chaos, harvested body parts and the like
These totems are thought to have use in ritual practises
providing a psychic focus for the sorcerer’'s malign energies
as well as fulfilling other symbolic functions.
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regiment had a longer distance _to
advance, although over easier terrain,
but two lines of enemy trenches blocked
the way and would have to be stormed
before they reached the curtain wall.
Wwith 8th assault korps in support,
approximately 350 tanks were ready 10
join the advance, along with 30 heavy
tanks. Should they be needed, the
Titans of Legio Astorum were also on

standby 10 join the push.

in preparation for the attack the
engineers in each regiment’s sector had
been hard at work undermining the
enemy. The first day of the battle would
see engineer companies detonate their
pre-positioned mines and use their sap
trenches to break out behind identified
enemy strongpoints

As teeming rain fell from the lead grey
skies, the lead companies of the 468th
regiment began to climb. After a few
hours of combat, all along the line the
advance had been checked by the
enemy holding hidden strongpoints dug
deep into the rising ground, each with
commanding views of the advance
Bullets and shells fell upon the
advancing guardsmen like gusts of
lethal hail. Many of the following

companies had been chopped to pieces
by artillery fire from guns hidden safely
beyond the curtain wall

To aid the movemen

support the attack, mte:fotghme _—
company had been ordered 1o —
a temporary roadway. }

the initial assault w:v:‘fw!:gupw
had worked all day under shelifire
blast away rocks and clear a path s
which a temporary surface could bem
for the waiting armoyr TE
construction work's progress w
painfully slow, and without the mnksas
suppress the enemy gun pns. 'y:
infantry could do little but die The.te;a
regiment’s advance to point 202 womc
be another long and bitter slog.

On the left flank of the korps’ attack the
470th regiment preceded their Own
advance with a valiant charge of seven
Death Rider companies VHopmg '
catch the enemy unprepared with ag.;
cavalry charge, the Death Rider
squadrons gathered behind the forwarg
trenches before moving up to the
departure line. With parade ground
efficiency the 450 men and mounts set
off at a canter, striking directly along lhe
service road. There was no prelfiminan
bombardment to soften up the enemy
as it was felt that the artillery would do
iittle to move the enemy and only wam
them of an impending attack The
charge was all about surprise. It has
some success, breaking through along
the service road, some squadrm;




advanced as far as sector 582-458, but
most were cut down by enemy fire. At
the end of the first day only some 60
riders were alive to answer roll-call.

The 46th line korps' offensive was
progressing slowly, with the usual costly
butcher’s bill in men and lost equipment.
The delay in the 1st korps attack was
proving expensive. The enemy was able
to free men from that front to aid the
defences here, and that meant that the
attrition required to wear down the
forces facing them would take so much
longer. The 46th line korps'
commanders pleaded with Inquisitor
Lord Rex to get 1st korps moving and
help relieve the pressure, but orders
remained that the 1st korps was not to
be moved until it was ready and all the
tanks were back in place again. For over
a week, the 46th line korps regiments
bled away their combat strength in their
lone offensive.

At 431827.M41 the 1st line korps went
over to the offensive. Three regiments
struck out south-westward on a fifteen
kilometre advance to the curtain wall.
Like the 46th korps, they had massed
lank and heavy tank companies with
them, and soon the armoured
spearheads were smashing into the
enemy lines. Here they encountered the
survivors of 30th line korps' earlier
offensive, now forced back inlo the
pocket. The Nurgle worshippers fought
fanatically, unleashing more chemical
and biological weapons. Traitor Space
Marines of the Purge were blamed for
the indiscriminate use of such weapons
of mass destruction but they were not
alone. Imperial Navy air support was
flying daily, bombing and strafing. The
enemy's own aircralt, dwindling in
numbers now, were occasionally seen,
but it seemed 88th siege army had now
gained almost total air superiority. The
Marauder bombers dumped payload
after payload onto the curtain walls in
sector 58-45, carpet bombing the
enemy’s rear areas. The weight of the
combined attacks was remorselessly
crushing the defenders

The Rise of Zhufor

As the fighting continued, day after bitter
day, and the Krieg siege regiments
pressed ever onwards, even the
defender’s Chaos Space Marine allies
could not save them from the juggernaut
of war the Imperium had set in motion

For the first time the renegades’
ammunition, food and fuel were
becoming scarce. In some unils

supplies were being hoarded, and other
units saw their stocks dwindling daily

Morale amongst the original defenders
was falling. Some still fought with
fanatical determination born of insanity
or an unshakable belief in their dark
gods, but others despaired and, risking
the wrath of their enforcers, threw down
their arms or fled. Here was a first:
falling morale might result in a
catastrophic collapse - if one sector
gave up the fight, then the next might
also, and soon Cardinal Xaphan's
heretical army might fall apart. For the
enemy commanders this could not be
allowed to happen. There were men (or
creatures who had once been men),
who would not allow this war to end yet.
The Traitor Legionnaires would never
break. They lived only to kill the false
Emperor's servants, but they had not
come 1o Vraks to see the war end
without eking out every last drop of
slaughter they could.

One such man was Zhufor, Lord of the
Skulitakers. Reports from the front that
some units had fled rather than fight and
that the enemy was almost at the curtain
wall brought swift and bloody retribution.
Zhufor could not suffer such weak-willed
cowardice, and Khorne must see it
avenged.

It was only during the Ordo Malleus'
long and thorough investigation into the
events behind the Vraksian war that
information regarding affairs within the
upper echelons of the Vraksian traitors
was revealed. At the time the Emperor’s
commanders were unaware of what
was happening within the Citadel’s
walls. Only prisoner interrogations and
the use of invasive telepathic psykers
from the Schola Psykana would later
deduce a clear picture.

Driven by his own ambition and a desire
to prolong the war, Lord Zhufor,
commanding the largest Khornate
warband, moved to stop the rot before it
brought the whole house down. He had
only come to Vraks to bring slaughter in
Khome's name, and he neither served
nor recognised the authority of Cardinal
Xaphan. Zhufor's warband, like the
others, had no loyalty to anybody but
their lords and their god. Such men
made dangerous allies. Potent on the
battlefield but, with the situation at the
front deteriorating and with supplies
becoming scarce, the Chaos warbands
quickly tumed against their allies and
against each other. Death was Zhufor's
only motivation - to continue the killing
until the last drop of biood had been
squeezed from Vraks. For him, this war
was far from over. Zhulor planned 1o
take over Vraks

Siege of Vraks

First he moved to subjugate the
Khornate warbands and unify them
under his leadership. This gave him by
far the largest Khornate faction on Vraks
and then, with their support, he moved
to take over the entire Vraksian
renegade army — and that meant the
removal of the reclusive Cardinal
Xaphan and his ineffectual cronies.

No doubt the Lord of the Skulltakers had
always planned a coup, or was acting
under orders from his own master,
Abaddon, to run the war on Vraks to his
own liking. Zhufor had bided his time,
but now he chose to strike. Mastery of
the Khorne-worshipping warbands was
the first of his two tasks. They respected
only martial prowess and few could
match Zhufor’s. A giant of a man, he led
by example and by fear. Now he
challenged the leader of the Berserkers
of Skallathrax to a duel. At stake would
be the leadership of both warbands. To
refuse would be an affront o Khorne,
and would no doubt see his opponent
ousted by his own ambitious followers
anyway. Such a battle between his
champions would please Khorne
mightily.

So, stripped of armour and armed with
chainaxes the two Chaos lords fought to
the death, Zhufor winning the mighty
combat. Striking the head from his
opponent, he raised it to the baying
crowd and claimed, by right of conquest,
lordship over the Berserkers of
Skallathrax. Any who would oppose his
rule must fight him now. None did.
Zhufor was Khorne's chosen champion
on Vraks and now he had proved it with
his own blood-soaked hands. The
Berserkers of Skallathrax would fight for
him.

Next, Zhufor subjugated the Sanctified.
To do so he made them an offer — sign
a pact and swear 1o follow him for the
duration of the war and in return he
would provide the Sanctified with all
they needed 1o open a warp portal on
Vraks. The  Sanctified were
daemonancers, and they worked
constantly to bring Khorne's children
into the material universe. They had the
expertise, now Zhufor would provide
them with the tens of thousands of
sacrificial victims needed in order to
create a warp portal through which
daemon legions could pour out. Zhufor
also gave them a name and a bold
promise. The promise was that he
would facilitate the summoning of the
greatest daemon legion in Khore's
endless armies. The name was a
powerful one - An‘ggrath



but many of the Vraksian renegades
saw the Cardinal as their messiah. He
had proclaimed himself as such. Arkos
agreed to tumn traitor against Xaphan. To
maintain fis own independence he
would allow Zhufor to capture the

The treacherous pact made, Arkos was
rue 1o his word. In secret, the Alpha
Legion allowed Zhutor and his personal
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Millions would now march to his

?:ll"mﬂ and, as promised, there was
a warp portal to construct.
Lﬁ ma::: of the turmoil and
sudden demise of Cardinal Xaphan, or
the emergence of Zhufor as the new
warlord of Vraks, Inquisitor Lord Rex
kept a stern vigil over the offensives of
the 1st and 46th line korps. At first the
big push towards the curtain wall had
been much slower than he had
anticipated but now the enemy had
cracked and the daily gains were
growing. Enemy prisoner numbers had
soared. The Quartermaster’s reports
showed that the gains included massive
amounts of abandoned vehicles and
captured equipment. In some sectors it
seemed that the enemy’s will to fight
had broken.

The 1st line korps’ 3rd siege regiment
was now within striking distance of the
curtain wall, and Lord Rex gave orders
for the regiment to capture the main
gate in sector 579-459 or to force a
breach elsewhere and hold it. Either
way, the korps' offensive would only end
when they had forced a passage
through the curtain wall. Titans would be

deployed to aid them.

In the 46th line korps’ sector progress
had also been ponderous. The
construction of the temporary road had
actually held back the entire assault,
with companies clinging to the hillside
awaiting tank support that could not
reach them. Hundreds of engineers had
perished under enemy shell fire, and the
tanks had made little headway.

Still, even without the tanks, one-by-one
the defence laser silos were overrun in
pitched battles. From here the
guardsmen could see up ahead of them
that the enemy had taken captive Krieg
guardsmen and erected a gory trophy
atop point 202. Makeshift gibbets had
been erected and prisoners were hung
from them, their ragged bodies
M against the skyline as a
warning to the Emperor's soldiers. With
their typically macabre sensibilities the
Krieg Quardsmen named it Hangman's
Hill and continued the attacks.

At 628827.M41, the 468th regiment's
15th company was finally within striking
distance of the summit. Proceeded by
the crash of mortar rounds which

after hard fighting. Skiddi
scree " ng on the
M“m-mMMSmen

twirled down from the hiittop
amongst the rocks and
clouds of grey smoke. Diassy
whistled past the attacking squads i
sniper bullet drilled the comp 5
commander through the head,
helmet punctured he

several hours. On top ofmm
braw! of bayonets, knives ang Swords
had begun. The enemy fought the frgt
Krieg squads back, but more followsd

Three times 15th companyww
and three times they were repelied by
hand-to-hand fighting. They tried agan
under cover of darkness, and after 3
confused night battle finally seizeg
Hangman’s Hill. A single junior oficer
was all the company could muster i
take command of the defence befors
reinforcements could arrive. The
expected enemy counter-attack neyer
came, another sign of their growing
weakness. The hanging bodies were ot
down and the regiment's banner was
brought forward to plant on the summt
The Krieg guardsmen had the objecive,
and below them was the curtain wal
Beyond it, now visible in the distance,
was the Citadel itself.
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CHAPTER FOURTEEN

THE DAEMONS SET LOOSE

A Test of Loyalty

Al 755827 M4 the 88th siege army
headguariers was issued with Directive
4887-7208 Dby the Departmento
Munitoryrm. R ordered 88th siege army
o withdraw from the fronthne and
prepare for ransportation a dozen Kneg
regiments from Vraks. The Departmento
Mumiorum had reviewed troop
allocations across the Scarus sector
and had found that the current force
strength on Vraks was no longer
Sustainable or required. Logsstical and
TESDOTANon resources would kewise
have 10 be raduced The siege of Vraks
was beng downgraded in priority, and
with e projections of damage inflicted
1 Te enemy the Depantmento’s logis
calculations meant that the forces left
wouki sl be sufficent 10 finish the
Vransan war with an acceptabie loss of
e and the resulting extra casualbes.

The directive was immediately
Fransmifted 0 Inquisitor Lord Rex's
forward headquarters on Vraks itself
The Inguistor's staf recogrised the
deactve instantly for what it was. Here
was he medding hand of the Ordo
Thearted i hex eflorts 10 seize control
o T war hemselves. ey had been
working behnd the scenes 1o hamper
™o Ondo Madleus’ eflorts and securs
Some of the force allocation on Vraks for
HHMWM'th

promesed in return for
P uve of e Imperial Guard regiments
Mt were now 1 be taken from Vraks?
No doutt e Ature suppont and votes

“in all war, the human machine has its limits.”

was responsible for the deployment and
support of all Imperial Guard regiments,
but the 88th siege regiment was now
under the official command of the Ordo
Malleus — the Departmento Munitorum
had surely overstepped their authority
by ordering a reduction of troop
numbers without reference to Lord Rex.

The Inquisitorial emissaries travelled to
Terra and became just another group of
the many petitioners that gathered daily
outside the meeting chamber of the
Inquisitorial Representative. All were
seeking an audience and aid for some
injustice. Once each petitioner had been
heard, the High Lord would pronounce
his judgment and set his own officials to
the task of righting the wrongs. It would
not happen quickly, but backed by a
High Lord’s authority anything could be
fixed, only the other eleven High Lords
Could block the pronouncements of the
Inquisitorial Representative. It would
lake time for the bureaucracy at the
heart of the Imperium to process the
judgement, but in the end it would be
done. In the meantime, Inquisitor Lord
n!xmldmlygetmmﬁgmmgm
war - such political distractions were
only Counter-productive to the
Emperor’s cause on Vraks.

When it finally came, the news from
Terra was not good. The Inquisitorial
Representative had petitioned the
Master of the Departmento Munitorum
10 overrule directive 4887-72-09. but the

Munitorum's master had
Sought the support of the Master of the
Administratum

High Princeps Rand Draye

Of course he could choose not to act 1y
defy the Directive, but that would he
Quickly pounced upon as an aq g
rebellion by the Ordo Hereticys ang
surely see him arrested and the war on
Vraks handed over to their control. Wiy
a powerful army at his command, Long
Rex could always resist any attempts i
arrest him, perhaps long enough 10 win
the war on Vraks, but such was the path
to rebellion, which led only 1o
excommunication and another war, ths
time against the Ordo Hereficys’ forses
Many had allowed their pride to tempt
them down that path before, inCluding
the Warmaster Horus himsef. Did
inquisitor Lord Rex really think he knew
better than the High Lords of Terra what
was best for the Imperium? There wasa
title for such men - traitoris

Lord Hector Rex was no traitor ad
never would be. He was feted and
honoured as a champion of the
Emperor. He was Auditorii Imperator, He
had passed into the Emperor's throne
room on Terra and communed with the
Divine Lord of Mankind himself. There
he had been made fully aware that &
stake in the endless war with Chaos
was the future of the entirety of
Mankind. Such was his appointad rol,
and political points scoring could not
stand in his way. Lord Rex gave he
necessary orders for the required
regiments to withdraw

At 253828 M41 the 1st line korps' three
remaining regiments would al be
withdrawn from Vraks, along with he
19th bombardment korps’ three arfilery
regiments — halving the army’s heavy
firepower from its largest guns. The 8
assault korps was also being withdrasm,
but his arguments had at least saved
11th tank regiment, which would now e
moved into the 11th assault korps. Haf
the independent artillery companies.
used to boister the firepower o
regiments at the cutling edge ‘:
offensives, would also go. Go wheme
Lord Rex did not know. Most of the uns
would probably find their way 0 e
Eastern Fringes where the T!‘""
wars seemed to eat up impena

regiments as fast as they could be
deployed. Once the orders we®
dispatched those Krieg regiments wee




no longer Rex’s concern, his duty was to
complete the Vraksian war with the
regiments he still had.

The news from Terra did not get any
better for Lord Rex when he learned that
during his emissaries’ return journey,
they had all been killed — assassinated
in their state rooms, their heads
removed by the swift strike of phase-
weapons. The assassins were never
identified or caught, but no doubt the
brutal attack had been a thinly veiled
message to him. The Ordo Hereticus
were watching and judging him. His
loyalty had been tested, and he had
passed.

Internal diversions within the Imperium
could not stop the siege. Now Lord Rex
had fewer guardsmen, tanks and shells
at his disposal, but the enemy were at
last showing signs of cracking. The
remaining line korps were reassigned
new positions along the front. The
mission of taking the sector 579-459
gate was now handed to the 12th line
korps, who were ordered to make one
full strength regiment available for the
operation. They provided the 143rd
regiment, who moved into position and
began the preliminary arrangements for
an assault upon the curtain wall. It took
time, weeks to get all the artillery into
place, and even more weeks for the
engineer companies to dig their sap
trenches, but by 412828.M41 the
regiment was ready to begin.

The Battle for Gate 579-459

Whilst Colonel Thyran of the 143rd
regiment planned the assault,
Commissar-General Maugh would lead
it from the front. As ever, tanks and
infantry would attack behind a sustained
barrage. The Reaver Titans Astor
Tyrannis and Aeacus Ultra would
support the regiment’s assault. Their job
would be to target the walls and gate
with their heaviest weapons and blast
the breaches the infantry and tanks
would need.

The outgoing bombardment whined and
rumbled overhead as Commissar-
General Maugh climbed into the turret of
his Leman Russ, Landwaster, from
which he would lead the attack. He
watched through his surveyor, intent
upon the distant curtain wall, now
shrouded in flame streaked smoke as
the thundering barrage rolled over it. He
gave his driver the order to advance,
and waved the tanks around him to
tollow before slamming down the hatch
above him as he dropped into his seat.
In seconds the first Leman Russ
squadrons were advancing, pitching

and rolling over the arti chumed

As the 143rd advanced toward its
objectives, the Titan's missile pods
launched salvoes upon the objective. As
they closed in, enemy fire concentrated
and thickened. Inside the hull of his tank
Commissar Maugh could hear the
pattering of bullets against the front
glacis and the whine of larger calibre
rounds that flashed close by. His gunner
and loader were hard at work, sending
shell after shell arching towards the
wall’s parapet, high explosive rounds to
Suppress enemy firing positions. All
along the firing fine others were doing
likewise. But despite the intense fire the
enemy counter-attacked. A ragged
horde launched itself through the
gateway, its armoured doors rolling back
as infantry, tanks, artillery and spider-
like walking machines rushed through.
Enemy artillery was falling about them
now, adding to the din and confusion of
battle. The Commissar-General felt the
tank jolt as it lurched forward again, the
cannon barrel depressing to target the
new threat. Then suddenly, in a blinding
flash of light it was hit. A shell blast tore
through the front armour of the turret — a
direct hit that decapitated the gunner
and incinerated the loader in a fraction
of a second. The shell passed by
Maugh's shoulder. Instinctively he
reached for the hatch release and leapt
up to escape. As he clambered out and
jumped down, the turret erupted behind
him. Its ammunition store had
detonated, a searing hot orange fireball
mushroomed Into the sky, the force of
the explosion threw the Commissar-
General away from the stricken tank, a
smoking piece of shrapnel wedged
through his left shoulder blade.
Grievously wounded, the Commissar-
General writhed on the ground, calling
for aid, then blacked out.

Black smoke was still swirling about him
when the Commissar came round, the
twisted hulk of his Leman Russ was
belching it high into the air. Around him
the battle continued. Men were fighting,
firing their weapons left and right. The
shape of tanks emerged through the
smoke and dust, then vanished again
like wraiths. The Commissar-General
had lost his communicator. He had no
idea how the battle was progressing.
Grimacing in pain he siowly rose, his
crisp black uniform now scorched,
blood-soaked and caked in mud. Then,
through the smoke, the enemy arrived.
Their counter-attack must have pushed
the Krieg forces back and the enemy
had reached him. Commissar Maugh
fumbled for his powersword, by good

Siege of Vraks

fortune it was still in its scabbard, and
he yanked it free. The first enemy to
approach was a huge man, dwarfing the
Commissar, his armour painted the
deep red of arterial blood. His eyes
glowed with malign power. In one hand
he carried a massive chain axe, the
other was a powerfist, crackling with
energy. The traitor-lord saw the
wounded Commissar and locked him in
his sights.

Commissar Maugh raised his sword and
thumbed the power-stud, it crackled into
life just as the Khorne champion
charged. Weakened by blood loss,
Maugh was slow to react, the first
sweep of the champion’s axe smashed
aside his parry and sent him sprawling
backwards, falling again. The traitor-
enemy loomed above him, laughing
through a facemask of fanged teeth.
Maugh tried to roll away, but the pain of
his wounds crippled him, leaving him
defenceless. Unable to save himself the
Commissar-General simply stared
defiantly into his foe’s bitter face. It was
whizened and old, skin pulled taut over
his skull in a rictus of death. Then the
enemy's powerfist reached out to crush
him...

The death of Commissar-General
Maugh did not end the battle. The Krieg
forces had been pushed back by the
sudden counter and the arrival of
Khornate Berserkers and Chaos
Terminators, but the guardsmen's
numbers soon began to tell and more
tanks thrust towards the gate again.
Meanwhile, repeated impacts from the
Titan Aeacus Ultra’s melta cannon had
vaporised the gate and brought down
the parapet above it. The gate towers
were being smashed into rubble by
artillery impacts and tank fire.

Across the still smoking rubble the battle
surged to and fro. Amidst the smoke and
din the Krieg guardsmen rushed the
remains of the gate, bayonets fixed,
only to be thrown back by the warriors of
Khorne. Berserkers with chainaxes in
hand plunged into the fray, leaving a tide
of destruction where the two sides met.
Zhufor was amongst them, a towering
powerhouse, his axe dripping gore. With
him were his Terminator bodyguard,
each a battle-harden veteran of
hundreds of battlefields. All day and
through the night they fought as artillery
rounds howled around them, each
side's shelling now mingled together
into one furious barrage.

For two more days the Krieg guardsmen

threw themselves into the breach, and
each time were bloodily repulsed,



no mere accident, there was a

malevolert will behind them Surely, Cardinal
nd his entourage would not 'Y'eT ne
the powers of the Warp to

but the Chaos Space

) manipulate

Daemons

warbands could Ingquisitor Rex

i mentor. Inquisitor Lord

Mannes

requested that s

Malkin set about discovering who or what was

narund it

Inquisitor Malkin was happy 10 oblige. It was his
aork that would later reveal the story behind
Thutor's rise and the construction of the warp
portal by the Sanctified. In the meantime the
Grey Knights responded and dispatched a
second strike torce 10 Vraks to reinforce Stern's
wothers Afriving at 996828.M41, Brother
Captain Arturus joined his battle brothers on

the fronthine

~ smashed apart in the repeated assaults. A breakin e
Y g
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Defiler, origins unknown. Encountered dur ng the fighting for ‘the qulle
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Nurgle Blight Drone, encountered in sector
592-440 and banished by Grey Knights
squad Mattan

Nurgle Blight Drone, engaged during the
battle for Armoury 59-44. Swarms of Blight
Drones infested the area through which the

30th line korps advanced
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CHAPTER FIFTEEN

THE HILL OF PERDITION
FIRST ASSAULTS UPON THE CITADEL

“We step forth on your path. Our Emperor be before us. Our Emperor be beside us. OurEmperormnwm,

Chaplain Landrath of
invocation before the first assauft on m.hcg,:d:;:

requirements and unit
the plan. Before any m"l‘:

shield curtain every minute. Dust and
smoke lay as thick as autumnal fog, in

dense grey clouds that roiled and boiled
as more shells impacted. Down on the
plain, amidst the fire, shrapnel and
choking smoke clouds, the slaughter of
murderous battle continued daily,
ceaseless. Inside, the Citadel was now
full of the materiels of war. The last
redoubt of the defenders was bristling
with men and weapons. Outside the
safety of the void-shield protected walls,
the siopes were thick with weapon pits
and observation posts, covered
trenches and camouflaged sniper holes
pocked every face. Bunkers, pillboxes
and dug-outs scarred the surrounding
landscape as well. The rebel forces had
laboured hard to turn the Citadel into an
impregnable fortress, the mighty rock
upon which the rising tide of the
Emperor's armies would break and fall
back, break and fall back, time and
again. Despite months of Imperial Navy
bombing raids and long-ranged artillery
bombardment by the largest guns the
Imperial Guard regiment could muster.
the Citade! stood badly damaged but
defiant. Now, after 18 years, the finale of
the great siege was about to be played
out.

88th Army’s Plans

The 88th Siege army's plan for the
assault upon the Cardinal's stronghold
had been in existence almost since the
start of the Vraksian war Even 18 years
ago the 88th army headquarters knew

assault were issued 1y the o
Inquisitor Rex convened o,

trusted fellow Inquisitors for 3 we
review of the plan of assayn g

Ihe entire operation Was hude g

ighly complex. It involved 3 il
guardsmen attacking i s
operations 10 wear down the Jetercian
step-by-step, then take and holg iy
points. The greatest drawback o py
entire operation was the nature of my
terrain. No armoured unis coult %
used in the final assaults - e Fore
was 100 steep. In many places =
ground was 100 steep for nfantry g
this would channel the antackers nic b
enemys prepared Kithng  grounds
Whichever way the planners lookss 2
it, the final push 1o break into the Ciage
was going 1o be the bloodiest pat of
bloody war. For most of the mifhon Ky
guardsmen who would be thrown 2t 8
rock and the Citadel high abow. §
would be their last batie for ™e
Emperor

A high priority for the aftack wis &
knock-out the Citadel's void shell
generators. These massive sheil
powered by geo-thermic heal-wel
sunk under the Citadel rock, wee M
key 1o its invuinerability. Using the sane
arcane technology that protected Ttam.
the entire Citadel was surrounded by i
protective forcefield. Each secion &
wall, tower or buftress had &5 o
projectors. Whilst the forcefet
remained, there was file chance ¥
seriously damaging the structure of ¢
Citadel itsell. Inquisitor Rex hat ®
doubt in his mind, he would P
enough firepower into the Cltadel ¥
not a single stone would be eft stand
upon another by the time he A
linished. The Administratum WO
complain and the Ecclesiachy p
protest bitterty about the destrucin

the Basilica of St Leonis, bu! 4 "ok
a necessary sacrifice 10 Ve ™
planet of a far greater evil NOW ".:
and spreading its cormuplion from

mitop



3 o:;ld shields could be overloaded
. when the energy of enough hits
forced the generators to cut out or
explode themselves. Overloading each
void shield, and keeping it down would
be the job of the siege artillery. The
Earthshakers, Medusas and Bombards
of the 21st bombardment korps could
hammer the Citadel day and night with
volleys of fire that would hopefully be
too much for the void shield generators
to cope with. They could only do this if
enough ammunition was available, and
so top priority was given for artillery
ammunition to the bombardment korps.
Each regiment's own artillery would
suffer as a result, and that would mean
a lack of shells for preliminary
bombardment, smoke screens, counter-
battery fire, rolling barrages and
reactive fire, all exposing the infantry to
greater threat from enemy fire and
counter-attacks, but whilst that void
shield remained up, all the infantry
assaults in the world would not force
passage through the wall. Each
regiment would have to rely more
heavily on its lighter field artillery and
the guns of its Leman Russ could add to
the barrages, given that they would
have no role to play in the assault once
the infantry started up the slopes.

Capture of the three main gates was the
next objective. With the void shields
down and the artillery battering the
fortress' interior into ruins, the infantry
must sweep up the hill and capture the
gates. These would then become the
stepping stones for the next wave,
breaking into the fortress interior. And
here would be the most arduous and
thankless task, advancing across fire-
swept open ground into the teeth of the
enemy's heaviest defences and guns.
All knew that the platoons and
companies would be quickly chewed up
in the meat grinder on the hillsides, with
the enemy dug-in deep and behind
massively thick walls, impervious 10
anything but direct hits from all but the
biggest shells. It would be murder, but
the planners could see no other way,
somebody must climb that hill and die.
Others would have to follow, and climb
over the mounds of the first waves to be
cut down in turn. And on the cycle would
go, as they crawled closer to the gates,
body by mangled body. Inquisitor Lord
Rex had to decide who would be given
this mission.

The regiment chosen to be the first
wave up the slopes was the 261st siege
regiment, under the command of
veteran Colonel Tyborc. Throughout the
war Tyborc had risen through the ranks
to lead the 261st. On Vraks his name

had become something of a legend. He
had led the attack that was credited with
breaking the first defence line, now
some 14 years ago. His heroic efforts
had seen him cut off and fighting for
three days without aid. He had been
wounded five times in that battle alone.
In the ensuing years he had risen to
command of the regiment, his
predecessor being killed at the frontline
when an enemy mortar shell had
trepanned the top of his head off - the
fractured part-skull now resided in a
reliquary on the regimental banner.
Colonel Tyborc continued to lead from
the front, and had been wounded in
action another four times, each time
surviving - although an enemy
chainsword had taken his left arm
during the Kagori offensive. Still, he now
had a bionic replacement and had
returned to lead his regiment during the
push through the curtain wall and
across the battlefields that had led to the
Citadel rock. Now his regiment would be
committed en-masse in the first bid to
capture the three main gates of the
Citadel. Tyborc was summoned to the
Inquisitor's command post and given his
orders, He must have known what it
meant instantly - the probable
destruction of his regiment, but he never
flinched, accepting the mission with a
simple salute. Death in the cause of the
Emperor was all he had ever expected,
now he would get his wish!

261st Siege Regiment's Plan

Colonel Tyborc had picked up the
Inquisitor's poisoned chalice, now he
must drink deeply from it. First he had to
build up his regiment ready for the fight,
more shells, more ammunition, more
fuel and more men would all be
requisitioned from the stockpiles and
ferried forwards. Then he gathered his
staff and began to study the holo-maps
and details the Inguisitor Lord had
provided.

Taking up positions in the forward
trenches that now surrounded the
Citadel, the 261st regiment would attack
from three directions simultaneously.
Erom the north, aimed at the Cardinal
Gate. From the west, aimed at capturing
the Lower Gate and destroying the
outlying defences and defence laser silo
that in turn guarded the St Leonis Gate,
and the most powerful strike would
come from the south-east aimed at the
Great Gate. Each attack would be led by
an entire infantry company, each in
fifteen Gorgons. 1st company from the
north. 7th company from the west and
15th company from the south-east.

Siege of Vraks

Their attack could only begin after the
bombardment korps' barrage had had
its chance to work. Then, as the
bombardment concentrated on the
fortress itself, Tyborc would send forth
his Gorgons. These big assault carriers
would push the lead companies through
the remaining outer defences and only
disgorge the guardsmen when the slope
became too steep. The infantry would
then advance uphill on their own, under
the covering fire of any tanks that could
find their way forward into firing
positions at the foot of the hill. It would
be a three-pronged afttack, each prong
aimed at capturing one of the gates.
When the Gorgon-mounted companies
stalled, a second infantry wave on foot
would be close behind, to push through
the first wave and onwards up the slope.
The third wave would do likewise. The
fourth wave would contain most of the
regiment's grenadier squads, and it was
these guardsmen that would carry the
assault to the gates and fight hand-to-
hand for the bastions at each entrance.
At the great gateway Tyborc planned to
deploy Atlas recovery vehicles, each
equipped with a heavy dozer blade to
sweep the service road of mines and
allow a company of Leman Russ to
push up the road, in single file, and
support the grenadiers’ assaull. Fresh
reinforcements would aiso be waiting to
strike directly up the road to hold the
objective once it was laken.

The Great Gate would be the main
focus of the attack, and demanded the
largest commitment of forces. The other
two gates, the Cardinal Gate and Lower
Gate, were far harder prospects. Here
each attack would be a strong diversion,
carried forward with enough men and
machines to pin enemy forces in place,
and, if the enemy faltered, then they
may even have a chance to take the
gates. But it was at the Greal Gate that
Tyborc hoped to win his foothold. If he
did then his mission would be complete
and another regiment would take over
the assault. By then the 261st would be
a spent force, casualties would be very
high but he knew that was why Krieg
regiments had been chosen for this war.

The Murder Slopes

At last, at long last, the end was in sight.
if the day's battle went well and the
261st regiment won their objectives
then the end would be within reach.
Dawn broke, barely perceptible in the
stygian gloom of low clouds and the
distant rumble of thunder, of was il
guns? There could be no mistaking the
opening roar of the bombardment
Situated on the south bank of the Darro
fft. the 21st bombardment korps had
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Xaphan's  stronghold is the former centre of
Administratum power on Vraks,

The Citadelis perched upon a pinnacle of rock - the
femaing of & formet voicano, which i very sieep (sheer
7 most piaces to the south). The top is surounded by
il wals and defence towers. The pinnacle s spiton t
north-wester side by a deep, sheer ravine, which is
also the entrance o the Citade's underground amoury,
The Cltadef fself is spitinto two, with the bulk of the
foriress (the outer and inner ward) siting on the eastem
side of the ravine, and the much smaler keep siting on
the western side. The two sides are connected by a
fortfed bridge spanning the ravine. The bridge restricts
access 10 the keep 1o those with the required security
Clearance,

Outside the Ciadel wall, the slopes of the Citadel are
ringed by strongpoints sunk nfo the illside, Many of
these are accessible from the Citadels undercroh,
Others are interconnected via @ complex: system of
covered renches and hastily constructed ral-uns.

The Manulactorum is a tecent addiion. This is a mish-
mash of pre-fabricated buidings and lean-o shelters
used 1o labricate munitions for the war. By the end of
the siege t had been heaviy targeted by the Imperium's
erial bombing campaign and now lay in ruins. One of
welve such faciites buit around Citadel, it had been
placed at the foot of a long causeway that carried a
senice 10ad up 1o the Cardinal Gate, This omate
arched causeway had also been targeted for
destruction and fitle was left but rubble piles and the
stubbed remains of supporting giders and pilars.

The main working part of the Citade is the outer ward,
full of ofices, stores, barracks buidings and pilgrim
hospices; many of them simple practical buidings and
lacking the ormale splendour of the Basiica and palace
which dominate the skyline. The outer ward also
contams e main plaza, & large open space used by
the garmison millia as a parade ground, and for large
gathering of plkgrims. This is all overshadowed by the
huge Basiica of St Leons.

Divided from the outer ward by the huge mass of the
Basilca and the Cardinal Palace, the inner ward is the
centre of the Giadel's religious activty. Also stuated
here 15 the Priory of the Argent Shroud, a small forress

THE CITADEL OF VRAKS

inits ow right. I aso provides access via the bridge o
the keep.

The keep is the high securty centre of the
Administratum  facilty,  including the  Vraks
Adminisiatum HQ, the planets Prefects office and
fesidence and the Aedificium; sometimes used by the
Inwiﬁimasabasao!upamﬁumtuﬂwm@g
systems, including high security dungeons and
interrogation chambers. The tallest sinucture in the
Citadel, greater even than the main spie of the baslica
isthe Schota Astropathica's Censorium tower, a hub for
inferstellar communications.

Only part of the Citadel s on the surface. Undemeath s
labyrinthine network of tunnels and technical facities,
all the way down to the Citadel amoury at the rook's
base, The Citadel's main power supply is ituated down
here, invulnerable {0 enemy attack, Vraks' many banks
of void shield generalors are also stuated in the
undercroft, along with other generators and transformer
Stations. The upper levels of the undercroft contain

more barracks, storehouses, weapons manufactorum
and medicae faciities.

Syein jOo abes



Spert mary days and raghts preparing
K¢ Bis fre mussion B would be
sustared and accurate  concentrated
#d Cevastating, wih every gun that
COuiS be mustersd now trained on that
M and e CiRadel on 1op As the order
umﬂhm!wwse!targﬁswas
Ceved. Kneg gunners hauled on

capled each guardsman into position
before the pneumatic pistons hissed
into life and the ramps drew up and
locked with a solid clang. Sealed inside
their metal behemoths, the next each
guardsman would see of the world
would be the base of that hill and the
murderous fires of battle

On time, Colonel Tyborc issued the
order lo attack, and seconds later each
Gorgon's engine revved into life, tracks
slowly grinding into the earth as they
inched forwards, each lumbering carrier
gathering speed slowly, men jostling
nside. shoulder to shoulder in the
packed hoids. It had begun, and each
Company now had its part to play. The
wheels of war were tuming, and now
Colonel Tybore must now let them run
their course. Behing the Gorgons

Mmore infantry on foot, still in
ordered lines, each Squad evenly
Spaced from the next Leman Russ

» Crews riding out of their turrets
1o befter pick a route forwards. Soon
yellow tongues of flame would be

under the
Vy armour and

“' Quns. The entire regiment was on
Only the big artiliery guns

remained in place, the Earthshakers
and Medusa siege guns, and soon ey
would also be firing. Colone! Tybore hag
committed everything he had, with onky
three infantry companies and the Deat:
Riders as his reserve, and these 100
would be committed if it seemed 2
breakthrough might come. It was al &
nothing. Victory or destruction

All three attacks met with expacisd
fierce resistance. Despite the dense
smoke and explosions, the lumbefng
Gorgons attracted heavy fire. The lead
transport of 7th company took 2 dvec
hit in the side from a hidden arileny
gun, the Earthshaker shell tore through
the hold, shredding those inside, befe
exiting the far side, leaving a ragoe
hole. A second shot also hit, its high
explosive warhead blasting e
survivors into torn corpses

1st company were soon in 2 minefied
and although the Gorgons’ ramgs
pushed forwards, several were kf
burning. From high above, a delence
laser silo opened fire, each huge as&
impact tearing great scorch marks 0
the earth. First one, then a second, el
a third Gorgon disappeared 0 &
thunderous explosion of light

s
moiten plasteel

ompany, withering e
g its toll on the Gorgoms

For the 15th

was als _
One h ts driver's cab 10"’9“”:
tank she Slewing wildly, anofher



tracks were shredded by artillery fire,
leaving it stranded. The guardsmen
inside disembarked into heavy fire and
were soon scattered into cover or lying
dead upon the earth.

When the assault ramps crashed down,
all the other platoons experienced the
same treatment. Heavy bolter and
heavy stubber fire swept the ground,
more hidden minefields blocking the
advance. Defensive mortar fire was
plunging onto pre-sighted targets with
terrible accuracy. Squads were
annihilated in a blaze of murderous
explosions and bullets. Captain Attas.
leading 7th company was dead, as were
his entire command squad - all killed
when a bunker that was thought to have
been destroyed opened fire at point
blank range. His men crawled forward
towards the service road leading up to
the Lower Gate, corpses piling up in
their wake. More corpses and
abandoned Gorgons littered the route
forwards.

Against the 1st company the enemy
counter-attacked and hand-to-hand
fighting saw the first infantry wave
thrown back. They had barely started to
climb the slope up to the Cardinal Gate.
The second wave of Krieg infantry

charged in, bayonets fixed, counter-
attacking in turn ang turned the tide
again, seeing the enemy cut down or
falling back, but they had yet to reach
the slopes, and already two waves had
been exhausted. The third wave gained
another few hundred yards in a spirited
rush, but it was still well short of the
Cardinal Gate when artillery and mortar
fire racked its positions and turned the
attack into a rabble. Captain Zolyan of
the 19th company tried to press on
uphill, but his company suffered the
same fate as the first waves. Fewer than
100 guardsmen returned from a full
strength unit of 740 when they set out.
The Captain was not amongst them.

Whilst the northern and western
assaults were stalling, the attack on the
Great Gate was faring little better. No
less courageous, it was no more
successful. The Gorgon transports had
taken the brunt of the enemy fire, eight
of the fifteen were now wreckage. The
others fell back, spitting heavy stubber
rounds up the hill until their ammunition
bins were spent. The infantry was
slogging uphill into a gale of furious fire,
plunging down onto them as the
guardsmen scrambled forwards, all
order was now lost in the tumult of
battle.

ARHEAE b s
Reavers take up positions in one (
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Siege of Vraks

On the switchback highway ascending
to the Great Gate, the Atlas recovery
vehicles had ploughed their slow way
forward, scraping a path through the
mines, before lascannon blasts from the
walls left each a smoking hulk on the
road, crews scattering out of the
hatches and fleeing back downhill.
Fighting their way up the hill in the wake
of the engineering vehicles was a
column of Leman Russ tanks of the
261st regiment's 5th tank company — 12
tanks in line astern. They crawled
upwards, volleys of battle cannon fire
pattering off the gate towers. One by
one the tanks were knocked out, the last
survivor reached the fourth switchback
before the crew abandoned their
immobilised vehicle. Burning tank
wrecks littered the route back down and
their rusting remains would block the
road for any future assaults.

Ahead of the main assault the
bombardment had now concentrated,
hammering the Citadel. The deluge of
shells had, as predicted, overwhelmed
the void shields, although they could not
destroy the generators. The generators
were buried far below in the Citadel
vaults, and so any damage done could
only be temporary. The artillery was now
tearing at the buildings, blasting great
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Siege of Vraks

TITAN PRINCEPS

1. THE HIGH PRINCEPS

High Princeps Drauca pictured here IS a veteran commander
of the Legio Astorum, the Warp Runners of the Adeptus
Tna_nicus. The most senior battlefield commander of the
Legio during the entire Vraks campaign, this dour warrior was
responsible not only for the battlefield command of
Praetorian in combat against the hated forces of Chaos, but
also the Legio’s wider tactical operations and stral.eg;c
planning. Although his rank afforded Drauca fitle and status
equivalent to a senior Colonel of the Imperial Guard or a Flag
Captain of the Imperial Navy, Drauca'’s lack of ostentation in
uniform or display of the numerous decorations his lauded
career had afforded him was in keeping with both his own
character and that of his legion. Each Titan Legion has its
own idiosyncrasies of operation and ritual, and the Warp
Runners have long had the reputation for preferring to adorn
their mighty war-engines with bold heraldry and striking
decoration, while its Moderatii and Princeps favour an
austere uniform and puritanical code of conduct

During the Battle for Vraks, as well as the destruction of
numerous ‘lesser opponents' Praeforian was credited with
the annihilition of 17 enemy tanks, two ‘Brass Scorpion
Daemon Engines and a traitor Warhound Titan in separate
engagements.

During the last stages of the Vraksian war, as the loyal Space
Marine Chapters arrived and Warp phenomena began to
increase exponentially on Vraks, the Legio Astorum deployed
to support the attacks on the Citadel. Their guns added to the
cauldron of artillery fire that hammered the Citadel daily
During the final assault, as the Angels of Absolution dropped
into the heart of the Citadel, Praetorian was once again in the
thick of the battle. By this time, the traitorous Legio Vulcanum
had been defeated and the loyal Titans were almost
unopposed as they smashed into the Citadel

2. COMMAND THRONE

The armoured command throne of the Reaver is mounted at
the centre of the battle-bridge in the Titan's head. Here the
Titan's commanding Princeps bonds with the mighty war
machine, mastering its bellicose machine spirit to his will and
governing its actions on the battlefield via the mind impulse
unit. The Command throne is the hub of the Titan, and allows
for control of all the Titan's functions, should it be required
via the master override systems. As a last resort the Princeps
has access to these manually activated overrides 10 contro
the Titan's gross motor functions, reactor output and so on
they are shown here in the arms of the command throne
Immersed as the Princeps will be in the mind impulse uni
and the tumult of sensory input it brings in battle, using 5
controls is something only a highly trained anc exper
Princeps has the monumental will power and seli-control
to enact

3. MIND IMPULSE UNITS
A sacred mystery of the Adeptus Mechanicus.
unit interfaces come in a variety of forms. The
is shown here, being a series of cranial SOCK
and cyber-optic implants and are favoured Dy ih
the Legio Astorum (although other Titan
use spinal-cortex coils, or even more ara
as the fully immersive vitro-tanks). Mind
for the direct and intuitive control of the

mind impulse

Princeps to receive information from its | )Qis-engine, auspex

and control

slems directly through their own senses via

ural conneclors

4. ARMOURED CUIRASS

As well as helping protecting the Princeps from Injury from
shrapnel caused by secondary damage from impacts, the
heavy cuirass itsell contains power and life 5111[\_[”\'? u\_,rf;!.prn_:

which provide the Princeps with clean air. It also serves to

help requlate body temperature and monitor their life signs

for dangerous feedback from the mind impulse unit

5. SUPPORT UMBILICALS

These armoured umbilica

data feeds to the com
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then divide, with two forces assaulting
Nmmpoiﬂsalmheadof
the gully, a third force veering right 10
strike at a defence laser silo that was
mhhawbaonknodwdwlpy
heavy bombardment months ago, but its
ruined ferrocrete walls still provided the
defenders with excellent cover with
which 1o enfilade the main route of
advance — it had o be stormed and
taken. A fourth force would then come
forward to push on down the ravine and
assault the gate and walls in conjunction
with the Red Hunters’ drop pod assault.
Once the walls were breached, a
renewed assault would clear the
remainder of the ravine and drive the
attack on to the end and the armoury
gates. Once there the mission would be
handed over to the engineer companies
to blast through the armoured doors and
begin to clear the complex beyond. As
each objective was taken, new
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advancing into the smoke that drifted
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out to age the advancing
imind then :;Ekry slip back to its
protection. The enemy had also hidden
tanks in the gully’s base, and prepared
firing positions for them at the edge. As
the Krieg tanks moved forward, the
enemy armour would roll into perfect
hull-down positions and engage, before
rolling back to change positions before
any return fire could find them. Just
taking the gully was going to be a far
harder fight than anybody had
planned for.

So it proved. The enemy was patient
and only opened fire at short range with
a sudden withering hail that flayed the
lead infantry platoons. Leman Russ
suddenly detonated from surprise
flanking shots from unseen enemy
tanks. Five tanks were burning in
seconds, the others reversing away
rather than risk the same fate. The
attack stopped dead in its tracks. Mortar
fire then began to land, the air singing
with shrapnel above the pinned
guardsmen'’s heads. The 3rd company’s
commander was killed in a blaze of
heavy stubber fire. Six of his eleven
platoon commanders would die in the
opening fusillade. Despite the losses
the attack must press on, and so it did.
Unable to outflank the gully the only
choice was to keep bulling forwards in a
headlong attack, but little headway
could be made.

Urgently re-directed artillery fire
smothered the gully in high explosives,
but the enemy were well protected, and
quickly found shelter under the gully
edge. The three Macharius tanks found
no way of crossing the gully, then lost
two vehicles to demolition charges
thrown by unseen enemies from within
the gully. More infantry companies were
called forward, but it was not until the
second day that, by weight of numbers
alone, the Krieg guardsmen forced their
way into the gully and started to clear it
with grenades and bayonets. Inside they
would find degenerate mutants,
b_eastmen and renegade militiamen

Onlybvthoendofunwrddaywasan

objective that shoy

secured in the first :-'w:;av:wb‘
Krieg's hands — with more Ao
to turn it into a solid base OIFI'Q:"*‘
nex( spring forward. The mouth d:
ravine was guarded by twin
points, each a complex of pi .
bunkers, trenches and firj
Bombard shells were alr

each, supplemented by direct tank fre
from the gully, but with the attack behing
schedule there was no time for a
bombardment. It was time to 90 again
and the lines of new Kri

sprang out of the gully ang heas '
south.

The expected three day battle for e
ravine was into its fifth day before anyof
the Emperor’s forces actually made i
into the ravine. On the right the aftack
against the defence laser bastion had
failed again, and the regimentai
commander had requested the aid o
Titans to help his third assault. Even te
arrival of the Reaver Titan Asty
Tyrannis could not get the infantry onto
their objective.

In the ravine itself the attackers som
found themselves in a nightmarsh
labyrinth of trenches and minefields
with tank traps thick as trees in a forest
preventing tank support from pushing
forward. The Steel Brethren had again
been at work, and progress towards the
gate was measured in metres. Furious
fire from the gate towers and walk
swept the service road, now little more
than craters. The enemy fought for
every position. To the rear, arillery
ammunition was running low, the batie
had now outrun its dedicated supphes
The suppressing fire on the Citade
above had been forced to slacken, The
result was murderous plunging fire from
the cliff tops from which there was i
cover. Companies expended
themselves for no gain in the raviné -
which had earned itself the name e
death pit’".

It was seven days into the ongong
battle before Inquisitor Rex gave fe
order for the drop pod assault fo beg#
Originally scheduled for day two, it &
been delayed, then delayed ags®
Finally given permission to go. the
Malleus Inquisitors and their Red
Hunters strike force plunged into ¢
ravine preceded by a wave 4
Deathstorm drop pods that scoured
drop zone with random fire. With the &
black clouds and the ravine lip oo
their view, the attacking ;neg office’s
could not see the Space Manné
arrive, and so failed to make .
planned co-ordinated push



Reaver even ceramite and adamantium
armour provided little protection,
Trapped in their own isolated battle, the
Red Hunters requested assistance, and
eventually the Krieg guardsmen were
ordered to attack the gate in a
desperate bid to break in. The gate itself
was vaporised by multiple plasma blasts
from a Stormblade, but the guardsmen
could not force a passage inside. A
heroic charge by the entire 35th and
36th Death Rider companies was cut
down to the man — now the last reserves
available for the assault had been used
up.

Without relief the Red Hunters strike
force was wiped out. All were lost,
including the four Inquisitors leading the
courageous assault with them. Those
not lucky enough to be killed by the
followers of Khorne faced a fate worse
than death. The wounded and prisoners
were dragged away by Zhufor and
handed over to the Sanctified, the
Traitor Marines with an intimate and
deep knowledge of daemonancy. The
prisoners would be offered up as
daemon-vessels, fodder for hungry
daemons to consume. They would soon
return to the battlefields, unrecognisably
deformed as Possessed.

The bad news for the 269th regiment did
not end with the failure of the assault on
the ravine, or the failure of the assault
on the defence laser bastion. or the
annihilation of the drop pod assault. Out
1o the north-east, during one of the
many company-strength diversionary

The offensive was called off a day later.
The 269th regiment had suffered the
same fate as the 261st Butchered
most of its infantry manpower now lay
dead on the fields, the ravine itself was
choked with the corpses of guardsmen
and Death Rider steeds, along with the
wreckage of tanks and guns. The
regiment withdrew but left a strong ad-
hoc force of survivors to garrison the
two captured strong points and form a
stopping force at the end of the ravine to
prevent an enemy break-out. It was the
only gain they made from the entire
attack. Eight days of hellish fighting had
seen a second regiment devastated, it
was no longer an effective fighting force.
Inquisitor Lord Rex had little alternative
but to again disband the regiment and
move its survivors into the two
remaining regiments of 30th line korps.
it had seen its fighting strength halved in
the two attacks.

First Victory of the Last Battle

At 081830.M41, as the aftack on the
ravine was going over the top, Inquisitor
Rex craned his neck and peered
skywards as the first dozen of some 68
Marauder bombers passed above, their
four engines a bass rumble, passing like
dark crucifixes as they flew overhead en
route for their target. As the Inquisitor
walched, the bombers dumped their
payloads onto the Lower Gate spur,
which instantly vanished from sight in a
cauldron of smoke and flame that boiled
up from the hillside. The next wave was
already inbound, and more bombs
followed the first. Hundreds of artiflery
rounds then joined the bombardment as
the Lower Gate spur was pounded with
all the high explosives that the 8sth
Wamycouldmrawa!ﬂ Five more
bomber waves soon followed the first

a fine defensive position for the
survivors to fight from. And fight they
did! Despite the destruction, the
bombing was actually of dubious
benefit. The survivors set about
burrowing info the rubble, creating new
firing positions. The heavy weapons that
had survived nestled in the masonry,
gunners and snipers soon perched on
the broken ramparts. The southern
bastion of the defence laser silo, the
strongest of the spur's defences, had
also survived mostly intact and would
soon be operational again

On command, the 269th regiment's
assault companies sprang lorward, with
companies of tanks and super-heavy
tanks alongside the platoons, along with
High Princeps Rand Drauca's Titan
Praetorian and two other Reavers,
Tritus and Invictorus. There were also
four Warhounds close by. Inquisitor Rex
walched as the first waves set off
towards the Lower Gate spur, climbing
the ever-steepening slope as they
vanished into the dust and cordite
$mMog.

In defiance of the air raid, the defenders
were stil walting, and soon the first
Krieg wave had slowed 10 a crawl again.
But the weight of armour ~ nearly 100
vehicles had been dedicaled to this
wave alone - and the raking blasts of
the Reaver Titans, with their massive
missile pods and gatling blasters were
smashing the remaining walls and
delence lines asunder. 1 was only a
mafter of time until the attacker's
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firepower overwhelmed the entrencheqd
defenders and carved a path for the
mbmsm.umma
hard going, the ground had been heavily
cralered by the air raid and many were
bogged down in the chumed earth,
becoming pillboxes  until  their
ammunition bins were empty. From Lord
Rex's command post, the attack
seemed to be working - if slowly. The
ﬁrsthtarmypiawomweremwﬁghﬁng
hﬂnmbiaoimewaﬂs.deamgmem
section-by-section. The Titan /nvictorus
had retired to rearm, whilst Praetorian
was supporting the main thrust. On the
right Tritus led the attack against the
southern bastion. Then came the first
been heavily scarred by the air raid, but
buried within its weaponry had survived.
As the Reaver launched salvoes of
missiles at the bastion, suddenly,
surprisingly, it returned fire. The first
defence laser shot overwhelmed Tritus'
remaining void shields, the second
scored a direct hit — the massive laser
cannon penetrating through the
Reaver's frontal armour and critically
damaging the plasma reactor within.
Tritus staggered under the impacts,
came to a halt and its weapons fell
ominously silent. Then, spectacularly,
the plasma reactor detonated. With the
force of a small sun the reactor
exploded into an iridescent ball of
super-heated gases, so bright that its
after image burned into the retinas of
those who saw it, and it was so hot
nothing within 100 metres survived.
Rising into a mushroom cloud, when the
gases eventually dissipated there was
nothing left of the once proud battle
titan. Only black scorched ground for a
hundred metres in every direction
marked its death. Small fragments of
smouldering, melted wreckage was all
that could be recovered. Another of the
Legio Astorum's venerable machines
was gone.

Inquisitor Rex commanded more
artillery onto the bastion, and a barrage
of heavy bombard shells was soon
hammering the area. Then, his
battiefield retinue trailing close behind
him, the Inquisitor left his command post
to join the front line.

At the front the Krieg guardsmen were
still pushing forward. In places they had
almost reached the walls, in others they
had been checked and were pinned
down. Lord Rex took direct command of
the attack on the defence laser bastion,
calling off the heavy artillery barrage as
rnotdetadu\eleadplaw:sandm;lr
supporting grenadiers o charge. By
nightfall they would be inside, fighting in

and galleries within,
Inquisitor Rex and his retinue led the
close quarters fighting and it was he
Who triggered the demoiition charges
that finally disabled the defence laser
Meanwhile, as the Krieg
forced the enemy from its boltholes and

Dreadnoughts, Blood Slaughterers,
Defilers and other great clanking war
machines, shrieking and screaming
their hatred joined the battle. They were
reinforced by the Black Brothers of
Ayreas.awamamoltheﬁiadcte@on—
once the personal legion of Horus
himself. There were no troops in the
galaxy more dedicated to Horus’
ambition to overthrow the Emperor.

At first their counter-attack swept the
Krieg guardsmen back from the wall,
only for the survivors to rally, and fresh
waves of infantry, supported by massed
battle cannon fire surged up the rubble
glacis again and over the rubble piles,
Fighting for the wall was bitter. Six times
it changed hands as the day long battle
stretched on into the night. It was a night
of hellish combat against daemonically
powered war engines. The air was filled
with their shrieking wails - the
tormented screams of those sacrificed
to give each machine life. By dawn the
rubble pile was back in the Traitors'
hands again, and four full Krieg infantry
companies had been broken in the
repeated counter-attacks. Bodies
littered the rubble and filled the craters.

On the second day, as the Krieg infantry
again attempted to wrestie control of the
objective  back, Inquisitor Rex
summoned his own reserves. Grey
Knights squads raced o his assistance
Still in the thick of the fighting, Inquisitor
Rex organised the sunvivors around him
for the next push, as the Grey Knights
sirike force roared into the batlle.
Omate silver Land Raider transports,
dulled by their exposure to Vraks'
sulphurous  atmosphere  arrived.
attacking head-on in a blaze of
lascannon and heavy boiter fire. The
assault ramps dropped and out burst
the elte Space Marnes within, force
halberds glowing with a corona of blue
light. Psychic forces flashed and
sparked as the daemon-hunters
unleashed their powers. Hacking and
slashing with unstoppable wrath they
cut their way through the enemy
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Inquisitor Lord was a scene of utter
devastation. The Lower Gate spur was
all but gone, the towers had tumbled,
the walls had been pulverised to rock
and dust. Shattered tanks and war
machines lay all about on the crater-
scarred ground, many were still bumning
fiercely like orange beacons upon the
dust shrouded field, spewing black
smoke. The dead of both sides littered
the ground, but after two days of
fighting, what remained of the Lower
Gate spur was in their hands. Here the
enemy counter-attack had been
defeated and the Emperor’s forces had
won themselves a platform for an
assault on the St Leonis Gate.

It was the first victory of the last Battie
for Vraks
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Siege of Vraks

GREY KNIGHTS SPACE MARINE

1. AEGIS SuUIT

Each Grey Knight is equipped with his own armour, fitted and
modiﬁgd_ for the individual warrior by the Chapter's érmourers
Superficially, a Grey Knight's armour resembles that of the othef
Space Marine Chapters, but within the powered suit's workings
many secrets are hidden. Constructed of the finest ceramitge
adamantium and the most advanced alloys the metallurgists of
Ma_rs can provide, it incorporates crystaliine filaments within the
suit that form a psychically attuned matrix, called the Aegis
Hence a Grey Knight's armour, be it powered armour or
Terminator armour, is referred to as an Aegis suit.

Much of the Aegis suit exactly mirrors the functions of a powered
armour suit, with its autosenses, bio-diagonistic functions. sub-
atomic core power pack and muscle actuators. As well as this,
an Aegis suit is also anointed and inscribed with hexagrammic
wards, ritually consecrated against daemonic attack and
psychically charged to enhance the wearer’s mental powers.

The Chapter's aegis suits are hallowed objects that enable the
Grey Knights to face the most terrible of daemonic threats, safe
from the threat of possession and better able to resist the lethal
powers of the Warp that such creatures often control

The aegis suit's breastplate carries the Grey Knight's copy of the
sacred Liber Daemonica. Upon completion of his initiation, each
Grey Knight is presented with this small book_ It I a copy of the
much larger master-work contained within the secret vaults of
the Chapter's fortress monastery on Titan. lts pages list the
central tenets of the Chapter's beliefs and duties and their
sacred rites of battle ~ which they use to counter the power of
daemon-worship. The book is a powerful symbol for the Chapter,
and features in the Chapter's iconography as a symbol of
enduring wisdom and secret knowledge

2. NEMESIS FORCE HALBERD

The signature weapon of the Grey Knights is the nemesis force
weapon. They come in many shapes and sizes, but all are large
Most commonly they are halberds, poleaxes and greatswords
Each weapon is consecrated and anointed with sacred oils, and
inlaid with devotional scripts and words of warding to assist in
dispelling daemons. Like other force weapons, the nemesis
halberd is psychically attuned to its wielder, allowing him to
channel psychic energy from the Warp, through his mind and
into the blade, Wreathed by the glowing Warp energies, a
nemesis force weapon then becomes almost unstoppable —
smashing through the thickest armour with ease. A well-trained
psyker can deliver devastating attacks, blasting foes apart with
pure energy, as well as using the blade as a focus through which
to unleash a holocaust of Warp energies

Each nemesis force weapon is made from rare psychically
resonant materials. Where these are attained from is a closely
guarded secret. Before entering service, each is ceremonially
blessed at the Synod Ministra on the Cardinal world of Ophelia
IV and uniquely tuned to match the user's psychic field. Once
complete, each force weapon can only be wielded by its owner,
much of whose training revolves around controlling and
channelling power through the weapon

3. STORM BOLTER
The Grey Knight's secondary weapon is his storm bolter. It s the
Space Marine's main ranged weapon, but it is only intended as
a back-up to the halberd and the formidable psychic powers of &
Grey Knight himself. The storm bolter provides fearsome
firepower when confronting conventional foes

Utilising the best technology that the munition-adepts can
provide, the Titan pattern, mark IX storm bolter is a very compacl
weapon. To free the user's left hand (K use the lorce
halberd), it is attached via a thought-activa which
IS a standard part of the suil's armoured va
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via the suit's autosenses to targeter and range finder
information, as well as an ammunition counter, lemperature
gauge and other weapon status readouts (all visible though the
suit's display), the storm bolter can be fired using only thought-
commands.

The Titan pattern storm bolter's main drawback is its ammunition
capacity. Lacking the more common patterns ‘dual magazine’
design, the storm bolter’'s magazine carries just 20 bolts. Given
the Grey Knight's other offensive capacities this is not regarded
as a serious problem. The storm bolter includes a genetic
security code, linked to the user's unique genetic profile. Without
the correct match, the weapon will not activate

4. INSIGNIA

The insignia and heraldry of the Grey Knights Chapter is
complex, as befits a Chapter of such long and glorious heritage
Each brother has his own heraldry, utilising the colours red,
black and white in combination. Common iconography includes
books, swords, skulls, keys and gates. These are worn upon the
shoulder pad or upon the Insignium Valorus, a heraldic shield
wom on the shoulder bearing personal heraldry as well as
campaign markings and other awards

Purity seals are commonly womn 1o provide extra prolection
against the threat of possession. They are symbolic of the
Emperor's personal blessing upon a brother, and as such are
revered. They prove that a warrior is strong in faith and pure in
heart - incorruptible. For the Grey Knights these are no mere
words, but a statement of purpose. No Grey Knight has ever
fallen to the powers of Chaos. No Grey Knight has ever borne
the title of traitor. They have proved themselves to be the dark
power’s most implacable foes. It is for this reason thal they are
hated, and feared, by the worshippers of the Chaos gods
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CHAPTER SIXTEEN

Siege of Vraks

WHERE DAEMONS TREAD

The Return of the Red Scorpions

At 159830.M41, Inquisitor Lord Rex's
earlier diplomatic efforts to secure
additional Adeptus Astartes units for the
war on Vraks were finally repaid. His
emissary had sought out the Red
Scorpions Chapter as ordered, travelled
via Terra to the Zaebus system and
placed the Inquisitor Lord's request
directly into the hands of the Chapter's
Lord High Commander, Verant Ortys. In
turn Commander Ortys had taken it to
his own trusted officers in order to
confer. No Space Marine Chapter
commits itself to battle lightly. Each
Chapter is only 1,000 brothers, the
finest the Imperium has, so they must
be used wisely and with care. Of course,
in this case Lord High Commander
Ortys already had some knowledge of
events upon distant Vraks. A strike force
under Commander Ainea had returned
from their first operation badly damaged
but victorious. Now, the Inquisitor Lord
was asking that he follow up that
invaluable assistance with a second
deployment. The enemy was not yet
defeated and the war not yet won. As an
Inquisitor, Lord Rex could have
demanded the Red Scorpions’
presence, and sent one of his
Inquisitors to indenture a strike force,
but Space Marine Chapters are
infamous for their fierce independence,
and Chapter Masters do not take kindly
to interference in their Chapter's affairs
by the bureaucracy of the Imperium or
the Inquisition. Their record of loyal
service is enough to buy them the trust
to operate beyond the many restrictions
of the Administratum. Chapters are tied
directly to the Imperium by a sacred
oath of loyalty to the Emperor. To many
Space Marines, those that have broken
that oath are the worst of all enemies.
Their stain of disloyalty could, and has,
been seen to contaminate all. The
destruction of traitor Space Marine
forces is amongst the highest priority
and the most glorious service any
Chapter can do for the Imperium.

It was this persuasive argument that
Inquisitor Rex's diplomats used to
convince Lord High Commander Ortys
to retum to Vraks. Ortys gathered his
entire Chapter together 1o make the

“Better crippled in body than corrupt in mind.”
Inquisitor Thor Malkin

announcement that, after much long
moughl.hehaddecidedtodispaicha
large strike force back to Vraks.
Commander Ainea had begun the
mission, but he would now personally
lead a force large enough to finish it.
There were still many traitors to
Mankind on Vraks, vile fiends who
would bring about the downfall of the
Emperor’s rule. Preparations were 1o be
made for four full companies to join the
war. The battle barge Sword of Ordon
was to make ready for the long journey
back to Segmentum Obscurus.

With the precision of a well-oiled
machine, the Chapter immediately went
into action. It was a routine that had
been practised thousands of times
before. The Chapter was readying for
war. The Master of the Fleet would take
command of his battle barge, and 400
battle brothers must be prepared for the
crucible of battle against a terrible foe,
both physically and spiritually. The
Chaplains warned all their charges that
Vraks had become the haunt of
daemons, and the vile creatures would
lust after the souls of each individual
They would face not only the enemy’s
guns, and they were many, but also the
false promises and cruel temptations
offered by the dark powers of the Warp
All would have to call upon the power of
the divine Emperor in order 1o resist the
morally corrupting temptations and
falsehoods that would seek to break
their will to fight and turn them away
from their true calling as the shield of
humanity. Each would be tested
spiritually and morally. Combat against
the forces of Chaos must be won not
just on the battiefieid, but within each
battle brother's heart and mind.

Within days, arming rituals were
completed and Dreadnoughts awoken
from the Chapter's stasis crypts. The
Master of the Forge had each vehicle of
the armoury blessed and litanies and
purity seals attached so as 10 protect the
machine spirits within. All was complete
The battle brothers filed aboard their
battle barge, its two escorl ships were
already in position. The Lord High
Commander gave the order to put out
from dock, and the Sword of Ordon
made best speed for the Vraks systermn

The strike force arrived at 159830.M41,
its arduous journey through the Warp
complete. Upon achieving a safe orbit,
the Sword of Ordon disembarked its
entire strike force down to Vraks'
surface via Thunderhawks and drop
pods. High Commander Ortys met with
Inquisitor Lord Rex directly and placed
his strike force at the Inquisition's
service. He had come to complete the
mission his fellow commander had
started four years ago. After a tactical
briefing, the two men went into private
council to discuss how best the Red
Scorpions could be put to use.
Commander Ortys studied the holo-
maps in detail. The Citadel was a
formidable objective but martial duty
and pride demanded that his strike force
take the toughest mission the Inquisitor
could offer. it would be the Red
Scorpions’ honour to force the first
breach into the Citade!

It was agreed that the Red Scorpions
would make a strong attack up the
Pilgrim's Road from the now destroyed
Lower Gate, up the cliff side to capture
and hold the St Leonis Gate. The attack
would have to be directly along the road
itself, under the eyes and guns of the
Citadel's southern walls for every step
of the way. The St Leonis Gate itself
was a massive bastion of stone with its
own guard towers. The outer gate led
through a long tunnel - no doubt
another killing zone, 1o an inner gate,
and then on along a colonnaded
procession to the Basilica of St Leonis
itself. So far, due to the void shields that
protected it, artillery fire had only
damaged the surface of the gatehouse
strongpoint. Inside, the defences would
be intact and no doubt full of heretics...
and worse,

Commander Ortys and his staff
gathered to plan the attack. It would
take every weapon they had at their
disposal in order to succeed. The first
objective would be 1o clear a cliff-side
strong point that blocked the Pilgrim's
Road. This task would be given 10
assaull squads of the 3rd and Bth
Companies, led by the vanguard assault
squad of 1st Company under Brother
Sergeant Culln — a veteran of the first
Vraks mission.
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brothers would teleport directly into the
gatehouse bastion, just as the main
force was attacking from without. The
combined power of the attack should
see the St Leonis Gate's defences fall

Those battle brothers not dedicated to
the assault would be used for a
secondary attack against the Great
Gate, mostly as crew for Predator tanks
and Vindicators

The Red Scorpions would not be
aftacking alone. The Krieg 158th
regement would put in another strong
aftack from the north, whilst Inquisitor
Rex, his followers and a strike force
Made up of more Inquisitors, Storm
roopers, the Red Hunters and the Grey
Knights of strike force Arturus would
simultaneously be launched at the
Cardinal Gate

Battle for the St Leonis Gate

Veteran Sergeant Culin watched from
™e fip of a three storey high pile of
fubble that had once been part of the
Chadel's wall. Behing and below him
were gathered assault squads from
three companies. His own vanguard

he preterred, each the finest
warmors of his Chapter They had
tramned for fssions such as this daity
The target was a collection of low
Sunkers dug deep into the ciff face

From here he could see their gw
embrasures. All were constructed o
thick ferrocrete, resistant 1o plungng
artillery fire but each attacking assaut
squad had been issued melta-bombs
that would quickly demolish such
defences and allow his men access &
the degenerate sub-humans awaiing
within. All were about to be expunged
from the galaxy

As Culin watched the first Thunderhawh
roar in low over his position, the heal &
its quad-jet’s washed over him as e
gunship unioaded its cargo of plasma
bombs directly onto the strongposs
Culin's photo-chromatic lenses dimmec
as the target vanished into a bagh
burning inferno  of super-heaied
h\.’n’jf'ﬂ(}‘i"? that meited rock and Sucked
the *_'xu;'m.-rﬁ.t_‘:mq air into a swarling vore:
of dust and smoke. As the infemd
burned out, it was time to go. Culin gave
the order over his thought-activas

comm-fink. “For the Chapter! For e
Emperor! Attack!". His idling M
generator unit burst into life, twin @

engines propelling him though the ax &
yng bound. Behind him B
each battle brole
the sky, jets biaing
hand, bolt pSis
hammering. out a wall of o
expio T Battle for the St Leons



As Culin’s force launched into the
attack, Commander Ortys climbed
aboard his command Rhino and
ordered the column of armoured
vehicles to move up to their departure
point, the former Lower Gate. Over the
comms-channel he listened to the flight
crew of a second Thunderhawk as it
approached the Citadel, locked onto the
gatehouse bastion and unloaded a
salvo of Hellstrike missiles before
banking away hard and climbed back
towards the Sword of Ordon in orbit
above. Flicking channels he noted that
the Land Speeder squadrons, his close
air cover, were already inbound, on time
and on target. Flicking channels again
he gave the command for the
Whirlwinds to open fire. Shrieking, the
Whirlwind missiles screamed overhead,
trailing fire, and impacting along the
Citadel walls, where the void shields
sparked and flashed as they absorbed
the energy of the repeated impacts.
Ortys held the grab rails inside the
command compartment as his
Damocles Rhino pitched and jolted
violently across the heavily cratered
landscape. The road that had once led
to the gate was gone now, blasted into
broken shards by repeated artillery
bombardments, but with their engines
gunning hard the Space Marine
transports churned through the mud and
over rocks towards the position from
which to begin their part in the attack.

Checking suit camera feeds, the Lord
High Commander could see Culln’s men
were inside, clearing the strongpoint in
bloody hand-to-hand fighting. The
comms were garbled, as ever in battle,
and no doubt the veteran sergeant had
no time for reports. Checking Culln’s
bio-readouts showed him to be under
great stress, both heart beats high — no
doubt more heathen heretics were
being cleansed from the galaxy by the
sergeant’s powersword.

Satisfied that everything was in place,
and with the strongpoint now fully
engaged and being gradually overrun, it
was lime for the main column to
advance, three Land Raiders leading
the way. High Commander Ortys
ordered the Land Speeder squadrons
into their attack runs, then strode from
the Damocles Rhino and up the single
line of armoured vehicles to the leading
Land Raider. He climbed through the
side door and into the red-iit gloom
within, where his battle brothers stood
ready, weapons loaded. He took his
place at the forefront of the squad, drew
his sword and bolt pistol and ordered
the driver to advance, full speed ahead.

The huge battle tank lurched forwards
kmmmwhgupgrntdodsdm'
exhausts spilling blue fumes as irl
powered over the rubble and down onto
the remains of the Pilgrim Road. One-
by-one the vehicles behind followed
gradually gathering speed uphillj
Muffled beyond the tank's armoured
walls, the firing had begun. The blasts of
Sponson-mounted lascannons, the
tearing shriek of assault cannons and
the thunder of missile impacts - the
cacophony of battle was rising.

The Red Scorpions’ armoured advance
was swift, the leading Land Raiders
racing past the strong point where
Culln’s force was stil engaged within.
Every weapon the vehicles had was
blazing ahead and up the steep rocky
slope to their left, hammering the walls
and the St Leonis Gate's bastion. The
route was a narrow one, it was just a
single roadway used by files of pilgrims
for millennia. To the left were cliffs up to
the Citadel's ramparts. To the right a
near sheer drop to the valley floor. The
road rose up the hill steeply, and
occasionally became broad steps. Here
the Space Marine drivers gunned their
engines and thrust their vehicles
forward, smashing into the steps, the
tracks fighting for grip, then biting and
lurching the armoured carriers upwards,
ancients stones shattering under the
Land Raider's seventy tonnes of
pressure. Bounced and jarred, the
Space Marines within held tight as each
vehicle surmounted the obstacles, fire
and explosions impacting about them,
hulls ringing with the hammer-like
impact of autocannon shells falling like
rain. Then the lead Land Raider was hit,
slewing to a grinding halt across the
roadway, smoke belching from the
engine deck, tongues of orange flame
licking skywards. The  troop
compartment quickly filled with oily
smoke. Commander Ortys snapped his
helmet into place, engaged the night
vision and hit the assault ramp open
stud on the wall. Nothing happened.
The mechanism was damaged. He
pulled open the control panel and
disabled the mechanism, breaking the
magnetic locks that held the huge
armoured assault ramp in place.
Ordering those beside him to assist, he
leaned on the ramp and pushed with ail
the might his body and power-assisted
armour could manage. Three Space
Marines heaved and heaved again as
the smoke thickened. Behind the
stricken Land Raider, the tank column
was stalled, as yet not halfway up the
road. The ramp moved, moved again
then gave up its resistance and

Razorbacks and Rhinos could go no
further. The ramps fell and from the rear
of each vehicle disgorged squad after
squad, all following their commander
uphill, to where the Chapter banner
could be seen moving ahead through
the thickening flame-streaked gloom.

On foot now the Red Scomions stormed
onwards, and from the St Leonis Gate
above the enemy spilled out to meet
them. Again the dark armoured figures
of the Black Brethren of Ayreas led the
degenerate hordes of the Chaos gods.
Commander Ortys raised his sword and
waved all squads forward into the
charge, to meet them head-on. The
fighting on the roadway and up the
steps was savage. Ortys lifted one
Chaos Space Marine off his feet and
pitched the traitor over the road's edge,
down the plunging cliff beyond, then cut
a second heretic in two with the arching
slash of his powersword. Overhead the
Land Speeders were banking and
diving, assault cannons tearing into the
horde. Behind Ortys came his brothers
and the Dreadnoughts. Now they
proved their worth, climbing to where
the armoured fighting vehicles could not
go. Their arrival tumed the tide back,
driving the enemy before them with
withering salvoes of heavy weapons
fire. In minutes hundreds of shredded
bodies lay strewn across the roadway.
The Red Scorpions' advance continued
until, under the walls of the gate tower, it
paused to regroup. The enemy had
withdrawn within and barred the first
gate behind them. The High
Commander gathered his men around
him, including the venerable
Dreadnought Chaplain Nair. They had
reached the target. Now 1o storm the
bastion.

The enemy might have been driven
back but he was not yet beaten. Within
the bastion more warriors of Chaos
awaited, and at their call were the
completed, the sacrifices made, now
they choose to unieash their allies,



rejoined the fray, limping but
::,-mmafalwdmdashe
went.
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Soon the bastion was
thmds.Biastedandscmched,
wounded and bleeding. the Red
Scorpions battie brothers sealed the
entrances and set up their defence.
Most of those brothers that had begun
the attack were now at peace with the
Enw!)fmmnodtes lay strewn
along the Pilgrim's Road and piled
agams:megatehousewallswherethey
had fought and died. Those that
survived pledged to stand and hoid
against whatever horrors may come —
too many brothers had died to allow
hoirgahsiobeloslnow.Then.weamy,
Ortys climbed to the bastion roof, the
tattered Chapter banner in hand and
ﬁumdnmtop.asignajtoallthatthe
assault had succeeded. As he did so the
first lance salvoes of the Sword of
Ordon’s orbital bombard began to
impact on the void shield defences.

As High Commander Ortys and his
squads were attacking and dying for the
St Leonis Gate, so their fellow brothers
were fighting their diversionary attack
against the Great Gate. Led by
Predators and Vindicators they met the
enemy's walking war machines and
daemonic engines, exchanging fire and
keeping the enemy busy, whilst all the
time monitoring the main assault's
progress.

Battle for the Cardinal Gate
Meanwhile, as High Commander Ortys
and his brothers fought their way along
the Pilgrim's Road and into the St
Leonis gate, Inquisitor Lord Rex's
assault force was ready and assembled
for its own attack upon the Cardinal
Gate. Westward, already the rolling
barrage of artillery that preceded the
158th regiment's fresh attack was
pummelling the hillside again, shrouding
the Citadel above in a fog of thickening
grey dust.

Lord Rex's assault force was ready, a
hand picked team of the best troops he
had available to him: eight Ordo Malleus
mww their full retinues,
supported by the brothers of the Red
Hunters

_ support was the Grey Knights strike
~ force of Brother Captain Arturus,
. and Purgation squads
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its first axe blow sending one brother
fiying through the ai, its second cut a
Grey Knight in two, torso severed. "Die!”
demanded Captain Arturus, the effort of
his psychic exertions now draining from
him, and with t his strength. But his
feactions were still fast, and his halberd

psychic energy that illuminated the
:'arkmss. Arturus stumbled back,
disarmed, grievously wounded and
collapsed, utterly spent. The last two
brothers of his squad leapt to his
defence as An'ggrath bellowed his rage.
A swift strike sent one wounded Grey
K:igmwnﬁngbackdownmehiﬂ.men
he snatched up the last of his victims in
a massive clawed fist and beat his
wings again. The captured Grey Knight
struggled but could not break the
beast's grip as he was lifted into the
boiling thunderous sky. The best of the
Grey Knights had been defeated. Surely
all must now be doomed and Vraks lost
1o An'ggrath...

The Inquisitor and the Bloodthirster
As An‘ggrath was launching his
rampage into the Grey Knights, Lord
Rex was approaching the Cardinal
Gate, having gathered about him all the
survivors he could. Most of the gate and
its two towers lay in ruins, the artillery
bombardment having torn away the
masonry stones and left little but craters
and rubble. The incendiary shells had
also scoured the surrounding walls clear
of defenders.

Then the Bloodthirster plunged from the
boiling skies like a meteor, dark wings
spread as it landed in the remains of the
gateway, blocking their passage
forwards. An'ggrath roared in defiance,
cracking its whip in a challenge to any to
stand and fight it. The guardsmen
quailed before it and shrank back. Here
was a creature from their darkest
nightmares, all the malevolence and
violence of the human soul drawn
together into the perfect killing machine.
Only the Ordo Malleus could stand
before it — and so Lord Hector Rex did.

The Bloodthirster and Inquisitor fought,
sacred sword against daemonic axe,
unbendable will and the biessing of the
God-Emperor against insatiable battle
lust and the strength of the Blood God.
It was a battle that had been raging for
the last 10,000 years, the Emperor

were wounded, but An'ggrath never
Nafm“mng_ and the

In the end it seemed .
Lomhadmen.gs,,w?ﬁ:;:.
must meet his doom, as e soe
Malphius had Lord Hecyy
Rex was tired beyond the imits o
mortal man,and;\n*mm"
glee at his impending victory ang 9y
slaughter he would wreak in its waie .
for who now could stop his o o
destruction?

But, with the very last of his strengh
Inquisitor Lord thrust Armmh:
Bloodthirster's chest, plunging  into e
Daemon'’s heart and channelling o i
psychic power through it 9..,‘ .
rage and torment An'ggrath vanishe:
cast back into the Warp,
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THE INQUISITOR AND THE BLOODTHIRSTER

- "KHORNEL", the thunder in the skies seemed to boom
the dark god's name as the Bloodthirster plunged back to
earth, the limp half-crushed figure of a Grey Knight still
clasped in his blood-soaked fist. An'ggrath landed at the
Cardinal Gate and, without pause, attacked.

On came An'ggrath. Violence incarnate. A great red
beast of destruction, hatred for his foe etched upon his
face, his blood reddend mouth and fangs dripping as he
bit the unconscious Grey Knight in half, spitting the
ruined remains of the once valorous Space Marine
aside, torso sundered from legs.

On came An'ggrath, a bestial roar of triumph to the
blackened skies above, lightning flashing as if in answer,
His eyes burned with the fires of damnation, his whip
crackled with dark energy, as it flicked out before him.
plucking another fleeing Storm Trooper from his feet and
flinging him through the air like a rag doll, smashing to
the ground with the sickening thump of breaking bone
and torn flesh.

On came An'ggrath, blood-bathed destroyer of Khorne,
mightiest of Bloodthirsters, and none who looked upon
his face saw anything but death. He was death. Each
sweep of his mighty axe scything down the ranks of
guardsmen that quailed before his passage. All turned
and ran before his fury — all but one.

On came An'ggrath and only the Inquisitor Lord stood in
his path. The mere mortal's very presence was a
challenge to the mighty daemon lord. Who dares
challenge me? Who dares to stand and fight when all
else must run or die?

But Lord Hector Rex did not quail before his foe, but rose
up to his full height and spoke without fear. “I know your
name, slave of Khorne, and | know your nature,
An'ggrath you are,” and the mention of the name was like
a blow to the Bloodthirster, who reeled back from it, “and
the bonds that hold you here are not so strong. Go back
to the chaos, back to your master's side and beg his
forgiveness for your defeat here.”

Pride stung, An'ggrath roared and attacked, furiously
launching himself forward, aiming to crush his enemy
under cloven hooves. The Inquisitor side-stepped and
cut hard, Arias becoming a shining blade of pure white
light in his right hand, storm shield held high in his left.
The blade sliced deep and An'ggrath roared in pain, the
holy sword's wound far more than physical to the
Daemon, each cut severing it from the Warp, the well
from which it drew its power and fury. Each cut
alsosevering it from the power of the god that sustainled
it in the material universe. So the great duel began, with
Vraks as the prize for the winner.

Sword and axe rang, echoing across the hillside, blades
leaping to and fro with blinding speed. Axe beat upon
shield, each blow slamming the Inquisitor backwards.
Psychic energy crackled about Hector Rex as ‘he
focused the power of his mind upon his enemy. Stabbing
flashes of white lightning leapt from his brow and his

blade, impaling the Daemon that aqair roared in
and frustration. In fury it swung agﬁna?n': mhehm
only air as the Inquisitor Spun away, then from the tip of
Aﬂas&bonofpowerlaaplform. and the Bloodthirster
staggered, its legs suddenly buckling beneath it, and for
meﬁrs!unwhshowedwem—itsmngmwas
mmaw?y.mmofmw,andha
out in torment, i -
oot each bolt's touch clawing at

In agony An'ggrath attacked again, blow after whirfing
blow battering the Inquisitor's storm shield into ruin, with
each block Arias' parries became weaker and the
Inquisitor was driven down to his knees, sword held
before him as the beast paused to roar its master’s name
once more, calling Khome to see him at his moment of
triumph and witness the kill.

Then, with the last of his strength, Hector Rex lunged
forwards, thrusting his bright sword up, plunging it deep
into the beast's chest. The halo of light exploded into a
searing blast as Inquisitor Rex unleashed all his power,
channelling it along the blade and into the heart of the
Daemon. Gathering every last particle of his power he
willed the creature dead, and thrust deeper again,
twisting the blade hard.

An'ggrath roared and swatted the Inquisitor away,
arcane armour buckling under the bone-crushing blow
and Arias torn from his grasp as he was sent sprawling
across the ground. But Arias was still hilt deep in the
Daemon’s chest, its light burning ever brighter and the
Lord of Bloodthirsters, shrieking in agony, knew that he
was defeated. The life-giving energies of the Warp were
severed from him, the burning fires within his eyes faded
to black as his massive form became hollow and
transparent. His life force was fading. Then in a flash of
dark energy he was gone. Destroyed. Cast back into the
chaos. All that was left was Arias, now just an ornate
sword again, lying in the ground amidst the mud and
dust. In the heavens above the violent storm ended,
lightning receding into the higher atmosphere, and the
black clouds suddenly breaking up and blowing away.

Alone, it was strangely calm as Lord Hector Rex
struggled back to his feet, bleeding from his wounds but
alive. No artillery fell, no cannons roared, and a pool of
tranquillity had descended as the Inquisitor staggered to
pick up Arias. The daemon-lord was no more...
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CHAPTER SEVENTEEN

EXPULSION OF THE HERETICS

“For those that conjure up the most evil of those half-tamed
daemons that prey upon the human soul, only death will suffice.*

Angels Descending :
Al the point when it seemed the siege

was almost over, with the Citadel
breached and Inquisitor Rex's forces
poised for the final push to clear the
Citadel of its last stoic defenders, new
reinforcements arrived - the battle
barge Liberatorii Delictum accompanied
by the strike cruiser Repentant and their
two escorts. All were vessels of the
Angels of Absolution chapter, and they
had come 1o Vraks upon the request of
Supreme Grand Master Azrael of the
Dark Angels.

The Angels of Absolution were a
Chapter with close ties to their
progenitors and organised to exactly
fmirror their onginators. At the Supreme
Grand Master's request, Interrogator
Chaplain Belphegor had also been
attached to the strike force. He had a
personal score to settle, but
commanding the strike force was the
Angels of Absolution's own Company
Master Yafrir. Both officers flew down to
meet with Inquisitor Rex to request
permission for their brothers to join the
battle. They had come with a specific
mission, to find, capture and return with
the traitor Arkos the Faithless of the
Alpha Legion. Chaplain Belphegor
explained that the Dark Angels
themselves had narrowly failed to
capture him during their mission to

nine years ago. Not to be so
easily thwarted again, it seemed Grand
MWM'HMkemadoseawm

with the Dark Angels and at times
had even undertaken combined
deployments. They had come in their
place. Before they arrived Master Yafrir
had already been fully briefed on the
current situation on Vraks, as were his
squad commanders.

Inquisitor Rex enquired why Supreme
Grand Master Azrael wanted Arkos
captured rather than dead, but the
Interrogator Chaplain could not answer.
It should be enough for the Inquisitor to
know that Arkos was a traitor to the
Emperor and must be stopped. Hector
Rex could not disagree, but felt that
such a prize as a high ranking Alpha
Legion commander, with all the
sensitive intelligence he could reveal
would be best used in the hands of the
Ordo Malleus. The Inquisitor's
interrogations could extract no end of
information about spies and traitors
within the Imperium’s ranks and would
use it to strike at cultists and traitors
across Segmentum Obscuras ~ such a
wealth of intelligence should not be the
preserve of a single Space Marine
Chapter. He feared that in the Dark
Angels hands, Arkos would vanish into
the depths of the Rock and never be
heard from again.

Chaplain Belphegor's position was
immoveable. He had explicit orders
from the Supreme Grand Master, as did
Master Yafrir via his own Chapter
master. Arkos must be returned to the
Rock, otherwise Yafrir would be forced
o withdraw his vessels and battle
brothers from Vraks. The Angels of
Absolution had authority to join the
finale of the siege but only on the strict
condition that they would be allowed to
search for the Alpha Legion, and any
prisoners, in particular Arkos the
Faithless, would be theirs and theirs
alone, to return with to the Rock. No
Inquisitorial interference would be
tolerated in Pursuit of their mission.

Th(:! Negotiations left Lord Hector Rex in
a difficult position. On the one hand here
was the opportunity to deploy a fresh,
Powerful strike force into the Citadel, but

price was to lose control of any
information the Alpha Legion could
reveal for the future, He conferred with

Interrogator Chaplain Beicy

his closest advisors. U
Inquisitor Lord hag to deadm:tza:
trust the Dark Angels? Would Azrse
make good use of any information he
acquired? Would hig Chapter e i
purely for their own ends, o for e
good of the wider Imperium? Eventian,
Interrogator Chaplain Belphegor ans
Master Yafrir had their answer. They
may deploy to Vraks - wim e
Emperor's blessing. They would haye
free rein to plan and execute any
Operation they needed to. Lord Rey
should be kept informed, but he Woulkt
allow any Alpha Legion prisoners taken
to be turned over to the Angels of
Absolution. The deal was done. The
Space Marine officers retumed to e
Liberatorii Delictum to prepare the
attack. The Angels of Absolution wous
fight.

Master Yafrir's brothers would be
launching a drop pod assaultl dees
into the Citadel. The designated dop
Zone would be the outer wards mas
plaza. The drop would be preceded by s
wave of Deathstorm drop pods to clear
the area, then Belphegor and his batte
brothers would descend upon the
enemy in a lightning strike. Their targe!
would then be the Basilica of St Leons
the heart of the Citadel. They wouk
sweep it clear and then press on deepe’
into the Citadel as required. Supporfng
ground forces would be landed ahead of
the attack and move up via the Cardrngl
Gate to join the deployed force, Maste
Yafrir would command this force. Whis!
the vast majority of the battie hrcﬂ"
were engaged with the heretics, B¢
Liberatorii Delictumn and the Repeni
would begin their own operation 10
and destroy the Despoiler clast
battleship Anarchy's Heart. T
destruction of the Anarchys Heet
wherever it was hiding, was the siie
force’s second objective.

When Lord Rex received thesé D":
and reviewed them, he decided ¥
maximize the advantage he had gane
from the unexpected reinforcemens
The Angels of Absolution operaw®
would form the core of his final

1o clear the Citadel and end the Se¥
Fex would again don his amo¥

Lora |

heath Arias and lead his own SR



force. The Red Scormpions would also
join in the kill, springing from their
breach head at the St Leonis Gate to
ciear the Cardinal's Palace. The
imperial Guardsmen would be called
upon too. It was only right that after so
long and so many dead that the men of
Krieg should be in on the final act of the
war, The 150th regiment would be
ordered to join the overwhelming
assault, and the last of High Princeps
Drauca’s Titans would again support
them. At last the final battle of this long
war had come.

The Final Battles

Before the ultimate attack could begin,
the Citadel was again subjected to a
heavy and sustained artillery
bombardment. The guns of the Krieg
artillery companies poured shells onto
the hill, overloading the remaining void
shields and smashing the buildings
within with concentrated fire that
pummeled it day and night. Buildings
were smashed into rubble and dust and
towers collapsed in an infermo of
destruction. Marauder bombers added
o the firepower now crushing the
Citadel into ruins. The bombardment
aimed to reduce much of the Citadel to
rubble in the hope of sparing the
attacking infantry the task of clearing the
buildings room-by-room. By the time the
assault came, it was hoped that there
would be little left of the Citade! but
ragged shell-tom remains amidst piles

of masonry and shattered stones
churmned into dust by repeated artillery
impacts. Hidden below ground, the
defenders would no doubt endure the
punishment and emerge to face them
when the attack came. The Citadel had
been their ultimate objective for so long
the heart of the enemy’s resistance, and
it glowered down from its peak as if with
an evil eye, seeing all that moved on the
battiefields below, protecting the enemy
and his stores within its impenetrable
walls. Now it was no more. Even the
sacred Basilica of St Leonis was
targeted until repeated Bombard
shelling felled the great spire. Men
below cheered as first the spire leaned,
then it siowly tumbled, crumbling into
more ruins scattered across the inner
ward's plaza.

As the destruction continued, playing
out Lord Rex's promise not to leave any
stone upon another on top of that hill
the many elements needed for the final
battle were readying themseives. The
Liberatorii Delictum was primed, her
bombardment cannons were already
joining the barrage that was prepanng
the ground for the drop pod assault. It
would be targeted on the great
courtyard and would take careful
planning and precision execution to land
the first waves on target. On the ground
the armoured vehicles of the reliet
column were in place along with thesr
supporting squads.

The remaining Red Scorpions squads
were aiso ready. Re-armed and
reinforced, Inquisitor Rex inspected the
troops before sanctioning their attack
plan. The Chapter had taken heavy
losses in winning their foothold, but the
war was not yet won, so they must fight
again. The St Leonis Gate had been
heavily reinforced by guardsmen, so the
Red Scorpions could withdraw in
preparation for their next mission

Underground the engineers were ready
for the final push and breakthrough into
the undercroft. Their assault would
require every available engneer
company for a sustained effort 1o Clear
the Citadel from below. Inquisitor Rex
expecied the Adeptus Astartes
Terminator squads o join that mission
once they were freed from operations
on the surface. Lord Rex would now
lead a Grey Knights strike force
personally. His first objective would be
the former Priory of the Argent Shroud,
followed by the inner keep with the
censorium tower and the Aedificium

Lord Rex knew that what awaited them
inside was going to be a hellish enemy
- the last Warp spawned dregs, but
fighting with a ferocity bome of
desperaton The Citadel was now the
haunt of daemons and mutants
Warﬂmsedwwm
andumarnedmmmwhm
mmwmmwm
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 jwas the heart of darkness, a canker, a
~ corrupted and blasphemous boil that he
~ was about to lance. The result would be
messy and bloody, but once it was
 done, this war would be over.

The first Angels of Absolution drop pods
flashed across the black skies of Vraks,
small bright burning comets as they
entered the atmosphere, adjusting their
course as they approached, retro-

firing to slow the descent before
impact. Their inertial guidance systems
brought them down directly on target,
each drop pod landed, crackled open
and unleashed a torrent of bullets and
missiles, smothering the plaza in fire as
the Deathstorms cleared the drop zone.
The next wave of drop pods was already
close behind, as was the third. They
came crashing in, smashing into the
rubble to disgorge squad after squad of
bone-armoured  Space  Marines,
weapons leveled and ready as the
ordeal began. The squads divided and
headed for their objectives.

As the firing began, the Red Scorpion’s
Lord High Commander Ortys gave the
order to attack. Led by his assault
squads the battle brothers moved out,
using the shattered remains of the
colonnade as cover as they closed in on
the Cardinal’s Palace.

Below ground the Hades drills whirred
into action, hacking the last few metres
of rock away to breach the undercroft,
behind them the first engineer squads
scrambled through, preceded by a
barrage of grenades and demolition
charges, before they too began their
own horrific battle in the deep darkness.

The 150th siege regiment’s leading
infantry companies, mounted in
Gorgons, made for the Cardinal Gate,
slowly climbing the hillside once again,
before ramming into the rumble piles
that barred their way ~ all that remained
of the gate and its surrounding walls.
Their mission was to clear the outer
ward and its garrison blocks, buildings
now mostly reduced to mere shells by
artillery and fires. The grey-clad infantry
plunged into the Citadel, bayonets fixed
= Demolisher siege tanks in close
Support and behind them came the
heavy footfalls of the Titans.

Lord Rex knew that scouring the Citadel
would take days, perhaps weeks of hard

. The daemons soon came
again, the crackling warp rifts spilling
more of their hated kind into the world to
‘M*_ and chant, leaping amongst the
fubble piles, hacking and lashing with
_ﬁ“. alt the Space Marines and
Quardsmen. For days the battle was a

bloody mess,

enemy was no longer a 0ti-tat'::imrm:::te
well-equipped and determined army, n
was now just a rabble of '
who knew their downfall had come
There were few Traitor legionnaires left
now. Most had abandoned Vraks, even
Zhufor had gone, his sia,
il g Is  slaughter

Within the Cardinal's Palace, the Red
Scorpions found the remains of the
Apostate Cardinal's Quards. Men no
longer, they had become more like
m_addened beasts or psychotic animals,
Discipline and order had now ceased to
have any meaning, they just fought
because they knew nothing else, and
they could not surrender, Many had
become mutants, others had been given
over 10 possession. In the shattered and
scorched remains of its former ornate
splendour, the Red Scorpions moved
forward with well-rehearsed precision.
Each squad knew its role, moving and
covering, blasting a path into the heart
of the palace, whilst the assault squads
forayed forward at need to clear enemy
resistance points in brutal hand-to-hand
combat, Dreadnoughts in close support.
It took the Red Scorpions four days to
purge the Cardinal's Palace of the
remaining heretic dregs that defended
it. No prisoners were taken.

Last Stand of the Faithless
Meanwhile, Interrogator Chaplain
Belphegor led his battle brothers
towards the massive arched entrance of
the ruined Basilica. It was now a shell of
a building, choked with rubble, fires still
burned inside, their smoke thickened
the air. The Angels of Absolution had
planned the attack in detail, and each
squad had its own objectives. Chaplain
Belphegor was leading the Sternguard,
veterans of 1st Company. It would be
they who would face down Arkos when,
or if, he was found. Careful
reconnaissance work from orbit had
revealed that the Alpha Legion were still
in the Citadel and formed the backbone
of the Basilica’s defences. Arkos’
warband had been much reduced by the
long war, but the potent Chaos Lord
would not be far away and he remained
a dangerous opponent even for the
vaunted Space Marines.

Bolt shells were already exploding, their
thunderclap detonations echoed around
the Citadel. A salvo of cyclone missiles
erupted around the Basilica's entrance
as Belphegor's men climbed the wide
steps up to the archway, into the enemy
fire that was now whipping around them.
Cresting the steps, Belphegor f:_ail the
jarring fire of bullets whining off his own

that now enguifed the enemy. Taking

plasma gun and fired. Instantly a
barricade was vapourized along with its
defenders by
hydrogen impact. The Chaplain
charged, his brothers beside him, the
énemy rose in response and charged.
Suddenly it was a swirling méiée
amongst the rubble Hacking and
slashing, Chaplain Belphegor smashed
his crozius into the face of a mutant and
saw its skull shatter like thin glass. His
back swing swept another mutant of it
feet, betore he stamped down on his
screaming victim, his heavy Terminator-
armoured boot crunching bones
beneath it. From somewhere a flamer
unleashed a blaze of buming
promethium, a gush of flaming orange
liquid washed over him, but encased
inside his armour he barely felt the
intense heat. Still buming, he charged
on, pilching head long into a huge
mutant creature, all slimy skin and
festering wounds, its face insectoid with
mandibles and fiy-like eyes. Again the
crozius rose and swung. the bone at the
creature’s knee broken, its leg buckled
under it. A second swing smashed its
chest, exposing broken ribs and spilling
internal organs. The creature flalled
wildly, its claws gouging uselessly
across the Chaplain's armour as it
writhed. Belphegor paused to fire a
bolter shell into its head, which
exploded in a shower of blood and pink
brains that spattered across the stones.

Soon, the enemy was falling back, the
assault had broken them. The
Sternguard squad kept them running
with more bolter shells that sent them
diving for cover. The Basilica's entrance
had been captured. Belphegor ordered
a halt. Now he needed his support

it soon arrived. The Space Marine
armoured column had roared up the hill
Land Raiders and Vindicators in the
vanguard as they scaled the wreckage
of the Cardinal Gataandpwroﬂddcm_m
into the Citade! behind. The heavily
armoured vehicles could not be
delivered via drop pod and s0 had been
landed days before. When the drop pod









Inside the Angels of Absolution squads
spread out and began to search the
rubble. The Basilica was vast. Rubble
mountains had formed inside where the
roof and interior walls had caved in. The
battle brathers fought their way towards
the transept. It too was now just
shattered remains, but here the

now, he was trapped in his lair. He had
done his worst on Vraks. His plotting
had brought about this long war and
millions had died for it. But there would
be no escape now.

Old Foes

Trapped with nowhere to run, the
Traitor-lord attacked in a rush. Master
Yafrir met his charge, springing forwards
and thrusting hard with his powersword
clutched in both hands. But Arkos rolled
aside, letting the blade side off his
breastplate and into his thick shoulder
pad, then, fast as a snake strike,
rammed his own blade forward and up
into Yafrir's face plate. The visor
cracked, plunging the warp-sword's
point into the flesh beneath, tuming it
into a bloody ruin. Then Arkos shoulder
charged, battering the wounded Yafrir
backwards, off balance, before a
second hammer blow from the
darkblade sent his enemy crashing to
the ground. He stood over the wounded
and barely conscious Yafrir, killing any
who came to rescue him. One after
another Space Marines were cut down
with warp-powered blows that shattered
armour, flesh and bone as they fought to
save their commander.

Chaplain Belphegor arrived as Arkos
stood over Master Yatrir, one foot on the
fallen Space Marine's back, pinning him
tomegroundasbloodpooled under
him. The last two survivors of Arkos’
warband flanked him, empty bolt guns
discarded, blood-splattered chainswords
in hand.

“YieldI" bellowed Belphegor. “Yield or be
destroyed!”. Arkos laughed in contempt.
Yield to what, capture and torture? He
would not. He was surrounded now,
more of the Angels of Absolution had
come to their Master's aid, if too late,
but there would be no escape for Arkos,
He raised his sword in challenge and

slepped forwards,
beside him came the Sternguard

Belphegor's intervention had savad
Master Azrael's life. If Arkos

Wfﬂsoldhehashowedno
$19n. Now would be vengeance for the
m:dwmmwlsm

- "Come and die
bellowed Arkos, ang Belphegor
attacked. His croziys swung  with
fushing force, but Arkos parried, whip
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Emperor was with him, m::'“
were being driven from this place, ang
now was his time. The crozis Qifterag
with a patina of power as he smaghes
Arkos' weakening parries aside, then
drove the weapon’s Omate handle haw
into his enemy's face. Arkos
stunned, his guard down and
slammed the crozius down agam
cracking against Arkos' skull, who sank
to his knees, blood pouring down hs
neck and onto the fioor, where it ran in
fivulets into the dust. Dazed and bady
wounded Arkos tried again to raise hg
sword, but the Interrogator-Chapiain
stood over him, and swept i aside with
contempt. “Seize him!™ he ordered fe
battle brothers close by, tuming 1o see
that both Arkos' last bodyguard had siss
been cut down. “Find an apothecary i
is imperative that this man be kept alive.
And disarm him.”

Immediately, the Interrogator-Chapiain
looked to Master Yafrir, turning him over
The Company master was already
dead, the lower half of his face
smashed. He had bled to death, even
his superior internal organ's unable &b
compensate for the sudden masswve
blood loss inficted by Arkos' blows. The
Chaplain said a short prayer for the
brave officer's soul before the
Apothecaries arrived 1o take away hs
body and recover his precious
progenoid gland. Belphegor deemed
their mission complete. The order was
given for the Angels of Absolution ©
disengage and withdraw.

The Destruction of the
Anarchy's Heart

With its payload of drop pods am
Thunderhawks released to Viaks
surface, the Liberatorii Delictum set oul
in search of the Anarchy's Heart. Last
sighted in the system in 824.M41, he
enemy battieship would no doubt b8
lurking in the outer asteroid fieids, hdng
and awaiting its master's call. She
remained a major threat to e
Imperium’s shipping in the Vraks system
and for those surrounding it Fof that
reason alone her destruction
greatly aid the war, but the Angels &
Absolution hoped that the sudden a1
on the surface and the end of the Sege
would flush the battieship out DY
this missior. the strike cruiser Repenta®

would act -5 scout, with a single e
both searching the asteroid m'm
the balt.  barge and #s

postioned hamselves mhw
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should any contact be made or
“ﬂnnmmm"
run towards Vraks.

expected, the final battle on the
:.Mumuwmmﬂs
hiding place. The war on the ground
was lost. and Arkos and his survivors
needed an escape plan. At 288830.M41
the Repentant’s long range augurs
detected the energy spike as the
Despoiler powered up its engines.
Immediately the Liberatorii Delictum
moved to intercept and the two colossal
capital ships were about to meet in a
dual of titanic firepower. Both traitor and
loyalist ships bristied with massive
weaponry behind banks of void shields
and thick armour plates. The two
leviathans were a match for just about
anything else in the galaxy, and equal to
each other.

Engines at flank speed the Liberatorii
Delictum closed in on the Anarchy's
Heart. The enemy’s first salvoes began
1o detonate against her armoured hull,
void shields shrieking in resistance to
the ttanic energies of lance battery
impacts. The captain ordered the
forward batteries to return fire, and the
duel had begun.

The Anarchy's Heart did not run but
turned 1o bring her broadside to bear.
The Space Marine vessel was fast, and
mwmmmb&
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vulnerable engine rooms and plasma
reactor chambers of the battleship.
Anarchy’s Heart was losing power now,
and the Liberatorii Delictum was moving
in closer. With her cargo of battie
brothers all landed upon Vraks she
could not risk a boarding action, but her
orders were not to capture the enemy
vessel but destroy it. Her lance batteries
raked the enemy's flanks again, and
opened a great breach in her hull,
bleeding oxygen into space, that soon
ignited into a sudden fireball that flashed
in the void.

The traitor battleship was dying. Listing
heavily her remaining batteries still
returned fire, but explosions were
shaking her from prow to stern as
uncontrollable fires within took hold. A
plasma reactor overheated and
detonated at the stern, tearing away
more engines and leaving a trail of
debris in her wake. The Repentant
manoeuvred away, her job complete.
The Space Marine battle barge finished
the job.

The Anarchy's Heart died. One by one
her guns fell silent as the Liberatorii
Delictum turned her bombardment
cannons onto the enemy's
superstructure, blasting the enemy
vessel again and again. It was a storm
of fire that would have seen any vessel
in the galaxy smashed apart.
Defenceless, the Despoiler class
battleship was hammered into burning
debris as she was torn apart by internal
explosions. The Space Marine battle
barge banked away, her own damage
control teams fighting to bring the fires
under control. The ancient traitor
battleship would never again threaten
the Imperium’s shipping lanes.

Into the Undercroft
Whilst the assault raged across the
ruins of the Citadel, deep below the
engineers of the Krieg regiments began
their own battle. They had undermined
the Citadel rock; it had taken them over
Six years of work, digging, digging,
always digging, until they had cut their
way through forty kilometres from the
inner defense line all the way to the
Citadel. Their Hades drills and
charges smashed through
the last few metres of rock and into the
depths of the Citadel and its armoury.

Much like an iceberg, what was visible
of Vraks' Citadel was only a small part of
the whole. The Basilica and other
surface buildings were all impressive
architecture in the grand style of the

+ @ physical statement of great
power, but the workings of the Citadel

were below

kilometre of grm*% [
galleries, storerooms “Wnth, n
great geo-thermal heat “:’:: L]
energy from the planet's l!n..
massive transformer Chambers ~
thrummed  with energy s L°
harnessed the power ang iy
distributed it via y ':

E

sucked up that Power to generse
Citadel's many defensive void
Also forming part of this

city was the central amoury. Hers, &y
thousands of years, military stores of »
kinds had been racked up, There wes
vehicles and there that has
not seen a battlefield in millennia. Wy
had been pressed back into Senvioe m
the war closed in around the Citads
such as the Malcadors and rarer stil e
Valdor tank hunters. The tank huntes
were ancient vehicles equipped with
powerful but dangerous neutron lase -
a weapon of advanced technology now
lost to the Adeptus Mechanicus T
upper levels had been tumed it
gigantic barracks and persoms
shelters from the incessant shelling ¢
air raids, as well as huge medks
facilities and laboratories which had
been put to heinous use

Thousands upon thousands of Kee
engineers now set about the fask o
clearing the Citadel’s undercrofs
Corridor-by-corridor, chamber-by
chamber they fought with grenade ad
shotgun. The enemy had tumed fe
depths of the Citadel into a vision of hel
setting loose all manner of twisied
mutated creatures; some once humat
others far less so0; spawn that crawiec
and slithered, mutants that howled a%
screamed, warp-beasts and the lea'
hounds of Xaphan. They had once bee
guard dogs, great mastiffs commosy
used by the garrison to keep rowdy i
rebellious work gangs in order. The
had been hundreds on Vraks but ey
were now no longer :
such. They had been used as hoss
the possession of ravenous daemor
spirits, and now they were masse
blood-thirsty dog-creatures wilh ::
tangs and claws that lived only © -
mortal blood. So large were mﬂ
only an Ogryn's brute strengih
restrain them. Now the W‘:
stalked and hunted Mm‘.
corridors of the undercroft, Wm
tortured baying that froze the



corner and in every chamber. Progress
was slow, and the dark, dripping
corridors became a charnel pit of
corpses, friend and foe alike. Hundreds
died on the first day and the engineers
had only gained a small foothold on the
lowest levels. More squads followed the
first into the hell-hole, and more men
died screaming on the fangs and claws
of the warp-spawned beasts. The
engineers fought back, using their
gas grenades to clear rooms. In

the darkness the fighting was gruelling,
but by sheer weight of numbers and
bitter determination the Krieg engineers
pushed onwards and upwards toward
the surface, It would take weeks of

fighting.

The Priory of the Argent Shroud

As the Angels of Absolution were
fighting for the Basilica of St Leonis and
the Red Scorpions were clearing the
Cardinal's Palace, Lord Hector Rex led
his Storm Troopers and the Grey
Knights into the Priory of the Argent
Shroud. A squal, solid fortress in its own
right, it had once been a base for the
Sisters of Argent Shroud, and the
Inquisitor's mission was now to clear
the priory and if possible find evidence
of the missing Sisters. It was here that
the Inquisitor Lord found Xaphan, the
Apostate Cardinal, cowering ~ the man
in whose name so many had fought and
died. The man who had, by his
misplaced ambition and twisted faith,
sel in motion the series of events that
had led 1o a daemonic incursion on
Vraks. The man who had proclaimed
himself the messiah of the apocalypse.
He was a man no longer.

The war as good as lost, Zhufor had
departed but not before he'd had his
final vengeance upon the Cardinal,
Zhufor despised Xaphan as a weak
mortal and so he had personally
dragged the Cardinal from his wretched
dungeon and left him to the Sorcerers of
Nurgle. They in turn had visited a
terrible end upon the Cardinal,
Screaming in terror, Xaphan had been
offered to their god and for Nurgle's
pleasure he had become spawn - a
glant mass of tentacles and claws,
drooling and jabbering nonsense.
Insane, the last of his reason and self-
will torn away, the Cardinal was now an
idiot-creature. Such was the fate of
those that strayed too far from the
Emperor's light. The Grey Knights now
unleashed that purifying light to purge
the spawn from the galaxy forever.
Thrashing and wailing, the spawn that
had once been Cardinal Xaphan was
blasted apart by lighting cast from their
‘nemesis force weapons.

Lord Rex and his men

bright in
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dungeons below, the Prior Ju.m:
Ophia's squad reported having found
survivors. Lord Rex joined him 1o
discover within the terrible and ruined
remains of six prisoners. All had once
been Sisters of the Argent Shroud,
captured during Xaphan's uprising.
They had spent eighteen years in the
dungeons, subjected to unspeakable
tortures. Each was now half-starved and
insane. Mute from the horrors inflicted
upon them, their eyes were hollow and
unseeing. Stupified, the Sisters no
longer recognized friend or foe. In
closely guarded secrecy the Grey
Knights took the Sisters of Battle away,
transporting them to their strike cruiser
above. The prisoners might have been
used in ceremonies of daemonic
possession or as daemon-vessels
themselves. They could not be allowed
1o return to their order - who knew what
daemonic influence they might carry
within them! The Ordo Malleus would
hold them as prisoners of war and learm
what they could from them. For the
foreseeable future their detention must
continue, only now it would be inside an
Inquisitorial cell.

After two days of combat the Priory, now
reduced to a burnt-out shell, was
cleansed. Inquisitorial Storm Troopers
were ordered to garrison the remains
whilst Inquisitor Rex turned his attention
to the last of the Citadel's surlace
bulldings to remain unfought for ~ the
inner keep.

Once the inner keep had been the
secure nerve centre of the Citadel, Here
the astropath's censorium tower
reached lowards the clouds and the
Inquisition had maintained their own
inner fortress, the Aedificium, from
where Inquisitors and their strike forces
could be equipped and where prisoners
could be detained and interrogated, It
had also contained the holding cells for
the sector's tithe of captured pskyers,
destined for the Black ships that would
ferry them 1o Terra. Those cells had
been emptied by Xaphan and the rogue
psykers had been set loose upon \{rakls
~ just another of the Apostate Cardinal's
criminal acts. Access 10 the inner keep
had been highly restricted. It was
separaled from the main Citadel by the
plunging ravine which was sp&nnod by
a narrow, fortified bridge. Artillery shells
had now destroyed that bridge, SO
isolating the Inner keep. It was also

ok Siege of Vraks
the keep's walls that Hector Rex
suspected that the heretics had
attempted to open a warp portal. It was
from here that the Daemons had been
allowed to spill onto Vraks. Even if the
warp portal was now sealed, it must be
destroyed lest it be re-opened at some
unknown future date, Inquisitor Rex also
mmumewupmmmm
opened itself, but its monsterous power
had also caused the weakening of
reality to the point where warp-rifts had
started 10 tear through from the ather
wherever the fighting on Vraks was
heaviest. Destroying the warp portal
would be dangerous, even for the battle
hardened Space Marines. It was a task
for the Grey Knights alone. So Inquisitor
Rex summoned Brother Captain Stern
10 his aid again. They were lo plan and
execule a teleport assault against the
inner keep. Inquisitor Rex and a hand
picked force of his best Ordo Malieus
Inquisitors would accompany them. The
destruction of the suspected warp portal
would be the penultimate act in the
Vraksian war. When it was gone, all that
would be left would be the mopping up
of the remaining Chaos worshippers

The Guardian of the Portal

It seemed likely that Zhufor and his men
had used the portal 10 escape, throwing
themselves to the whims of their gods,
They would emerge wherever Khorne
deemed it fitting, perhaps recalled to
some daemaon-world deep in the Eye of
Terror, perhaps cast to some other bitter
warzone 10 again fight for their master.
The Traitor Legionnaires had not left
without leaving their enemies a final foe.
The daemonancers had summoned and
bound a creature 1o protect the portal. I
was Uraka Warfiend, a Daemon prince
of Khomne. His legions now awaited
within the inner keep, a daemonic farce
sent as sentries 1o guard the portal for
all eternity.

They did not have so0 long to wait. Al
411830,M41 the Ordo Malleus and their
Grey Knight squads teleported from the
Honours-Amentum into the Aedificium
to clear the last stronghold of the enemy
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Then Uraka Warfiend himself came o
meet the Grey Knights hero. A massive
beast. snarfing and spiting, fangs
encrusted with the blood of his past
victims. Encased in the warp-forged
brass armour of Khome, in his hands he
held a massive pole-axe, a cruel
execulioner’s weapon. With it, he
bellowed, he would take Captain Stern's
head. and Khome would mount it as a
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beast sent him crashing to the floor, his
sword smashed aside.

Justicar Ophia arrnived, his squad with
wounded. The guardian of the portal
was stood over Stern, bringing his axe
back for the killing blow. Instantly, Ophia
fired, as did his men, a volley of
psychically charged boiter rounds
detonated around the Daemon prince,
tearing chunks from his armour.
Wounded and enraged Uraka saw his
new foes and lurched towards them. He
saw Captain Stern too late, his sword
recovered, lunging after him. The white-
hot blade of his force weapon found a
fresh niche in the brass armour and
Stern drove it home with all his might.
Uraka beflowed his last. A roar of pain
and anger that boomed around the
keep. Then, in a flash he was gone -
banished back 1o his master's dark
reaim. That powerful thrust was the
Grey Knights Captain's last action of the
campaign. Still bleeding, he was
returmed to the strike cruiser for urgent
medical attention whilst Hector Rex and
his men dispatched the last of the
guardians. With the daemons
destroyed, they gathered before the
fune engraved columns that encircled
the sealed portal and combined the
power of their psychic minds into a
twisting holocaust of destruction that
vaporized the portal. It was over.

Epilogue
At 414830.M41, the siege of Vraks was
officially declared at an end. The
Administratum  scribes  that had
recorded the first shells fired now
compieted their report, closed the thick
into which they had scribbled
detail of the war, and sealed it
their stamps, not to be re-opened
before it reached the headquarters of
the Lord Militant Obscuras. He in turn
would see copies made for his own
then forward the Liber
Vraks Obsidius to the great central
Mmmmm_
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had been caught up in Apostate

Cardinal Xaphan's mispiaced ambitions

now almost all had been purged

the galaxy. Exact numbers of
never

Thesurroundinglandmm.“
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with the detritus of many past bates
The tank hulks would gradually tum g
mslandslo\ﬂymouharmum
as would thousands of kilometers o
razorwire. The trenches remained. wis
their dug-outs and bunkers. Beioa
ground the labyrinthine tunnels hacked
out by the engineers would also remair
abandoned, deserted and silent.

Crossing the Van Meersiand Wastes
remained dangerous long aher the
armies had gone. There was st many
hidden minefields and unexpioded
shells buried in the mud. Worse wese
the chemical weapons sl g
unexploded. or a sudden storm might
re-energise ground soaked i
poisonous chemicals that would bilow
up to form new deadly fogs of greensh
gas, drenched in acid thal could st
fiesh from bone. The shattered remars
of the three outer defence lines aiso
remained - smashed bunkers and
piliboxes testament to the ferocity of the
fighting that had destroyed them. Vraks
was now a world beyond reciamation !
the Departmento Munitorum ever hoped
to rescue the planet as an armoury, fhen
it was to be disappointed in ha
ambition. The original armouries were
all gone, destroyed in the fighting. The
supplies were also gone, used up by he
war. Little of anything remained i b
reclaimed.

In the years to come, the Ordo Malless
would conduct a long review of whal
had happened on Vraks, and it was Loe!
Hector Rex's conclusion that the Viaki
system should be intercicted
Automated sentry warnings were 1o b
positioned 10 wam ships away, and
perodically Imperial Navy patrois woud
sweep through, making sure the syste®
did not become a haven for peales &
aliens but the planel and system weet
no longer of any value to the Empers



Following extensive investigations and
ns, it was found that the six

Surviving sisters of the Argent Shroud
rescued from the ruins of Vraks were
:wid salvation. Al a stormy session of
oo Inquisitorial Conclave of Scarus, all
were sentenced to a merciful
execution at the hands of the Ordo

Malleus. This brought outrage from the
Ordo Hereticus Inquisitors who wanted
members of their Ordo Militant retumed
to them. Repeated appeals from the
Cardinal Astral Scarus and protests
from the Lady High Abbess of the Order
of the Argent Shroud for the returm of
her sisters were all overruled. The six

martyrs of Vraks, as they came o be
known, were considered 100 dangerous,
100 tainted. They had seen 100 much
and been exposed 1o daemonic activity
and only the Ordo Malleus was
empowered 10 deal with they cormuphion
Now Inquisitor Lord Rex had some
small measure of retribution for the
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Ordo Hereticus' actions during his
campaign. As the Council's Proctor-
General it fell to him to stamp the six
death warrants.

The execution was carried out at
219833.M41 at the Inquisitorial fortress
on Oitus-Proxima. The six martyrs were
put 1o the cleansing flame and sent to
their Emperor with prayers still ringing in
their ears. As the executioner presiding
explained ‘it was for their own salvation'.
It was the only way 10 save their souls
from the taint of Chaos that lay upon
them. The Ecclesiarchy, and in
particular the Order of the Argent
Shroud, would not quickly forget this
‘criminal act’ commitied against them.
Of Zhufor the Impaler, the Butcher of
Vraks, little is known. He remains a
grave threal to the Imperium. Still
regarded as one of Abaddon's strongest
leutenants, he commands a potent
Khornate warband and his ship the
Blood Dawn has been identified leading
many bloody raids from the Eye of the
Terror. At the end of the 41st Millennium
he and the Skulltakers would be at the
forefront of Abaddon's 13th Black
Crusade. Four attempts by the Officio
Assassinorum 1o find and eliminated
him have all ended in failure.

The fate of Necrosius is also unknown.
His warband, the Aposties of Contagion,
are still considered to be at large. Like
Zhufor, he would re-emerge to plague
the Imperium, and his warband were
also identified amongst the traitor ranks
of the 13th Black Crusade.

Following his victory, Interrogator-
Chaplain  Belphegor immediately
withdrew from Vraks. He took with him
15 prisoners, all Alpha Legionnaires.
Whether they included the infamous
Arkos the Faithless neither the Dark
Angels or the Angels of Absolution
would disclose. Master Yafrir's body
was returned 1o his battle barge for
transport back 1o his Chapter's
catacombs. Soon after embarkation, the
Liberatorii Delictum vanished from the
Vraks system, no further
communications were received. To this
day the whereabouts ol Arkos the
Faithless are unknown, but the Ordo
Malleus regard him as having been
captured on Vraks. He is officially listed
as being a prisoner of the Dark Angels.
What secrets he has revealed to them

home base on the forgeworld of Lucius.
Twenty-two Titans had fought alongside
the Krieg regiments, and their firepower
and thick armour had smashed the
enemy lines time and again. Over the
course of the war there had been
losses; nine Titans in all had been
destroyed — three Reavers and six
Warhounds. The losses they had
inflicted upon the Traitor Titans of Legio
Vulcanum had also been severe. They
claimed fourteen kills, although exact
numbers could not be substantiated. If
this claim is correct then Legio
Vulcanum had paid a heavy price.

Of the other traitors to the Imperium,
most were killed, including the Apostate
Cardinal Xaphan himself. Deacon
Mamon, the Cardinal’'s closest advisor
was also assumed killed on Vraks,
although there has been no official
confirmation. If, as rumoured, he
actually did attain the honour of daemon
prince, then it may be that he is now a
creature more ‘of the Warp' than of the
material universe. His name has been
added to the Grimoire of True Names in
the event of a subsequent summoning.

Despite the Ecclesiarchy's requests, the
Bones of St Leonis were never
recovered. The relics of the Saint were
lost in the battle, and the Ordo Malleus
has declined requests for an Ordo
Hereticus-led mission to Vraks to
attempt to recover them. Most likely
they were used in some diabolical ritual
by the daemon-worshippers, but they
may still lie buried in a deep catacomb
below the Citadel hill. The recovery of
the religiously significant artifacts was
never a stated aim of the campaign, and
S0 it was never given any priority by the
Inquisitors fighting on the ground. The
current Cardinal Astral Scarus has since
stated that he wishes one day to find
and re-inter the bones of the revered
saint. The Inquisitorial interdiction on the
system means that this will not be
possible for the foreseeable future.

For the Grey Knights, Vraks was just
one more in a long line of shining
examples of their value to the Inquisition
and the Emperor. No other force could
have faced the repeated warp rifts and
incursions and triumphed. Captain
Stern recovered from his wounds and
continues to serve his Chapter. He is
regarded as one of its greatest heroes.
The broken body of Captain Arturus,
critically wounded in combat with
An‘ggrath the Unbound, was returned 1o
the Chapter Monastery upon Titan and
there it was interred within a
Dreadnought sarcophagus to continue

his service 1o the Chapter. For his

courage on Vraks, Justicar O
promoted to replace him, Ophia wag

Inquisitor Lord Hector heraigeq
as the saviour of fo:?m
;:d won the siege ang ::
arus sector from a far wi feaching
daemonic incursion?;wT?: i
completely vindicated the Cuu:?’
scams‘ decision to indenture the a;
siege army, and the Inquisitor oy,
critics and enemies were forced .
silence. Lord Hector Rex remainm:‘tl
the greatest living heroes of n:
Imperium, and while there would be
many more battles to come, Vraks wag
perhaps his crowning giory,

In the annuls of the | i

wars, Vraks would m"u;'n ::::
bloody campaign, one more name 1y
adorn the battle flags of the Imperia
Guard regiments that had fought ang
died there - and they would now o on
to fight and die again, and again, gn
more of the Emperor's battiefields On
Vraks the siege regiments had endured
a terrible test of arms and won. The
Krieg regiments had again bome the
brunt of the long war, the ground was
litered with millions of their dead fo
prove it. The Imperium had unleashed
its full military might against the
renegades and heretics and, at massive
cost, the siege had been victorious - bt
Vraks had been destroyed in
the battle.



PLANETARY SURVEY: APPENDUM
VRAKS PRIME [circa 414830.M41)

Segmentum: Obscurus.
Sector: Scarus.
Sub-sector: Kerak.

System: Vraks. Four planets (Prime, Secundus
Tertius and Uryx). )

Surveyed: Unknown.

Planets: Inner Planets — Vraks Prime — post-volcanic,
temperate.

Outer Planets: Vraks Secundus - rock
Vraks Tertius - rock
Uryx - iceball, no atmosphere.
Large asteroid trapped in
gravitational field.

Vraks Prime - 0
Vraks Secundus - 1
Vraks Tertius - 1
Uryx -0

Asteroids: Outlying asteroid fields — uncharted

Satellites:

Comets: None known.

VRAKS PRIME
Interdicted World — by Inquisitorial Order.

“Henceforth no man shall set foot upon this world.
and all around shall be set sentinels to ward
against unwary spacecraft. We must accept that
this place is lost to us forever, and is now the
eternal habitation of abomination.”

Summary: Following the 18 year siege of Vraks
against the heretic forces of the Apostate Cardinal
Xaphan and his allies of the Legionii Traitoris, the
unrestricted use of chemical and biological weapons
and the attempted opening of the Vraks portal has
resulted in Vraks becoming a world no longer fit for
habitation. The residue of chemical weapons can kill in
seconds and biological agents are still rife. Vraks is
now a blasted war-scoured world, littered with trenches
and destroyed bunkers, filled with the moulding bones
of the long dead. These places are still haunted by
heinous creatures and the planet (especially the now
destroyed Citadel of Vraks) is subjected to
unpredictable warp rifts.

All human life upon Vraks has now been eradicated,
what remains of its smashed infrastructure is deemed
beyond use and repair by the Administratum. Vraks'
use as an Armoury world has now been terminated.

The campaign to recover Vraks was deemed a victory.

Admittance to the Vraks system is only by Ordo
Malleus authorisation, security grade — Beta-Extremis.
By application to the Chamber of the Proctor-General,
Conclave of Scarus.

Reference: Also see First Vraks Incursion, Second
Vraks Incursion, Third Vraks incursion, etc. Vraksian
War, 166813.M41 Vraks upnsing — suppression of

Official History: see “A History of later sieges -
Segmentum Obscurus, vol V. VI and Vil Vraks, parts
I, I and 111" by Ordo Historicus Master Scribe Usuri

Forward to: Ordo Malleus Archive - Thracian Prime
Copies also to the Department of the Curator-
Prefectus, Archive 118. Officio of the Inquisitorial
Represenative, Terra

Size: Equitorial Distance — 6,300 miles
Gravity: 1.05G

Satellites: None

Population: 0

Rotation Speed: 1,100 mph

Orbit: Mean orbital distance is 172 million kms from
the star.

Climate classification: Temperate - standard
(tempestuous)

Mean surface temperature: 11°C

Tropospheric Composition: Nitrogen 78.8%, Oxygen
19%, Argon 1%, Ozone 1%, Carbon Dioxide 0.1%

Sulphur 0.1%
Tithe Grade: Aptus Non
Climatic Regions: Polar Caps ~ small northern and

southern polar caps, perma-frost, un-explored.
End .. i D>

<<< For further information see Vraks-Prime, Planetary
Survey. Pre-166813.M41>>>
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. Vengeance bolt
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2-3. Bolt gun with scope

Mass-reactive, armour pier iNng, micro-explosive warhaad

Hellfire bolt

Mass-reactive, fragmentation warhead, bio-acid core

Dragonfire bolt.

Proximity fuse, super-heated gas vial core
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eactive, adamantine core, improved propellant

Fenetrator warhead with unstable flux-core. Hazardous
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Brass Scorpion of Khorne encountered by

their operation to clear the tainted Pric



FORCES OF THE
IMPERIUM

Brother Mordechai, MkiV Dreadnought of the Grey Knights Chapter
armed with twin-linked lascannons and powerfist For the duration of the Vraks campaign
Mordechai formed part of Brother Captain Stem'’s strike force
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duration of the Vraks Incursion

Part of Strike Force Stern. Brother C
was Captain Stern’'s second-in-comm
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2. Veteran Brother Jelen 3. Veteran Brother Kaebi

RED HUNTERS
TERMINATOR SQUAD ZOKURA
3rd Squad, 1st Company

1. Veteran Sergeant Zokura
87 missions
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Powersword and Storm bolter
Storm bolter and Chainfist
Storm bolter and Powerfist

Cyclone missile launcher and Storm bolter
The Cyclone is a shoulder mounted, rapid
firing multiple missile launcher, pre-lpaded
with krak and frag warheads. It provides a
Terminator squad with heavy satile
firepower in addil

n to their storm bolters

Storm bolter and Chainfist

4. Veteran Brother Sameer
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5. Veteran Brother Mnarus
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RED HUNTERS
TACTICAL COMBAT

SQUAD DRAKIN
2nd Squad, 3rd Company

6. Veteran Brother Drakin Q

Cha'ptef nge a3 sted in the ba




7. Brother Ashage

14 missions

9, Brother Daorm

8. Brother Ardsyna

10. Brother Mora
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Imperial Armour

GREY KNIGHTS
LAND RAIDER REDEEMER

Lakc all Space Marine Chapters, the Grey Knights have their
own Chapter foundry, forge and manufactorum, all protected
within the walls of their secret fortress-monastery upon the
moon Titan. The forge provides the Chapter with all its materiel
needs, including the capability to manufacture armoured
vehicles, and its foundries produce the hulls of the Chapter’s
Land Raiders

Of all the Space Marine Chaplers, the Grey Knights make the
most use of the Land Raider’s varied patterns, utilising most of
the available patterns. Having their own dedicated
manufacturing facility means the Grey Knights can keep their
armoury fully equipped. Uniquely, each Grey Knights squad
can have a Land Raider as its battlefield transport should the
need arise.

As with all Land Raiders these are advanced tanks, their
armour being made from sophisticated alloys. It has its own
powerful machine spirit, which is well shielded against
daemonic altacks by inscriptions sigils and wards. These
arcane symbols are often inscribed upon the hull along with
litanies of faith that keep daemons at bay.

The Redeemer pattern Land Raider, itself an adaptation of the
Crusader pattern, is armed with two large flamestorm cannons,
which the Grey Knights’ Master of the Forge has replaced with
their own incinerator units. Fuelled by a volatile mixture of pure,
blessed promethium and psychically impregnated incendium,
luels specially developed to combat daemonic threats. Warp-
creatures find it abhorant, sending them screaming back to the
Warp, their earthly remains a shrivelled husk.

As well as carrying two huge incinerator units, it also mounts
twin psycannons in the hull, replacing the heavy bolters with
weapons better suited to vanquishing the Grey Knights' foes.

The Redeemer’s frag assaull launchers are modified 1o fire rare
psyk-out grenades. Each grenade's negative psychic charge
stupefies daemons and sends anything possessing psychic
powers recoiling in agony, Suitably protected within their aegis
suits, the Grey Knights take advantage of the psyk-out effect to
rush the last few yards to the enemy.

Purging the Daemon and the Possessed from the galaxy by
holy fire is the Land Raider Redeemer's primary role. Loaded
with a cargo of Grey Knights it will speed into the thick of the
enemy horde, incinerator units and psycannons cutting a
swathe before it, clearing a path before the Grey Knights within
launch themselves out into close combat with their foes.

On Vraks the Redeemer was widely used by the Grey Knights
in both Brother Captain Stern’s strike force and later in Brother
Captain Arturus’ strike force During the battles to approach the
Citadel, and in later fighting to force entry into the enemy's
stronghold the Redeemers proved themselves the bane of the
renegades, especially when clearing the ruins of the Citadel of
the last fanatical Chaos worshippers
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GREY KNIGHTS LAND RAIDER REDEEMER ___ rowrs: 270

Transport:
« Twelve models

* Models in Terminator
armour count as two

Fire Points:

0

Access Points:

* 3 — Front access ramp

- Vehicle (Tank)

Wargear:

+ Two sponson-mounted
flamestorm incinerators

* One hull-mounted twin-
linked psycannon

+ Psyk-out assault
launcher

- Searchlight
- Smoke Launcher

Armour
BS Front Side  Rear
Land Raider 4 14 14 14
Unit Type: Special Rules:

+ Power of the Machine
Spirit

+ Assault Vehicle

Options:
Dozerblade for +5 pts
Extra armour for +15 pts

Hunter-killer missile for
+10 pts

Storm bolter for +10 pts
Blessed for +10 pts
Sacred Hull for +15 pts

models. and hatch on each side of

the hull.
Flamestorm Incinerator
Range Str AP Type
Template 6 3 Heavy1
Invulnerable saves and cover saves cannot be taken

agains! the Flamestorm Incinerator. Armour saves may
be taken as normal

Psyk-out Assault Launcher

When assualting directly from the Land Raider a Grey

Knight squad counts as having an Initiative of 10 for the
first turn of an assault

Heavy Support: A Land Raider Redeemer is a Heavy
Support choice for a Daemon Hunters army.

ORDO MALLEUS RAZORBACK ...

he Ordo Malleus have many unique weapons with which to

combat daemonic incursions — the psycannon is one such
weapon. Each shell is silver-tipped, psychically-charged and ritual
blessed, all the better to banish the daemonic forces of Chaos
back to the Warp. Storm Troopers squads in the service of Ordo
Malleus Inquisitors can be mounted in a Razorback adapted to
mount twin-linked psycannons, or an Inquisitor and his retinue
might choose to advance into battle with the supporting fire of a

POINTS: 60

Razorback’s psycannons.

BS

Front  Side Rear

Armour

Razorback 4

1 1 10

Unit Type:

+ Vehicle (Tank)
Wargear:

* Twin-linked psycannon
+ Searchlight

+ Smoke Launcher

Options:
+ Dozerblade for +5 pts
« Extra armour for +15 pts

* Hunter-killer missile for
+10 pts

+ Storm bolter for +10 pts
- Blessed for +10 pts
« Sacred Hull for +15 pts

Transport: Fire Points:
+ Six models 0

Access Points:

* 3 — Rear access ramp and
hatch on each side of the
hull.

Psycannon
Range Str AP Type
36" 6 4 Heavy 3

Invulnerable saves cannot be taken against the
Psycannon. Armour saves may be taken as normal.

Transport Option: A Razorback is a Transport option
choice for Inquisitorial Stormtroopers or an Inquisitor and
his retinue in a Daemon Hunters army.
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MINOTAUR

Arare and all but unknown design on the battlefields of the

41st Millennium, nevertheless, the Minotaur series of heavy
self-propelled guns have a particularly ancient provenance,
and their power remains undeniable. Intended for forward
deployment to provide heavy fire support in the heart of a
battle, the Minotaur is a heavily armoured and highly durable
weapons platform. It is designed to lay down crushing barrages
of ordinance from advanced positions whilst under threat from
enemy fire, before redeploying under its own power. The
Minotaur remains a powerful weapon, far greater both in
firepower and durability than the ubiquitous Basilisk that may
well have superseded it in Imperial service.

The Minotaur series shares many design features in common
with the similarly antiquated Malcador pattern (in particular
engine and chassis features), but in layout and design
philosophy stands almost unique among Imperial war
machines. Owing to their similarities, many of the Imperium's
military scholars believe the Minotaur shares a point of origin
with the Malcador, lost now to the passing millennia. Some
believe the Minotaur is older yet, pointing to obscure references
in the fragmentary military histories of the Great Crusade and
certain frescos found adorning the Templis Nemesii on Holy
- Terra itself which show war machines with the Minotaur’s
unmistakable profile. If this is true then the Minotaur's origins
predate the Imperium of Man and perhaps even the Great
Crusade. The Malcador (an ancient design in its own right) may
even have started off as a variant of the Minotaur, or at least
begun its existence with the intention of utilising the same
manufacturing facilities as this truly venerable engine.

The Minotaur's most unusual feature is its deck layout, which
distributes its engines, drive systems and ammunition storage
evenly across its superstructure and mounts its armament on a
wide central axis point facing rearward, away from the crew
compartment. This centreline weapons mounting has a huge
payload capacity and an inherent tolerance for recoil which

serves to stabilise the vehicle when firing even the most
massive of ordnance. The unusual ‘backwards’ design allows
the Minotaur to reverse into firing positions such as prepared
dugouts or emplacements or even into ruined structures, and if
needs be, rapidly re-deployed ‘forwards’ through ground
already cleared by its passage.

For'a mobile weapons carrier, the Minotaur is also unusually
heavily armoured, with thick plating on all sides comparable to
the protection levels of many heavy tanks — a fact that serves
as a strong indicator of its provenance in the conquests of
humanity's ancient past and likely purpose as an aggressive
weapon. If the Minotaur has a deficiency, it is the complexity of
its advanced construction, particularly in terms of its armoured
defence and the sophisticated hydraulic and recoil
compensation systems that form a key part of its design. These
factors over time may well have led to the steady decline of the
Minotaur’s manufacture to the point where now it is only seen
in the hands of certain specialised siege artillery regiments,
Some reports place thousands of these machines held in the
strategic war reserves of the Departmento Munitorium awaiting
for the call to battle.

On Vraks, the Minotaur made its appearance relatively late in
the bloody campaign for the control of Vraks, along with an
even more unusual war machine of similar vintage — the Valdor
Tank Hunter. It appears that the arsenals of Vraks contained at
least a hundred Minotaurs long forgotten in deep storage,
although they were only encountered in significant numbers as
the Imperial forces pressed home against the curtain wall and
Citadel. The Minotaur's firepower, flexibility and durability
proved telling factors in several artillery engagements, although
their aggressive use by the traitors led to a dozen Minotaurs
being recaptured or salvaged by the Death Korps
Quartermasters. They would later be turned over to the
Adeptus Mechanicus and re-consecrated to the God Emperor’s
service.
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MINGTAUH L L T e T T LT T L ey POINTS: 275

UNIT: 1 Minotaur ARMOUR
BS FRONT SIDE REAR
TYPE: Super-heavy tank, 3 13 12 14

Open-topped
STRUCTURE POINTS: 2

WEAPONS AND EQUIPMENT:

* Hull-mounted, rear-facing twin-linked Earthshaker cannons
* Smoke launchers

* Searchlight

WEAPON
Earthshakers

RANGE STR AP SPECIAL
18"-240" 9 3 Ordnance 1,
twin-linked, 7" blast
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OPTIONS:
The Minotaur may take the following vehicle upgrades from the
Imperial Guard Codex:

* hunter-killer missile ... ..................... +10 pts
e e SR e S N +10 pts
* pintle-mounted heavy stubber . .., .......... .. +10 pts
* pintle-mounted storm bolter. .. . .............. +10 pts
A U e o e S AR e o = SR e +15 pts
SPECIAL RULES:

Indirect Fire: The Minotaur’s weapons cannot be levelled for
direct fire, so it must always fire indirectly at targets, The
Minotaur does not need to have line of sight to fire at a target,
and is a barrage weapon, with the minimum range of 18",

Cross section

1. Driver's controls 11. Recoil piston buffer

2, Driver's seat 12. Radiator

3. Gunnery controls 13.. Fuel lines and pump

4. Ammunition locker 14. Engine

5. Breach 15. Transmission

6. Elevation mechanism 16. Auxiliary fuel tanks

7. Gun axle 17. Engine shield

8. Recoil piston housing 18. Gun brace (used whilst in transit)
9. Spotlight 19. Earthshaker cannon

10. Generator
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VALDOR TANK HUNTER

he Valdor tank hunter is much feared by those who confront

it, and one of the most unusual and certainly most arcane
variants of the ancient Malcador super-heavy tank designs. In
the Valdor's case, the Malcador chassis plays host to a
powerful neutron laser, a weapon system believed to be a relic
from the Dark Age of Technology.

Even though it is considerably more compact in construction,
and far less energy-hungry than comparable weapons on other
super-heavy tanks, such as the Shadowsword’s volcano
cannon, the neutron laser and the neutronic-coil arc-reactor
that power it consumes much of the vehicle’s interior space.
The relative lack of reactor shielding within can prove
hazardous to the crew that operates the machine and
disastrous should enemy fire rupture the reactor's containment
coils. The neutron energy beam the Valdor's main armament
unleashes is capable of rupturing the densest of protective
materials, smashing apart its target's molecular structure and
creating a massive electro-magnetic shock effect in addition to
explosive matter disruption. This shock-pulse can prove
particularly devastating to smaller armoured vehicles which
lack the thick shielding and mass of their super-heavy
counterparts, making the weapon perfect for a purpose-
designed tank destroyer. However, the nature of the neutron
beam is such that if it fails to transfer its energy discharge
entirely to its target, dangerous feedback can occur to the
cannon itself.

The Valdor, believed apocryphally to be named after the
sainted figure of Constantine Valdor, the ‘Emperor’s Spear’ said
to be the head of the legendary Custodian Guard during the
darkness of the Great Betrayal, is reckoned to owe its genesis
and most widespread use to the bitter wars known to later
historians as the Scouring that followed it. This is supported by
evidence found in the cryptic data fragments held by the
Scholastica Bellicose on Mordia, dating to this era. This

document makes mention of the Valdor's use as a counter-
measure to the traitor force's numerical superiority in Land
Raider tanks following the fall of Anvillus-9 earlier in the Heresy.

While the Valdor's chassis and superstructure has much in
common with other war machines of this period, such as the
Malcador and Minotaur, its core systems components are
unique in their design and highly sophisticated, now well
beyond the ability of most Forge Worlds to replicate or
maintain. It is likely then that the Valdor pattern was even in
those shadowed ancient days principally a weapon deployed
by the loyal Adeptus Mechanicus and those Imperial Army
regiments and other forces with close ties to the militant
Machine Cult. So it remains to this day, with production facilities
for the Valdor known to be situated on a small number of far
flung Adeptus Mechanicus strongholds such as Lathe-het and
Cyraxus II, as well as Mars itself. It is also the case that a
scattering of Valdor tank hunters are maintained by the most
venerable of armoured regiments as treasured relics. The
Cadian 1st armoured regiment reported five such vehicles as
part of their strength.

During the Siege of Vraks, the Valdor only made an
appearance amid the renegade forces later on in the confiict,
and had an effect on the battle quite disproportionate to the
number in which they were employed. The 88th army's
intelligence officers believe that there were no more than 20-30
Valdors secreted in Vraks' vast stores, and until the arrival of an
accursed Dark Magos accompanying a warband of the Steel
Brethren Chaos Marine faction drawn into the war, the
renegades on Vraks had neither the knowledge nor skills
required to bring these Valdors into service. The payment the
Steel Brethren took for this service is believed to have been
several working Valdors and a secured data-core detailing the
design, which raises the dreadful possibility of these powerful
machines featuring in the arch-enemy’s forces in the future.
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UNIT: 1 Valdor ARMOUR
BS FRONT SIDE REAR
TYPE: super-heavy tank 3 13 12 1
STRUCTURE POINTS: 2
WEAPONS AND EQUIPMENT:
- Neutron Laser Prajector
- Sponson-mounted heavy stubber
- Smoke launchers
- Searchlight
WEAPON RANGE STR AP SPECIAL
Neutron Laser 2" 10 1 Ordnance 1, primary
Projector weapon, shack pulse,
feedback
Heavy Stubber 36" 4 6  Heavy 3
Heavy Bolter 36" 5 4 Heawy 3
Heavy Flamer Template 5 4 Assaultl
Autocannon 48" 7 4 Heavy 2
Lascannon 48" 9 2 Heawy 1

OPTIONS:
The Valdor may take the following vehicle upgrades from the
Imperial Guard Codex:

o hurer-killermissile = « o st et aasis s +10 pts
& 0070 AT o e e e e e +10 pts
e pintle-mounted heavy stubber . ... .......... ... +10 pts
e pintle-mounted storm bolter . .. ............... +10 pts
O R O s et v rirns e s beate o ot i wiate +15 pts

The sponson mounted heavy stubber can be upgraded to a:

o HEANDORBE o o ol e A a i s et e A el +5 pts
s HeaW Hamer i o b Do RO ety +5 pts
LB 1) 1o 1170y P S LI S 2 e e A A +10 pts
0 R FITION e hT  ate e L TREEI oo U +15 pts
SPECIAL RULES:

Shock Pulse: The pulse of the neutron laser overwhelms vehicle
systems and electronics. Any non super-heavy vehicle hit by a
neutron laser suffers an automatic Crew Stunned result in
addition to any damage normally caused by the weapon.

Feedback: If the neutron laser fails its penetration roll against a
target’s armour (note that successful saves do not count for
this), roll a D6. On a result of a 1, dangerous energy feedback
inflicts an automatic glancing hit on the Valdor.

Unstable Reactor: The reactor used to power the Valdor's
neutron laser is poorly shielded and inherently unstable, as a
result the Valdor adds +1 to any rolls on the Catastrophic
Damage table inflicted against it.
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INQUISITOR LORD HECTOR REX

ORDO MALLEUS INQUISITOR-LORD
AUDITORII-IMPERATOR’
PROCTOR-GENERAL OF THE CONCLAVE OF SCARUS

MASTER OF THE THIRTY-FOURTH
CHAMBER-PRACTICAL

THE VICTOR OF HELLANUS, SAVIOUR OF VRAKS

Inquisitor Lord Hector Rex is a true hero of the Imperium. As a
member of the Ordo Malleus daemon hunters he has dedicated
his life to fighting the servants of Chaos in all their forms, but he
has reserved his special loathing for the creatures of the Warp.
A powerful pysker himself, Rex was first selected for Imperial
service after being screened for psychic potential by the Schola
Psykana. Such was his potency that he excelled in all training,
soon outshining his classmates, most of whom were destined
for service with the Imperial Guard. In his youth he was
subjected to similar genetic enhancement to that of a Space
Marine, his physical body growing massively. He now towers 8&'
tall, is heavily muscled and is in superb condition. Genetic
enhancement complete, Hector Rex was handed over to the
Inquisition for more advanced training and placed as an Acolyte
with Inquisitor Thor Malkin.

After long service across the galaxy, he is now a servant of the
inner circle of the Ordo Malleus, privy to highly restricted
information about the nature of daemons and how they are to
be combated. He is the leader of the Scarus Conclave, its
Proctor-General, with many other Inquisitors and Acolytes as
his servants. He has almast unlimited powers with which to
deal with any Chaos threat in the sector.

Hector Rex bears the honoured title ‘Auditorii Imperator’ which
means he has been granted a personal audience with the
Emperor himself. Rex has entered the Emperor’s throne room

| Pts WSBS S T W | A Ld Sy
HectorRex 285 4 4 4 3 3 4(5) 3 10 2+/(3+)

Equipment: Bolt pistol with psycannon bolts, Artificer Armour,
Storm shield. Arias — Anointed Force Sword

* Grimoire of True Names
+ Emperor's Tarot
» Sacred Incense
Psychic Powers: Destroy Daemon, Sanctuary, Scourging

SPECIAL RULES
Potent Psyker, Massive Physique, Independent Character
Retinue: Inquisitor Rex is always accompanied by the
following henchmen:

* Astropath (Mystic) carrying Emperor's Tarot

+ Exorcist (Hierophant) carrying Grimoire of True Names
and Sacred Incense

* Sword Bearer (Acolyte)
May take up to 9 henchmen from the following list:

t ERMAE o 1o conieains s s s et +6 pts
* IHOIPODHANT toxcvccii s s ko, s ot e +8 pts
b .. (- RN +8 pts
& WVBITION e o e s RS S AT +10 pts
DB i v 5 0 508 et s vttt +10 pts
L .| S S +6 pts

The standard rules from the Daemonhunters codex apply for
these henchmen.
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and kneit before the Golden Throne on Terra to com mune with
the Emperor himself — one of a very few number of living men
who has known such a priviledge. Many High Lords of Terra
never gain such an honour.

Imparted with these formidable powers, Lord Rex has led
armies, called upon the Grey Knights on numerous occasions
and has access to the Imperium's full arsenal of weapons with
which to protect Mankind from the threat of daemonic
possession and incursion. He is hard-line puritan in his beliefs,
accepting no compromise when it comes to dealing with those
that would (or have) trafficked with daemons. He personally
tracked down and captured the renegade radical Inquisitor
Galasek and Rex's own agents continue to seek the
renegade’s misguided acolytes across Segmentum Obscurus.

Lord Rex's most famous campaign was the closing of a Warp
portal on Hellanus IIl. There Lord Rex commanded a strike
force of Grey Knights and fought hand-to-hand with a savage
greater daemon of Khorne, casting its blasphemous form back
into the Warp. In recognition of this deed he was honoured with
the ancient sword ~ ‘Arias’, a revered force weapon forged at
the dawn of the Imperium, reputedly blessed by the Emperor’s
own hand and only removed from stasis to be carried by the
greatest heroes of the Ordo Malleus.

In his dangerous duties, Hector Rex is assisted by a large
retinue of henchmen. Lord Rex has many acolytes, sages,
servitors, scribes and menial servants to run his every day
affairs but most of these do not generally follow him to the
battlefield. On the battlefield he s accompanied by exorcists,
priests trained to banish daemons using the power of their faith,
along with many acolytes, familiars, veteran guardsmen, sages
and mystics. As well as his retinue, he also has access to such
dangerous weapons as Officio Assassinorum Operatives and of
course the fearsome Grey Knights.

Potent Psyker: Lord Rex is a powerful psyker. He may use two
psychic powers a turn.

Massive Physique: Lord Rex is a huge man. This gives him
+1 strength, which is already included in the profile above.

Scourge of Daemons

Lord Hector Rex is a complex special character with many ‘

special rules and moc

e +1 to the dice roll for which side has the first turr '
(Emperor’s Tarot).

® -1 1o a Daemon’s Initiative in close combat with Hector |
Rex (Sacred Incense). |

® halves a Daemon's WS in close combat with Hector Rex ‘
(Grimoire of True Nar

® 3+ Invulnerable save (Storm Shield) |

* Always wounds Daemons on a minimum of 4+ regardless ‘
of enemy toughness (Anointed Wea

* Psychic test to kill any wounded opponen regardless of
wounds (Force Weapon). This ca D3 wounds o
Gargantuan creatures

®* Any wounds to Heclor Rex may be placed on his

Acolyte(s) first (Acolytes) |
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KRIEG ARMOURED
BATTLEGROUP

THE ARMOURED REGIMENT

The Imperial Guard is the largest fighting force in the galaxy,
and the largest military organisation in the long history of
Mankind. It is huge, billions upon billions of men at arms and
millions of tanks and artillery guns stand ready to fight for the
Emperor. It is the Imperial Guard that must bear the brunt of the
Imperium’s wars. Wherever there is conflict, there is the
Imperial Guard.

The manpower required for such a vast fighting force is drawn
from across the Imperium. They come from primitive Feral
worlds and Hive worlds, fram Death worlds and savage Penal
colonies. All must provide recruits for the Imperial Guard. Each
planet owes tithes to the Imperium and part of these tithes are
taken as manpower. These conscripts form new regiments or
are shipped as replacements to regiments already in battle.

The men of Krieg usually form siege regiments with tens of
thousands of men. But others are trained and equipped as tank
regiments. The tanks and carriers of the armoured regiments
form the cutting edge of the Imperial Guard's fighting forces. It
is their task to take battle deep into the heart of the enemy,
striking fast and hard with overwhelming firepower to smash
enemy defences.

WHY COLLECT AN ARMOURED BATTLE GROUP?

The one overwhelming reason to collect an Armoured
Battlegroup army is tanks! If you enjoy modelling and painting
tanks then why play anything else? In Krieg siege regiments
the heart of the force is infantry, while here it is the tanks and
other armoured fighting vehicles. Whilst infantry still play their
part, it is only as support to the heavy metal!

Modelling tanks is a real joy, and a player can lavish as much
time on a tank as on a special character for other armies.
Adding upgrades, crew, stowage, battle damage, rust and mud
all help to bring a tank model to life. More experienced or
ambitious players can move on to converting their vehicles,
changing weapons or going so far as to create their own
vehicles, from basic turret swaps or complete vehicles scratch
built from plasti-card. The background given earlier in this book
provides the reasoning behind this diversity.

The standard equipment of an Armoured Battlegroup will be
Leman Russ tanks, but it is unlikely that these three basic
troop types’ will sustain an avid collector for very long. Most
players enjoy diversity, and like to have lots of troops to choose
from. Thanks to the Imperial Armour model range, we have
been able to produce a wide diversity of vehicles and weapons
as models, giving armoured unit players as much choice as the
player of any other army, be it Eldar, Chaos, Space Marines,
etc.

One common criticism of tank heavy forces is that they lack
character (and characters!). There is no reason why an
Armoured Battlegroup should not be strongly themed like any
other army. Players should spend some time naming their
force, even if it is something as simple as ‘The Krieg 9th'. From
the name you can then devise a colour scheme. It might be
best at this stage to think about what terrain you are likely to be
playing on most, or where the regiment is from. If you have a
green board with woods and hills, then a camouflage scheme
that reflects this will help add character to the army. If you are
ambitious then plan your army and terrain together - if you want
to play on urban terrain, then paint your vehicles in urban

camouflage schemes. We have provided many examples in the
Imperial Armour books for inspiration. Next there is a
numbering scheme to think about. Again we have provided
examples but feel free to make up your own. This has a
practical value in helping you identify your vehicles from one
another on the tabletop. You can also name individual vehicles.
In addition you will need army badges, campaign markings,
honour badges and kill marking, as well as names for your ace
tank crew commanders. Suddenly, an Armoured Battlegroup is
packed with characterful details, which help bring the models to
life on the tabletop.

IMPERIAL GUARD ARMOURED BATTLEGROUP LIST

On the following pages you will find an army list that enables
you to field a Krieg Armoured Battlegroup army. This list
includes all the models currently available from Forge World.
The army list allows you to fight battles using the scenarios in
the Warhammer 40,000 rulebook but also provides enough
information to field Armoured Battlegroups in scenarios of your
own devising or as part of a campaign.

The heart of this list is the ten or so tanks of a Tank Company,
with infantry in support and with attached elements of specialist
siege tanks or artillery. Other support comes from the
regimental artillery firing from off-table and the Imperial Navy
flying in close support,

This army list is provided for players who wish to use their
Imperial Armour models en masse in games. If you only wish to
use one or two models then I'd recommend sticking with the
Imperial Guard Codex army list. The rules for each vehicle
detail what choice each Imperial Armour vehicle is for a
‘'standard’ Imperial Guard army.

USING FORCE ORGANISATION CHARTS

The army lists are used in conjunction with the Force
Organisation chart from a scenario. Each chart is spit into five
categories that correspond to the sections in the army list, and
each category has one or more boxes. Each light tone box
indicates that you may make one choice from that section of
the army list, while a dark tone box means you must make a
choice from that section.

Note that unless a model or vehicle forms part of a squad or
squadron, it counts as single choice from those available to the
army.

USING THE ARMY LISTS

To make a choice, look at the relevant section of the army list
and decide which units you want to have in your army and
which upgrades you want to give it (if any). Remember that you
cannot field models equipped with weapons and wargear not
shown on the model. This includes vehicle upgrades. Once this
is done, subtract the points value of the unit from your total
points and then go back and make another choice. Continue
doing this until you have spent all your points.

Note that in this list some choices are dependant on other
choices. You must take an Elite choice squadron command
tank to be allowed to take up to two tanks from the Troop
choices. These restrictions have been included in the list to
keep it playable and hopefully to encourage players to use
more balanced forces.
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DEATH KORPS OF KRIEG ARMOURED UNITS

Tanks

The core of an armoured battlegroup is its
tanks. The Krieg forces use all variants of
the Leman Russ, mixing them within
companies and squadrons. They are led by
the company command tank, with squadron
command tanks leading each squadron.

Siege Tanks

An armoured battlegroup fighting in support
of siege regiments uses a high proportion
of siege tanks. Their short range firepower,
capable of smashing the strongest enemy
defences, is useful when facing pillboxes
and bunkers.

Commissar Tank

A Commissar posted to a Krieg armoured
regiment will be able to procure a tank to
transport him into battle alongside the tank
squadrons. He will also have the pick of the
best crews.

Recovery Vehicle

Each battlegroup will need to recover
damaged and immobilised tanks from the
battlefield so that rear workshops can repair
them and get them back into the front line.
The Allas is a heavy recovery vehicle built
upon the Leman Russ chassis.

Hellhound

Also common amongst siege regiments,
close support from Hellhounds can burn the
enemy from their entrenchments.

Hydra
Hydras are mobile, multi-barrelled anti-
aircraft weapons, used to protect the
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battlegroup from aerial attack. They have a
ferocious rate of fire with their quad-
autocannons, and are also useful for
engaging ground targets.

Infantry Platoons

Infantry must be deployed to support the
tanks. Krieg siege regiments are not
equipped with Chimeras for mobile battles,
but they do have some armoured
transports. Centaurs can carry command
squads, whilst huge Gorgons can carry an
entire platoon in a single vehicle.

Infantry Company Command

Each company will have its own
commanders, higher ranking officers and
their aides and staff. They will be
transported in a Centaur to keep up with the
tanks.

Grenadiers

These are elite Krieg infantry equipped and
armoured for assaulting enemy strong
points. Small grenadier squads reinforce
the main infantry platoons, racing to their
targets in Centaurs,

Death Riders

Krieg's Rough Rider squadrons are called
Death Riders. They rove ahead of attacks,
acling as reconnaissance troops for the
siege regiments, who are not equipped with
Sentinels. They can also be thrown into the
main assault, acting as shock troops,
charging to smash enemy infantry with their
explosive hunting lances and sabres

Cyclops

Small, remotely controlled demolition
charges mounted upon fracks, a Cyclops
operator can manoeuvre the charge into
position before detonating it.

Artillery

Krieg regiments are well equipped with
artillery. From massive Bombards, to
Earthshakers and Medusa cannons, down
to the smaller mortars and quad-launchers,
they hammer the enemy with sustained
barrages of high explosive shells,

Imperial Navy Support

The Imperial Navy provided the Krieg
regiments with air support for the duration
of the Vraks campaign — Thunderbolts and
Lightnings = strafing the enemy with
cannons, missiles and bombs.
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HQ

COMPANY COMMAND TANK ...........ooiiiiiinnn

Armour
BS Front Side Rear
Leman Russ 3 14 13 10

Unit Composition:
* 1 Leman Russ

Wargear:

* Leman Russ: Battle cannon

* Leman Russ Exterminator:

Exterminator autocannons

Leman Russ Conqueror:

Conqueror cannon

Wargear (ALL): Leman Russ Annihilator:

* Heavy Bolter Twin-linked lascannons

+ Searchlight * Leman Russ Vanquisher:

« Smoke Launchers Vanquisher battle cannon

Leman Russ Eradicator:

Eradicator nova cannon

Leman Russ Demolisher:

Demolisher cannon

Leman Russ Punisher:

Punisher Gatling cannon

* Leman Russ Executioner:
Executioner plasma cannon

Unit Type:
* Vehicle (Tank)

Special Rules:
* Lumbering Behemoth
+ Command Tank

Command Tank:

Whilst the Company Con ink is still mobile, any tank
Sluging mmand tank iisell), may

aken’ results. As a Command tank it may

v strnke

imand |z

the co

160 pts

Options:
Any Leman Russ may upgrade to one of the following,
exchanging its battle cannon for the weaponry shown:

# BEXIOMMINGION o vsuvuimiisniaeminmp i free
S EDNQUBIOL wovmummin: e e et free
S AATAIRIAROE o orasmyaa s i e arsmna S maan s free
¥ VAnQuISher s s o s s ssiens v s +5pts
¢ Eradicator .o g anmieis om da e +10 pts
% DEMOWBNBE 15z e s asansim s tisiaia s +15 pts
* PURISHBT s soans wsisumiommars moiigiss s +30 pts
s Executioner ... +40 pts

Any Leman Russ may exchange its heavy bolter for:
¥ HEAVYHAMBE v i@ b rats A58 46 mrba i free
¥ L ASOANNON. o« 70 Foils, st 28T SN AL A +15 pts

* Heavy bolters
* Heavy flamers
* Multi-meltas . ...... T S RS +30 pts
* Plasma cannons

Any Leman Russ may take any of the following:
* Pintle-mounted heavy stubber or storm bolter +10 pts
* Hunter-killer missile .. ................... +10 pts

$DOTBIDIAAB" ;s maasan o T b e 4 +10 pts
¥ B EINIOUD v o ssismsais i nue s o +15 pts
o CAMOABHING 2 rae wisiimemmamosrens s ssnze g +20 pts

INFANTRY COMPANY COMMAND SQUAD ...........
WS BS S T W | A Ld Sv
CompCommander 5 4 3 3 3 3 3 9 65+
Vet Guardsman 4 4 3 3 1 3 1 8 5+
HwWpnsTeam 4 4 3 3 2 3 2 8 5+

Unit Composition: Dedicated Transport:
+ 1 Company Commander « The squad always has a
+ 4 Veteran Guardsmen Centaur as a dedicated
mounted in a Centaur transport vehicle. The
points are included above.

Unit Type: Any options for the

* Infantry Centaur cost additional
points.

Wargear: y

« Flak armour Options:

The Company Commander

. C
Lasgur {Gompary may exchange his laspistol

Commander has a

laspistol instead) and/or close combat weapon

* Close combat weapon for: :
+ Frag grenades = Boltpistol ........ +2 pts
+ Company Commander has . Powerswqd ..... +10 pts
a refractor field * Plasma pistol ....+10 pts
* Powerfist ....... +15 pts

Special Rules:

* Senior Officer (Company
Commander only)

« Iron Discipline

* Die Hards

* Command Unit

Any Veteran Guardsman may replace his lasgun with a
laspistol and close combat weapon for free.

One Veleran Guardsman may be upgraded to carry:
* Regimental Standard . . .................. +15 pts

One Veteran Guardsman may be upgraded to carry:
* Vox-caster

Replace two other Veteran Guardsmen with a Veteran
Heavy Weapons team armed with one of the following:

o HeaVy:BOMEr i simwsianmssmnn pime v coomeneiize +10 pts
* BARBCANNON. - scosmmmsesiasmimeson mus o +10 pts
* Twin-linked heavy stubbers ............... +15 pis

Up to one Veteran Guardsman that has not been upgraded

with one of the options above may replace their lasgun with:

% FIAMBE i s 200 @ ol e aiise a2 S  sem wtiea +5 pts
« Grenade laUncher .. coiaimae oui vew ssammay +5 pts
o Melta guni e ssnsdiriaesas et s v +10 pts
v PIasmeglintc s s demmnsnivn o +15 pts

The entire squad may be given krak grenades .

Command Unit: As a Co

spot tor an artillery strike

.+5 pts

mmand unit, the squad can
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COMMISSAR TANK ... .... SRR S Wt A e . 160 pts
Armour Options:
BS Front Side Rear Any Leman Euss may upgrade to one of the following,
exchanging its battle cannon for the weaponry shown:
Leman Russ 4 14 13 10 * Exterminator . ............... .. . ... free
2 CONGUETOR & 4 56 v smissmammse. s s s, o free
Unit Composition: Wargear: ©PAIMUMBIOL 52055 i s o el free
* 1 Leman Russ * Leman Russ: Battle *Vanquisher .......... .. ... ... .. ... . . . + 5 pts
cannon ¢ EAAIGAION e i 00 b e mensstersecres +10 pts
Unit Type: = Leman Russ Exterminator: - Demolisher .......................... +15 pts
* Vehicle (Tank) Exterminator autocannons . F'unishf&r ............................ +30 pts
« Leman Russ Conqueror: * Executioner ............ ... .. .. .. ... . . +40 pts
Wargear (ALL): Conqueror cannon Any Leman Russ may exchange its heavy bolter for:
* Heavy Boiter * Leman Russ Annihilator: IRV HAMION ioviocitins ests eit s armm o oosin free
" Searchlight Twin-linked lascannons = LASCANNON . o smsmmmm s s a5 +15 pts
* Smoke Launchers * Leman Russ Vanquisher: Any Leman Russ may take a pair of sponsons armed with:
Vanquisher battle cannon " Heaw bo“ers ......................... +20 ptS
Special Rules: * Leman Russ Eradicator: . Heayy TIBIBYR v.inmmt v basmrim i S s +20 pts
* Lumbering Behemoth Eradicator nova cannon " MuRkmekas.. ..o i sonis s man sesnvp i +30 pts
* Leman Russ Demolisher: I PIaSPIRCANNONS" o wesinsss it s SsiEes, v s +40 pts
Demolisher cannon Any Leman Russ may take any of the following:
+ Leman Russ Punisher: * Pintle-mounted heavy stubber or storm bolter +10 pts
Punisher Gatling cannon * Hunter-killer missile . ................ ... +10 pts
+ Leman Russ Executioner: :DOZEMIALe;: . immsutimbiees oo i Bt +10 pts
Executioner plasma cannon + Extra AMHOUT™, o v ssscacsiisirnsrm somm dtiadims o +15 pts
+ Camo-netting .................. .. ... .. +20 pts
ATLAS HECOVERY TANK sessssana su s At e e 85 pls Hecoverv Tank
The Atlas can drag any destroyed or
Armour immobilised vehicle (friend or foe) that it starts
BS Front Side Rear the turn in contact with. Both vehicles may move |
Atlas 3 14 13 10 | up to D6" and must remain in contact with each
_ other. Neither vehicle may shoot in the same
| turn that they are towing or being towed in. The
Unit Composition: An Atlas may take any of the Atlas can be used to move a completely
* 1 Atlas following: destroyed vehicle out of the way if it is blocking
* Pintle-mounted heavy stubber movement, or _move a vehicle that s
Unit Type: or storm bolter .. +10 pts IITHTm‘bll-'Et‘(i in difficult terrain out of the terrain
* Vehicle (Tank) * Hunter-killer missile+10 pts S RGO gah |
* Dozerblade .. .. .. +10 pts ‘ Repair |
Wargear (ALL): * Extra armour . ... . +15 pis If the Allas starts the turn in contact with a
* Heavy Bolter * Camo-netting ... .+20 pts | damaged vehicle, in the Shooting phase the |
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* Searchlight
* Smoke Launchers

Special Rules:
* Recovery Tank

Hardened Fighters )
Indoctrinated from birth in the martial traditions of the Korps, all
Death Korps soldiers are experts with the bayonet, and Krieg
commanders favour the bayonet charge in battle. All Death
Korps guardsmen have +1WS (where appropriate this is
already included in the stat lines given).

Iron Discipline

The Death Korps have no fear of death. They will gladly lay
down their lives in the name of the Emperor. A Death Korps
officer demands and expects nothing less from his men. Any
unit that is falling back but has at least one model within 6" of

DEATH KORPS OF KRIEG SPECIAL RULES

Allas can attempt to repair it instead of shooting
| or towing. Roll a D&. If the result is a 6 then a
weapon destroyed or Immobilised result (owning
‘ player's choice) is repaired. If a Weapon |
Destroyed result is repaired, that weapon can be
fired in the following Shooting phase.

a Krieg officer (of any rank) may attempt to regroup, even if it ‘
is reduced 1o less than half strength.

Die Hards |
The Death Korps are so firmly indoctrinated into the Imperial
faith that they will stand against any odds. Death Korps units
do not count negative madifiers when testing Morale after an
assault. They always use their standard Leadership value.

Orders
The Death Korps squads can use the Imperial Guard Orders
rules as detailed in the Imperial Guard Codex.
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ELITES

SQUADRON COMMAND TANK ............c.c..un ... 150 pts

Armour
BS Front Side Rear
Leman Russ 3 14 13 10

Unit Composition: Wargear:
* 1 Leman Russ * Leman Russ: Battle
cannon

Unit Type: + Leman Russ Exterminator:

+ Vehicle (Tank) Exterminator autocannons
« Leman Russ Conqueror:

Wargear (ALL): Conqueror cannon

* Heavy Bolter * Leman Russ Annihilator:

+ Searchlight Twin-linked lascannons

* Smoke Launchers Leman Russ Vanquisher:
Vanquisher battle cannon
Special Rules: Leman Russ Eradicator:

* Lumbering Behemoth Eradicator nova cannon
Leman Russ Demolisher:
Demolisher cannon

Leman Russ Punisher:
Punisher Gatling cannon
Leman Russ Executioner:
Executioner plasma cannon

Options:
Any Leman Russ may upgrade to one of the following,
exchanging its battle cannon for the weaponry shown:

S EXISMINAION ot st one, nstuiamai e bk saiien free
S CONGUEIDE iuinis v wvaiasse VRS EEE < s free
« Annihilator ......... T 1 2 ey free
= AN UISABE i smis i A e e v et 5phs
o ErAdiCator «c oo nnimisiom s v T +10 pts
= DEMONSHBE . sy siainaiionsais e sas arsmamam +15 pts
o PUNISRBE .o summas i sismes s +30 pts
% EXGCUHONEE 7. 4.8 Snmn arthes Seh, L0 4nT e +40 pts
Any Leman Russ may exchange its heavy bolter for:

v HeaV MaMBE s sswivn wvi s v v wome free
o LASCANNON iersila viv v wiaais vl saean i +15 pts
Any Leman Russ may take a pair of sponsons armed with:
* Hoavy BORers: . . cusisaineiiom demi e s +20 pts
o HeaVy TIamBrs . cwuemivmmini vson sawasns +20 pts
» MultiF-meltas ... ... +30 pts
+ Plasma Cannons: o cagisniay i i +40 pts

Any Leman Russ may take any of the following:
» Pintle-mounted heavy stubber or storm bolter +10 pts

» Hunter-killermissile .. ...........coovvunn +10 pts
* Dozetblads L. 550 chn SN Fen e +10 pts
o EXIRAMIOUE o wamavss v s ewi +15 pts
¥ CAMORTEHAG <o i oir e ntse s 3 +20 pts

INFANTRY PLATOON COMMAND SQUAD ......... 45 pts + transport

WSBS S T W | A LdSv
Platoon Cmdr 4 4 8 3 1 @ 2 8 b+
Guardsman 4 3 3 3 1 3 1 7 5+
HwWpnsTeam 4 3 3 3 2 3 2 7 b+
Unit Composition: Dedicated Transport:
* 1 Platoon Commander * The squad must be
* 4 Guardsmen transported in either a
Centaur or a Gorgon.
Unit Type:
+ Infantry Options:
The Platoon Commander
Wargear: may exchange his laspistol
o Plakearviotic :;c.ﬂor close combat weapon
* Lasgun (Platoon _ « Bolt pistol . ....... +2 pts
Qommander has a laspistol | powersword .. . .. +10 pts
instead) * Plasma pistol +10 pts
+ Close combat weapon P o
* Frag grenades The Platoon commander may

have melta bombs +5 pts.

Any Guardsman may replace

his lasgun with a laspistol for
Special Rules: free.

+ Junior Officer (Platoon
Commander only)

* Iron Discipline

* Die Hards

One Guardsman may be upgraded to carry:
* Platoon Standard ... e sin d +15 pts

One Guardsman may be upgraded to carry:
8 NOXCASIAE i cvomis i e R R i +5 pts

Replace two other Guardsmen with a Heavy Weapons team

armed with one of the following:

8 MOREE: ... ots v B sritiie o o i iR oy +5 pts
s Heavy Bollar .. cuvisacisng s dovedies +10 pts
v AHOCANNGIY 5 v s arai e s Susaunu +10 pts
* Twin-linked heavy stubbers ............... +15 pts
% ERRCANONY, s issrs sl s e g +20 pts

Up to one Guardsman that has not been upgraded with one

of the options above may replace their lasgun with:

L8 7 1 1<) P RSN o i +5 pts
* Grenade launcher ...............counnn. +5 pts
o NBREIOUN oo ot i o i o sl e +10 pts
* PIESMAGUIT v v it v smsieions i siva e +15 pts

The entire squad may be given krak grenades .. +5 pls
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GRENADIER SQUAD ....... . O . NS o
' WS BS S T W | A Ld Sv
Watchmaster 4 4 3 3 1 3 2 8 4+
Grenadier 4 4 & 3 1 8 4 7 4
HwyWpnsTeam 4 4 3 3 2 3 2 7 44
Unit Composition: Special Rules:
* 1 Watchmaster * Iron Discipline
* 4 Grenadiers * Die Hards
Unit Type: Dedicated Transport:
* Infantry * If the squad numbers

5 models, it may take a
Wargear: Centaur as a dedicated
* Carapace Armour transport vehicle.

* Hotshot lasgun

* (Watchmaster has a
hotshot laspistol)

* Frag grenades

* Krak grenades

* Close combat weapon

Options:
May have up to 5 additional Grenadiers . . . +1 6 pts per model
The Watchmaster may exchange his hotshot laspistol for:

* DO PRI« o v st s i e e s free

¥ PUESMBIPISION vass o s scssmnsy s s +10 pts

The Watchmaster may exchange his close combat weapon for:
*Powersword . ............ .. ... .. . .. +10 pts

One Grenadier may carry a:

®VONBBIIBE .51 m v mimori orsin st s s i +5 pts

Up to two Grenadiers may replace their hotshot lasguns with:

g - e e +5 pts

* Grenade Launcher ............ ... ... +5 pts
BB QU5 o v S v oo are e +10 pts

If the squad numbers 10 models then two Grenadiers may form
a Heavy Weapons team equipped with:

*HeavyFlamer .................. ... .. .. +15 pts

* Heavy Stubber..............ovuvono . +10 pts

One Grenadier that has not been upgraded with one of the
options above may carry a:
* Demolitioncharge ............. ... . . . +10 pts
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DEDICATED TRANSPORTS

Certain units have the option of selecting a dedicated transport vehicle. These vehicles do not use up any Force Organisation
chart selections, but otherwise function as separate units. See the Vehicles section of the Warhammer 40,000 rulebook for

details of how transport vehicles operate.

GCENTAUR - scsvvni wismiee sosian S e s e s A0 pES
Armour - Transport capacity: Special Rules:
‘ BS Front Side Rear * Five models * Artillery Tractor
| Centaur 3 1 10 10 On_e towed field Hull Weapons Mount
I_. : artillery gun
Unit Composition: Wargear:
* 1 Centaur *+ Heavy Stubber Options:

* Searchlight
Unit Type: * Smoke Launchers

* Vehicle (Fast, Open-topped)

Hull Weapons Mount
A Centaur may mount a single special or heavy weapon
inits hull. This must be one of the weapons carried by the
squad being transported, and is crewed by a squad
member. The weapon is fired as for a normal fast vehicle.

Artillery Tractor

When used to tow an artillery piece the Centaur is no
longer a fast vehicle. It moves as a normal vehicle when
towing a gun.

Any Centaur may take any of the following:

Hunter-killer missile +10 pts
Dozerblade +10 pts
Extra armour* +15 pts
Camo-netting +20 pts

*Extra Armour

The Grenadier version of the Centaur always has extra
armour. It counts a ‘crew stunned’ result as a ‘crew
shaken’ result instead. Grenadiers must always buy the
extra armour, making the Centaur worth 60 pls. |

GORGON HEAVY ASSAULT TRANSPORT .........
Armour '
BS Front Side Rear
Gorgon 3 14 14 10
Unit Composition: Wargear:
+ 1 Gorgon * Two Twin-linked
Heavy Stubber

Structure Points: = Gorgon Mortars
*3 * Searchlight
* Smoke Launchers
Unit Type:
* Super heavy tank
(Open-topped)

Heavy Armoured Prow

The Gorgon's prow is so heavy and thick that if it suffers
a Glancing or Penetrating hit from the front, it may
ignore the damage result on a dice roll of 4+, The
Gorgon's armoured prow also means that it always
counts as having the dozer blade vehicle upgrade.

Gorgon Mortar
Range Str AP

48" d 6

Special
Heavy 4, Blast, one shot*

*Once fired, the Gorgon mortar cannot be fired again

.. 430 pts

Transport capacity:

* 50 model.
It may transport up to
2 Cyclops (each counts
as 5 models).

Special Rules:
* Heavy Armoured Prow
Amphibious

Options:
A Gorgon may replace its Gorgon Mortars with sponsons
with:

*4HeavyBolters . ....................... +60 pts
*4HeavyFlamers .............ccovneiunn. +60 pts
¢ 4 Hoavy:SBherS: | e entnmesen sim mmmse +40 pts
A Gorgon may take any of the following:

s Hupter-Killer missile ....owaiw o v sas s +10 pts
o EXrEarmDil = ommiaernismos S aniEiiisn +15 pts
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TROOPS

TANK SQUADRON ....... O o e 150 pts per model

Armour
BS Front Side Rear
Leman Russ 3 14 13 10

Unit Composition: Wargear:

* 1-3 Leman Russ * Leman Russ: Battle cannon
Leman Russ Exterminator:
Exterminator autocannons

Unit Type:
* Vehicle (Tank)

Leman Russ Conqueror:
Conqueror cannon
Leman Russ Annihilator:
Twin-linked lascannons
Leman Russ Vanquisher:
Vanquisher battle cannon
Leman Russ Eradicator:
Eradicator nova cannon
Leman Russ Demolisher:
Demolisher cannon
Leman Russ Punisher:
Punisher Gatling cannon
Leman Russ Executioner:

Wargear (ALL):

* Heavy Bolter

* Searchlight

* Smoke Launchers

Special Rules:
* Lumbering Behemoth

Executioner plasma cannon

Options:
Any Leman Russ may upgrade to one of the following,
exchanging its battle cannon for the weaponry shown:

= =Ty 1 T o] R el . free
*CONQUEBTOT « oottt free
S ARNIIADOR i35 5 s emmir e cpimnranmsacerssscins il free
S NANGEIBEIET i o a0t T S i mnn + 5 pis
“ Eragicalil mummns ms s e et s +10 pts
= DEMOISHER /10 sninen, srmmsonts . metamras +15 pts
L T N R +30 pts
o ERBOINONER woor s sssssiis st s, +40 pts
Any Leman Russ may exchange its heavy bolter for:
A A IAITIBI  snais st Pt G e BT free
=lascannon ............... ... .. . ... +15 pts
Any Leman Russ may take a pair of sponsons armed with:
< HoaVy- BOREIS: <y i fionms vt e wre vt & +20 pts
= RI0AVY HAMBIS . v mssmimne senimn stiasum +20 pts
* Multi-meltas ..................... .. .. .. +30 pts
* Plasmacannons ................. ... .. +40 pts

Any Leman Russ may take any of the following:
* Pintle-mounted heavy stubber or storm bolter +10 pts

* Hunter-killer missile . ... ..vomvevvnvinns +10 pts
*Dozerblade . ................... .. ... .. +10 pts
¢ BRI BIMIOUE 550555 50 omsenerse e m memecsiond +15 pts
The entire squadron may take:

+ Camo-netting ................. +20 pts per model

DEATH KORPS INFANTRY SQUAD ................

You may include up to five infantry squads as a single Troops choice.

WS BS S T wW | A Ld Sv

Watchmaster 4 3 3 3 1 3 2 8 5+

Guardsman 4 3 3 3 1 3 1 7 5+
Unit Composition: Options:

* 1 Watchmaster
* 9 Guardsmen

The Watchmaster may
exchange his lasgun for:

» BAlpisiol; «veaa; +2 pts
Unit Type: * Plasma pistol. . . . . +10 pts
* Infantry

The Watchmaster may

2 exchange his close combat
Wargear: weapon for:
Flak armour * Powersword. . . . .. +10 pts

* Lasgun

* Close combat weapon
* Frag grenades

The Watchmaster may take:
* melta bombs . .. .. +5 pts

Special Rules:
* Iron Discipline
* Die Hards

* vox-caster ....... +5 pts
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One Guardsman may have a:

One Guardsmen may replace his lasgun with:

SHPABIMBE s iommarmsis sl it Bl s B0 S +5 pts
+ Grenade Launcher .................... .. +5 pts
= MBNR QUM s o S i s +10 pts
IPIESINE QU s asesosoriing, nabnmsn +15 pis

The entire squad may have krak grenades ....+10 pts
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FAST ATTACK

HELLHOUND ... ... ... . .. 130 pts
Armour Options:
BS Front Side Rear May take any of the following:
Hellhound 3 12 12 10 “LAMONBING  cusiiimseisai by isiaS R +20 pts
o BFATEIMOUL  iwimmanin g Eem s men T oo 55 +15 pts
Unit Composition: Wargear: *hiunter-Killer missile:.wve s s vavsrasinag +10 pts
+ 1 Hellhound « Infemo.cainoh a dozerbl.ade ............................. +10 pts
+ Heavy bolter s gearchlight s s v ieaimimvavsy i +1 pt
Unit Type: * SMOKS IBUNCNBIS: wcu o iviiie v aisimmiiaia ais +5 pts
* Vehicle (Tank) * pintle mounted storm bolter or heavy stubber . .+10 pts
DEATH RIDER SQUADRON ...............cco0vunnn 90 pts
WS BS S T W | A Ld Sy Options: , N ,
Ridamaister 4 3 3 3 1 3 2 8546+ May have up to five additional Death Riders:
Death Rider 4 3 83 3 1 8 1 7 54| rrrerrrrrereereeereeeciiine +16 pts per model
The Ridemaster may exchange his laspistol for:
: i 7 L BOPISIOl mumiess Bipus RS s +2 pls
Unit Composition: Special Rules: 3 ;
o4 Bkt - Iren Discipiing Plasma pistol’ esmm i iimmenis Sinnabed +10 pts
* 4 Death Riders * Die Hards

Unit Type: * Death Rider Mounts

* Cavalry

Wargear:

* Flak armour

* Laspistol

+ Close combat weapon

* Hunting lance

* Frag and krak grenades

| Death Rider Mounts

The Ridemaster may exchange his close combat weapon
for:

¢ RawBrsWerd iR ST +10 pts
The Ridemaster may take:
& MeIE DOMBE v aims s ins ity B e s +5 pts

Death Rider Mounts are genetically enhanced to survive the wors! battlefields in the
| galaxy, this gives them a 6+ invulnerable save, They may also re-roll Difficult Terrain
| tests, but must accep! the second roll, even if it is worse than the first.

CYCLOPS REMOTE CONTROL DEMOLITION VEHICLE

25 pts

Armour
BS Front Side Rear
Cyclops - 10 10 10
Unit Composition: Wargear:

* Demolition Charge
* Lasgun (operator only) |

* 1-3 Cyclops each
with 1 Operator

Unit Type:
* Vehicle

Options:
* None

Special Rules

Remote Control: The Cyclops is remote controlled. It may
move to within 1" of an enemy model in the Movement
phase

Demo-charge: The Cyclops carries a demolition charge that
detonates when the vehicle reaches its target. In the Imperial
Guard Shooting phase, place the template centred on the
Cyclops. Do not roll for scatter. Anything under the template
is hit as normal. The Cyclops is destroyed in the explosion,
remove it from play. Do not halve the demo-charge's
strength, it always attacks at full strength

Operator: The operator is a single Death Korps Guardsman.
He guides the Cyclops to its target by remote control. The
Cyclops cannot function more than 48" away from the
operator. If they become separated, the Cyclops simply
stops and can do nothing until the operator is back within
48", If the operator is killed, the Cyclops can do nothing
(including detonate).

Damage: The Cyclops is destroyed by a glancing or
penetrating hit. When rolling for armour penelration, if a
weapon scores a 6 and this results in a penelrating hit
against the Cyclops, the demolition charge explodes. Place
the template centred on the Cyclops as if detonating as
normal. Note that a roll of 6 that causes a glancing hit will
cause the Cyclops lo explode
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* Heavy Bolter
* Searchlight
* Smoke Launchers

Special Rules:
= Accurate Bombardment
(Griffon only)

DESTROYER TANK HUNTER ........... STe e 160 pts
ATy AOplit[)]ns; tak f the followi
; ny Destroyer may take an e following:
BS Front Side Rear . Fggtmle-mo‘{mted }:eavy slu)l;t?er or storm bglter +10 pts
Destroyer 3 14 13 10 - Hunter-killer missile . ............. ...... +10 pts
= {DOZATBIEER’ 55 o mirsa i S T s e e +10 pts
Unit Composition: Wargear: * EXUrAarionr conwmez sy e s +15 pts
* 1 Destroyer * Destroyer Laser Cannon © IGAMOINBIING, s s s 5o +20 pts
= Searchlight —
Unit Type: * Smoke Launchers Special Rule: Destroyer Laser Cannon
* Vehicle (Tank) Range Sir AP Special

Special Rules: 72" 10 1 Heavy1*

* Hang "The Destroyer's laser cannon rolls 206 and the
owning player chooses the highest for armour
penetration.

THUNDERER SIEGE TANK ..... SRR R A .. 140 pts
Aoy gmigll:S:d tak f the followi
: ny Thunderer may take any of the following:
BS Front Side Reor . gin!le-mounted h};avy stut‘:ber or storm bcﬁter +10 pts
Thunderer 3 12 L 10 * Hunter-killer missile ...ovoviinioanvnnss +10 pts
“ DRZGIDIAE or iR A +10 pts
Unit Composition: Wargear: Rl = - o T T +15 pts
* 1 Thunderer * Demolisher Cannon SCAMONOMING: «ovws vhumi v simmipossaad +20 pts
* Searchlight
Unit Type: + Smoke Launchers
* Vehicle (Tank)
Special Rules:
* None
ORDNANCE BATTERY
Griffon.............. . 75 pts
BasIisK: -« oz s v imrT s Sty cae 125 pts
Medusa. . ....ovonerinnnononn s 135 pts
COIOSSUE: oo v oy s 140 pts
Armour Options:
; Any model may replace its heavy bolter with:
BS Front Side Rear . }-);eavy flam.c-.s;|r ; p .......... y ............... free
Basilisk 3 12 1 10
Medusa 3 1210 10 Any model may take any of the following:
gﬁﬁ’jﬁ”s g 13 :g 13 * Enclosed crew compartment .. .. ....... ... +15 pts
[ * Pintle-mounted heavy stubber or storm bolter +10 pts
* Hunter-killer missile .................... +10 pts
Unit Composition: Wargear: * Dozerblade ........................... +10 pts
* 1-3 Basilisks, Medusas, Basilisk * Extraarmour ......................... +15 pts
Griffons or Colossus * Earthshaker cannon
Medusa The entire battery may take:
Unit Type: * Medusa siege cannon e Camoenetting . siu v o 5 +20 pts per model
* Vehicle (Tank, Open- Colossus
topped) * Colossus cannon
Griffon
Wargear (ALL): * Heavy Mortar



Using an Artillery Strike:

Only a Company Command tank or Infantry Company
Command squad has the authority to call down an artillery
strike. If neither is present then a strike cannot be used. It is
called down In the Shooting phase. First roll to see if it is
available. Roll on the Reserves tables, If the artillery strike is
available continue as below. You must roll for availability each
turn

If available the artillery strike's blast marker can be placed
anywhere in line of sight of the Company Command tank or
infantry Company Command squad. Roll for scatter. If an
arrow is rolled then the template deviates 2D6", this is not

Siege of Vraks

ARTILLERY STRIKE . .....cscovmaissassas .....as below
Pts Str AP  Type
Bombard Strike 80 8 3 Ordnance1/ 7" Blast
Earthshaker Strike 70 9 2 Ordnance1/ 5" Blast [
Medusa Strike 65 9 3 Ordnance1/ 5" Blast f
Heavy Mortar Strike 50 6 4 Ordnance1/ 5" Blast
Thudd Gun Strike 50 5 5 Heavy4/ 3" Blast |
| Mortar Battery Strike 40 4 6  Heawyd/ 3" Blast '

modified by BS. If a "Hit' is rolled then it deviates D6" in
the direction indicated by the arrow on the ‘Hit' symbol.

Using an artillery strike does not count as firing a
weapon and can be used in addition lo other weapons
firing, movement, elc.

HYDRA ANTI-AIRCRAFT TANK

Armour
BS Front Side Rear

Hydra 3 12 10 10 |
Unit Composition: Wargear:

1 Hydra * Two twin-linked

Hydra autocannon

Unit Type: + Heavy bolter

Vehicle (Tank)

» Searchlight

* Smoke Launchers
Special Rules:

* Auto-targeting system
* AA mount

Options:

Any Hydra may replace its heavy bolter with:
4 HEAME MO o rreatii S b Vo arn LR free

Any Hydra may take any of the following:
* Pintle-mounted heavy stubber or storm bolter +10 pts

* Hunter-killer missile .. .................. +10 pts
L Blar {1y o)1 Ts R U ISP +10 pts
< EXUEEINOUE soisrmasnss iR s +15 pts
©Camo-Natting o musvmasiy v v v +20 pts

SUPER HEAVY DETACHMENTS

* 1-3 Malcadors (any variant)
» 1-3 Gorgons

* 1-3 Macharius

¢ 1-3 Minotaurs

* 1-3 Marauder Bombers, Marauder Destroyers
¢ 1-3 Warhound Titans

* 1-3 Reaver Titans

1-3 Baneblades, Shadowswords, Stormblades or Stormswords
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BOMBARD BATTERY ...... A s .. 145 pts per model
N o .;i\rmou'r - 2ptigns:b d tak f the followi
. ny Bombard may take any of the following:
B3 "From: Side. Boor * Enclosed crew compartment . ... .......... +15 pts
Bombard 3 12 10 10 | * Pintle-mounted heavy stubber or storm bolter +10 pts
= - * Hunter-killer missile .................... +10 pts
Unit Composition: Wargear: s Dozemblatde . .c. vuiinniinad con snsmdm s +10 pts
* 1-3 Bombards * Bombard Heavy Siege & EXMEAIMOUE: s dimims. o +15 pts
Mortar i
; i The entire battery may take:
Unit Type: * Searchlight ;
. NBMNG i s v e s |
* Vehicle (Tank, Open- Smoke Launchers CHme- ity ) s Per e N
topped) Special Rules:

« Slow
* Slow Rate of Fire

* Dedicated Ammunition
Vehicle

Dedicated Ammunition Vehicle: Any Imperial Guard
force that contains a Bombard may also include a
Trojan and frailer for free. This is the Bombard's
ammunition vehicle. The Trojan is part of the Heavy

| Slow: The Bombard can only move slowly. It is limited to a

maximum move of 6" per turn. It cannot move and fire in
the same turn, it must remain stationary to fire

Slow Rate of Fire: The Bombard takes a long time to reload
its huge shells. It may only fire every other turn, so after
firing it must miss a turn whilst it reloads. It cannot move
and reload at the same time.

Bombard Heavy Siege Mortar

136

Support choice with its Bombard. The Trojan is still Range Str AP Type )
worth Victory points should it be destroyed. 36"-240 8 3 Ordnance1/ 7" blast
IMPERIAL NAVY AIR SUPPORT
TRURDETHON. on vnmnmmummimmmemwim e dig 180 pts
LIGMRING, =50 b e b s e s e e ssstsiess 145 pts
T T e S Options:
Armour Thunderbolt
BS Front Side Rear The Thunderbolt may carry either:
Thunderbolt 3 10 10 10 | * 4 Hellstrike missiles .. ................... +40 pts
Lightning 3 10 10 10 Y EBOESE s i e R T +40 pts
The Thunderbolt may take any of the following:
Unit Composition: Wargear: * Flare/chaff launcher . .................... +10 pts
* 1 Aircraft Thunderbolt * Armoured cockpit ... +20 pts
* Two twin-linked * Infra-red targeting .. ............... ... .. +5 pts
Unit Type: autocannons on AA mount ¢ MUMEAArES . vv ss viisisniiinins sieme stmemaiess it +5 pts
* Vehicle (Flyer) * Twin-linked lascannons * Distinctive paint scheme/decals . .......... +10 pts
Lightning Lightning
* Long-barrelled autocannon  The Lightning may carry either:
on AA mount * 4 Hellstrike missiles . . ................... +40 pts
* Twin-linked lascannons =l BOTES e A e e s s +40 pts
The Lightning may replace its long-barrelled
autocannon with:
= 2 Hellstrike MisSas ....oovs sememmin s vemss free
The Lightning may take any of the following:
* Flare/chaff launcher . .................... +10 pts
* Armoured cockpit .. ......... ... ... +20 pts
* Infra-red targeting ....................... +5 pts
*Mlumflares ...t +5 pts
» Distinctive paint scheme/decals ........... +10 pts
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NECROSIUS

THE HAND OF NURGLE
MASTER OF THE APOSTLES OF CONTAGION

The bitter and twisted sorcerer known as Necrosius is an
ancient foe of the Imperium. A sworn servant of Nurgle, the
Chaos god of pestilence, despair and decay, Necrosius is the
master of the plague god devoted warband known as the
Apostles of Contagion and a powerful sorcerer whose dark arts
can awaken the dead to a nightmarish half-life.

Once an Apothecary in the Death Guard Legion whose true
name has long been purged from all records. When the Legion’s
fleet was becalmed in the Warp and invaded by the corruption
of Nurgle, the man who would become Necrosius and his
fellows turned their every art and skill against the plagues
sweeping their ranks but it was to no avail. The decay and
disease that ravaged the Death Guard was a thing of Chaos, no
mortal science or cure could hope to counter and the whole
legion had been betrayed to its damnation in suffering at
Nurgle's hands. Necrosius would not stop trying however, and
even as his fellow Astartes died around him, succumbing each
in turn to despair and the macabre blessings of Nurgle's touch,
he struggled on against all hope, obsessed with finding the
answer, even though the halls of the strike cruiser on which he
was stationed began to unnaturally twist and corrode around
him, and in the shadows daemons capered and mocked his
efforts. Though his dead comrades staggered back into unholy
life and his own body had become a bloated and rotted husk, he
continued past reason and past the bounds of sanity. It was only
when he heard the voice of his new father in corruption chortling
and whispering to him in the murmerous wings of carrion flies
and the sibilant gurgling of rotted, decaying organs, that
Necrosius embraced the full nightmare truth of what he and his
fellows had been damned to become, and embraced the service
of his vile god.

Atrue convert to Nurgle's cause, Necrosius cast aside his past
learning and cherished role as a healer of his battle brothers and
gave himself, blighted soul and rotted body to the lore of death
and the pursuit of Daemoniac sorcery, excelling as a master of
the dark arts. With the zealous conviction of a true convert,
Necrosius quickly gathered a following among his fellows with
this baleful oratory and vision of granting the gift of eternal 'life’
through death to all mankind, and these first disciples among
the corrupted Death Guard would become the first Apostles of
Contagion. His bitter heart would allow him to bend the knee to
no master save Father Nurgle, even his former lord Mortarian he
obeyed only grudgingly and long has he harboured a
resentment of Typhus, whose betrayal sent the Death Guard to
its final damnation. It is a resentment that has festered into a

Pts WS BS S

T W I A Ld Sv
1600 5 5 4 5 3

Necrosius 5 3 10 3+

Wargear: Bolt pistol with plague bolis, Force Weapon, Frag
grenades, Krak grenades, Blight grenades

Psychic Powers: Nurgle's Rot, Gift of Chaos

SPECIAL RULES

Independent Character, Fearless, Feel No Pain, Mark of
Nurgle (already included above), Master of the Dead

hateful rivalry and open conflict down the years between his
faction and that of the former Death Guard Captain and now
Host of the Destroyer Hive.

Soon Necrosius' Apostles parted company from their fellows
and went their own way, spreading disease and walking death
wherever they went, heedless to whom they brought their
blighted ‘gifts’ be they servant of the Emperor or follower of the
Ruinous Powers. As a resull he and his Apostles have made
many enemies and participated in great atrocities down the long
centuries since the days of the Heresy, from the horrors of the
Dorisca Genocides to the blighting of the Eldar Maiden world of
Cth'rawl. During these many years the power of Necrosius and
his Apostles of Contagion has waxed and waned many times,
and indeed sources both Imperial and within the forces of Chaos
have believed him destroyed on numerous occasions, whether
at the blades of Imperial Assassins or in the flames of Ahriman’s
sorcerous fires, but always he has returned, earning him the
sobriquet “the Undying” among his devotees.

When Necrosius arrived on Vraks as part of the Chaos counter-
assault, his presence was at first unsuspected and unlooked for
by ally and foe alike, for once again his enemies had believed
him dead, and he and the fruits of his occult arts had not been
seen for more than a century. His ‘new’ Apostles of Contagion
are a relatively small but powerful warband, among them are
numbered rotting and corpulent Plague Marines, Nurgle
devoted renegades of uncertain origin and many dark acolytes,
apostate preachers and lesser sorcerers, each apprentice to
Necrosius's own necromantic craft. Although he would accept
no master, least of all the heretic Cardinal Xaphan nor indeed
the mighty Lord Zhuphor who soon garnered the allegiance of
the bulk of the Chaos Marines on Vraks, Necrosius and his
followers soon busied themselves with their own nightmarish
work. Like the viral infections they embraced to corrupt their own
bodies, the Apostles of Contagion passed among the ranks of
the renegades of Vraks like rotting spectres, spreading their
poisoned words and infecting the degenerate and the
despairing with their bleak and unholy creed. Meanwhile
Necrosius and his sorcerers travelled the long fought-over
battlefields of Vraks, conducting rites of the darkest sorcery over
the kiling grounds, mass graves and the unburied dead,
preparing the way for the horror to come.

As the slaughter began again in earnest, from the relentless
hammering of the artillery and the thunder of the Titan's stride,
to the carnage of the Khornate Beserker’s onslaught and the
poisoned fumes that accompanied the Purge’s assaults, the
corpses of the fallen began to stir in Vraks' blood-soaked earth.
Nurgle’s dance of the dead had come to Vraks and Necrosius
was calling the tune.

Master of the Dead

Necrosius is a powerful sorcerer who has learned many
terrible secrels from the suppurating lips of Papa Nurgle's
daemon-kin. Whilst Necrosius is present on the battlefield,
all Plague Zombie units gain the Furious Charge special
rule.

Plague Bolts

Attacks from Necrosius' bolt pistol count as poisoned and
always wound on a 4+ unless the weapon’s normal strength
would make the result needed lower.

143



Siage of Vraks

145



massive, multi-legged war machine that dwarfs its

counterpart, the Defiler, the Brass Scorpion is a Daemon
Engine whose wider existence was believed 1o be apocryphal
until the latest Black Crusades of the Arch-Traitor Abaddon the
Despoiler saw them encountered in increasing numbers.
Frighteningly agile and fast for its size, particularly over broken
terrain, the Brass Scorpion excels at attacking fortified
positions and scouring infantry from their defences amid the
tangled morass of a ruined cityscape or other such treacherous
ground. Despite its size and construction, it acts with an
unnatural fluidity of movement and a predator’s instinct for the
kill that reveals its true nature as a beast born of hell. Few other
machines, even among those found in the arsenals of Chaos,
can match the seemingly frenzied delight with which this half-
daemon beast of metal lusts for the kill.

The Scorpion is heavily armed, mounting a potent demolisher
cannon to smash through fortifications, and a rapid-firing tail
‘'sting’ cannon elevated above it providing an excellent 360° arc
of fire, all the better to slaughter entire squads of infantry and
light vehicles in a single sweep. As befitting an engine devoted
to the Blood God Khorne, it is at close range that the Brass
Scorpion is at its most destructive, easily capable of ripping
apart tanks and defence lines with its massive claws and
incinerating whole swathes of foes with gouts of infernal fire
and molten brass from its Hellmaw cannon.

Like other Daemon Engines, the Brass Scorpion is almost
impossible to stop; its brass and iron construction transmuted
by daemonic energies and the bloody rites of the Skull Lord into

Siege of Vraks

BRASS SCORPION OF KHORNE

an unholy substance not of the mortal realm, and proof against
all but the most powerful shot and shell. Furthermore, the
graven runes of the Blood God used in the construction of this
baleful war machine and the savage Warp entities bound within
grant it an unusually high resistance to psychic powers directed
against it; a reflection perhaps of the hatred that Khorne and his
followers display to those who would use such arts.

That the Brass Scorpion was the diabolic invention of the so-
called Dark Magos (much like the Defiler or the Hell Talon), is
believed likely by the Ordo Malleus. Renegade and Warp-
tainted former members of the Adeptus Mechanicus who sided
with Horus during the Great Betrayal and fled with the other
defeated traitors to the Eye of Terror, it is believed that the Dark
Magos apply their insane genius for the highest bidder to forge
heretical weapons and war engines of unparalleled savagery.

Since they first began to be encountered in substantial
numbers during major Chaos assaults from the Eye of Terror,
there seems now to have been several variants of the Brass
Scorpion. Some machines display close similarities in
construction to the Defiler, while others have more outlandish
and distinct shapes and sizes. Brass Scorpions have been
encountered varying from the size of a Leman Russ battle tank
up to colossal monstrosities the size of small Titans. Variations
in armament have also been noted.
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GREAT BRASS SCORPION (scoreios COLOSSI)... .. POINTS: 550

Armour
WS BS S Front Side Rear | A SPECIAL RULES:
Brass Scorpion 3 3 10 14 13 10 3 &6 Frenzied Charge: The Brass Scorpion can cover all manner of
terrain at great speed — it assaults 12" as if it were a beast,
UNIT: 1 Brass Scorpion Daemonic Possession: The Brass Scorpion ignores all Driver

Stunned and Gun Crew Shaken damage results.
TYPE: Super-heavy Walker Runes of the Blood God: Any psyker that targets the Brass
Scorpion with a psychic power automatically suffers a Perils of
STRUCTURE POINTS: 3 the Warp attack, regardless of whether or not they pass their
Psychic test.

WEAPONS AND EQUIPMENT: Doomsday Reactor: The Brass Scorpion receives a +2 modifier
* One Scorpion cannon when rolling on the Catastrophic Damage table
* One Demolisher cannon

* Two Hellmaw cannons

WEAPON RANGE STR AP SPECIAL
Scorpion cannon 36 6 3 Heawy 10,

Primary Weapon
Demolisher cannon 24" 10 2 Ordnancel, 5" Blast
Hellmaw cannon Template 6 3 Assault 1
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BLIGHT DRONES
THE BILECYSTS OF NURGLE

uring the final, nightmarish stages of the Siege of Vraks,

many dark and terrible engines of war were unleashed by
the Chaos forces to contest this benighted world. Staggering in
their diversity and blasphemous in their malignant design,
many were old foes of the Ordo Malleus, while others had been
considered nothing more than fearful rumours until they
appeared on Vraks. A few had never been encountered before
(or at least none had lived to tell the tale of meeting them), and
of this latter category on Vraks amongst the most unique and
horrific were the Blight Drones.

Seemingly a weird conglomeration of insect lavae. flying
machine and daemonic entity, the Blight Drones quickly
became a terror in the poison-choked skies above Vraks. The
maddening, incessant droning buzz of their rotor disks echoing
from the murky fog of war quickly became recognized as an
omen of death by the Imperial Guard troops. Stories from the
maimed and rotting survivors of Blight Drone attacks, quickly
spread through the ranks. The fear of the negative effect on
morale from these rumours was such that it became a serious
concern for the commissars. Such rumours were judged to be
a morale threat in-and-of themselves. By the end of the
campaign those found to be repeating such stories faced arrest
and transportation to penal units.

Unfortunately for the Imperial forces, the Blight Drones'
macabre and deadly reputation was more than matched in
dreadful fact by their effectiveness on the battlefield. Armed
both with rapid-firing light cannon and a maw-like weapon
capable of spewing jets of corrosive toxic bile strong enough to
eat through metal and liquefy flesh in seconds, they proved
deadly both to entrenched infantry and light vehicles, while
troops caught in the open stood little chance against their
swooping assaults. The Blight Drones’ squat, bloated form also
proved unusually resilient to weapons fire for a skimmer of their
size, a factor altributed to their seemingly ‘living’ flesh and
rusted armour plating, as well as the will of whatever dark
intelligence guided them.

When first encountered, after action reports by scattered and
often terribly maimed survivors led to misidentification of the
Blight Drones either as conventional flying vehicles of some
kind, or indeed huge Warp-mutated insects, but as the
Inquisition’s savants and intelligence staff pieced together the
evidence, the truth that they were facing some new form of
Daemon Engine became abundantly clear. The Blight Drones
themselves were often encountered in clusters and swarms,
acting much in the manner of carrion flies and ambush
predators, drawn it appeared to ongoing bloodshed and
concentrations of the dead on the battlefield as much as they
were ‘ordered’ into combat by any directing force. Imperial
psykers and Inquisition seers could readily detect the decaying
spoor of the Daemons of Nurgle in their passing. Where ever
they were encountered, the air grew thick with poisonous
fumes and the soil of Vraks blistered and rotted beneath them
as their corpulent flesh wept continually with dripping ichor.

Unconfirmed reports spoke of these Daemon Engines coming
down to rest on piles of corpses seemingly to ‘feed’, liquefying
the carcasses of the dead and the dying, and sucking up the
decaying sludge, perhaps to fuel themselves or maintain their
presence in the physical universe. But others claim that no
evidence could be found of the Blight Drones landing or
needing any form of mundane maintenance or base of
operations.

Although the war on Vraks was the first confirmed encounter
with the Daemon Engines codified as Blight Drones by the
Imperium, and their origin remains unknown, it was not the last.
Since the Vraksian conflict Blight Drones have been
encountered in several battles, notably fighting alongside the
renegades known as the Purge and several Dealth Guard
splinter factions. Additionally, unconfirmed reports have placed
these obscene weapons as part of the daemonic incursions in
both the ongoing conflict in the Charadis Rifts war zone and
during the Thirteenth Black Crusade.
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BLIGHT DRONEOFNURGLE ...........oovvvvevevenenananasnnenen...POINTS:125

Armour
BS Front Side Rear
Blight Drone 2 12 11 10

Unit Composition: Wargear:

* 1-3 Blight Drone * Mawcannon (vomit or
phelgm)

Unit Type: * Reaper autocannon

* Vehicle (Fast, Skimmer)

Options:

* None
WEAPON RANGE STR AP SPECIAL
Mawcannon
- Vomit Template & 4 Assault 1
- Phelgm 36" 8 3 Assault 1, 5" Blast
Reaper Autocannon 36" 7 4 Heavy 2, twin-linked

- detonates in a shower of bile and puss. Treat all

Special Rules:
* Daemonic
= Explosion of Puss

Explosion of Puss
When a Blight Drone is destroyed, it invariably

Destroyed ~ Wrecked results on the Vehicle Damage
table as Destroyed — Explodes results instead.

Fast Attack: A squadron of Blight Drones is a Fast
Attack choice for a Chaos Daemons army or a Chaos
Space Marine army that includes at least one unit of
Plague Marines.
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BLOOD SLAUGHTERER
KHORNE’S EXECUTIONERS

ulking, blood-soaked engines of glittering red brass and

black iron, the Blood Slaughterer of Khorne is a daemon
possessed war machine created with the single purpose of
wreaking carnage on the enemy, rending and killing in an
indiscriminate fury as an act of worship to the Blood God. Such
is the savage and near uncontrollable rage of the Warp
spawned forces that empower them that the armoured chassis
of a Blood Slaughterer must lay empty and dormant between
batlles, only to be possessed and brought to unholy life by
gore-filled rituals on the eve of conflict. Only then can the
burning runes and cold iron fetters that bind them be loosed
and the Blood Slaughterers unleashed to slay and sow havoc
in Khorne's name.

Although knowledge of them has long been suppressed and
purged from most histories, save the sealed archives of the
Grey Knights on Titan and the sacred canticles of the mighty
chapters of the Adeptus Astartes, the ‘slaughtering engines of
Khorne' have longed ranked among the most terrible enemies
the Imperium can face on the battlefield. The first true
‘'slaughterers’ were encountered during the dark and terrible
wars of the Great Heresy, thought to be a savage oulgrowth of
the more common Dreadnought walker technology employed
widely by the Space Marine Legions. These first slaughterers
were ‘berserker Dreadnoughts’ optimised for close combat
assaults and as line breakers, modified from standard patterns
to be larger and swifter than their more common counterparts,
and employed in near suicidal charges into the heart of an
enemy line. Their use by the World Eaters Legion is stated in
some apocryphal sources in fact to pre-date the Heresy itself in
some form, and such was the savage reputation of this Legion
even before its fall that this is most likely true.

In the millennia that followed, war machines identified or
reported under the designation ‘Slaughterer’, themselves
showing a wide variety in size, configuration and power if not
role, were encountered in scores of different war zones, most
widely in connection with raiders from the Eye of Terror, as well
as during the fall of the Sabbat worlds and as far afield as
uprisings on the southern Galactic fringe. It was not however
until the terrifying First War for Armageddon in 499.M41 that the
slaughterer was seen again in great numbers. In this
nightmarish conflict, that most ancient and dread enemy of
Mankind, the Daemon-Primarch Angron led his forces in an
attack on the vital world of Armageddon. For the first time since
the Horus Heresy, the Slaughterer, now reincarnated in a dark
fusion of technology and the touch of the Blood God Khorne.
crashed in unstoppable waves against the beleaguered
defenders, bellowing their horrific war cries. They ripped
through anything, flesh or steel that opposed them, savage and
berserk, drowning the streets of Armageddon’s hive cities in a
red tide of butchery.

Since this dark conflict, the slaughter Daemon Engine,
appearing in several recognised variants, has been
encountered once more in increasing numbers, particularly in
the hands of the World Eaters and their fractious successors.
On Vraks, the ‘Blood Slaughterers' a scuttling multi-legged
walker adorned with a profusion of barbs, ragged cutting edges
and ripping chainblades, were perhaps the second-most
numerous form of Daemon Engine in the Chaos forces after the
Defiler, with scores unleashed on the battlefield as shock
assault units.
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BLOOD SLAUGHTERER ..........oiuiieieae i POINTS:130
Armour Heavy Support: A squadron of Blood Slaughterers is a ‘
WS BS S Front Side Rear | A Heavy Support choice for a Chaos Daemons army or a

Chaos Space Marine army that includes at least one

Slaughterer 5 1 6(10) 13 12 10 4 3(+D3) unit of Khorne Berserkers

Unit Composition: Wargear: Options: ‘
* 1-3 Blood Slaughterer * Two Dreadnought close * A Blood Slaughterer may replace one of its

combat weapons (extra Dreadnought close combat weapons with an Impaler
Unit Type: attack already included) for +5 pts. If the Impaler is taken then the Blood
* Vehicle (Walker) Slaughterer loses 1 attack. |
Special Rules: Impaler
: Fleet Range Str AP Type I
* Daemonic 12" % 3 Assault 1

* Rage

‘The Impaler firers a barded harpoon attached to
* Rage of Khorne

chains and is used to spear its victim then drag it into
the Blood Slaughterer’s reach. Roll to hit as normal. If
a hit is scored then instead of rolling to wound or for
armour penetration roll 2D6. Move the target this
distance directly towards the Blood Slaughter. If the
target reaches the Blood Slaughterer then the Blood
Slaughterer counts as assaulting it.

Rage of Khorne

Consumed by their lust for battle, its rage builds until it is
released in the first frenzy of close combat. A Blood
Slaughterer gets +D3 extra atacks for charging instead of The Impaler can only be used against models of
the normal +1. Dreadnought size or less. |
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GOREFEASTER
DAEMON BEAST OF KHORNE

Many horrors too foul to name spill from the Daemon worlds
of the Eye of Terror. They are the abominations of Chaos,
creatures taken by the dark gods and corrupted for the god's
entertainment and possessed by spirits of ravenous daemons.
Gorefeaster is one such creature, tormented and driven insane
by its hideous form, its soul possessed by the base and bloody
desires of the daemon within, Gorefeaster seeks only to kill.

Gorefeaster is a huge beast of muscle, sinew, fangs and claws
with only one thought driving it — to charge headlong into the
enemy, tearing and goring a bloody path across the battlefield.
The beast's origins are unknown. If it was ever mortal (perhaps
some fierce carnivorous creature from an undiscovered
deathworld), then it has long forgotten its natural instincts.

The first recorded encounter with Gorefeaster was during the
infamous Storms of Judgement along the Caradryad Warp
fault. The entire Grey Knighits Chapter responded as the

dangerous Warp fault opened and three massive Warp storms
suddenly lashed the Caradryad sector in Segmentum
Tempestus. The populated planets of the sector were plunged
into anarchy and revolt as millions were driven insane
overnight. Ordo Malleus Inquisitor Ferrando Qui names the
creature in his work the Ars Practica Animum Daemonica, and
tells of his encounter and exorcism of the beast on his
expedition to the Hel Quadrant.

There have been at least sixteen other recorded sightings or
banishments of the Gorefeaster. Its latest appearance was
upon Vraks, where it was summoned through the Vraks portal
to join the Citadel's defence. Unleashed during the many sallies
from the Citadel, it raced downhill to smash into the advancing
Imperial Guard platoons, adding its toll to the carnage.
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GOREFEASTER ... R POINTS: 160

WS BS S T Ww I A Ld Sv
Gorefeaster 5 - 8 6 4 4 4 5 6+/5+ SPECIAL,RULES’
Daemonic, Fearless, Fleet:
Invulnerable Save: Gorefeaster has a 5+ Invulnerable Save
UNIT: 1 Gorefeaster
Transport: Gorefeaster may not be transported inside a
TYPE: Monsterous Creature Banshartienice.

WEAPONS AND EQUIPMENT:

* Large fangs, dlaws and spines

Heavy Support: Gorefeaster is a Heavy Support choice for a
Chaos Daemons army.
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JIBBERJAW
GIANT PLAGUESPAWN OF NURGLE

ith the arrival of the reinforcing renegade factions on

Vraks, the servants of Chaos brought with them
numerous bizarre and dreadful war engines and the heinous
faint of the Warp to the conflict. But neither Daemon nor
machine encompassed the limits of the nightmarish weapons
they employed. A terrifying case in point was the foul creature
named ‘Jibberjaw' by those Imperial forces who survived a
confrontation with the beast.

Believed to have been brought to Vraks by the renegade
Adeptus Astartes faction known as the Tainted, Jibbermaw was
a gigantic Chaos Spawn, a crealure so afflicted by the horrors
of mutation as to be unrecognizable in origin and no longer
subject to the bounds of physical laws or sanity. This foul
creature, whose flesh conslantly bubbled with necrotic wounds
and fanged mouths which sagged open and sealed shut from
moment to moment, and that ceaselessly gibbered and cackled
with an almost human madness was the size of a tank, and
proved able to rip apart the heaviest armour with its huge
claws. Blessed by lhe Plague God, those near it often died
without even touching the creature, succumbing either to
sudden diseased contamination or driven to immediate
despairing suicide by its continuous insane prattling.

The Tainted were mysterious in origin, and seemingly
obsessed with both the worship of the Lord of Decay in his

aspecl as the Father of Despair and the occult corruption of
flesh. They quickly became prominent for their engagement
with the Vraksian renegades. It is believed to be the
whisperings of their leaders that worked on the misery and
horror of the war and converted so many of former Cardinal
Xaphan's followers into forswearing themselves body and soul
to Nurgle. The Tainted are believed to have brought a ‘rotted
circus’ of befouled creatures to Vraks with them, of which the
Jibberjaw became the most infamous, as well as the baleful
means to create more twisted Chaos Spawn and other
decaying mockeries of life. For this reason, those savants of
the Ordo Malleus who have studied the closing stages of the
Siege of Vraks also attribute the vile Plague Ogryns to their
arts.
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JIBBERJAW.. ...

WS BS S T w |
Jibberjaw < = B .8 6

A Ld Sv
2 D6+2 10 -

UNIT: 1 Jibberjaw
TYPE: Monster 0

Lrediure

WEAPONS AND EQUIPMENT:

* Teeth, claws, st ngers, bad breath

B R s i S e veseeeenn. POINTS: 150

SPECIAL RULES:

Mindless, Fearless, Feel No Pain, Slow and Purposeful:
Poisoned Weapons (3+):

Transport: libberjaw may not be transported inside a transport
vehicle

Heavy Support: Jibberjaw js 1 | eavy support choice for a

a5 Daemons army
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CHAOS REAVER TITAN

itans are colossal engines of war, bestriding the battlefields

like wrathful gods. Defended by all but impregnable void
shields, Titans, although varying in size and strength by their
construction and role, all carry firepower of a terrifying
magnitude, able to slaughter opposing ranks of infantry and
armour with mocking ease and tear down cities in their fury

The Reaver class is a medium battle Titan, its ancient design
long prefiguring the birth of the Imperium. Well-protected and
adaptable, both in attack and defence, the Reaver has long
been part of the Titan legion - if no longer as common as the
larger Warlord. A Reaver class Titan's standard armament i$
threefold, carrying a single carapace mounted weapon and two
heavier arm mounts. This payload commonly includes laser
blasters, Gatling blasters and ‘apocalypse’ multiple-missile
launchers, although plasma blast guns, vortex missiles and
Huge Titan close combat weapons such as siege hammers,
and Titan chain fists are not unknown.

Within the forces of Chaos, Titans are almost all ancient and
irreplaceable relics of the Horus Heresy; the remnants of those
Traitor Titan legions such as the Legio Vulcanum, the Death
Heads and the Legio Damnosus, the Lords of Ruin who sided
with the Warmaster in those dark times. Although some, such
as the Legio Lacrymea, the Harbingers of Grief, shamefully
betrayed the Imperium as recently as the doomed First Margin
Crusade into the northern Halo Stars in M.39. Few within the
forces of the arch-enemy are more feared or reviled than the
Traitor Titan legions, and the atrocities attributed to them are
without number. They are the implacable foes of the loyal Titan

Siege of Vraks

legions, their battles against the traitors have now lasted ten
thousand years

Within the Traitor Titan legions, most individual machines have
seen millennia of service with the renegade forces and long
since become utterly corrupted by the touch of the Warp. While
others, some salvaged from the battlefield as the spoils of war
to the eternal shame of their former masters and the outrage of
the Cult of Mars, have been subjected to bloody rituals in order
to consecrate them to the service of the Chaos gods
Regardless of their origin, Chaos Titans are now as much
Daemon as they are machine. Their once living crews are
fused with their engines, mutated into a single being dedicated
to destruction and butchery on a scale incomprehensible to a
mind bound by the constraints of human mortality

Revered and tended to by the Warp-tainted masters of the Dark
Mechanicus, it is perhaps fitting then that those lesser servants
among the damned also view hese towering behemoths as
gods of fire and death in their own right, and many who follow
the twisted standards of Chaos make obeisance 10 them
offering sacrifices of captives and even their own lives to slake
these vast monsters’ lust for blood

On Vraks, a Legio Vulcanum battlegroup supported the
renegades’ cause. The exact numbers 0 pnemy Titans was not
identified, although post-battie reports claim 14 enemy Titans of
Warhound and Reaver class we juring the
campaign. If so, then the Legio Vuicanur

its involvement, and Legio Astorum can cl
over their ancient enemy

- - i
avy price lor
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VOID SHIELDS: 4

WEAPONS AND EQUIPMENT:
The Reaver must have three weapons from the following fists

‘One carapace weapon from the following fist
* Double-barrelled turbo-laser

* Plasma blastgun

* Inferno gun

* Vulcan mega-bolter

» Apocalypse missile launcher

* Vortex support missile

Two arm weapons from the following Iist:
* Gatling blaster

minimum range of 18°.
« A Reaver Titan's close combat weapon can only be used
thmmmmvym

A Chaos Reaver is a War Machine detachment for @ Chaos Space
Marines and Renegades & Heretics army

Primary Weapon

Heavy 6, 5* bilast,
Primary Weapon

S 96" D2 Mesw3S" blast
Destroyer,

Primary Weapon

1~ Oronance 1, 10" blast

Primary Weapon,
Melta ¢

m‘m n" 10

Volcano Cannon 180* D 4 Ordnance 1, 7° blast

Destroyer,
Primary Weapon

ile ! . ol
Vortex Missile G48° 480" na nia Ordnance 1. 10*blast,
One shot

Primary Weapon

Double-barrelied 96"

(v} 2 Heaw 2, 5" Blast,

Turbo-laser Destructor Destroyer

Primary Weapon
Plasma Blastgun *
(Rapid) /4 8 2 Ordnance 2, 7° Blast

Primary Weapon
(fulf) 86" 10 2  Ondnance 1, 10" Blast

Primary Weapon
Inferno Cannon 5 Hedlstorm ) 3 Heavy 1

Primary Weapon
Vulcan Mega-Bolter  60° 6 3 Heaw 15

Primary Weapon

' The Apocalypse launcher fires lke an Ordnance barrage but does
nOt scatter and instead uses the Apocalyptic Barrage marker to
determine the fall of its five shots

2 Roll 306+ 10 for armour penetration agains! targets under the hole
in the centre of the marker, and 2064 10 against other targets

3 The missile may be fired onfy once After determning the final
position of the marker, any models and removable temam features
touched by the blast are removed from the game (Hyers are not
aftected). Don't even think about taking any save, the Vortex is not
interested in Adamantine Mantles, Synapse and other special rules
Just remove them! Gargantuan creatyres are not removed, but
automatically lose D6 wounds (no saves of any kind allowed!). Supes
heavy vehicles are not removed, but automatically lose D3 structure
points

4 The Plasma biastgun can be fired in two modes with the profiles
shown. Choose which mode to use each time you fire the weapon

5 To fire the Inferno Gun, place the Hellitorm template 50 that the
natrow end is within 18" of the weapon and the large end & ro
tloser 1o the weapon than the narrow end. The Inferno Gun is then
treated like any other template weapon. It is not affected by the
CArAPACE WEADON S MINIMum range restnction




""”""’KN’GGRATH THE UNBOUND

GUARDIAN OF THE THRONE OF SKULLS,
LORD OF BLOODTHIRSTERS, THE DEATHBRINGER




DAEMON LORD - AN’GGRATH THE UNBOUND

UNIT: 1 B

TYPE ;argant

WEAPONS AND EQUIPMENT:

SPECIAL RULES

HQ: An'ggrath 15 a HQ choice for a C
pis © ( ar
B tare 3
Fearsome: An'ggratt
at 1. I
] @ 10
Daemonic Armour: Ar
mself. He receives a2
Living Icon: Suct
f ne s 2550
Daemonic Flight: Ar
k and because of |

iage of v raks

POINTS: 888

WEAPON RANGE STR ap SPECIAL

Lash of Khorne

s R N

The Mark of Khorne: An‘ggrath bears the Mark of Kharne
Blood Frenzy: An‘garath n
Rage of Khorne: C

Axe of Khorne: The Axe of Khorre cont
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SCABEIATHRAX THE BLOATE;

PAPA G’AAP, LORD OF THE BLIGHTED piy
MAGGOTSPORE, THE WIND OF NURGLE

mongs! the most favoured of Nurgle's daemons is the Wherever Scab turns black
Aarw‘-t-r‘.' and terrible Great Unclean One named away to slime mibile
Scabeiathrax in the Ordo Malleus Grimiore of True Names. He pools of toxic goo | ass He
is a greal bloated sack of contagion and disease, the size of a Blade of Decay T ok
house. Down the millennia, Scabeiathrax has also been known the power to rag L
as Papa G'aap, the Lord of the Blighted Pit and Maggotspore by the Blade of [
whilst the Eidar call him the Wind of Nurgle. His home is the wounds instanth w
Biighted Pit, one of Nurgle's great spaw ning pits, hidden upon flesh
a plague planet deep within the Eye of Terror. From within the On Vraks Scabeiathr: 0T e
pit everything from fat flies to Plaguebearers are spawned and alono with his man
released to plague the universe W iR

: Plaguebearer
From his home in the Warp, Scabeiathrax can only be manner of u fre
summoned forth by Nurgle's most dedicated followers. He Once freed they scattered across the surface
appears briefly to spread disease and decay amongst Nulf]lF'f-. spread their infection and turn Vraks into a new plague #
enemies before returning to wallow in the lovely filth of the for their god
Blighted Pit, where he sits and plays with his little Nurgling Soabalathrax himsall was sionoed by the Grey I
creations. Mercifully, Scabeiathrax has not been encountered . ""r“"_'l"' > T e ut onlv after he had reduce
since the Contagion of Virlath over 900 years ago, that is until ?1r:,‘i;;.l"\ ; .“. ¢ il o o G S
the Vraks incursion revcnoues TIUGT . L o . o
Decay. The loss of the eater | 54

When appearing in the corporeal universe Sc abeiathrax is a Nurgle daemons from ram ) & ac

horrible sight Lumbering along, merrily whistling and humming rangom, causing !
o himself, surrounded by clouds of large black flies, with

Nurglings clambering over his skin and scampering at his feet

as they fight for a choice morsel of dead flesh or a juicy pus-

filled boil



WEAPON:

SPECIAL RULES:
HQ: Scabeiathrax 15 a HQ choice for a Chaos D

2,000 pts or more. The army must

stinky! if an enemy uni

combat with him, they de

Living lcon: Such is the power of Scabeiathray thas +

ikcon of Nurgle, s

Nurgling Infestation: Scabeiathrax is infested with 1

they grow within him and burst througt
upon his rotten flest Wit
Nurglings wi X'S enemie

D6+3 attacks at Strength 3 and Initiative 3 agair

combat
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Blade of Decay: 1 -
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Master of Sorcersr
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Aura of Decay
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URAKA AZ’BARAMAEL

THE WARFIEND, GUARDIAN OF THE PORTAL

g N o L, g

own through the endless aeons since the dawn of time,

those that have sought to win power by the strength of their
sword arm have been Khorne's chosen mortal followers. Many
have succumbed to the easy pact the dark god of war offers. It
is a pact that appeals to those warriors that would lead
warbands and armies in conquest, the offer is martial prowess
and legions of followers, including his own daemonic soldiers.
In return for this Khorne demands only war and bloodshed,
unending slaughter dedicated to his name. To the unwary it
would seem an obvious choice.

Uraka was once such a man. In the ancient depths of human
history he led armies in conquest. His horse-borne warbands
were a scourge, burning and looting, killing and plundering at
Uraka's command. In his time, kings and princes quailed before
him, many paid with gold and slaves to buy off his raiders,
others fought back and invited Uraka’s wrath. At the height of
his power it seemed Uraka’s wrath knew no bounds or pity. At
one walled city that he had besieged then conquered he
ordered all the citizens lined up and, in a gory two-day
massacre, thousands were beheaded.

The massacre was the act that sealed Uraka’s fate, gifting his
immortal soul to Khorne. As the streets ran deep in blood, so
Khorne was mightily pleased, and adopted Uraka for his own.
The warlord had become a Champion of the Blood God.

Uraka's reign of terror lasted a decade. Ten years of constant
warfare and raiding that earned him the title ‘Warfiend’ in his
own language. Such was Khorne's pleasure with his mortal
champion that, upon his eventual death in battle, Khorne
summoned Uraka's soul to his realm. Uraka was borne to the
Citadel of Brass and there he came face to face with his deity.

168

Before the Throne of Skulls, surrounded by Khorne's mightiest
daemonic servanls, the Blood God put Uraka to his final test
For the god's pleasure and entertainment he would fight a
Bloodthirster in single combat. If he won then he would be
granted daemonhood, his reward an eternity serving Khorne in
batile. Defeal would mean becoming a Chaos Spawn, cursed
to mindless insanity.

For the duel Uraka selected his weapon from the thousands
which lined the throne room’s walls. He picked out a huge
poleaxe, its serrated blade razor sharp — the weapon of an
execulioner, made for beheading traitors to Khorne.

And so a space was cleared on the killing floor before Khorne's
throne, where the two fought. The Bloodthirster was huge,
skilled and strong, whilst Uraka was then a mere man. But he
would not summit beneath the Daemon’s smashing blows.
Bloodied but unbowed Uraka fought with an unbreakable will to
win, until at lasl, with a sweep of his axe the Bloodthirster's
head was cleaved from its shoulders.

Khorne was pleased, it had been a duel worthy of great
champions. Uraka's prize was daemonhood, and an army of
his own daemonic soldiers to follow him into battie upon the
Plain of Skulls. To this day he still carries the Executioner’s axe.

On Vraks it was Uraka and his daemonic legion that was
summoned to guard the portal, and fought until the end of the
war. In the end Uraka was banished in combat with the Grey
Knights. He might have been sent back to Khorne’s realm but
he was not destroyed. Uraka will no doubt return to fight for
Khorne again.



Siege of Vraks

DAEMON PRINCE — URAKA THE WARFIEND POINTS: 170

WS BS S T ] | A LD SV SPECIAL RULES
] 5 ] 5 ! 6 10 3+/54 Daemon: Uraka is a Daemon. All the special rules for
Daemons apply
UNIT: Unigue
Armour of Khorne: The Armour of Khome gives Uraka a 3+
TYPE: Manstrous Creature Armour save as well as his 5+ Invulnerable save

DAEMONIC GIFTS: Executioner’s Axe: Uraka's massive ornate axe is used for

* Mark of Khorne (+1A ir beheading traitors to Khorne. All his attacks count as having

the Rending special rule

* Blessing of the Blood God

WARGEAR:

Armour of Khorne

* Executioner’s Axe HQ: Uraka 15 a HQ choice for a Chaos Daemons army.
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MAMON

ARCH-CORRUPTOR OF VRAKS

When Mamon first became corrupted by the powers of
Chaos is not known, but it seems likely that he was
already a secret agent of Chaos long before he found favour
within Cardinal Xaphan's organisation. As a Deacon on
Thracian Primaris he managed to infiltrate into the hierarchy of
the Ministorum, and when Cardinal Xaphan arrived, the
Deacon worked his way into the Cardinal's favour. It was
Deacon Mamon who first sowed the seeds of corruption and
turned the inexperienced Cardinal’s religious ambitions against
the Imperium — fuelling his desire to launch a War of Faith and
raising the Cardinal’s paranoia against agents of the Inquisition
spying upon him. It was the Deacon that recommended the
Cardinal move to Vraks, from where he could best plan his war,

After his arrival on Vraks Deacon Mamon was instrumental in
all that Cardinal Xaphan did, and it was he that first brought the
Alpha legion warband of Arkos the Faithless to the planet. This
has been taken as evidence that the Deacon was already an
Alpha Legion sleeper agent, and that Vraks was his (and
Arkos') target all along. Mamon also organised and equipped
Xaphan's personal guard of Disciples, no doubt always acting
under the orders of his true master — Arkos.

Mamon was the principle agent provocateur behind the Vraks'
uprising, and as the Vraksian war progressed, he became ever
deeper involved with the heretical daemonic worship cults,
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driven by a need for the support that they offered. But despite
this, the war turned against him and Arkos, until the World Eater
champion Zhufor the Impaler led a bloody coup against
Xaphan's regime. Xaphan was deposed, Arkos ousted and
Mamon, hunted by Zhufor’s bodyguard was lucky to escape
with his life.

Driven by desperation Mamon sort refuge from Zhufor's
vengeance by siding with the Nurgle warband of the Tainted. In
doing so he offered himself to Nurgle. The Plague Lord was
delighted. In return for his efforts in creating a world to entertain
Nurgle, full of infection, death and biological weapons, he was
granted the rank of Daemon Prince and was soon possessed
by the potent spirit of a Great Unclean One. Mamon's new task
was to turn Vraks into a Plague world.

Once a brilliant and cunning spy, Mamon was soon
transformed into a great corpulent Daemon Prince and
unleashed upon Vraks. Once, he had been the Disciples of
Xaphan's supreme commander, now. in his new form, the
survivors worshipped him as their messiah, the bringer of
destruction to their enemies, the arch-corruptor of Vraks. In his
new horribly bloated form, Mamon fought alongside the Tainted
until the end of the war. Since then his whereabouts or fate are
unknown.



DAEMON PRINCE - MAMON

7 5 6 ! 5 4 10 S5+
UNIT: Un que

TYPE: Monstrous Creature

DAEMONIC GIFTS:
* Mark of Nurgle (+1 A included above)
* Unholy ht (+1 S included above)

* Noxious Touch (2+)

WARGEAR:

* Contagion Spray

HQ: Mamon is a HQ cf

wice for a Chaos Daemons army.

Siege of Vraks

POINTS: 185

SPECIAL RULES

Daemon: Mamon is a Daemon. All the special rules for Daemons
apply.

Feel No Pain
Slow and Purposeful

Contagion Spray: Nurgle has decreed that Mamon must infect as
much of Vraks as he can. To this end he carries the Contagion
spray, pouring forth a stream of foulness from a large tank upon
his back.

Range  Str AP Type
Template 1 3 Heavy 1, Poisoned (24)




ﬁmwm an alliance of many different factions.
_ Starting as a rebel militia force, the arrival of
 reinforcements provided a battle-hardened and fanatical
 core of elite traitor Space Marines, all well schooled in the
" darkest arts of the Chaos gods. This in turn would lead to
@ daemonic incursion,

Rebels and Mutineers

The vast majority of the manpower of the Vraksian army
was drawn from the population of Vraks itself. By the time
Cardinal Xaphan had taken control of the planet, the entire
population (estimated at some 8,000,000 souls) would be
forced into military service. Many had little or no military
training, but Vraks' massive armouries and stockpiles of
weapons, ammunition, vehicles, fuel and rations could
equip them and keep them in the field seemingly
indefinitely.

The best of these renegade troops were selected to form
an elite inner circle of guards around Xaphan, known as
the Disciples of Xaphan, and only the best and most
fanatical followers were granted access. Being closest to
the centre of power, these men would be the first to slip
into full Chaos worship, embracing the powers that could
offer them victory.

The Lost and the Damned

Xaphan's rank and file troops were later reinforced by
additional Chaos worshippers. The crash landing of the
heavy transport vessel Aharon's Bane brought with it
thousands of outlaws, pirates, mutants, sub-humans and
beastmen, a barely human tide of degenerates and
fugitive scum, forced out of the Imperium by the
Inquisition's draconian laws and constant purges.
Despised and hunted by the authorities, these desperate
individuals have turned to the Chaos gods in the hope that
proving their dedication and worth on the battlefield will
bring about their master's rewards. The Chaos gods and
their favoured servants make cruel use of these wretched
souls, often using them as cannon fodder. To most of the
Imperium such impurity of soul and heretical beliefs
means that these mutants must be exterminated.

Chaos Space Marines
Just as the Imperial Guard commanders had the

mutual purpose. The Traitor warbands were fighting for
mmmmumwbmm
mmumwmmmdmms.
Reason has little to do with how or why the Traitor legions
fight ~ making them highly unpredictable and thus hard to

_ counter. They attack with almost inhuman pitiless

savagery, springing from the Eye of Terror in their ancient
barges and transport vessels to attack wherever

" RENEGADES AND TRAITORS
" THE ARMIES OF THE DARK GODS ON VRAKS

their god's whims takes them. Who or wh
little interest 1o them. Y they fight hag

Alongside their undoubted battlefield prowess, the Chaos
legions also brought with them a darker knowledge To
thousand years of war against the Imperium has "#l
them many lessons, and the sorcerers have learned hoy
to appease their masters’ fickle whims and how 1o
summon aid in the form of daemons. The dark an of
summoning and possession (highly forbidden

within the Imperium which is zealously policed by
Inquisition), is often known as daemonancy and the Traitor
legions have become experts in it,

Eleven Traitor warbands were identified during the Vraks
campaign:

* Three Khorne worshipping warbands, all World Eater
sub-factions: the Skulltakers led by the Chaos Lord
Zhufor (who would eventually rise to lead all the
defenders of Vraks), the Sanctified and the Berserkers
of Skallathrax.

+ Four Nurgle worshipping warbands, all Death Guard
sub-factions: Lords of Decay, the Tainted, the Purge
and the Apostles of Contagion led by the Sorcerer
Necrosius.

* One Iron Warriors sub-faction - the Steel Brotherhood.

+ One Black Legion warband - the Black Brethren of
Eyreas.

* One Alpha Legion warband - the Faithless led by
Arkos the Faithless

+ One non-aligned warband ~ Adharon's Reavers
(previously unidentified).

Traitor Titan Legion -~ Legio Vulcanum

Just as dangerous as the Traitor Space Marines, but far
less numerous, are the Traitor Titan Legions. Just as the
Chaos Spaces were once loyal, but followed Horus 10
damnation, so many Titan legions also joined the
Warmaster's cause. After their defeat, they too withdrew i
the Eye of Terror, and have continued their war. Names
like Legio Damnosus and Legio Vulcanum are stains upon
the loyalty of the Adeptus Mechanicus, On Vraks it was the
Legio Vulcanum that joined the battle.

Like their loyalist equivalents, they stride to battie n
Titans, but these are corrupted and possessed and
inhabited by daemonic spirits. These Titans are a gfim
parody of their former selves, but still just as deadly. These
legions are supplied with new war machines from the hel-
forges deep within the Eye. On Vraks, Legio Vulcanum
deployed at least 20 Titans, although exacl numbers are
unknown. It seems that the legion was careful to husband
its strength, but by the climatic final battles around the
Citadel most of its Titans had been destroyed Of
withdrawn,




' Daemons are violence and hatred incarnate,

Trapped
within the immaterial universe of the Warp they hunger to
~ escape into the corporeal universe and fun amock. They

~hate those who would impose order and civilisation upon a
_universe which by rights should be only chaotic. Because
of their nature, Daemons are drawn to battlefields, where
~ destruction and death have already taken their tol| and the
barriers between reality and Warp space have started to
weaken. Even so, it is not easy for Daemons 1o enter the
material universe.

+ Possession

One way for a Daemon to break through into the
material universe is via possession, During a ritual of
possession a physical body is offered up as a vessel
for the Daemon to inhabit. Few fates can be as horrific
as being possessed, an individual's mind, body and
soul are entirely dominated by the Daemon. For most
the experience is fatal, the daemon consuming the
vessel's soul as part of the ritual of possession. As the
Daemon gains strength from the vessel, it starts to
force its own appearance on it. There are a few
exceptional individuals who have survived possession,
but for the vast majority, possession by a Daemon is a
way of extending their service to the Chaos gods
beyond their mortal lifespan.

+ Daemon Engines

Another way for a Daemon to enter the material

~ Universe is via a Daemon Engine. This is another form
of possession. Rather than taking a living being to
possess, the Daemon engine is a metal body, an

~ inanimate object which, when the correct rites are

- performed, becomes inhabited by the Daemon, its dark
~_energy providing power to its mechanical form. Such
heinous creations are commonly used by the Traitor
Legions on the battiefield. They are living machines and
~ powered by the fury of the Daemon bound within,

~ seeking only to kill for their masters.

~ To enter the material universe a Daemon must be

- summoned. It has no real existence in real space, it is
formed of malign energy given a temporary form by

Killing a Daemon's physical form does not destroy it, it
y banishes it from the material plane to return to

the Warp. Within the Warp the Daemon's power

mains untouched. Only a Chaos god can claim back

y that gives a Daemon its power, thus

ing a Daemon’s utter loyalty to its master, who

has the power of life and death over them.

Warp Rifts

Whenraainybecomasmmdwmwm
by
itis called a Warp fift, Daemons burst through into the

real world, taking material form and spifling
lar_geflhelea:inmaﬁly‘ﬂumre e

spill through, Some are only t P"m
lasting seconds and reality can quick repair tsel! ar

and temains for days, with legions of Daemons surging
_ : emons

out to l.ull and destroy with wanton glee. By their nature
Warp rifts are highly unpredictable and unstable, A

* The Vraks Portal

A more predictable form of Daemon summoning i
portal (referred to by many names: door. gate, bn':ﬂ:: :
fiux, vortex and cursus). These are gateways into the
Warp which those with the correct knowledge can open,
Often portals are hidden away or disguised, and there
are those masters of the dark arts who know how to
craatenewpoﬂals.onansocrelumwlﬂspﬂngupm
worship a portal, with the aim (often misunderstood) of
mastering the rituals required to open the door and
release their ‘masters’ from within. More often than not
these cultists do not know their fate. Far from being
rewarded or saved by their masters, they become
hapless victims of a daemonic incursion. Portals are
very dangerous and the Inquisition will go to any
lengths to close an open portal or destroy a closed one.

Once it has begun, stopping a daemonic incursion is a
major task. Few mortals have the power to match
against that of Daemons, and whilst conventional
weapons might destroy a Daemon’s physical form, it
cannot destroy the Daemon itself, who will simply be
banished, only to return through another portal given
the chance.

In the Imperium of Man only the Ordo Malleus and the
Grey Knights have the arsenal of weaponry specifically
designed to destroy Daemons, and whilst powertul,
they are few and cannot be everywhere.
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ZHUFOR THE IMPALER

LORD OF THE SKULLTAKERS
THE BUTCHER OF VRAKS

“The gates that stand between the mortal world and
immortal realms of Chaos lie open before us. That we will
die having glimpsed eternity is better than never having
stirred from the cold furrow of a mortal life. We embrace
death without regret, as we embrace life without fear.”

nlike the loyal Space Marine Chapters, the Traitor

Legions are no longer a single fighting force. They have
fractured into many smaller warbands, each led by its own
lord. Some of these warbands can grow to become
powerful armies in their own right, and the Skulltakers are
one such force. With their flagship, the heavy cruiser Blood
Dawn, leading their fleet. they have raided and plundered
across the galaxy, killing indiscriminately and gathering
skulls in the name of Khorne.

Zhufor, now a mighty lord of Khorne, was not always a
servant of the dark gods. Once, millennia ago, he was
Sergeant Balzach of the Storm Lords Chapter. Badly
wounded and captured in battle, he was taken as a prisoner
by the World Eaters during their sacking of the hives of
Paramar. Drugged, tortured and subjected to hideous
psycho-corrective surgery to aller his brainwave patterns,
the World Eaters broke his Imperial indoctrination and
turned him into a raging pyschopathic killer, tall and
muscular beyond even his normal Space Marine physique.
Now he was fit to serve Khorne as a Berserker.

Taking a new name, Zhufor's former life as a loyal Space
Marine was forgotten. Zhufor excelled as a Berserker and
soon rose to become a Skull Champion and then an Exalted
Champion by dint of his strength, speed and the blessing of
Khorne. Believing himself to have been chosen by Khorne
for greatness, Zhufor plotted a treacherous attack against an
allied warband, the Skulltakers. The bloody internecine
fighting ended with Zhufor's men subjugating the Skulltakers.

His first act as leader was to offer himself and his warband
in service to Abaddon. He knew that with the Warmaster's
powerful support, the Skulltakers could grow into a

Ps WS BS S T W |
Zhufor

Equipment: Terminator Armour, Personal lcon, Power axe,
Claw of Demnos.

SPECIAL RULES

Independent Character, Fearless, Mark of Khorne
(already included above), Massive Physique (already
included above), Eternal Warrior.

Massive Physique

Zhufor is a giant of a man, even towering over other Space
Marines. This gives him +1 Strength, which is already
included in the profile above.

The Claw of Demnos

Torn from the dead hand of the Dark Apostle Demnos of the
Word Bearers during the Scathak war, when Zhufor was but
an Aspiring Champion, the Claw is a powerfist which

A Ld Sv
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formidable fighting force, no longer mere raiders and
pirates, but an army — all the better for serving their true
master — the Blood God. In return for Abaddon’s aid Zhufor
would do the Warmaster's bidding — a small price to pay for
the power that he acquired along with access to Abaddon’s
immense armouries.

It is certain that the Skulltakers' presence on Vraks has
been sanctioned by the Warmaster, and forms part of a
long-term plan to disrupt the Imperium’s defences around
the Eye of Terror.

Once upon Vraks, Zhufor committed his warband to the
front, smashing into the siege regiments and hacking a
bloody path into their trenchlines. But, lacking numbers,
Zhufor could not allow his warband to become trapped in
the attritional war and instead, allowed them to roam the
surface of Vraks, killing and plundering wherever they
could. As the siege closed in and it seemed that they might
be defeated, Zhufor enacted his plan to lake over supreme
command of Cardinal Xaphan's army.

First he targeted the other Khorne worshipping warbands
and united them under his command. Next he treacherously
attacked the Cardinal’s Palace, sweeping through it with his
Chaos Terminator bodyguard, slaughtering the garrison and
taking Xaphan captive. He then turned the Cardinal over to
the Sanctified and proclaimed himself the new ruler of Vraks.

During the final stages of the siege Zhufor took to the
batllefield, seeking the thick of the fighting, leading his
followers again and again to repel the attackers. During one
such counter-attack he fought and slew Commissar-
General Maugh of the 143rd regiment, taking the hero of
the Imperium’s body and mounting it as a gory trophy upon
his blood encrusted armour.

At the end of the siege, surrounded, with the fortress being
pounded by artillery, Zhufor and his surviving followers
escaped. He left behind a strong rearguard of fanatics and
daemons and, it is thought, used the Vraks portal to cast
himself back through the Warp. Where he will emerge is not
known.

incorporates a rapid-firing bolter of ancient design. It may be
used in the Shooting phase with the following profile

Range Str AP Type
12" 4 5 Assault 3

Skulltakers Bodyguard

Zhufor may be accompanied by a bodyguard of Chaos
Terminators of the Skulltakers warband. These are a
standard Chaos Terminator squad as described in Codex:
Chaos Space Marines, but they must take an con of
Khorne. Zhufor and his bodyguard count as a single HQ
choice.
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RENEGADES AND HERETICS
SERVANTS OF DECAY

Renegades and Heretics

As the Siege of Vraks esculates and the merciless war of
attrition grinds on with no end in sight, the malign influence of
the Chaos gods on the Vraksian renegades grows. Daily
exposure to the horrors of the Vraksian battlefields takes its toll
on the psyche and morale of the defenders. Even those who
were once reluctant soldiers, forced to fight, begin to accept
their fate — that with an implacable enemy arrayed against them
their only hope is in ultimate victory. To secure that victory they
turn to the only aid they can — that offered by the Chaos gods.

Trapped in a seemingly never-ending war, many renegades are
led by their preachers to worship Nurgle, with offers of greater
rewards for the daily slaughter. The Lord of Decay demands
little, except that you place your flesh under his control. Nurgle
loves the decay of flesh above all else, and is free with his
blessings of virulent diseases that bloat the body and infect the
brain.

The renegades that dedicate themselves completely to
Nurgle's cause are in turn reinforced by other oath-sworn
followers of the Lord of Decay. Led by Exalted Champions of
Nurgle and with the aid of his favoured Plague Marines from
the many Nurgle-worshipping Chaos Space Marine warbands,
they surge into battle, seeking more victims to infect...

Why collect a Renegades Army?

This army list is for a Renegades and Heretics army where the
influence of Chaos has grown stronger. After years of warfare,
many renegades will have been unhinged by the bloody battles
and constant artillery barrages. Driven by desperation or by
despair, they have (in many cases unwittingly) embraced the
worship of Nurgle, for decay is inevitable and only Nurgle can
offer protection against the entrophy of the universe.

This list allows you to theme a Renegades and Heretics army
to the worship of a single Chaos god and include the
appropriate troop types for that god. This is a Renegade and
Heretic force that has fallen deeper into Chaos worship than
that represented in Imperial Armour volume 5. Hence the
inclusion of a few new troop types and the modification of a few
of the existing ones. As yet this force has not fallen so deeply
into the worship of Chaos as to be summoning daemons or the
Chaos god's Daemon Engines. Nurgle provides aid in the form
of his favoured Chaos Space Marines. One change is the
inclusion of an Exalted Champion of Chaos to lead the
renegades. This is a champion who has already proven himself
to Nurgle but as yet lacks the followers to become a full Chaos
Lord. Still, to these mortal followers he would appear a powerful
and frightening individual, who commands by awe and fear.

The army offers a broad selection of troop types, from the
heavy firepower of captured Imperial Guard tanks and artillery
o the tough and versatile Plague Marines. Despite the
changes, this is still in essence a variant of the Imperial Guard
army list.

Renegade and Heretic models

For most of the units in this army list, the models remain
unchanged from the Renegade and Heretics list in 1A5 and the
worship of Nurgle can be reflected as a painting solution, with
a predominance of green and brown clothing and rusting
armour, along with Nurgle icons. Added to the Renegade and
Heretic models will be Chaos Space Marines from the main
range — Nurgle’s Champions and Plague Marines. Armoured
vehicles will mostly be Imperial Guard vehicles with the
Imperial insignia removed and Nurgle equivalents added. We
have provided many examples of Nurgle colour schemes

throughout this book for you to use or as inspiration for your
own colour schemes. The mutant rabble can be represented by
various models. As a rabble they would have no standard issue
equipment and models from the Necromunda range such as
Scavvies, Redemptionists and House Cawdor all make good
‘scum’. Also, the plastic Orks sprue can provide legs. bodies
and arms for mutants, used in conjunction with the mutant parts
from the Chaos plastic sprues. Again, turning them into Nurgle
worshippers is a simple case of using an appropriate colour
scheme. Plastic Zombies are available from the Warhammer
range for the Plague Zombie hordes.

Using Force Organisation Chart

The army lists are used in conjunction with the Force
Organisation chart from a scenario. Each chart is spit into five
categories that correspond to the sections in the army list, and
each category has one or more boxes. Each light tone box
indicates that you may make one choice from that section of
the army list, while a dark tone box means you must make a
choice from that section.

Note that unless a model or vehicle forms part of a squad or
squadron, it counts as a single choice from those available to
the army.

Using the Army List

To make a choice, look at the relevant section of the army list
and decide which units you want to have in your army and
which upgrades you want to give it (if any). Remember that you
cannot field models equipped with weapons and wargear not
shown on the model. This includes vehicle upgrades. Once this
is done, subtract the points value of the unit from your total
points and then go back and make another choice. Continue
doing this until you have spent all your points.

Some units are restricted in number, such as 0-1 or 0-2. This is
the maximum number of that type of unit an army may include,
regardless of points costs. These resltrictions have been
included in the list to keep it playable and hopefully to
encourage players to use more balanced forces.

SPECIAL RULES

* Mixed Weapons
Many squads of Renegades can mix weapons. Where given
the option, a squad may take as many of the various weapon
types as it likes, so a squad can freely mix lasguns,
autoguns, shotguns, laspistols and close combat weapons.
To avoid confusion, Renegades should only be armed with
the weapons a model is actually carrying.

Autoguns: This is the universal name for standard projectile
firing assault rifles. They have the following profile:

Range: 24" Str:3 AP:-  Type: Rapid Fire

Renegades

Renegades aren't always reliable troops. While some are
fanatically loyal, other have been forced to fight and will run
away at the first chance. This is represented by the
Renegade's random Leadership. The first time a Renegade
unit is required lo take a Leadership test, roll a D6 and add 4
(giving a result of between 5 and 10). This is the squad's
Leadership for the rest of the game. This Leadership
characteristic is subject to all the usual modifiers.

If the squad is equipped with a vox-caster, you may re-roll
this Leadership dice. The second result must be used, even
if it is lower.
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Advisors

Advisors must be attached to squads at the start of the game.
An Advisor may join a Command squad, Militia squad,
Disciples of Xaphan squad, Renegade Armoured Fist squad
or Mutant Rabble. Unattached Advisors may not
be used.

Summary Execution

Enforcers are tasked with ensuring unwavering loyalty to
Cardinal Xaphan and are utterly intolerant of backsliders. If a
unit with an Enforcer fails a Morale check for any reason, the
Enforcer will summarily execute the Champion or Veteran
leading the squad. This happens automatically. Remove the
executed model as a casualty. The unit in question is then
assumed to have passed the Morale test and continues to
fight under the leadership of the Enforcer.

The knowledge that an Enforcer is looking over his shoulder
for the slightest lapse focuses the mind of the Champion or
Veteran. The presence of an Enforcer in a unit adds +1 to the
Leadership characteristic of the Champion or Veteran
commanding the unit but only for tests affecting that unit.

Leadership

Any Rengade Militia unit within 12" of a Champion may use
his Leadership instead of their own when taking Morale and
Leadership tests — as long as the Champion isn't in close

Fanatical

A Preacher and the unit he is assigned to may re-roll any
failed to hit rolls once in the turn they charge, whilst the
Preacher lives.

Battle Fury

Such is the rage imbued by a Preacher's oratory, that a unit
including one must charge in the Assault phase if there are
enemy within reach. In addition, such is their state of
agitation, they always count as moving even if the models are
stationary, so would be unable to fire heavy weapons.

Fearless
See Warhammer 40,000 rulebook.

Feel No Pain
See Warhammer 40,000 rulebook.

Furious Charge
See Warhammer 40,000 rulebook.

Infiltrate
See Warhammer 40,000 rulebook.

Amphibious
An amphibious vehicle may treat water terrain such as rivers
or marshes as clear ground.

combat, falling back or pinned.

RENEGADE AND HERETIC TROOP TYPES

Plague Marine Exalted Champion
Champions of Nurgle are the chosen of the
Lord of Decay, great warriors who have
risen from the ranks lo become a leader by
dint of their prowess and strength. Exalted
Champions are Space Marines, the
lieutenants of the Chaos Lords and one day
they may rise 1o replace their master at the
head of a warband of Plague Marines.

Enforcer

Enforcers are strongmen, appointed by the
Cardinal’s heirarchy as overseers within the
ranks, forcing men to fight and follow
orders, often at gun point. All are chosen for
their loyalty and brutality.

Apostate Preacher

These are the corrupt priests of the
Apostate Cardinal, preaching heresy and
building the rank and file troopers' belief in
their cause, in the process unwittingly
corrupting their souls into the worship of
Daemons and Nurgle.

Disciples of Xaphan

The inner circle of Chaos worshippers are
fanaticals dedicated lo the cause. These
are the Disciples of Xaphan who form an
inner circle of guards around the Apostate
Cardinal and his commanders. The
disciples will fight to the last, with fanatic
zeal for Iheir new messiah! They are
superbly trained and have access to the
best weapons in the armoury.

Plague Marines

The chosen warriors of Nurgle are the
Plague Marines — warriors who have
dedicated themselves to death and decay
for their master. They seek only to corrupt
the galaxy and spread Nurgle's diseases to
all. Their rotten bodies are only kept alive
by Nurgle’s dark sorcery.
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Plague Ogryn

The Vraks Labour corps contained a large
number of Ogryns to perform heavy manual
labour. These large, brulish creatures are
well adapted to hauling heavy loads and
smashing rocks, but are not very bright. An
Ogryn will pretty much do whatever it is told
by whoever is in charge of its daily rations!
Many Ogryns have been subjecled to
hideous mutation by Nurgle; driven insane
by the pain, they are a horrible mockery of
their former selves, drooling and noxious
with diseases.

Renegade Militia

Most of the Cardinal’s renegade army has
retained the vestages of its former
command structure, with officers being
replaced by loyal champions; men who
have embraced their new gods and are
seeking to win their favour.

The vast bulk of the Apostate Cardinal's
army are Renegade Militia. These are men
thal once served the Emperor as Vraks'
garrison, its labourers and frateris militia.
Many have basic military training, and
retain their weapons and equipment, as
well as having access to Vraks' vast stores,

Mutant Rabble

After the crash landing of the Aharon’s
Bane transport, vast numbers of mutants
and degenerate scum were unleashed onto
Vraks' surface. Although lacking military
training or equipment, these degenerate
worshippers of Nurgle attack as a
rampaging horde.

Plague Zombies

Nurgle has mastery over the dead and
decaying bodies that litter Vraks'
battlefields. Through his sorcery he can
raise and re-animate the corpses, bringing
them back to life to fight again and again
and again. Hordes of these creatures
shambled over Vraks' toxic landscape,
seeking the warm flesh of the living to feast
upon.

Chaos Spawn

Mindless and violent, Spawn are the
hideously corrupted and mutated followers
of Chaos that have displeased their god
and been turned into Spawn. Their lives are
worthless but they can still kill,

Tanks and Artillery
The Renegades are well supplied with
tanks and artillery from the storehouses.

Hell Blade and Hell Talon

Small, fast and deadly, Hell Blades fly in
constant support, harassing the enemy with
strafing runs and attacking enemy aircraft.

Turret Emplacement

These are small bunkers mounting a single
heavy weapon and crewed by three men.
They are commonly mounted in the Vraks'
defence lines, forming strong points and
providing excellent protection for the heavy
weapons.

Artillery Strike

An artillery strike is indirect fire from artillery
units well to the rear, called for by
commanders or forward observers at the
front. There are many forms of artillery
available to the Renegades, from mortar
teams up to large Manticore missiles and
Bombards.



HQ

Siege of Vraks

0-1 PLAGUE MARINE EXALTED CHAMPION ..........60pts

WS BS S T W |

Exalted Champion5 5

Unit Composition:
* 1 Exalted Champion

Unit Type:
* Infantry

Wargear:

* Power armour

* Bolt pistol

* Close combat weapon

* Frag and krak grenades

4
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Special Rules:

* Independent Character

* Fearless

* Mark of Nurgle (included in
profile above)

Options:
The Champion may replace his bolt pistol with a:

o plasmaipstol 5 o5 vnvunssmsees sssmaan +15 pts
The Champion may take one of the following:

* twin:linked bolter .- . sovammsrisss s +5 pts
¢ COMBDEWEEPON 1 oo v v e s s o ok +10 pts

The Champion may replace his close combat weapon
with a:

* POWBLWEAPON .« wis wnsw dwasiiai S das e +5 pis
% OIS 7 cxoimmirs o R i T B B +20 pts
* single lightningclaw .................... +25 pts

The Champion may replace all his weapons with a:

+ paif of Ightning daws s vuesesamnvas +30 pts
The Champion may take any of the following:

TS DOMDS: anvicannsn ik s e e mhes +5 pts
o PErSONALICON « vhmurah 435 SN A8 Mo g s +5 pts

COMPANY COMMAND PLATOON

Each Company Command Platoon consists of 1 Company Command squad and 0-6 Heavy Weapon squads,
selected from 0-2 Fire Support squads, 0-2 Anti-Tank squads, 0-2 Mortar squads. These count as a single HQ choice.

COMPANY COMMAND SQUAD .............covvunnn

WSBS S T W | A Ld Sv
Exalted Champion4 4 3 3 2 4 3 D6+4 5+
Champion 3 3 3 3 1 3 2 D6+45+
HvwWpnsTeam 3 3 3 3 2 3 2 D6+4 5+
Renegade 3 3 3 3 1 3 1 D6#45+
Unit Composition: Options:

* 4 Renegades
* 1 Champion

Unit Type:
* Infantry

Wargear:

* lasgun, autogun
or

* laspistol and close combat
weapon

+ frag grenades

Special Rules:
* Renegades
* Leadership

Dedicated Transport:
* May select a Chimera

* The entire squad may take
krak grenades for +5 pts

* One Renegade may carry a
vox-caster for + 5 pts®

* One Renegade may carry a
Chaos banner for +15 pts*

One Renegade may carry
one of the following*:

s flamiersrives e + 5 pts
* grenade launcher . .+ 5 pts
* meltagun ........ +10 pts
* plasmagun ...... +15 pts

" No Renegade may lake more than one of these options.
For example, a Renegade with a vox-caster could not afso
carry a meltagun or join the Heavy Weapons team.

Two Renegades may form a heavy weapons team
equipped with one of the following*:

* Neavy SHIBDBT . cunmmises s saeamiiasias s +5 pts
s haawWBoler ..uean sme s mmssiz s +10 pts
¥ AUMOCANNON. oo ccoaiiommisniam i es wmmnte +10 pts
« ‘migsile/launcher : «vois vos sin ass s s vnimrash +15 pts
LJESCANNDN o st T s S e St el +20 pts

The Champion may replace his lasgun/autogun or
laspistol with a:

“HOEBISION (osmes somasnsdemmtin s s sme s +1 pt
SO 5 i s 0 e o ] +1 pt
S DIESEAAPISION o e ans Sl e S i +10 pts

The Champion may replace his close combat weapon
with a:

* DOWBIWEBEPOMN |, o b onisimnn e sovm 4 s aiess sb +10 pts
SUDOWEHIBE Sir st et S i st +15 pts
The Champion may take any of the following:

“ MR DOMBE & T30 S R e +5 pts
srafrablor field « sucwrsmnisnaneganng +15 pts

The Champion may be upgraded to an Exalted
Champion for +15 pts.
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FIRE SUPPORT SQUAD

...... "re s e s

WS BS S T w |
HvyWpnsteam 3 3 3 3 o2

Unit Composition:
* 3 Heavy Weapons teams

Wargear:
* lasgun or autogun

A Ld Sv
3 2 D6+4 5+

veresn...60pts

Special Rules:
* Renegades |
* Leadership

Options: ‘

Any Heavy Weapons team may exchange its heavy
stubber for:

* 3 heavy stubbers

Unit Type: *heavybolter ................... .. ... . +5 pts
+ Infantry sautocannon ... +5 pts
[_ANTI-TANK L e 90 pts
WS BS S T W | A Ld Sv  Special Rules:
HwyWpnsteam 3 3 3 3 2 3 2 pgase ° Renegades '
* Leadership
Unit Composition: Wargear: Options:

+ 3 Heavy Weapons teams * lasgun or autogun

Any Heavy Weapons team may exchange its missile
+ 3 missile launchers

launcher for:

Unit Type: *NASCARGON rpscioas s Shsimies ot St loteh i +5 pts ‘
* Infantry
MORTAR SQUAD ......... T 60 pts Options:
The entire squad may be upgraded
WS BS S T W | A Ld sv Wargear: with:
HyyWpnsteam 3 3 3 3 2 3 2 Dee45+ °lasgunorautogun - chemical shells . .. +15 pis
* 3 mortars
Range Str AP Type
Unit Composition: Unit Type: Special Rules: 48 Lo I-:eavy 1’_ 5
+ 3 Heavy Weapons teams * Infantry * Renegades blast, poison 2+
* Leadership
O3 ENFORCERS .visoions 16550685000 mrmme sove s 40 pts
WS BS S T W | A Ld sy Options: s
Erifercsr 4 § 8 3 2 4 2 15 The Enforcer may replace his laspistol with a:
= DOPISHO] (gvsianinnnm, sivmmns B8 tiato +2 pts
Unit Composition: Special Rules: * PIBSMAPISION - o v umaminiming Lo datiaiis s +15 pts
=1 Erfercer ggm:ar o The Enforcer may take one of the following:
Unit Type: v *lasgunorautogun .. .......... .. ... .. . +1 pt
« Infantry 1 e |1 = Y +1 pt
Wargear: The Enforcer may replace his close combat weapon with a:
+ Laspistol 2 POWBEWBADBN, oo o ran s somissssing S s +5 pts
* Close combat weapon spowerfist ... ... +20 pts
* Frag and krak grenades _
The Enforcer may take any of the following:
O MBHABOMDE. i siv v vaie s wivinione s n s +5 pts
* CATARACG ANMMIOUN o v i e e s o e s s s ae s + 5 pts
srefractorfield ........ . ... . +15 pts
* demolition charge ...... ... ... ... . . . +10 pts

" Although bought as a HQ choice, Advisors do not use up
any Force Organisation chart selections
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0-5 APOSTATE PREACHERS OF NURGLE .............. 40 pts
WS BS S T W | A Ld sy Options: T
Sroachar 3 3 3 3 2 4 2 8§ - The Prgacher may replace his laspistol with a:
o [« boIPIstolswamvn o v i +2 pls
S PIASTAPISIBL: wooms s smmaremming sm e +15 pis
Unit Composition: Special Rules: P P P
* 1 Preacher * Advisor The Preacher may replace his close combat weapon
+ Fanatical with a:
Unit Type: * Battle Fury * POWET WEAPOM . . .o eneeenennns +5 pts
* Infantry o BOWBHISE o avi v suassiane bwsars +20 pts
* BVISCRIAION . o s vossranvaiere Hae +25 pts
Wargear:
* Laspistol One Preacher in the army may take an:
+ Close combat weapon - unholy relic (see Imp Armour§) ........... +30 pts
The Preacher may take one of the following:
« rafractorfield coviveen sinadnasiga s +15 pts
T POSATIUS o ssrsamniin e ain st b woe s e o + 25 pls
"+ Although bought as a HQ choice, Advisors do not use up The Preacher may take any of the following:
any Force Organisation chart selections. © MERELOMDE +.ocvvsinmiaicninn sun wmnmmnione s +5 pts
ROGUE PSYKER OF NURGLE' «.civ v oo winmanos stan siare s 15 pts

' - Options:
WS BS S T W | A Ld Sv proms:
49 The Rogue Psyker may take one of the following:

RoguePsyker 2 2 3 3 1 3 1 8 5+ ) ot
Postasiad 4 2 4 3 1 4 3 10 5+ addltu_)nal close combat weapon .. ........... +1 pt
- B * BoltpIStol covipnrparaaerRERR +2 pts
» BSIOL: o enis s i o sonsm e n im0 1
Unit Composition: Special Rules: . :fvi:}awz:?;n :12 g:i
+ 1 Rbgite PEgkeF CAdviser " POWRRWEEDOR .. ool cis sea ke e e
Unit Type: * Basmonic. Pogsession The Rogue Psyker may purchase a second roll on the
Type: Psychic Power table for +10 pis
+ Infantry
Daemonic Possession: If a Rogue Psyker suffers a
Wargear:

‘Perils of the Warp' attack while using a psychic power
then he becomes possessed. He will now have the
profile given above. He gains a 5+ invulnerable save
— and has daemonic talons (giving him the Rending

+ Close combat weapon

* Although bought as a HQ choice, Psykers do not use up special ability). Once possessed he loses all his
| any Force Organisation chart selections. | psychic powers. Any equipment taken Is also lost.
I_ — — —_— ————
Psychic Powers: The Rogue Psyker has a random 4 Wasting Disease
psychic power. Roll a D6 and consulting the table below., This power is used in the Renegade player’s Shooting
D6 Result phase instead of other shooting attacks. Pick a single

enemy maodel within line of sight and 24" of the
pysker. On a roll of 2+ the ltargel lakes a single
wound, with no armour save allowed.

5 Battle Fury
This power is used in the Renegade player's Assault
phase. It requires a Psychic test. If successful, one
friendly squad (not walker or other vehicle) within 12"
gains +1 WS for that phase. If unsuccessful the squad

1 No Usable Power
The fickle whims of Father Nurgle have not seen fit to
aift this Psyker with a power

2 Protection of Nurgle
This power is used at the start of the enemy'’s
Shooting phase. It requires a Psychic test, If
successful, one squad (not a vehicle) within a 12"

range gains a 6+ Invulnerable save for that Shooting suffers -1 WS instead.
phase. Note that models which already have an
Invulnerable save use that one instead 6 Destroyer Plague
: Virulent plagues erupt amongst the enemy. An enemy
3 Quagmire unit within 12" of the Psyker takes D6 hits with Str D6.

The ground at the enemy’s feet lurns into a stinking
quagmire of mud and guts. One enemy unit (including
vehicles) within 24" of the Psyker counts as moving
through difficult ground for the duration of their next
turn. This power has no effect on Jump infantry.

Armour saves may be taken as normal agains! these
altacks. This power cannot be used on enemy units in
close combat.
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TROOPS

RENEGADE MILITIA PLATOON

Each Renegade Militia Platoon consists of 1 Militia Command squad and 2-5 Militia squads.
The platoon counts as a single selection on the Force Organisation chart.

MILITIA COMMAND SQUAD ... .. T

WS BS S T W | A Ld Sv
Champion 4 3 3 3 1 8 D6+4 5+
Veteran 3 3 3 3 1 3 o D6+4 5+
Renegade 3 3 3 3 1 3 1 DB#+d5e
Hvy WpnsTeam 3 3 3 3 2 3 2 D6+ 5+
Unit Composition: Options:

* 4 Renegades * Any Renegade may be

* 1 Champion upgraded to a Veteran for
+6 pts per model
Unit Type:
* Infantry + The entire squad may take
krak grenades for +10 pts
argear:
* Lasgun, autogun * One Renegade may carry
or a vox-caster for +5 pts*
- Laspistol and close combat
weapon One Renegade may carry
« Frag grenades one of the following*:
« flamer ... ... .. + 6 pts
Special Rules: * grenade launcher .+ 8 pts
* Renegades © MeNAGURY: su i +10 pts
- Leadership * plasma gun

...... +10 pts

" No Renegade may take more than one of these options.
For example, a Renegade with a vox-casler could not also |
| carry a meltagun or join the Heavy Weapons team. |

MILITIASQUAD .......ccivnivinnnnrnnnnnnnnins

WS BS S T W I A Ld Sv
Veteran 3 3 3 3 1 3 2 De+4se
Renegade 83 3 38 3 1 3 1 D6+4 5+
HvwWpnsTeam 3 3 3 g3 2 3 2 D644 5+
Unit Composition: Options:

* 10 Renegades * One Renegade may be

upgraded to a Veteran for

+6 pts*.
Unit Type:
= Infantry * The entire squad may take
krak grenades for +20 pts.
Wargear:

* Lasgun or autogun or
shotgun or laspistol and
close combat weapon

* Frag grenades

* One Renegade may carry
a vox-caster for +5 pts*,

One Renegade may carry
one of the following*:

Special Rules: = flamer ....... .. .. +6 pts
* Renegades * grenade launcher . .+8 pts
* Leadership * meltagun........ +10 pts

* plasmagun...... +10 pts

Two Renegades may form a Heavy Weapons team
equipped with one of the following*:

" heavystubber ....... ... ... . ... . . +7 pts
B +10 pts
*RBURBININON 5ot 5 v s s i +15 pts

missile launcher . . ..., . ... .. . +15 pts
L R +25 pts

The Champion may replace his lasgun/autogun or
laspistol with a:

* DO & e nios sicssins 568 s s, +1 pt
“8hOIUN il s +1 pt
“Plasmapistol ... +10 pts

The Champion may replace his close combat weapon
with a:

* power weapon S MR R e 1 iy« DI DS
tpowerfist ... ... +20 pts
The Champion may take any of the following:

* TRREDORIBS) oz oiesvien co s a e e e +5 pts
Tcarapacearmour L............... ... .. . + 5 pts
* refractorfield .............. ... +15 pts

Two Renegades may form a Heavy Weapons team
equipped with one of the following*:

* heavystubber .......... ... .. ... . . +7 pts
~hOAVYDOMBE . i ivicnniinnnmninins o +10 pts
SAAUOCANTAN oo s 5 0 4 e easeeac +15 pts

missile launcher .. ... ... . +15 pts
PVRBRRARION 13555001605 ot o ieosriasran +25 pts

The Veteran may replace his lasgun/autogun/shotgun or
laspistol with a:

* DOILOISION o oons smimcorscatt 66 it s o mercae +1 pt
L o ——————————— +10 pts
The Veteran may take any of the following:

gl (=115 o) o1 O +5 pts

| * No Renegade may take more than one of these options
For example, a Renegade with a vox-caster could not also
| carry a meltagun or join the Heavy Weapons team



WS BS S

Veteran 3 3 3
Renegade 3 8 8
3

Hvw Wpns Team 3 3

Unit Composition:
+ 10 Renegades

Unit Type:
+ Infantry

Wargear:

+ Lasgun or Autogun or
Shotgun or Laspistol and
close combat weapon

* Frag grenades

Special Rules:
+ Renegades
* Leadership

RENEGADE ARMOURED FIST SQUAD ..

T W | A Ld Sv
3 1T 3 2 D6+4 5+
3 3 1 D6+4 5+
a 2 3 2 D6+4 5+
Options:

+ One Renegade may be
upgraded to a Veteran for
+6 pts”.

« The entire squad may take
krak grenades for +20 pts.

* One Renegade may carry
a vox-caster for +5 pts*.

One Renegade may carry
one of the following™:

+ flamer
* grenade launcher .+ 8 pts

Siege of Vraks

Two Renegades may form a Heavy Weapons team
equipped with one of the following™:

= heavy silibber = v et susussrms wmaine s +7 pts
¢ HBAVY BOIST  vnvnmimmsimamsmme s saas +10 pts
v HOCANNONS o1 s i fm SO B, $oews b s +15 pts
+ ‘misslle [BUNGHET-iives veiamamiiai e s 4 +15 pts
¥ JASCANNON umssinm s vakvmmies o +25 pts

The Veteran may replace his lasgun/autogun/shotgun or
laspistol with a:

% BOIHISIN 4 sonanmritamme S S50 Srmana A +1 pt
o PESITATPISIOL « v, sifs coamamms s Ha e +10 pts
The Veteran may take any of the following:

smeltabombs ......... ... ... ... .. ....... +5 pts

= meltagun ......... +10 pts [ *No Renegade may take more than one of these options
Dedicated Transport: » plasmagun...... +10 pts For example, a Renegade with a vox-caster could not also
* The squad are always carry a meltagun or join the Heavy Weapons team.
equipped with a Chimera. =
MUTANTRABBLE ....................... 4 pts per model
WS BS S T W | A Ld Sy Options: e
kit 2 2 3 3 1 3 1 5 &+ Any Mutant may exchange his laspistol and close combat
weapon for a lasgun or autogun for free.
Unit Composition: Wargear: One Mutant in every ten (round fractions down) may carry

+ 20-50 Mutants

Unit Type:
* Infantry

* Laspistol and close combat
weapon

one of the following:

= JIHMBF. srsvss v orvanreons. S mes et e +6 pts
= grenade [AUNEHSE . civecvsmsus sansivevse +8 pts
* NEanySIUbDET oo esvansmssrne v s +10 pls

PLAGUE ZOMBIE HORDE

WS BS S
Plague Zombies 2 - 4

Unit Composition:
+ 10-50 Plague Zombies

Unit Type:
+ Infantry

Wargear:
+ Close combat weapon,
teeth, bare hands, etc

T W | A Ld Sv
3 1 8 1 &5 Bs

Special Rules:

* Fearless

+ Feel No Pain

+ Shambling Gait

Options:
- None

6 pts per model

| Shambling Gait: Lacking control over their higher
motive funclions, Plague Zombies can only shamble,
stumble or crawl towards the enemy. Plague Zombies
always move as if in difficult terrain (ie, roll 2D6 and
chaose the highest for the distance moved). This alse |
applies if the Zombies run in their Shooting phase and
when they assaull.
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PLAGUEMARINE == o

they are able to Shrug off injury ang PR
commonly defeat even the superhymar ;y\'€ :
Adeptus Astartes. In combat againg 5= 0¥ dH
servants of Chaos, mass cmce‘ntragé\:'}s\t
weapons more commonly employed 1 :._-‘mg
armoured vehicles are recommended as s ¥
successful confrontation S Ny
The decaying flesh also attracts magqgots and # ¥
Creatures commonly accompany al Nurgie (‘;
some even cultivate them CO'\S'\‘,‘er-q}\ --,_.,_‘ .\ .
creatures B!ISIE‘.’:"‘Q_ Th'ﬁug'ﬁ the &'P’hj}ur; ‘ « S8
are maggot hives which constantly produce :
black flies ve -
3. Plasma Pistol
In contrast to the Plague Marine’s other €QUIDMent
plasma pistol appears to be a MOTe 1ecent imee.
model, probably a Mk Xl or XiI single core' ¢
taken from the spoils of war on the battle
showing signs of corruption and ill-re
machine spirit of this weapon will likely ma
calastrophic magnetic field failure and h :
flas >ks which would likely kill a r,__.,__:.!',‘ S
However, given the Plague Marine's ynhalios
tolerance for injury and pain, the dangers are ki
prove inconsequential to this malignant warrior
4. Contaminated Blade
Of unknown origin and design, the Plag ne ca
a 'cleaver’ type combat weapon of the sort often it
inaccurately, named a Plague Knife" by moer
1. Ancient Corroded Armour observers. Wielded with the superhuman strengh &
Although this ancient suit of Power Armour has been speed of these creatures, these unpowered biade
corroded and corrupted almost past recognition, its pierce most forms of body armour, and can breach te
structure still bears the hallmarks of the older style Mkll| protection of ceramite p oy it it 2 viinersbk
iron’ Pattern suits favoured by the Death Guard legion location is struck. If the skin of a victim is ot e
during the pre-Heresy era. Even though more modern contaminated and necrotic slime that covers the blade »
sulls had become available to them, the Death Guard almost invariably infect the wound and pole
retained a large stockpile of this heavier pattern bloodstream, leading to a slow and agonising deatt
preferring it for both its durability and the ease with which over 90% of cases. Even the augmented metabolism
they customised it to better handle the rigours of the toxic the Astartes is not entirely immune 1o this effect A
battle zones in which the Legion excelled. This armour the Adeptus Biologis have no antidotes that have &
suit has clearly suffered severe corrosion and structural effect on the toxins. Rumours persis yme of the
breaches over its millennia of service and has been weapons are further empowered by the dark taint of {
further modified with a heretical pattern ‘open vent Warp against which no flesh can be spared. Only
reactor backpack, blasphemous iconography and has Ordo Malleus know the truth
: o RN
swelled to contain the monstrous bulk of its occupant 5. Blight Grenades
At some point this armour has suffered catastrophic Also known as a ‘death head' grenade de from
damage to the belly plate. The extent of armour conquered foe of Nurgle. Construct y Nu
penetration would indicate it was caused by a power sorcerers. the severed head is covered with a waxy m
weapon, most likely a raking blow from a lightning claw of slime and blood until it is watertight. The brain caviy
The damage would have been terminal even for a Space then filled with pus and left to fester, becoming &
Marine's enhanced physique, but to this Death Guard poisonous gas. The result is a missile which bursts
Marine the damage was merely superficial impact, releasing a deadly acidic gas
2. Bloated and Decaying Flesh
The flesh of the Plague Marine is bloated, distended and i
corpulent, seething with organic corruption and decay and A corrupted ‘Plague Marine’ encountered during ¢
terrible to look upon. The stench alone given off by them later stages of the Vrak: ampaign, affiiation ;.T:-a
iIs enough 1o incapacitate. This seemingly dead and although its ancient ,_n.‘..‘_.'_p—._
decaying flesh however makes the Plague Marine almost connection to the Death Guard Traitor lagion 0 1‘\.
impossible to stop with conventional small arms fire, and its sub-factions. most likely the Apostles of Contago
SNAWSN S
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ELITES

DISCIPLES OF XAPHAN ........... . .. 8 pts per model

[ WS BS S T w I A Ld Sy Two Disciples may form a Heavy Weapons team

' Disciple 3 4 3 3 1 3 1 9 5+ equipped with one of the following*:

| Champion 3 4 3 3 1 3 2 9 54 | . heavy bolter ... ... .. ... .. ... .. ..+10 pts

HwWpnsTeam 3 3 3 3 2 3 2 9 B rautocannon ... +15 pts

L e N B O O " Mmissile launcher . ......... .. .. .. . . +15 pts

o - t

Unit Composition: Options: ShEamen H25 B

* 1 Champion * The entire squad may take Th . .

B e Champion may replace his lasg un/autogun/shotgun

* 4-9 Disciples krak grzn?des for +2 pts or laspistol with a:

Unit Type: REBF MG, “boltpistol ............ .. ... .. . +1pt

. s *plasmapistol ..o +10 pts
infantry ?gfg;gﬂg:i?p?:fry 4 i +10 pts

Wargear: The Ch : | :

* Lasgun or autogun or Up to 3 Disciples may carry witﬁ = ampion may replace his close combat el
shotgun or laspistol and one of the following™: i pow.er weapon 45 pts
Close combat weapon *famer .oocanun + 6 pts S OOWOHIBE s, , . ek -;20 pts

* Frag grenades " grenade launcher .+8pts POVt et e, '

* meltagun .. ... ... +10 pts The Chartioh i
. . pion may take any of the following:

.Speﬁllal Rules: * plasmagun . ... .. +10 pts * meltabombs ....... ... . s sises TR
Intiltrate Tcarapace armour L.......... ... .. ... +5pts

Dedicated Transport: * demolition charge ............ ... .. +10 pts

* May select a Chimera (the
squad may not infiltrate if it
has a Chimera).

[ fgo Da’sc:;e m_ayt_ake_mor_c I!;n one of these options Fc;r_ |
example, a Disciple with a vox-caster could not also carry a
| meltagun or join the Heavy Weapons team.

PLAGUE MARINES . ..... S i e 23 pts per model

‘ WS BS S T W | A Ld sy Options: _

Plague Marine 4 4 4 45 1 3 o 9 8§ Up to two Plague Marines may replace their bolt pistol
Plague Champion 4 4 4 45 1 3 3 10 3+ with a plasma pistol for +15 Pts per model, or replace

L : . — : their bolter with one of the following:

*Plasmagun ......... ... . . +15 pts

Unit Composition: Special Rules: * DABHE QUL e s 554 e o oo +10pts

* 5-20 Plague Marines « Mark of Nurgle g [ - TR E——— +5 pts

(included in profile)

Unit Type: + Fearless Character: _

+ Infantry - Feel No Pain * One model may be upgraded to a Plague Champion

for +15 pts.

Wargear: Dedicated Transport: . .

- Power Armour « If it numbers ten or less * The Plague Champion may replace his close combat

« Bolt gun models, the squad may weapon with one of the following:

* Blight grenades select a Rhino or a POWEr WeAPOM . -+ . vuiesinviessaeviaass o +15 pis

* Frag grenades Dreadclaw. POWBITISE s vesisicoseris 5 85 00 o e ..+25 pts

+ Krak grenades
* Close combat weapon
+ Bolt pistol

The Plague Champion may replace his bolt pistol with
a plasma pistol for +15 pts.

The Plague Champion may replace his bolt gun with
one of the following:

Twin-linked bolter ............. .. . . . +5 pts
Combiweapon .................. ... +10 pts

The Plague Champion may have melta bombs for
+5 pts.
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PLAGUE OGRYN

i Ws BS
2

Plague Ogryn 4

Unit Composition:
+ 2-5 Plague Ogryn

S T wW |1
6 5 3

A Ld Sv
3 D6 8 5+

Special Rules:
= Noxious Touch
« Fearless

Siege of Vraks
40 pts per model

Noxious Touch: Attacks from a Plague Ogryn will
instantly infect any flesh it touches. The Ogryn's
attacks are highly poisonous, wounding on a 2+
regardiess of comparative sirength and toughness.

Unit Type: + Feel No Pain
+ Infantry
Wargear: Options:
« Claws, fangs, horns, drool, + None
elc...
CHAQS'SPAWN. oo v vniniieeisins o sweieccas v 40 pts each Mindless: Units of Chaos Spawn
] WS BS S T W | A Ld Sv Special Rules: always move as lar as they can
+ Fearless towards the closest enemy. ie,
Spawn 3 0 5 5 3 3 De 10 + Slow and Purposefm they must always try lo assuil the
i « Mindless closest enemy. In close combat
Unit Composition: Wargear: each Spawn has D6 Attacks -
+ 1-3 Spawn « Fangs,claws, tentacles, etc Options: every lime they are aboul o
« None attack. Units of Chaos Spawn
Unit Type: never count as scorng units
+ Beast
SCOUT SENTINEL SQUADRON ... ...... 35 pts per Sentinel
WS BS S Front Side Rear | A
Sentinel 3 3 5 10 10 10 3 1
Unit Composition: Special Rules: Any Sentinel may take any of the following:
+ 1-3 Sentinels - Scout + hunter-killer missile ............ +10 pts per model
+ Move through Cover « gearchlight . ixs svsecesmmanas sas +1 pt per model
Unit Type: 3 .
2 G The entire squadron may take:
; gehldf (wai(lj(en gpt:?gs. tinel d s-SMOke laUNChers s il s s e +5 pts per model
peEE> it : ‘r:n ullSIr;;l;? ig‘fy HpgrmR « camo-netling .ot .vn ot +10 pts per model
Wargear: 4 heavy flamer ..... +5 plS
« Multi-laser + autocannon . ...... +5 pts
+ lascannon . ...... +15 pts
HELEHOUND: . soniaisz pasanaeads v jisdaim o 130 pts
Armour Options:
BS Front Side Rear + The Hellhound may become a Bane Wolf by replacing
Hellhound 3 12 10 its Inferno cannon with a Blight cannon . .. .. ... free
May take any of the following:
Unit Composition: Wargear: ccamo-nefting ......... ... ... .l +20 pt
« 1 Hellhound « |Inferno cannon R ATRONE s R  E RE T R S +15 pls
= Heavy bolter « hunter-killer missile ..................... +10 pts
Unit Type: U HoZBEDIREE &« sraviisa s e s s SR T +10 pts
- Vehicle (Tank, Fast) * SBENChIGNT o vt oo sriskiinims s wiia o1 pt
+- soke IabnchBrS woassinnasmassias s +5 pts

pintle-mounted storm bolter or heavy stubber +10 pts
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1-3 Valdors
1-3 Minotaurs

1-3 Baneblades,
Shadov
Stormb

Storms

1-3 Chaos Reave

HEAVY SUPPORT

TANK
You may take a single Tank as a Heavy Support choice. This can be one of the following:

Leman Russ; Leman Russ Demolisher; Leman Russ Vanquisher; Leman Russ Exterminator; Leman Russ
Executioner; Leman Russ Conqueror: Leman Russ Annihilator; Leman Russ Eradicator, Leman Russ
Punisher, Thunderer or Destroyer

CLOSE SUPPORT ARTILLERY

You may lake a single piece of Close Support Artillery as a Heavy Support choice. This can be one of
the following:

Basilisk, Griffon, Medusa Siege gun, Manticore, Hydra Flak Tank, Bombard
(see Imperial Armour Volume 1 and Imperial Armour Volume 3 for details of these vehicles).

WEAPON PLATFORM

You may take a Weapon Platform as a Heavy Support choice. This can be one of the following:

Earthshaker platform, Hydra platform, Medusa platform
(see Imperial Armour Volume 1 for details of these weapons).

HELLBLADE: ... i e e G e venre 130 piS
Armour
BS Front Side Rear Options: _
Hell Blade 3 10 10 10 May take the following:
* daemonic possession ..................
Unit Composition: Wargear:
* 1 Hell Blade * 2 x twin-linked
autocannons
Unit Type: (with AA mount)
* Flyer

186

SUPER HEAVY
DETACHMENTS

1-3 Malcadors (any variant)

1-3 Macharius (any variar

1-3 Chaos Warhound Titans
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HELL TALON: . .o siavsesinn S R A 135 pts
Armour Options:
. May take the following:
BS: (EINK SIS, Hadt + daemonic possession +20 pts
Hell Talon 3 10 10 10
* May replace its autocannon with a havoc launcher for
Unit Composition: Wargear: free.
* 1 Hell Talon + Twin-linked lascannons
+ Autocannon | Special Rule:
Unit Type: - 8 bombs Bombs
* Flyer You can elect to have the Hell Talon drop as many
bombs as you wish in a single bombing run. For each
bomb dropped, rell once for the Apocalyptic barrage
template. but remember. each bomb can only be
dropped once — when they're gone, they're gone!
Weapon Range Sir AP Special
Bamb Bomb & 4 Apocalyptic Barrage (1)*
One-shot
ARTILLERY STRIKE
Pts Str AP  Type
Bombard Strike 100 8 3 Ordnance, massive blast
Manticore Strike 90 9 2 Ordnance, large blast
Basilisk Strike 70 9 3 Ordnance, large blast
Griffon Strike 50 6 4 Ordnance, large blast
Mortar Battery Strike 50 4 6 Heavy 3, small blast

+ Timing:

An artillery strike will always use the Reserves special
rules even in missions where reserves are not allowed.
The Reserve roll may be re-rolled using the Improved
Comms vehicle upgrade. Once the artillery strike is
available, it lands in each Shooting phase of the Renegade
player's turn thereafter. The Renegade player may opt not
to roll for the availability of the artillery strike if he wishes,
but once the roll has passed and the forward observer or
officer has selected the target, the artillery strike will
continue.

+ Placement:
The blast marker for the arlillery strike can be placed
anywhere visible to the forward observer that is calling in
the fire. This can be any model equipped with a vox-caster
and can be an enemy model or just a point on the tabletop.

* (In)accuracy:
An artillery strike scatters jusl like an ordnance
weapon, but if a miss is rolled, the distance scattered
is double the score on the D6. If a hit is rolled, the
template deviates by the distance shown on the dice
in the direction indicated by the arrow on the 'Hit'
symbol.

= Pinning:

All artillery strikes cause Pinning tests as for the
standard rules for the weapon type fired.

TURRET EMPLACEMENT ... ... ..................

Armour
BS Front Side Rear
Emplacement 3 13 13 12

Unit Composition: Wargear:

+ 1 Emplacement + Heavy flamer
+ Searchlight

Unit Type:

* Immobile

80 pts

Options:

May replace the heavy flamer with any of the following:
o MBHEESEE s i ssmeniG Seisma e +5 pts
£ autocannon . ... +5 pis
< migsile: |aURcher: s viers Sos Tin maTees Ll & +5 pts
« twin-linked heavy bolters . .. .............. +10 pts
o FASBENNON. o ccismmmmuen o e o Svmeaie st +10 pts
* twin-linked autocannons . ................ +15 pis
« PIBSTIRGEATINON v wii sai it o +15 pts
| 0721000l = 41170 O e s +15 pts
s multi-melta .. ... +15 pts
« plasma testroVet v ies s i Er il e s +30 pts
« demolisher cannon ............cocvuinann +35 pls
Gl 7= 1[S00 ] g SO S S +35 pls
* ¥anquisher CanNNoN: .. ... cvams s s das s e +60 pts
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DEDICATED TRANSPORTS

Certain Renegade units have the option of selecting a ded
Organisation chart selections. but otherwise function as separate uni
rulebook for details of how transport vehicles operate.

CHIMERA ........cccvvivirneniininninnnn, 55 pts
Armour Options:
BS Front Side Rear * May replace multi-laser with:
g .1 5L S S free
Chimera 4 2 10 0 -heavyboller...,.,.......,......._........free
STRMCOBNNON oo s iaiict i w08 s st e +5 pts
Unit Composition: Wargear: * twin-linked heavy bolters . . . . veeeeean... 410 pts
* 1 Chimera * Multi-laser ,
c May replace heavy bolter with:
; Heavy bolter
Unit Type: : cheavyflamer ... ... ... .. ... ... .. free
* Vehicle (Tank) - Sedrrlight
*+ Smoke launchers May take any of the following:
Access Points: 2o Y CAMONBHING. L. ovmniinyinis i +20 pt
* 1 —rear hatch '.rr?gspo; !Capacﬂy. *extraarmour ... ... ... .. . . +15 pts
fhoesls * hunter-killer missite ... ... .. .. . +10 pts
Special Rules: * pintle-mounted heavy stubber . .. P —— L1
* Amphibious * pintle-mounted storm bolter ... .. . . . +10 pts
*00ZOMDIAIE ..t e s s +10 pts
GHADS RHING it e sttt s, 35 pts
Armour Transport capacity: Special Rules:
BS Front Side Rear * Ten models * Repair
Rhino 4 1 11 10
Options:
Unit Composition: Wargear: May take any of the following:

* 1 Rhino

Unit Type:
* Vehicle (Tank)

Access Points:

* 3 - side and rear hatches

* Twin-linked bolter
* Searchlight
* Smoke launchers

* daemonic possession ........ . .. . . +20 pts
* dozerblade ........... .. . . . +5 pts
Textraarmour ... +15 pts

One pintle-mounted weapon:
* twin-linked bolter ................. .. . +5 pts

188

DREADCLAW ASSAULT POD .

Armour

BS Front Side Rear

Dreadclaw -

Unit Composition:
- 1 Dreadclaw

Unit Type:
* Flyer

12

12 12

Wargear:
* None

Transport capacity:

* Ten models or one Chaos

Dreadnought

* combiweapon ........ ... ... . ... . . +10 pts
* havoclauncher ...... .. .. . " +15 pts
65 pts

Special Rules:

Difficult Ground: A Dreacic! W Is immobilised if it land.

it aronnd
Wit grounag

in aiffic

Deploying the Dre,

Dreadciaw: A
-"I'-'-"-'J.':.".." TH

anywhere

dice. On a Hit, it is

Once on the

D6

dana

lopped vehic
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SCENARIO 18 — THE BATTLE FOR ARMOURY 59.44

Warhammer 40,000 Apocalypse

The Battle .

The 34th line korps' offensive to seal the ring around _lhe
Citadel had stalled amidst heavy fighting against the traitor
forces of Nurgle, across a battlefield stained by the green fog
of chemical weapons.

Ordo Malleus Inquisitor Tobias Vokes led the attack, with the
Grey Knights of Brother Captain Stern awaiting to teleport in as
support. Against him were arrayed the hordes o_f Nurgle,
chanting the name of their lord, Papa G'aap, Sc_apelalhrax‘ a
mighty Great Unclean One. Inquisitor Vokes sacrificed himself
in the battle attempting to banish the Great Unclean One, but
Brother Captain Stern’s brothers turned the tide and won the
day.

The Wargame

This is a large battle, but only part of the entire attack. Play the
game on as large a table as you can manage. Set the board up
as described for an Apocalypse battle. The Chaos player
chooses a short table edge then sets up his bunkers. All forces
should be deployed using the Apocalypse deployment system.

Special Rules
The attacker gets the following strategic assets:
Scheduled Bombardment, Strategic Redeployment, Tank

Riders

The defender gets the following strategic assets:
Ambush, Bunkers, Chaos Altar

Objectives
The attacker’s objective is to destroy the enemy. Use the Kkill
points system from the Warhammer 40,000 rulebook to decide

who is the winner.
ATTACKERS - FORCES OF THE IMPERIUM

Inquisitor Lord Tobias Vokes
Daemonhammer, power armour, icon of the just, purity seals,
storm bolter. Psychic power: Hammerhand

Retinue
4 Veteran Guardsmen, 1 Hierophant, 1 Familiar

Transported in a Rhino
with storm bolter, smoke launchers, sacred hull

Inquisitorial Storm Troopers
Squad 10 men flamer, plasma gun
All have krak grenades

Transported in a Rhino
with storm bolter, hunter-killer missile, extra armour, smoke
launchers

Inquisitorial Storm Troopers

Squad 10 men flamer, melta gun

All have krak grenades

Transported in a Rhino

with storm bolter, extra armour, smoke launchers
Krieg Grenadier Squad

Squad 5men melta gun

All have frag and krak grenades and melta bombs.

Transported in a Centaur
With searchlight, smoke launchers, extra armour, rough terrain
mod.

Commissar
With laspistol, powersword

Krieg Infantry Platoon

Command Squad Snr Off + 4 men heavy bofte
:

Infantry Squad 10 men

Infantry Squad 10 men ﬁi:i:!a gun
Infantry Squad 10 men flarnergun
Infantry Squad 10 men grenade |
Infantry Squad 10 men plasma g
Infantry Squad 10 men o

grenade layne

All squads carry frag and krak grenades. i her
Guardsman with a vox-caster. The Senior Omﬂd has gng
laspistol and a powersword " Cames ,

Leman Russ
With dozerblade, pintle mounted h

eay
launchers Y Stubber, SMoke

Leman Russ
With pintle-mounted heavy stubber, hunter-killer missila

Leman Russ Demolisher
With pintle-mounted heavy stubber, trackguards

Hellhound
With dozerblade

Macharius Heavy Tank
With pintle-mounted heavy stubber

STRATEGIC RESERVES
All arrive via Deep Strike

Brother Captain Stern

Grey Knights Terminators

Grey Knights Brother Captain

8 Grey Knights Terminators

1 Grey Knights Terminator with psycannon

The squad has the Holocaust psychic ability.

Grey Knights

1 Grey Knights Justicar

7 Grey Knights

1 Grey Knights with psycannon
1 Grey Knights with incinerator

Grey Knights Purgation squad
1 Grey Knights Justicar

5 Grey Knights

2 Grey Knights with psycannons
2 Grey Knights with incinerators

Grey Knights Dreadnought
With twin-linked lascannons, smoke launchers, sacred hul

Grey Knights Dreadnought
With psycannon, smoke launchers

DEFENDERS - FORCES OF NURGLE
Necrosius

Plague Zombie Horde
20 Plague Zombies

Plague Zombie Horde
20 Plague Zombies

Mutant Rabble
40 Mutants with 2 flamers, 1 grenade launcher, 1 heavy stubber



; mmmdnmy Cloud of Fiies
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STRATEGIC RESERVES
Al arriving via Deep Strike

Scabeiathrax the Bloated

3 bases

Nurglings
3 bases

Plaguebearers
15 Plaguebearers

Beasts of Nurgle
3 Beasts. One has Noxious Touch

SCENARIO 19 - DAEMONS UNLEASHED

Warhammer 40,000

The Battle

During the first direct assault upon the Citadel, as the 261st
regiment fought its way through murderous weapons fire up the
skpes towards the Citadel, it had suffered horrific casualties
Worse, the daemons of Khorne were awaiting, the Vraks portal
had opened and out flooded the foot soldiers of Khome. A
wcous counter-aftack saw the daemons throw the attackers
back down the slopes in a furious assault, leaving carnage in
their wake then, as suddenly as it had started it was over, their
siaughter complete, Khome appeased... for now.

The Wargame

Play this scenario across a 6'4' table. The terrain is the rocky
siopes of the Citadel rock, so include lots of areas of rocky
gound, a few wrecked bunkers or pillboxes and scattered
craters. Deploy the Krieg forces first in their deployment zone
then deploy the Chaos forces in their deployment zone. Roll a
D8 for who has the first turn,

Special Rules
Do not use the Daemonic Assault special rules in this game,
deploy the Daemons as for a standard game.

Steep Ground - The slopes up to the Citadel are 0o steep for
e tanks to move on. The Krieg Leman Russ are deployed in
2 supporting fire role and must remain stationary once
deployed.

Objectives

There is only one objective for the warriors of Khome, kill the

ﬂvﬂwmmmmmmwore the end of
e game. If any Krieg forces are still fighting when the game

~ #nds then the Krieg win.

ATTACKERS - DAEMONS OF KHORNE
Herald of Khorne

On a Juggemnaut. Fury of Khome, Blessing of the Blood God
Unholy Might

Gorefeaster

Bloodietters
12 Bloodietters

Bloodletters
12 Bioodietters

Bloodletters
12 Bloodletters

Flesh Hounds
10 Flesh Hounds

Blood Crushers
4 Blood Crushers

Reinforcements
Arriving via Deep Strike

Herald of Khorne
With Deathstrike, Unholy Might

Flesh Hounds
10 Flesh Hounds

Flesh Hounds
10 Flesh Hounds

Bloodletters
12 Bloodlefters

Blood Slaughterer
1 Blood Slaughterer

m
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DEFENDERS - FORCES OF THE IMPERIUM
Company Command Platoon
HQ Snr Off + 4 men melta gun
One Guardsman has the master vox. The Senior Officer
has a refractor field, las pistol and power sword.

Fire Support Squad
Squad 6men 3 x twin-linked heavy stubbers

Mortar Squad
Squad 6men 3 x mortars

Quartermaster

with two servitors

Grenadier Squad

Squad 10 men meitagun, flamer

One model has a vox-caster. One model has a demolition
charge.

Leman Russ

With pintle-mounted heavy stubber, rough terrain modification

Leman Russ Annihilator
With pintle-mounted heavy stubber

| ]

y

Infantry Platoon

Command Squad Jnr Off + 4 men autocannon
Infantry Squad 10 men grenade launcher
Infantry Squad 10 men flamer

Infantry Squad 10 men meltagun
Infantry Squad 10 men grenade launcher
Infantry Squad 10 men plasma gun

All squads carry frag and krak grenades. Each squad has one
Guardsman with a vox-caster. The Senior Officer carries 3
laspistol and a powersword.

SCENARIO 20 - INTO THE DEATH PIT

Warhammer 40,000 Apocalypse

The Battle
Thoucondmajocam:ﬂuponthecnadaiwssananack
against the armoury gate, situated deep inside a ravine on the
hiliside (known as the Death Pit). The 260th regiment's attack
Saw days of murderous fighting before forcing their way
through the ravine's defences. Even the intervention of an
Inquisitorial Strike force of Red Hunters in drop pods failed to
win the day, as the Chaos forces (including a Reaver Titan),
issued from the armoury en-masse. Overwhelmed, the Space
Marines were annihilated. Meanwhile, the Krieg units were
forced to withdraw from the ravine. It was a costly defeat.

The Wargame
Tmnmmypaegamesoplayonaslarggatabieasvou
canmmaga.Thelabtewtﬂbetheﬂoorofﬂwrm. with clitfs
fising on either side and one end.

modemmvinemamicktangleofdefenoaa. bunkers,
piliboxes, tank traps, fazorwire, efc — use as much as you have.
Haltway across the table is the ravine's defence wall and gate.

Special Rules
ThoMadwmgotmIoﬂowing Strategic Assets:

Deep Strike, Jammers, Blind Barrage
mw«m«wmtouowms«mgmm:

Tunnels, Bunkers, Minefields and Obstacle. Precision strike
Objectives
Momhrmmm&u!abh—Ma:emrkedon
unnup.TheplewaonnwlsIhenmobiocﬁvuatmeem
of the game wins.

ATTACKERS -~ FORCES OF THE IMPERIUM
Company Command Platoon
Squad Snr Off +4 men  plasma gun
Aam&aowwwm,mmmm
regimental standard.

Anti-Tank squad

Squad 6 men 3 x lascannons
Quartermaster

with 3 Servitors

Grenadiers

Squad 10 men heavy flamer, melta gun

All have melta bombs.
Krieg Infantry Platoon

Command Squad Snr Off +4 men heavy stubber
Infantry Squad 10 men plasma gun
Infantry Squad 10 men grenade launcher
Infantry Squad 10 men flamer

Infantry Squad 10 men grenade launcher
Infantry Squad 10 men melta gun
Infantry Squad 10 men mefta gun

All squads carry frag and krak grenades. Each squad has one
Guardsman with a vox-caster, The Senior Officer carries a
laspistol and a powersword.

Krieg Infantry Platoon

Command Squad Snr Off +4 men lascannon
Infantry Squad 10 men plasma gun
Infantry Squad 10 men melta gun
Infantry Squad 10 men flamer

Infantry Squad 10 men flamer

Infantry Squad 10 men plasma gun
Infantry Squad 10 men grenade launcher

All squads carry frag and krak grenades. Each squad has one
Guardsman with a vox-caster. The Senior Officer carries a
laspistol and a powersword
Death Rider Squadron
Squadron 10 men

All have frag and krak grenades

unting lances



‘melta guns, plasma cannon

ad 10 men with 2 x lascannons, 2 x missile launchers

op Pod

Champ*+ 4 men lascannon
6 men 3 x mortars

Fire support squad 6 men 3 x heavy bolters
6 men 3 x lascannons
Apostate Preacher
- with laspistol, eviscerator and unholy relic
~ Enforcer
with laspistol and power weapon.
Disciples of Xaphan

Squad 10 men with grenade launcher, flamer, melta gun
The squad is led by a Champion with a power weapon. The
 entire squad has frag and krak grenades.

Renegade Militia Platoon
Command Squad Champ*+ 4 men lascannon, melta gun

Ifantry Squad 10 men  missile launcher, plasma gun
Wlantry Squad 10 men  heavy stubber, grenade launcher
Infantry Squad 10 men heavy stubber, flamer

Infantry Squad 10 men autocannon, grenade launcher

‘The Champion has a laspistol and close combat weapon. All
 have frag and krak grenades. Al squads have a vox-caster.

Militia %d“ﬂ:
e e
it S92 10 men heavy bolter, granade launcher
|antry3l'luad 10 men amocannon.plmm

With pintle-mounteq heavy stubbe
Leman Russ

with pintie-mounteqd heavy stubber
Medusa

with dozerblade

Artillery Strike - Basilisk
Artillery Strike Griffon
Minotaur

Strategic Reserve
Mutant Rabble

Rabble 40 men with grenade launcher, flamer

Chosen Chaos Space Marines - the Sanctified
Squad 12 men with lascannon, plasma gun

The Aspiring Champion has a power weapon.

Khorne Berserkers

Squad 10 men with 2 x plasma pistols

The Skull Champion has a powerfist. Mounted in a Rhino
Rhino

with extra armour and havoc launcher

Zhufor the Impaler

with bodyguard
Squad 5 men

I, @xtra armour, dozerblade

lightning claw, reaper autocannon
lcon of Khorne, chainfist

One Terminator is upgraded to a Terminator Champion. All
have the Mark of Khorne.

Chaos Reaver Titan
with gatling blaster, las-blaster, Apocalypse missile launcher
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SCENARIO 21 - LOWER GATE SPUR

Warhammer 40,000 Apocalypse

The Battle

As the attack upon the Death Pit was beginning. so too was a
simultaneous operation to assault the Lower Gate spur getting
under way. With Inquisitor Lord Hector Rex in personal
command, and Grey Knights and Titans in close support, the
269th regiment launched itself at the defences. The wall and
gate had already been subjected to massive curtain bombing
by Marauder bombers and had been battered into rubble. But
the surviving defenders had dug in deep and the defence laser
silo that was thought to have been knocked out was still
operational!

The Wargame

This is another Apocalypse battle, so play on as large a table
as you can manage. Across the defender's end of the table are
the remains of the walls, towers and gate, along with the
defence laser silo ~ effectively these are large piles of rubble
and ruins. The rest of the table is the usual craters, razorwire,
wrecked defences, elc.

Special Rules

The attackers get the following strategic assets:
Strategic Redeployment, Blind Barrage, Recon

The defenders get the following strategic assets:
Hammerblow, Obstacles, Hold at All Costs

Objectives

Place three objective markers as shown on the map. These are
all held by the defender at the start of the game. The side that
holds the most at the end of the game wins.

ATTACKERS - FORCES OF THE IMPERIUM

Inquisitor Lord Hector Rex

with retinue

Mounted in a Rhino.

Rhino

with extra armour, pintle-mounted storm bolter, sacred hull.
Krieg Infantry Platoon

Command Squad Snr Off + 4 men heavy bolter
Infantry Squad 10 men plasma gun
Infantry Squad 10 men melta gun
Infantry Squad 10 men flamer

Infantry Squad 10 men grenade launcher
Infantry Squad 10 men plasma gun

All squads carry frag and krak grenades. Each squad has one
Guardsman with a vox-caster. The Senior Officer carries a
laspistol and a powersword.

Krieg Infantry Platoon
Command Squad Snr Off + 4 men autocannon
Infantry Squad 10 men flamer

Infantry Squad 10 men melta gun
Infantry Squad 10 men melta gun
Infantry Squad 10 men grenade launcher
Infantry Squad 10 men plasma gun

All squads carry frag and krak grenades. Each squad has one
Guardsman with a vox-caster. The Senior Officer carries a

laspistol and a powersword.
Commissar

Leman Russ

with pintle-mounted heavy stubber

Leman Russ
with pintle-mounted heavy stubber, hunter-killer missile

194

e
S
-~ pL

;-
E
3
(]
»
-
o
-
m

Leman Russ Demolisher
with pintle-mounted heavy stubber, dozerblade

Macharius Heavy Tank
With pintle-mounted heavy stubber

Reaver Titan
with gatling blaster, laser blaster and apocalypse miggie
launcher

Warhound Titan
with plasma blastgun and vulcan mega-boher

Strategic Reserves

Grey Knights Terminators

Grey Knights Brother Captain

4 Grey Knights Terminators

1 Grey Knights Terminator with psycannon

The squad has the Holocaust psychic ability. Mounted in a Grey
Knights Land Raider

Grey Knights Land Raider
With pintle-mounted storm bolter, sacred hull

Grey Knights Purgation squad
1 Grey Knights Justicar

5 Grey Knights

2 Grey Knights with psycannons
2 Grey Knights with incinerators

Mounted in a Grey Knights Land Raider Redeemer

Grey Knights Land Raider Redeemer
With pintle-mounted storm bolter, blessed

Grey Knights Dreadnought
With psycannon, smoke launchers

Orbital Strike
Lance strike
DEFENDERS - FORCES OF CHAOS

Disciples of Xaphan
Squad 10 men with grenade launcher, flamer, melta gun

The squad is led by a Champion with a power weapon. The
entire squad has frag and krak grenades.

Rogue Pysker
with two psychic powers

Apostate Preacher
with laspistol, eviscerator and unholy relic



Militia Platoon

Squad Champion®+ 4 men heavy bolter, melta gun
ad 10 men missile launcher, melta gun

d 10 men heavy bolter, grenade launcher
10 men heavy stubber, flamer

10 men lascannon, grenade launcher

10 men heavy bolter, plasma gun

Squad Champion®+ 4 men lascannon

T 6 men 3 x mortars
mm squad 6 men 3 x heavy bolters

~ Anti-tank squad 6 men 3 x missile launchers

Valdor Tank Hunter
With sponson mounted lascannon, pintle-mounted heavy

stubber

Leman Russ
with pintie-mounted heavy stubber

Siege of Vraks

D_"‘““l-lﬂrsuo

with defence laser.

The silo has armour 14 all
Whmmmmmsm?mm4mm.m
Range Str AP

60" D " Type

Ordnance, 10" blast,
primary weapon, pinning
Strategic Reserves
(S:(I';mn 101\&03 Space Marines (Black Brethren of Ayreas)
- 0 men with plasma gun, flamer, missile launcher
e Aspiring Champion has a power weapon plasma
pistol. Mounted in a Land Raider 0 i
Chaos Land Raider
With daemonic possession, dirge caster
Chaos Space Marines (Adharon’s Reavers)
Squad 16 men with lascannon, melta gun
Aspiring Champion has a power weapon and twin-linked bolter.
Khorne Berserkers
Squad 12 men with 2 x plasma pistols
The Skull Champion has a powerfist.

Battle Formation — Daemon Engine Summoning
3 x Defilers

Chaos Dreadnought
With additional Dreadnought close combat weapon.

SCENARIO 22 — ASSAULT ON THE ST LEONIS GATE

Warhammer 40,000 Apocalypse

The Battle

At the request of the Ordo Malleus, the Red Scorpions Chapter
returned to Vraks for the finale of the war. Led by the Chapter’s
Lord High Commander, the strike force was given the task of
assaulting and capturing the St Leonis Gate. Led by their Land
Raiders and driving directly up the Pilgrim’s Road in the face of
heavy defensive fire, the Red Scorpions suffered severe losses
as the Chaos forces sallied out to meet them. A furious battle
erupted at the foot of the St Leonis Gate, with summoned
daemons of Khorne swarming out of the gateway. Only the last
minute intervention of Commander Aineas’ Assault Terminators
and Sergeant Culln’s Assault squads turned the tide and won
the Red Scorpions their objective.

The Wargame

Play this battle on as large a table as you can manage. Set the
board up as described for an Apocalypse battle. The board
represents the route of the Pilgrim’s road up 10 the St Leonis
Gate. The Chaos player starts the game at the end of the table
with the gate, with the Imperial forces at the opposite end.
Forces should be deployed using the Apocalypse force
deployment system.

Special Rules

The attackers have the following Strategic Assets:

Orbital Bombardment, Strategic Redeployment, Heroic Stand
The defenders have the following Strategic Assets:

Minefields, Vital Objective, Trophy Kill

Objectives

Place objectives in accordance with the Apocalypse sCi
The defender’s Vital Objective must be the St Leonis
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ATTACKERS - FORCES OF THE IMPERIUM
Lord High Commander Ortys

Chapter Master with Artificer armour, iron halo, relic blade,
bolt gun and hellfire rounds.

Honour Guard Squad

1 Champion

8 Honour Guards

1 Honour Guard with Chapter banner

All mounted in a Land Raider

Tactical Squad

Squad 10 men with melta gun, heavy bolter

The Sergeant has & chainsword and melta-bombs. Mounted in
a Land Raider Redeemer

Tactical Squad ;

Squad 10 men with flamer, missile launcher

The Sergeant has a powersword. Mounted in a Land Raider
Helios
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Devastator Squad

Squad 5 men with 2 x heavy bolters, plasma cannon,
lascannon

The Sergeant has a chainsword. Mounted in a Razorback

Razorback
with twin-linked lascannons,

Battle Formation - Armoured Spearhead
Land Raider

with pintle-mounted storm bolter, extra armour
Land Raider Redeemer

with pintle-mounted siorm bolter

Land Raider Helios

with pintle-mounted storm bolter

Chaplain Dreadnought Nalr
with twin-linked lascannons
Venerable Dreadnought Pawel
with assault cannon

Land Speeder Squadron

Land Speeder with heavy bolter and assault cannon

Land Speeder with heavy bolter and multi-melta

Land Speeder with heavy bolter and Typhoon missile launcher

Land Speeder Squadron

Land Speeder with heavy bolter and assault cannon

Land Speeder with heavy bolter and assault cannon

Land Speeder with heavy bolter and Typhoon missile launcher

STRATEGIC RESERVES

Commander Aineas

Space Marine Captain in Terminator Armour, master-crafted
powersword and storm bolter.

Terminator Squad

Squad Sergeant Thunderhammer and storm shield
2 men Lightning Claws
2 men Thunderhammer and storm shield

Vanguard Veteran Squad Culln
Squad Sgt Culln  powersword, bolt pistol

1 Vet plasma pistol, chainsword

1 Vet bolt pistol, chainsword

1 Vet plasma pistol, power axe

1 Vet bolt pistol, powersword, storm shield
All have jump packs.

Assault Squad
Squad Sergeant powersword, melta bombs
6 men chainsword, bolt pistol

All have jump packs.
Battle Formation - Suppression Force
Land Speeder
with Heavy Bolter
3 x Whirlwinds

DEFENDERS -~ FORCES OF CHAOS
Renegade and Heretics - Initial Deployment
Disciples of Xaphan
Squad 10 men with grenade launcher, flamer, melta gun
ﬂwsquadiaiodbyaChampionvﬂmapowerweapon, The
entire squad has frag and krak grenades.
Disciples of Xaphan
Squad 10 men with plasma gun, flamer, melta gun
Thooquadhlodbyacmmpbnwimapowerweapon.me
entire squad has frag and krak grenades.
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Rogue Pysker
with two psychic powers

Apostate Preacher
with laspistol, eviscerator and unholy relic

Battle Formation - Vraksian WMF
Malcador
with hull-mounted lascannon

Malcador Defender
with sponson-mounted heavy flamers

Renegade Militia Platoon

Command Squad Champion®+ 4 men he
Infartry Squad
Infantry Squad

avy bolter,
10 men missile launcher, melta g":l!a 9

10 men heavy bolter, grenade launche,
Infantry Squad 10 men heavy stubber, flamer

Infantry Squad 10 men lascannon, grenade launche
The Champion has a laspistol and close combat weapon A
have frag and krak grenades. All squads have a VOX-Caster
Mutant Rabble
Squad

Chaos Spawn
3 x Chaos Spawn

30 mutants flamer

Heavy Weapons Platoon

Command Squad Champ+ 4 men autocannon

Mortar squad € men 3 x montars
Fire support squad 6 men 3 x autocannong
Anti-tank squad 6 men 3 x lascannons

3 x Enforcers
with laspistol and power weapon

Artillery Strike — Basilisk

Chaos Space Marines - Initial Deployment

Black Brethren of Ayreas Chaos Space Marines

Squad 10 men with plasma gun

Aspiring Champion has a power weapon and twin-linked bolter
Mounted in a Land Raider

Chaos Land Raider
With daemonic possession, dirge caster

Possessed Chaos Space Marines
Squad 12 men with Icon of Chaos Glory
Led by a possessed champion,

Defiler
with havoe launcher

Chaos Dreadnought
with twin-linked lascannons, heavy flamer

STRATEGIC RESERVES

Herald of Khorne

with Fury of Khorne, Unholy Might
on a Juggernaut

Bloodletters

12 Bloodietters

Bloodletters

12 Bloodletters

Flesh Hounds

B Flesh Hounds

Blood Crushers
3 x Blood Crushers



‘Awaiting them were the Gate's fanatical defenders: renegades,
heretics, traitors and daemons all came streaming down,
A swirling battle upon the hillside followed, and
it Inquisitor Rex cut his way 1o the Gate, only to be
by An‘ggrath, a mighty Bloodthirster, and the two met in

%K%

is an Apocalpyse scenario, so play the game over the
table you can manage. Across one end of the table is
's wall, in the centre of which is the Cardinal Gate.
Chaos player’s end of the table. The Imperial player
opposite end. The rest of the table comprises the
hillside, with lots of rocks, craters, wrecked pillboxes and
bunkers, trenches and defence lines, razorwire. etc. There will
also be wrecked vehicles from previous batties.

Special Rules

The Attackers have the following Strategic Assets:
Precision Strike, Orbital Bombardment. Trophy Kill,
Vital Objective

EF3ggd
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The Defenders have the following Strategic Assets:
Bunkers, Hold at All Costs, Blood Thirst of Khorne,
Obstacles

Objectives
Place objectives in accordance with the Apocalypse scenario
The Imperium'’s Vital Objective must be the Cardinal Gate.

ATTACKERS - FORCES OF THE IMPERIUM
Inquisitor-Lord Hector Rex
With retinue

Additional Retinue
5 Warriors

Ordo Malleus Inquisitor Tojarni Piott
With power armour, icon of the just, bolter, psycannon bolts,
powerfist. Psychic powers: Destroy Daemon

1 Hierophant

1 Sage

2 Warriors

Mounted in a Razorback

With twin-linked psycannons

Inquisitorial Storm Trooper Squads

Squad 10 men flamer, plasma gun

Squad 10 men plasma gun, melta gun
10 men grenade launcher, flamer

All squads have krak grenades

P‘P:l\'. f arr
10 men mella a
ad 10 men
10 men melta g

Ea $quad also has a demolition charge

flame

8.9 10 men
The Sergeant has combi-fiamer

" 2 Land Raider
with extra armour, pintle-mourn -

Siege of Vraks

3903 QUvOoa TVINIdWI .

Red Hunters Devastator Squad

Squad 10men 2x heavy bolters, 2 x lascannons

In a Rhino
with extra armour.

Red Hunters Dreadnought
with assault cannon, Dreadnought close combat weapon

Red Hunters Predator
With autocannon, lascannon sponsons. pintle-mounted storm
bolter, extra armour

Grey Knights Hero - Brother Captain Arturus
Nemesis force weapon, storm bolter, sacred incense
Scourging psychic power

Grey Knights Terminator Retinue

5 Grey Knights with nemesis force weapons and storm bolters
1 has a psycannon

The squad has the Holocaust psychic power

Mounted in a Grey Knights Land Raider Redeemer
with pintle-mounted storm bolter. sacred hull

Grey Knights Purgation Squad
1 Justicar with sacred incense

2 Grey Knights — psycannons

2 Grey Knights - incinerators

5 Grey Knights

Mounted in a Grey Knights Land Raider
with pintle-mounted storm bolter, blessed

Grey Knights Dreadnought
with psycannon, sacred hull

STRATEGIC RESERVE
Grey Knights Thunderhawk Gunship
Grey Knights Purgation Squad
Arrive via Deep Strike
1 Justicar
larey Knights -
{ ".l._. Kn :}P-H -
Srey Knights
DEFENDERS - FORCES OF CHAOS
lerald of Khorne

Fury of Khorne

psycannons
incineralors

1 1inkak Michs
Deathstrike and Unholy N

Bloodletters i
Sioodletters with Chaos lcon

Flesh Hounds
& Flesh Hounds

Blood Crushers
5 Blood Crushers



Brass Scorpion
Brass Scorpion

Soul Grinder
with Phlegm and Tongue mawcannon

Blood Slaughterers
3 x Blood Slaughterers
With close combat arm

With twin-linked lascannons

STRATEGIC RESERVES
Formation - Warp Rift

An’ggrath the Unbound
20 Bloodletters
20 Bloodietters

20 Bloodletiers

SCENARIO 24 - ANGEL'S DESCENT

Warhammer 40,000 Cities of Death

The Battie

The Angels of Absolution’s unexpected arrival on Vraks gave
Inquisitor Lord Rex new troops 1o help crush the Citadel’s
resistance. They were here though to settle an old score ~ 1o
capture the Alpha Legion traitor Arkos, and Lord Rex gave his
permission for the strike force 1o launch a drop pod assault into
the Citadel. Led by Interrogator Chaplain Belphegor, the Angels
of Absolution crashed down from their battle barge, whilst
Master Yafrir led a ground assault. Their target was the great
Basilica of St Leonis, now mostly in ruins. Within, the Alpha
Legion survivors and their allies awaited their fate, determined
not to be taken without extracting a heavy price from their
enemy.

The Wargame

The table represents the plaza of the outer ward of the Citadel,
scaflered with piles of rubble and surrounded by ruined
buildings,A!msndolmelabieispanofmeBasﬁica.alarge
ruined building (or multiple ruins), This is the Chaos player’s
end of the table. The Angels of Absolution player takes the
opposite end and his reserves will enter from here. The Chaos
player deploys first, with the Space Marines taking the first turn
andarrivingfromorbithmohdroppodsorteiepmﬁng,me
game has a random game length (see page 90 of the
Warhammer 40,000 rulebook).

Special Rules
As this is a fight in an urban area, use the Cities of Death rules
for this scenario,

The aftackers have the following Cityfighting Strategems:
Preliminary Bombardment, Deep Strike, Siege Shells

The defenders have the following Cityfighting Strategems:
Sacred Ground, Barricades, Infiltrate

Objectives

The Angels of Absolution must killicapture Arkos. If he is dead
at the end of the game the Angels of Absolution win, otherwise
the Chaos player wins.

ATTACKERS ~ ANGELS OF ABSOLUTION
Deathstorm Drop Pod
with missile launchers

Interrogator-Chaplain Belphegor
Terminator armour, combi-plasma gun, crozius arcanum,
rosarius

Veteran squad

1 Sergeant bolt gun, plasma pistol
3 Veterans boit gun

1 Veteran flamer

Iin a Drop Pod

Tactical Squad

Squad 10 men with plasma cannon, plasma gun
The Sergeant has a powersword and bolt pistol

in 2 Drop Pod

Tactical Squad

Squad 10 men with heavy bolter, flamer

The Sergeant has a close combat weapon and bolt pistol
in a Drop Pod

Terminator Squad

1 Sergeant storm bolter, chainfist

1 Terminator cyclone missile launcher
3 Terminators storm bolter, power fist
The Terminators enter the table via Deep Strike
Reserves

Company Master Yafrir

Powersword, iron halo, bolt pistol

Command Squad

1 Company Champion with powersword and combat shield
1 Apothecary with narthecium/reductor

3 Veterans with boltguns

In a Land Raider
with pintle-mounted storm bolter

Vindicator
with extra armour, pintle-mounted storm bolier

Vindicator
with dozerblade, pintle-mounted storm bolter

Assault Squad

Squad 10 men with chainswords, bolt pistols

The Veteran Sergeant has a powersword. They do nol have
jump packs.

Mounted in 2 Rhino

with reinforced armour



DEFENDERS - FORCES OF CHAOS
Disciples of Xaphan

Squad 10 men with flamer, plasma gun

The entire squad has krak grenades. The Champion has melta
bombs.

Enforcer

With plasma pistol, surveyor, refractor field

Apostate Preacher

With laspistol, eviscerator
Plague Ogryn
5 x Plague Ogryn

Mutant Rabble
20 Mutants with flamer

Mutant Rabble
20 Mutants with a grenade launcher

Mutant Rabble
20 Mutants with a heavy stubber

Hellhound
With rough terrain modification

Sentine! squadron
2 x Sentinels with armoured crew compartment, lascannon

Reserves

Arkos the Faithless
See below

Siege of Vraks
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3 Chosen bolt guns
Alpha Legion Squad
Squad 10 men with heavy bolter, plasma gun
Alpha Legion Havoc Squad
Squad 10 men with lascannon, 2 missile launchers

£ A7) e
C*Elié ‘qumi;um’z'é;

\3\ <l

-'1 J‘_ ._,’I
v 4

IMPERIAL BOARD EDGE

once a loyal Space Marine, a proud officer of the Alpha:
during the Horus Heresy, he, like the rest of his Legion
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Imperial Armour

SCENARIO 25 - CLOSING THE VRAKS PORTAL

Warhammer 40,000 - Cities of Death

The Battle
Todewoymwmw.tﬂddanwiuﬂnmmnerkeep.me
Grey Knights launched a teleport assault led by Brother
Cﬂmainswmandlnqmsnorﬂsx.Themkeepwasinfested
with Khornate daemons, the soldiers of the Daemon Prince
Uraka, left to guard the portal. The Grey Knights set about
purg’ngtheinnerkeepofmedaem.umilmeyaneoumemd
Uraka himself. Brother Captain Stern fought him, aided by
Justicar Ophia's squad and eventually exorcised the beast.
With their leader gone, the other daemons were soon cleansed
and the remaining psykers gathered around the Warp portal to
destroy it lorever.

The Wargame

Place the Vraks portal in the centre of the table. A suitable
model would be a series of pillars arranged in a circle, with piles
of skulls and/or a pentagon inscribed upon the floor. The rest of
the table s the ruined inner keep, with lots of piles of rubble and
the ruined remains of buildings.

Play the game along the length of a 6'x4' table. The attacker
has two deployment zones, both within 12" of the short table
edges. Deploy the initial attackers using both these deployment
zones. The attacker may split his forces between deployment
zones or just use a single zone.

The Chaos player deploys using the normal Daemonic Assault
rules (see page 27 of Codex: Chaos Daemons)

Special Rules

Vraks Portal: The Vraks portal can only be destroyed by using
psychic powers and Force weapons. It has a Toughness of 5
and 4 Wounds, with no Armour save. It can be targeted as if it
was an enemy unit and any attack using a psychic power can
damage it,

Sustained Attack: The daemons gain the sustained attack
special rule. Any Bloodletter or Flesh Hound unit reduced to
less than 50% strength may elect to immediately banish itself
back to Warp, and go into Reserve. Roll for Reserves as
normal. The unit may then re-enter play at its full strength,
using the Deep Strike rules.

Use the Cities of Death rules for this game.

The attacker gets the following Cityfighting Stratagems:
Deep Strike

The defender gets the following Cityfighting Strategem
Sacred Ground

Objectives

The Grey Knights' objectives are to destroy the Vraks portal
and banish Uraka. If they achieve both of these they win. If they
achieve one it is a draw. If they achieve neither then the Chaos

player wins

ATTACKERS - DAEMON HUNTERS

Initial Deployment
Inquisitor Hector Rex
Additional Retinue: 4 Warriors, 1 Familiar

Brother Captain Stern
Grey Knights Squad

1 Justicar

8 Grey Knights
1 Grey Knight with psycannon
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Grey Knights Purgation squad
1 Grey Knights Justicar

5 Grey Knights

2 Grey Knights with psycannons
2 Grey Knights with incinerators

Grey Knights Dreadnought
with twin-linked lascannons, smoke launchers, sacred hull

Reinforcements
Enter via Deep Strike

Grey Knights Terminators

1 Grey Knights Brother Captain

8 Grey Knights Terminators

1 Grey Knights Terminator with psycannon
The squad has the Holocaust psychic ability.

Grey Knights Squad

1 Justicar

8 Grey Knights

1 Grey Knight with incinerator

DEFENDERS - CHAOS DAEMONS
Uraka the Warfiend

Herald of Khorne
with Blessing of the Blood God, Unholy Might, Fury of Khorne

Bloodletters
12 Bloodletters
One has a Chaos Icon.

Bloodletters
12 Bloodletters
One has a Chaos Icon.

Bloodletters
12 Bloodletters

Bloodletters
12 Bloodletters

Bloodletters
12 Bloodletters

Flesh Hounds
10 Flesh Hounds

Flesh Hounds
10 Flesh Hounds

Blood Slaughterer
1 x Blood Slaughterer



aign starts at the beginning of the Siege of Vraks and
entire siege until the end. Of course your campaign
ot have the same outcome as the historical one, or even
me battles and events. You will be creating your own
1 0f the Sege of Vraks as you progress.

~ For the attacking Imperial side each player will need an army.
~ This can be either an Imperial Guard army, a Space Marine

~ @my or a Daemon Hunters army.
- The Imperial side must have at least one Imperial Guard army

~ and one Space Marine army, after this players are free to
~ ¢hoose which army they will use from the list below.

For Imperial Guard players, armies can be selected from one of

e following army lists: Codex Imperial Guard. Armoured

- Batlegroup (see Imperial Armour volume 1), Krieg Siege

- Regiment (see Imperial Armour volume 5) or Krieg Armoured
Battiegroup (see Imperial Armour volume 7).

- Any Space Marine armies should be selected from Codex
Space Marines, or the relevant Codex for the Chapter used
_ mm Black Templars, Biood Angels, etc).

- Instead of Space Marines, Imperial players can choose 10 use
- an Inquisitorial force chosen from Codex: Daemon Hunters
- Forhe defending Chaos side, each player will need an army
 This can be either a Renegades and Heretics army. a Lost and

e Damned army, a Chaos Space Marine army or a Daemons

The Chaos side must have at least one Renegades and
 Heretics army and one Chaos Space Marine army After this
- Players are free to choose which army they will use from the list

For Renegade and Heretic players, armies can be selected
h” army lists: Defenders of Viaks (Imperial
M volume 5), Servants of Slaughter (impenal Armour
Wﬂ.-ﬁm of Decay (Imperial Armour volun

YOS <,
A Chaos Space Marine army should be selecie:
Ingte, ’ mm Marines, Chaos players can ch

daemonic force chosen from Codex: Chaos Daen

Chaos player 1 - Defenders of Vraks
Chaos player 2 - Servants of Saughter
Chaos player 3 - Servants of Decay
Chaos player 4 - Chaos Space Marines
Chaos player 5 ~ Daemons of Chaos

ALTERNATIVE FORCES

whylheulimmannescamonakemplamdmomrkkngm

Ifthismoansyourgammggrmporchlbcanﬂwnplaym
campaign, this is all fine.

THE CAMPAIGN TURN

This is a node campaign. Players move their forces to capture
locations (cafled nodes) on the Campaign map and then play a
battle to decide who controls the location Controlling nodes
awards players Campaign points (referred 1o as CPs). The first
side to end a campaign turn with 20 CPs wins (see Winning the
Campaign for more details).

At the start of the campaign both sides already have
possession of some nodes, and it is from these positions that
they start the campaign. At the beginning of each campaign
turn, the Imperial player(s) decide which node they will move to
This must be a node adjacent to one already occupied (ie, you
can only move one node per turn). if the node is unoccupied
then they automatically move in and ocoupy it. if the node is
held by the enemy then there will be a battle

To fight a battle each side decides between themselves (either
via discussion, using a rota or rolling a dice) which player will
fight this battie. When both sides have chosen and declared
their player, the two players decide how many points they will
use. It should not be less than 1,000 points or more than 3,000
points (see Apocalypse Games later). The game is then played
The side that wins the battle holds the node. If the battie results
in a draw then it counts as a viclory to the delender. The
attacker must withdraw from the node 1o the node he aftacked

from.

Each node contains a description of whch side occuples it at
the start of the camapign and the number of Campaign points
the node is worth
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CAMPAIGN NODES

1 PLAINS OF SARTAMA (1 1)

Stars e compaign occupied by Imporial
Guard forces

L VAN MEERSLAND WASTES (1 09
Stats o campaign occuped by Imperial
Gunrd forcen

1 GARITAMA HILLS (1CP)
Starts e campaig ocuied by Chos s

4a. OUTER DEFENCE UNE 1 (1 cp)
Starhhewmnmmymim

Ab. OUTER DEFENCE LiNE 2 0f)
Slmuhemnmmnycnmrms

dc. OUTER DEFENCE LINE 3 (10,
Sta h campa oo by Chaos kv

5 HAB-ZONE 3 (1P
Stats the campaign unoceupl

. NORTHERN DEFENCE UNE (1Cp)
Stars e campaign uncceupid

1, HAB-ZONE 1 (2CP)
Slarts he campai inoccupled

Ba. SECOND DEFENCE LINE 1 {1CP)
Starts the campalgn nootupled.

b, SECOND DEFENCE LINE 2 (1GP)
Strs th campaign umoccupied.

0. SANA FAULT LINE BRIDGES {2CP)
Slas the CAmpaign unoooupled

0. BALAN TRENCH BRIOGE  (7)
Starts the campaign oocuped by Chaos fooes

100, STARPORT NORTH 207
Starts he campaign unoccuped.

10 STAR PORT, SOUTH (1P
Starts e campaign oocupied by Chaos forees

11, SANA FLATS (1CF

Starts the campalgn oocupi by the Space
Marine force:

12. DARRO LINE (ece)
Stats the campaign unceupled

13 INNER DEFENCE LINE1  (209)
Stars th campaign unccupied

13b. INNER DEFENCE LINE 2 (20
Starts the campaign unoceupied.

14, CURTAIN WALL (2CP)
Stats he campaign unoceupied

15, CITADEL (2CP)
Starts the campaign ocoupued by Chaos s

e i 5 i
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CAMPAIGN NODES

1 PLAING OF SARITAMA (1)
Sars ho campaign occupied by epens
Gurd loreas

L VAN MEERSLAND WASTES (1 CP)
Blarte the campalgn occupied by Imperil
G lorces

1 GARITAMA HILLS (1CP)
Stars the canpalgn occupled by Chiaos lorces

40 OUTER DEFENCE LINE T (1 CP)
tartntho campaign dooupied by Chaos lorces

Ab. OUTER DEFENCE LINE2 (1 CP)
larts the campaign occupied by Chaoe fortes

Ac. OUTER DEFENCE LINEY  (1CP)
Starts 1he campaign oocupsed by Chaos forces

5 HAB-ZONE ) {1CP)
Starts the campagn unoccupied

6, NORTHERN DEFENCE LINE (1CP)
ftars the campalgn unoceupied

1, HAB-ZONE { (2CP)
Starts he campaign unoccupied

Ba, SECOND DEFENCE LINE | (1CF)
Starts the camphign umootupied

Bb, SECOND DEFENCE LINE 2 (1CP)
Starks the campain unoocupied

0. SRNA FAULT LINE BRIDGES (2CP)
Slarts the campaign unoccupied

b, BALAN TRENCH BRIDGE (2P
Starts the campaign ocoupled by Chaos forces

100 5TAR PORT NORTH ~ (2CF)
Starts the campaign unoocupled

10b. STAR PORT, SOUTH (1CP)
Starts the campaign oocupsd by Chaos foroes

11, SANA FLATS (1CP)
Starts the campaign ocoupied by the Space
Maring force

12. DARRO LINE (2CP)
Slarts the campaign umoocupied

130, INNER DEFENCE LINE 1 (2CP)
Starts the campaign unoccupied

13b. INNER DEFENCE LINE2 (2P
Starts the campalgn unootupled

14, CURTAIN WALL (20P)
Starts the campaigh unoccupied

15, CITADEL {2CF)
Starts the campaign ocoupied by Chaos foroes
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CAMPAIGN NODES

LPANSOF SARTAMA. (109
Siats e campan oo by Imperial
Guard foroes

2 VAN MEERSLAND WASTES (1CP)
Stts e campaign ocepied by Impera
Guard oves.

3 SARTAMA HLLS (109
Mhmwmahﬂm

kOUI'EnﬂEFBnELIH C
Sarts e camnagn ooty Ohcs s

4. QUTER DEFENCE LINE 2 (1R
Srs e campaie oo by O e

&. OUTER DEFENCE LINE § (1CP}
m:mwwamatmm

§ HAB-20NE 3 {1CP)
S e campagy e

& NORTHERN DEFENCE LINE (1091
Sws'mmm‘.m

7. HAB-2ONE 1 rb)
82, SECOND DEFENCE LNE 1 (10
Ss e campan uoenpe

£, SECOND DEFENCE LNE2 (109,
Sars e campagn inoenpnd
S0, SANA FAULT LINE BRIDGES 2091
S the campun inoenupid

0. BALAN TRENCH BRIDGE 07|
Smm:mmm‘:\'m'em

Wa STARPORT NORTH  (t»)
Stas P campaign unoenuped

1. STARPORT.SOUTH (09
S’n?\e-:mgmmby&a:ems

11, SANA FLATS (1P
S e canpagn ccniped by e Soce
Marme force

12 DARRO LINE [P
Stats e campagn inooupeg

130 INNER DEFENCE LNE1 09
St e campary oo

130 INNER DEFENCELINE? 1209
Sty e campan inonuped

14 CURTAIN WALL 2P
St e campan inceouped

15, CITADEL ey
Starts e campaign ccxupied by (o ks
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CAMPAIGN NODES

1. PLAINS OF SARITAMA (1 CP)
Starts the campaign occupied by Imperial
Guard forces

2. VAN MEERSLAND WASTES (1 CP)
Starts the campaign occupied by Imperial

Guard forces
3 SARITAMA HILLS (1CP)

Starts the campaign occupied by Chaos forces
4a. OUTER DEFENCE LINE 1 (1 CP)

Starts the campaign occupied by Chaos forces
4b. OUTER DEFENCE LINE 2 (1 CP)

Starts the campaign occupied by Chaos forces

4c. OUTER DEFENCE LINE 3 (1CP)
Starts the campaign occupsed by Chaos forces

5. HAB-ZONE 3 (1CP)
Starts the campaign unoccupied

6. NORTHERN DEFENCE LINE (1CP)
Starts the campaign unoccupied

7. HAB-ZONE 1 (2CP)
Starts the campaign unocoupied

8a. SECOND DEFENCE LINE1 (1CP)
Starts the campaign unoccupied

8b. SECOND DEFENCE LINE 2 (1CP)
Starts the campaign unoccupied

9a. SANA FAULT LINE BRIDGES (2CP)
Starts the campaign unoccupied

8b. BALAN TRENCH BRIDGE  (2CP)
Starts the campaign occupied by Chaos forces

10a. STAR PORT, NORTH (2CP)
Starts the campaign unoccupied

10b. STAR PORT, SOUTH (1CP)
Starts the campaign occupied by Chaos forces.

11. SANA FLATS (1CP)
Starts the campaign occupied by the Space
Marine force

12. DARRO LINE (2CP)
Starts the campaign unoccupied

13a. INNER DEFENCE LINE 1 (2CP)
13b. INNER DEFENCE LINE2 (2CP)
14. CURTAIN WALL (2CcP)

15. CITADEL (2CP)
Starts the campaign occupied by Chaos forces.
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Venatarii Reaver Titan Maniple POINTS: 300+ MODELS

Compared to Titans, infantry are fated to the role of ants at the
feet of giants - Titans are impossibly powerful and god-like war
machines. Over the long millennia of constant warfare, the | egio
Titanicus have developed their own tried and tested tactics and

battle formations, many of which are based around the ‘Maniple’.

REAVER TITAN ‘PRIME’

REAVER TITAN

Canis Primus
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WARHOUND TITAN

FORMATION:
1+ Reaver Titans, one of which must be designated as the Maniple’s
Prime

2+ Warhound Titans

SPECIAL RULES:
Titan Maniple: All Titans within the Maniple must be deployed within
36" of each Maniple’s Prime, or, if coming on from reserve for the first

time, within 36" of the point entered by the Prime

Prime: One of the Reaver Titans in the Maniple must be designated as

the Maniple’s Prime, and is likely to be commanded by the most senior
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Praetorian Incaeduus Prime

Carnis Secundus

This is a configuration of three or more Titans of cor nplementary
designs and armaments, always led by faster scout Titans which
locate and secure the enemy in place before the heavy firepower of
the Reavers moves up and overwhelms them

invigila Alpha

'REAVER TITAN

Canis Tertius
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Princeps in the force. Whilst the Prime is mobile, all members of the

Maniple within 24" (including the Prime itself) may gnore Gun Crew

Shaken results on the Super-heavy Damage table

The Hunters and the Hounds: In a Maniple, the Warhound scout

Titans live up to their name, marking primary targets for destruction and

weakening them before the Maniple’s heavier Reavers engage
Reaver Titans in the Mamiple may re-roll misses against enemy super-
heavy walkers or gargantuan creatures, if their target has already been

hit by attacks from one of the Maniple’s Warhounds that turn



Ordo Malleus Covenant of Destruction  ponrs: 100+ MoDELS

In the event of a tull scale daemonic incursion, the Ordo Malleus
may form a single dedicated armoured assault force of their most
potent and holy warriors to strike at the very heart of the infection
These strikes to decapitate a daemonic invasion by slaying its hellish

and Grey Knights Terminators

nquisitor Lorg

INQUISITOR LORD AND RETINUE

Grey Knights Squad Mattan
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FORMATION:
1 Ordo Malleus Inquisitor Lord with Retinue in a Land Raider
0-1 Grey Knights Hero

1-4 Grey Knights units*

*These may be Grey Knights Terminator squads, Grey Knights squads or
Grey Knights Purgation squads which must afso have their own transport

vehicles: See Armoured Assault special niles

SPECIAL RULES:

Armoured Assault: All units must have either a Land Raider, Land
Raider Crusader or a Land Raider Redeemer bought for them at the
normal cost. This replaces the normal transport and deployment options

for these units found in Codex Daemon Hunters.

master are particularly dangerous, even for such powerful warriors
as the Grey Knights. Each will be led by a Lord of the Ordo
Malleus, such is the power and resolve required to carry them out
with any hope of success

Grey Knights Squad Barim
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Adamantine & Faith: All vehicles in the Covenant of Destruction have
been blessed and consecrated for their mission. They all have the Sacred

Hull upgrade at no cost

Marked for Destruction: Once per game you may specify a single
Greater Daemon, Daemon Prince, Daemonic Character {or similar) as
being Marked for Destruction. For the following turn all models in the
Covenant may re-roll failed rolls to wound against the subject of the
mark. Additionally if the Covenant destroys the subject of the mark (e,
takes its last wound causing it to be removed from play) then they count
as having an additional objective at the end of the game
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‘Forlorn Hope’ Death Rider Charge

For the Death Korps of Krieg, no sacrifice is too great to achieve

victory, no enemy too terrible to face and no battle lost while blood

and breath remain to serve the will of the God-£ mperor. One

manifestation of this will to endure any danger in order to snatch
victory from the jaws of seemingly inevitable defeat is the Forlorn
Hope', a mass cavalry charge by the Death Riders of Krieg. Before

DEATH RIDER
COMMAND

Ist Squadron {

DEATH RIDER
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FORMATION:

1 Death Rider Command Squadron (see the Siege of Vraks Part 1,
page 135)

0-1 Death Korps Commissar (See the Siege of Vraks Part 1, page 134,
gains 4 Death Rider Mount at no additional cost)

4+ Death Rider Squadrons (see the Siege of Vraks Part 1, page 140)

SPECIAL RULES:

Strike Force: All units in the Forlom Hope must be deployed within 18
of the Death Rider Command squad leading them or enter play within
18° of the point where the Command squad does if they are held in

reserve

The Thunder of the Guns: The Forlorm Hope is usually preceded by a
mass artillery barrage, set to provide cavering fire for the Death Riders’
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DEATH RIDER

POINTS: 75+ MODELS

taking to the battlefield, each Death Rider undergoes ritual
penitence while their officers minister to them the Impernial Mass
for the Righteous Dead. Their souls so commended to the Emperor,
they mount their augmented steeds and fide in grim silence into
the teeth of the enemy without fear for they are already counted
among the dead

Command Squad, 19th Squadran, 143rd siege regiment

DEATH RIDER

advance. As a result, this formation also includes its own Scheduled

Bombardment Strategic Asset

Consecration of the Righteous Dead: Al Death Korps squadrons and
the Death Rider Command squad in the Forlorn Hope gain the Stubbarn
Special Rule

Into the Jaws of Hell: The Death Riders of the Forlorn Hope will charge
on through a storm of fire undaunted to close with the enemy,
protected by their unshakable faith and their sheer bloody determination
to drag the enemy down with them to the grave. On any turn that
members of the Forlorn Hope use their Fleet of Hoof running move to
close with the enemy, they gain a 4+ cover save which lasts until the
start of their next turn



The Purge

Even among those mortals who serve the Ruinous Powers, the
name of the Purge is spoken of in dread whispers. A Chaos Space
Marine faction of uncertain origins, for more than three millennia

this numerous warband, ever growing in number, has brought
death and catastrophe to dozens of worlds, and in their wake
poison, famine and pestilence follow:. This bleak company s known
to be waging an avowed genocidal war against all life, and

Chaos Lard - unidentified

'CHAOS LORD

PLAGUE MARINE

o

FORMATION:
1 Chaos Lord
1+ Plague Marine Squads

0+ Chaos Terminator Squads

Space Marine Squads

The F"|'|_;| i

Nurgle

ay only contain models and squads with the Mark of

SPECIAL RULES:
Extermination Force: All Squads in the Purge formation must be

1 within 18" of the Chaos Lord and

nay not Deep Stnke, or if

from reserve, they must enter the table v

t entered by the Chaos Lord. Squads in the Purge formation may

lso purchase normal unit transports as per their entry in Codex:Chaos

Space Marines

WEAPON

Chem-burners

POINTS: 150+ MODELS

whether their target is human or xenos they care not so long as
they are destroyed. In battle a Purge warband advances with
steady, implacable hatred, systematically exterminating anything
caught in their path. Caring little for any pretensions of martial
glory, they favour the use of poison gas, deadly toxins and other
indiscriminate weapons to decimate their foes

'CHAOS SPACE MARINE

Squad Toxsis - Alpha
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Weapons of Mass Destruction: The Purge are infamous for their use

of biological weapons, poison gas and other fiendish devices of death

The following rules apply to the Purge formatior

Creeping Death: The attack of the Purge is heralded by a creeping
bombardment of poison gas shells. On the first turn of the game the
Purge player may place D3 Poison Barrages, and on a D6 roll of a 4+ a
single extra barrage on the second turn and on the D6 roll of a 6 a
single barrage on the third turn

These Poison Barrages have the following profile: Apocalyptic Barrage
(3}, 5 —lalv

vays wounds on a 4+, no effect on vehicles) AP 5, Pinning

Blight Grenades: All squads in the Purge count as being equipped

with Blight Grenades at no cosl

Chem-burners: Models in the Purge can swap their Flamers and
Combi-flamers for Chem-burners {(and one shot Combi-Chem Burners

respectively) at +10 points each

RANGE STR AP SPECIAL
Template 5 Assault1, Paison (3+),

pinning




Blight Drone Infestation

The horrific Blight Drones of Nurgle are like daemonic carrion flies
to the carcasses of the dead, drawn to death and suffering; they
swoop down to rain death upon the feeble mortals that oppose
them. During the Battle for Vraks and in many major incursions by

BLIGHT DRONES

Swarm Delta

BLIGHT DRONES

FORMATION:
3-5 Blight Drone

rms, each of which must comprise three Blight

s, one of which must be designated as the Command ¢ luster

SPECIAL RULES:

Strike Force: All units in the Blight Drone Infestation must be deployed

within 12" of the Command Cluster or, if com ng on from Reserve, they
2

must enter the table within 12" of the point entered by the Command

Cluster

Death from the Skies: If, at the beginning of your turn, all the models

in the Blight Drone Infestation are within 12" of the Command Cluster,
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POINTS: 100+ MODELS

Chaos forces since, the skies have choked and bled to the colour of

d rotting wound and incessant droning as if from a million insects
has presaged these nightmarish creations’ attack

Command Squadron

Swarm Beta

BLIGHT DRONES

BLIGHT DRONES

the entire infestation can choose to become Flyers until the beginni go

Its next turn. However, the Blight Drones in the swarm may not fire their

weapons in the turn they fly

Baleful Presence: The swirling mass of daemonic energies that
empower the Blight Drones gather and twist around the governing
intelligence of the Command Cluster at its heart like a ma Ign vortex. As
a result, unless they are counted as Flyers for that turn, the Blight Drones
of the Command Cluster count as having Personal Icons (see page 81 of

Codex: Chaos Space Marines) which may be used by their allies




Blood Slaughterer Onslaught

The Blood Slaughterers of Khorne are fiendish Daemon engines,
swift and savage they've used to smash enemy lines by the servants
of Chaos. Their whirling blades and razor claws can carve their way
through man and machine with terrifying ease, turning the
supposed protection of the strongest defences info a red-stained

BUTCHER ENGINE

Spitechild-One
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BLOOD

FORMATION:

1 Butcher Engine

2-4 Blood Slaughterer Packs — each composed of three Blood Slaughterers

SPECIAL RULES:

Strike Force: All units in the Blood Slaughterer Onslaught must be
deployed within 12" of the Butcher Engine leading them ar enter play
within 12" of the Butcher Engine if they are held in reserve

The Butcher Engine: The Butcher Engine is a Blood Slaughterer on
which has been drenched Lhe gore of a thousand victims and within its

thrice-warded binding, a savage daemon of dreadful power lurks. Only

POINTS: 225+ MODELS

mackery in mere moments. Bestial and berserk, when many Blood
Slaughterers are confined together and set to a purpose, only a
terrifyingly powerful daemonic will can hold them to a single
course, but against such a unified onslaught of hell-forged rage
and hatred, nothing can hope to stand

Spitechild-Extremis

Spitechild-Two

SLAUGHTERER PACK

Spitechild-Four

SLAUGHTERER PACK

the will of such an entity can master its fellows, direct them in battle

and urge them on o ever greater Carnage

The Butcher Engine is in all respects treated as a standard Blood
Slaughterer, except that it must always roll 2D6 rather than a D6 for its

move when running and benefits from an Invulnerable save of 44

Rampaging Assault: While the Butcher Engine remains mobile, Blood
Slaughterer Packs in the formation must roll 2D6 rather than a D6 lor
the distance moved when running. However, if a double is rolled, a
randomly chosen Blood Slaughterer in the pack suffers a Glancing Hit as

it crashes wildly through the scenery overcome with bloodlust

21

;;ﬂ‘_ Lt




An ancient war marchine whose origins date back to the wars that
followed the Horus Heresy, the Valdor's powerful and
temperamental main armament, the Neutron Laser was designed

to shear through tank armour and decimate ranks of enemy

vehicles, and proved particularly effective when the energy

FORMATION:
2-4 Valdor Tank Hunters
I Command Tank

The Comn

and Tank may be either a Malcador or Malcador Annihilator

SPECIAL RULES:

Command Tank: The formation must include either a single Malcador
or Malcadar Annihilator designated as the formation's command vehicle
This tank is equipped with a specialised auspex/ivox array which allows its

crew lo coordinate the formation’s Neutron Laser fire

Strike Force: All models in the Thunderstrike formation must be
deployed within 12" of the Command Tank or, |f coming on from
Reserve they must enter the table within 12" of the point entered by the

Command Tank

Neutron Thunderstrike: The intersecting beams of the Valdor's
Neutron lasers can shred the heaviest armoured vehicles to pieces,

vaporizing metal into a storm of radioactive flame

‘Thunderstrike’ Tank Destroyer Squadron roirs: 100, moes

barrages from muitiple Valdors could be coordinated Although

rarely seen now; the destructive power of a Valdor ‘Thur iderstrike
an turn the tide of a battle and stop the heaviest armoured assault
in its tracks.

Malcador Annihilator

Valdor 13

Each turn, while the formation’s ¢ ommand Tank remains undestror

one enemy target which may be either a vehicle, vehicle s

super-heavy vehicle, super-heavy walker, monstrous creature or
gargantuan creature within the Command Tank's LOS may be designated

as a targel of concentraled neutron fire known as a Thunderstrike

Each Valdor in the formation can only fire its Neutron Laser at this
designated target and no others. Other weapons may be targeted

separately as normal

Against Thunderstrike targets with an armour value, any penetrating hits

from Neutron Lasers add +1 to the damage roll

Against Thundersirike targets with a Toughness characteristic, Neutran

Laser hits from the formation may re-roll failed rolls to wound

Additionally, any vehicle or super-heavy vehicle, elc, that suffers an

explosion as a result of a Thunderstrike attack must roll an additional

+D6 for its explosion radius




Damnators Assault Force

Bound into an existence of madness and torture, Chaos
Dreadnoughts are crazed war machines. Driven into a psychotic

Oy their endless torment, they stride the battlefield seeking
only to kill, their barely contained madness spilling over into a

Nysrogh

"CHAOS DREADNOUGHT

Nelchael
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FORMATION:
1 Infernal Engine (Chaos Dreadnought)
2+ Chaos Dreadnoughts {any vanants)

One Dreadnought must be designated as the (

the Infernal Engine

_ommand Dreadnought -

POINTS: 25+ MODELS

killing rage. The Damnators are Chaos Dreadnoughts bound
together by cruel, dark rituals, so that each Dreadnought’s torment
is increased by its proximity to the other tortured souls, further
driving their desire to kill

Batarjel

Pustulant-Prime

"CHAOS DREADNOUGHT

Pustulant-Secundus
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SPECIAL RULES:

Strike Force: All units in the Damnator’s assault fo
within 12" of the Infernal Engine, or
enter the table within 12" of the point entered by the Infernal Engine
Bound in Pain: Instead of rolling for each *Crazed’ Chaos Dreadnought
separately, roll once on the Chaos Dreadnought table for the entre
formation, All the Dreadnoughts are affected by the result rolled You
must add +1 1o the roll for each Dreadnought over 3 in the formation

fie, 4 ,’}-p,'.m-:uu_;r:r\_ = +1, 5 Dreadnoughits = 42




APPENDIX II
SUPER-HEAVY VEHICLES

From the lumbering Baneblade tanks of the Imperial Guard
to the clunky Gargants of the Orks and the elegant
Revenant Titans of the Eldar, all war engines that fall into this
category are huge armour-clad constructs, carrying enough
firepower to vapourise, smash or incinerate an entire army.

Super-heavy vehicles behave on the battlefield like all other
vehicles, with the exceptions given below. The main difference
is that they have Structure points, which work similarly to
wounds for other models.

MOVEMENT PHASE

Super-heavy vehicles are slower than normal vehicles — they
can only move up to 6" in the Movement phase, unless
specified.

Super-heavy vehicles are affected by difficult and dangerous
terrain like other vehicles, but can always re-roll a result of 1.
In addition, if their second roll is another 1, they are not
immobilised, but suffer a Drive Damaged result, as described
in their Damage tables later.

SHOOTING PHASE

Super-heavy vehicles may fire all of their weapons, regardless
of how far they moved. Each weapon may be fired at a
different target (each target must be within the weapon's fire
arc).

Because super-heavy vehicles greatly vary in size, for the
purposes of establishing line of sight from a super-heavy
vehicle, always use real line of sight, working this out from the
barrel of the weapon they are firing. The rules for area terrain
apply as normal.

In the same way, always use the real line of sight when
enemy units are targeting super-heavy vehicles. Again, the
rules for area terrain apply as normal.

ASSAULT PHASE
Super-heavy vehicles follow the same rules as normal
vehicles, depending on their type (see Vehicle Types later).

STRUCTURE POINTS

To represent the greater amount of damage a super-heavy
can withstand before being knocked out, in their datasheets
they are assigned a number of Structure points (sometimes
shortened to 'SP"). Glancing and penetrating hits have a
chance of inflicting the loss of Structure points, and only by
reducing their Structure points to 0 can a super-heavy vehicle
model be destroyed.

Against super-heavy vehicles, enemies roll to hit and to
penetrate armour exactly as with normal vehicles. If a
glancing or penetrating hit is scored, the player must then roll
a dice and consult the Super-heavy Damage table. If a
glancing hit is scored, subtract 2 from the dice score, and
when a destroyer weapon scores a hit (see page 96 of the
Apocalypse rulebook)), add 1 to the dice score.

If a result reduces the target super-heavy vehicle to
0 Structure points, it is destroyed — immediately roll one dice
on the Catastrophic Damage table and apply the result.

It is a good idea to record the damage results suffered by
each super-heavy vehicle on a sheet of paper (a photocopy of
the datasheet is perfect!), as these huge war engines can
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accumulate a great amount of secondary damage before
finally being knocked out. This is great fun, as you can
imagine the crew desperately trying to contain or even

the damage their vehicle has suffered in the heat of banfgua"

SUPER-HEAVY VEHICLE TYPES

All super-heavy vehicles belong to one (or more) vehicle

just like normal vehicles. Super-heavy vehicles can be: 03;2‘9
topped, fast, tanks, skimmers and walkers. SR

These vehicles follow the rules attached to their vehicle type
given in the Warhammer 40,000 rulebook, with the exception
below for each type i

Super-heavy open-topped vehicles
No extra clarification needed

Super-heavy fast vehicles

These vehicles may move up to 12" and fire all of their
weapons in the ensuing Shooting phase, or they may move
up to 24" and fire no weapons

Super-heavy tanks
A unit that is tank shocked by a super-heavy tank takes its
Morale test with an extra -1 to its Leadership.

Super-heavy skimmers
No extra clarification needed.

Super-heavy walkers

Instead of following the movement rules for super-heavy
vehicles, super-heavy walkers move 12", exactly as if they
were gargantuan creatures (see page 220), except that their
maximum movement may be reduced by Drive Damaged
results, as normal for super-heavy vehicles.

In the Assault phase, super-heavy walkers once again follow
the same rules as gargantuan creatures (including ignoring
armour saves, extra armour penetration, dealing ordnance-
level damage, stomp special attacks, the Terrifying' special
rule, etc).

Super-heavy Transports

Some super-heavy vehicles have a transport capacity, often
allowing them to transport multiple friendly units and even
other friendly vehicles!

These vehicles' transport capacity is expressed as a number
of models (30 for example) and friendly infantry models
normally count as one (so the vehicle in the example could
carry up to 30 infantry models). Larger friendly models will
take up proportionally more space (Terminators count as two,
a Dreadnought counts as ten models, for example), as shown
in the Super-heavy Transport chart on page 198 of the
Apocalypse rulebook.

Unless otherwise specified, each access point on a super-
heavy transport vehicle allows a separate unit to
embark/disembark in a turn. If the vehicle is open-topped, all
transported units may disembark at once.

Transported models are forced to disembark from a Super-
heavy transport only if the enemy reduces the vehicle to

0 Structure points. In this case, transported units must
immediately perform an emergency disembarkation. Any units
that may not disembark (not enough access points, for
example), are destroyed.



' SUPER-HEAVY DAMAGE TABLE

D6 Result
1 or less Gun Crew Shaken

2 Driver Stunned

3 Weapon Destroyed

4 Drive Damaged

5 Structural Damage

6+ Chain reaction!

Modifiers

Glancing hit: -2
Penetrating hit: 0
Destroyer hit +1

(see special rule)

Modifiers are cumulative, so a destroyer hit that has been

downgraded to a glancing hit would have a total modifier
of -1 when rolling on the table.

CATASTROPHIC DAMAGE TABLE

D6 Result
Wrecked
Wrecked |
Wrecked

Explosion

Explosion

Apocalyptic Explosion!

L BT

O EWN =

DAMAGE RESULTS et

Gun Crew Shaken
. . One we chosen
::nnot fire in the next turn. If aj gun crews ha
aken, treat this resuit .

as a Driver Stunneg result.
Driver Stunned. Until

the end of its next tu
o . m, the vehicle
Move, has its Attacks reduced by1(toa minimum of 1";"“

and may not yse its St speci "
already stunned, tre, bt e ack. W the drver is

ok al this result as a Gun Crew Shaken

by the attacker)

. One weapon chosen
cannot shoot for the s \ edhiog Shec)

rest of the game. If aj) weapons
been destroyed, trea this result as Drive Damaged reh:uv:

If already Immobilised, trea this result as Wea

pon Destroyed.
Structural Damage.

The vehicle loses 1 Structure point,
Chain Heactioql The vehicle loses 1 Structure point and the
enemy rolls again on this table (applying the same modifiers),

Note: If a vehicle suffers
Damaged result, and is
weapons left, it suffers

a Weapon Destroyed or Drive
already Immobilised and has no
a Structural Damage result instead.

CATASTROPHIC DAMAGE RESULTS

Wrecked. The vehicle is destroyed. The model is left in place
and will count as a wreck from then on

Explosion. All models within 2D6" suffer a wound on a 4+.
Saves apply as normal. Vehicles are unaffected. The super-
heavy vehicle is removed from the table and replaced by a

crater or area of rubble of appropriate size, if such a terrain
piece is available.

Apocalyptic Explosion! All models within 306" suffer a
Strength 9 AP2 hit! Vehicles within range are hit on their side
armour. The super-heavy vehicle is removed from the table,
along with any removable terrain feature touched by the blast
and replaced by a crater or area of rubble of appropriate size,
if such a terrain piece is available.

PSYCHIC POWERS

Because of their sheer size, large crews and multiple back-
up systems, super-heavy vehicles are less susceptible to
psychic powers. Just like gargantuan creatures, they are
not affected by psychic powers (either friendly or enemy)
with the exception of those that have attacks with a given
Strength value, which affect them normally.

DAMAGE CONTROL

Al the beginning of any of his turns, the controlling player
may announce that a super-heavy vehicle is diverting all
resources to damage control. This means that the vehicle
is doing absolutely nothing for the duration of the turn (no
moving, shooting or assaulting). This cannot be attempted
by a super-heavy walker that is engaged in combat with
another super-heavy walker or a gargantuan creature.

In return, the player immediately rolls a dice for each
Structure point the vehicle has left. For each result of a
5+, the player can repair one weapon lhal SUﬂBqu a
Weapon Destroyed result or repair a drive, cancelling the
effect of the Drive Damaged result.

i id shields (see
Note that this cannot be used to restore \ford
page 96 of the Apocalypse rulebook), which are rolled for

separately.




APPENDIX 1l

FLYERS

-Punmmhmmm
games of Warhammer 40,000 represent too small an area
for these incradibly fast-moving units. Rather than dealing
with high-level bombers that are flying way out of range of any
weapon on the battiefield (such things are better represented
by strategic assets), we decided to concentrate on attack craft
that are employed in close support of friendly troops on the
battiefield.

A flying model follows the normal rules for its unit type given
in the Warhammer 40,000 rulebook, with the following
exceptions:

MOVEMENT

Flyers always begin the game in strategic reserve.

When the flyer arrives from reserve, it can be placed
anywhere on the table except on top of other models. It can
be placed over any piece of terrain, but never counts as being
inside it. Note that this is not a Deep Strike, and the model
does not scatter.

In @ach of its subsequent Movernent phases, the flyer can be
placed anywhere on the table, facing any direction, but the
new position must be more than 36" away from its former
position.

A flyer may disengage instead of moving, and is removed
from the table. It may return in any following turn, and is
placed anywhere on the table. If. at the end of the game, the
fiyer has disengaged and is not on the table, it is not
considered destroyed

FLYERS SHOOTING

Flying models always count as stationary for the purposes of
firing their weapons. When hitting a non-fiyer vehicle, flyers
always attack the target's side armour, regardless of the
relative positions (representing hits against the top armour of
the target). When shooting at other flyers, armour aspects are
used as normal

When determining line of sight from fiyers, always ignore all
intervening terrain and models, as the fiyer will be higher up
than anything on the battiefield. The only exception is area
terrain occupled by the target, which is not ignored.

SHOOTING AT FLYERS

When shooting at a flyer, all models need a 6 to score a hit,
regardless of their Ballistic Skill. In addition, when measuring
the range 1o a flyer, all weapons’ maximum range are reduced
by 12°, to represent the elevation of the shot (this means that
weapons with a maximum range of 12", such as pistols,
cannot hit flyers).

Weapons using any teardrop-shaped template cannot hit

Wuponemmdonotrolmhﬂusmaaﬂimcsmmke
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them are always downgraded o glancing hits. However
against flyers, Stunned results always count as Shaken, and if
fiyers are Immobilised, they are automatically destroyed

A flyer that suffers a destroyed result or worse (explosions,
elc), is always removed and does not damage models on the
ground.

When determining line of sight and cover to flyers, always
ignore all intervening terrain and models as the flyer will be
higher up than anything on the battiefield.

ASSAULTS
Flyers may never assault nor be assaulted.

VICTORY
Flyers never count as scoring units.

SUPER-HEAVY FLYING VEHICLES

Flyers that are super-heavy treat Driver Stunned results as
Gun Crew Shaken, and Drive Damaged results as Chain
Reaction

Super-heavy flyers cannot use the Damage Control rule

HOVER MODE

Some vehicles combine the features of a skimmer and a flyer,
having the ability to land vertically, hover very close to the
ground or fly at high speed and height. These extremely
flexible vehicles have the Hover Mode special rule on their
datasheet.

When you are about to move such a vehicle, you must decide
1o move it either as a skimmer or as a flyer for that tumn. The
model will follow all the rules for either flyers or skimmers
{depending on how you chose 1o move it) until the beginning
of your next turn. For example, if a vehicle moves as a
skimmer that turn, transported troops can disembark normally,
the vehicle may not execute a bombing run, and the vehicle
counts as a scoring unit if it is the last turn of the game!

Vehicles with the Hover Mode special rule can start the game
in strategic reserve or be set up normally as a skimmer during
deployment. Iif kept in strategic reserve, when they become
available they can choose to enter the game either moving as
a flyer (ie, appearing anywhere on the table) or as a skimmer
(ie, moving onto the table from the appropriate table edge)

BOMBING RUNS

In order to use a weapon with the Bomb special rule, a flyer
must execute a special manoeuvre called a bombing run. The
player must announce this when he moves the flyer. Flyers on
a bombing run are always moved at the end of the Movement
phase, so that their bombs hit the ground immediately at the
beginning of the ensuing Shooting phase

Leave a marker in the original position of the flyer and then
move the flyer as normal

Draw an imaginary line between the marker and the flyer's
final position. This is the fiyer's bombing run corridor

At the beginning of the Shooling phase, pick any cne point
along the bombing corridor as the target point. If the flyer just
entered the table, the target point can be anywhere on the
table,
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bomas e Way 25 & bombing run, butinstead of cropping
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- Execute a bombing run as described above and then place Needless
uHalstormtemplateanywherealongmsbombingo‘;mdor transport mmsay.ifa
with the large end towards the flyer (see diagram). The ' 7
~ template is then moved 3D6" forward along the bombing
- me u-.edeﬂyer. Once the template is in place, hits
are determined as described in the flyer's datasheet '
- saves apply). e

e

BOMBING RUN — The flyer in the diagram moves from
position A to position B at the end of the Movement phase.
Immediately afterwards, at the start of the Shooting phase, the
player places the Apocalyptic Barrage template on the point
shown. Finally, he rolls the appropriate number of dice to
dsﬁerml;;e where each bomb hits the ground (as explained

INFERNO! - The flyer in the diagram moves from position
A to position B at the end of the Movement phase.
Immediately afterwards, at the start of the Shooting phase,
the player places the Hellstorm template on the point
shown. Then, he rolls 306 and moves the template that
many inches towards its final position along the bombing
corridor to determine where the template ends.

a7




APPENDIX IV
GARGANTUAN CREATURES

Creatures of this immense size can take on entire enemy
armies, devastate cities and lay waste to continents. Normally
only Tyranid beasts grow this large, as organisms native of this
galaxy struggle to cope with such impossibly heavy organs and
limbs. There is, however, one known exception to this: Ork
Squiggoths, whose bodies, according to the Imperial bio-magi,
should not even be able to move (not that this has ever
stopped them from ravaging entire worlds of the Imperium!).

Gargantuan creatures follow the rules for monstrous creatures
in the Warhammer 40,000 rulebook, with the additional rules
and exceptions given below.

MOVEMENT PHASE

Gargantuan creatures may move up to 12" in their Movement
phase. They are slowed for difficult terrain as follows — roll for
the distance they can move just as you would for a monstrous
creature (ie, you can re-roll the dice), but double the resuilt.

If their path is blocked by enemy models that are not
gargantuan or super-heavy walkers, gargantuan creatures can
tank shock them, as described in the Warhammer 40,000
rulebook, counting as a tank with a frontal armour value of 14
Enemies affected by this must test their Morale with an extra -1
modifier to their Leadership, and can execute Death or Glory
attacks as normal (models doing this can survive only by killing
the gargantuan creature, as they cannot immobilise it).

SHOOTING PHASE

Gargantuan creatures can fire all of their weapons every turn,
and they can fire them at different targets if they wish
(creatures of such enormous size normally have more than one
brain — or even crew — controlling different parts of the body).

Because gargantuan creatures vary greatly in size, for the
purposes of establishing line of sight from gargantuan
creatures, always use real line of sight, working this out from
the barrel of the weapon being fired. Area terrain rules apply as
normal.

By the same token, always use real line of sight when enemy
units are targeting gargantuan creatures. The rules for area
terrain apply as normal.

If a gargantuan creature is hit by a weapon that uses a blast
marker, the normal rules for determining if the creature is hit by
the marker are not used (as the marker may be smaller than
the creature’s base, and so it could never score a direct hit).
Instead, the gargantuan creature is automatically hit if the hole
in the centre of the marker is over the gargantuan creature’s
base (or its body, if it does not have a base). If the hole is not
over the base, but the rest of the blast marker covers part of it,
the creature is hit on a 4+, as normal.

ASSAULT PHASE
Gargantuan creatures can assault any unit within reach, not
only one that they shot at.

Remember that, like monstrous creatures, close combat
attacks from gargantuan creatures count as power weapons
and roll 2D6 plus Strength for Armour Penetration. In addition,

when rolling on the Vehicle Damage table, close combat
attacks from gargantuan creatures count as hits from ordnance!

When attacking in close combat, a gargantuan creature can
choose to either fight normally or to execute a Stomp special
attack. A Stomp allows a gargantuan creature to make one
attack against every enemy model engaged in combat with it,
instead of using its normal Attack value (no bonus attack for
charging applies, roll to hit once separately against each model
attacked).

Gargantuan creatures count as 30 models for the purpose of
determining outnumbering at the end of an Assault.

Gargantuan creatures never roll for sweeping advance -
retreating enemies always manage to disengage safely.

If, at the end of an assault, enemy models that are not
gargantuan or super-heavy walkers are still engaged with a
gargantuan creature, they must immediately make a
consolidate move in order to get at least 1" away from the
gargantuan creature. Gargantuan creatures may not
consolidate.

Other gargantuan creatures and super-heavy walkers remain
engaged as normal

SPECIAL RULES
All gargantuan creatures are Fearless.

Because of their massive bulk (and multiple brains!),
gargantuan creatures are less susceptible to psychic powers.
They are not affected by psychic powers (either friendly or
enemy) with the exception of those that have a Strength value,
which may affect them normally.

All gargantuan creatures are immune to the Instant Death rule.
In addition, because they are so large and powerful, they are
not affected by any attack that would normally kill a model
automatically (like a Force Weapon, an attack that kills as a
result of a failed Characteristic test, etc). Such attacks cause
D3 wounds instead.

All gargantuan creatures have the ‘Terrifying’ special rule.

This means that enemy units wishing to assault a gargantuan
creature must first pass a Morale check. If the test is failed, the
unit may not assault that turn.

All sniper weapons and poisoned weapons wound gargantuan
creatures only on a roll of 6.



