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UsING THis Book

expansion and those intended for use in standard games of Warhammer 40,000 In order to make if clear at a glance
type of unit a given profile represents, you will find a number of ‘stamps’ used on the entries in this book, as shawn

This unit s intended to be used in ‘standard’ games of Warhammer 40,000, within the usual limitations of Code
r models these should be considered ‘official’, but as they may.
e happy 1o play a game using Forge World models before you

| your opponent, it’ best to make sure they ar

 These units are intended for use in m o
" games of Warhammer 40,000 A; mes utilising Lor
.000; Apocalypse A
its, B\;xtg:]n( xhe‘;;z;ne ;jsz‘,:mo:s decided upon beforehand. As with o‘hif Fnragned \/I\r/’olrat;g::ﬂgualhes: :"?:;ui%
ficial’, but as they may be unknown to your o g
o et Your opponent, it best to make sure they are happy to play a game

—




2 mon swamps, and along the corridors of Anphelion base nsell ~ hordes of ferocious Tyramids driven to kill
i by the pervading influence of the Hive Mind. Beset on all sides by this deadly foe, Lok, aided by the Space
edSmrplons Chapter, the Elysian Drop Troops of special detachment D-99 and Cadian Guardsmen of the

inge of Tyranlds mode!s. and with the release of this second edition, it once again serves that purpose. Every aspect

| book has been reviewed and improved, and the entire Tyranids bestiary updated for the current edition ofthe =
ier 40,000 rules. Once again Imperial Armour Volume 4. The Anphelion Project is the ultimate resource for any Tyramd
taining rules and extensive background information for all of the Hive Mind's minions currently produced by
1d ~ lndudmg one entirely new monstrosity, the terrifying Dimachaeron

Aswell as the expanded Tyranids material, this book also contains a wealth of resources for the forces of the Imperium Prese%
uﬁﬂﬁn are lhesurgl(aﬁy altered warriors of special detachment D-99, once men of proud Elysta, now indentured servants of

In’ ddnon 10 all of this is the Anphelion Project campaign. Featuring scenarios for standard Warhammer 40,000 games and
Il for use with Forge World's Zone Mortalis expansion, this narrative campaign allows players to mount their own expedmon
) Beta Anphelion IV With extensive optional rules for representing the limited forces available to Inquisitor Lok during his :
sion, the campaign will challenge players to succeed where Inquisitor Lok could not.

/As with all of our books, the feedback we have received from hobbyists across the world for the first edition of this book has

‘proven invaluable in forging it into its current incarnation. Wiithin this updated and improved edition of The Anphelion Project,

the Forge World team of artists, writers and designers have restored the tale of this dark episode of the Imperium's history to its.
I glory, myiting hobbyists to once again venture to Beta Anphelion IV to witness the full horror of the Tyranid menace

1is book 15 not a stand-alone supplement  reference is made to other Warhammer 40,000 publications and you may find
‘helpful to have read these before reading this book. To use this book in games of Warhammer 40,000, you will need the
Warhammer 40,000 rulebook and the following: Codex: Astra Militarum, Codex: Tyranids and Codex: Space Mannes. Some.
the vehicles mentioned in this book have rules that appear in Imperial Armour Volume 1 - Second Edition: Impenal Guard a
Imperial Armour Volume 2 - Second Edition: War Machines of the Adeptus Astartes. Having these books will assist in playing Il
scenarios and enriching the background to the campaign. For updates on this book and other Imperial Armour books, visit our
ebsite at www forgeworld.co uk.

The Forge World




ORDO HERETICUS pEPARTMENTO AMALYTICUS
@2s RESTRICTED ARCHIVE ‘

Py . rTICUS RECH D
“hcerss Wanning- ORI XENOS PEPARTMENTO ANALYTICUS RECOR

Terminus Kalely

Ordo Xenos/454226200/HV.

TRANSMITTED. Conelave of Har  TELEPATHIC DUCT
Data Contrnts bl i

UGots-Omraa)} RECEIVED
LS RARARCE S DESTINATION:.

Astropath Zurneck  REF

uisitor-Li Vi
Inguisitor Solomon Lok AUTHOR 1aauisitor-Lord ¥an

|, M41
MISSION TIME 3030850 M41

(and any transeript

¢ Mankind, this
By the Authority of tha Immartal Emperor of b i
isitor Solomon Lok {or fix duly appoiuted deputics) only
in {on for the eyes of Ordo Xenos Inguisitor Solamon Lok | »
A {Dacesnsl) wformiation for the eyes of

i Priorlty Grade: Omega-dbsalunim
fORpe Re: Beta Anphelion 1V N
< 1t An o 8071850,M41, routd o facility oo Bet .
off mi Repeated efforts to blish contact with the facility’s commund c

bave failed. It is a matter of some wrgency that contact i 4, mad o shis end :
10 be assembled, under yous cammand, and dispatched o the Anphelion sysicm iu ordes tha this

investigated und resolved.

Concrave
- {{Baxxal}

1t is my suspicion thar the facility st Beta Anphelion 1V has heen the location of proscribed and k

been assigned to your command for the durati

++ Gadian 266™ Reg orders hiave beea
++ Special Unit Assi D99

and confirmed.
++ Ad Biol ol 1ed by Magos Biol
duration from Forge World Gryphonne IV.

Communications have been forwarded to the Adeptus Astartes Red Scorpiona battle barge duet's
assistance, This request hus been npproved and u strike force has been assigned to the mission.
i1 1s FoRpioDEN The transport vesscl Cephestus has alao been seconded to your authority. This is an unmarked | ¢
- ToVIEW oRAaLLOW the command of Capinin Mardin. Your taskforce shuuld embark for the Anphelion system no later
10 BE VIFWED 8101850.M41, and make best course with the Red i e s Urp
THIS RECORD BY enroute, From there the Cep) ill head for the Anpheli
NON-AVTHORISED ‘The opesation is to hegin no later than 8200850.M41.

Attuched with this mission briefing is an Expl

survey of! in partic

Beta Anphclion. Indvise you study it closelys all available infarmation has been submitted.
bemade to the highly dangerous and prohibited nature of the work believed to have been!
Anphelion 1V, and the extremely hostile climare all forces will be exposed £o for the dasation of

Extreme caution should be exercised at all times,

On arsival at the target location, it s imperative that the reasons for the loas of
and proof is sbtained that dangerous and unsanctio

strayed from the Emperor’s light.

The Emperor's Wil guides you,

Rt e
PHOUGHT EOR 1345 1y My Wilk Be Danen

] These orders are effective immediately,

o
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il AID.
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808285¢

Beta Anphelion TV
ceipt of new orders confirmed.
regarding the nature of the threat on Beta

fer to ‘tha potentially high-risk nature of this mission’ and ‘that dangerous and.

ined research had boen taking place on Beta Anpholion 17 bt do not iluminaie any further
that the nature of the threat I

y tail. I must request
unter is clear to me and I can plan to combat it accordingly. T can only assume that by the

FHUCUGHT FOR 1111 3y “The Worst is yot to Gome




+++ANPHELION SYSTEM SURVEY ANALYSIS+-++
‘Segmentum: Tempestus 1
Sector: Barbanus
Sub-sector: Urphir H
System: Anphelion abited
Survey History: The first recorded survey of the Anphebon system
(AN-4511-3086) was conducted in M35 by Rogue Trader Count Van Meer -
during s i-fated expedition through the Ordon RifL
‘Summary: Twin low-density, hydrogervhelium rich gas gants Single ice
word No indigenous ife within system

Planets
Inner Planets:  Alpha Anphefon - Gas giant
Beta Anphelion - Gas gisnt

Outer Planet:  Gamma Anphelion ~ ice word, ha atmosphere
Satelttes: Alpha Anphetion - 3
Seta Anphelion - 4

Gamema Anphelion - 0

Asteroids: Two significant. astero befts separate Alpha Anphelion from
the systen ster, and Beta Anphelion from Gamima Anphelion. At thi time,
70 survey has been made of these asterord bets for mineral resources.
Comets: Two Class Thvee Major/wo Class Four Minor currently passing
Thraugh star system - Threat Level <19/0)

Parent Planet Composition: Beta Anphelion ~ Type R hydrogeny’
heium gas glant.

Satellite Designation: Fourth moon of Beta Anphelion.

Size: Equatorial distances 1,600 km

Gravity: 996

Population: Indigenous feforms - Zero, Research facilty supports
apprommately 1,500 personnel

Duration: The moon's high speed of rotation makes for comparatively

short days, but ts orbit around its parent planet means it predominantly
receves reflected sundight, with only short periods of direct sunlight.
Orbit: Distance of the orbital elipse varies between 270,000 km at fts
perigee to 310,000 km at its spogee. All of Beta Anphelion’s satelites
maintain a rerograde orbit, travelling in the opposite direction to the
parent planets rotation. This suggests that the satelites were originally
large astral bodies that have become trapped in Beta Anphelion’s
gravitational pull
Climate Classification: Coldfexotic. Ammonia-based,
Mean Surface Temperature: -2°C 10 +4C i
Compasition: Nitrogen 78%, Oxygen 19%, Argon 1%,
Ozane 0.8%, Ammonia 0.2% and Carbon Dicxide 0.2%.

‘Chmata: Cool 10 very cokd. Beta Anphelion VS cimate & highly changesble,

-BETA ANPHELION IV++

The.moon's orbital elipse exposes it to short peniods of direct
when the mean temperature rises dramaticaly to approximatelr
SC-10C Exact temperature s dependant Lpan the Mmoo’ elaie
distance from its star, based upon the parent planet’s Position or 15 v
orbital route. Refiécted light from the nearby gas guant exposes halt e
moon to weak sunfight, maintaming its dayside temperatuce at 4rcure
2C. The short nightside period caused by the moon's cwn ratatior s
the temperature drop to significantly. below 0'C Dunng ths per
unaugmented humans without speciased cold-weather

‘equipment must remain Ndoors. ’

Climatic Regions

Polar lce Caps: The satellite’s southern and northern polar & can ¥
farge ice flekds formed from  frozen water/ammonsa shurry, a by D’

of the ammania swamps that nearly cover the moon and yeoec
Activity. The polar ice caps are 1n a state of permatrost with terpsrali e
falking as low.as “100'C Both regions aré totally hostle 1 most
of fe.

Ammonla Swamps: Appraximately 70% of the moon's s«
Covered in shallow ammonia swamps. These are formed by, st
geothermic activty (active hydrothermal vents) spewing supe: #01¢
itrogen-rich gases into the depths of the moon's water tabie ¢
queous solution of nitrogen and hydrogen (ammonia)

hoglets ‘high ground, ,

inthe "

highly roge
These fomn the vital putrients and the components of protens, e




\
+Containment

Area Omega+ \ +Control
\ .
acids and olber for plant i
bacteria, The flora exstin
that act ke fertilser,

areas that are not 100 satursted. On Beta Anphelion . the higher ground s
commonty coverad in ths dense jungle-ike flora

Climatic Phenomenon: Ammonia clouds.

Mists and fogs are formed when the moon's rotation, and fs distance
from the parent planet and its star, ause a rise in air pressure The
resuiting fuctuations m & temperature then cause bauid ammon® to
1 16 gas, and falling temperatures cause atmospheric waler yapour
1o condense. The two mungle foming 3 low-ying heavy fog, with the
distictive sharp, penetrating odour of ammonia. These low-ling mists
<o form and evaporate within the space of a few hours.

Clouds are formed on the moon in the same fashion, but are effectively

huge fog banks, which can take several days to dissipate. Within
the fog, ammonia concentrations reguiarly rise to toac levels, and
personnel must wear full protective suting and respirator equipment
" Prolonged exposure 1o the cormosive vapour will cause skin iritation
and scorching of the eyes. Inhalation wil cause burning to the thioat
and lungs, and prolonged exposure will eventually result in death due
0 respiratory tract failure.

Flora: The moon has a wide variety of ammonia-based flora, which
flourish on the highly fertile nitrogen-rich soll. The flora’s amino acids
are formed on liquid ammonia and cesium based salts, which replace
the potassium and sodium based salts of standard life forms. From this,
exotic bio-chemistry trees, vines and bushes have evolved which do not

Instead, the fora s generally very dark, being predominanty grey, black
and brown n colour and lacks an abundance ofteaf growth - algos snd
vine growth being more common. To ritrained eyes, the flora of Beta
Anphelion IV would look long dead, shrivelied and decaying. In fact it s
ammonia-fich fogs and coud systems which feed it

Fauna: No native fauna has been recorded.

Economy: None

Society: Indigenous — None. The research fadifty includes Overseers,
Magos, Technicians, Servitors, Menials and a garrison of 300 men.

Water Supply: Water s present in large quantities in the atmosphere
and surface water (heavlly poliuted with ammonia) is available from the
moon's swamplands. This watter can easly be processed and purified for
T Part of the research

a water putfication plant.

Principal Export: None. o
research facilty with large areas enclosed by 3
generators, These are containment areas. for the faciitys primary
experiments. The containment field network s controlied from the
central command complex and. powered by & series of force feld
generator stations. g5l :

3 3

]
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TRANSMITLED Anphelion System TELEPATHIC DUCT
_ Astropath Aylor . REF
AUTHOR:

RECEVED
DESTINATION
MISSION TIME:

Being the official report und journal of inquisitor Solomon Lak
us recarded by the loyal Autosavant Wassily

Cephestus, Anphelion system.

By the Emperor’s mercy, the Cephestus has delivered ws safely through the perils of
Immaterium to the Anphelion system, and preparations for the investigation into ths
those stationed upon Bets Anphelion IY have begun.

Despite repeated attempts, the Cephestus has failed to make contact with the control con
on Betn Anphelion 1V, From this 1 must conclude that the fcility iv no longer inhabited.
has rebelfed entirely- My Tarot readings indicate that we will find no survivors. Ax & matr
of caution we are treating the moon’s surface, and any accupants we do Jocate, as exteeme]
hostile. .

In conjunction with Adcptus Astartes Commuauder Culln, the Red Scarpions 1 Compan:
Veterans, cyen as Idictate, are donning their Tactical Dreadnought armour and complet
their arming rituals, Their Thunderhawk gunship is prepared; armed and ready to | transi
them to the surface, and the squuds haye completed their tactical briefings and wmk
plans for securing the facility. As commander of the cxpedition I have requested nn.x

of all operations, something to which Culln has

have at Ieast agreed that the Red Scorpions! first mission is to search the control cnnplgu
Innding fields, and secure them for our subsequent landings.

As seell as the Spce Marines, the other commanders within my forde huve alsa been udgf
Major Durra (cnmm-nder. !p:ull detachment D- 9;) will (nllnw the Splce Muhlt nmuﬁ' S

Arthon’s team and my owst retinue relocate (o the surface.

1 do not expect this operation to Inst longer thin your original twa-day Pl.llin‘llrin
the Cephestus has orders to withdraw (o the system’s outer reaches:




- LOCGATION; Anphelion Base Command Complex

ISSION TIME: 8198850.M41

EMPERATURE: 2°C
VISIBILITY: 100 m - Falling
AMMONIA READING: 0.17% ~ Low

. The armoured bulk of the Red Scorpions Terminators
- descended from the Thunderhawk’s front ramp into the cold

darkness and fog of Beta Anphelion 1V, illuminated only by.
thie gunship’s landing lights and their Tactical Dreadnought
armours integral spotlights. Each heavy metallic footfall was
deadened by the thick white fog, and helmet comms crackled
into life as storm bolters and assault cannon swept the
surcounding jungle for targets.

“Squad Raum, deploy nght. Squad Rael, deploy left. Squad
Darak, with me,” ordered Commander Culln.

The three squads moved out, one after another, manoeuvring
with well-rehearsed coordination as they approached the

- command complex’s outer buildings, Emerging through the

{og, the Terminators «dentified an entrance and closed in. All

was silent. All was still. The base seemed deserted. No lights

shone. No machinery hummed or whirred. There was no sign
of power or life.

At the sealed doorway his battle-brothers stood sentry whilst
Sergeant Darak activated his chainfist. With an angry growl
the adamantium-tpped blades roared into life, a whirring blur
as the white lightning of its power field crackled in coruscating
patterns about it. The metal of the doorway screamed its
resistance in a shower of sparks, and the din shattered the
silence as the chainfist sliced deep, clean through the door:
Four seconds  five seconds. .. six seconds passed as the.
sergeant cut a new entrance for his squad, With a resounding
clang the door fell inwards, revealing only a pitch-black
corridor beyond

*Squad Darak, advance. Brother Dayn, take point,“ ordered
Commander Culln, and without a word his squad moved out
in response, Brother Dayn’s assault cannon nosed through

the still smoking dcorway as he stepped into the command' «
complex. The other squad members followad behind in singfe
file, the corridor being just wide enough to accommodate
one of the massive armoured suits at a time. Cautiously they
moved forwards, checking every corner and doorway as they:
advanced

Inside, the Terminator squads secured their entry, corridor-
by-corridor, room-by-room, with only their spotlights to
guide them through the near impenetrable gloom. Slowly,
methodically and with the practised ease of decades in
combat, they advanced in search of the controf centre.
Without any power supply each door had to be noisily cut
down, but nothing within stirred. The Terminator sergeant’s
in-built auspexes remained clear. No contact

The three veteran squads moved deeper into the control
complex, until Commander Culln and Squad Darak located the *
command centre. It too was deserted; no lights blinked on the
control panels. Culln checked the air's purity, his visor display .
flickering to show the chemical breakdown of the air sample.
“Air is within breathable parameters,” he announced ashe
broke his helmet seal with a repressurising hiss and lifted it off.
The air was dank and cold, with the faint taste of ammonia,

but it was nothing his enhanced metabolic system couldn’t

cope with. Culln's communicator crackled into life:

“All stations, Raum. Garrison sector secured. Na contact, but.

there are signs of combat. Blast doors have been sealed. i
Is some impact damage, and also what could be corrosive
damage. There was a fight here, but no signs of bodjes. Over’

“Culln confirms. Raum, hold your position. Culln to Rael.
Sergeant, confirm your location and status.*

*Commander, we have swept the lower level. No contact: T
facility is deserted. Squad standing by Over*

command centre.”




o

: ChaptEi
aﬁw

Brother Dayn, veteran Space Marine of the Red SCoPY
1" Company, Squad Darak. uring deployment on Be2
¥ he was accrediteq with forty-two confirmed kil




nour, otherwise known as Terminator armour
our was developed for workers operating
| pressure casings of plasma reactor shields or
remely corrosive environments inside the holds of
mical transports. It was the suit's sunvvability (suitably
. uim‘mledby Chapter armourers with extra systems) that
ct s near invulnerable combat armour

1 mat y waysa Termlnawr suit has much in common with

armour, only itis of far heavier construction. Made
heavy gauge plasteel covered in a layer of shaped

’a;;fam e ablative layer, a Terminator sm( can withstand
n th cdossal impacts of high speed orbital debris. The

most dangerous missions, such as Zone Mortalis
 Operations including tunnel fighting and boarding
actions, and also building-to-building combat, where
‘a squad’s short-range firepower makes them all but
unstoppable.

Terminator armour is rare. Most Chapters retain a
few suits, and even the vaunted Deathwing (the
Dark Angels Chapters 1* Company) can only boast
around one hundred functioning suits. Each suit is

a revered item with a long history of previous wearers
and s regarded as the haliest of a Chapter’s relics. A
Space Marine that has completed Terminator training will be
an honoured battle-brother, a veteran of many campaigns and,
as such, upon his death his wargear becomes sacred.

All Terminators bear the Crux Terminatus on their left shoulder
pad, the honour badge that marks them out as the Chapter's
most expenienced warriors. Legend has it that within each crux
is bound a tiny fragment of the suit of battle armour worn by
the Emperor during the Siege of Terra, in his fight agamnst the
arch-Traitor Horus. Other insignia includes the Chapter badge
EX on the right shoulder pad, and the company number (1*

Company) on the left knee pad

2. Helmet

Like power armouy, the suit's helmet contains its combat
systems. Referred to as auto-senses, features include thought-
activated comms-augers, bio-status readouts, full diagnostic
and self repair functions, a vox amplifier, audio filters, and
auto-reactive photo lenses to prevent the dazzling effect of
sudden light bursts. Once the wearer is plugged into his suit (a
long procedure which requires the aid of several tech-adepts),
the suit’s visor also displays tactical information such as maps,
way-point markers, a compass and targeting reticules, and
provides access 1o all of the suit's systems.

3, Assault Cannon
This is a motorised, multi-barrel, self-loading qun which, driven
by an internal motor, can pour out thousands of shells, Carried
by Terminators for rapid room and corridor clearance, it is a

wieapon with a deservedly fearsome reputation

The weapon’s barrels are forged of a tempered ceramite alloy,
which Is resistant to the heat generated by the fast spinning
motor and the wear of the thousands of shells being fired.
through the barrels. Despite their heat resistance, the barrels.
are disposable and standard Codex practice is for them to be
replaced after each mission. The assault cannon is not tha
most reliable of weapans, problems with motor failure and
its high speed ammunition feed rate result in it being prone-
to jamming. Its effectiveness, however, has meant that these
problems are generally overlooked:

The weapon fires a fixed cartridge round with a dense metallic
core covered in a non-metallic sheath, with an adamantium
tip for armour penetration. This gives stable flight ballistics at.
the short ranges the weapon is employed at, and keeps the
rounds small for increased ammunition capacity.

When included in a Terminator suit, the weapon will have
gyroscopic stabilisation, along with recoill compensators built
Into the suit, 10 assist the gunner in keeping the weapon on
target

4. Chainfist

Brother Dayn's second weapon is his chainfist. This is &
modified power fist, used for cutting through heavy bulkh
or reinforced airlocks.

The weapon has adamantium teeth in a 70 cm cutting blad
and 15 optimised with vibration compensators, automatic

tensioning and an acceleration drive for extra cutting power.
should it be required

The chanfisttself ontains sl nergy field generator

power field. This field disrupts anything hit at a melecula
level, greatly assisting with enemy armour penetration,
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The initial investigation force has secured the base's control complex;

There has becn no contact with the facility’s persoanel, and the coatrol cmp
be deserted, All power had been shut down, including the complex's force field
that X can oaly summise formed containment areas within the bass. There
combat, hut no bodies have been found, and the facility rem: o% intact.

1have transfecred to the surface to take direct command there. Descending
Uhave had my fiest sight of Beta Anphelion IV, From orbit much of the maon
clouds. Breaking the cloud layer I was fuced with a gloomy landscape of matte
vegetation. Upon landing, 1 can confirm the susfuce is dark, dank and stran
no focund jungle, but x drenry place of dead plant matter where ammoniksrie
allin o cold, sileacing blanket. Even when directly exposed to the sun and
rises above zero, the higher clouds diffuss the light, leaving us in upegpnm
lasts uatil the moon's orbi returns us to utter darkness,

Harmful levels of ammonia huve been detected as the mists ise, antl un:
dutics have been issue:

4 chem-augers nad are under orders (o earry respira
These are to be worn when ammonia rendings reach hazurdous leyelu.

operations, and priority has been given to Detach;

13 oversecing unloading operations, and the first landing crafe will uxlu

secured, with an attached landing

T e
Prace jx Not in qur Vocabulury'

2T T




ANPHELION BASE
CENTRAL CONTROL COMPLEX
COMMAND FACILITY




F -rfo anaLYTIcus
js DEPARTMETN C -
RICTED ARCHIVE———¢9

ORDO HERETIC

e

SRR

ORDO XENOS DEPARTME

SNSRI NTO ANALYTIC US RECORD

-Access Wanning- i
Bota Anphelion IV TELEPATHIC DUCT

Data Conteats TRANSMUTTED.

{{Goro-Omrentl RECEIVED.

Astropath Aylor  REF

; rd Varius  AUTHOR
Inquisitor-Lo
! o DESTINATION
Cusanase DESTINATIC 0200850.M41,
MISSION TIME
Exires in Extaeuls

r n Lok
Leing the official report and journal of Inquisitor Solomo|

Gompiten Inauisiton. ot by the loyal Autosavant Wassily

{(Deeeten})
3 Anphelion Base. Beta Anphelion IV
Oxpo . ¥ o
i iminary report based on the infarmation
{{Heneticos}H) Magos Biologis Arthon has submitted his prehmuim{ pl' Sy
: recovered from the facility's datacore. The following is a brief synopsis:
CM“"; v 745 M41. the 1Kreat of the Tyranid hive fleets has been continually growing. Loss
{(Barkal

xtreme, and the domand for manpotoer has strained even the Deportmento Munitorum’s
resources in affected regions. Projections indicate that such heavy losses are wusustainable:
long term Whiist the Tyranids may be halted, the indirect effect for the Imperium’s rile i

icient ways of defeating the Tyranid threat ne
sought and Anphelion base was sel up to investigate possible solutions.

segmentums could be disastrous. More

A sertes of covert Inguisitorial research facilities were established (ses Ordo Xeros O
XX823, classified Absalutum-Ultra) to study Tyranid genetic material and the vace’s s
evolutionary traits in a controlled environment, Ways of interfering i the Tyranids’
to rapidly evolue, adapt and overcome wesw threats have been sought, with the expa

Leading to new anti-Tyranid biological weapons technology. The first successful out
development of mutagenic acids. now deployed in hellfive boltér rounds by the Adeptus

A farge part of the surface of the moon has been sot aside to function as a research facil
are three principal laboratory facilitias and a contral control comples, g
outposts, which provide support to the main laboratories (such as po
it Is ForsioDED and purifiors, equipment storaga facilities, ete).
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along with o
wer generatars,

Anetiork of energy finld gencrators also envel,
containment zones for the experiments. i
Beta and Omega, as well as smaller subyid,
controlled from its oz central cortrol co,

op large areas of the moon’s surfuce,

thin these are three principal areas, coda
13 isolation somes. The contais

mplex and powered via envrgy.

[Report extract ends]

Inow sce the potential

Pexil that my forces and I are in.

Af, un T now suspe
“URSSt, there are Tyranldn indced preaentl

n this moon.
W

ith the infors A
information now ac my disposal, my fires Priorities are;

i/ To re-activate thy i y
e :": contuinment fencen ay thexe Tepresent our most ;fl
™Y 8t baylong cnough for me 1o complete the mj: o

FRODUCT OF
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4/ Begin operation

*ations to sonrch the laboy,
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and complex ta L
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inexplicable to me as they appeur nml-m-gexl butit muse
ty. All four of the generatorum will need reactivating as
to maintain the force field barriers. It will be

rch data that this base hus collected, The Space Marines will sweep cach site
"*ﬂ lly in 2 scarch nnd destroy operation. Once secured, Imperial Guard troops will

u”my. Acompany of Gudinng el ove bveriand tuitha first laboratory site in an armoured.
Only once the Cadians are in position, will the Magos Biologis follow.
ch operation to take no longer than eight hours (standard Terran time). The

data and embark back on o the
on 1V, and submit a request for
already ing from




L5

~Acerss Warainc~

A Sy CORD
QROOXENOS DEPARTMEN TO ANALYTIC US RECOR

[Glassified]  TELEPATHIC DUCT: ?
Ordo Xenos/454228290)f1y

s 2 Astropath Zarneck  REF
{fCoto-Omraall RECEIVED: :
nquisitor Solomon Lok AUTHOR Inguisitor:Lord Varg

Sobililag SESTINATION. Inguisitor Sole: o
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| Exites In Extarmise

Comrires Inquisiton Re: Bera Anphelion IV

tiprurtes}] After receiving your report, | urge you to move quickly 43 your mixsion is now.in & positian of
utmost danger. Recovery of any useful evidence remnins your priority.

. ompe ;
f{Hersticosi} 1 bave, with all haste, dispatched the Inquisiterial cruiser Frearless Resolve to the Aopheli
system along with reinforcements. The vessel’s captain will be under your command ugo
arrival in orbit, and should you still feel it necessary, the Exterminatus order has alread)
signed and sealed, and is onboard, Upon completion of your mission, purge this m

from the face of the galaxy.

Concrave
{{Baxxa)}

Uafortanately, given the nature of the Im ium I can give no
cruiser’s arrival, but hoge that the simple knowledge that aid'is already on its way
strengthen yours and your men’s resolve.

It is imperative that you continue to keep me fully informed.
Ax ever, we strive only to fulfil the Emperor’s Will.

Inguisitor-Lord Varius
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At the western doorway Brother Dayn watched down the
blacked-out corridor as the first creatures reached the seafech
blast door, claws impacting outside, buckling the plasteel
and gouging huge rends as they battered their way thmug}v
For just living flesh and muscle, the power in their claws wat
formidable In a frenzied attack, the huge door was torn
apart like it was made of parchment As the Genestealers.
tore through, Dayn engaged his assault cannon’s motor, the -
weapon's six barrels spinning into a blur. The first Genestealers
were leaping through now. With a brief itany ta the weapon's
spirit — “Death to the foes of the Emperor?* - he pressed 3

Contact is closing fast * the trigger. The assault cannon roared, loosing a torrent of
rounds that turned the first Genestealer in the doorway into. =

mave to engage,” a fine mist of blood and ichor, The second, third and fourth

ind before he had finished the also died as they leapt forwards. Immediately, more were at

5 on the move, his men directly the doorway, scrambling inside, heedless of the certain death
that awaited within. Dayn fired a second sustained burst, and.
athird. The Genestealers died, arms and claws flailing as if in.
defiance as the rounds shredded through them. 4

Again and again Dayn fired, the ammunition counter on his.
helmet display struggled to keep up as the assault cannon
sprayed a stream of shells into the swarm. The runes tumed. -
from green 1o orange to red as his ammunition ran low, the -
weapon's barrels glowing red-hot. The corridor between
17 Behind Sergeant Rael’s brief Brother Dayn and the door was a slaughterhouse of steaming,’
ind of battle The assault cannon sounded shredded xenos. The ammunition-warning rune blinked — less
of fabric as it opened fire, and the battle- than fifty rounds remained. Dayn stepped backwards, less
Rael unleashed a wall of weapons fire that than two seconds worth of firing. He couldn't hold out much
like crops before the scythe The jungle  longer Once his ammunition was gone, he would have to

by‘ lhe exploswe rounds which sphmeved activate his power fist and charge. The Genestealers' claws
may have torn the blast door apart, but his adamantium and
ceramite armour plating would resist longer, keeping him alive
long enough to take some of the creatures with him.

Then the Genestealers’ furious attack stopped. As the smoke
and steam cleared, the Genestealers were gone Had they
realised there was no entrance to be gained here, only
destruction, and scurried away to find another way in?

Meanwhile outside, Squads Rael and Raum were fighting thelr 4
way back to the laboratory complex, pounding across the soft T
ground, blasting left and right as they lumbered along as f; e
as their bulky armour would allow. Sergeant Raum brought
from the heat of ﬁnng Inside the complex, Culln. up the rear of his squad, sweeping behind his men with
ised his five battle-brothers to cover all the entrances i




2
nestealers launched
t of the darkness

t's well-honed

et bursts of fire at their foe as the Gef
Ives from their cover, sprinting o;;{gcan
h e . Even the veteran
; Y!’t?;ur:sl\ptfer:atch for the bio-engineered killng-
achinas of claws and bone
from his right a Genestealer pounced, all mkmgr
laws and exposed fangs as it barrelled the sergeant love -
claws dragged across his armour, furiously scramb! m?l
ase on the adamantium plates. The sergeant fought
& his power fist cracKling lightaing as he grasped for :
enestealer’s head. Already a second, third and fourt!
Genestealer were closing in for the kill Raum’s groping fist
aught the first Genesteaier ts head in his grasp, the crushing
15 of his weapon squeezed hard. The resistance of the
enestealer’s hardened bones made the servos squeal, before
ie bones cracked and the Genestealer's skull burst like
over-ripe fruit, splattering Raum with blood and brains.
He staggered to his feet, only in the time for the second
Genestealer to impact him square in the chest, and both fell
* backwards in a mass of arms, legs and claws.

' Brother Vjalka turned to see his sergeant grappling on the
ground: He took aim, blasted the closest Genestealer in half
with a burst of weapons fire, and ran back to aid his squad
leader. The swarm was closing in all around them now,
claws and fangs bared Vjalka launched himself at another
Genestealer, swinging his power fist in an arcing left hook
that punched the creature off its feet with bone splintering
force. As he did 50 another Genestealer struck, driving its claw
directly at his visor. The creature’s powerful blow shattered it
and drove onwards into the Terminator's face, smashing his
cheekbone and gouging the flesh from his face Disoriented
by the vicious wound, his helmet filling with blood, a second
crushing blow blind-sided the Space Marine. Brother Vjalka
stumbled and fell, wildly firing his storm bolter as he did, but
the Genestealers were upon him Wounded and disorientated,
they savagely tore him apart

Nearby, the Genestealers were also overwhelming Sergeant
Raum, and in a rain of blows his armour eventually cracked.
Pinned to the ground, but fighting hard with the last of

his strength, the sergeant struggled bravely before the
Genestealers' claws also npped him apart

Cn his helmet display Commander Culln watched the

- biometric read-outs of Sergeant Raum and Brother Vijalka
flatline. His first casualties of the mission They had died
hanourably, as every Space Marine must, and would soon
{oin the Emperor There would be no time for litanies to the
:?e:sh?rnow though as first he must take vengeance for their

Despite their osses the Terminators regrouped, an
by Commander Cuiln they mounted a stocy de‘rsn?ed‘r‘f(r:;d
2ck the Genestealers i they withdrew back g (e 2
Jungle’s darkness. After the din of battle, silence desce, Ed d
§.2981 I all, ulln had ost o battle brothers 1y .
s aand ferocious attack, and four more were s
éue o T Wounded,

“
Commander Culln called down the res.l of his strike force Ho
needed reinforcing and a chance to rearm. Minutes later the.
Thunderhawks emerged through the ammonia-tainteq clouds
to touch down, disgorging squads of Space Marines along
with their Dreadnought, Brother Halar. Behind thern followeq
the transporters, Rhinos and Razorbacks carried under thejr
bellies. The Red Scorpions quickly strengthened their hojd o
{he laboratory complex. The Tyranids would not have gone for
and no doubt at this very moment they were gathering their
strength for a new attack. It was now a race against time ~ ths
containment fences were desperately needed

MISSION TIME: 8200850.M41

LOCATION: Anphelion Base Command Complex
TEMPERATURE: 2°C

VISIBILITY: 900 m

AMMONIA READING: 0,18% — Low. .

Whilst the Space Marines began their operation 1o search tt
three laboratory complexes, it was vital that the containment
fence network be reactivated No one knew how many
Tyranids might be lurking out there in the swamps and,
although Lok had estimated it was not likely to be mar

for experimentation, but even so, without the contain:
fences, Beta Anphelion IV would rapidly become a dea
for anybody out on the surface

Inquisitor Lok had ordered the Drop Troops to see:
power grid was restarted. They would nieed to secure
power generators and reactivate them. To assist e
he detailed a technical servitor, pre-programmed wit
information it needed, to accompany the Drop Tro:
the command centre, Major Durra and the Inquis
oversee the operation B

The Drop Troops had to move quickly, for ever
Wwas a chance for the Tyranids to close in. Major
his men. There would be one platoon detailed:

also move forward, once they were on the
cover of a Vulture gunship, added protectios
undoubtedly encountered the enemy: ;

After a hurmied briefing, the four plataons ifted:
outinto the gloom, vanishing from sight as
embraced by the encircling mists. Mk %
the canopy, flying in close formation, each p

its objective. From each Valkyrie heavy bolt
from the open side doarways,
ground for the enemy.
The journey 1o the target was brief, but in hist
Lieutenant Jurey had time to once again rel
2ttack in his mind, When the aircrew canfir
olver the target, his men would rappel down
o generator building, supported by a Setinel
sngda:y:lmkmg enemy at bay. Meanwhile his o
Tachynd the technomat servitor (a highly augm

ine, half-man that currently sat inert and fefess!




corner) would touch down close to the generator building
and move swiftly inside. It had to assess any damage and
work fast to get the generator operational The Emperor
alone knew what horrors were waiting down there for

Jurev and his men, but the longer his platoon stayed on the
ground, the greater the danger would become Major Durra
had emphasised that this was 1o be a rapid operation - drop.
in, get the job done, and quickly get out, back to the relative
safety of the control complex

Through his helmet Jurev could listen to the comms traffic as
the pilots and crew talked over their link. He could also hear
Major Durra, overseeing the entire operation from back at the
control complex

By the time the Valkyries had drcpped down over tb
for their final approach, the Vulture guns|

closing in on the target and taking up. posmonf

run, should the ground troops request its firepower
gunship was fully laden with rockets and autocannon,
short distance to their target meant that additional fi
were unnecessary. The Vulture would remain on-call for
duration of the operation, like a protective angel hover:
over Lieutenant Jurev’s men. Following the drop the Vil
would circle, awaiting targets, whilst the Valkyries cl
away and circled at a safe distance, to await the m
complete evacuation order. 3
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SION TIME: 8200850.M41
)CATION: Generatorum IV
IPERATURE: 2°C
IBILITY: 600 m :
MMONIA READING: 0.2% ~ Medium

Jeyries flared 10 a halt at about 30 metres a“mifa‘:io "
rappel ropes spiralled down 10 the ground bm{wwE ik
doors, one after another, the Drop Troops leapt on ;a e
i dowmwards frcion hst bumed thouh he 100p¢
qurmp gloves, warming their palms before they \mpaclel e
the ground and roled away During the deployment the
atoon was vulnerable, 50 speed was of the essence. ST:U;
grouped to the calls of their sergeants, instructions y& e; :
rough the howl of engines from overhead. They fann mrj
men grasped for their weapons and scurried to take covel
tee Sentinels then plunged to the ground, their grav-chutes
i cushioning the impact on therr legs. Pistons extended and t:e
" Sentinels unfurled to ther full height as their pilots ran quid
- gystem checks, then activated their weaponry.

- The jungle floor was dark, dank and acrid with the stench of

" ammonia: Boots pounded into the sogay ground as the lasguns'
Inbuilt flashlights cut through the gloom. Sergeants flicked on
their surveyor units, short-range tracker devices built into their
helmets to seek for possible enemy targets. For the moment, all
was clear The chem staps on their uniforms read safe, but many
retained their respirator units anyway, avoiding the noxious
atmosphere for as long as possible

Then, as the squads and Sentinels formed their defensive
penmeter, Lieutenant Jurev's Valkyrie swooped down behind
them, the rear ramp already dropping as the craft hovered low,
its powerful jet engines blasting the jungle floor into a swirl of
mud and debris. The command squad leapt the final metre or
50 onto the ground, along with the servitor. Lieutenant Jurey
indicated the way o the generator house and set off at a flat
1un, his men directly behind him

In a scene replicated at each of the generator sites, the squads
deployed and prepared for battle. As they did s0, the Tyranids
had not remanned inactive. Already long, slender claws and

b fanged maws that 0ozed poisonous bile were being flexed in
readiness for attack. As one the Tyranids moved with startling
speed to react to D-99's incursion

Itwas asif they knew, by some strange force of
x A precognitive
power, that the generalor sites would be Important f;gme

undergrowth close by
moved stealthily into positions to strike. oo

The first urev knew about the Ty
penetrating sceam that ech
. vines, then slowiy died in 2

ranid attack was a sudden
?ed 0‘" the trees and through tha
strangled qurgle: Sudy
. £omms-net was alive with shouted nepongs Men :{E(‘V:Ly éhl‘
fiting started, the rapid staccato Nap, snap of lasguns fOWI"
ftand right The fieutenant called his voxﬂsmr?o hmr Zmd
m an
is a:rhsupponv His men were
"y what or where wag uncl
ear, but
Sity. The explosion of 5 grenade

ler attack, as yet from exact]
firing Was growing in inten

o distarice. Then, as if out of niowhere, (e i
soundfr:';:‘,;[::;!g his perimeter squads. The vox-niet bmzt\&
v;‘evé;o] shouted reports and calls for aid. As battle itensfiag
d "‘o athered his men at the generator building and ordereg’
Ju‘ruéguey to work against the sealed doorway. “Cut the'fien
eied, and vath a blinding flash the lascutter powered o
!?!e Thevtrooper worked it over the door, turning it inte molien
metal as he cut a bright, smouldering path around the v
After maybe fifteen seconds, the door panel fell mwam;dmmw?
resounding clang on the metal floor inside ;

Jurev indicated a squad member (0 go first, and watched b
duck into the darkness within. He then pushed the sluggish
techno-servitor through the blackened, steaming entranca’
Urgently, torch beams flickered around to check the

for lurking enemies. In the darkness there was an e

of movement, the swish of air as a claw slashed da

with inhuman speed. Ahead of the lieutenant, Tr
screamed. Jurev opened fire, as did the squad

fim. Las blasts impacted on the metal walls aj

crazy patterns, He couldn‘t see if he had hit a

and fired again just in case Was the :rga!ure;tlﬁ!

Kneeling now, the lieutenant carefully scanned | 2 dai
Something moved, blindingly fast, but before hee
deafening blast of heat beside hirm sent Jurey.

his skin singe. With a roar of super-heated air

and whatever it was lurking in the darkness died,

aslimy pile of 0ozing ichor by temperatuires that

plasteel in a fraction of second Jurev lit a fla;

to reveal the scene. Trooper Radric had been af

Lictor Its claw had punched a hole clean throt

made a gaping wound in his back that w

the ground. To Surey, Radric already looked d

his eyes unblinking. The Lictor had taken the

meltagun hit at point-blank range its toxic i

filling the room with a foul stench. Unaware andj

horrible scene within, the servitor went quickly tow

the multiple cables augmented into its body to the
generator's control console, and the panel flickered

Outside, the battle was in full effect The sound Df';h%
Qunship overhead became a roar as its rockets and
shredded the jungle below with weapons fire. The:
Drop Troopers were fighting hard, but their foe was!
camouflaged. Something swift, silent and almost i
pounced, all claws and fangs, rending two men

Pieces before anybody had seen it, Nothing had:

the squad Serge:

bounding aut of

swammped with targets. The Drop Troopers fired, iluminat
lungle with lasqun fire and the muzzle flash of qus

and without pause the Gaunts leapt forward, and:
them down :

This foe, brutal and single-minded, would never

‘\gi‘t:ryl here could only be won by those willing t

e ol 25 Ugl, but the men of D-93 fad all

L5 ore and what they faced now came as no!
€ Would be no quarter given here; no tactical




no surrenders, only death, untif either one side or the other had
nothing left standing. That was the mindset that the men who
faced the Tyranids had to have, and Lieutenant Jurev's platoon
had all seen it before. Lesser men would have turned and run
in fear, but not them They killed and killed again, with lasgun,
shotgun and grenade, whilst overhead their Vulture air cover
launched volley after volley into the swarms. Volleys that felled
trees with the force of their explosions, the rounds kicking up
dirt and creating a shock wave that knocked the Tyranid Gaunts
off their feet. With grim resolution, Detachment D-99 attacked
the jungle itself until the tide turned and the Tyranid swarms
stopped coming

Meanwhile, the servitor completed its programming and the
power generator station came to life again. Power began to

hum and fizz through the vast network of cables Dial needles

twitched and moved, indicating to Lieutenant Jurev that the
power grid, in this sector at least, was up and running again
The servitor disconnected itself from the console and witn its

strange mechanical voice announced, “Programme complete.”

With his men hard-pressed, it was all Jurev needed to hear It

was time to leave before any more of them died. “All squads,
all squads. Fall back on my position for immediate wnhdrawal
and evacuation.”

The Valkyries also heard the order and banked down to mest

the men now retreating back to the landing zone, Emeraing.

from the jungle the battle-scarred survivors — some walking
wounded, other dragging badly injured casualties — made for

the now approaching Valkyries. Covered by the Sentinels and

the still fit survivors, Lieutenant Jurev's men embarked into the
craft, which lifted off one by one Once alrborne, Lieutenant
lurev called through to Major Durra to report that his mission

had been successful The power generator was online againand. +
the containment fence in this sector could be reactivated.

Back in the command complex, the Inquisitor’s team were’
awaiting that confirmation. Confirmation was received from
each platoon in turn, and one by one all the generators
were working again. They immediately set about the task af "
reactivating the containment fences. It would keep the Tyramds
out, and was their best defence against this enemy:







Valkyrie airborne assault carrier of Detachment D-99. These aircraft proved
invaluable in rapidly re-deploying the surgically enhanced D-99 veterans.

Cyclops remote controlled demolition vehicle
Despite repeated attempts to employ these vehicles to stem
Tyranid assaults, Detachment D-99 eventually abandoned the
few remaining Cyclops in their armoury.

Vulture gunship attached to special detachment D-99. This
aircraft is responsible for the only confirmed airborne kill of a
Tyranid Harridan during the Anphelion incident




is Inquisitorial inducted Veteran wears the standard

attern armour and Type 5 pressure helmet issued to gungL‘rrrl‘ae![
Guardsmen reauited on the planet of Elysia The b;\;l !
incorporates pressure equalizing ear protectors for “i(ewcl
ltitude grav-drops, as well as a short-range comms I e A
a reflective flash suppression visor. Itis. constructes (']n
feinforced plasteel with extra plates added to the front This
maes the helmet heavy and uncomfortable for the wearer,
but affords good protection

variant of the Type 5 pressure helmet incorporates a data
display screen, used by some squad sergeants for displaying.
tactical data and information relayed from scanner units. The
screen fits over the visor and one eye

The Veteran's body armour 1s constructed of lightweight
synthiplast to help reduce the Veteran's overall encumbrance:
The underarm aic hase fine runs to his respirator (not visible
here) from a small oxygen supply - this is required for high
alfitude drops where oxygen is in limited supply, It can also be
employed as a standard respirator unit for a short period. The
back plate includes the locator unit for the Veteran’s grav-
chute, and this has a fast release mechanism so that a grav-
dhute can be quickly discarded on landing, During the Beta
Anphelion IV deployment the unit did not use grav-chutes,
instead being deployed directly from their Valkyrie transports
via rappelling lines

The left shoulder pad bears a broad red stripe, the mark of
a Veteran. The right shoulder pad bears the platoon number
(not visible here). His helmet has numerous scratch marks
added, recording each drop survived — a common practice
amongst Elysian Drop Troopers. He also has three Tyranid claws
as trophies from previous battles ~ Detachment D-99 had

seen combat against Tyranids on numerous occasions before
deployment to Beta Anphelion IV

DETACHMENT D-99 VETERAN

s et

. Clothing
w{ms Veteran wears a PT-38 jumpsuit in mid-green, which s

made of hardwearing synthi-canvas with impact pads oy
the upper leg and upper arms. The ;umpsuw 1S Worn with 3
thermal liner to prevent heat loss at high altitudes, bist atss
proves useful in Beta Anphelion IV cold climate

The company patch (modified by the inclusion of the
Inguisitorial ‘I' since the unit was inducted into the service of
the Ordo Xenos) is sewn onto the left arm

The Veteran’s heavy jump boots provide extra ankle profectis
upon landing and his jump glaves provide protection duy
free fall from windburn 3

3. Weapons
This Veteran’s main weapon is his Accatran patteen M|
gun. This bulky squad support weapon fires highly er
hydrogen aleng a linear magnetic accelerator The super-
heated plasma explodes on impact, with devaslaﬂngflu;slﬁé\
This pattern includes a bipod for stable finng when prone.
more common Mkll version of this weapon has been mo
to include a carrying handle N

Plasma guns are infamously unreliable, suffering from many:
overheating problems, and this Veteran has equipped himself |
with a secondary weapon incase of this — a sawn-off stiotgun.
This weapon Is not standard issue and is the sort of ilegally
manufactured weapon common 1o street gangs and criminals
on many planets. Officers of Detachment D-99 ignore such
breaches of standard procedure :

As a last resort, the Veteran also carries a standard issue
combat knife. Used for close combat, it has a 40 ¢t blade.

4.Webbing g
Drop Troopers are required to carry more equipment than
most other Imperial Guardsmen ~ missions often resultin
them being dropped behind enemy lines where resupplying:
is difficult This Veteran carmes within'his distinctive Elysian

68 pattern webbing his canteen and three belt pouches,
each containing an exira plasma flask, The backpack fits
onto the back plate, hanging around the grav-chute local
The haversack and large pouches carry personal itemms, $p¢
equipment such as weapon clearing tools, a mess kitand
fations and the like. Other heavier items, such as demoliion

charges, can be carried in place of the haversack Squad.
medics carry a medi-kit version of the haversack. :




Veteran Lohgan, plasma guaner of 1 Squad, seconded to
Inquisitor Solomon Lok. Trooper Lohgan was killed in action
on Beta Anphelion 1V/
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MISSION TIME

Beinig the official report und journal of Inguisitor Solomon Lok
as recorded by the loyal dutosavant Wassily

Anphelion Base. Beta Anphelion IV

are now workin

We haye the fences. All g
and u garrison of Cadians has been posted at each site for additional securi

as yot, unknown numbers. One of Ma

The Tyranids are present on Beta Anphelion Vi ¢
ty'a datacore, to cstimate the

Biologis Arthon’s casks ix, via the research found in the fac
of the infestation, slthough I suspect the Tyranids have attacked ns with their fall strengtly
und been repulsed with heavy losses. The containment fence will keep them at bay until the

conclusion of the mission.

At Laboratory Arca 1 the Red Scorpians have cleared the laboratory complex. and the

4" Company are on'their way to garrison the site. Resistance was reported to be intenae,

Commander Culln has proven himself to be a courngeous and able commander.

Cadian troops,

now on the moon's surface in force, are also constructing n strong p

defence nhout the command complex, using Hellhound flame thrower tanks to clear
fire,

In addition, two Cadian companies are Prepariag to leave to garrison Arens Gaiama an

ites arc cleared.

st findings follows:

Threat on Beta Anphelion [V
Magos Arthon

information recovered from Datacore 7520.1;90‘1)

holion IV had been suceosspul, initi Hy at least,
d been allowed ta develop, und a fiw -:pm'm-ﬁi
had then happened within the containment ave
L organisms their numbors {
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miple taken from the area was noted to show what was belicved (o be the b';mmng G-
the entiroty of Area Alpha was immolated, and all samples within destroyed. By this
hundred creatures weye recorded from an initial sample of just three specimens.

quiet, until a ic futlure of the
allowed the test specimens to escape.

€xt must be & matter of pure speculation, as there were no survivors found of the

nate incident.

;kx
0 ureugth.‘-nd Bot; mli-q»u r-mlm- -;wh are ﬁmla whilst &}u nam-iu:unl fences remain

| inplace.
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MISSION TIME: 8201850.M41

LOCATION: Anphelion Base Laboratory Complex Delta
TEMPERATURE: 1°C

VISIBILITY: 1,300 m

AMMONIA READING:; 0.12% Very Low

The Cadian 4 were on the move, loaded up inside and
hanging onta the outside, of their Chimera carriers With
supporting Sentinels leading the way they moved out, engines
gunning them through the tangled ungles and churning

 thiough the shallow swamplands, headiights and spotiights
illuminating the gloom ahead as the Guardsmen inside were
Jostied overland. The going was slow, but the column forced
its passage through the entangling vines. Wherever a path
could not be farced by dozer blades, a Hellhound flame

ihrower tank smply incincrated the foliage to clear the way
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AGTLOR Inquisitor-Lord Vari

b auto-responsive messuge...

Tnquisitor-Lord Varius is unavoidably detaincd ut the moment,
full ateention as soon as he is able Until then,

but will give your report hi
he leaves matters in your capable hunds,

“ignorance is Strength”

By the time the Cadians linked up with the Space Marines’
remaining secunty outpost, the fighting was long over. The:
Cadians rolled in and debussed to take over, posting men
around the perimeter and deploying heavy weapons teams
with good fields of fire. Also on approach was Magos Biologs
Arthon and his servitors. The squat, square-nosed Arvus 3
Lighter emerged from the darkness, landing lights flashina s
set down. The cargo ramp opened and out strode the Magas-
with his retinue of servitors just behind. As they did so, Cadian
troops rushed in behind them to grab the extra supply rate

of heavy bolter and missile launcher ammunition inside that
the transport had been carrying. Magos Arthon immediately =
moved to begin an analysis of the. laboratory’s datacoré 5
fecover any surviving xenos specimens, to be returned for
further investigation 2




heta, Commander Culln's surviving
before, deploying from a Thunderhawk
ing the deserted corndors and rooms for
survivors or Tyranids. Behind the Terminator
the tactical squads of 6 Company.

‘was ahead of him. He moved on, storm bclter at the
Behind him the bulk of his men advanced, power servos
with each heavy footfall of their Terminator armour

or ahead was sealed

eanr‘s chainfist made short work of the doorway.
lay a bio-laboratory, and in the centre was a macabre
ting table, complete with a cluster of remote cutting
‘The walls were lined with stasis tanks, cylindrical flasks
ide which dead Tyranid specimens were suspended. He
is suit’s light over the tanks — revealing embryonic
ms of Tyranids, shrivelled lesser versions of their lethal adult
salents. Several of the tanks were cracked and empty.

~ *Brothers Njans and Malek, get the western door. Dayn,
you are rearguard Zakir, with me * The sergeant advanced
‘across the room to another doorway, wedged the blade of his
chainfist into the gap and levered it hard open. Before him the
- corridor was black His sut light showed a crossroads ahead
‘Readings at 60 metres ” He stepped forward again, moving
purposefully, Brother Zakir at his shoulder. Forty metres. They
‘were getting closer Thirty metres. Twenty metres. He reached
the junction of corndors and swung his heavy suit round to
~ cover left Zakir covered right. Still no targets: His suit’s light
illuminated the corridor, but the gniled metal floor was gone,
instead there was just a black hole leading downwards. Ten

metres. The enemy was right on them, they would appea\h
at any moment. “They’re befovs us!* Darak warned af the
last second

Zakir fired first, a short burst of bolts roared and defonated
In the darkness ahead something screamed and died He.
fired again. The dark hole ahead of Sergeant Darak wasa  «
sudden explosion of movement, claws and arms flashing in: =
his spotlight beam At this range Darak couldn't miss. He fire

a sustained burst downwards and felt the micro-explosions:
buffet the air. There were more creatures coming. He fired
again, but there were too many.

“Back to the laboratory,” he ordered Zakir, who stepped
backwards, walking with precise strides as he fell back. At
the doorway Brother Malek appeared, the barrel of his heavy
flamer levelled on the corridor Meanwhile Sergeant Darak fell
back himself. He fired another long burst, then another as the 3
emerging Genestealers flung themselves at him Blood and:
bile splashed over his armoured suit. Suddenly a Genestealel
leapt down onto the sergeant from where it had been 8 8
clambering along the ceiling above his aim point. The impat
of claws on adamantium screeched and echoed. Instantly,

a second Genestealer pounced. Darek fired the last of his
ammunition, stumbling under the weight of the Genestealer
now clinging to him, trying to prise open his armour. A third
creature leapt at him, pounding a blow square into his chest
plate that left him reeling against the wall

Zakir stepped past Malek in the doorway and the air in the
corridor was suddenly an inferno. Roaring orange flames
engulfed the comidor, incinerating the Genestealers and
spilling burning fuel all over Sergeant Darak Despitethe
intense furnace-like heat Darak was safe inside his armour,

it would resist the flames long enough for him to escape

the Genestealers clutches He threw the flaming, blackened
body of the Genestealer off his shoulders and stepped past
Malek into the laboratory room. His armour was still alight
places, but it would nat burn for long, even the pamlwasﬂk
retardant for just such an eventuality




i Regiment
hrov k of the Cadian 266!
lIhound flame-thrower tan| a
S paltre‘;’:‘;i‘\“\; capacity of the Graia pattern vehicle a!lowe“c; ;?\chks
Ther]:g’\gr:;rﬁs 1o repulse increasingly more intense and larger Tyran

Chimera armoured carrier of the Cadian 266"

Regiment. Many of the 266 vehicles
were fitted with flamer weapons in an att

empt to combat the Tyranid threat

Terantula sentry gun with heay s These weapons were ysed exter
vy bolters e w
i /apons were y:

nsively:
he Anphelion lab-complexes: damaged defence weapon:

S arrays.




Chimera armoured carrier of the Cadian 266 Regiment.
Destroyed during the initial Tyranid attacks, these lightly armoured
vehicles proved easy prey for Tyranid Carnifexes and Hierodules

Sentinel scout walker, 266" Cadian Regiment.
Instead of their usual scout role, these vehicles were
often pressed into action as assault vehicles

Sentinel scout walker, 266" Cadian Regiment. This
vehicle was destroyed in the Tyranid assaults on the
Delta lab-complex, overrun after crushing
dozens of smaller Tyranids.



% attacking Tyranids far easier, To
aking targeting any a detect,
phased the veteran serdeant ‘rr“:amt?s a5 they approached, the regiment was equipped
% red Brothers Malek and Zakir, who yth I Ahae around surveyors. T cqupmen, ey
b vth more fire to X ny's command unit, was much like a squad.
{brayed the burning smoke-filled corridor wi by the cofmpany’s 0
ayfh Genestealers at bay. level surveyor often carried by sergeants and Junior officers
5 o
; oy i roner gt Loud ke g
“Darak to Culln. Commander, mle enemyn ;vsav;/ ::m i Guardsmen's permeter un ot R
io this sector. Request reinforceme! ¢ ]
bgﬁem:ar . “he glanced down at the sign on the dourw?l/,dnm puring the Tyranid attack on the Red Scorpions, 4 Coy
ding on the floor where it had fallen after his chainfist ha O e een sudtonlyfled it multpl enemy onat
rough t, °  Laboratory Theta:two.” ‘As if from nowhere, a swarm of Tyranids had appeared from
h i Containment Area C1. The alarm was raised. Guardsmen
~*Culln confirms, sergeant,” came the distant crackling reply. Ol to man thelr weapons, Jumping nto theire
R: ol B o thmugl; the  pits or behind sandbags, lasguns at the ready, whist the
Laboratory Theta-three and approach the crossroads from e D s came on, criss-crossing Ve At
5t Once they are in position, your squad 1s to advacr;cerag'e Tk ook of wilis it AbtE T
e e e fired a volley of flares in a high arcing trajectory int
fa oo the illumination rounds exploding in a bright hQ

e
vhole episode hadn't even

“Darak confirms, commander. Over * He flipped the
ammunition catch on his storm bolter and the weapon's

' empty magazine hit the floor with a clang Darak immediately
replaced it with a new one, and turned to his men, “Hold
these two doorways until | give the order to advance.”

llluminated by the flares, flying just above the cat
swarms of Gargoyles swooping down over the'cc
fence. In the blink of an eye, the Tyranids v
perimeter. Heavy weapons and sentry gul
fire, but too late, the Tyranids were aiready
The Red Scorpions Terminators, supported by their power Guardsmen, dropping down to savage them
armoured brethren of 6% Company, methodically swept fangs: Captain Ryesk was in shock: The fenc
the laboratory complex room by room, corridor by corridor, it was worthless. i
destroying the lurking Genestealer broods. Within minutes, all 3 e
three of the laboratory facilities were reported clear of enemies  Behind the swarming Gargoyles came miich lar
and secured Tyranid Shrikes, dropping down amongst the G
positions, living weapons spitting acid and bi
Whilst the Space Marines and Imperial Guard were on the right with poisonous clawed talons. Then bel
move, 5o were the Tyranids. Deep in the jungles, the Hive: the looming shadow of a Hive Tyrant, its
Mind had stirred them to action. Unknown to the men of the  wings beating as it dropped to the ground,
4% Cadian Company, their convoy had been spatted and the  lashing out to eviscerate twa hapless Guar
xenos beasts were now closing in behind them sweep. It roared its triumph into the sky,
creatures to it

S0 far the containment fences had kept the Tyranids out,
f;(ng\;sév;mn::;gnnrg:a;;al:v:h;:s;‘ thnek\\;nzshen#! for(es' The light from the flares faded. In the darl
Tesponse 1o being imprisoned was s;ple‘osecr;:(l i y;anfs e pam e ol Wetlelenr
i oot v y. in darl fled But most died screaming Captain Ryesk say
5 plands, hidden in underground company wiped out in under five minutes
brood nests, the Tyranids had begun to evolve to counter their field had not saved them at all, the Tyranids
~ Imarisonment. It had taken time, but the distant Hive Mind evolved beyond that def e
wzw(h controlled them was patient, very patient It had the i Thites 4
dnfinite patience of an alien race that had spanned the inter- i r
galacticvoid, of a hungry hunter that knew easy preyewntlflzi l?ff;f;&? u;a,dime" broke, running for
5000 be in reach. Now, where once had 9rown weapon- complex. By s sale(x 3
% . cutting off their retreat:
MISSION TIME: 8202850.M41
LOCATION: Anphelion Base Laborat
TEMPERATURE: 1°C
VISIBILITY: 500 m dlear, their uniforms aflame,
* AMMONIA READING: 0.21% ~ Medium

ory Complex Delta

Fire from the Tyrany

-~ Central 1o the defence of the <omplex, living amy

'~ Company’s long-range and upon impact
A desperately waving

the regiment had deployed el men, felt a round

- searchlights with which to The impact forced
B the acidic round

d bio-weapons was
munition that scream
burrowed into the ski

luminate the surrounding fungle,

aling away at his armour. His che
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already burning from the heat, it felt like he was on fire “Get
it off!* he screamed to nobody in particular as he fumbled:
with the support straps. Too late. The ammunition had cut.
through the armour and into his flesh. Blood boiling up in
the captain’s throat spilled forth from his nose and mouth. He
collapsed backwards convulsing with pain, trying to scream
in agony, but only spewing a fountain of blood until his torso
was drenched in it Contorted in excruciating pain, he died as
the burrowing creature ate into his heart

Others died just as grimly or worse. It was a slaughter
perpetuated by an enemy incapable of mercy. Those who ran
iocked themselves inside the laboratories, but it would not
take long for the Tyranids outside to break in

Biologis Arthon looked up from his magnatrope viewer as the
00r to the laboratory was thrown open A bleeding, muck
spattered Guardsman, half crazed with fear, fel inside. Outside
Arthon could hear the sounds of battle; he had been so

- engrossed in his studies he hadn't even noticed the fighting
“What is the meaning of this intrusion?* he demanded,
I vaice 2 rasping electronic hiss thiough fis vox-mplant
Another Guardsman followed the fist “Get back to your
stations, * Arthon ordered. The Guardsmen babg
Aot g under atack’ . beg ovn o109
dead. Suddenly al the lights went out, plunging evnry‘ll?m e
410 pitch darkness. Somcone screamed. Arthon fesa e 5
14 bionically augmented eyes 1o nira-vsion ang g1 e
daonay, where the Guardsmen had just been stasg) was a

looming monster Wings folded behind it, claws and fangs
already drenched in bload, it roared a challenge: With a quick
sweep of its claw the last Guardsman flew across the room,
crashing into the machinery and leaving a bloody stain as
body fell. The Shrike ducked through the doorway, hissing

as it locked the Biologis in its gaze Backing away, Arthion 3
fumbled for his laspistol, The creature stalked in aftee i
barging aside laboratory equipment that crashed to the

The Biologis drew his pistol. Too late, a long, thin claw:

out, mpaling him through the stomach The claw wienchéd
him off his feet, the Biologis choking on his last breath X
creature hifted him closer Face to face with the winged
Warriar, the Biologis could smell its acrid stenich, fealits.
breath from ts fang:illed maw Its eyes were black pil,
lifeless orbs that betrayed no emation or intelligence: tkea
SEIVItor it was just a machine, designed only for killing:

brief moment the creature stared back, inspecting hi

with a fiick of its claw, flung the two separate halves !
Biologis across the room, screeching with a sound that &

0 anather race, have been considered triumph.  «

Ther heavy weapons abandoned or destrayed, 4% Comg

had been all but annihilated by the surprise aeriald

Inquisitor Lok and Colonel Schakir tried ta raise 41€

and Biologis Arthan to find

vOxenet was a jumble of garbled cries for help. Thi

silent, just static The company was gone, and the Biolo

E)m\h them Both commanders knew that Laboratary o
€lta had been lost; there would be no survivors:
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he official report and journal of Inquisitor Solomon Lok
recorded by the layal Autosavant Wassily

m@?

hav mnlmlmdm camplete loss of the c- ian 4%, Unbeknawn 10 me in any of my

fences totally i
Torror of the Tyranid theeat:

et e N0 00ts o tes o mindo with tHosh sinca mad T HaRt sprmmend theix sawlx to the

[Emperor. The loss of this team has severely jeopardised this mi
onger able to fully snalyse the data recovered.

Astropath Zurneck reparts that communications are becoming less reliable, This may
be because of unforescen actions of the Warp, but I fear it has more to do with as yer g
‘unencountered higher synapse Tyranids on Beta Anphelion IV strengthening their connection o
tho greater Hive Mind. :

These three its have forced me ider both my position here and the
continued validity of thix mission, I have not yet ordered un evacuation, but have initiated the
process should it become necessary. The Cephestus hos been re-called ta orbit in order that
swilt evacuation can be made, 3

Gulln by g at Complex
Theta, and more Cadian troaps are now in place to defend that site. In unticipation of further
attacks, Lhave ordered the Red Scorpions back (0 the command complex to bolster its defence;
1 expect their return shortly. In the ime, those d have
confirmed thut the Tyranid presence is increasing within the vmnhynt this base,

T ahall S deavbye 0 £saver shat SAtRIBRd Wpkelmsns T Saa withant ihe Bisiogist sid, until such
time as evacuation becomes prudent

VLG FOR 461¢ 1Ay “Cowards Die Many Times, The irave Die but Once




WINGED HIVE TYRANT

Tyran

% Wings marifesting on Hive Tyrants are believed (0 be 2
B aticn of the more common genus strain, and are not often
[ seen s thought that these winged creatures evolve only
a3 an immediate response fo their environment and that the
 Wings have replaced the creature’s upper fimb set and are ot
" additional to the standard Tyranid sb-limb physiology.

| Other physiological features of winged Hive Tyrants are broadly
* similar to other Tyranid creatures, with regard to carapace
ind <keletal thickness, and muscle density. The Hive Tyrant's
ickest protection is its head crest, covering the creature’s
- enlarged synaptic cortex. This complex synapse network Is
 highly receptive fo the directives of the greater Hive Mind,
~itself the manifestation of the gestalt consciousness of all
' the Tyranid creatures within range. The Hive Mind is greater
than the sum of all its parts, but as a collective intellect the
foss of any single creature has little overall effect on it. The
Hive Tyrant's synapse acts as a focus or nexus for this intellect.
rapidly processing its whims and desires, and disseminating
them to others in the vicinity. Using this power, the Hive Tyrant
can effectively control the actions of other lesser creatures.
‘around it

LATE: 0786998.M41

”%ﬂ”

icii Praefectus AVius

The creature’s main offensive Weapons are its two daves. These.
long (220 cm) scything blades of hardened chitin, are capably
of cutting @ man in half or penetrating up to 25 cm of heayy
gauge plasteel They are augmented with small toxin sacs
Sround the lower end of the claw, which excrete poison gong
the blade This poison isa paralytic neurotoxin that quickly
renders its target inactive Other weapons are preserit in g
mouth, with 20 ¢m fangs and a barbed tongue. This tongue
has been found to deliver corrosive pathogens straight intg 4
target’s bloodstrearn Other secondary weapons include spines
and barbs, which the creature can rake with in all directions
This creature’s long whip-like tail isn't a weapon {although
other examples have been identified with weaponised talls), it
is purely for balance and control during flight ¢

The colouring of this creature is typical of the xenos on.

Beta Anphelion IV. Muted, mottled grey-greens and brown
carapaces prevail, providing excellent camouflage af ¢
native flora. This is unlikely to have been a coincident a{#
1t is a drastic change from the ariginal samples imported
the research base. Tyranids in general display a wi

colouring — the reasons for this are unkaown, but.

be related to the genetic material a swarm was s|
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full attention xs soon as he is able Until then, lis leaves m

MISSION TIME: 8203850.M41

LOCATION: Anphelion Base Command Complex
TEMPERATURE: -2°C

VISIBILITY: 200 m

AMMONIA READING: 0.26% ~ High

At the main contrel complex, the men from D-99 stood watch
over the perimeter defences. The report of the surprise attack

at Laboratory Complex Delta meant everybody was already

on full alert. All knew it would not be long before the winged
Tyranid swarm descended upon them too Eyes and weapons

scanned the skies for the first signs of an attack. Their surveyor
units, for the moment, stiil reading all clear

However, it was not from above that the expected attack

come The Hive Mind would not be so easily predicted as
1o repeat the same trck It knew that a new attack would
be expectzd, but not one from below. The key 1o tha
humans’ defence was their containment fence, and it

L must be destroyed

Without warning, the ground below the Guardsmen began
o shiudder. The moment of confusian ended with the earth
Below their fleet exploding upwards, followed by the fangs

and claws of a Ravener. The first Guardsman hit:
clear into the sky, arms and legs flailing as he fellinto’
heap. Another Ravener, and then another, exploded
in a whirf of scything claws. The Guardsmen opt
Ravener brood tore into them. As one brood em
the ground, a Drop Trooper darted forwards and
demolition charge at it As the creatures freed
from the ground the charge exploded in a fountalt
hunks of flesh and a red mist of blood as. the R
torn apart. Now the creatures were sliding across
on thair powerfully muscular tails, deathspitters:
belching living ammunition. AL

Again the Tyranids yere upon them before the G
could bring heavy weapons to bear. Again the.
one step ahead: Suddenly the Raveners were eYer
men were fighting for ther fives, their well-prepaf
thrown into chaos in an instant. Bt D-99 quid

2nd poured the weapans fire of lasguris, plasma g
meltaguns at their slithering attackers The Ra
themselves atthe

ore them apart or bio-ammunition ate through thelk
the steaming, fetid <orpses of the Raveners also/litte
battlefield The surprise attack was being repulsed
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At the containment fence’s control room, Sergeant Orosz’s
squad had found cover beside a sentry gun and were pouring
fire into the advancing Raveners. The sergeant aimed his
underslung grenade launcher, fired and saw the krak grenade
impact, its small intense explosion tearing the creature limb
from limb. The Raveners had stopped coming now, but still the
ground below them shook with powerful vibrations, like an
earthquake, which quickly intensified. Orosz’s men were being
1ossed left and right as the floor of the building buckled, bent
and then splintered. The forelimbs of a huge beast emerged,
« great daws which swept from side to side, smashing the
sentry gun to pieces. One Drop Trooper was cut clean in two,
his Upper torso hitting the back wall and leaving a bloody
Stain. The others ducked clear and ran

ATygon smashed its way upwards, lasgun rounds ricocheting
harmlessly off its chitinous carapace. The control reom
a mass of sparks and fires as the panels were shattered
Sergeant Orosz backed away, still shooting until his lasgun’s
power cell was empty. On the perimeter, the electronic hum of
the povier feld suddenly died The fence sparked then faled

was

As suddenly as they had attacked, the Ravener brood was
gone, Survivors sithered away back down into the tunmels
ey had made, leaving the bodies o therr own dead upan
the fioor ther rad complete Inquisitor Lok grabbeg f.
Weapons and raced tovards the attack, but arived tog e
The containment fence’s control centre was a smoking suin,
Soshid beyond repair by the Tygon's claes, The an o

Detachment D-99 lay scattered all about — some wounded
were still crawling towards safety and calling out for aid;
but most had been torn into sticky wet piles of offal The
containment fence was gone. The Inquisitor knew that now:
they would feel the full strength of the Tyranids, and he also
knew he did not have the men to stop them He had to act
now or they were all going to die here

MISSION TIME: 8203850.M41

LOCATION: Anphelion Base Command Complex:
TEMPERATURE: -2°C

VISIBILITY: 300 m

AMMONIA READING; 0.26% — High

“Enemy contact closing fast,  the surveyor controller warned
over the vox-net. In response the Cadian gunners rechecked
their weapons and the base's reactivated defence turrets
swivelled into position as new enemy targets approached
fast. On the landing felds crews were at work rearming and

refuelling the Valkyries and Vultures, preparing them for theit
next mission. 5

They saw the enem;
mists, flyin
of the containment fence Huge leathery wings drove
them towards their human targets, great scythe-like:

laws glistening under theit fong sepentine torses as
Harridans swooped in 2
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destroyed, Tmust now order the evacuation of my forces from
g to be gained by remaining here and so I shall regroup my full strength
mplex until the Cephestus is in position or the promised Inquisitorial

ie autocannon opened fire, explosive rounds detonating

out the targets as they banked and dived. As the fire
‘streaked overhead the men on the ground scattered, running

cover. The first Harridan swooped just over the landscape,

claws flashing out to smash into a Valkyrie with a blow so
‘powerful and fast it severed both the tail booms as the craft
was flipped over

A second Harridan struck, smashing craft apart with its claws,
left and right The grounded craft were defenceless. Valkyries
~ and Vultures began to burn as fuel and ammunition ignited
Their first attack run complete, the two Harridans banked away,
-~ climbing high as the autocannon turrets tracked thern, still
barking out streams of shells. Soon, the creatures swiftly turned
and raced down again in a headlong dive, screaming as they
attacked all below them

The second fly-past caused as much devastation as the first
Craft were wrecked beyond use as the Harridans criss-crossed
the landing field. As one creature dived down again, the
autocannon on the base found their range. Shells impacted,
gouting blood from the creature which screamed in pain as

it lashed out. More rounds hit, tearing through its wings and
1orso0; Seriously wounded the Harridan banked again and in
one last reckless act of destruction, dived headlong into the
landing field, crashing into the ground, daws still slashing in a
suicidal attempt to wreak more destruction, Amidst burning and
smashed craft the Harridan finally came to a rest, autocannon
rounds still hammering into its corpse

As fast as the attack had come, it was over Their raid §
complete, the Harndans climbed away into the sky. Behind
them the landing field was a scene of utter devastation,
smashed and crippled craft were scattered about, the flames
were spreading and engulfing all they touched: Shocked;
the survivors emerged from their cover Some of the craft

might be salvageable, but the sudden attack had left mostas

smouldering wreckage

MISSION TIME: 8203850,M41

LOCATION: Anphelion Base Laboratary Complex Theta
TEMPERATURE: 0°C

VISIBILITY: 700m

AMMONIA READING: 0.19% ~ Medium

Commander Culln's search and destroy missions were complet
but the situation on the ground had changed, ¢
and the loss of Laboratory Area Delta and the Biologis =
team had invalidated much of his men's work, Recening the

communication to withdraw back to the command centre o
regroup with the rest of the force, Culln quickly re-embarked

onto the Thunderhawk with his men for the short jourriey back:=

7

As Commander Culin’s Thunderhawk raced through the =
gloomy atmosphere, the crew suddenly found themselves
flying into a dark tangled cloud Thousands of spore mines,”
drifting at altitude with long tentacles tralling grotesquely™
behind them, were all around them like great fetid balloons

5
R




3 5 1
Mars pattern Razorback of the Red Scorpions Chapter. Razorback; pfo:xiftrior;\?ge
firepower to support the Red Scorpions” efforts to bring down the large
Tyranid creatures

Red Scorpions Mars pattern Rhino. This vehicle has been seconded to the service of the Chapter’s Apothecarion,
whose members were charged with leaving none of the honoured dead for the Tyranids to consume.

Mars pattem Rhino of the Red Scorp
o cléar paths through the Ripp:

10ns Chapter, The Re
@IS swarms that often

4 Scorpions used these vehicles offensively
confronted the Space Marines’ attacks,




gx:ddefxty s a large spore mine exploded close by and set the pilot and co-pilot fought with the flight controls. The.
~ off achain reaction. One after another the drifting spores co-pilot managed to shut down its reactor, reducing powerin

‘detonated, sending bio-acid and shrapnel spraying out, an attempt ta slow their descent; the pilot was barely able to
tearing into the craft’s hull and melting its armour plating. The  get the Thunderhawk’s nose up, aiming for a flat landing as:
Thunderhawk's airframe was rocked hard, and rocked again as  engines screaming, the gunship raced towards the ground,
one after another the cloud’s spores spontaneously exploded Ly
The pilot banked to dive out of the cloud but with the spores®  In a massive: cascade of muddy swamp water, over 100 tonnes
Iong tentacies slapping against the nose and windscreen as the of heavily armed and armoured drop ship plunged nose-first
airborne mines homed in, their escape was not certain, The into the swamps. Crashing through trees and tearing up the
Thunderhawk was their prey, and driven by some unknown vines, the stricken aircraft ploughed through the water onits
force the spore mines gave chase, exploding all oo close. Their belly. Wings and weapons were torn off in the impact, and
assault was relentless restraining harnesses buckled and broke, sending all inside
crashing to the floor
As the control complex tracked the Thunderhawk’s position,
they received an emergency distress call. The message was. MISSION TIME: 8203850.M41
garbled and the voices heavily hidden by a static haze — the LOCATION: Anphelion Base Command Complex
Thunderhawk had been badly damaged and its pilot was TEMPERATURE: 3°C
90ing to attempt a crash landing VISIBILITY: 800 m
AMMONIA READING: 0.15% ~ Low
The Thunderhawk'’s warning beacons blared as the heavy
gqunship plunged towards the swamps below: The pilot and “Odds are there will be no survivars from the crash. sendlqg,
co-pilot wrestled to regain control, but their ship was critically  more men out to look for them is condemning those mento.
damaged, They were going down too fast. The spore mine
explosions had damaged the engines and large sections of the
tail had been torn away, Losing power, altitude and control,




Commander Culln knew it would not take the Tyranjds long
to find them  Fifteen Space Marines and one Dreadncught
How long could they expect to survive in this Tyranid-infesteq
hellhole? Regardless, Culln was determined to make it long
enough for a rescue mission to reach them. He organised

a defence of the crash site, whilst the flight crew set abouyt.
salvaging what they could from the wreckage

Ne
fhecary Rael glowered at the Inguisitor barring his way.
me;lﬂrzz Ieavg our brothers to rot in this place. Dead ?‘r S
Jive, they must return to the Chapter The Chapter must (a,v
Is dues, * the Space Marine growled his response, and before
e Inquisitor coutd answer, snapped his helmet into place

15 Under my command. You, and your brothers,

under my authority. The power of the Emperor is vested in (N TIME. 8204850.M41
Dare you ga the word of an Inquisitor?” warned Lok MISS| 8204 : o
g e LOCATION: The Vicinity of Containment Area Omega

TEMPERATURE: 0°C

VISIBILITY; 700 m

AMMONIA READING: 0.19% ~ Medium

ffie Apothecary simply ignored him, flicking his comms
channel open, “Squads Rael and Avna rendezvous on me.” He
_ called is men to him, brushing past the Inquisitor as he left

TUTL s Vet The journey of ten Kilometres would ot take long, bit

o i the jungle terrain made the going difficult. Despite this,
'?lﬁr)mdayizf (Cirgdpat;n;agvz r?:tt ;:;rg 'r(f'v‘g ‘/Jats? LP :I::ammgl Apo'me?:ary Rael's convoy smashed through z:e undergrowdh
bordination!” The blast door slid shut behind the Space at a furious pace, tracks thum'ngl m’;ﬁ hl‘ﬂu d{| %:olmd
larine as he stepped out into the darkness. as the Razorbacks and Rhinos wal through the wet
% swamplands. With less than a kilometre to go, he watched
\pothecary Rael's men moved ta their vehicles and marched the Rhino’s control screen as the !ocatqr bgamn& flashing
onboard: The Thunderhawk's locating beacon was glving off light drew ever closer. Still no communication with the
a weak signal, but it was enough for them to home-in on Thunderhawk or his commander, and the auspex read-out
-Once all were onboard, the convoy of Razorbacks and Rhinos now showed multiple targets just ahead. The armoured:
“headed off into the jungle. convoy raced into the battle, weapons blazing.

MISSION TIME: 8204850.M41 MISSION TIME: 8204850.M41

LOCATION: The Vicinity of Containment Area Omega LOCATION: The Vicinity of Containment Area Omega
b TEMPERATURE: 0°C TEMPERATURE: 0°C
VISIBILITY: 600 m VISIBILITY; 700 m
AMMONIA READING: 0.19% ~ Medium AMMONIA READING: 0.19% — Medium
Super-heated engines steamed in the water as the mud and At the crash site Commander Culln, Brather Halar and !

spray cleared. After the violence of the impact, everything was.
again queet and still Slowly a side door cracked open and from
within emerged the Space Marines that had survived the crash
landing. The Thunderhawk's thick armoured belly plates had

\taken the brunt of the crash. They had buckled and were torn,
but had protected the Space Marines within

men were surrounded. The Tyranids hadn't taken long tafind
them and they were cautiously closing in for the kil Cully
checked his ammunition counter one last time ~ it wasn't

enough. When the Tyranids came, the fight would be short
and brutal, and he did not expect to live long, but he would
take as many of the Tyranids with him as he could. Hewould
tear them apart with his awn power-gauntleted hands untit
the last of his strength was spent. After two. hundred years.
of service, taday the Emperor would: finally embrace him
did not fear death, he welcomed it. He feared nothing and
without fear, death had no meaning 5

The survivors emerged into the dark and forbidding jungle
Helmet lights flickered on The jungle here was strange,
the seemingly dead plants had become twisted with new
growths of long sharp spines. Close by, several huge Tyranid
bio-structures had thrust their way upwards from the ground
Another spire-like plant was lazily bilowing clouds of small
. spores into the air. The jungle itself was changing, it too had
become infected by the Tyranids. Their. strange, twisted biology.
was taking over the moon and evolving it to their own needs.

Off to his nght, a boltgun sounded. A burst of weapons |
fipped through the surrounding undergrowth, followed by
the drumbeat of rapid explosions His final hour had beau
He saw Brother Halar, knee deep in swampy water wads
forwards, his inferno cannon [it and aimed

~ Culln mmediately ordered the twisted plant ife destroyed
* with a flame thrower, whilst the surviving flight cr isp
| thecmerseney beaon nd 1 o e e batle sy 2c2 1 391ng reticul of s el dspa
an the comms-net. The locating beacon siently flashed put Sl
the Thunderhask's location, but the comms had been reduced sl
193 ple of sparking wires and broken fuses n the mpact
. Other battle-brothers were at work: cutting their Dreadnought,
. Biother Halar, free from the wireckage. He had survved the.
crash; but was trapped inside the forward hold Gradually, the
|5pace Matines managed ta open the holdss front ¢amp and
 the Dreadnought was freed

Promethium into the
shrivelled them into bl
forwards again

Jungle, Gaunts screeched.as thi
lackened husks. The Dreadno
25 the survivors pounced on him His p




Scythed Hierodule, designated ‘Barbarus'. This creature was eventually
slain by Inquisitor Lok, after being wounded by lascannon fire.

mega-3' This creature led the assault on Lab-complex

Trygon, designated ‘O
ryglxlpha and was only destroyed by concentrated heavy weapons fire
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- HHereticus)) 1 write this with great urgency.

CancLays : 4
S far greater than could have been imagined from what little briefing was pravided, Erom.

1BArE ) samples we have ascertained that this moon is now infested with Tyranids of all genua

Cammander Culln is out of contact, his Thunderhawk having crashed in the jungle after co
under atfuck. Against my orders u rescue mission has heen launchied; I have listle hope
there will be any survivors of this folly.

encircled and cannot break out. There i3 no re
t00 will be overrun. 3
Most of the Elysians’ Vultures and Valkyries have been destroyed. The remaining
my force is now trapped at the command complex.
T <
© aggravate matters further, L have received communication from the captain of the
that ke has received new orders, from a higher autharity thun mine own, There has been
delay in my orders fox an evacuation reaching hil cfiu
i g him und thus, for the moment, he bus lef
iTis rormipoEn stranded, Captain Mordin shall face the full wrath of the Inquisition for this incamp:
10 VIEW-OR 4LLOW # matter of utmost urgency that this confusion be reetified wad an evacuation begun,

1§ g

I fecl Lmust press you for news regarding the promised reinfarcementa,

[Addendum]
Ground surveyor units report that the T

3 yranids . 3
will not survive long. ds are massing for an overwhelming &

ek

THOU




e

RETICUS DEPARTMENTO AnALYHICUS
RESTRICTED ARCHIVE——— 29

 XENOS DEPARTMENTO ANALYTICUS RECORD

(Astropath Zarneck )
Inauisitor Solomon Lok

09401665575 018
Htosig s
LD

fied]  TELEPAIHIC DUCT. . Terminus Kaleh

. Orda Xcnos/454228200/H)

AUTHOR: - Inguisiser-Lord Varius

B203850.M41

¢ \t Imust inform you that the reinforcements I hud ordered to your aid
lled as n matter of utmost urgency. I can no longer offer any assistance in
¢ only in the Emperor to deliver you fram your terrible predicament,

hl one Gaunt and crushed it effortlessly. Others bounced
the Dreadnought's great weight as it clubbed left and right.

n the jungle behind the Gaunts came the shadow of a far
‘creature. Huge and powerfully built, four long claws
ding from its squat, ugly torso, the Carnifex roared a
allenge at the Dreadnought and charged forwards, head
rered. The sudden impact of the two leviathans shook the
ground. The Carnifexs claws scythed down, smashing into
~ Brother Halar. its barbs tearing away armour plates, but the
‘Dreadnought withstood the blows, grasping forwards with his
-own power fist, servos screaming as he caught a claw, Halar
wrenched it backwards hard and tore the limb away whole. The
Carnifex staggered, gushing blood and ichor from its wound.
Brother Halar didn‘t pause but barrelled forwards, meeting
the Carnifex’s ferocity with his own. His power fist hammered
into the Carnifex again, smashing bone and splintering its
armoured carapace. It was a blow that would have halted a
charging battle tank, but the beast would not die. Grievously
wounded, its claws sliced hard into the Dreadnought. One
blow struck Halar’s right arm, severing his inferno cannon and
ausing the ammunition to detonate. A fireball rose above the
mélée as ignited promethium sprayed from the ruptured fuel
tanks Heedess, the two great war machines grappled on, still
hammering blows at each other as the inferno engulfed them

Commander Culln could see the titanic clash of adamantium:
and steel against flesh and hardened bone. Both were
mortally wounded and on fire. The Dreadnought staggered,
tottering backwards as if he might fall as blow after blow
into him. The ¢ was powerless 1o
intervene, already another wave of Tyranids was massing.

Brother Halar knew his systems were failing, his responses
were growing slower, and the complex life support systems
that kept him alive inside his armoured sarcophagus were:
badly damaged. But the Carnifex was also dying, weakened:
by its wounds and the flames that had engulfed the two
of them Halar [evelled his storm bolter and opened fire at ks
point-blank range, round after explosive round ripping inf

his foe. The Carnifex lunged through the bolter rounds,
ignorant of the damage each shell was causing as they

blew chunks of armoured chitin and flesh away. With its

last strength it drove a long claw at the Dreadnought’s
sarcophagus, puncturing the front glacis, barbs ripping

deep into its inner workings, Impaled, Brother Hafar
staggered, then fell as the weight of the creature pushed
him backwards. The Carnifex also toppled forwards, locke

in a deathly embrace Crashing inta the swampy water.

came to rest, dead. Brother Halar was gone, and Commat
Culln knew the end for all of them was near.
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Sica Hiero

* After first contact with the Tyranid race on the Exploritas
uipost of Tyran, and their subsequent attack (designated as
' Hive Fleet Behemoth), the Imperium begar to reafise the true
re of the threat they faced from the Tyranids. Mainly due to
wark of Inquisitor Kryptman, it was realised that Hive Fleet
“Behernoth had only been the vanguard of a far larger invasion
e Tyranids, after long eons, had crossed the inter-galactic
/0id and arrived in vast numbers with the single objective of
 Constiming and incorporating all the genetic material in this
Jaxy into their own genepool Savage, merciless and driven by
it insatiable desire to feed, the Tyranids would stop at nothing
therr hunger for new genetic material. Mankind faces a war
f annihilation against the Tyranids.

: Sice the first engagements, the Tyranids have constantly
i sought to evolve to overcome the Imperium’s defences and
*weapons. The Hierodules were first encountered during the
defence of Hamman's World, where their huge bulk and thick
armour allowed them to wade through heavy fire and smash
the Planetary Deferice Force’s strangpoints. [t is thought that the:
Hierodule is broadly equivalent to the Imperium's own super-
heavy tanks, and fulfils a similar role, deployed into the heart of
a battle where it can inflict maximum damage whilst absorbing
heavy enemy fire

Physically, the Hierodule is a massive creature, standing almost.
five metres tall and fourteen metres long, in excess of twenty-
five tonnes of armoured, muscled bulk Notable physiological
features (many of which were first confirmed by Magos Biologis
Salik at the New Hallefuss research station) include the creature’s
external carapace, with its elongated and thickened head crest
A study across the various Tyranid genera has identified that
carapace thickness increases exponentially with body mass — the
thickest carapaces belonging to the largest creatures.

Internal skeleton density also increases in line with the external,
aliowing the body's inner structure to support the extra weight

HIERODULE

dule Domitor

qgain. This gives the Hierodule (and indeed all Tyrariids)

3 unique internal and external skeletal system, allowing

Jittle in the way of space for internal organs, but making it
exceptionally resistant to damage The internal skeleton is.
composed of a dense, silicate rich material, which is both
strong and flexible. Salik’s important research work led to the
\dentification of weak points on Tyranid creatures, information
that the Ordo Xenos saw fit to distribute to Imperial Guard
High Commanders to assist troops on the battlefield with
targeting. According to Salik’s hypothesis, the weak poirits on
the Hierodule should be its eyes and mouth, and the rear and:
lower sides of the head. Significant damage ta those areas
should result in catastrophic failure of the creature’s central
nervous system, and a rapid death . 24

This Hierodule will have fewer internal organs than is common
understood: No discernible liver, kidneys or digestive tract
exist. Hierodules have no need for them as they do nat eat
sustenance. Instead, the space s used for extra muscle mass
and adrenaline or toxin secreting glands, further enhancing
the Hierodule as a pure biological fighting machine. The
creature’s main offensive weapons are its four daws. These
long (approximately 330 cm) scything blades of hardened
chitin are easily capable of penetrating up to 40 cm of heav
gauge plasteel at the charge. Its secondary weapon system s
symbiote creature, a parasite that fives off the host organis
This creature excretes a potent organic acid as a natural
defensive response to enemies in close proximity. ‘

The Hierodule's other weapons include a fanged




This illustration shows a Scythed Hierodule,
as encountered at Laboratory Complex Theta.
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IMISSION TIME: 8205850,M41
LOCATION: Anphelion Base Command Complex
PERATURE: 1°C
BILITY: 500 m
“AMMONIA READING: 0.3% - High

readings are off the scale, Lord,” reported the
irdsman gravely as he peered at the surveyor screen, &
ing ook of alarim on his face

knev:/ what was coming Out there, i the jungle, the
“yranids were massing and soon they would come to finish
off. Thelr raids had weakened his defences, but he had.
0d on in ¢case an evacuation could be effected. Whoever
issted the Cephestus with new instructions had made a
" terdble mistake, and if he escaped from this death trap, he
Wwould see they paid for it

31 now, however, he looked to his defences. His inventory
imen made for solemn reading. Half of D-99 had been
‘eliminated. The Space Marines had disobeyed his orders and
were now pursuing their own agenda — another matter that
‘would need punishing upon his return The Cadians had
also taken heavy losses, three companies had already been
. annihilated, the others had all taken some severe losses. In all
"+ his force now comprised no more than three hundred men
Yet they must hold out

Just then he heard the first sounds of weapons fire, the
clear snap of lasgun shots and the heavy bark of the base’s
autocannon defence turrets. The enemy were coming
Inquisitor Lok levelled his bolt pistol and took careful aim
into the jungle. He saw a Gaunt's snarling face, its weapon
convulsing and spitting maggot-like shells. Squeezing the

" tngger he felt the heavy pistol recoil as the shell launched,
and viatched as the Gaunt's head was pulped by the micro-
explosion of the warhead. He took aim and fired again

The Tyranids came on i hordes, Gaunts irs, wave after wae

of the creatures, baring their fangs, filing the air vth screaming
bio-ammunition. From their defensive positions in gun pits and
behind sandbags, the Guardsmen —Cadians and D-99— s by
side, returned fire. This was just the start, a probe to see where i
defences were strongest They would look for a weak spotand
attack in strength there. Wherever that attack came, Inquisitor Lok
\would be, holding the line for all the Guardsmen to see

The Elysians showed remarkable courage. As the Gaurits dosed
in some leapt up, combat knives in hand, and rushed them back,
screaming like banshees, It was rash and no training manual ever
taught such foolhardy bravery when fighting Tyranids, but it was
effective. He saw one man grappling with a Termagant, plunging
his knife repeatedly into its torso as it writhed on the floor, tail
lashing: The man staggered clear, covered in his own blood and
the bile of the beast he had just butchered, then launched hiniself
atanother.

From all around the perimeter the Cadian heavy weapons
opened fire, the smoky trail of missile launchers lancing inito the
undergrowth to explode, heavy bolters rattling off a stream of
shells. The Tyranids were dying, but they did not stop. They came
on, more and more of them, swarms of Rippers seething over
the ground, and now Lok could see the looming shapes of larger
creatures beyond — Tyranid Warriors, perhaps even a Hive Tyrant.
They returned fire.

Running to a new firing position he leapt into a sandbagged:
weapons pit, only to find the crew inside dead Their heavy
bolter was still hissing and melting from some corrosive venom
that had splashed over it The first gunner was little more.
than a heap of sticky entrails and bone, the venom having
eaten him away. The second man was still recognisable, but
his skull was exposed where his face had been scorched off.
Ignoring the sickening sight and stench, the Inquisitor emptied
his magazine, tossed a frag grenade into the mass of Rippers,
reloaded then opened fire again
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e 1ing weapons fire The Space Marines easily turned the

b e direc
Ipft hie saw a Hellhound rumble slowly 1;;0 p'aa;% tide of the battle, driving the Tyranids back into the jungles
1ding the soft ground to mud, engine throbbing e ohe ferocity of their sudden counter-attack Soon the

ing fumes. Its turret slowly rotated to take aim at the i dian: Ut ey Wolld ot beltar ot
i 3* e m':m;‘a;::g -‘;\Emo S(ﬁi;u;u;rzzalcr staying close to its prey herd The nmeiyy
S p;o?:; :;un le burned ¥ arrival of the Space Marines had bought his vkmg; s0me
;L'l;'?n‘?fe"’ﬁfgf,ﬁ?sﬁfy ﬂm‘ng Tyra{'\vdgcrealums charge  much needed respite Thel dﬂvs!o I‘y;zrl\lf Wassaum had been
forwards, haeclessof the fre that was engulfing them Others.  repulsed, but others would so
ell dead, shrivelled by the intense heat The Hellhound fired
in, playing a stream of promethium across the tree line to

ﬁl:;:ome aflaming wall

‘From the jungle’s cover, the burning vines were suddenly
lung apart as a massive bulky form charged lorrvalvldls '
through the flames. It was huge ~ six metres tall, all talons, : ot
s anid claws. 1 1an forward ihogh a storm of asgun  “My authority now supersedes [ g i
,and smashed headlong nto the front of the Hellhound.  Commander Culln stoad upon i 5P O Thily
The armoured vehidle, dwarfed by ts attacker, was lfted_ gunship, Behind i 3 Thundlerfiawk tansparter e
clear off the ground by the impact and the beasts massive  two Razorbacks on its loading dlaws, H asto'
dlaws punched down, clean through the front glacis to Scorpions strike force to be foaded.
 where the driver would be sat From the turret hatch the N
vehicle’s commander bailed out, jumping clear as the beast “My orders are to ev;:uare the moonssurfaqé'.
~ struck again and again. It seemed unstoppable. They had here means my priorties have changed_wm
to fall back and give themselves more room Lok gave the at your command, We are not expendable a
~ order over the comms-net and shouted out for all ta follow  betrayed no emotions He had received new:
him: The Guardsmen rose from their firing positions and would be followed The Inquisitor’s anger. a} i
joined him in a sprint back towards the buildings, still firing  evacuate had ot swayed him for a second: He
left-and right as they ran. Looking over his shoulder he saw £
the monstrous creature discard the Hellhound like a child’s Inquisitor Lok was furious. “This is treachery, co
tay, highly volatile liquid leaking from its ruptured fuel tank  strike force still has a mission to complete. The.
The still-smouldering beast screamed a challenge and the Emperor is vested in me, | am a bearer of the.
lumbered on Mandate. The Conclave of Har will hear of this
treachery, and you and your Chapter will face the s:
The Inquisitor and his ragged bunch of survivors clustered retributions. In the name of Emperor, | command y&
around a doorway. The Hierodule was coming straight for stand fast.* i
them. He aimed again and squeezed off a stream of bolts i
which exploded, chipping away lumps of carapace, but “Your mission (s irrelevant, ” Culln declared and tusni
the beast did not even break ts siride. Lok drew his power  walked up the ramp. Inside the Thuriderhawk, s men
sword a?d thumbed the tiny power field generator in the awaiting his order to launch. Powerless to intervene,
weapon's pomrmel into life, which throbbed and crackled watched as the nose ramp slammed closed, and th
with power. “With me, * he instructed the Guardsmen engine pitch rose. The Thunderhawk lifted off, the:
around him, preparing ta charge. As he did so, the creature  boomed and it rocketed skywards into the void
staggered sideways under the impact. The blinding beam out of sight. Y :
of alascannon slashed through the darkness, striking the 3
Ceeature and burning through its thick armoured plates. |t
oared, either in pain of frustration. Beyond it, he saw the
- headlights of a Razorback approaching, its turret weaponry
locked onto the monster in front of him The lascannon
fired again, and this time the creature staggered, then
collapsed in a spray of bile and ichor. Lok seized his chance.
He leapt forwards and plunged his power sword poin first
©Into the stricken leviathan's head. The power field sparked
lightning as the sword thrust deep. The Hierodule writhed
 and then died as Lok ducked clear of its flailing claws

MISSION TIME: 8206850.M41
LOCATION; Anphelion Base Command Complex
TEMPERATURE: 1°C

VISIBILITY; 800 m >
AMMONIA READING: 0.24% ~ High

LGok s:rveyed the base as the tired, wounded,
uardsmen dug-in around his shrinki

now that he had been betrayed, m(‘j’:[!;:?::"\m
but also by some higher power still. His auth
undermined, and now it seemed he

Beta Anphelion IV He trudged back to t

resigned to his fate. All that was left to

The Red Scorpions had et A column of amoured. Bonmignood 115 vorh alast
> r}spuv\s, Rhinos and Razorbacks, came T0ariNg Into the be takey Pl
imeter. Space Marines debussed by squads, boltguns e rRE
Blazing as they did so The Razorbacks’ heavy weapons i
geted the larger creatures Amongst them the Inquisitor
d see Commander Culln, stillissuing orders and




MISSION TIME: 8207850.M41
LOCATION: Anphelion Base Command Complex

TEMPERATURE: 1°C
VISIBILITY; 200 m

AMMONIA READING: 0.32% ~ Very High

Even s he finished his dictation to Autosavant Wassily, the
Inguisitor heard the faint sound of weapons firing. The Tyranids
were attacking again As an Inquisitor of the Ordo Xenos it

was his sworn duty to purge the galaxy of any alien threat to
Mankind. He would do so with his dying breath. He drew his

power sword from its scabbard. “Sign off the log entry with
‘Death to the xenos’, “ he instructed his scribe and made for

the exit

Outside fog had gathered about the base, lending the battle
astrange, surreal, detached air Respirator-faced Guardsmen
emerged from the thick white blanket like ghosts 1o scurry by

Searchlight beams reflected against a white wall of swirling
vapours before disappearing whilst lasgun blasts made the fog

bank glow from the inside, like a living entity. He felt the first
slight burning sensation of the ammonia in his throat and pul

his own helmet into place again

At the perimeter Lok ducked behind the wreckage ofa
Valkyrie, destroyed on its landing pad. A squad of Cadians

were crouching clos
and cries of the Tyranid monsters they hit echoed through

by, firing into the jungle. The screams

ed

the fog. As he watched, a brood of Hormagaunts bounded
from the undergrowth with dazzling speed, straight at them
Their reckless charge was cut down by lasqun blasts, but mare
followed. He took aim, his last clip of bolt pistol ammunition
already loaded, adding his own shots to the Cadians' firepower.

Behind the Hormagaunts came taller Tyranid Warriors, stalking

out of the jungle on their back limbs, erect above the heads

of the smaller Gaunts. Still further back something large and

heavy was crashing through the jungle. Its footfalls made:

the ground tremble. The skeins of drifting fog parted long

enough for Inquisitor Lok to see the approaching Hierophant

that towered above the trees on fong spiny limbs, 1ts huge

ugly head full of fangs which dripped bile and mandibles that S8
gleamed with acid. The bio-titan was massive. How could it = =8
have avoided detection? 3

“all fire! Target the bio-titan,” he ordered, directing the
weapons fire of his remaining squads. Their las blasts simply
glanced off its carapace, but the Cadians' fascannon blew huges
smouldering chunks out of the beast. It roared and smashed ==
its way towards them, Lok ducked behind some sandbags and 5
reached to his belt. From it he pulled all six krak grenades he

had stashed there, and quickly bound them together Heavy
weapons fire was slashing over his head as the bio-titan cames =
closer. Lok pulled out his power sword once more and prepares
humself for one last heroic effort. The creature was sotall it- =5
easlly passed over the top of him. Looking up he sawis hideous:




drooling poson, clouds of spores spewing from rends in
thick armoured plates. Leaping to his feet, Lok aimed the
grenade bundle. As he did, long stringy tendrils lashed
from the bio-titan's belly, barbed hooks slashing at him. He
, cutting two tendrils clean off. A
‘third hooked him and with effortless force, flipped him sideways
htbugh the air. He it the ground, dropping his sword and
| \Grenades as the bio-killer stamped down hard, trying 1o impale
" him with its clawed feet. Lok rolled away just in time, grasping
for the grenades. As he did 50 another lascannon impact
' fcked the creature, great gobettes of rank blood and ichor
" rained down on the Inquisitor, his armour sizzling as the acid
burned, Seizing the chance he grabbed the grenade bundle,
‘and with his Last emaining strength stuffed it between two of
the creature’s chitin plates. As he did so, the lash whip tendnls
slashied out again. Wounded, Lok fefl, sprawling in the mud
tred to arawd but could not move. Above him the bio-titan
loomed - and then it was gone. The massive explosion ripped
away the underside of the creature, spilling its slimy internal
entrails out in & torrent of bile. Its legs buckled and wath a last
'\ strangled scream the bio-titan collapsed, dead.

Exhausted and in tremendous pain, Lok fay in the mud locking
skywards. His beautiful, ornate armour was rent and torn;
acid had burned clean through in places. His helmet had been

and his body was ruined and broken. As Lok fried to°
pull himself up, two Cadians ran to his aid: With their help ha
staggered to his feet, coughing up blood, his face singed and
melted. He looked down for his power sword, Lacking the
strength to wield it. it might at least act as a prop. “Lord?* one
Guardsman inquired. Lok looked up. Both men were looking
past him, into the sky. He dared to hope Was the rescue ship
coming? Had reinforcements arnved? Would they sunive?

torn off,

Painfully, the Inquisitor turned to look. Appearing through

the fog he saw two more bio-titans approaching. Lok was
amazed. The Hive Mind had evolved its forces so quickly. From
just a few experimental samples the Tyranids had grown out

of control, evolving and re-evolving into new forms it knew:
would defeat its foe. It had been a mistake to think the Hive
Mind could ever be tamed. it would never submit like some
whipped captive animal; it thirsted for prey, it needed to kil and
consume In those final moments, as the Tyranid swarms broke
1 and the fast of his men died around him, Inquisitor Lok saw
the full horror of the truth. The Tyranids could not be stopped.
There could be no victory for the imperium in this war. in his.
last moments, as the bio-killers closed in, Lok feft cold-heartad
despair. This small force stood for all of Mankind, and ke it
they would inevitably be annihifated Mankind would fight
regardless, but it was already doomed
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e Anphelion Base. Beta Anphelion IV
The first Tyranid attack has heen repulsed, barely,

y Losses are x;
reduced to just one hundred and twenty able bodie w

d men.
Still no contact from the Cephostus, although repeated at
the vessel, The betrayal runs deeper stll. Commender Culla h
eperation, and us I dictate this entry we are to be abandased o
For what reasons? I do nat know, e
How long we can hold out, I :
I : ut, I cannot say. We will fighe s
for without asvistance death is now certain, I can :..::::::“n S
s fire. Th
This 1 e final ry i i % :
15 i# the final cntey in this log. The Emperor knows T s His layal s
g ayal.

Death to the xenas.
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 The completion of my latest operation on Beta Anphelion IV sigaals the end of this experimental phase of the.

1t was with great satisfiiction that I signed the Exterminatus order for Betu Anphelion IV. The facility had long
ago proved incffective for the purposes it was established for, Experiments to reverse the super-cvolutionary
teuits of the Tyranids had all ended in abject failure. It fell to me to close down the base and purge the
gl!rlvlml‘ Tnstead, I turned the facility to a far better use. My agent on Betn Anphelion IV acranged for the.
sabotage of the fence, thus exposing the facility’s inhabitants to the Tyranids und providing the
perfect testing ground for our ‘Anphelion Project’, The sacrifice of the 1,500 strong garrison was a necessary
step ta attain our far greater objective, and a small price to pay in the war for Manlind’s very survival,

puritan with contacts amongst the outlawed Vindictas faction withia the Ordo Xenos), but provided us
with much aceded evidence before we proceed to the next phase of the project. In death, Lok has served the

The forces I selectéd for deployment onto Beta Anphelion IV have provided nie with all the duta I require to
move 1o the next phase of the Anphelion Project, Progenoid samples and data T have requested and received
from the Master of the Apothecary of the Red Scorpions Chapter have been analysed in detail. Given the stril

force’s excellent performance during the project, I believe the Chapter's gene-seéd i perfecily suited tobe
the basis of our proposed new Founding, The Chapter's gene-seed has proved (o be remarkably untainted,
retaining 94% of all zygote functions. My Biologis' only cancern being to regulate the over-active Betcher's
Gland common to the entire Ch-pler, and adapt the Omophagea's uctivity o better suit the new Chapter’

future role.

The dats the Chapter has provided will help ta sway the members of the Conclave th
Chapters i mow a step closer to being realised These Red Scorpions’ Successor Chapters wauld farm the
core uf a supreme fighting force, to be placed at our disposal, with the wpscific mission of halting and then

annibilating forever the Tyranid race.

¢ 15 my firm belief that so far our elorts to halt the advance of this alien menace have been hunpma by

restricuive buseaucracy and an overly peasimistic analysis of the ature of the enemy. The Tyranid fac s

defontable, ws I proved by my operationx on Dantei IV, Tt will only take the ungle—mindad will of a leader
, and given . Th

e sight to ift the ban on the founding of acw Space Marine Chapters.

-sced, adupted to better resist the effects of the Hive mnd, Ibelieve our o

able to take the neccssary
Holy Terra has twice denied me 1

the aid of the Red Scorpions gene:
Chapters would prove the greatest bulwark against the hated alicn.

ment D-09 have also interested me greatly. Since Dantrix IV was suved
1 Guard regiments using the experimental technigues 1 fiest sanctioned
4o ellective an Beta Anphelion 1¥; also moved a step cloxer. With
fa Crusade to recapture those worldx 1ost to the

Reports of the actions of special deta
the possibility of creating new Imperial
on that world, and which have again proved
roops at our command, we could launc
hie flects to extinction,

regiments of such &
Behemoth and, in time,

eventually drive the

nspired purpose, let nothing stand in our way

For this is our divincly

e B Fhe EndsJustify the Means.” K A




44 RE: ANPHELION PROJECT 44+
++ ORDO HERETICUS: NEW INVESTIGATION ++

] ++ ADDENDUM ++

.+ This Astopethic transmision was intercepted and decypted by the Ordo Hereicus Sanctum
of the Officio of the Inquisitorial Representative on Bakka. +

P —— T LT
Cleanser of Dumansca) hs beén placed under investigation by the Orda Heetic
with regard 1o the above named ‘Anpheion Project’ +

+ Further nvestigations ace als o be made into the actions of the Red Scorpions Chapter with regard to this matter. +

+ Lord Varus' wmmdmwnhmmwmdnmm,wmmwmﬂmmmmn
produce excellent resuls against the Tyranid hive fiees (see reated fies on the Dantrs IV campaign and the Cleansing of Dumansca).
mmmm_mx«swmwummmmmuwnmmw,m
remains the most damning evidence of his heresy shoukd action need to be taken against him. +

3 + Lord Verius”continusd dose survedlanc, and the uncovering and identifying of his alled facton is a matter of prioriy for the Ordo

A Hereticus.Further action awaits the Representative’s sanction before being forwarded 10 the Officio Assassinorum’s Calbdus temple

onTera. +

i + As a precautionary measure, Lord Vanusdeath warrant has been prepared, but remains unsigned untf such ime as he outfives his

usefulness 10 this our bless'd impedum. +

Telepathica, and brought to the attention

Judge to the Condlave of Har, Counit of Dantris,
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This monstrous creature has only recently been observed by
Imperial forces, though its pattern of battlefield predation
matches previously discounted reports of a Tyranid head-hunter
beast of tremendous size and ferocity

The Dimachaeron appears to have evolved for a single purpose,
1o slaughter those identified among their prey as leaders in the
midst of battle, spreading terror and dismay among the ranks
of all who resist the Hive Mind's advance. Bristiing with blade-
arms studded with sickle-like claws, it can slice a fully armoured
Space Marine in two and, able to leap a Leman Russ battle tank
without breaking stride, when stalking its prey the Dimachaeron
dispenses with the slow, stealthy approach of the Lictor and
instead relies on sheer brutality and animalistic rage, leaving a
gore-soaked trail of carnage behind it

Perhaps even more fearsome than the array of sickle claws,
razor-sharp teeth and tail spikes is the spine-ringed maw hidden
within the Dimachaeron’s thorax. Any foe unfortunate enough
10 be caught in the beast's grasp will be held in place while the
thorax hinges open and the fanged maw impales them While
the trap-iike jaws of the Dimachaeron’s ribcage hold the victim
In place, the spine-maw s them with a potent bio-acid,
reducing ¢
then absorbed by the Tyranid to bolster its own physiolos
allowingit to 1gnore all but the most horrificinjuries

ir internal organs 1o a slurry of nutrients that are

Y.

DIMACHAERON

Tyranicus Praefactor Interemptus

In 853999 M41, the Star Phantoms Chapter, masters of the
Badab Sector, fell under assault from a tendril of Hive Fleat
Leviathan During the fighting on the fortified moons of Isin
Tertius, the hive fleet unleashed numeraus Dimachaerons
against the Space Marine defenders, the mighty beasts:
seeking to kill the Space Marine commanders, who had:
proven more than a match for the Lictars first sent to

stalk them Smashing into the disciplined ranks of the Star
Phantoms, the Dimachaerons sowed death and destruction
amongst their ranks, shrugging off boltgun fire and feasting
upon those Space Marines who barred their path in order to
fuel their regenerative biology.

At the height of the fighting, Captain Kharan Helkas of the
Star Phantoms 4™ Company confronted a battle-scarred
Dimachaeron bearing the near-desiccated corpse of one of
his honour quard impaled upon its thorax Unable ta slay the
beast as it leached the life from the trapped Space Marine,
Captain Helkas fell under 1ts bloody talons. Though the Space
Marines held fast, even with the death of their leader, the
lack of strategic command amonast the defenders allowed
the swarm to force the Chapter from:the moon, which Was
later fractured by orbital bombardment.
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Weapons and Biomorphs
» Sickle claws
» Grasping talons.
Type » Thorax spine-maw/.
nstrous Creature » Adrenal glands*
L eaper)

A Ld Sv
5 10 3+

A Dimachaeron is a Fast Attack

ecial Rules
B choice for a Codex: Tyranids

« Instinctive Behaviour
(Feed)*
* Rampage

+Sse Codex: Tyranids:

rous Creature (Leaper)

jper is a sub-type, and as such does not appear as a
separate category on its own, but only when paired with
another unit type. Models with the Leaper sub-type may
choose to use their Leaping ability in either the Movement
phase or Assault phase (they may also choose not to use it in
either phase if they wish), but may nat use it in both phases.
When not using their Leaping ability, a unit of this sub-type
moves normally for a model of its base type. When using
Leaper (whether moving or charging), the model can move
over all other models and terrain freely. If the model begins
or ends its move in difficult terrain, it must take a Dangerous
Teriain test Leaping models cannot end their move on top
of other models or in impassable terrain

* Movement phase: If a Leaping model Leaps during the
Movement phase, it can move up to 6°

« Assault phase; If a Leaping model Leaps during the Assault
phase, it gains the Hammer of Wrath special rule if it did
not already possess it, and all Hammer of Wrath attacks
are resolved at +1 Strength and gain the Strikedown
spedial rule.

Grasping Talons
Mounted on the Dimachaeron’s lower torso, these stocky:
spike-like limbs are covered in fine hairs and tendrils, and are
used by the beast to immabilise its prey and drag it into the.

.| spine-maw in its chest

Weapon Range Str AP
Graspingtalons - +1 2

Type
Melee, Spine-
maw Strike

Spine-maw Strike: When an attack with this special rule
results in least one 6 To Hit, it may make a single additional
Spine-maw attack in Initiative step 1 (see rules below)

Thorax Spine-maw
- When locked in combat the Dimachaeran will pluck an
| | bafortunate prey-beast from the battlefield, hinge open ts
. chiest cavity and impale the still lving prey on the spine-maw
* lurking iside it. Once pinned in place, the rib-jaws shap

A R N S

shut and the spine-maw drains the prey of its vitality,
its desiccated corpse clasped t0 its chiest as it uses th
nutrients it has stolen to add to its ferocity as it tears.
the prey’s allies. :

The spine-maw may only be used to attack during’ &
step 1 of any close combat in which the Dimachaeron
attacks with its grasping talons and results in at least one

6 To Hit, The spine-maw makes a single attack using

profile listed below — this is in addition to any other attacks.
the Dimachaeron makes and automatically hits. A spine-
maw attack may target any Infantry models that do not

have the Extremely Bulky speaial rule, and no more thari orie
spine-maw attack may be made in a single phase by any one |
model i

Weapon Range Str AP
Thorax spine-maw - +4 1

Type &
Instant Death,
Digestion Spine, -
Melee & et

Digestion Spine: When a spine-maw removes a model as
casualty, the Dimachaeron gains a number of Plasm tokens
equal to the number of Wounds on the profile of the model
removed (regardless of the number it possessed when it
was removed). At the end of each of its following turns,
the Dimachaeron's controlling player removes one of the
Plasm tokens. Whilst the Dimachaeron has at least one
Plasm token, it gains the Feel No Pain (4+) special rule

Sickle Claws 3
Each of the Dimachaeron’s upper limbs bears a pair
viciaus claws, which in combat scissor through their prey,

shearing through armoured torsos and cleaving the!
from lesser organisms, o

Weapon Range Str AP
Sickle claws S

Sickle Strike: On a roll of a 4+ To Wound, an
by asickle claw has the Instant Death specil i




The Hierophant bio-titan is an immense, hideous creature, that
towers over the battlefield and bristles with spines, tendrils
and symbiote weapons. They are amongst the largest bio-
creatures yet encountered amongst the swarms of the hive
fleets, comparable in size and power to an Imperial Titan

A brood of Hierophants are likely to be at the forefront of a
major Tyranid attack - stnding forwards, drawing enemy heavy
‘weapons fire away from lesser creatures and absorbing huge
amounts of damage before smashing into an enemy’s line with
devastating force

The Hierophant is the Tyrantds' largest shock troop. It is armed
with massive bio-cannon, multiple claws and chitin blades, and
armoured with a thick chitinous hide that exudes poisonous
spores from rends in the plates. As well as the many razor-
sharp claws and spines which cover its body, head and tail,

the Hierophant is also armed with two immense bio-cannon
These symbiote weapons are triggered by a massive electro-
chemical shock from the host creature, Reacting instinctively
the bio-cannon symbiote then spews forth a hail of highly
corosive maggot-like creatures These venomous and aadic
organisms impact upon the target, splattering gobbets of
bio-acid and poison that melt through plasteel, ferrocrete, and
flesh and bone in seconds, reducing the unfortunate victim,
vehicle or structure to a steaming pile of bubbling goo

As well as its main weapons, the creature’s vulnerable belly
I protected by many spiny tendrils which can lash outin all
directions to entangle enemies which get too close These lash

HIEROPHANT BIO-TITAN

Tyranicus Giganticus

whips are also symbiote creatures, living ropes of muscle and
sinew which can entangle, bind and strangle as if with a will
of their own

On top of this, the Hierophant also has one final line of
defence. From rends in its armour plates and body, it
constantly exudes a cloud of highly toxic spores. These are
lethal to all non-Tyranid creatures, forming a dnfting vapour
about the Hierophant that chokes and burns anyone without
proper protection that is brave or foolish enough to get too
close to the creature

Like all Tyranids, the bio-titan seems able to mutate rapidly,
evolving new weapons and defences as required. Other
variants of the Hierophant bio-titan have been identified with
huge crushing claws or long scythe-like blades, cluster spines
and other bio-weapons.

From the few Tyranid specimens unleashed upon Beta
Anphelion IV, the Hive Mind managed to multiply and grow:
various creature-genera with alarming speed, from the smalless

Ripper to towering bio-titans, and soon the moon was infested

by all manner of Tyranids. The development of such large bio~
constructs remains a mystery to the Impenum’s Biologis

Combating these massive beasts of war is simply a matter
of applying the heaviest firepower available; large ordnance’
weapons and heavy artillery have so far proved the anly
effective weapons in destroying such monistrosities.




OPHANT BIO-TITAN

, Wws  BS
phant Bio-titan 6 3

Wargear
* Two bio-cannon
» Lash whips*

« Scything talons*
» Regeneration*
* Toxic miasma*

Composition
lierophant Bio-titan

Special Rules
« Agile
* Bio-titan Warp Field

Ld Sv
10 2+

Options
« A Hierophant Bio-titan may select one of the following
- Incendiary Ichor ., . +25 points.
- Swarm Incubation Chamber +50 points
- Spine-cloud Spray +40 points
- Bio-plasma Torrent +30 points
- Spore Mine Swarm Spitter. -+30 points

A Hierophant Bio-titan is a Lords of War choice for a Codex:
Tyranids army.

Bio-titan Warp Field
The Hierophant has a 6+ invulnerable save.

Agile
In the Shooting phase, the Hierophant can choose
to either:

- Fire all available weapons.

- Fire a single weapon and then Run

- Fire no weapons at all and Run twice

Bio-cannon

Weapon Range Str AP  Type

Bio-cannon 48" 10 3 Assault6
Incendiary Ichor

Some Hierophant Bio-titans have evolved so that the ichor
that flows through their veins is so volatile when exposed to
the air it ignites, burning through the flesh and steel of all
that opposes it.

Whenever the Hierophant Bio-titan suffers an unsaved
wound in the Fight sub-phase, centre a Large Blast (5%)
terplate over the model which caused the wound. All
models, other than the Hierophant Bio-titan, underneath
the template suffer an immediate wound themselves with:
no armour saves of any kind allowed Vehicles under the
template suffer D3 Glancing hits instead. All'wounds caused
by this biomorph count for combat resolution

Swarm Incubation Chamber

A slime-coated chamber within the bulging carapace of
some mutated Hierophant Bio-titans allows them to carry
other swarm creatures into battle. These creatures are then
disgorged onto the enemy’s frontlines as the massive Tyranid
behemoth advances.

The Hierophant Bio-titan gains a Transport capacity of 20
. models, and friendly units chosen from Codex” Tyranids may
embark and disembark from it as though it was a vehicle
ith the Transport type and Assault Vehicle special rule

Spine-cloud Spray. S
As the Imperium learned to target Hierophant Bio-titans.

with salvos of hellstrike rmissiles faunched by determined
fighter wings, so too did the Hive Mind fearn and ada :f‘vé:
Soon Hierophant Bio-titans were able to project clouds

deadly razor-edged spines into the sky to destray thie|
creatures’ fighter-craft

Weapon Range Str AP
Spine cloud spray 48" 7 5

Bio-plasma Torrent 2 2
Like their smafler kin the Carnifex, some Hierophant |
titans are able to produce bio-plasma. However, the:
size of a Bio-titan allows it to project the plasma
amuch larger area, saturating enemy lines in burning
phosphorescent bile y

Range str AP  Type
Hellstorm 5. * 3 Heavy.

Weapon
Bio-plasma
Torrent

Spore Mine Swarm Spitter SR 4t
Housed within ts thick carapace, this Hierophant has an
array of powerful sphincters that can propel swar

Spore mines into enemy lines.

Weapon
Spore mine
swarm spitter

Range Str AP
1208 dieiaa
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The Hive Tyrant is a large and massively powerful Tyranid
creature, the closest thing to a leader of a battlefield swarm
yet encountered by the Imperium Like many Tyranids they
are able to mutate rapidly, and several different physical
characteristics have been reported

Various hive fleets and splinter fleets have exhibited different
physical characteristics and slight differences in

HIVE TYRANT

Tyranicus Praefactor

Hive Tyrants encountered on the battiefield carry a wide array
of symbiote weapons with venom cannon, barbed stranalers.
lash whips and boneswords all being common. The Hive
Tyrant seems able to wield any weapan configuration

Some are only armed with their own huge scything talons,
whilst others evolve to carry multiple deathspitters: The
reasons for this are unknown, but may be the result of

The Imperium’s Magos Biologis have put this down to each

« fleet's own rapid evolutionary development, with each new
world conquered adding more genetic material to the bio-
mass, the Hive Mind can bioengineer new strains and evolve
again Within larger hive fleets, such as Kraken or Leviathan,
it s likely that Tyranids will remain broadly similar, but some
Hive Tyrants identified amongst splinter fleets have larger
heads or different configurations of claws, talons, tails, etc.
This is likely 10 be because the genetic material available to a
more isolated fleet dictates a different development path

'Even within these different ‘types’, there s a range of
mutations and physical alterations. Different weapons are
common, but the bio-morphication also changes the Hive
Tyrant. So mutable is the Hive Tyrant genus that only rarely.
are two found which are alike. On Beta Anphelion IV several
. Hive Tyrants were encountered, ncluding those that had
volved wings. This was the first confirmed sighting of a
wWinged Hive Tyrant, although since the ill-fated expedition
10 tie Anphelion system, other Hive Tyrants across the hive
“fleets Have also been identified that are capable of flight

evolutionary aimed at any threat
10 the Hive Tyrant

All Hive Tyrants are highly psychic, and their telationship
to the Hive Mind is incredibly close. Although Hive Tyrants
embody the Hive Mind completely, their destruction will only
disrupt it temporarily, and does not harm the Hive Mind i
any way. Every Hive Tyrant that has been killed and subjected
10 an autopsy has been found to have a vastly expanded
synapse network within its cortex. This complex synapse
network is highly receptive to the directives of the qgreater
Hive Mind and is so powerful it is used to overrule the
natural instincts of nearby Tyranid creatures, allowing a Hive
Tyrant to effectively ‘think” for them, These lesser creatuifes
then respond, like automatons, to the Hive Tyrant’s will it
this synapse domination that makes Hive Tyrants the highest
prionity fargets for Imperial forces in battle and thosewho:
survive their initial encounter with Tyranids soon learn that
Hive Tyrants must be quickly destroyed to achieve meximum
distuption to the Hive Mind { i
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The Scythed Hierodule was first recorded during the invasion
of Hamman's World, a small Impenal colony. During the battle,
the planet’s garrison put up a brave defence but were ultimatel,
defeated, the Scythed Hierodule playing a major role in the
vanguard of Tyranid attacks, leading swarms of lesser Gaunts,
particularly against the strongpoints and prepared ferrocrete
defences occupied by the Planetary Defence Forces

This massive Tyranid creature is armed with four huge razor-
sharp claws, each capable of slicing clean through a battle
tank's armour, and s heavily protected by chitin plates, in places
Up 10,30 cm thick. A Hierodule is far larger than a Carnifes
being a monstrous killng machine even by Tyranid standards

After the battles and subsequent evacuation of Hamman's
World, a detailed study of the campaign was carried out by
newly atrived xeno-biologis teams. Upon investigation they
concurred that the Hierodule did not act as a focus for Hive
Mind actwity or as a synapse creature ~ all the attacks were still
accampanied by the usual Tyranid Warriors and Hive Tyrants
Who continued to control the actions of the lesser creatures

SCYTHED HIERODULE

Sica Hierodule Dominator

As well as its claws, the Scythed Hieradule also bears a
symbiote creature, which appears to live in the Hierodule’s
back, growing out between the larger beast's armour
plates. This toxic creature helps defend its host from attack:
squirting a jet of potent mutagenic acid against any:

enemy that gets too close. No intact samples of a Scythed
Hierodule have been recovered for research as those
creatures that have been killed have all been destroyed,

by necessity, by heavy weaponry, leaving few viable remains
for laboratory investigation

As yet Scythed Hierodule sightings remain rare, and even
then they have only been encountered on a handful of
worlds, but slowly their presence an the battlefield is
growing. The advance of the hive fleats has already seert
Hierodules leading assaults, and the capture of a live
specimen has become a high priority for xenio-biologists if
an effective counter-measure to their threat is to be found &
Quickly. So far none of the xenos-hunter teams that have
been sent to capture a Scythed Hierodule have returned:




Wargear

* Two sets of
scything tajons*

* Bic-acid spray

Special Rules.
* Agile

*Sea Codex: Tyranids,

i sv
10 34

Agile

In the Shooting phase, a Scythed Hierodule can choose
10 either:

- Fire a single weapon and then Run
- Fire no weapons at all and Run twice

Bio-acid spray.
Weapon Range Str AP Type
Bio-acidspray  Hellstorm 6 3 Assauftd

A Scythed Hierodule is a Lords of War choice for a Codex!
Tyranids army.
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BARBED HIERODULE

Uncus Hierodule Domitor

Following the loss of Hamman’s World, those Imperial forces
Stationed in its vicinity were evacuated and moved to the
neighbouring Moran system, as well as reinforcements
otiginally intended for Hamman’s World Once this combined
force was in place, it created a strong defence ready to meet.

- inbattle the 5o far unstoppable oncoming Tyranid invasion.

Moran did not have fong to wait before the onslaught began
Hive ships quickly moved in-system and soon the clouds
darkened and the skies were filled with the telltale fire-trails of
mycetc spores. The veteran Imperial Guardsmen who formed
the backbone of the new defenders thought they had seen
everything the Tyranids could throw at them on Hamman's
World, but it soon became evident that, as the defenders had
been husy, the Hive Mind had not been idle either. Now a new
threat emerged; the Scythed Hierodule had evolved into a new.
and much deadlier creature

Several Scythed Hierodules had been killed during the final
a5 of battle on Hamman's World as the Imperial defenders
learned 1o bring their heaviest ordnance to bear at maximum
fange. The Hive Mind had recognised its weakness and with
dazzling speed had responded with a newly evolved threat

The Barbed Hierodule (as the troops on Moran soon came
10 call it) had replaced two of its four huge scythe-like claws

with a pair of massive bio-cannon The symbiote acid creature:
was gone, and the Hierodule's frontal chitinous armour plates.
had grown and thickened for extra protection. Given the
creature’s new battlefield role, it all made a chillingly logical
sense to the defenders on the ground. Their enemy was
learning and adapting faster thar anyone thought possiblet =

Like the Scythed Hieradule, the Barbed Hiercdule has sifice:
spread throughout the hive fleets During the hellish fighting
on Dantris, twenty-six Hierodules were recorded as being
destroyed. On Beta Anphelion IV, Inquisitor Lok's forces

Lok himself was responsible for killing one, and another was
destroyed by concentrated heavy weapons fire from Cadi
troops defending Laboratory Complex Theta, before they =
themselves were eventually overrun by a swarm of Tyranids:
by one of the remaining Hierodules

Where these creatures came from, and how it came to pass
that a few rogue samples should be able to spawn the fargest
of then encountered Tyranid assault creatures, is not known,
Given the time span involved, it seems that Tyranid gene
aterial 1s capable of reproducing more rapidly than previo

d, meaning that even a small Tyranid raid might

anticipate
0 a far larger invasion force in a relativaly =8

able to develop int
short span of time
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Wargear
* Two bio-cannon
« Scything talons*

Special Rules
* Aglle

*See Codex: Tyranids

o either
e all available weapons
 fire a single weapon and then Run

Agile
{ In the Shooting phase, a Barbed Hierodule can choose
! - Fire no weapons at all and Run twice

Bio-cannon
Weapon Range Str AP Type
Bio-cannon 48" 10 3 Assault 6

A Barbed Hierodule.is a Lords of War choice for a Codex:
Tyranids army.
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TYRANID SHRIKE

Tyranicus Gladius Avius

Tyranid Warniors have been dentified as amongst the most
important Tyranid creatures on the battlefield. Not only are
they large and powerful fighters in their own right, but they.
also fulfil a pivotal role in Tyranid attack swarms. They act

as psychic resonators, amplifying the psychic bond of the

Hive Mind and transmitting it to the smaller, less developed
creatures around them Like officers i a conventional army,
they lead the lesser creatures into battle, directing their actions
and adapting battlefield tactics to the situation they face

Some Magos Biologis actually believe Tyranid Warriors to be
the ongins of the Tyranid race, and that other genus types are
‘evolved from them to do their bidding, Others believe that:
Tyranid Warriors and Hive Tyrants have evolved from lesser
Gaunts, and that eventually the aim of the Hive Mind is for
all Gaunts to become Tyranid Warriors, with the same strong
synapse network that allows for more independent thought
and action. One issue that the Biologis can agree on is that the
Hive Mind has adopted a standard six-imbed template for all
its creatures and its Tyranid Warriors walk on their back legs,
and can use two symbiote weapons in their upper imbs

Tyranid weapons technology 1 referred to generally as being
“of the symbiote type. Rather than being weapons as the
Imperium understands them, their ranged weapons are in
fact living creatures that exist as part of the host creature The
" ceature and the weapon are melded together from spawning,
‘ 0 paits of a whole ~ when the host creature is killed, the

symbiote dies with it, making all Tyranid weapans an extension

of therr bodies like a claw, talon or a tail- Ranged weapons

such as deathspitters, barbed stranglers and devourers are
complex multi-creatures, which launch a variety of highly’
corrosive maggot-like forms, burrowing organisms, gobbets
of volatile bio-acid or diamond-hard spines These are wiel ec
with the same instinctive reactions that a human might use to
clench his fist and strike an opponent 7

Tyranid Warriors were first encountered, aleng with most ¢
the Tyranid race, on the planet of

crossing the long darkness of the inter-galactic void,
of Hive Fleet Behemoth struck. Many Tyranid Warrlor
also encountered on Beta Anphelion IV, and to the su
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HARRIDAN

Avius Terriblis

Harridans are the largest flying Tyranids the Imperium has yet ta constantly writhe with hideous clusters of scaly imbs and:

encountered in its bitter war against the inter-galactic alien leathery wings, flowing over their host's skin and chitinous
. menace Circling high above, soaring on the warm thermals of  armour plates. As the Harridan soars over the battlefield, the
X battle on its great outstretched leathery wings, the Harridan Gargoyles will detach themselves and soar off to attack the
watches patiently before diving down over the battlefield, enemy. Having delivered its smaller brethren to battle, the

strafing its foes with its bio-cannon, swooping low to rake a
tank wath its two massive claws or snapping its massive fanged
Jaws around an infantryman. This fearsome armament mearnis
the Harridan is capable of attacking just about any target,

and diving at high speed it can punch through just about any
armour with its primary claws

Harridan then stretches out its massive wings and swoops off:
to seek out the large prey it 1s designed to attack.

Magos Biologis reports note that Harridans have been
encountered in a variety of sizes. Some are massive, Upwards
of 30 metres in length with a wingspan of 40 metres,

Being a lving creature and relying upon wings rather than #:hc‘”gh °‘;“" fha‘ smaller Harridans have also been identified:
atificial means of propulsion, the Harridan cannot match an @ reasan for this variance is as yet unkniown
{mperial craft for straight line speed, but its lithe, twisting
body s far more manoeuvrable, allowing it to twist and 1”"‘ Harridan has no legs or feet and because of this it has .
1t to avoid enemy fighters or ground fire. The beast een theorised that, once airborne, a Harridan can never land,
lacks the speed to dogfight effectively with Impenal fiyers, spending its entire life soaring high above a world: Other
although Imperial pilots" after-action reports tell of Harridans  Xeno-biologists believe that the creature is capable of landing:
intercepting craft that fly too close, or of them sacrificing and slithering on its belly, ike a snake, but as yet neither
themselves in suicidal mid-air collisions that destroy both the ~ theory has been proved Sl
craft and the Harndan

On Beta Anphelion IV, Inquisitor Lok’ forces encountered
atleast two Harridans, when the creatures conducted &
devastating surprise aeial attack against the landing fields:
The two creatures destroyed or damaged almost all the
in the area in a deliberate attack to cripple Detachment D-995
supporting forces, and the anti-aircraft defences for the
landing ground Proving insufficient to stop them.

In contrast, Harridans also seem to act as brood mothers
- 1o smaller Gargayles. It is believed that Gargoyles lack the
€éndurance for very long distance flight, but in-battle reports
dascbe thiem 'hitching' a lift on a Harridan, using their
Hocks and claws to secure themselves to the larger creature.
* With the Gargoyle brood attached, a Harridan's belly seems.




Wargear
* Two bio-cannon
* Scything talons*

Special Rules
* Gargoyle Brood

*See Codex: Tyranids

M

A Ld Sv
4 10 3+

Gargoyle Brood

The Harridan may act as an Open-tapped Transport for
asingle brood of up to 20 Gargoyles. If the Harridan:

Is slain while Gargoyles are being transported upon it,
each Gargoyle takes an Initiative test. Those that fail the
Initiative test are removed as casualties

Once these tests have been taken, remove the Harridan
model and place the surviving Gargoyles in the space it
used to occupy, more than 1" from any enemy models. -
The brood acts normally from then on:

Bio-cannon

Weapon Range Str AP Type
Bio-cannon 48" 10 3 Assaulté
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MALANTHROPE

Tyranicus Cadavi Terriblis

~ Rarely seen, the Malanthrope’s existence has only recently
been acknowleged by the Magos Biologis, and for a long
time the creature was a total mystery to Imperial forces. The
'mgson for this s that the creature’s role means it only follows
‘behind the main Tyranid onslaught and few troops sunvive
long enough to witness a Malanthrope at work or, if the main
Tyranid swarm is destroyed in battle, then no Malanthropes

~ willbe spawned. Initially, as more battles were fought against
the Tyranids, reports describing the Malanthrope were aften
mistaken for sightings of Zoanthropes. It was not until

 Inquisitor Bach encountered a Malanthrope on Moloch If that
the Ordo Xenos realised this was a new kind of Tyranid and
axenos-hunter team was dispatched to investigate Their
subsequent report is the main source of knowledge about
these highly mysterious creatures

AMalanthrope is a highly ntelligent psychic creature with
astrong link to the Hive Mind. Like the closely related
Zoanthrope, it can only move by psychically levitating to skim
aver the ground. Those who have witnessed a Malanthrope
alwork report that the creature grasps dead, injured and stil
living foes with its long groping tendrils, stuns them with its
sting, then consumes them, feeding them into its maw with
1ts small but dextrous arms. The Malanthrope’s tendrils are
known to carry a highly venomous, cardiotoxic, neurotoxic

and dermatonecrotic poison which, when injected through
the skin of its prey, causes excruciating and debilitating pain
This paralyses its victim as it is absorbed into the bloated sacs:
of the creature’s torso, where its genetic matenal is slowly
extracted - a terrible death for anything unlucky enough to be.
harvested by a Malanthrope

The main point at which the Malanthrope is observed is once.
a battle is over and the main Tyranid attack has moved on,
when the Ripper swarms move in to devour all in their path. -
These follow-up swarms will sometimes be accompanied

by the strange and hideous Malanthropes, which wil move
amongst the dead and dying, collecting and processing
genetic material, before itself being reabsorbed back into the
Tyranid biomass i/

What exactly the Malanthrope’s full role is has nat yet been -

fully ascertained by the Magos Biologis. Like the Ripper

swarms the creature is obviously harvesting biomass, but Somy
Magos now believe it is also seeking out unique or previously =
unknown genetic material for use in creating new strains

of Tyranids. If so, they pose a much greater threat than fif
thought a5 they may be respansible for a hive fleet’s ability
rapidly evolve. Their destruction therefore has been given top:
priority by the Ordo Xenos




85 POINTS.

. Special Rules
o Fleet
« Mave Through Cover
* Very Bulky
= Shrouded
* Poisoned (2+)
* Synapse Creature*
* Shadow in the Warp*
+ Prey Adaptation
= Spore Cloud*

*See Codex: Tyranids

A Ld Sv
3. 053

Options
« The unit may include up to:
- Two additional Malanthropes. +85 points per model
B G S
Grasping Tail
At the beginning of the Fight sub-phase, before any
blows are struck, the Malanthrope may issue a Challenge,
even though it does not have the Character type f this
Challenge is accepted, roll a D6 On the result of a 4+,
the enemy model nominated to fight the Malanthrope is
enveloped in the Tyranid beast’s grasping tail and has its
Attacks reduced by half (rounding down) and Initiative
reduced to 1 for the duration of the Challenge. If an
enemy Character uses the Glorious Intervention special
rule to replace the model fighting the Malanthropeina
Challenge, then all effects of this rule are negated and the
intervening Character suffers no penalties. :

Prey Adaptation

If a Malanthrope Brood is involved in any close combat
«which results in an enemy unit or units being destroyed
in combat, it may not perform a Sweeping Advance but
instead stops to feed on the dead. from the end of that
phase onwards all frendly Tyranid units gain the Preferred.
Enemy (all units from the same Codex as the destroyt

enemy unit) special rule while they remain within Synapse
range of the Malanthrope Brood ~ note this includes the
Malanthrope Brood too.
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TRYGON

Tyranicus Subterra Extremis

~ The Trygon is 10 the Ravener what the Harridan is to the
Gargoyle - a monstrous tunnelling bio-killer that leads whole
broods of Raveners into battle. The origins of the Trygon are
unknown, although the fist recorded imperial encounter

- with one was on Beta Anphelion IV where the creature's

-~ abllity to tunnel allowed it to easily escape from the base's
containment areas, It 1s thought that this may be the origins of
the Tyranid evolution of tunnelling creatures, ie, as a response
16 imprisonment

~ ATrygen's claws can burrow through Just about any material,

- carving out underground tunnels as it passes through earth
and rock with equal ease, Thesa tunnels are then used by
other Tyranid creatures, which follow in the Trygon's wake,

 allovang them to move without detection This often means
aTrygon’s appearance is a precursor 1o a far larger Tyranid
attack, as scores of smaller creatures Pour out of the hole in
the ground left by the advancing Trygon On Moran, Space
Marine Terminators of the Death Strike Chapter launched an
éperation to scout aut the tunnels left behind after Trygon

resulted in few gains,

Their acute senses can easily detect enemy lifeforms above.
Once it has done so the Trygon will burrow upwards,
exploding through the ground underneath its unsuspecng.
target with devastating results, its huge claws scything:
through vehicles just as easily as troops. It is also powerfu
enough to easily smash through buildings and bunkers:

Alongside its huge powerful claws, the Trygon also ge
astrong bio-electric field. Created by constant i
fippling across the Trygon's body and chitinous ar

builds up, it creates a low frequency magnetic fi
the creature which willdistupt the eneray of weapons!

against the Trygon, acting like a protective shield:

The similarities between the Trygon and the Tyranid
known a5 the ‘Red Terror' cannot be gnored, an
Biologis now believe that reports of encounters with th
Terror' were simply the first misidentifications of '
may be that the ‘Red Terror* was actually part of the

10s5 of the Devlan system, the numb
feported encounters with Trygons has risen drastically
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RIPPER SWARMS

Minoris Omniphagea

The smallest Tyranid creatures are referred to s Rippers, and
vary from tiny creatures only a few centimetres long to those
Uip 10 two metres in length. Rippers follow Tyranid attack
swarims en masse and perform an important function for the
Hive Mind

The Rippers' main role seems to be consumption They eat,
and eat and eat, remorselessly devouring everything they
<an In large Tyranid invasions swarms of them, billions
steong, advance like a living carpet in the wake of the main
Tyranid attack, leaving only bare rock behind them

Although consumption is their primary role, a Ripper swarm
35 stll @ dangerous foe. Aggressive and persistent, a Ripper
swarm Is easly capable of pulling down creatures many
fimes their own size, During a Tyranid attack, millions of
Rippers consume any biological material in their path. They
will aften be found crawling around the feet of larger
Branids, aiding the quick consumption of a dead enemy's
genetic material, Once it has consumed all it can, each

Individual Ripper will eventually return to a digestion pool.
1o be reabsorbed into the biomass. They. have a very short
life cycle, existing only to consurne until they are sated.
Once re-absorbed, another Ripper swarm is then upleastied
upon the next region or world i

Some Magos Biologs originally believed that Rippers were
the starting point for all Tyranid creatures and that from
these small creatures all others were grown. This theoryss
now widely regarded as falsehood by the Ordo Xenos after
Space Marine Scout forces, under Ordo Xenos directives.
Managed to board a small number of Tyranid hive fleet ships
and witness the inner workings of the living vessels at first
hand. Despite very high casualty rates, the Space Marine Sc'oul
Lnits reported tens of thausands of various sized creaturesin
hibernation, awaiting the call of the Hive Mind to stir them to.
action - there was no evidence of Rippers being transformed
Into larger creatures, however. Regardjess, this misplaced
belief does have some mentt, as a Ripper's biclogical materfal
Will be sed to spawn more complex Tyranids
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Initially encountered on Beta Anphelion IV, Meiotic Spores were
first thought to be just large spore mines, It was only after a Red
Scorpions Thunderhawk gunship was forced to crashland due
10 @ Meiotic Spore explosion that their true nature was realised

These large spore sacs are full of bio-acid and toxins, and contain
smaller spore mines within them. Trailing long, groping tendrils,
which writhe in search of a target, Meiotic Spores act much
like Jarger versions of the common spore minie clusters. Once
their tendrils sense an enemy nearby they detonate, showering
the area with razor-sharp chitin and bone shrapnel, toxic gases
and corrosive Juices. Unlike other spore mines, Meiotic Spores
als have gas-filled sacs, which allow them o rise high into the
sk and drift on the winds, forming floating minefields. Their
sensitive tendnls seem to detect incoming craft and allow the
Mefotic Spores to home-in and, propelled by a gaseous release,

the Meiatic Spores then attermpt to intercept the target aircraft,
8teking to explode in close proximity to it The force of the

MEIOTIC SPORES

Boletus Majoris

resulting explosion, much greater than that of a narmal spore
mine, is often enough to catically damage a craft

Meiotic Spores also carry other spore mines inside them. When
the sac detonates many of these mines are destroyed, adding
to the force of the explosion. However the parent spore seems
10 have evolved in such a way that some spore mines will
be flung clear and will continue drifting ta find new targets:
meaning destroying a Meiotic Spore is not as easy as Simply
shooting it down

Meiotic Spores have also been encountered close o thie
ground, drifting around just like standard. spore mines. Unlike
shore mines, which can contain a variety of deadly material
all the Meiotic Spores yet encountered have been full of bio-
2cld. They seem to be essentially mindless creatures, controlled!
by the whim of synapse creatures or simply endlessly drfting ==
about awaiting an unsuspecting target 4




Weapons and Biomorphs
* None

Special Rules

* Fearless

* Outriders of the Swarm
* Shrouded

 Floating Brood Bomb

* Living Bomb*

*See Codex: Tyranids

Options:

» The brood may include up to
- Six additional Meiotic Spores +15 points per

A Melotic Spore Brood is a Fast Attack choice for a Codex

Tyranids army.

Spores must be deployed at the start of the game,
just before the first turn but after deployment, using the
Deep Strike special rules, They may only be held in reserve in

issions that force all other friendly units to begin the game

Floating Brood Bomb
The Meiotic Spore Brood moves 3+D6" in each of its
controlling player’s Movement phases When they Run,
they move only half the distance rolled. Meiotic Spores are
never slowed by difficult terrain, but must take Dangerous
Terrain tests as normal. Meiotic Spores may not declare
Charges and if successfully Charged by any enemy unit, they
 detonate and are removed from play before any blows are
struck or other effects are triggered, causing D6 Str 5 AP 4
| hits on the Charging unit per Meiotic Spore in the unit when
it was removed from play.

If any Meiotic Spore is removed as a casualty due to
Shooting attacks, then #s controlling player may place a
new unit of D3+1 Spare Mines anywhere within 6° of the
destroyed models These Spore Mines form a separate unit
that may act normally on the turn following their placement

In addition, whenever the Meiotic Spore Brood moves %
within 6* of an enemy unit, or during any friendly Shoating
phase, the Meiotic Spore Brood may be detonated outside:
of close combat To resolve an out of combat detonation,

its controlling player may make one attack per Meiotic

Spore using the profile below. Each attack may target a
different enemy unit. After these attacks are resolved, alf
models in the Meiotic Spore Brood are remaved from play as.
casualties

Weapon Range Str AP
Bomb. GIE ATy

Type

Assault 1,

Large Blast (5%),
Strikedown;
fgnores Cover.
Saves, Brood.
Bombs

Brood Bombs: If any template from a Meiotic Spore Bomb
scatters so that it misses all enemy units, then the contolling
player may immediately place a unit of D3+1 Spore Mines
anywhere under the template that is at least 1° away

from any other models or Impassable terrain If there is nat
enough space to place any or all of these Spore Mines,

then those models which cannot be placed are removed
from play.




ORDO XENOS
RESTRICTED,
ARCHIVE

DEL3RIMENTO ANALY TICUS RECORD

PRODUCT OF,
DEPARTMENTO
ANALYTICUS.

Ve T

ol

SOVIEWOKALLOW
R VIFWED

 RESIGNATION

COMMONTITIE

SPECIES NUMBER: |

SUPSPECIES NUMBER:

AVERAGE HEIGHT

AVERAGE WEIGHT,

detonation, .

0.9 senney

Beta Anphstion Iy

RGNS oAl hio:arisl npoces. ihich uce seattereds

094-01665-875-0152
R0




STONE CRUSHER CARNIFEX

Carnifex Oprimo

A(uWenng monstrosity of hardened chitin plating and
 corded muscle, the Stone Crusher Carnifex is believed to be
the Hive Mind's answer to the increased Imperial deployment
of heavy tanks and fortifications to combat the Tyrantd
menace. The charge of an enraged Stone Crusher can topple
even the mightiest of battle tanks, crumpling ceramite
armour like paper and trampling the mightiest of warriars
underfoot. The layers of chitin that cover the Stone Crusher
make it nearly impossible for anything short of the heaviest
weaponry to quickly bring down such beasts, the sight of

a brood of these monstrosities wading through lasgun and
bolter fire without even pausing has caused many a fout
amongst less disciplined Imperial Guard formations, Worse:
yet, these beasts retain the extreme adaptability for which
the Carnifex genus is infamous, and many subtle variations
have been spotted by Imperial forces — from Stone Crushers
using plasmic bile to scour fortifications clean of defenders
10 Stone Crushers bearing a variety of mutated weaponry on
specially developed prehensile tails

As they are most often encountered durning massed Tyranid
assaults on Imperial strongpoints, these beasts are considered
threat category ‘Extremis' and all commanders will endeavaur
1o eradicate them with maximum prejudice.

During the fighting on Moloch the swarms unleashed by Hi
Fleet Behemoth included massed broods of Stone Crushee
Carnifexes, assembled to bring down the kilometresof
ferrocrete redoubts and cannon-studded walls that girded:
the palace of Moloch's Imperial Governor. The thunderous™ =
sound of these living siege weapons charging across the and
salt plains of Motoch alerted the Impenial Guard units that.
defended them long before they came inta sight, but only
concentrated fire from the heaviest weaponry could bﬂng
one down. In the end, the vaunted Bulwark of Moloch:
sundered within hours, Tyranid slaughter-beasts pouring

As tales of the bloody massacre on Moloch spread, so too did
the fear of the Tyranid monster whose approach was heralc
by thunder




150 POINTS
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. Weapons and Biomorphs
« Carapace chitin-rams
» Wrecker claws

Special Rules

* Fearless

» Instinctive Behaviour
(Feed)*

« Living Battering Ram*

« Reinforced Carapace

*See Codex: Tyranids

RS I0GG a2

Ld Sv
7 3+
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Options
+ May include up to:
- Two additional
Stone Crusher Carnifexes +150 points per model
« Any model may replace its wrecker claws with.
- Wrecker claw and bio-flail +15 points per model
« Any model may take any of the following

- Spine banks +5 points per model

- Bio-plasma +20 points per madel
» Any model may take one of the fo!lowmg tail biomorphs.

- Thresher scythe 410 points per model

- Bone mace _+15 points per mode|

4 Reinforced Carapace

Any Shooting attacks that target the Stone Crusher Carnifex
reduce their Strength by =1 when resolving any rolls To
Wound.

‘Wrecker Claws
A pair of wrecker claws uses the following profile

Weapon Range Str AP Type
Wrecker claws. Sl Users it Melee, Wrecker,
Sunder

Wrecker: Weapons with this special rule may re-roll all failed
Armour Penetration rolls against fortifications and immobile
structures, and adds an additional +1 to any result rolled

on the Building Damage chart. If this attack damages a
bulkhead or wall section of terrain and destroys it, remove
that section of terrain from play if possible

Sunder: Weapans with this special rule may re-roll all failed
‘Armour Penetration rolls.

Wrecker Claw and Bio-flail
These use the following profile:

Weapon Range Str AP Type
Wrecker claw/
& bio-flail = User 1

Sweep Attack: Rather than use their own Attacks value,
model using a weapon with this special rule may, if they:
wish, instead make a number of attacks equal to the
number of enemy models in base contact with them

Carapace Chitin-rams
All Hammer of Wrath attacks inflicted by a Stone Crusher
Carnifex count as being AP 2. In addition, when target
against a building, fortification, non-Flyer vehicle or
Super-heavy vehicle, Hammer of Wrath attacks gain the
Armourbane special rule, and when' bargeled against

M Creatures or

Swooping, they gain the Monster Humer spedal Tl

A Stone Crusher Carnifex Brood is a Heavy St
Codex: Tyranids army.
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100ps Regiment served the Emperor
€ampaigns across the Eastern Fringe,
ed In heavy fighting against the
f Hive Fleet Behemoth. Leading Imperial
Hamman's World and Moran, the
d iced to a shadow of its former strength, with
iment’s many victories bought only at the cost
ith the destruction of Hive Fleet Behemoth,
of the 99" Regiment was an understrength
lajor Durra, the highest ranking survivor
| troopers,

lent combat reccrd, the remains of the 99
inducted into Inquisitorial service under the
etachment D-99', commanded by Inquisitor-Lord

Allies and the Detachment D-99 Army List

When selecting an allied contingent for an army using the
Allies matrix, a Detachment D-99 army may select an allied
contingent from Codex: Astra Militarum, Codex: Space:
Marines or Codex: Inquisition as Battle Brothers, and armies
chosen from those Codexes may select an allied contingent
from a Detachment D-99 fist as Battle Brothers too. A
Detachment D-99 army may select an allied contingent from
Codex: Blood Angels, Codex- Space Wolves, Codex. Grey:
Knights, Codex: Adepta Sororitas or Codex: Dark Angels as
Allies of Convenience, and armies chasen from those Codexes
may also select an allied contingent from a Detachment D-99
list as Allies of Convenience:

DETACHMENT D-99 SPECIAL RULES

Detachment D-99 16 continue his
netic enh: its, which had begun on
e Lostack 23' Regiment.

iderwent an extensive series of excruciating
ns 1o make them more resistant to pain and xenos
ns, as well as implanting new glands to stimulate
 of hyper-aggression as a threat response,; all intended
m superior soldiers when pitted against the
of the Tyranids. Shortly.after this process was
1, Detachment D-99 was attached to the force
[t investigate events at Beta Anphelion IV and
der the command of Inquisitor Solomon Lok

Detachment D-99 was destroyed in detail during the
j on Beta Anphelion IV, many within the Inquisition
vimpressed by the records of their improved combat
ith the Tyrannic Wars gaining in both ferocity:
tion, many feel it is inevitable that more such
forces will be created as part of the effort to throw
ranid invasion, although as yet there exists no

ment D-99 army list is split into sixsections: HQ,
licated Transports, Elites, Fast Attack and Heavy

Before you choose an army, you will need to agree with your

 Opponent upon the type of game you are going 1o play and
the maximum total number of points each of you will spend
Then you can pick your army following the guidelines given in
the Warhammer 40,000 rulebook

g
All of Detachment D-99 have undergone a lengthy and e
painful experimental process intended to boost their combat
potential in hazardous war zones, This procedure, involving:*
the implantation of new organs and glands and the surgical
modification of muscles and bones, has left them with

superior reflexes, which their intense training regime moulds
into the ability to stand toe-to-toe with the alien monstrosities
of the hive fleets. In game terms this enhancement takes the
form of an improved profile when comparing the warriors of
Detachment D-99 with that of regular Imperial Guardsmen

This bonus has already been incorporated into all profiles in

the army list and factored into their points costs appropriately

Combat Drop

At the beginning of the controlling player' first turn they

must choose a number of Valkyries, Valkyrie Sky Talons, Elysian.
Sentry Gun Batteries or Drop Sentinel squadrons (and any

units embarked upon them) equal to half of the total number
of such units in the army, to perform a Combat Drop. The
chosen units arrive on their controlling players first Player turn
and must deploy onto the table using the Deep Strike rules.

All other Valkyries and Valkyrie Sky Talons begin the game in
reserve and roll to determine the turn of their arrival as normal
for the mission being played. Drop Sentinels and Elysian Sentry
Gun Batteries not deployed with the Combat Drop special rufe
may either be placed in Reserve or deploy normally at the start.
of the game B
Note that this special rule is not used in games that are played
entirely on a battlefield that has been designated as a Zone -
Mortalis area

LORDS OF WAR b
As Detachment D-99 is an ad-hoc irifantry company intend
for small scale operations, when you select a primary
detachment using the Detachment D-99 army list, you m,
not take a Lords of War choice in your army, regardless of*
détachment type being used %




e
\ D-99 WARLORD TRAITS
‘cs:l':l:;gawmord Trait for a Detachment D-%Q ;v‘r:y
you may choose to either roll on the tables provide ]
‘the Warhammer 40,000 rulebook or select the Inquisitoria
‘Experimental Detachment Trat as follows
3 § g
" Inquisitorial Experimental Detachment
n arlofd i players to use the Detachment D-99
rmy fist o represent a wide variety of secretive Inquisitorial
Units developed with the am of improving the combat
capabilities of the average Imperial Guardsman against the
‘more commonly encountered xenos breeds. Few have ever
leved the success of the D-99 expenments, pioneered by
jquisitor-Lord Varius, and almost all attempts to replicate his
edure suffer from some defect

our Warlord receves this Warlord Trait then all units

lected from the D-99 army list (including the Warlord) may
‘exchange the Preferred Enemy (Tyranids) special rule for the
Preferred Enemy (select one: Orks, Tau Empire, Eldar, Dark

following options and apply its effects to all of the units in
~ your army selected from the Detachment D-99 army list:

Unstable Metabolic Reaction: The surgical procedures and
gene therapy used to enhance the fighting potential of this.
unit have feft them subject to heart failure or catastrophic
embohsms in situations of extreme stress.

All units affected by this Warlord Trait must take a Strength
test using the majority Strength value of the unit whenever
1t successfully passes a Leadership test, or declares a Charge.
If the test s failed, the unit must remove a single model as a
casualty with no saves of any kind allowed

Dermal Calcification: The glands
aad organs implanted into these veterans have successfully
increased their muscle growth and aggressiveness, but have
also resuted in calafication of joints and limbs.

Allunits affected by this Warlord Trait must roll an additional
D6 when making a Run move or Charge, and discard the.
highest rolled dice after rolling

Hyper-aggressive Tendencies: The implanted glands that
increase the aggressive tendencies and reactions of these

veterans have placed them in a near constant s

Rl tate of barely
All units affected by this Warlord Trait must always moye

4 directly towards the nearest enemy unit when making a
Consolidation mave, and whenever they do not make a
Shooting attack during the Shooting phase, must make a
Rutt move towards the closest visible enemy unit

EAR

TACHMENT D-99 WARG

Z:y wargear not listed here can be found in Codex: Astry
Militarum or the Warhammer 40,000 rulebook. .

Long Range Ground Scanner

This can be employed in one of two modes during play, Decide
which mode will be used before lthe game begins and once
this has been decided, it cannot be changed and must remay
the same for the rest of the game

+ Long Range Sweep: With the scanner in this mode, the D.gg
Veteran will be able to predict and counter enemy troop
redeployments during the coming battle, allowing them
to maintain the tactical edge. Any enemy units with the.
Infiltrate special rule that wish to infiltrate will be unabla to
do so on the roll of a 4+ (roll separately for each affected
unit), and must deploy normally instead. In addition, the
opposing player suffers a -1 modifier to all Reserves rolls
made while the long range ground scanne is in play and:
not Falling Back (note that this does not affect the automatic
arrival of Reserve units on Turn four). 3

Short Range Lock: The scanner locks onto an enemy units
position and targeting information is passed onto a neaiby.
Imperial Guard unit. At the beginning of each of the
controlling player's Shooting phases nominate a friendly
Impenal Guard unit chosen from this list that is within 127
Note that if the nominated unit has a vox-caster, then it
does not have to be within 12" of the scanner, but may ba
anywhere on the table. Roll a D6 On a 4+, the nominated
unit can re-roll any missed rolls To Hit in that Shooting:
phase. The nominated unit may be changed on each turn in
which this rule is used. Barrage and Ordnanice type weapans
may not benefit from the effects of a long range ground
scanner in Short Range Lock mode.

Spotter’s Magnoculars

Once per turn a model equipped with a set of spotters
magnoculars may target one enemy unit within 607 and in
line of sight instead of firing any. weapons that Shooting |

Any models in the same unit equipped with a sniper fifle may
target the selected enemy unit, regardless of the range (they
must still have line of sight to the target unit) and gain the Night
Vision rule for the remainder of the Shooting phase.




items. A vehicle equipped with flare
35 & 4+ Invulnerable save against any
Missile weapans on the Player turn

quipped with an Armoured Cockpit may ignore
Crew Shaken or Crew Stunned on a oll of 4+

int Scheme or Markings
re single use items. While the owning vehicle is
id on the board (not in Ongoing Reserves), one
unit within line of sight to the vehicle may re-roll a
Morale check Distinctive Paint Scheme or Markings
represented on the model

el equipped with a breacher charge may use it in an
assault instead of using their normal attacks or weapons. The
model makes a single attack. Place the Blast (3°) template
. anywhere in base contact with the attacking model so that it
rs the enemy The template may. not be placed so that it
. covers friendly models Roll To Hit against the majority Weapon
of the enemy (buildings, emplacements and stationary
les are hit automatically and no roll is needed). On a
‘successful hit, the template remains where it is. On a miss,
the Scatter dice and flip the template over in the direction
own if an arrow result is rolled (re-roll the Hit symbol if
ieeded until an arrow is shown)

Range Str AP
Special 8 2

Type
Melee, One Use,
Blast (3"), Wrecker

non
reacher charge

V,{rg(ken Weapons and attacks with this special rule may re-
“roll failed Armour Penetration rolls against fortifications and

s attack damages a bulkhead or wall section of terrain and
 destroys it, remove that section of terrain from play if possible.

Infra-red Targeting

Avehicle with Infra-red Targating gains the Night Vision
special rule

Hllum Flares

Avehicle with lilum Flares may drop a single flare per

turn They are fired in the same manner as Bombs (see the.
Warhammer 40,000 rulebook), placing a marker where the
flare lands after it has scattered

Leave the marker in place until the end of the turn Any !
unit targeting an enemy unit within 12* of the flare marker +=
gains the Night Vision special rule. Note that it only gains -

the benefit of Night Vision while firing at units with at least
one model within 12* of the flare marker

Lascutters

Type X
Melee, Unwieldy,
Cumbersome

Weapon Range Str AP
Lascutter = 9 2

Cumbersome: A model using a close combat weapon with this
special rule can only ever make a single attack at W5 1 in an
Assault phase, regardless of their profile or any other special
rule. Y

Tracking Beacon

Friendly units arriving by Deep Strike do not scatter as long as.
the first model is placed within 67 of a model with a tracking
beacon that was on the table at the beginning of the current
Player turn.

Auxiliary Grenade

Weapon Range Str AP
Aux. grenade launcher

(Frag) 12°
(Krak)

3 6
28 HG 4

Note that unlike thrown grenades, a unit with multiple auxi
grenade launchers may fire all of them in a single turn




Ordo Xenas /nqwsnor of proven ability, Solomon Lok ha
niess between the stars. During the Anphelion incident,
[censured factions of the Inquisition that would see him abar

Wargear

* Artificer armour.

 Refractor field

= Digital weapons

* Master-crafted
power sword

« Bolt pistol

» Krak grenades.

» Frag grenades

= Psyk-out grenades

* One servo-skull

* Psybolt ammunition

Solomon Lok is also a HQ choice for a Codex: Grey Knights army
or an Inquisitorial Detachment as described in Codex: Inquisition.

s confronted and defeai
it was nat his skillas a fighter
doned when his mission

60 POINTS

ted the most horrific of enemies that furk in the
but his connection to certain questionable
failed to produce immediate results.

A Ld Sv.
3 10 2+

e R e

Refractor Field
Provides Solomon Lok with a 5+ Invulnerable save

Retinue

Solomon Lok may be accompanied by an Inquisitorial
Henchmen Warband as described in Codex: Inquisition.
In addition to the standard options, Solomon Lok may
include Major Durra in his retinue for +35 points.

Warlord

When Solomon Lok is used as an army’s Warlord, he does-
not roll on the Warlord Traits table. Instead he gains the
following trait-

Tenacity
Solomon Lok and his retinue have the Feel No Pain speoal
rule whilst within 3% of an objective

reputation as a hord fighting and ferociouslyloyal veteran

2
‘Unit Composition Wargear

}Jnlque (replaces the senior  « Carapace armour
officer in a D-99 Command  « Shotgun
Squad) * Laspistol

* Frag grenades
* Krak grenades
* Heavy chainsword
* Refractor Field

Type
Infantry (Character)

Dedicated Transport

~* AD-99 Command Squad Special Rules

= Deep Strike.

* Preferred Enem

e y (Tyranids)

* Geno-surgical
Enhancement

MA.IOR MARKUS DURRA, COMMANDER OF DETACHMENT D-99.
(MUST BE PURCHASED AS EITHER AN UPGRADE FOR A COMMAND SQUAD, OR AS PART OF INQUISITOR SOLOMON LOK'S RETINU!

Major Markus Durta served through many gruesome battles with the Tyranids as a member of the Elysian 99 Regiment, and was the
v mw high ranking officer to suive the campaign. When the survivors were later inducted into Inquisitorial service, and volunteered.
procedures pioneered by Inquisitor-Lord Varius, he was placed in command due to his.

A Ld
3 9

Sv
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 SPECIAL DETACHMENT D-99

Primary Detachment Command
Major Markus Durra
D-99 Command Squad.

provide air support and.
transportation.

AirWing X14

22 Valkyne Assault Carriers
4 Vulture Gunships
12 Sky Talons

Primaris Section
Primaris Command
D-99 Command Squad.

D-99 Veteran Squads
3.8 Infantry Squads of
vanous configurations.

Secundus Section
. Secundus Command
0-99 Command Squad., Each
Section is led by one of the
surviving officers of the now
. defunct Elysian 9% Regiment,
"napg above the rank of Captain.
i#

D-99 Veteran Squads.
3-8 Infantry Squads of
various configurations.

Due to its limited pool of manpower, each
of the detachment’s Infantry sections
commonly re-organised the number and.
size of its Infantry squads to meet specific
battlefield challenges.

Includes a number of speciafised
configurations including Extermination,
Execution and Decimation squads.

Tertius Section
Tertius Command
D-99 Command Squad

D-99 Veteran Squads
3-8 Infantry Squads of
various configurations

Drop Sentinel Squadrons
12 Drop Sentinels

Cyclops Demolition Teams
6 Cyciops Demolition Vehickes
18 Cyclops Operators

Tarantula Sentry Guns
6 Tarantula Sentry Guns

Tauros Squadro
16 Tauros
6 Tauros

Those Sentinels operated by the
augmented Guardsmen of Detachment
D-99 were assigned to support
infantry sections as needed. They were
occasionally deployed en masse to
counter-attack Tyranid swarms — a duty
10 which the D-99 veterans took to

The detachment’s Cyclops units saw
only limited use during the Anphelion
Incident. Their use in combat. though

effective, was decided to be too
dangerous when used in the close
‘quarters of the Anphelion
lab-complexes and the defences
erected around them.

During the Anphefion incident,
detachment’s Tauros squadrans
remained 1 storage — th

operating as mfantry squads. ingt

Lok deemed that the speed of |

Touros would not be advantageol
the defensive cperations g
Beta Anphelion |

Iﬁ with much fervour.




70 POINTS

chment D-99. Those who. exhibited any weakness have long since been culled
These officers have long since earned a fanatical devotion from those vrho
ce of the worst foes to oppose Mankind.

personnel remain among the ranks of Deta
/war and only the most ferocious and adaptable remain
v them and can be counted on to hold steady in the fa

S R R e
v;s Tl e R S IR
AT 4GNS 23 1 4 1 Lot
4 4 3 3 2 4 2 o 5+
x Composition Wargear Options
+1 D-99 Captain « Flak armour + A D-99 Command squad may upgrade its Captain fo.
' 4.D-99 Veteran + Close combat weapon - Major Durra.. +35 points
3 » Lasgun (D-99 Captain has « The D-99 Captain may exchange hxs Iaspxstol and/cx close
Type. laspistol instead) combat weapon for one of the following:
D-99 Captain: Infantry « Frag grenades - Bolt pistol ey e
{Character) « Krak grenades - POWEI WeAPON 111 oo
- Plasma pistol PRGN n
Special Rules - Power fist .
* Deep Strike « The D-99 Captain may have me!ta bombs 5
8 « Preferred Enemy (Tyranids)  The D-99 Captain may have a tracking beacon
‘Dedicated Transport = Stubborn » The D-99 Captain may have a refractor field . -
A D-99 Command Squad * Geno-surgical  Any D-99 Veteran may replace their lasgun with a:
may select a Valkyrie as a Enhancement - Laspsstol
Dedicated Transport * Any D-99 Veteran may upgrade men lasgun to have an:
i - Auxiliary grenade Jauncher .. ... +5 poinits per
* One D-99 Veteran may be upgraded m carry a:
- Regimental standard - #15]
* One D-99 Veteran may be upgraded \o cam/a
- Vox-caster
* One D-99 Veteran may he upgraded xo carry a:

- Medi-pack 3 +30 point
* Replace two D-99 Velerans wuh a Ve(eran Weapon Team
armed with one of the Vo!lawmg
- Mortar. o N
- Heavy bolter ..
- Missile launcher .
* AD-99 Veteran WEapon Team armed wnh amissile |
may upgrade it to have:
- Flak mussiles. ..
* Any remaining D-99 Velerans lhal have not been
with one of the options abave may replace theirl
one of the following:
- Flamer... . 2
- Grenade launcher
- Sniper rifle. .
- Meltagun .
- Plasma qun.

- Lascutter




TROOPS

nnic Wars, the men of Detachment D-93 have ail volunteered to undergo a complex geno-surgical enhancement
¢ isa (mar inhuman increase to reflexes and hand-eye co-ordination, and a near suicidal courage. Oply their
mned_the:mpacr they have had in the war against the Tyranid menace.

Veteran Weapon Tearn

* AD-99 Veteran Squad
- mayselecta Valkyrie as a
. Dedicated Transport.

Ws
4

4
4
Wargear
* Flak armour
* Lasgun (D-99 Veteran
Sergeant has a laspistol)
¢ Close combat weapon

* Frag grenades
* Krak grenades

Special Rules

« Deep Strike

» Preferred Enemy (Tyranids)

* Stubborn

« Geno-surgical
Enhancement

Options
« The unit may include up to
- Eight additional D-99 Veterans.
o The D-99 Veteran Sergeant may exchange his laspistol
or close combat weapon for one of the followin
- Shotgun
- Bolt pistol
- Power weapon
- Plasma pistol
- Power fist g i
 Any D-99 Veteran may exchange their lasgun for a
- Shotgun F .
* One D-99 Veteran may be upgraded to carry a:
- Vox-caster. AR
* Replace two D-99 Veterans with a D-99 Veteran Weapon
Team armed with one of the following
- Mortar
- Heavy bolter
- Missile launcher. ... s
* A D-99 Veteran Weapon Team armed with a missile laune
may upgrade it to have:
- Flak missiles ... ... RN
* One D-99 Veteran that has not been upgraded with on
the options above may replace their lasgun with one of #f e
following:
- Flamer .. 3
- Grenade launcher
- Sniper riffe. -
- Meltagun
- Plasma gun.
- Lascutter . RS Gt -
* One D-99 Veteran that has not been upgraded with ¢
the options above may replace their lasgun with:
- Heavy flamer . i R




Lasgun. Accatran pattern, Mkive. Modified sniper version
with integral bipod, extended barrel with a flash suppressor,

i length and weight. This s 2 semi-automatic weapon
o Fita and an image-intensifying low-light scope:

b o
" Powercell capacity of fifty shats. This also powers the weapon’s

Laspistol, Accatran pattern, Mkl Heavy laspistol utilising Lasgun. Accatran pattern, MkIVc The same weapon as the
the sarne powercell as the lasgun. Only issued to officers and MKIV, but with an integral single shot auxiliary krak grenade
- specialists. launcher under the barrel

Grenade Launcher. Voss pattern, MkV. Automatic grenade Plasma Gun. Accatran pattern, MKIl. Includes integral bipod
launcher with a six shot revolving drum magazine. and carrying handle, which alsé incorporates the weapon’s

Ofien disliked due to the weapon’s poor accuracy: sight Two photonic hydrogen fuel cells screw in underneathi
3 the weapon

*Combat Shotgun. Accatr: del
10ading Pk alian palein. model 34; el Meltagun. Accatran pattern, MkVIl
S \weapon with an eight round internal  carrying handle and sight Re, o G
gazine. Features an extending stock and pistal grip. A ‘m[n Sl’g 't Reinforced high pressure flask
ive shots




 Missile Launcher. Accatran pattern, Mkl A
lightweight, man-portable weapon that holds a single
Kkrak or frag missile An attending loader will carry extra
missiles and refoad the weapon after each shot

Heavy Bolter. Accatran pattern, MkVd
With integral bipod for sustained

fire. Carrying handle incorporates the
‘weapon’s sight Belt fed by a foader
The weapon fires self-propelled, mass-
reactive, high-explosive, armour piercing
bolts capable of destroying light vehicles

Flamer. Accatran pattern, Mkic Promethium canisters are worn on the back instead of the large webbing
pack Fuel supply good for twelve seconds' worth of firing. Pressure gauge mounted on top of weapon

Before induction into service with the Inquisition,
Detachment D-99 was part of the Elysian 99" Regiment
and raised and equipped in the manner of these storied
units. As such they continue to fight with the traditional
weaponry of the Elysian regiments, including a variety of
Accatran pattern weaponry more suited to the mobile style

Demolition Charge. Voss pattern. A 9kg shaped charge
for the destruction of bunkers and obstacles

Mortar. Accatran pattern, MkIX. This automatic mortar
15 pre-loaded with a revolving drum magazine of five
rounds, and once set up it is activated via a short ranged
remote control unit Used for short range, indirect fire
support, the weapon's high rate of fire is moderated
by the time taken to reload it after the magazine is
empty. Carrying handles allow it to be moved by two
Guardsmen.

of warfare preferred by the fighting men of Efysia. During =
their service in the ranks of the Ordos Xenos, the various =3
Inguisitors wha have retained their services have seen fit
procure replacement weaponry of the same make, alloins
the detachment to operate at peak efficiency despite the:
logistical hardships this sometimes causes g




DEDICATED TRANSPORT

9 VALKYRIE AIRBORNE ASSAULT CARRIER 125 POINTS

& 15 swift, well armaured and highly manoeuvrable. Itis the Valkyrie that
held territory. Unlike most impenial Guard

s mainstay transport craft of the Elysian regiments, the Valkyri
ides the Elysians with their legendary ability to strike rapidly and raid deep within enemy.
its, the Elysians pilot and maintain their ovn Valkyries rather than relying on Impetial Navy support.

3 Armour
BS Front Side Rear HP
MRS b 0e 3

Wargear Options
+ Multi-laser « The Valkyrie may replace its multi-laser with a
* Two helstrike missiles - Lascannon i +10 poir
* Searchlight « The Valkyrie may exchange both its hellsmke missiles fnr
» Extra armour - Two multiple rocket pods. - +10 points
 The Valkyrie may take a pair of sponsons armed with:
¢ Special Rules - Heavy bolters
- Transport Capacity « Deep Strike
- *.The Valkyrie can carry 12 * Scout
| models, * Grav Chute Insertion

* Combat Drop

ELITES

D-99 ‘DECIMATION' SQUAD

Ofen deployed ahead of the Detachment's mai forc,these men re expert atinftration and th elmination ofspecic sy |
targets, and have proven especially adept at destroying those Tyranid creatures directing their smaller brethren.

Ws BS Ld Sv
D99 VeteranSniper 4 . 4 3 A
D-99 Veteran 4o a s sy

Unit Composition Wargear Options
* 1 D-99 Veteran Sniper = Flak armour * The unit may have up to three each of the following
1D-99 Veteran « Lasgun -D-99 Veterans . - +8 points pet
« Sniper rifle (D-99 Veteran -D-99 Snipers. +12 point
Type Sniper only) * Any D-99 Veteran may take one of the !ol
; \.lr)-’sst\/etemn Sniper > ;raz grenaies - Breacher charge
~ Infantry * Krak grenades -
-D-99 Veteran: Infantry . > \S/z:‘é::tserrné?.n DFUIES
Special Rules
« Infiltrate
* Deep Strike
* Acute Senses.
« Preferred Enemy (Tyranids)
* Stubborn
* Geno-surgical
Enhancement




Imperial Guard fi

gt according to ancient rules of organisation, the veterans of Detachment D-99 emplay

X formations devised to utilise their smoll ool of manpower to the greatest effect against the Tyranid menace.

counter to massed Tyranid assaults,

mufsmg Tyranid attack waves with a blazing wall of fire

ws
D-99 Veteran Sergeant 4
- D-99 Veteran 4

Unit Composition
* 1D-99 Veteran Sergeant
* 4 D-99 Veterans

Unit Type

* D-99 Veteran Sergeant
Infantry (Character)

* D-99 Veteran: Infantry

Special Rules

* Deep Strike

* Preferred Enemy (Tyranids)

* Stubborn

* Geno-surgical
Enhancement

* Monster Hunter

BS s
diriis
FIEN]

Wargear

* Flak armour

* Flamer

* Laspistol (D-99 Veteran
Sergeant only)

* Frag grenades

* Krak grenades.

Dedicated Transport

* A D-99 Extermination
Squad may select a Valkyrie
a5 a Dedicated Transport

squads group D-99% flame

A d sv
2 8 S5+
1 7 S+
Options.
» The unit may have up to
- Five additional D-99 Veterans
* The D-99 Veteran Sergeant may exchange his Iaspxstol or
close combat weapon for one of the (ollowmg
- Bolt pistol g
- Plasma pistol
- Power weapon
- Power fist

T
- Grenade launchers
- Heavy flamers
* Up 10 two D-99 Veterans may take a
- Breacher charge
» One D-99 Veteran may take a
- Vox-caster

.. +10 points each

+15 points per mode!

Wargear

 Flak armour

» Shotgun

« Laspistol (0-99 Veteran
Sergeant only)

« Frag grenades

» Krak grenades

Dedicated Transport
« A D-99 Executioner Squad
may select a Valkyrie as a

Dedicated Transport.

d sv
25 NS Bley
T 7y

Options
* The unit may have up to:
- Five additional D-99 Vaterans . +10 points o
# The D-99 Veteran Sergeant may exchange his [aspis
close combat weapon for one of the Iollowmg
- Bolt pistol
- Plasma pistol
- Power weapon
- Power fist
» Any D-99 Veterans may replace their shnlguns with.
the following
- Plasma gun
- Meltagun
« Cne D-99 Veteran may take a:
- Vox-caster




FAST ATTACK

75 POINTS PER MODEL

) DROP SENTINEL SQUADRON

tinel squadrons proved indispensable o Detachment D-99 during its many. battles with the Tyranids, both as a scout unit and as

foctiva counter-assault platform when large swarms of smaller Tyranid organisms were encountered. The vehicles employed by
D-99 have seen extensive and, in the eyes of the Adeptus Mechanicus, near-heretical modification to allov their pilots to
the best use of their enhanced reflexes in close encounters with the enemy

Type
Vehicle (Walker,
~Q_pen-topped)

Jedicated Transport
+ A squadron of 1-2 Drop
 Sentinels may select a
Valkyrie Sky Talon as a
Dedicated Transport

combat zones at high speed.

<C\‘ D-99 Sky Talon 4

Unit Composition
1D-99 Sky Talon

it Type
“Vehicle (Flyer, Hover)

D-99 VALKYRIE SKY TALON

BS  Front Side

Armour
BS S Front Side Rear
4 5 10 10
Wargear
« Heavy bolter
Special Rules

» Move Through Cover

* Deep Strike

* Combat Drop.

» Preferred Enemy (Tyranids)

* Geno-surgical
Enhancement.

1 A HP.
3 1 2
Options
» Any Drop Sentinel may replace its heavy bolter with a:
-~ Heavy flamer 8 oA vl Free.
- Multi-melta .. e -+15 points per model
« Any Drop Sentinel may have one of the following: E
- Searchlight it +1 point per model
- Hunter-killer missile .

. +10 points per model
 The entire squadron may have X
- Smoke launchers i
- Camo netting ..

Sky Talons see extensive use in Detachment D-99, ferrying the units’ small remaining pool of precious combat vehicles to and from

Armour
Rear HP
12 12 10 3

Wargear

* Heavy bolter

« Two hellstrike missiles
« Searchlight

* Extra Amour

Special Rules

« Deep Strike

* Sky Lift

* Vector Dancer
* Combat Drop:

Options
* The Sky Talon may replace its two hellstrike missiles with:
- Two multiple rocket pods S +10 poin

Sky Lift
A Sky Talon can begin the game carrying one
or Tauros Venator, or two Drop Sentinels. If you
sufficient Sky Talons they may carry an enti
squadron, but must remain in cohearency
transporting it. "

A vehicle carried by a Sky Talon may emba
the same manner as an Infantry unit, ¢

not move faster than Combat Speed

on a turn in which they embark or dis

s being carried when the Sky Talon  Expl
asingle penetrating fit instead of the dan
applied to passengers. o




many Elysian Ieglmgnts do, maintain several squadrons of Tauros all-terrain vehicles. Due to the conditions on.
 not deployed during combat operations,

Tauros Squadron may
elect Valkyrie Sky Talons

If this option is taken then
‘one Sky Talon per Tauros
or Tauros Venator must be

Armour

Front Side Rear
10 10
1 10

HP.
10 2
10 2

Wargear (D-99 Tauros)
* Heavy flamer
* Searchlight

Wargear (D-99

Tauros Venator)

* Twin-linked multi-laser
* Searchlight

Special Rules.

* Scout

* Galvanic Motor

* All-terrain Vehicle

« Preferred Enemy (Tyranids)

but have served the detachment well in many previous batties

Options

* Any Tauros may be upgraded to a
= Tauros Venator

« Any Tauros may replace its heavy flamer with a
- Tauros grenade launcher .

* Any Tauros Venator may replace its twin-linked multi-las
with a

= Twin-linked lascannon ..+15 points per:

 Any Tauros or Tauros Venator may have any of the (ono-qm‘)

= Two hunter-killer missiles

- Extra Armour. q
« The entire squadron may take:

- Smoke launchers 5

- Camo netting

+10 points per m
+5 points per my

+30 points per mode

+5 points per madel

+5 points per model
+10 points per model

Galvanic Motors

Whenever a Tauros or Tauros Venator suffers an
Immobilised result on the Vehicle Damage chart, it may
ignore it on a roll of 4+

All-terrain Vehicle
A Tauros or Tauros Venator may re-roll Dangerous: Terraln‘ >
tests while travelling at Combat Speed




...... 125 POINTS PER MODE(

s wim‘m cal Elysian regiments, Detachment D-99 relies on the firepower o/ ‘mobile Vulture Gunships rather than fumbering
v typical Efysian regiments, i fi r of
;  tanks, Thase’ mhrs’aﬁyn;d to the derachmenr for the Beta Anphelion IV operation were elite Inquis torial training flyers, whos

Armour
BS Front Side Rear HP
4 12 12 10 3

Options.
\:v:rg::; bolter « Any Vulture may replace its twin-| -linked multi-laser with one
» Twin-linked multi-laser of the (glfowmg
* Two hellstrike missiles - Twin-linked autocannon AR AT e
« Searchlight - Twin-linked lascannon " +15 points per model

« Extra Armour

Special Rules.
» Vector Dancer of the fallowing options:
» Deep Strike - Two hellfury missiles . g
» Strafing Run - Six hunter-killer missiles ié +40 points per |
- Six tactical bombs ; ++40 points per m¢
- Two multiple rocket pods. ... ... ..+30 points per my
 Any Vulture may replace its twin-linked mum-‘aser’an
hellstrike missiles with a-
- Twin-linked punisher gatling cannon. +50 points per
* Any Vulture Gunship may have any of the VOIkmmg
- Armoured cockpit ? +20
- Flare or chaff launcher,
- Infra-red targeting..
= llum flares




Vulture attached to the 266" Cadian Regiment This aircraft
provided close air support during the early Tyranid attacks, but was
later destroyed by swarms of winged Tyranid creatures

him to the surface of Beta Anphelion IV and
| was claimed by Inquisitor Lok to convey )
m?ﬁ lelszevsondl transport during the Anphelion incident. It was eventually destroyed by spore
O es before it could be used 10 evacuate the Inquisior prior 1o his fina fateful batile




35 POINTS PER MODEL

edafter fong years of fighting the Tyranid menace, Detach
rea guard duties and as a disposable assaul

15 w I
3 - 6 2 =

Wargear
» Twin-linked heavy bolters

Spedial Rules
+ Automated Artillery
» Fire Modes

* Deep Strike

= Combat Drop.

It force to make up for the fimited

ment D-99 maintains a small number of Tarantula gun platforms for

number of veterans remaining in the unit

A d S
ARG T

Options.
« Any Sentry Gun may exchange its twin-linked heavy bolters
for:
- Twin-linked lascannon .
» The entire unit may take
- Camo-netting

-+10 points per model

<. +10 point

Automated Artillery
-~ Unlike standard artillery, Automated Artillery does not
require crew in order to function. It is not removed from
play due to lack of crew and each gun must be destroyed
normally before it is removed from play. Automated Artillery
cannot move and cannot charge. If assaulted they do not
pile-in and cannot be locked in combat, their attackers
will hit autornatically, but must roll To Wound normally.
If a unit of Automated Artillery loses an assault nothing
happens, there are no Sweeping Advances, no Pile-ins
and no Consolidation moves The Automated Artillery
remains in place and may fire normally in future turns. If
the Automated Artillery wins an assault due to exceptional
circumstances, the enemy must take a Morale check as.
normal, although the Artillery cannot Consolidate or make a
Sweeping Advance.

Firing Modes
A Sentry Gun can fire in one of two ways and you must
decide which mode the Sentry Gun will be set in before
the start of the game. You cannot change its mode once
it has been decided, it remains in that mode for the rest of
- the game

Point Defence Mode: The Sentry Gun is set up with a fix
finng arc, usually to provide covering fire aver a partic lar
area In this mode the gun will engage enemy targets up |
36" away which are in a fixed 90° arc to its front.

Sentry Mode: [n this mode, the Sentry Gun is programmi
for close defence and may target enemy models within 1:
to which it can draw line of sight. In this mode the Senily
Gun can fire all around it.

Targeting: Which enemy unit within range is the Sentry
Gun's preferred target is determined by its armament. [f
preferred target exists in its line of sight, it will sxmply at
the nearest enemy target in range:

* A heavy bolter-equipped Sentry Gun will fire at the
enemy non-vehicle target according to its firing mode.

* Alascannon-equipped Sentry Gun will fire at the
enemy Vehicle or Monstrous Creature according tof s firin

mode (note that immobilised vehicles are still counted
viable targets, only wrecked vehicles will be: Xgmﬁdﬁ




IS
eployment during
1

i

n operators forming
carried in a Valkyrie

Type
Cydops: Infantry (Special)
D-99 Veteran Infantry .

185 POI

Wargear

* Cyclops Demolition Charge
(Cyclops only)

 Flak armour
(D-99 Veteran only)

* Lasgun (D-99 Veteran only)

Special Rules (Cyclops)
* Extremely Bulky

* Fearless

* Remote Control

Special Rules (D-99 Veteran)

* Remote Control

« Preferred Enemy (Tyranids)

* Stubborn

* Geno-surgical
Enhancements

the Anpheiion I incident, Detachment 0-99 had only a single Cyclops demolition squad rema

i 10 the section were grizzied survivors of the Tyrannic Wars and masters of explosive destruction
{haql:t" battles. Even amongst the ranks of Detachment D-99, these soldiers are considered eccentric, and disp
Iness. mm«hanxal charges.

sy
o
ety

Remote Control s
Cyclops units are deployed together, but as soar a5 the
game begmns the Cyclops Demolition Vehicles that are
part of the unit may immediately be individually detached.
from the unit and act separately and move on their own’
1o close with and attack their targets. The Cyclops cant
function more than 48* away from their operators, If ”‘es;gf
they become separated by a greater distance than this, ©
the Cyclops simply stops and can do nothing untif the
operator is back within 48" Likewise, if all operators

in the unit are killed, the Cyclops can do nothing but is

left in play (and may still suffer accidental detonation if
destroyed). If all the unit's operators are killed, the unit

itself counts as being destroyed at the end of the game

Cyclops carry no ranged weapons and cannot fight
normally in assaults, but can themselves be targeted
normally, being hit automatically in assaults. They may
however carry out Charges - this is to bring them in
range to detonate! Cyclops Demolition Vehicles and any
unit containing them can never make sweeping advance
in combat 3

Cyclops Demolition Charge
The Cyclops is in essence a mobile bomb and can be
detonated by remote control in any of the controlli
player’s Assault phases regardless of whether it is in
combat, and in any of their opponent’s Assault phases |
which the Cyclops is in combat. This detonation occurs
on Initiative step 10 of the Fight sub-phase. When the
Cyclops detonates, first centre the Large Blast (5%)
template on its model and resolve the attack as shown -
on the profile below. Then remove the Cyclops, which
automatically destroyed by its detonation e

Weapon Range Str AP
Cyclops demolition
charge &3

Accidental Detonation: If a Cyclops Demolition Vehicl
is destroyed by any means, roll 2 D6. On a result of 6
it detonates.







THE RED SCORPIONS

; o
St 57

Chapter Name:
Founding;

Red Scorpions
Unknown [evidence indicates
apre-M35 Founding] §
Chapter World/Deployment: Zaebus Minoris/Crusading
Chapter

Vigil - a battle station

orbiting the feudal world

of Zaebus Minoris [exact
location unrecorded, Ordors +»
Rift]

L

Fortress Monastery:

(
Known Descendants: None

“Camouflage is the colour of fear. I have no need to hide from .
my foes, I have no fear of death. My colours | wear openly, théy
‘proclaim louder than any words — . am proud to five, | am protd

Commander Carab Culln, 1% Company, Red Scorpions

Impromising and steadfast Chapter, the Red Scorpions
in ther five thousand year recorded histary, always
mdyto stand in the defence of the Impenum, fight
\wha endanger it and punish those who betray it
ly foyal to the Emperor in whose divinity they believe
question, they are strict adherents to the Codex
artes which they view as a holy scripture. They are stalwart
onalists among the Space Marines, staunch protectors
rium’s order and authority, and have ever been
answer the call of Imperial governors and cardinals
treachery and heresy from vithin: Their endless
or the alien and the mutant has also become famed
stars, as 1s their devotion to punty and scorn of
from the pure human form

the Red Scorpions' long and unimpeachable record of
there are still those within the Adeptus who distrust
2mon the simple grounds that their origins as 3 Chapter
a complete mystery, as does the identity of the
1o which they belong or the primogenitor Chapter
-seed has been taken A gene-seed
, other than being notable for its extreme lack of any
form of detenoration or corruption, bears no specific hallmarks
1hat would allow it to be sourced (even inconclusively) to one
of the original Space Marine Legions. Indeed, some of the
Chapter’s most notable core beliefs are founded precisely on
the punty and consistency of their gene-seed, and they will go
10 any lenigths to preserve that purity and harvest the Chapter's
due from its fallen brothers and so ensure the Red Scorpions
future To the Red Scorpions gene-seed corruption would
fundamentally weaken them or any other Chapter of the
Space Marines, and thereby weaken the fabric of the Imperium
1self — something they simply will not allow.

The Red Scorpions' fanatical belief in their own purity, and
the lengths they will go to in order to preserve it, has had
the consequence of giving the Chapter a strongly isolationist

streak when it comes to its interactions with other parts of

the Imperium on anything but a practical military level, and

as such they maintain no domains and are beholden to nane.
but their own sense of duty. As a Chapter they are extremely
xenophobic, and for no cause or in no dire need will they ever
consider serving alongside o allying with the alien, even atithe
cost of their own lives. Furthermore, they are extraordinarily
intolerant of any genetic deviation from the pure human

form, and despise abhumans, mutants or augments of any:
kind, and have often refused to fight as brothers-in-arms with -
any such ‘abomination’. The only exception they allow being
those few they deem to have been the wark of the Emperors.
own divine hand {other Adeptus Astartes and the Navigators,
for example), and even then there are limits to what they wiﬂ
readily tolerate

A Crusading Chapter, the Red Scorpians fleet is almiost
continuously on the move, travelling between war zones and.
making their forces avatlable to those who would petition
their aid, if the Chapter considers them worthy of it that s
They have fought in every corner of the Imperium over their
history and participated in many great conflicts, and are just
renowned far their role in the Conflict of Helican, the Sicge:
of Helios and the battles against the hated Bloodtide. They
have fought alone as often as they have fought along
ranks of the Imperium’s other warriors, and although 1 ﬂ
lost several times, they have always returned again from d
abyss to draw their blades once more in the Emperor's
One important example of this was the entire Chapter's
undertaking of a Crusade into the perilous Ordon Rift re
deep within the interstellar wilderness of the south-west
expanses of the Segmentum Tempestus in M3, Filled
spatial rapids, gravitic storms and other lethal phenos
exact circumstances of the Red Scorpions’ extended
into this hazardous area remain unknown, and for more
three hundred years the Chapter was out of contact withl
{mperium and thought lost




Dreadnought Armour.
" Beta Anphelion IV Investigation Force
.s@’ Squad Raum fought with distinction in the early
_missions ta purge the Anphelion lab-complexes
nl lurking Genestealer broods. During these
missions they achieved a respectable kill ratio
‘while sustairing only minimal losses Despite the
{0ss of Veteran Sergeant Raum in the early stages
oé the mission, Squad Raum continued to operate
a lynchpin of the Red Scorpians offensive and
defensive operations under the direct command
of Commander Culln, their Indomitus pattern
Jerminator armour proof against all but the most
powerful Tyranid creatures encountered on Beta
*Anphelion IV.

1. Absolo Pattern Assault Cannon

2. Ultima Pattern Storm Bolter

Veteran Sergeant Raum
Martyred in the Emperor’s name during
the defence of Lab-camplex Delta




Veteran Brother Vjalka
Martyred in the Emperor’s name during
the defence of Lab-complex Delta.

Veteran Brother Neahn
Raised to the position of Veteran Sergeant
in the wake of the Anphelion incident

Claimed the first confirmed Hive Tyrant kil
during the fighting on Beta Anphelion IV;

Veteran Brother Thain
Awarded Marksman’s honour
for his exemplary kill ratio

Veteran Brother Yanek




‘the Red Scorpions’ triumphant reappearance during the
le of the Grey Sisters against the Night Lords on Oriflame,
established that the Chapter had founded an orbital
e station named Vigil around the feral world of Zaebus
ihoris deep within the Ordon Rift as a permanent base Save
for the Chapter itself and a handful of high ranking members
Administratum, the Red Scorpions have kept the exact
lon of the Zacbus system, and the safe routes through
* the treacherous passages required to reach it, a deathly secret,
\Us ensuring their security and the safety of their recruiting
ack. Even though they have now taken a world for their
wh, the Red Scorpions have remained a Crusading Chapter,
ing Vigil and Zaebus Minoris very much as a simple base
yperations rather than the centre of a great domain, and
continued ta range across the southern and western
rium in search of the enemies of Mankind

RGANISATION
The Red Scorpions conform very closely in structure and
doctrine to the tenets of the Codex Astartes, and can ba
considered a ‘Codex’ Chapter in almost every detail, although
it has been observed that the Chapter’s chaplains and
commanders have their own particular interpretations and
emphasis on the text. The Red Scorpions’ internal structures
. are highly authoritanan and discipline and order in the ranks
~ Is absolute. It is taken that the orders of those in a superior
rank within the Chapter are to be obeyed without question
by the battle-brothers beneath them in any circumstance
on or off the battlefield. Each company captain is known
by the honorary title of ‘Commander’, with the Chapter
Master known as the ‘Lord Commander’ and, as a matter of
tradition, the Red Scorpions’ second in command is always
its Master of the Apothecarion. As an adjunct to the highly:
honoured place genetic purity holds within the Red Scorpions’
- dogma, they maintain more than

As the Codex Astartes dictates, the Red Scorpions favouir a
combined arms approach to warfare wherever possible, with .
the disparate elements of the Chapter’s make-up operating

in concert to achieve its tactical and strategic goals in any.
given conflict Highly disciplined fighters, each Red Scorpions
Space Marine is expected to master every conceivable facet of
warfare the Codex ascribes, and be available for re-assignment
1o different squad types and differing companies as soon as
the need arises. Although the Chapter relies heavily on the
Cadex for its tactical deployments and strateqy, it has shown
an ability to innovate unexpectedly when needed in the past,
A particularly notable example of this occurred during the
legendary Stege of Helios in late M38, when the Chapter’s
Techmarines spontaneously developed the Land Raider Helios,
a variant pattern that sacrifices troop capacity for the long
range firepower of the Whirlwind missile launcher The cause
for this radical step was in no small part because of a deep
reluctance to depend entirely on allied Imperial Guard assets in
battle that they believed had become corrupted Other Space:
Marine Chapters have since adopted the Land Raider Helios
their own armouries as well and the pattern’s validity has since
been ratified by Cult Mechanicus authorities on Mars. 25

Although fully capable of employing such tactics when needed
(as proved by the Angstrom Incident during the Badab Wa
the Red Scorpions are known to have a profound dislike of
covert operations In favour of meeting and defeating an
enemy in open battle, They consider this secretive kind of
warfare as well as its attendant trappings, such as the use
C and infil as

and shun them unless strictly needed As a result of thi
attitude within the Chapter, much of the Red Scorpions 10
Company, made up of Scout-equipped Neophytes, is more
often than not deployed to the main battle line rather tf

most Space Marine Chapters. These Apothecaries’ sacred
task is to maintain total vigilance over the Chapter's brethren
{or genetic or biochemical corruption and Red Scorpions
Apothecaries are commonly deployed to the front line in
combat, often being attached to tactical squads in order to
grant them every chance to harvest the precious gene-seed of
therr fallen comrades

on rec e duties, and are often tactically used to
secure fire bases in dense terrain or act as an auxiliary fe
respond to the changing tide of battle £ 38

Red Scorpions armouries are well-stocked, and they af
known to operate an extensive range of armoured vehi
and Dreadnoughts in a wide variety of patterns, and h
enviable resource of Drop Pods and Land Raiders In partis




Ige is known {or its ability to maintain (and
1(gd quantities) a variety of patterns of

hapter reaches its apotheosis in the shape of a number
of ancient and potent relic blades, known collectively as the
fears of the Scarpion’, which are carried by the Chapter's
ommanders, each weapon with its own revered story and
end. The only deficiency in wargear the Chapter shows
iny level is a dwindling supply of Terminator armour, this
ing & consequence of sustained losses over the last few
‘centuries. It1s believed that only roughly half of the Red
‘Scarpions 1% Company can now be deployed by the Chapter
- as Terminators if the situation demands it What steps the
hapter is taking to rectify this situation remains unknown

- SELECTED BATTLE HONOURS
The Berillia Massacres [498.M34 - 601.M34]
Prior to their disastrous failure during the Berillia campaigns
‘and swift descent into madness, the Shining Blades Chapter

- was one of those Chapters renowned, alongside the Red

~ Scorpions, Ultrarnarines, Umbral Titans and a few others,
with a gene-seed record of extreme purity. However the.
Shining Blades fell victim to their own pride, turning from
the Emperor’s will and beginning a traitorous Crusade to cast
down any who would claim to be their equals. Now calling
therselves the Flawless Host, they spent a century harrying
Loyalist Chapters, burning isolated outposts and decimating
smaller detachments of loyal Adeptus Astartes warriors
until they assaulted a Red Scorpions strike cruiser, the Crux
Puntatis, as it returned from campaigns in the Segmentum
Tempestus, capturing the vessef and taking the Chapter’s
dead to augment their stocks of gene-seed Then Chapter
Master Thay Kraun recalled all of the Chapter’s combat
units from their previous engagements and scoured the
area from which the Flawless Host was known to operate
Once the asteroid fortress used by the Flawless Host and
its degenerate allies was discovered, Kraun committed his
brethren en-masse to its utter destruction. In a titanic battle
that raged for six days the Red Scorpions battered the.
Flawless Host, blasting apart their defences and storming
their fortress chamber-by-chamber Chapter Master Kraun
himself led the re-taking of the Crux Puitatss, using the Blade
of the Scorpion to decapitate the Flawless Host captain who
daimed the ship in single combat. Withdrawing in the face
of the Red Scorpions’ overwhelming wrath, the Flawless Host
vowed to exact vengeance upon those who would tarnish
their glory,

The Crucible of Endikon IX [236.M40] e 5

In the early years of M40, the hive world of Endikon 1X felt

under the assault of Eldar corsair hosts, piratical raiders who:
enslaved the population and set them to systematically stp -
their world of all material wealth After nearly eighty years of
occupation and torment an Imperial force: finally arrived to.
liberate Endikon IX, spearheaded by a combined force of Sp.
Marines from the Red Scorpions and Raptors Chapters. The
battle for control of space over Endikon IX was brutal, with the
Imperial Navy taskforce sustaming heavy casualties as it drove
off the sleek Eldar craft, especally amongst the lumbering
transports that bore the liberation army’s Imperial Guard
contingent. With their manpower depleted to dangerous levels:
the Raptor's commander, Captain Kel Vamar, proposed utilising
the famed ability of his Chapter in stealth and infiltration 2
10 engage the Eldar by ambush and wear them down in a
campagn of hit and run strikes before landing the remainder <
of their support troops, The Red Scorpion’s 5% Company, under
Commander Oren Saker, refused to have any part of what he.
termed 'cowardice in the face of the enemy’ and proceeded
initiate a full drop assault without any support. The resulting
battle was successful in breaking and scattering the Eldar:

ground forces, but at a terrible price ~ of the eighty-three
Scorpions who descended to the surface of Endikon IX, only
sixteen returned. The few members of the Apothecarion which
had accompanied the 5% Company spent many days searching:
the dnifts of Eldar dead to recover all of their Chapter's fallen.
Though the campaign was eventually completed by the forces

of the Raptors Chapter, who lost but a handful of brothers in &
protracted harrying campaign to eliminate the remaining Eldar,
the Red Scorpions proudly list Endikon IX amongst their greatest
battle honours, holding those who were martyred in honest:
battle as true heroes of the Imperium

The Siege of Vraks [826.M41 & 830.M41]

The Imperial arsenal world of Vraks in the Segmentum Obscu
fell to the machinations of the heretic Cardinal Xaphan,
sparking a protracted siege of the planet by the imperium:
Over time the conflict worsened, drawing in numeraus Ch:
warbands and renegades from the Eye of Terror, as yell as
an increased Space Marine presence to combat the g
menace. Ultimately the hellish slaughter of millions paisor
world and was exploited to bring forth a full daemani

on the surface. This necessitated the direct involvement
Ordo Malleus and the Grey Knights before the siege wi

in the Imperium’s favour, although Vraks itself had been
waste. The Red Scorpions Chapter participated twice in vita
stages of the war Firstly in 826 M41, when its forc a
the curtain wall of the massive Fortress of Vraks com
allowing the 88" Krieg Siege Army to advance into.
Secondly in 830 M1, during the heavy fighting against C
Space Marines and daemonic forces in the siege’s last dram!
battle, re-capturing the fortress; Here Lord Commander Vera
Ortys personally led a strike force of four hundred battle-

holding against all comers. heretic, mutant and Daemmon:
both of these interventions, orie of the Red Scorpions wa
Veteran Sergeant Carab Cull, rose to prominence, gaie
much glory and honour for his Chapter and demenstra

the skill-at-arms and leadership that would see him el \au‘(;

command the Chapter's 1% Company.




Veteran Sergeant Haas
Red Scorpions Stemnguard, attached to 6™
Company, Beta Anphelion IV Investigation Force.
Neteran Sergeant Haas is a long serving member
‘of the Red Scorpions 1% Company, having served
= With then Sergeant Culin during the wars on the
¥ fortress world of Vraks. During the Anphelion
Incident he led one of the Chapter’s Sternguard
~  squads attached to the 6™ Company, and was
present during many of the key battles
b During the mission to rescue his old comrade
Commander Culln, he led his Sternguard into the
thick of the fighting, using volleys of plasma fire
o clear a path for the beleaguered survivors of
* | the Heart of Fury’s crash to escape.

1 Primais Il Pattern Power Swaord, received as a
mark of honour for his part in the Vraks conflict

2. Ultima Pattern Bolt Pistol

3. Standard Adeptus Astartes Issue Frag and Krak
Grenades.

4. MKIV Ultra Pattern Boltgun

5. MKV Mars Pattern Plasma gun

Veteran Sergeant Haas
Veteran of over fifty campaigns, and nearly two centuries
of service In the Red Scorpions Chapter

(R




Brother Kalz
Credited with 36 kills during
the Anphelion Expedition

Brother Zohran
Cited for merit by Major Durra during the
Defence of Laboratory Complex Delta

B SR

Brother Mawdri
Martyred in the Emperor's
name, Anphelion Expedition

Brother Ramtha
Wounded eight times during the
rescue of Commander Culln
Awarded the Encarmine Sigl
for fervour in battle




RED SCORPIONS ADDITIONAL RULES

Chapter Relics
Tears of the Scorpion: Any model with Chapter Tactics (Red
Scorpions) may upgrade a Relic Blade to one of the Tears of
the Scorpion for +10 points

i order to represent an army composed of Space Marines
" Grawn from the Red Scorpions Chapter, use the following
 special rules and Chapter Tactics. Note that as with the
Chapter Tactics included in Codex: Space Marines, the entire
!';;prgmary detachment must take the same Chapter Tactics
special rule and may only include characters with the Chapter
Tactics (Red Scorpions) special rule. Only a detachment with
the Chapter Tactics (Red Scorpions) special rule may use the
Tears of the Scorpion wargear items included here

The Tears of the Scorpion take various forms — blades, mauls
and spears, and use the profiles listed below

Weapon Range Str AP Type

Tears of the Scorpion

* Chapter Tactics (Red Scorpions) (sword) 5 +2 3 md? T~‘°-Sha:d$d.
Purity Above All: Any Tactical Squad Sergeant or Veteran Mulr lerous Strike!
Secgeant with the Chapter Tactics (Red Scorpions) special rufe  (Axe) - +2 2 elee, Twrrhand‘ed.

. -may be made a member of the Chapter’s Apathecarion and Murderous. sm}e 3
upgraded to carry a Narthecium for no additional points cost Deadly Weight?
(see Codex: Space Marines) This does not otherwise alter their  (Maul) = +3 4 Melee, Two—ha‘nded,
wargear, additional options or profile, and should always be Murderous Strike!,
appropriately represented on the model Strikedown

(Spear) - User/+2® 3/2 Melee, Two-handed,
Fortitude and Contempt: Models with the Chapter Tactics (Red Murderous Strike!,
Scorpions) special rule may re-roll all failed Pinning tests. Models Glaive?
with the Chapter Tactics (Red Scorpions) special rule may not
voluntanly Go To Ground or be equipped with camo cloaks. Murderous Strike; Attacks with this special rule can cause

Instant Death on a To Wound roll of 6. Roll any viable saves
against instant death-causing wounds separately to any other
wounds the attack inflicts

?Deadly Weight: A weapon with this special rule reduces its
wielder's Initiative by -1 when determining when he may fight

in all close combats he is involved in, but not for the purposes
of Inttiative tests.

*Glaive: This weapon has two values for Strength and AP It
uses the first value on any turn in which the wielder is counted.
as having charged into combat. In addition, the Glaive special
rule only applies on turns in which'the wielder is counted as
having charged into combat.

This Red Scorpions Mars 0 has been n
lars pattern Rhi
ey N0 has been fitted with additional armour

ntended to protect it from larger Tyranig creatures




th 3, Red Scorpions 1# Company
e Space Mannes of the Red Scorpions, Culln i
3 his Chapter through the dark o
Galaxy. During the Siege of Vraks,

Special Rules
* And They Shall
Know No Fear
* Chapter Tactics
(Red Scorpions)
* Independent Character
« Against All Odds
* Master of Battle
* Warlord

geaNey
ferminator armour
feleport homer

s known for a fega
s of the Badab Wars fought in many con

165 POINT.

<y of honour and steadfast bravery. The Space Marine wha
nficts, experiencing the many horrors

) ’ Culn led a squad of the Red Scorpions Veteran Vanguard, facing down almast
during Operation Execution Place, and by the fime of the geta Anpheli e it

fon IV incident had been promoted to lead the

A ld sy
3 10 2+

Master of Battle

Allunits with the Chapter Tactics (Red Scorpions) special
rule in the same detachment as Carab Culln may use his
Leadership value for determining the effects of all Pinning
tests and Morale checks 3

Against All Odds

Commander Culln and any squad he joins may re-roll all.
attacks made in close combat when outnumbered in an
assault. Whilst alive he also grants himself and his squad
the Counter-attack and Stubborn special rules.

Warlord

If Carab Culln s part of your army then he will always be*
the army’s Warlord, regardless of the Leadership value of
other HQ choices. He does not roll on the Warlord Traits
table, but instead receives the following unique Trait:

* Proud to Live, Proud to Die, Hard to Kill
When calculating the winners of any and all assaults
that take place within 12* of Commander Carab Cullt
the Red Scorpions player adds +1 to their score. If Caral
Culin is involved in a Challenge during that particular -
Assault phase, this bonus is increased to +2. However,
Carab Culln may never benefit from the Look Ou
special rule. A

Commander Culln is a HQ choice for a Codex: Space Mal
army or Siege Assault Vanguard army with Chapter Tactics
(Red Scorpions). Carab Culln counts as a Space Marine Gz
when determining how many Command squads you may:
Comimander Culln may not be fielded in the same armiy:
High Commander Culln (from IA9; The Badab War - Part




OUGHT-BROTHER HALAR

145 POlNﬁ

e s deeds during the fighting earned him one fast.
z er's ho fell on Endikon I, Brother Halar's heroic ighting
'o g;amqy Of/;hrelg;z‘:ﬁk::fﬁy one of the Chapter’s Dreadnoughts. Halar distinguished himself an Beta Anphelion IV, during
last stand 'ofvfammander Culln's force, fighting on despite damage to his Dreadnought suit that proved to be ;o sDevers that after
remains were recovered, the Chapter Techmannes were unable to repair. it for use by another injured veteran. His Dreadnought
agus was later interred at the Chapter's Fortress Monastery in a place of honour

Armour
Ws 8BS S Front Side Rear
& 4 6 12 12 10

SRiob A Glorious Death

. ort 3
. aoGrI\‘s)lneiﬁu?:::h If at any point Halar loses his last Hull Point, but dcesv
suffer an Explodes! result on the Vehicle Damage tabl
or is not struck by a weapon with the Destroyer
rule, he is not removed from the table. Instead he
in play until the end of his next turn, after which!
removed from play as normal. During this last turn
gains the Preferred Enemy (Everything) special
any glancing hits or penetrating hits that do not
an Explodes! result are ignored — he cannot be stu
shaken or immobilised: If struck by a Destroyer we
or if he suffers an Explodes! result during this fit

he is removed from play as normal, :

Type
 Vehicle (Walker, Character)

- Wargear
~* Power fist with inbuilt
storm bolter
* Flamestorm cannon
. Extra armour
Smoke launcher

Dreadnought-Brother Halar is an Elites choice for a o
Marines army or a Space Marine Siege Assault Vangua
with Chapter Toctics (Red Scorpions). .

VETERAN SERGEANT HAAS.

Every Chapter of Space Marines is an assemblage of peerless heroes; warriors who stand against the worst horrors in the gala itk

unflinching courage. Yet even amongst such an elite there are thase who stand above their brethren, Warriors renown &
peers. Veteran Sergeant Haas is one such warrior One of the Space Marines involved in the resctie of then Commander Cull
Teranids on Beta Anphelion IV, his relentless determination under fire earned him prasse throughout the Chapter.

(PLUS THE COST OF HIS SQUAD

. ws A ld sy
L Veteran SergeantHaas 4 o g e

i
e Unit Composition Special Rules

“§  Veteran Sergeant Ha'as 5 *AndThey Shall Always Advance )
an Unique upgrade for a Know No Fear " g L

e s

Squad + Always Advance e

o Chapter Tactics

Unit Type {Red Scorpions)

Infantry (Character) Veteran Sergeant Haas replaces the Space

Sternguard Squad chosen from Codex: Spac

the Chapter Tactics (Red Scorpions) special rule:
as shown here and cannot take any opft‘mﬁ d
may take options as normal.







Anphelion Project Campaign allows players to recreate
tor Lok's attempt to unravel the mysteries of the Beta
iphelion IV complex, defend it from the encroaching Tyranid
and decide his ultimate fate Rather than present
raight historical re-fight of the incidents described in
sitor Lok’s journal, this campaign allows players to play
a series of missions, divided into four phases, where their
sliccesses or failures may change the outcome of Lok’s mission
id maybe even enable him to escape the moon before the
conspiracy perpetrated by Inquisitor-Lord Varius claims his life

JAT YOU WILL NEED TO PLAY THE CAMPAIGN
importantly, the Anphelion Project Campaign will require
teams of players: one to represent Inquisitor Lok and
he other Imperial forces present on Beta Anphelion IV, and
~ one to represent the Tyranid swarms rapidly increasing in
.~ numbers in the hidden places of Anphelion IV The Anphelion
Project Campalan is best suited to fairly small teams, due to
“the restricted number of Cadexes from which armies may be
selected and the quick play nature of many of the scenarios
— between 1-4 players per team is ideal. If you feel that your
. gaming group has the appropnate model collections available
- and wishes to play with much larger groups, then it may be
worth modifying the number of games played per phase to
allow all of the players to become invalved fully. Note that the
teams need not be of equal numbers, but be aware that if one.
team is larger than the other then players on the larger team
will play fewer games over the course of the campaign

The Imperial team will need to have access to armies

drawn from the following Codexes: Codex: Astra Militarum

. (representing the Cadian 266" Regiment), Codex: Inquisition
{representing Lok and his retinue), Codex- Space Marines
{representing elements of the Red Scorpions 1% and 61
Companies) and the Detachment D-99 army list. The Tyranids
team will need access to armies drawn from Codex: Tyranids.

Alternative Forces
When playing the Anphelion Project Campaign, you may
wish to modify the Codexes and army lists avaiiable to
the two sides. This can allow a re-fight of the onginal
campaign but with different participants. Perhaps it is.
‘a force of Mantis Warriors and Adepta Sororitas Battle
Sisters who Investigate the Anphelion base’s silenice — ar it
could represent a completely different story, perhaps the
Tau Empire begins a secret project to isolate a group of
| newiy spawned Orks, intending to train them to fight for
the Greater Good, only for the project to backfire

long as all participants in the campaign are aware of

~ and agree wath the changes, this is perfectly acceptable

- and relatively easy to manage, but be aware that some

aspects of the scenarios and victory conditions may need
1o be modified 1o suit your new cast!

" THE ANPHELION PROJECT CAMPAIGN

Lastly, you will need access to atleast one &' x 4' gaming
table, or a suitable table or area of floor Whilst not essential,
several of the campalgn’s missions use the Forge World Zone
Mortalis scenery tiles to represent the interior of the Anphelion
Jab-complexes, although if you do not have access to any of
these tiles you can instead use photocopies of the Anphelion
{ab floor plans included in the back of this book

PLAYING THE ANPHELION PROJECT CAMPAIGN
The Anphelion Project Campaign Is played across four
phases, each representing a different stage of the doomed
planetoid’s tale. During each phase the two tearns will

play a set number of games using the Anphelion Project
missions, attempting to gain a many Commendations as
possible during these games. Once all of a phase’s games
have been played, the two teams total the number of

each type of Commendation they have received and play
through that phase’s Finale mission. The number and type:
Commendations gained during the phase will change how
the Finale mission plays, providing advantages to teams that
do well during the phase — and victory in each Finale mission.
will provide special benefits that last for the rest of the
campaign. The winner of the final game, the Finale mission.
of Phase 4, 1s the winner of the Anphelion Project Campaig

For a standard campaign, featuring 1-4 players per team, four.
games should be played per phase - this can be increased or
decreased by group consent before beginning the campaign,
but should be kept at a set number for each phase during
actual play. In all games, other than Finale missions, players
may select armies of between 1,500-2,000 peints, &s
determined by the mission being played, from one or more

the Codexes available to their team.

The four phases and their respective Finale missions are:

Phase One: Investigation — Finale Mission: Cleansing
page 136) 3
Inquisitor Lok learns the truth of the Anphelion project.
fate of its original wardens, i 5

Phase Two: Consolidation ~ Finale Mission: Practical
Xenobiology (see page 138) :

Lok must defend the mission's Adeptus Mechanicu
and preserve the base for further investigat

Phase Three: Desperation - Finale Mission: Th
(see page 140) >
Massive Tyranid attacks and internal

survival of Lok's forces.

Phase Four: Termination ~ Finale Mission:
Lok (see page 142)



es that make up the Anphelion
on each team will play a
e Anphelion Project missions The
 determine any advantages they
'S Finale mission

any of the Anphelion Project
ternal War mission from the Warhammer
)k to play, they may roll on the following
ich mission will be used

nqxéna Destroy (see page 128)

and Hold (see page 130)
ﬁséuh and Breach (see page 134)
the missions Searciw and Destroy and Take and Hold

- use of Zone Mortalis scenery tiles. If these tiles are
players can make use of the Anphelion base floor

CHARACTER CASUALTIES {(OPTIONAL RULE)

When playing campaign games, one extra exciting
element can be determining the fate of a particular spe
character between games, have they fallen never to fise_ S
4gain or will they be back with a vengeance?

If a unique named special character® is removed as a
<asualty during a campaign game (this includes falling

back off the board, etc), after the game has concluded foll
4 D6 for the character - the results of which shown here ]
apply. If you won the game, add +1 to tha roll =
“Note: This includes proxies. You can never. have more:

than one of each unique character if this rule is being

used.

D6 Result 2

1 Casualty: The character may not be used agai
in the campaign L

B

Wounded: The character must start the next

game they are used in with one Wound fewer =

than normal (to a minimum of 1)

Shaken: The character must fight the next game
they are used in with -1 Ld

Survived: The character has escaped permanent ¥
injury and may be used again freely if you wish = [
in the next game.




ENDATIONS
of the Anphelion Project missions gives the player the
Unity to accumulate Commendations  the number and
‘of Commendations that the entire team has accumulated
ach phase should be recorded from game to game, as itis
his total that will be used in the Finale mission to determine
w well they have donie in the phase. Commendations are
ried during play as described by each Commendation
lshown below). Achieving victory in a given mission will also
ward the victorious player with additional Commendations
ding on the mission played. Once any given Finale
ion is resolved, both teams’ running Commendations total
reduced to zero

The various Commendations are:
'Fesd (Tyranids team only): The Tyranids player gains one
‘Commendation wheneyer they choose not to make a
W ing Advance after winning a close combat against an
~enemy unit (this only counts when the enemy unit has models
. leftat the end of a combat that successfully flee from combat).

funt (Tyranids team only): The Tyranids player gains a Hunt

~ Commendation whenever they move a unit onto the table

using the Outflank special rule, or redeploy a unit using the
Scout special rule.

Overrun (Tyranids team only): The Tyranids player gains an
Overrun Commendation at the end of any game where at
least one Tyranids unit that is not broken 1s within the Impernal
player's deployment zone or deployment tile, or within 6* of
one of their Entry Zones in a Search and Destroy mission

Exterminate (Imperial team only): The Imperial player gains
an Exterminate Commendation whenever a Tyranids unit is

" completely destroyed by a Shooting attack made at a range of
8" or less, or as part of an Overwatch or Reaction Fire attack

Secure (Imperial team only): The Imperial player gains a
Secure Commendation if at the end of the game there are
no unbroken Tyranids units within their deployment zone or
deployment tile, or within 6" of one of their Entry Zones in a
Seaich and Destroy mission

d (Imperial team only): The Imperial player gains a
lend Commendation whenever they deploy a unit inside a
Idi qi;’r Fortification, into terrain that provides a cover save
2" of asealed bulkhead in a Zone Mortalis game

LIMITED FORCES OPTIONAL RULES

For players wishing to more closely represent the Anphelion .
incident, where both sides were supplied with only a limited
number and variety of forces, we have provided two different
sets of optional rules depending on the level of realism
desired and the amount of book keeping players are willing
to undertake

Order of Battle

In order to represent the limited pool of forces available
to the combatants, without burdening the players with an
excessive amount of extra paper vork, the following rules
have been provided:

Before beginning the campaign, but after all players have
been assigned to one team or the other, the two tearns should
collectively decide on a number of specific unit entries ~ these
will be the only available choices when constructing armies
for the campaign. This limited pool of unit choices can only
be expanded by winning Phase Finale missions, as described
in each of these missions, however failure in these crucial
missions can also reduce the number of available choices!

Each team should select from the following number of specifi
unit entries from the various Codexes and army lists available
to them in the campaign* &

HQ: 3 choices* Imperial players will always have access to
Inquisitor Lok, Commander Culln, Veteran Sergeant Haas
and Major Durra ~ but it is recommended that the Character
Casualty rules presented on page 125 are applied to these
unique characters only for the duration of the campaign.

*Note that even though Honour Guard squads and Tyrant.
Broods do not use up Force Organisation chart slats, they.
still be selected by players as one of their choices if they.
include them in campaign armies.

TROOPS: Players always have access to all Troops choices |
of the Codexes and army lists available to them.

ELITES: 3 choices. This may include Dreadnought-arﬂlhér
(if destroyed diue to the A Glorious Death special rule, h
no fonger be used in the campaign). :

FAST ATTACK: 3 choices
HEAVY SUPPORT: 3 choices

LORDS OF WAR: 1 choice




appropriate fortifications are available to
 campaign.

lay the Imperial team would have to
from among those available in Codex.
- Astra Militarum, Codex: Inquisition
list They select the Space Marine Captain,
ommand Squad and the D-99 Command
a@v{ of the campaign these will be the only HQ
t may be included in the armies they corstruct to
lign games with.

le campaign the Impenial side emerges from the
Finale mission victorious, and chooses to add another
) 10 their roster of available army list choices - in this
 adding the Ordo Xenos Inquisitor entry from Codex.
tion to their roster

unately during Phase 3 they lose the Finale mission and
1o reduce the number of HQ choices available, in this
choosing to remove the D-99 Command Squad from

ir those players wishing to replicate the Anphelion conflict
as much detail as possible, each team should produce a
single army list to represent all of the warriors jnvolved in
 fighting — however; once these are lost in combat, they
re gone for good! Obviously. this will require a fair amount.
of book keeping and it 1s therefore recommended only for
smaller campaigns or those with a dedicated organiser!

When playing the Anphelion Project Campaign in this fashion,
- both teams will need to prepare their force lists before play:
can begin. At the campaign’s start, the process is the same
for both the Imperial and Tyranids teams — as a group the

‘entire team should prepare a single army list which totals
000 peints from any of the allowed army lists or Codexes
s army list uses the standard Force Organisation chart (see
the Warhammer 40,000 rulebook), but may include as many
pmary detachments as the players like - although each must
include all Compulsory unit choices! Players may also wish to

ol for and record all of their non-Unique character’s Warlord

Traits before starting play, rather than randomly generating
them prior to playing any game where they assume the role
of Warlord

Note that each phase's Finale mission wil allow sides o g
NEW units far their force list based on thetr performance

When playing any individual game, a player simply selects $
units from this pre-buit roster to il the it sots on their 1 i
Force Organsation chart for that game, without regard 1o the
Points cost of those units (although that player s still limited
asingle primary detachment and one allied detachment un
otherwise noted in the mission being played) During the

game, all models that are removed as casualties or flee. from =
the table should be placed to one side and rolled for on the
table below once the game ends. %

Anphelion Casualties Table
When rolling on this table the following rues apply:

* Models with the Independent Character special rule roll an
extra dice on the table and discard the lowest rolled dice:
before determining the result

* Any player from the Tyranids team rolling on this table ‘ﬁf
may choose to discard any one other model removed as a
casualty (treating it as though it had rolled an automatic
result of 2) in order to re-roll the result gained for another
model - the Hive Mind does not baulk at re-processing the
weak to preserve the strong|
2D6  Result :

2:3 Casualty of War: This model has either died from its

wounds or deserted, and is permanently removed
from your team’s force list

Grievous Wounds: This model has been badly hurt,
either physically or mentally. It remains on your:
team's force list, but may not be used again until
the next phase sy

Walking Wounded: This model has suffered

but not so severe that it cannot stifl fight. it
fielded again in battles in this phase, but suffe:

-1 modifier to WS, BS and I, as well as any furthier
rolls on this table. This condition is removed

the next phase begins, at which point this n

may be used normally. 2 2\

Flesh Wounds: All hurt suffered by this madel
fleeting and it returns to action with no |
anykind. It remains on your team’s force
may be used as normal.

Vengeful: Not only does this model make. 3
recovery, but it 1s consumed with the need
claim vengeance for its injury. In the next gar
this model is used in, it gains the Hatred (pi
enemy Codex or army list).

ring the amount of book keeping required
((h‘:sn:\iemcg it is highly recommended that one pla
team be appointed to manage the force list and keep
ta date. Obviously players will also need to scl 3 lg
appropriately to ensure that units do not end up. ,gm@j‘
two battles simultaneously!




the fighting on the moon, both sides conducted assaults
fortified lab-complexes that the Imperium had established

s Whether by Red Scorpions or

Hive Guard, these battles were short and brutal, ending

efore selecting armies the players should roll off, with the
winner selecting to play as either the Attacker or Defender
d the opposing player taking the remaining role. Both
then chaose armies of up to 1,500 points using the
‘and army lists avarlable to their team and the rules
ling armies found in the Zone Mortalis expansion
page 145). Note that the players will use the Attacker
id Defender Force Organisation charts included in the Zone
talis expansion (see page 145). If players are using any of
Limited Forces optional rules then other restrictions may

- labs are best represented using Zone Mortalis scenery tiles
To prepare the battlefield both players should roll off, with
the winning player placing a Zone Mortalis tile of their choice
onto the centre of the table or playing area. The players then
alternate placing Zone Mortalis tiles until a total of sixteen
have been placed They need not form a square playing area,
but each tile must have the entirety of at least one edge in
continuous contact with another tile

- Any available Zone Mortalis bulkhead pieces should be divided
equally between the players and alternately placed onto any.
le on the table, beginning with the player who won the roll-
off placing the first tile

RS T I T R

HELION PROJECT MISSION: SEARCH AND DESTROY.

DEPLOYMENT

The Attacker should select three entry points, and once this.

is complete the Defender should select another three. Entry
points are defined as a section of the board that is bounded
on one side by the edge of the board and on all others by
either walls or bulkheads, and must be at least 12 away from
any other entry point

Once all entry points have been selected, the Defender should
deploy at least half of their total force onto the table onto any
tiles they wish, except tiles that contain one of the Attacker’s
entry points. They may choose to hold as many units as they
wish in reserve. Once the Defender has deployed, the Attacker
may place up to half of their units onto the table, but may
only deploy onta either a tile that contains one of their entry
points, or an adjacent tile as long as there are no enemy units
within 12~ of the deployed unit The remaining Attacking
units must be deployed in reserve. 5

FIRST TURN
the Initiative (see the Warhammer 40,000 rulebook).
GAME LENGTH

This mission uses the Variable Game Length rules (see the
Warhammer 40,000 rulebook). 3




me, the player who has scored the most
winner I bath players have scored ory
\ ;qérypains, then the game is a draw.

ame, each player recejves 1 Victory paint.
that has been completely destroyed
are falling back and units that are not on the
nt as destroyed for the Purposes of this mission. Also
dependent Characters and Dedicated Transports
rate units when calculating Victory point results,

ION PROJECT CAMPAIGN REWARDS
victorious player gains D3+1 bonus C of

MISSION SPECIAL RULES
Reserves, Entry Points, Commendations and Zone Mortall

Zone Mortalis

This mission uses only the following special rules from the o8

Zone Mortals supplement. Deadly Ground (including al Tules
regarding Reserves, Deep Striking and Terrain effects by Uit
type). No Barrage Weapons, Firestorm & Shrapnel, Nowhere {t
Hide, Blind Panic, Reaction Fire and Attrition

Entry Points
During this mission, all units that enter play from reserve move

o

onto the board from any point on the table edge that is within

a friendly Entry Zone. Entry Zones are also considered a player's
‘table edge’ and deployment zone for rules which target
these, such as Falling Back

Y

a
of their choosing. Both players also gain Commendations
inng play as noted in the Commendations rules presented
1 page 126

<

During this mission, players may score Commendations s
noted in the Commendations rules on page 126




! I of the lab-complexes on Beta
phelion IV. it is unsurprising that both sides sought to secure
~ the Imperial forces seeking fo claim the valuable data and
rch materials within and the Tyzanids attempting o deny
S ;l‘ Irshelter and safety from their prey.

:; E ARMIES
Bath players choose armies of up to 1,500 points, using the
@s and army lists available to their team and the rules for

glgye are using any of the Limited Forces optional rules then
Testrictions may also apply.

_The tangled, cramped passageways of the Anphelion Project
[abs are best represented using Zone Mortalis scenery tiles.
To prepare the battlefield both players should roll off, with
the winning player placing a Zone Mortalis tile of their choice
onto the centre of the table or playing area. The players

_ then alternate placing Zone Mortalis tiles until all of the
compulsory tiles have been placed as per the deployment
map below. Once all compulsory tiles have been placed, the
players continue to place tiles until a total of sixteen tiles have
been placed - the remaining tiles need not follow any placing
requirements except that each tile must have the entirety of at
least one edge in continuous contact with another tile.

Any available Zone Mortalis bulkhead pieces should be divided
equally between the players and alternately placed onto any
tile on the table, beginning with the player who won the roll-
off placing the first tile

DEPLOYMENT

Before any models are deployed, an appropriate objective
rmarker should be placed as close to the centre of the first tile
that was placed as possible. This marker should be at least 3¢
in diameter and represents this lab’s central cogitator unit or
another vital system

Once this is done, the player who lost the roli-off to place
the first tile selects one of the deployment tiles (see the
deployment map below), after which their opponent selects
one Repeat this process so that both players have selected
two deployrent tiles.

Once this is complete both players should roll off, with the
winner deploying up to half of the total number of units in
their army into either of their deployment tifes — any of that
player’s remaining units are placed into reserve. Once thisis
complete, the remaining player may deploy up 1o half of thei
total number of units into either of their own deploymem olgﬁ
with any remaining units being placed in reserve.

During this mission, a player’s Reserves may enter playfrmﬁ
any edge of a friendly deployment tile that is not muchlng
another Zone Mortalis tile

FIRST TURN

The player who deployed their forces first takes the first turn,
unless the opposing player can Seize the Initiative (see thy
Warhammer 40,000 rulebook)

GAME LENGTH
This mission uses the Variable Game Length rules (see the
Warhammer 40,000 rulebook). 3




ONS
e, the player who has scored the most
e winner If both players have scored an

HEtory points then the game is a draw

tive
‘of each Player turn, the player who has control of
ive scores 1 Victory point

ELION PROJECT CAMPAIGN REWARDS

orious player gains D3+1 bonus Commendations of a

their choice. Both players also gain Commendations

B lay as noted in the Commendations rules presented
n page 126.

MISSION SPECIAL RULES
Reserves, Commendations and Zone Mortalis,

Zone Mortalis

This mission uses only the following special rules from the

£one Mortals supplement: Deadly Ground (including all rul Sl
regarding Reserves, Deep Striking and Terrain effects by unit- B8
type), No Barrage Weapons, Firestorm & Shrapnel, Nowhere to =
Hide, Blind Panic, Reaction fire and Attrition

Commendations

During this mission, players may score Commendations as'
noted in the Commendations rules on page 126,




(PHELION PROJECT MISSION: RELENTLESS EVOLUTION.

relentless drive of the Hive Mind commanding them
tro) andmnsume, the Tyranids stalking through the
gles of Beta Anphelion IV entered a frenzy of evolutionary
vih, restilting in a glut of new Tyranid beasts capable of
mventing Imperial defences. On several occasions Swarms.
ing or flying Tyranids breached the containment
and threatened to overwhelm the defenders.

s, the exact points limit should be decided upon
armies are selected. Players may use any Codexes or

e standard Force Organisation chart. If players are using any
of the Limited Forces optional rules then other restrictions may-
apply

THE BATTLEFIELD
tiis represents the outskirts of one of the Anphelion lab-
complexes near the edge of the twisted jungles. The board or
playing area should be 6' x 4', as shown on the deployment
*map, and any terrain placed should favour reinforced buildings
and bunkers or jungle trees. Terrain should be set up using the
qguidelines in the Warhammer 40,000 rulebook

DEPLOYMENT

Once the terrain has been set up, the Imperial player deploys
their entire force into the deployment zone shown on the

- deployment map. Any units that cannot fit within the bounds
- of the deployment zone are placed into reserve

The Tyranids player does not deploy any units onto the table
during the deployment phase. Their units will enter play on
Turn 1 using either the Burrowing Assault or Wings of Death
mission special rules.

FIRST TURN

The Tyranids player takes the first turn. See the Burrowing
Assault or Wings of Death mission special rules as follows for
more details

GAME LENGTH
This mission uses the Variable Game Length rules (see the
Warhammer 40,000 rulebook)

VICTORY CONDITIONS

At the end of the game, the player who has scored the most.
Victory points is the winner. If both players have scored an
equal number of Victory points then the game is a draw.

Primary Objective
At the end of the game, each player receives 1 Victory point

for each enemy unit that has been completely destroyed.
Enemy units that are falling back and units that are not on the
table count as destroyed for the purposes of this mission. Also
note that Independent Characters and Dedicated Transports
count as separate units when calculating Victory point results,

Secondary Objectives
Slay the Warlord and First Blood.

ANPHELION PROJECT CAMPAIGN REWARDS

The victorious player gains D3+1 bonus Cornmendations of 8
type of their choosing. Both players also gain Commendations
during play as noted in the Commendations rules presented

on page 126




UItovang Assault* and Wings

2 pléprdep{oys for this mission, they must
2 Burrowing Assault or Wings of Death
that The Tyranids Player should not yse

sion, p)ayefs may score Commendations as
: Commendations rules on page 126
ult

ing of this turn the Tyranids player must place
a (these should be i

ly 5% in
-spare Large Blast markers are perfect) anywhere
ble outside of the Imperial player's deployment zone
funnel markers are then scattered 206" If they scatter
passable terrain, the Imperial player’s deployment
off of the board, then reduce the scatter distance
/the minimum possible distance to place the marker in
rterrain within the bounds of play and outside of any
nent zones.

ids player may move any of their units into play from
one of these markers during the first turn Any units that
V?ﬁp{nwve onto the table from a Tunnel marker are placed
inta reserve. Units maving on from a Tunnel marker must be
ﬂg@dmlly within the marker and then may move normally
the marker may only be used to bring on another unit if
- the first unit moves all of its models off of the Tunnel marker
funnel markers remain in play throughout the game and
‘Tyranids Reserves must move onto the table via a Tunnel
irker A Tyranids unit that ends the Movement phase wholly
in the bounds of a Tunnel marker may be removed from
‘and placed into reserve.

* Tunnel markers provide a 6+ cover save and count as difficult
teirain. if any Tyranids unit uses a Tunnel marker to enter play

While Impenal units are within 12°, then alt Imperial model
Within 12* may make a Shoating attack against the arving!
unit ~ these attacks are made 35 Snap Shots.

Wings of Death

When using this special rule, the Tyranids player should
their army s follows

* Tranid Shrke Broods, Sky-slasher Swarm Broods and
Gargoyle Broods become Troops choices.

* Tyranid Warrior Broods, Gerestealer Broods, Termagant -
Broads, Hormagaunt Broods and Ripper Swarm Broods 1+
become Elites choices

* The compulory HQ choice must be a Hive Tyrant with Wings.
(the player may take any other upgrades on the Hive Tyrant
but must retain the Wings upgrade). >

* All units with the Flying Monstrous Creature type gain xt}
Deep Strike special rule. s

* All Deep Strike rolls for scattering on Turn 1 (see rufes that!
follow) may be re-rolled if the Tyranids player so chooses, -

When deploying their army, the Tyranids player may only deploy
those units with the Jump Infantry or Flying Monstrous Creature.
types, which must deploy onto the table using the Deep Strike
special rule. When deploying sing Deep Strike, they may ot
choose to deploy within the Imperial deployment zone and if* 3
the final deployment point of any Tyranids unit, after scatlering,
1s within 12* of any Imperial unit, then all Imperial models
within 12* may make a Shooting attack against the arriving unit
~ these attacks are made as Snap Shots. S

Any Tyranids units which do not have the Jump Infantry or
Flying Monstrous Creature type must begin play In reserve. .
Tyranids units entering play from reserve may enter play_iwﬂg,.\
any table edge, but may not enter play from any paint on the-
table that is within 18" of an Imperial unit.




ing the fortified lab-complexes was a challenge faced by
sides during the course of the Anphelion campaign. Imperial
es first secured them, only (o later have them scoured clean
endless Tyranid swarms. Each assault on these war-tom
iigs was as bloody as the last, with the defenders, be they
tman or monster; giving and accepting no quarter.

 ARMIES '

h players choose armies of between 1,500-2,000 points,

xact points limit should be decided upon before armies

selected. Players may use any Codexes or army lists

Wab‘gmthelr team and the rules for selecting armies

ns Warhammer 40,000 rulebook, including the

rid (JForce Organisation chart. If players are using any of
d Forces optional rules then other restrictions may

E BATTLEFIELD
Before placing any scenery the players must roll off, with the
vaner selecting to play as either the Attacker or Defender and

- The battlefield represents the outskirts of one of the Anphelion
lab-complexes, near the edge of Anphelion IV's twisted
5 ;ungles The board or playing area should be 6' x 4 as shown

on the deployment map, and terrain placed should favour
reinforced buildings and bunkers or jungle trees. Terrain
should be set up using the guidelines from the Warhammer
40,000 rulebook

Once all terrain has been placed, both players place a single
objective marker anywhere on the table within the Defender’s
deployment zone. Each objective marker represents an entrance
into one of the Anphelion lab-complexes that must be secured,
and should be represented by a small building or piece of.
battlefield debris of at least 3° diameter. Objectives that are
also buildings are controlled by whichever side occupies that
building ~ if it is reduced to [mpassable terrain, it ceases to be
an objective and is no longer worth any Victory points

DEPLOYMENT

The Attacker deploys their entire force into the deployment
zone shown on the map below. Any units that do not fit within
the bounds of the deployment zone are placed into reserve.

Once all of the Attacker's models have been deployed, the
Defender deploys their entire army into their deployment
zone, as shown on the deployment map. Any units that.
cannot fit within the bounds of the deployment zone are
placed into reserve




"ﬁ‘r.st turn, unless the Opposing player
 (see the Warhammer 40,000 rulebook).

the Variable Game Length rules {see the
lebook).

the player who has scored the most
‘points is the winner If both players have scored an
ibar.of Victory points then the game is a draw.

end of the game, each objective is worth 3 Victory

B
5 m{y;“/;"‘

sy

Secondary Objectives 7
Slay the Warlord, First Blood a d Linebreaker

ANPHELION PROJECT CAMPAIGN REWARDS 4
The victorious player 9ains D3+1 bonus Commendations of a
type of their choice. Both players also gain Commendations
during play as noted in the Commendations rules presented
on page 126

MISSION SPECIAL RULES
Reserves and Commendations

Commendations

During this mission, players may score Commendations as
noted in the Commendations rules on page 126




yimpunity: However, if any lurking Tyranids were left in
Imperial forces would be hampered by the need to
extensive security measures and any efforts (o produce
ligence on the Tyranid menace for their Ordo Xenos overlords

this mission, the Imperial player takes the role of the
A !facke; and the Tyranids player that of the Defender Both

s and army lists available to their team and the rules

that the players will use the Attacker and Defender Force

iles then other restrictions may also apply.
Finale missions present an excellent opportunity for playing.

‘Warhammer 40,000 as they represent pivotal moments in
the campaign I order to do this in Cleansing Flame without
-~ overloading the relatively small Zone Mortalis board, either
allow each player to field a separate detachment (using the
smaller Force Organisation charts from the Zone Mortalis.
expansion) or divide control of the units that comprise the
team’s army amongst the assembled players. When using
either of the previous options, each team stll takes a single
turn, as in a game of Apocalypse, rather than each individual
" player taking a tun

THE BATTLEFIELD

Before setting up the battlefield, both players should roll

off, The winner of the roll-off will get to place the first Zone
Mortalis tile, and then alternate placement with the opposing
player until all the tiles shown in the deployment map have
been placed. When placing Zone Mortalis tiles, the players
rmust follow the layout shown, but may use any available Zone
Mortalis tile.

Any available Zone Mortalis bulkhead pieces should be divided
equally between the players and alternately placed onto any.
tile on the table, beginning with the player who won the rc|l~
off to place the first tile

Once all tiles and bulkheads have been placed, the Imperial
player should deploy three objective markers anywhere
within the Tyranids player’s deployment zone. Each objective.
marker must be placed at least 18" away from any ozher
objective marker.

DEPLOYMENT
zone. The Tyranids player may choose to keep up to half

their total number of units in reserve. The Impenial player m
then deploy a number of units determined by the Rewards of




15 0 take the first turn, see the
| special rule.

7() Game Length rules (see the

game, the player who has scored the mast
u\ewr_ny\enﬁ both players have scared an
Victory points then the game is a draw.

the game, each abjective is worth 2403 Victory
ide that controls it

MISSION SPECIAL RULES Z
Reserves, Commey
Mortalis,

ndations, Rewards of Victory and Zone

Zone Mortalis

This mission uses only the following special rules from the
Zone Mortalis supplement: Deadly Ground (including all rule
regarding Reserves, Deep Striking and Terrain effects by unit
1ype), No Barrage Weapons, Firestorm & Shrapnel, Nowhere:
Hide, Blind Panic, Reaction Fire and Attrition

Commendations

During this mission, players do not score Commendations,  #+
instead Commendations accumulated during the games that
make up the first phase are totalled for each team and gain
each side certain advantages for this mission only (see the. -
Rewards of Victory mission special rule).

Rewards of Victory
Before starting play both teams should total the number
2

that claims victory in the Cleansing Flame Finale
lay nominate a singfe friendly unit as Battle-hardened
game played for the rest of the campaign. This Battle-
unit may be any unit deployed onto the playing area
din reserve, and 1t gains one of the following special
for the duration of that mission” Adamantium Will,
inter-attack, Preferred Enemy (select one type of enemy
Tyranids, Astra Militarum or Space Marines), Monster
T or Tank Hunters.

| Using the Order of Battle optional rule, the winning side

13y select a new unit entry from any one Codex or army list
ible to that side. The losing side neither gains nor loses
s 1 any units.

g the To the Last Man optional rule, the winning side
ay add 2,000 points of models chosen from any army list
:odex available to that side. The losing side may add 750
its of models chosen from any army list or Codex available

scored in all games played as part of Pha
and compare the scores as below to see which side has qaine
an advantage =

* Exterminate vs Feed 7
Compare the Imperial Exterminate Commendations total
with the Tyranids Feed Commendations total. If the Imperial
totalis higher, they may deploy their entire army onto the
board during the deployment phase (though up ta half
of their total number of units may be optianally placed in
reserve), If the Tyranids total is higher, then the Imperial
player may only deploy a maximum of half of their total
units into their deployment zone during the deployment
phase - all ather units are placed into reserve

© Secure vs Overrun .
Compare the Imperial Secure Commendations total with th
Tyranids Overrun Commendations total. If the imperial tot
is higher, then the Imperial team may enter play and deploy
in both of the marked deployment zones. If the Tyranids
total is equal to or higher, the Imperial team may only

zones, chosen by the Imperial team

o Defend vs Hunt S
Compare the Impernial Defend Commendations total wi
the Tyranids Hunt Commendatians totel. Whichever
the highest total takes the first turn. Their opponent
not attempt to Seize the Initiative




iny and alf remaining research data gathered by the original
(of the Anphelion 1V base. Magos Biologis Arthon, the
v Lok’s forces,
to this endeavour. Were he to be Kiled, Lok would be
Jnicapable of fulfilling his task, and would become more
endable to his inscrutable Inquisition master.

- this mission the Imperial player takes the role of the
er and the Tyranids player that of the Defender. Bath
select armies of up to 2,000 points using the
and army lists available to their team and the rules
lecting armies found in the Zone Mortalis expansion.
N : that the players will use the Attacker and Defender Force
‘Organisation charts included in the Zone Mortalis expansion
page 145) If using any of the Limited Forces optional
il  then other restrictions may also apply.
te that in addition to all other units, the imperial player
will also need to represent Magos Biologis Arthon and his
unit of three technical servitors. Profiles for these models are
provided in the Mission Special Rules section, and they cost the
Imperial player zero paints and use up no slots on the Force
- Organisation chart.

‘THE BATTLEFIELD

Before setting up the battlefield, both players should roll

off. The winner of the roll-off will get to place the first Zone
Mortalss tile, and then alternate placement with the opposing
player until all the tiles shown in the deployment map have
been placed. When placing Zone Mortalis tiles, the players
must follow the layout shown, but may use any available Zone
Mortalis tile

Any available Zone Mortalis bulkhead pieces should be divided
equally between the players and alternately placed onto any
tile on the table, starting with the player who won the roll-off
placing the first tile:

Once all tiles and bulkheads have been placed, the Imperial
player should deploy a model to represent Magos Biologis
Arthon and his attendant unit of three technical servitors.

DEPLOYMENT

The Imperial player deploys first into the marked deployment
zone. They may choose to keep up to half of their total -
number of units in reserve. The Tyranids player may then
deploy a number of units determined by the Rewards of

Reserves
Entry Edge

Reserves.
Entry Edge




1o take the first turn, see the
pecial rule

gam;e, the player who has scored the most
e v nev.}l! both players have scored an
Victory points then the game is a draw

ie game, 1f Magos Arthon s still alive (even
en) the Imperial player scores 3 Victory points. If
n has been removed from play as a casualty or
irom the board, the Tyranids player scores 3 Victory

r{ oﬁledivevs‘
Warlord and First Blood

PROJECT CAMPAIGN REWARDS

h claims victory in the Practical Xenobiology:
mission gains an additional D3 bonus Commendations
type at the end of each non-Finale mission

the Order of Battle optional special rule, the winning
‘may select two new unit entries from any Codex or army
vallable to that side. The losing side may select a single new
entry from any one Codex or army list available to that side

using the To the Last Man optional rule, the winning side
add 2,000 points of models chosen from any army list
Codex available to that side. The losing side may add 750
- points of models chosen from any army list or Codex available
side

SSION SPECIAL RULES
Reserves, Commendations, Rewards of Victory, Zone Mortalis
| Magos Biologis Arthon

Zone Mortalis
This mission uses onl
Zone Mortalis suppl
tegarding Reserves,
1ype), No Barrage
Hide, Blind Panic,

ly the following special rules from the &
lement Deadly Ground (including alf ru
Deep Striking and Terrain effects by ui
Weapons, Firestorm & Shrapnel, Nowhere
Reaction Fire and Attrition A

Commendations

During this mission players do not score Commendations,
nstead Commendations. accurnulated during the gamies that
make up the second phase are totalled for each team and
9ain each side certain advantages for this mission only (see fi
Rewards of Victory mission special rule) 2

Rewards of Victory
Before beginning play, both teams should total the numberof
Commendations scored in all games played as part of Phase 2

and compare the scores as below to see which side has ganed
an advantage %

* Exterminate vs Feed ¥
Compare the Imperial Exterminate Commendation total wi
the Tyranids Feed Commendation total. If the Tyranids total’
is higher, they may deploy their entire army onto the board
during the deployment phase (though up to haif of their
total number of units may be optionally placed in reserve),
If the Imperial total is higher, then the Tyranids player may:
only deploy a maximum of half of their total units into their:
deployment zone during the deployment phase, all other:
units are placed into reserve.

Secure vs Overrun

Compare the Imperial Secure Commendation total with the
Tyranids Overrun Commendations total. If the Tyranids total
15 higher, then the Tyranids team may enter play and deploy
in all of the marked deployment zones, if the Imperial total -
is equal to or higher, the Tyranids team may only deploy.
and enter play from two of the marked deployment zanes, -
chosen by the Tyranids team. 3

Defend vs Hunt ¢
Compare the Imperial Defend Commendations total with:
the Tyranids Hunt Commendations total, Whichever side.
the highest total takes the first turn. Their opponent may. -
not attempt to Seize the Initiative.

Magos Biologis Arthon

Arthon
Senvitor

Unit Composition
* Magos Biologis Arthon
* 3 Servitors

Unit Type

« Magos Arthon: Infantry
(Character)

« Servitors Infantry

A
11082
(e

Mechanica Protectiva:
A Mechanica Protectiva
provides the bearer wit!
4+ Invulnerable save

Wargear

» Laspistol

« Close combat weapon

» Mechanica Protectiva
{Arthon only)




 battle-brothers of the Red Scorpions were an invaluable
oh to Lok’s forces, and fought in almost all the major
jements of the Anphelion incident, swiftly redeploying
ss the surface of the moon using their contingent of
hawk qunships. Given the frequency with which these
le warriors braved the Tyranid infested airspace over
jies of Bata Anphelion [V, it was perhaps inevitable
they would suffer the loss of at least one Thunderhawk,
that the fate of the warriors onboard would be a deciding
or in the outcome of Lok’s mission.

ARMIES
his mission both players may select armies of up to
points using the standard Force Organisation charts
e Codexes and army lists available to their team, The
ial player must select an allied detachment from Codex:
pace Marines, representing the stranded survivors of the
wnderhawk crash, but may select their primary detachment
‘normal. The Imperial player's pimary detachment must be
posed of more total units than the allied detachment.
If using any of the Limited Forces optional rules then other
- festrictions may also apply.

SE THREE FINALE MISSION: THE SCORPION AT BAY

. or an area of the table should be marked as difficult terrain to

6

THE BATTLEFIELD

This mission is set within the seething jungles of Beta
Anphelion 1V, a strange landscape rapidly falling under the
influence of the Tyranids’ rapacious genome, and played on
a6' x4’ playing area Terrain should be predominantly jungle
trees and other such terrain pieces, The centre of the board
should either incorporate a terrain piece to mark the crashed
remains of the Red Scorpions Thunderhawk (Forge World’s
crashed Thunderhawk Realm of Battle tile 1s perfect for this)

represent the wreck

DEPLOYMENT

The Imperial player deploys the entirety of their Space Marine
allied detachment first, into the marked deployment zone =
the remainder of their army then forms the relief force and
enters play using the Relief Force mission special rule. The:
Tyranids player may deploy a number of units decided by
the Rewards of Victory special rule into either or both of the-
marked deployment zones '

(Ds:

Relief Forc

Entry Point
13)

Relief Force
D6:

Entry Point.
4-6)




i ‘gets to take the first turn, sea the
speaal rule

gar{-{e, the player who has scored the most
the winner. If both players have scored an
qf Victory points then the game is a draw.

Objective
nd of the game, the Imperial player scores Victory.
each unit from the Space Marine allied detachment
the start of the game that remains in play at the
the game The Tyranids player receives Victory points
init from the Space Marines allied detachment that
tely destroyed. The number of Victory points scored
on the unit type and is shown in the table below:

or Dedicated Transport: 1

the Imperial side is defeated in The Scorpion at Bay, then
the imperial team may no longer select models from Codex:

ing the Order of Battle optional rule, the winning side
select a new unit entry from any one Codex or army list
‘avalable 10 that side. If the Tyranids are the losing side, then
~ thie Tyranids team loses access 1o a single unit entry currently

Using the To the Last Man optional rule, the winning side
- May add 2,000 points of models chosen from any army list
f Codex avaifable to that side: The losing side may add 750
oints of models chosen from any army list or Codex available
10 that side

MISSION SPECIAL RULES
1ves, Commendations, Rewards of Victory, Relief Force,
Night Fighting, Proud to Live, Hard to Kill!

Commendations J
During this myssion players do not score Commendations,
instead Commendations accumulated during the games thaf
make up the third phase are. totalled for each team and gain.
€ach side certain advantages for this mission only (see the
Rewards of Victory mission special rife)

Proud to Live, Hard to Kill}

All models deployed as part of the Space Marines allied
detachment by the Imperial player at the start of the game
gain the Fearless special rule until the arrval of the Relief force,
atwhich point they gain the Crusader special rule as well A

Relief Force
From the beginning of the Imperial player’s third turn, there is.
achance that the Relief force will arrive 10 assist the trapped
Space Marines, The Imperial player rolls a D6 at the start of
each of their own turns from the third turn onwards, andf.
the result 15 a 4 or higher, then the Relief force arrives. Rolk
D6 and consult the deployment map to see which edge th
Relief force enters play from. This table edge becomes theis &'
Imperial players table edge for Falling Back and Reserves ents
g
Rewards of Victory
Before beginning play, both teams should total the number of
Commendations scored in all games played as part of Phase 3+
and compare the scores as below to see which side has gained
an advantage.

* Exterminate vs Feed v
Compare the Imperial Exterminate Commendations total
with the Tyranids Feed Commendations total If the Tyranids
total is higher, they may deploy their entire army onto the:
board during the deployment phase (though up to half -
of therr total number of units may be optionally placed in
reserve). If the Imperial total s higher, then the Tyranids
player may only deploy a maximum of half of their total
units into their deployment zone during the deployment
phase - all other units are placed into reserve ¢

 Secure vs Overrun :
Compare the Imperial Secure Commendations total wit!
Tyranids Overrun Commendations total. If the Impenal t
is higher, then the Imperial player may re-roll alf angmpts 10
bring on their Relief force (see the Relief Force special rule).
If the Tyranids player's total is higher, then the Tyranids
chooses which of the two board edges the Relief force &
amves from instead of rolling randomly to decide.

Defend vs Hunt :
Compare the Imperial Defend Commendations total
the Tyranids Hunt Commendation total Whichever
the highest total takes the first turn Their opponent
not attempt to Seize the Initiative. 5




PHASE FOUR FINALE MISSION:
THE FATE OF INQUISITOR LOK

edw;m itonal records tell of Lok's death on Anphelion 1V,
by foes and abandoned by his allies, he died as any
the Emperor should, battling the enemies of Mankind

had the events of his mission on Anphelion IV differed in

\ key battles, those he trusted might not have forsaken him.
the backing of his Inquisitorial masters, eager for recovered
3,00 the Tyranid menace. and Space Marine warriors to stand

his side, the final battle on Anphelion [V might have played out

differe

\RMIES
this mission both players may select armies of up to 3,000
ints using the standard Force Organisation charts and the.
xes and army lists available to their team. If using any of
the Limited Forces optional rules then other restrictions may

This mission 1s set on the edges of one of Anphelion IV's
many lab-complexes, battered by repeated Tyranid attacks,
and played on a 6' x 4' playing area. Terrain should be a mix
of jungle trees and alien flora (these count as Twisted Copses
as described in the Warhammer 40,000 rulebook) as well as
buildings and ruins, Where possible, the jungle terrain should
be placed in and around the Tyranids team’s deployment area,
- while buildings and ruins should be in and around the Imperial
. team's deployment area

DEPLOYMENT

The Imperial player deploys their entire force into their
deployment zone. They may only place Fiyers or other models
that must begin play in reserve into reserve. The Tyranids
player may deploy a number of units determined by the
Rewards of Victory special rule into their deployment zone,
with any remaining units being placed into reserve.

FIRST TURN

To decide which player gets to take the first turn, see the
Rewards of Victory mission special rule.

GAME LENGTH

This mission continues until all Imperial units are either
destroyed, have fled the table, have been evacuated or
another circumstance stipulated by the primary objective
currently in use occurs.

VICTORY CONDITIONS.

At the end of the game, the player who has scored the most
Victory points is the winner [f both players have scoredan
equal number of Victory points then the game is a draw.

Primary Objective
One of a number of different primary objectives may be in
depending on which Finale missions have been won hy (he'
Imperial side during the campaign

ion: The vital sliccess
Lok’s mission to Anphelion IV sees (he Inquisition d»spa(dn
fast cruiser to evacuate the survivors.




Ws 1n all previous Finale
ation Primary objective is used
e is in use, the Imperial player

1 Victory poiq! for each enemy unit
\M_:en 1his primary objective is in use,
mission special rule is also used

Having failed to acquire any new data on the

aving lost the loyalty of his Space Marine alles,

remaining duty is to sell his life as dearly as possible
the Emperor.

al team was defeated in both Practical
gy and The Scarpion at Bay, then the To The Last
‘primary obiective is used. When this primary objective
Imperia! player scores D3 Victory points at the
d of each Game turn in which they still have at least one
unbroken unit on the table. The Tyranids player scores 1
point for each enemy unit completely destroyed When
primary objective is in use, the Unending Horde mission
scial rule is also used. &

addition, whenever a Tyranids unit is completely destroyed,
kplaaq back into reserve and may re-enter the playing area
the Tyranids players next turn

atall Costs: The moderate success achieved by the
lion expedition warrants an attempt to hold the lab
ty for further investigation. Lok and his remaining forces
stnow hold the main facility against an all-out Tyranid
wit or the Inquisit:on will abandon the project entirely and

the Imperial piayer has won at least two other Finale
missions but not all three, then the Hold at all Costs primary.
‘oblective is used. When this primary objective is in use, the
Impenal player must place three Objective markers in their
deployment zone. Each objective must be at feast 12° away
from any other objective and any board edge. At the end of
Play, each player scores 3 Victory points for each objective they
Gontrol.

Secondary Objectives
Sl2y the Warlord, First Blood and Marked by a Grim Fate.

Marked by a Grim Fate: If Inquisitor Lok is removed as a
Gsualty during this mission, the Tyranids player Scores an
additionsl Victory point. I at the end of the mission Lok is till
In play or has been evacuated, the Imperial team scores an
additional Victory point

ANPHELION PROJECT CAMPAIGN REWARDS
The side which claims victory in The Fate of Inquisitor Lok
Mission is the uitimate winner of the entire campaign!

MISSION SPECIAL RULES

Reserves, Commendations, Rewards of Victory, Evacuation,
Yight Fighting, Unending Horde and A Loyal Servant of the
'Mperium to the End,

Evacuation
Beginning with Turn
end of their pi

2, the Imperial player must check at (e s
Ayer turn to see if the Inquisition crujser has
. CUate the survivors prior to the Exterminatus of =

a Anphy
e 2‘; elion IV Roll a D6. The Evacuation cruiser arriv

Once the evacuation cruiser has arrived, the players should

mark the centre of the table with a counter of some kind. Any.
Imperial unit that is within 3* of this marker at the end of
an Imperial Player turn can be evacuated. An evacuated unit
1s removed from the board and plays no further partin the
game, but does not caunt as. being destroyed

Unending Horde .
Whenever 2 Tyranids unit is completely destroyed or falls back
off the table, it is placed back into reserve and may re-enter
the playing area on the Tyranids player's next turn instead of
being remaved from play A

Commendations i
During this mission players do not score Commendations,
instead Commendations accumulated during the games that
make up the fourth phase are totalled for each team and gain
each side certain advantages for this mission only (seé the
Rewards of Victory mission special rule).

A Loyal Servant of the Imperium to the End
During this mission Inquisitor Solomon Lok gains the Fearless,
Preferred Enemy (Tyranids) and Hatred (Tyranids) special rules,”

Rewards of Victory
Before beginning play both teams should total the number of
Commendations scored in all games played as part of Phase 4

an advantage:

» Exterminate vs Feed i
Compare the Imperial Exterminate Commendations total:
with the Tyranids Feed Commendations total. If the Tyranids
total is higher, they may deplay their entire army onto the
board during the deployment phase (thcugh up to half
of their total number of units may be optionally placed i
reserve). If the Imperial total is higher, then the Tyranids
player may only deploy a maximum of half of their total
units into their deployment zane during the deployment
phase — all other units are placed into reserve 5

ecure vs Overrun ;
éompare the Imperial Secure Commendauon’s total
the Tyranids Gverrun Commendations total If the Ty
total is higher, then all Tyranids models that are not eithe
Monstrous Creatures or Gargantuan Creatures gain the
Infiltrate special rule for this mission. If the Imperial to
higher, then no. Tyranids units may deploy using ghe f
or Scout special rules in this mission (they may still u:
Outflank special rule when entering play from rese

Hunt
Zg'y:::rv:me Imperial Defend Commendawma{
the Tyranids Hunt Commendations |o(§| Wi
the highest total takes the first turn Their 0peo
not attempt to Seize the Initiative

o
and compare the scores as below to see which side has gained |+




AMPAIGN APPENDIX: ZONE MORTALIS

LES FOR DEADLY CLOSE-QUARTER BATTLES IN THE XENOS HAUNTED LAB-COMPLEXES OF BETA ANPHELION IV

The iollcwmg rules expansion for
vhammef 40,000 deals with some
he most savage arenas of combat
oriceivable, the batlafields the Codex
a Imperialis refers o as ‘Zone.
rtahs ‘—the fatal ground. Such
, be they the contested decks of
|d warship, tangled mine works,
ghtless under-hives, the prison-
Its of sundered fortress citadels,
~ labyrintbine industrial sewer systems
red catacombs, all have a
luence of factors in common such
s close confinement, limited access
g ‘101 attack or escape routes, as well as.
treacherous environments, which make
lem murderous venues for warfare

ese rules offer you the chance to
~ fight desperate battles of your own on
such deadly ground and draw heavily
upon the Zone Mortalis rules that are
available from the Forge World website

Zone Mortalis battles are unashamedly
designed to be fatal and chaatic affairs,
as fighting in a collapsing hive city
under mass artillery bombardment or on
a burning star vesse! in the middie of a
battle ought to be! They're the kind of

" game where all sorts of 0dd situations
are going to be thrown up from time to
time and sudden reversals will occur, so
have fun with them — hyper-competitive

- players or those seeking complete
predictability in their games will be
better served elsewhere

Its of course no coincidence that this
Zone Mortalis expansion has been
~ prepared in concert with Forge World's
Realm of Battle Zone Mortalis Complex
lerfain in mind, which is perfect for
resenting the narrow confines and
twists and turns of the Zone Mortalis
battlefield. Of course such battles are not
 limited purely to using this terrain and
\]r\duded in this book are a set of floor
lans which can be used as a substitute
or the Zone Mortalis terrain tiles

paigp certain missions will specify
ey use the Zone Mortalis rules,
s missions players should make

use of all of the rules presented in

this appendix in order to simulate

the cramped, close quarters fighting
that took place in the Anphelion lab-
complexes In missions that specify an
Attacker or Defender, the role specific
Force Organisation charts provided in
this appendix should be used instead of
any of those found in the Warhammer
40,000 rulebook, Where Attacker and
Defender roles are not specified for a
Zone Mortalis mission, both players.
should use the Combatant Force
Organisation chart instead of any of
those found in the Warhammer 40,000
rulebook. If players are using the
phatocopied Anphelion Base floor plans.
from this book then they should treat
those games as Zone Mortalis games.

Campaign missions not designated

as Zone Mortalis missions may still
incorporate these rules by designating
a section of the playing area as an area
of Zone Mortalis terrain. In this case
that section of the table would operate
under the Zone Mortalis rules, perhaps
representing a command bunker,

or the interior of a Tyranid nest and
serving as an objective or focus for a
narrative game

FIGHTING A ZONE MORTALIS
BATTLE MISSION

The following section offers a variety
of optional rules and mission types for
playing games of Warhammer 40,000
using only Zone Mortalss terrain and
rules, conducting deadly battles and
close-quarter actions such as boarding
actions, xenos-eradications and
desperate tunnel fights

Most Zone Mortalis missions have an
Attacker and a Defender. Which player
takes which side must be decided
before play or by the mission being.
used. This may be done by mutual
agreement or by rolling off and the
winner picking which they will be.

The vanious Anphelion Project campaign
missions will specify a playing area, and
in some cases a layout for the Zone
Mortalis tiles, so remember to check
before beginning play.

Force Selection

Each force should be selected using
the following Force Organisation charts.
for Zone Mortalis battles, with one.
Detachment available.

Forces selected for fighting in a Zone
Mortalis action should be chosen from
available Codexes or army lists as
normal, with the following exceptions.

* Units may not select Dedicated.
Transport options. o

* No unit may have a starting size
greater than 15 models before being
Joined by Independent Characters.

 Vehicles, other than Walkers, may not
be chosen unless their models are no’
more than 4" wide* Flyers maynol
be chosen at all

* Monstrous Creatures needing mare
than a 60 mm round base may not be
chosen*

*Note' The terrain may still mn{meyw, i
s0 caveat emptor!

Warlords

Each Zone Mortalis force should have:
its ‘Warlord” just as per a normal game:
of Warhammer 40,000, however
Warlord Traits (see the Warhammer
40,000 rulebook) may either be
generated from the tables provided in
this appendix or the tables found in-
Warhammer 40,000 rulebook.

Players who choose to use the.
traits presented as follows shoulc
on the table appropriate to thi
in the mission, either as Attac




DEFENDER  Compulsory
o 1HQ

@ || 1 Troops

1 Fast Attack.
2 Heavy Support

Optional
1Ho
1 Troops 2 Elites
2Tioops
2 Fast Attack
1 Heayy Support

*Combatant: Neither side is the.
specified Attacker or Defender.

Defenders Warlord Traits (Anphelion Project Campaign)
D6 Result

Command Access: At the beginning of the Movement phase, a single bulkhead door in the Warlordss fine of sight may
be opened or closed. The Warlord may not be engaged in an assault when this Trait is used ;
High Alert Status: So long as the Warlord is already in play at the start of the Player turn, the Defender may add +1 to.
the result of all Reserves rolls X
Dominus Lux: When the Warlord is occupying a Zone Mortalis tile section, that entire section may be subject to the.
Night Fighting special rule if the controlling player wishes. Conversely, if the Night Fighting special rule rs»alreadyin’
play, it may be reversed in that tile only. The use of this ability is declared at the beginning of the controling player's ;
tura and lasts until they decide to end it by using this ability again
Master of all they Survey: The Warlord and their unit have the Move Through Cover special rule &
Incendium Suppression Systems: At the beginning of a Game Turn, the controlling player may declare that the entire.
Zone Mortais tile section on which it is placed s affected by the facility’s Incendium Suppression Systems. This effect
lasts for the duration of that Game Turn. All attacks made by Flame weapons, or weapons with the Blast type, red
their Strangth by -1 when targeting models on a tile affected by the Incendium Suppression Systems. e
Decontamination Procedures: At the beginning of any friendly Shooting phase, the Warlord may et;rgel _ﬂye zvm: on
the tile they are placed upon, or an adjacent tile, as long as the target zone is tomp’lt’:ﬁymund vzie, sr t;vi -,
closed doors or the board edge. All enemy models in that zone take a single hit with the following profile:

Poisoned (4+), Strikedown

Attackers Warlord Traits (Anphelion Project Campaign)
D6 Result (
Tip of : lord counts as @ scoring unt
re’?&léﬁfif::.:nnﬁyzgw who makes a Reaction Fire test when charged by the Warlord and their unit must
1wo D6 and discard the highest result S e
Master odint)rg::nce: if lheg\Narlord is in play, when a roll is made on the Catastrophic ¢

from the result
th layer m. +1 or subtract -1 from ¢ do not roll to Scatter
YElee;z::rAsm!;:SIF\/aey(:andmg\ entering play by Deep Strike, the Warioran R 2o

5 sence: The Warlord and their unit are immune o the & ects of the Blind Panic special rule 2
7 h s of th

eady p he Warl their unit are Immur :

ixth Sense; The Wzmcvd and their unit may avoid any damage eftec caused by a Catastrophic Damage fesy

5 amage as described
passing an Intiative test. If the test is failed, determine the d?ig’”‘___’_ >




RTALIS TERRAIN IN
WARHAMMER 40,000
BATTLE MISSIONS
“* Designating the Terrain
*All Zone Mortalis terrain should be
jesignated as such during the game’s
up and agreed between the players.
area of Zone Mortalis terrain
d have a clear boundary edge
it of a larger battlefield, and it
lled have clear entry points where
iits can gain access

ilkhead Doors & Alrlocks
" Chambers and corridors may be sealed
l y the use of armoured bulkhead
ors and-airlocks. Depending on the
ﬁlod,ycu’re playing, these doors
may be locked, accessible or controlled
. These doors should be represented on
~ the table and moved to show whether
they are open or closed at any given
time. A closed bulkhead door blacks
 line of sight and assaults may not be
* made through it
= Locked: A locked daor is inaccessible
except by destroying it or forcing or
overcoming the lock in some way. In
most cases only direct force wll do
{although particular missions will offer
alternatives to this). Once a bulkhead
door has been destroyed, remove it
from play.

« Accessible: An accessible door may
be either operied or closed by the
first unit that moves into contact.
with it in a particular turn, allowing
a unit to pass through it, or shut it
behind them. An accessible door
may only be used once per turn

 (either opened or closed), but may
be destroyed at any time

Controlled: In the case of a particular
door or doors being controlled by one
side in the game (as might commonly
- 'be the case where one side represents
a force defending the Zone Mortalis
area from an attacker), the side which
I controls the doors treats them as
accessible by their units, but units
belonging to other forces treat them
being locked

stroying Doors: Bulkhead doors
id airlocks are armoured and
d striictures and therefore
It 16 destroy. Unless noted
e in a scenario, all bulkhead

doars and airlocks are treated as
being Armour Value 13, and are
treated as having a single Hull Point
and so require a single glancing hit
or penetrating hit to destroy them

OTHER ZONE MORTALIS SPECIAL
RULES & TERRAIN EFFECTS

Deadly Ground
Fighting within Zone Mortalis terrain
is a dangeraus and treacherous affair,
and one in which even light vehicles
<can flounder or damage themselves,
unexpectedly crashing through buckled
deck plating, getting crushed beneati1
falling rubble, or contacting exposed
power conduits with deadly results.

The interior space of a Zone Mortalis

1s considered its own terrain type,
sections of which may be considered
difficult terrain, dangerous terrain or
both as their physical details dictate,
and specifically identifiable areas may
be classed as Area terrain where this
seems sensible (for example, a chamber
packed with industnial wreckage or a
sewer channel filled with ooze) As a
rule of thumb, cover saves given from
areas inside a Zone Mortalis should be
taken as follows—note that in some
cases these aren't as good as those in a
standard game, reflecting the hazards
of unleashing weapons fire in confined
spaces and the dangers of ricochets, etc

* Light Debris, Light Machinery, Chain-
link Fences, Grates and Grilles, Heavy
Fungal Growths, Packing Crates,
Drums, Corpse Piles, Glass Tanks (filled
with strange liquids), Barrels, Gantries
(being on raised walkways above
enemy firing models). 6+

* Ruined Wall Sections, Rubble Piles,
Heavy Machinery, Parked Vehicles,
Bulkhead Corners, Barricades,
Sandbag Walls, Trenches, Deep Water
Channels and Deep Pools of Polluted
Waste: 5+

= Fortified Structures (Pill Boxes, Bunkers
with Firing Slits, Armoured Redoubts):
4+*

*A model that Goes to Ground in this
terrain type gains +2 to their cover save
rather than +1

Only a model that can physically fit within
the space on the tabletop can move

through or into a Zone Mortalis, regardiess.
of its type. This 1s a common sense.
distinction which must be followed

‘When fighting in multi-level Zone
Mortalis areas, use the same rules for
placing blast markers and templates,
and assaulting in ruins found in the
Warhammer 40,000 rulebook.

The following forms of Battlefield Debris
(see the Warhammer 40,000 rulebook)
are appropriate for use inside Zone
Mortalis terrain (but may only be placed
50 they fit in a particular section or :
chamber): g

» Ammunition Durp, Comms Relay,
Fuel Reserve, Gun Emplacement and
Shield Generators.

No Barrage Weapons

Barrage weapons cannot be used to fire
indirectly within, into or out of Zone
Mortalis areas at all, only direct fire can
be used. The only exceptions to this are
Mole weapons and Eldar D-cannon.

Terrain Effects by Unit Types ¥ 4
In addition, the following effects apply.
by unit type: ¢

 Bikes, Jetbikes, Artillery, Cavalry and-
Walkers treat all difficult terrain they.
encounter within a Zone Mortalis as
dangerous terrain as well. Should
any of these use a turbo boost, they:
must take a Dangerous Terrain test
regardless of the ground they cover.
This overrides any normal rules they:
possess to the contrary. '

All models classed as Jump Infantry
or Flying Monstrous Creatures which
mave more than 6* in the Movement
phase must take a Dangerous Terrain
test every time they do so.

* Flyers may not enter a Zone Mortalis
(except if using Hover Made, as
they are then classed as Skimmel

= All other vehicles, including
treat a Zone Mortali ]

terrain and dangerous ter

its entirety: St

Infantry, Monstrous Creatu
Beasts treat a Zone Mortalls as
would any ather battlefield,

where specific areas of difficult



ine of sight. In addition,
‘to claim or contest them, an

ous Objective rules should
‘be considered optional in Zone
alis missions.
es and Deep Striking
he rules for Reserves, Scouts.and
3 ﬁ,l\lmars'remam unchanged (unless
\enwise stated by a specific mission
description), but entrance and exit
points are still the only way these units
can enter the Zone Mortalls.

ble to teleport or materialise
e Warp may use the Deep
trike special rules

it that Deep Strikes into a
bulkhead or wall section suffers a Deep
trike mishap and subtracts -1 to the
 rolled on the Deep Strike Mishap
~ this makes deep striking into a
Zone Mortalis a dangerous proposition!

Firestorm & Shrapnel

The confined spaces of the Zone

Mortalis can prove to be death traps
- tothe unwary and certain types of

Weapons have their effectiveness

increased by the environment, while

Sihers become more unpredictable

Wezpons with blast markers and

templates gain he Shred special rule

insie the confines of a Zone Mortalis,
Teflecting the lethal effect of explosives,
flarming kquid and shrapnel in confined
4€35.In the case of a weapon with a Blast
O Template type that already possesses

1he Shied speciaf rule, when used in the
<0nfines of a Zone Mortalis these weapons
Have ther Strength increased by +1

Addnicnaily, if 3 Scatter rol| takes a blast
markers centre point Into contact with
2 bulkhead wall, it detonates on contact
with the wall- Resolve the weapons
effect from this SPOL The portion of the

b Tosses and lies beyond thy
fine of the wall s lost t s

Nowhere to Hide

Units that break and flee from combat
Wwithin the confines of a Zone Mortalis
are far more likely than in most games
of Warhammer 40,000 to be trapped

In areas where their avenues of retreat
are entirely cut off, and due to the
confusion of corridors and passageways
that may surround them, falling back
may be a particularly deadly affair

In Zone Mortalis terrain the victorious
side in an assault may re-roll their
Sweeping Advance result if they wish

Contrary to the usual rules for falling
back, immediately on failing a Morale
check, a unit’s first Fall Back move is
directly away from the enerny, and
subsequent moves are towards the
nearest exit unblocked by the presence
of enemy models. If a unit is trapped
by enemy models while falling back.
and cannot escape, then itis
immediately destroyed.

Blind Panic

If, while falling back, a unit moves
through (i.e,, within 1* of) another
of the player’s own units, the unit
moved through must take an
immediate Morale check or Fall Back
themselves. Fearless units are not
subject to this effect.

Reaction Fire

The confined spaces of a Zone Mortalis
make for deadly, close range fire-fights,
where a split second reaction may be
enough to gun down an enemy rushing
out from the darkness before death
strikes you down. In order to represent
this, this special rule allows units being
assaulted a chance to fire their ranged
weapons when they are assaulted

with a superior chance of hitting the
foe than normal Ovenwatch fire would
allow—if they're fast enough!

Only units not already engaged in

close combat and not Falling Back may
attermpt Reaction Fire:

* Only Pistol, Assault and Rapid fi
Weapons may be used for Reacti
Fire attacks Heavy weapons miay -
only be used for Reaction Fire af
f the model carrying them has the
Relentless special rule. Note that othe
weapons in the squad may stil mai
normal Overwatch snap fire attemps
if they are eligible, alongside the rest
of the unit's Reaction Fire
Blast weapons may not be used to
make Reaction Fire attacks. -
Template weapons may be used in +*
Reaction Fire attacks. If the Reaction
Fire roll s successful (see below),
rather than placing the template, D3
hits are inflicted upon the charging
unit by each Template weapon fired
by the unit 45
A unit may only make a single.
Reaction Fire attack against the
first unit they are assaulted by in -
any given turn e
A Reaction Fire attack is made after
a charge is declared, but before
charging models have moved.

Casualties resulting from Reaction Fire

may cause an assault to fail.

Making a Reaction Fire Attack

A Reaction Fire attack is carried out
exactly fike an Overwatch attack except
that the unit in question must first roll
equal to or under its majority Initiative
value on a D6. If successful, it may fire
its weapons at the assaulting enemy:
with their full Ballistic Skill. If the test

is unsuccessful, the unit may still make:
a normal Overwatch attack (i, snap
shots at BS 1) instead.

A unit may not use the Counter»a&(a;l)?« Bl

special rule if it has used Reaction Fire.

ADDITIONAL OPTIONAL
SPECIAL RULES.
The following are a number of opti
special rules for use in your games
Zone Mortalis. The use of any or
these opticnal Zone Mortalis sp
rules should be agreed on beforg

Attrition. e
This is a special rule which reflects
the bloody nature of a Zone Morta b
canflict and affects the conditions of
victory Whenever a mission resqk‘ s |
any reason a draw, then the
suffered the least number of de
units is considered the victor.

‘?)




e
Jc Damage - Buried Alivel
of the p battle G
in a buifding in a war zone is the
brnging the roof dawn on yourself
ing buried alive or crushed under

ic Damage Table - Buried Alivel
Result Effect
2-5 stable: No effect

6-7 Look Out!: The players roll off and the winner may place a single
Large Blast (57) template anywhere on the table to represent a sudden
deadfall Roll for scatter just as for an indirect fire weapon. Any model
caught under the template suffers a Str 5 AP 4 hit Units with an
Armour value are struck on their Rear armour.

ftects are represented in the
g by the Catastrophic Damage —
Alive! table. When this special
15 in effect, in every turn after the
it each player should roll a D6 at the
ning of the turn, Add the scores.
ther and apply the results on the

8-9 Dust Fall: Clouds of dust are shaken loose and fill the area with a
choking, blinding fog. For this turn only all models have their Ballistic
Skill and Initiative reduced by -1 (to a minimum of 1)

10 Tremor: The ground shakes dangerously and shivers and. heaves a
cracks rip open ceilings and walls unleash debris upon those né:
them. All clear terrain counts as difficult terramn for this turn onl

lote that this special rule brings a

- hugely unpredictable (and enjoyably "

Cave-in: The players roll off and the winner may place D3 Large Blast
. dangerous) element to your games, and

{5") templates anywhere on the table to represent a cave-in. Rolf for
scatter just as for an indirect fire barrage. Any model caught under

"~ Enemy Unknown

" While the Night Fighting rules as
presented in the Warhammer 40,000
rulebook represent fighting in levels
of low visibility over distance, this can
be nothing compared to the abyssal
darkness of fighting deep underground
or within the tortuous confines of
a space hulk, where even the finest
augunes and sensors may prove utterly

_ + useless. The confusion of this kind of

fighting can be represented by using
counters on the table to represent
units outside visual range of the enemy
rather than models, as the enemy’s true
disposition and strength will remain
unknown until your forces are face-to-
face in battle

The use of this optional special rule

ind co-operation between the players,
it can make for some very nerve-
‘wracking and exciting games. Each side
requires a set of numbered counters (or
lips) sufficient for the number of units
ithasinits force. Each number must
-~ correspond 10 a particular unit within
their force, which must be noted down
before the game begins. It is these
aunters that are deployed rather than
units on the table.

garme progresses, the 'blip’
\ters are moved in place of units
ey move within line of sight
\y unit or the unit engages
ting or close combat attacks.

a template suffers a Str 5 AP 4 hit and must take a Barrage Pinnin
check. Units with an Armour value are struck on their Rear armou

12+ Quakel: Every model on the table must pass a Strength test or
be removed as a casualty. Models without a Strength value are
automatically destroyed (buried under tonnes of rubble or earth).
Independent Characters may re-roll this test if it is failed If a 12+ is.
rolled again, treat this as having no effect.

At this time the unit is revealed and

the note showing the number and its
corresponding unit is shown to the
opposing player The counter is then
replaced with the corresponding unit,
which is deployed in coherency with its
centre where the counter was when
revealed. If on subsequent turns a unit
that has revealed itself passes out of

Iine of sight of the opposing force's
models, it is once more replaced with its
corresponding numbered counter (and its
up to the enemy to remember what it was:
until it becomes wisible again)!

Independent characters which join units
do not have a ‘blip’ counter of their own.
while they are with a unit, but this fact
must always be noted down to avoid.
confusion o chicanery!

Cold Void & Poisoned Air

This special rule can also be used to
represent fighting in a Zone Mortalis filled
with poisonous gas, choking industrial
fumes or extreme heat, as well as the.
effects of fighting in a depressurised area
of aspace vessel during a boarding action.

When this special rule is in effect, lhe
following apply:

* All weapons and attacks with a
Strength of 4 or higher gain the -
Rending special rule, unless their
target has Hardened Armour or
Hardened Armour, hasan Arme

Inthe
case of attacks against mixed units,
apply these rending wounds to the
more vulnerable targets first.

the Blast special rule.
pinning if they didn't al




ZONE MORTALIS STRATAGEMS

OPTIONAL RULE FOR ZONE MORTALIS MISSIONS

Zone Mortalis stratagems is an optional
jle that allows unique and unusual
tactics, terrain and equipment to play

partin your Zone Mortalis games. It
- allows you to replicate the conditions
o fighting in the shattered towers,
‘sewers and bunker networks of a
Batlle-ravaged city or the dark winding
- confines of a space station under siege
‘2n enemy force

The use of such stratagems 15 neither
cempulsory nor, strictly speaking,

- needed, but they can add new
imensions and a few nasty surprises
19your games. They also represent a
9reat excuse to indulge your madelling
Prowess and make some special terrain
Pieces and purpose-built Zone Mortalis
€onversions, Wherever possible
¥ou should endeavour to represent
Stratagems suitably on the gaming
table, and make absolutely sure your
Pponent knows what they are, as this
5 only far

As veell as therp being different
:f'a(!sg‘ems 10 select, some are only
a:; (_ab.e to an Attacker or Defender
< sic s 3 result, stratagems should
Y be chosen after which player is

taking which role has been decided,
but before the forces are deployed or
the mission goal has been assigned
YYou may even want to sort out who
is going to be the Attacker and who
is the Defender well in advance of the
game if you can, 50 you know what
models to bring!

There are many possible stratagems,
and only a handful are listed here
You can find different stratagems in:
both the Planetstrike and Cities of
Death Warhammer 40,000 expansion
books intended for use in those games
which you may wish to modify and
use where appropriate in your Zone
Mortalis assault games, and of course
you can make up your own as well by
mutual agreement

Unless specified in their description,
each stratagem may only be taken
once per force.

stratagem Points
Some stratagems are simply more
erful than others or just more
Useful in general; this is reflected by
4 cost in Stratagem points. Stratagerm
points are also handy for keeping a

powe

check on the use of stratagems and
making sure they don't get out of
hand in the game In a Zone Mortalis
mission it is recommended that each
side has an allowance of 1 Stratagem
point, plus an extra 1 Stratagem paint
for every full 500 points of their force™

would have 3 Stratagem point:
spend, etc).

Declaring the use of Stratagems.
Players should declare the use of thel
stratagems when indicated i their,
description In most cases this will be
readily apparent anyway such as in
the case of extra units or special
terrain, but if for any reason bo

have a stratagem whose effects
occur at the same time, they

rall off o determine which one:
effect first e

Special Terrain ;
Some stratagems provide unique.
terrain pieces with game effects I
s the case then these shold bej
by the controlling player after
deployment zones have been dec
on, but before any models: ur_!,ﬁg
are deployed. 7




ce has gained access to the
uits. and service tunnels in this area
ne Mortalis, providing them
th s!gnmcant advantage ~ just so

int their arrival scatters as normal

Breacher Charges [Gear] [1 SP]

. Choose two infantry models other

.. than an Independent Character. These.
models are now each equipped with
asingle breacher charge, a combat
explosive device designed for breaking
into bunkers and blasting apart
bulkheads,

Rules for breacher charges can be found
on page 97.

The Breacher Charges stratagem may
be taken multiple times.

" Flanking Counter-assault [Tactic] [2 SP]
The player has sent a portion of their
forces off in an attempt to outflank

* the enemy in the hopes of cutting
*them off, enabling them to be isolated

1ominate (by writing it down) a single
unit thatis to be held in reserve to be
‘their flanking force. When this unit
Dbecomes available to enter play normally
via the Reserves rule, it may use their
opponent’s deployment zone table edge
10 do 5o if they wish

Lascutter [Gear] [1 SP]
Shown On Model

in an Independent Character, and
Is not already equipped with this
nbought as a unit upgrade, This
gl,is now equipped with a lascutter,
erful industrial tool that can be

GENERAL STRATAGEM
Spearhead Sentry Gun [Terrain] [2 SP]
Deployed With Spearhead Forces

ws
Sentry Gun -

Unit Type
o Artillery (60mm base)

Wargear
= Searchlight

Both attacking Zone Mortalis forces and defenders often deploy automated
weapons system to provide them with fire support, usually covering a vital area
or important access chamber. This weapon is a light artillery mount equivalent.
to an Impernial Tarantula, heavy gun servitor or defence platform. It may not
move once deployed, but may freely engage enemy targets in the Shooting
phase with a 360 degree arc of fire, so choose its location wisely! It has no crew:
but is self-targeting and so is in the control of the controlling player. The Sentry .
Gun may make an Overwatch snap shot if assaulted

Sv.

Wargear
» Choose one of the following
weapons
- Twin-linked heavy bolter
- Twin-linked heavy flamer
- Twin-linked assault cannon

used for cutting through armoured
bulkheads or as a makeshift but
devastating close-quarter weapon:

Rules for lascutters can be found on:
page 97

The Lascutter stratagem may be taken
multiple times

ATTACKER'S STRATAGEMS
The following stratagems are available
1o the Attacker only:

Sustained Assault [Tactic] [3 SP}

The forces of the attacker greatly:
outnumber those of the defender,
allowing them to press on heedless

of casualties with reinforcements close
athand

Before the game, the Attacker may
choose a single infantry unit taken

as a Troops choice for their army and
secretly marks it down Should that unit
be wiped out or Fall Back, the Attacker
may reveal this stratagem and remove
the unit from play (if still present):

and return it at full strength to their
Reserves. This may only be done once

Interdiction Assault [Terrain] [2 SP]
Declared When Pla

Either through the use of advanced
phase-field generators to render the.
surrounding terrain temporarily out of
sync with reality, or the rather more
brute force approach of blasting out
intervening ferrocrete and earth with
seismic charges, the attacker makes a
major breach in either the ceiling, floor
or walls from which they have troops
poised to make a storm assault. s

During the Attacker's first turn they may.
place a Blast (3*) template anywhere
the board that is not either touchi
enemy model, impassable terrain or an
objective. This then scatters D6* (with:
the Hit symbol indicating the breach
bang on target). I this scatters off the
table or into impassable terrain, smply.
move nasdnseasposslhleawaym
the terrain or board edge. Thi




a single model with the followin
player’s spearhead forces. Whe

my, it works i the same way but inste:
inctive Behaviour (Hunt) special rule a

Codex: Tyranids.

g profile which is deployed

N used as part of a Codex

ad of the Fearless special rule
nd exchanges the flamer for 3

To W A 1d sy
T i R

Wargear

= Flamer/flamespurt

* Searchlight

* Close combat weapon

Special Rules

¢ Fearless/Instinctive Behaviour (Hunt)
* Move Through Cover

* Scout

e following stratagems are available
: Defender only:

les [Terrain] [1 SP]
| When Placed
fender has had enough time to
d of their attackers and meet
N prepared ground, utilising
- bairicades and other barriers as
. Protected positions and killing zones
& 3

efender has three 4* wide

Baffiers or barricades they can place
enywhere on the board after their
deployment area has been decided,
But before any models are deployed
These barriers provide a 4+ cover save
for any model firing from behind them
and count as difficult terrain for any
Model trying to cross them

The Barricades stratagem may be taken
Muitiple times

Defensive Strongpoint [Terrain] (3 SP]
Declared When Placed

After deployment areas are worked out
but before any models are deployed, the
Defender may nominate one enclosed
or semi-enclosed area of terrain to be
their defensive strongpoint (alternatively.
a new piece of terrain such as a small
pill box or square of Aegis Line may be:
added to the set-up to represent the
stronghold). A small model should also
be placed within this area to represent
the stronghold’s power generator.

Defending troops within the strongpoint
benefit from a 4+ cover save and, in
addition, while the stronghold's power
generator s intact (this may be targeted
separately as. previously stated), models
within the strongpoint may re-roll failed
shooting attacks. which roll a 1 To Hit,
and the Defending side gets +1toall
Reserves rolis.

Traps [Terrain] [2 SP]

Declared When Placed

The defender has been able to send
area with anti-personnel mines,
bombs, rad-fields and hidden dead|
making it a potential death-trap for
attacking forces,

The Traps stratagem may be taken
multiple times

The Defending player Qainssix Trap
markers (you can use models ona
20 mm hase, poker chips or any other
convenient counters to represent these)
These may be placed by them anywhere
on the board after the deployment

areas have been decided, but before.

any models are deployed: o

Any model mouing within 2° of the
centre point of one of these markers
during the game has a chance of settit
off a trap, In the case of squads, move
the whole squad before seeing if the
trap goes off. If this happens, roll 4 D&
and apply the following effect.

Result
No effect R
Remove the marker from play:

Not this time
Nothing happens, but the
marker rematns where it s

Boom! Place the Large Blast
(57) template centred on

the centre point of the Tr
marker. All models caught

the blast sufferaStr4 ARS
hit. Models with an Armiour
value (AV) are hit on their
Rear armour The Trap mar

is then removed from play.




ANPHELION BASE FLOOR PLANS

The following pages provide players with an alternative to using Zone Mortalis tiles for some of the missions presented in this
book. To use these, photocopy them and enlarge from Ad to A3 (141%), cut them out and mount on cardboard
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ROOM ALPHA

© Games Workshop Ltd 2014. Permission granted to photocopy for personal use anly.




ROOM BETA

© Games Workshop Ltd 2014 Permission granted 10 photocopy for personal use only.




ROOM GAMMA

hop Ltd 2014, Permission granted to photocopy for personal use only.
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ROOM DELTA

© Games Workshop Ltd 2014. Permission granted to photocopy for personal use only.




ROOM EPSILON

© Games Wrkshop Ltd 2014, Permission granted to photocopy for personal use only
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CORRIDORS

CROSSROADS

EXTERIOR DOORS
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STORAGE ROOM HALF

© Games Workshop Lid 2014, Permission granted to photocopy for personal use only:
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‘ The Horus HeresyBook On 6,
dealing with war and battle i

o
o THE Hmﬁmﬂ Imperium of Mankind v was tort

This huok Tavishly illustrated in full c’oloim
Lon the Impenum it
of the Space s 0!
the Battle of Isstvan lil, Also detarled aré the histories of thie faur Legions WHo took
parti the Sons of Horus, Emperors Children, World Eaters and Death Gard, and
Coan campalgn system that allow ," p'ayuut the conflict on

* Isstvan lif
4

h e e N T, Wy N Ve W

- This. i:ﬁok élso wntalﬁs a ;6mpléle Spéce Marine Legion Crusade Army list as
Ies for the anavchs of the four Legions, supey heavy vehicles

Warhammer 40,000 game am! requlres oniythe mmanvnema 000 ruletook
use ifs contents.




BOOK Two - Massacrs

Heresy Book Two - Masacre is a stpplement for,
or 40,000 dealing with war and battia in
when the fledgling Imperium of Man|

hiy iustrated in full colour, contains: extensive
the dark deeds leading up to'the tembleiiaugh‘ ' tha
jsstvan V Dropsite Massacre

ailed are the histories of four anhetegl Who'took
Hands, Salamanders, Night Lords and Word Bearers, ant an extensive

gn system that allows you to-play ot theiconflict on (sstvan V' in
wur own exciting tabletop battles Py

This book also contains additional entries for the Space Maine Legt
sade Army st presented in The Horus Heresy Book One = Betra)
well as game rules for the Primarchs of the fourinewly described Leglons‘

super-heavy vehicles and special characters featured'in the. story.

The Horus Heresy Book Two = Massacre s an expanslon for the. Wamammei
00 game and requires the Warhammer 40,000 tilebook as well as
he Horus Heresy Book One — Betrayal to Use ifs contents

BOOK THREE EXTERMINATION

n.

& Horus Heresy Book Tiree = Extermination s a/supplement for

W mvhamme( 40,000 dealing w;th war and battle in 1he dark age of the.
(115 Heresy, Detailed are the histories of four Legions: the Raven Guard, e
nWarriors, Alphallegion and Imperial Fists, It completesithe story.of the HOoRUS. [f;nsﬂ
Jropsite Massacte as well a5 two other battles eripting at the start of thE ¥ Q0K THRE

war the lavasion of Paramar-and the Battle of Phall; and: also features an
‘exténsive campaign system that allows you to play, 6utd number of the

confiicts describad in your own exatingitabletop, ha!lles

This ook presents a complete army:Jist for. the Mechanicum, the. I‘{:sghma}am
Omnissiah, including rulés for.a range of their fearsome new Batt e'akso'mal
and mighty and arcane war machines. It also features addmunal entries for
he Space Manine Legion Crusade Army list presented in 7he Horus. He:ﬁ;
Book One - Betrayal, from game tules fan the Primarchs of the ‘0'“"" e
described Legions 1o super-heavy v spﬂqi‘ ;haraners paty!

the book’s stories. i
e
The Horus Heresy Book Three = Extelmr ation| exparxswﬂ fort : )
Warhammer 49{00 a arhamm&r 40,000 rulebook / /
and The Horus Heresy Boo 3 <
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Umperial Armour Volume One - Second Edition, Imperial Guard is a book dedicated
& {o the fighting vehicles of the Impertal Guard, the steel-clad behemoths that rumble
- and clank their way across the bat Ids of the far future, unleashing fire and shell

“Guard armoured vehicles are displayed in exhaustive detail, including profiles and

“ules for over fifty tanks, support vehicles, artillery pieces and super-heavy vehicles,
= alongside extensive background material on these war machines, their munitions

. and manufacture.

In addition to this wealth of information, Imperial Armour Volume One - Second.
Edition also includes a full army list that allows you fo field the sledgehammer

of Impenal military might: the Armoured Battle Groups of the Imperial Guard
Alongside this are a selection of appendices presenting detailed information on a
vanety. of topics, from the technical specifications of the ammunition used by the
forces of the Imperial Guard, to rules for a number of famous Imperial Guard tank
commanders and heroes of the Imperium

VOLUME ONE

IMPERIA

IMPERIAL ARMOUR ~VOLUME TWO

WAR MACHINES OF THE ADEPTUS ASTARTES
- SECOND EDITION

This book provides you with rules to use the. )arge range. afForge N

Lt Fic LB i Marine afmaured vehicles ande ile;

voLum
WAL MACH\N

LS ASTARTES maudedmhmamp fdesan e ug

of the mxgh(y Lant Raider fo, mgh 3

ialc

\ Edition présents BxtEns
Space Magines of the &

SECOND EbiTic

L GUARD




"THE TAROS CAMPAIGN - SECOND EDITION REE
e plaret Taros secrely fals under the sway of the rising Tau Ermare, s mineral
ate dverted from the Impertus hungry Forge Worlds to feed the factories f the
mperium’s fesponse is brutal and direct. the fullforce of the Emperor's armes is
against the Tau Cadres on Taros. The bitter war that followed was to involve WO
Space harines, and Impial Guard from the famed Elysian and Tallarn regiments voLume THREE
i end. This record chonices tht war ~ from s nception 1o 15 ire congiss THE Tfé%g ’cK'ﬁ,‘”pA,GN
our Volume Three - Second Edition. The Taros Campaign is the definitive
ot Using Forde Worldss extensive range of Tau Empire armoured vehicles and
your games of Warhammer 40,000 6 Editon. Included within are the profiies
af Forae World's Tau Empire units and characters, from the humble Heavy Gun
and imposing Manta including those units that were deployed after the
i Tatos: This book allows you to wnleash the full might of the Tau Empire
2vho threaten ifs rise to power

st 311427

gy to field Imperial Guard Elysian Drop Traop armies, as well as rules for
Tallarn regiments in games of Warhammer 40,000 6% Edition:

THE FALL OF ORPHEUS
ches of Uiegalikyan ancient horrarWakes On the ede of the
mer‘mm mmpesms‘ e Of hnps Sector has stood 884 bubwark against the uter
for millenniey m
% Y

bogh 15 a NEw:
o an’i,«m is for the Mr\o\auws(hap(er of
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' IMPERIAL ARMOUR — APOCALYPSE

NEW RULES FOR WARHAMMER 40,000 AND
WARHAMMER 40,000: APOCALYPSE

Imperial Armour: Apocalypse is the ultimate reference for using Forge World's
extensive range of tanks, aircraft, fortifications and gargantuan creatures in
cataclysmic games of Warhammer 40,000: Apocalypse

Contained within this tome are over 75 updated unit profiles, ready to be added
to armies for both Warhammer 40,000 and Warhammer 40,000: Apocalypse,
as well as 16 Warhammer 40,000: Apocalypse Formatians, and additional rules
and options for the immense Tyranid Hierophant Bio-titan. From the hideously
warped Chaos Reaver and Warhound Titans and the sprawling precincts of(he
Necron City of the Dead, to the lightning-fast Eldar Hornet, this book contains

vital additions to the arsenal of every major faction embroiled in the eternalwiar
for control of the galaxy.

i - Also included s an entire new War Zone for use with the Warhammer 40,000
2 1 e S S rules —Wat Zone, Vraks. Charting the course of the bloody wars that followed:
IR SR NSRRI 11 apostate Cardinal Xaphan's conquest of the Impérial fortress world of

this War Zone includes three full Apocalypse missions, as well as characts
profiles and Finest Hours for the war's key participants, and Strategic Assets.
Unnatural Disasters unique to the Vraks conflict,

 IMPERIAL ARMOUR — AERONAUTICA + +

ADDITIONAL RULES FOR FLYERS IN WARHAMMER 40,000" s
AND WARHAMMER 40,000: APOCALYPSE

This book provides you with everything you reed 16 us
and anti-aircraft models in your games of Warhamr
|34 Flyers and 13 vehicles, from the legendary
Ok Flakk Trukk, as well as comp!
Marine Storm Eagle Assault Gun

e Forge World's range of

fér
mer 40,000, Included are profiles fo
Thunderhiawk Gunship'to the ramsha

lete rules for two brand riew flying vehicles: 3
ship and the Imperial Navy Avenger | ‘¢

~ In addition to the vehicle data sheets, this book also provides you with:
| and special rules unique to the terrifying airbarrie war engiries o the 4 1wfilen
¥ ingluding rules for using all of these vehicles in massive Warhammer 40,000
Apocalypse garmes . :

Alongside these there 1s also a new campaign, the Scourqln

. A g of Kerrack, wh

| Provides six newy missions designed specifically to incorporate aerial combat :I:{‘o ¥
Warharnmer 40,000 and Warhammer 40,000 Apocalypse battles 5

RULES FOR WaR
ANDWARHARMER 30
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IMPERIAL ARMOUR

VOLUME FOUR - THE ANPHELION/ PROJECT
SECOND EDITION

When Ordo X isitorSolomon Lok receil derstols { theloss of icati

from a moon in the Anphelmn system, he begins a journey into darkness, horror and (reachery Supported
hySpace Marines of the Red 'Scorpions Chapter, Elysian Drop Troops of special detachment D-99 and Cadian
Guardsmen of the 266% Regiment, Lok is soon fighting for his life amidst the fog-enshrouded eerie landscape:

For what was once caged within Beta Anphelion 1V's Inquisitorial research facility has escaped; and is now

stalking its human prey amongst the moon’s ammonia-swamps, and along the corridors of Anphelion base

itself ~ hordes of ferocious Tyranids driven to kill and consume all by the pervading inflience of the Hive

Mind. Beset on all sides by this deadly foe, Lok must retrieve the base’s classified data no matter the costand
escape the moon before being overrun and destroyed:

But even as Inquisitor Lok fights for his very survival, his would:be saviours are conspiring against him...

Imperial Armour Volume 4 — Second Edition contains full details for the entire range of Forge World's

Tyranid ‘models, allowing you to use them in games of Warhammer 40,000: The Anphelion Project also

includes ive background i ion on the array of ities spawned by the Hive

Mind!in its war to consume the Imperium, making itan essential resource for players seeking to unleash the
true horror of the Tyranid menace upon their foes.

Alsoincluded is a full record of the Anphelion incident, from/nquisitor Lok’s discovery of the true nature of

the research being carried out on'Beta'Anphelion 1V, to the actions of his treacherous allies conspiring to

hring about his untimely end. Alongside thisis a campaign which allows players to make their.own attempt

to survive the dangers (mmd within the Inqui: nna[ research facility, as well'as a full army list for the

spedialing D-99 and frules for the Red Scorpions Chapter, enabling players
to field these veteran warriors in the defence of Beta Anphelion V.

TYRANIDS UNITS
Dimachaeron
Hierophant Bio-titan
Scythed Hierodule
Barbed Hierodule
Harridan
Malanthrope Brood
Meiotic Spore Brood
‘Stone Crusher Carnifex'Brood

FORCES OFTHE IMPERIUM
Ordo Xenos Inguisitor Solomon Lok
Red Scorpions Commander Carah Culln
Red Scorpions Veteran Sergeant Haas

Product code 60040187032
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