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one and all and welcome 1o imperial Armour Volume 8, the
‘War Part One

This book is about Humanity's greatest warriors; the Space Marines,
and what happens when the urthinkable Gecurs and the Imperium's
most powertul defenders turn against each cther in bioodshed and
war. Itieaalmyel!nﬂcurandlmunry.eomhlndgmodmll
sees whole put 1o the sword and

honoured histories stretching back millennia snuffed outina mmlr\d
of blood, It fs & story about the nature of the Imperium itself and the
price it pays to maintain order and hoid back the darkness. It is also
the tale of the ambition, hubrls and eventually the madness of ona
man: Lugft Huron, the self-styled Tyrant of Badab.

Quite apart from tha story it contains, this book (and its sequel) is
unashamediy all about Space Marinas on & number of levels, and
hopefully it should serve as a fantastic hobby resource for gamers,
collctors and painters alike. As such ! contains 2 pethora of

~ number of Space Marine Chapters, quite a few of which are nol the

ones you will find in most sources on the Imperium’s grealest warriors,
and as such variety and scops of
style within the Adeptus Astartes.

Coming hot on the heels of our last Imperial Armour book, the Badab
War project gave us a chance to create an exciting way to support and
axpand our existing range of Space Marine models. It was also a great
opportunity to do something we hadn't really done before and delve
deep into the rich back-story of the Warhammer 40,000 universe,

INTRO
DARK STARS, ANCIENT HISTORY A

case, it seemed strangely
& Badab War for Imperial
&nd a privilege IU's been

in the telling, and with 50
stice 1o this dark tale of
that what started off
sibly we have decided to
This first volume contains
eak and rapid escalation,
he Badab Sector itsell, revealing
‘much of the hidden causes. pehind the war along the way.
1 was very keen that gamers could also ‘play’ th Badab War, and so
youlll also find later in the bock a specially designed campaign system
enabling you to play out the war 10 bitier end in your awn gripping
battles. To add 1o the flavour of things, there's a range of special
Gharactrs, missions and a whole amy list for the Tyrant's Legion
as wall, not to mention spacial rules to play brutal boarding action
games In deep space. But f you don't find your favourite Space Marine
Chapter from the Badab War within these covers, fear not as they wil
be featured in Part Twa, along with a host of other contant and the
bloody conclusion to the saga of the Maslstrom Zone's disastrous
civil war.

Lastly a few quick thank yous; first and foremost 1o the Forga World
t6am for their unflagging excellence (and for putting up with me writing
too much), Mat Ward, Adam Troke and olhers for their assistance
wilh the devils in the detail, Rick for starting the bal rolling, and my
invaluable campaign play-testers for fighting some 120,000 paints+

shine a light into dark places, and really expl jously only
hinted at and mentioned in shadowed references.

For me personally this has also bean a fantastic project to work on as
Space Marines in their myriad forms have always been the foundation
of my connection to Warhammer 40,000, and i's been greal to explore
them in even greater detail than ever before, I'm alsa old encugh to
remember with some fondness Whito Dwarf 101 during the early days
of Rogue Trader (when | was a lad). It was here that Rick Priestiey
wirote a scant few hundred words of neverthalass highly evocative text
appended to a doubla page spread of what was then a host of brand
new Space Marine Chapters, — and so tha Badab War was first born.
Slip forward a fair few years and the Tyrant's rebellion resurfacad
‘again for me and | ended up helping to write and run the Dark Stars
Badab War Campaign weekend at Warhammer World (and if you were.
there you may remembar ing at the

This book is nat & stand-alona supplement. Reference is made 10
other Warhammer 40,000 publications and you may find it helphu!
fo have read these before reading this book. To use the matarial
in this book in games of Warhammer 40,000, you will need the
Warhammer 40,000 nilebook, the Space Marine Codex (and the
Biood Angels Codex for the Lamenters), aiso, the imperial Guard
Codex, Warhammer 40,000 Apocalypse, Planet Strike, Citios of

worth of 40,000 in order 1o make sure things worked!
h hings; red war await you within,

I hope you enjoy it

Alan Bligh

July 2010

Doath supplomants wil be uselul in getting the most out of this book

From Forge Worlds' range Impenial Amour Apocalypse | and il and

prawmmmﬂodmﬂbsusw Having these books wil assist in
and enviching the @

For updatas on this book and other Imperial Ammour boaks, visit our
website at www.forgeworid.co.uk.
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Ut{lil:anm Inquis — Prioris Maxima

Warning: Clearance: Umbra-/Amaranth-/Omega.

++++Transmitted: Conclave of Khorazin
++++Received: <<static blackout>>
++++Destination: <<static blackout>>

a++Temporal Reference/Send: [5 077-sidereal] 5137933.M41
++++Telepathic Duct: Locus Tempestus/Khorazin Terminus

++++8idereal/Ref/Ordinator: 7

T-0/y56-234/Astropath Vexil

++++Transcriptor: Autosavant Penitent -55D//Syrus — [(liquidated after use]

Thought for the Day: “Death Shall Hold Dominion and Bilence Fall; Consider.”

‘War. If there is a single defining truth
of the dark and terrible age in which
we live, it is war, red and bloody.

The ceaseless battle hetween Mankind and
the alien, between the divine truth of the God
-Emperor and the falsehoods of 'Chaos, between
brother and brother, between light and dark, life
and death — war is all. This treatise concerns but
one war among many, but a war whose nature
and secrets render it quite exeeptional. Tt was
a conflict that rose up to plunge a score of star
systems into savage strife. A war which tarned
entire armies of the Imperium’s most powerful
warriors against each other and in doing so swept
millions to their deaths in its turbulence. T write of
course of one of the most insidious and dangerous
internecine conflicts to wrack our beloved

“ Imperium in many cent\lrieq; the Badal War.

Buch was the treachery of, Lugft Huron. the
infamos Tyrant of Badab, and such was

the carnage wrought among the stars of the
Maelstrom Zone that it rocked the faith and order
of untold worlds never touched directly by its
violence, and cansed loyal subjects to look upon
their protectors and fear. Such were the dire
sins and hidden truths that lay behind the war,
that a pall of secrecy and lies descended about
the conflict even as it was fought, and rightly
s0, For the Badab War, its true nature and the
questions it raises about the very psyche of the
Imperium's greatest weapons of war; the Space
Marine Chapters of the Adeptus Astartes, are
both shoeking and fundamentally dangerous,

The deeper facts of the war I therefore
congider to be a moral threat to all a!m
and citizens of the Imperium exw

most high and measured Ievelf’

my wholehearted recommen
distribution oLthﬁ mﬁjgs,

é-/!/ \

only the most esteemed among our sacred
Ordos. Better for humanity the simple tale of
‘heroes-and monsters, treachery and courage
that is left to the official record, such as it is.

Better the lie/

‘The treatise complied here then endeavours.to
be as accurate a general préois and briefing of
the real events of the Badal War as possible. It
is enlled from the archives of the Holy Ordos
and from such sources as extant documentation,
mimetic-cerebral recovery and eyewitness
accounts that have so far survived the twenty
standard years since the fall of the Tyrant. It

is also (based in some cases) on evidence that
has been purposely hidden from the Ediet of
‘Obliteration enacted on the official war récord.
It will detail also the great schism that led up to
the war, and the important worlds; locations and
battles that made up the course of the conflict,
Of greatest import, in its appendix, it will also
detail those Space Marine Chapters involved
in the Badalb War, their unique character and
those warriors within them whose role became
prominent in the war, be they hero or monster.

This then is the true and secret
history of the Badal War,

Compiled under my.

Inquisitor-Ordinate

Ordo Hereticns



The world-shattering conflict of the Badab War would
not spring into being over night, but would have its roots
sunk deep into the past. Its origins were to be found
both in the hearts and histories of those who kindled

its flame, and in no small part in the nature of the place
where it occurred; the Maelstrom Zone. The seeds of
the war were sown as far back as a thousand years

before the oulbreak of armed conflict between the Space

Marine Chapters, when an age-old threat to the stability
and order of the Imperium once more raised its head,

The Predations of the Maelstrom

Circa 720.M40-580.M41

Throughout the later fortieth and early forty-first
millenniums, the Imperium suffered an upsurge in
attacks by malignant forces originating from within the
Maelstrom, a massive and ancient stellar/Warp vortex
near the galactic core. These assaults ravaged and
marred hundreds of planets and star systems in the
vicinity, slaughtered hundreds of thousands and preyed
heavily upon the Imperial shipping transporting vital
resources drawn from the dense star-clusters nearby.

The corrosive effects of these attacks grew increasingly
sevare and included the loss of the border worlds of the
Hybraxis Nebula to an Ork Waaagh! in the late 700s of
M40, and the overruning of the vital mining colonies of
Larsa and Kyro by Chaos-worshipping mutant hordes
during the opening years of M41. In particular, Imperial
control over the far-flung but economically important
frontier region known as the Maelstrom Zone began

to slip dangerously. This in and of itself threatened

to massively undermine the military production
capacily of nearby, more settled Imperial sectors and
threatened to ultimately collapse the Imperium's porous
borders in the region, and thereby bring relatively
secure worlds under direct threat of assault.

The “Maelstrom Adjacent Autonomous Imperial Resource
Extraction Zone Grid 004-357" o give it its full and
ponderaus Admini i lion (simply
and more commonly known as the Maelstrom Zone), was.
and remains a vast sweep of wilderness space located
galactio west/soutt of the itself
using the standard form. This vast span of vaid space
dwarfs many Imperial sectors in size, containing over a

Mantis Wanri
PicT-Carture Un
DEerence o Cyanys




thousand observed star systems and in truth was never
more than a cartographical and administrative division,
and not by any means a truly coherent realm. While the
JMaelstrom Zone contained several major Imperial worlds
and colonies, no central or even ephemeral control by
the Imperium was maintained over the zone entirely,

nor could it be, so sparsely explored, dangerous and far
flung was the area. The Maelstrom Zone was in effect
outside the borders of the Imperium proper and had
been since first spanned during the Great Crusade. Set
between the dense stellar masses of the trailing Galactic
arm and the deadly turbulence of the Maelstrom itself,
much of the zone is dark void; starless gulfs amid which
clusters of celestial bodies are unevenly and sparsely
scattered. The whale region is plagued by deadly and
unpredictable phenomena such as ionic reefs, null
zones and nomadic singularities, while the baleful
influence of the Maelstrom as it quixotically waxes and
wanes lends equal hazard and unpredictability to any
attempts to traverse the Warp in the region; a factor
that is perhaps more than any other responsible for the
fact that the Maelstrom Zone has remained resolutely
untamed over the millennia. Given the local conditions
it is perhaps unsurprising that there are relatively few
inhabitable worlds within the area, with the percentage
of star systems with viable biospheres far less than in
more settled regions.

Historically this has meant that such life-sustaining
worlds, where they are found, have always been
impertant and passession of them has often been
bitterly contested because they allow ready access
to the wealth of the Maelstrom Zone, — and wealth
there is in abundance. The worlds of the zone, often
ariginally rogues and exiles from the Galactic Core
expelled in ages past by effects both natural and
unnatural, are a fountainhead of many rare minerals,
isotopes and crystalline deposits all but unknown
further from the Galactic Centre, and seldom so
accessible. It is this wealth that has drawn Mankind to
the Zone time and again despite its manifold hazards
and difficulties, and indeed there is ready evidence
of humanity's presence in the region as far back as
the Dark Age of Technology. The Maelstrom Zone
has also drawn humanity's enemies as well in their
countless number and diverse loathsome forms.

Slowly, during the thirty-eighth and thirty-ninth millennia,
several important Imperial outposts within the Maelstrom
Zone rose to prominence as flickering beacons of
influence and strength within the region. This handful

of vital worlds formed the links in a distant chain that
allowed the resources of the Maelstrom Zone to flow
from its hazardous depths into the coffers of more
established sectors beyond the stellar arm. The three
most important links in this chain were the star systems
of Cygnax, Sagan and Badab, each an island of Imperial
civilisation in this anarchic sea. It was this path of
commerce that came increasingly under threat as the
situation in the Maelstrom bacame ever more volatile.

BATTLEFLEET MAELSTROM

ADI

Macoc Ci.ushl\ !

| TrE MuLL Bastion |

THE mAELSTROmM

Seconp onvy fo THE GReat storm oF THE Eve

or Tenpon, tHE MarLstrom is a vast Warp
Storm/Sratiar VORrTEX THAT SCARS BOTH THE
PHYSIGAL UNIVERSE AND THE FABRIC OF THE KTHER
pevono. 1T Is A DaRrg, Twisting LiGuT In THE
WaRP, ANID A FELL BEACON FORTHOSE THAT wouLD
FIND SOLACE I HELL, A PLACE WHERE OVR VIIVERSE
AND THE BEYOND InTERPENETRATE EACH OTHER ANID
It is rRIGHTENINGLY EASY TO SLIP FROM REALITY TO
vaRpaLity anD BACK acaln. It Is saLvation For.
THE DANMNED AND A SHIFTING Sk OF STORMS TO
TROVBLE THE RIGHTEOVS.

LOCATED NEARTHE DENSE STELLAR HIASSES OF THE
GaLactic CORE In A NEAR LINEAR PATH BETWEEN
THE core anp Hory Tenpa, THE Marrstrom
COVER3 Al AREA MAIY HUNDREDS OF LIGHT YEARS
ACROSS, ATID 115 PRESENGE IN SPAGE is MARKED

BY A vast, SLOWLY TURNING GYRE COMPRISED OF
HEBULAE, DUST AND sTELLAR mATERIAL In wHicH
covntLess STARS AND WORLDS HAVE LONIG BEEN
Lost. ALTHOVGH TURBVLENT AND UNPREDICTABLE
ENOVGH TO MAKE ANY TRVE CHART WORTHLESS ALID
ANY HOPES OF CONQVERING OREVEN PATROLLY




It an InsvRmovnTABLE TASK, 1T REmalns
consiDERABLY WORE STABLE THAN mOst OTHER.
Warp sTORmS O RECORD, AND EVIDENCE
Inplcates that It Has BEEn In EXISTENCE SINCE
BEFORE THE EVOLUTION OF man. Becavse orF ifs
RELATIVE staBlLity THE MIAELSTROM HAS LONG
SERYED A5 A HAVEN FORALL MANMNER OF CORSAIRS
ATID RENEGADES, Ovicasts, EXILES AID FORGOTTEN
HORRORS, FROm THE TRaltoR Leclons to tHe
ELDAR'S DEBASED Kin. AT any one Time IT ts
estimaTeD BY THE DEATHWATCH THAT at LEast
twenty malor ORg inrFestafions oR PETTY
PIRATE KINGDOMS MAKE THEIR HOME In THE
MaELstROM, WARRING AGAINST EACH OTHER ATID
VEOTURING FORTH tO RalD anp rlieace. Worse
tHinGs stiLL sTALK ITS RADIANT DARKNESS, As A
Majorls Grape Warp Anomady, It Is a roinT oF
constant INTERFACE BETWEEN THE REAL AND THE
UNREAL, REALSPACE AND THE WARP OVERLAPPING
EACH OTHER THERE LIKE A BLURRED IMAGE.
Datmonic incurslons anp THE PREDATIONS OF
sPECTRAL ENTITIES SUCH as PsYCHENEVEIN ann
HvLL GHasts aRg common at THe polnts within
tHE MAELSTROM WHERE THESE REALITIES OVERLAP,

HEeLLsiR]S

ADEPTUS ASTARTES
WAELSTROM WARDERS

e —

WHILE THE FLOTSAM OF UNIKNOWD AEONS 15 CAST
uP WITHIN 11 SHADOWED VORTEX. MANY WORLDS ©
FOUND WHIRLING witHin THE NMAELSTROM'S DEPTHS,
HAVE BEER Talntep By CHAOS In SOmE WAY, WHILE
OTHERS HAVE BEEN TOVCHED BY THE LAPPING OF
strRanceR tipes vet.
ALTHOVGH CONSIDERED 'sTaBLE’ —FOR.A WaRp
storm at Least, tHE MarLstrom Is not static,
anp It is Known THAT IT PERJODICALLY WAXES
AND WANES in sizE AND TVRBVLENCE OVER TIME.
TNowrcan any Location witain it Be entireLy
RELIED vPON 1O REMAIN WHERE T Was Last
ENCOVNTERED. OVERTHE CENTURIES A MUMBER OF
savants AND EXPLORATORS HAVE SOUGHT TO DEFINE
somE PATTERD, REASON OR RHYME To THE CHAOTIC
rructvations of THE NIAELSTROM, DRAWN To ITs
DARK ETYsTERIES. MOST HAVE GOME MAD OR BECOME |
LosT THEWSELVES; ALTHOUGH THOSE THAT LEFT |
DECIPHERABLE RECORDS HAVE OFIEN COMPARED {
Is PATTERDS TO THE BREATH OF GODS FITFULLY |
ORtHE IC PATTERAS
OF A NiGHTMARE-RIVEN minD,




The Death of Cygnax
4 667 577.M41

The heavily militarised Hive world of Cygnax in the
star system that bore its name was, by mid-M41, the.
most populated sphera in the northern Maelstrom
Zone. Cygnax was a key world, having long been a
Iynchpin of Imperial control of the region, forming a
bulwark against aggressors and a safe port for Imperial
vessels. In the year 557.M41, with the suddenness

of an onrushing storm, it succumbed to corruption
from within and attack from without. Backed by

the intervention of the dread Chaos Space Marine
warband known as the Reborn, the planet rapidly fell
into bloody civil war between its Imperial garrison and
death cult nihilists who had swelled up from the deep
hive sinks in their tens of thousands, indiscriminately
killing and raising entire city districts heedless of the
consequences. Despite the intarvention of the Mantis
Warriors Space Marine Chapter, which itself had
made a home in the nearby Endymion Cluster, the
death toll rose swiftly into the millians. Unchecked the
death cultists gained access to part of the planet's
defence missile silo network, and in a suicidal rage
unleashed a rain of atomic and plasma warheads
which shattered its hive ci and succeeded in
disrupting the planet’s orbit for several years. The
resulting permanent winter, radioacti allout and
tectonic upheavals annihilated all life on Cygnax.

The shockwaves of this event were tremendous, and just
as the removal of a single vital keystone can collapse

a mighty house, as Cygnax fell Imperial control of the
northern Maslstrom Zone swiftly crumbled. Trade routes
were severed and contact with dozens of outlying outposts
and mining stations was swiftly lost. Cygnax itself
became a fallout-shrouded and st ot

the wreckage of fallen hives providing a rich lure for
scavengers and renegades both human and xenos in
origin. Distant worlds were cut off from the Imperium

and were either fol 1o retrench in order to survive

or slipped into dark silence. In a single year's span an
expanse of space equal to a month and a half's journey
under warp was shorn from the Imperium’s grasp.

Taken with other losses over the previous few centuries,
a crucial tipping point was reached and vital military
supply chains strefching as far as Bakka and Holy Terra
itself were threatened, forcing the Adeptus Terra to act.

The Warders of the Maelstrom

0338 587.M41

In response to these dire predations from the Maglstrom
an Edict Imperialis was pronounced by the High Lords
of Terra and the order was given to permanently base
several Space Marine Chapters in the Maelstrom Zone
in order to protect the Imperium's interests and pacify
the region. The Astral Claws Chapter, in recognition of
their past glorious service to the Imperium was given

AstraL Craws COURTERIISURGENCY
Orerations -Banas Primaris
~CiviLian Casvneties Hicn



~ Sileutly cursing the ice-cold ugonies that biossamed in ris bones he fonght to control the briftle, numbing fire tn

NECRO-COGNITION CORTICAL

suvir i unnes QLI TSI 58 ,
o s R12HS 1021 AL : gl

3 It
 Captain Anaes Ryehter grasped the e of the consale and dragged his armoured bulk socely up off the deck.

his flesh and by will alone h niade his body obey kim and movt one haud:grasp aud one footfall at a tine.

roind fim the vauted bridge chamber rocked again,us the ship wwas sirack and sometchere
eyl handthe dearis of  brother Lameler succsmbing b i end. i
4 y. n ¥ ¥
“Fires. Keep fring!” He matiged somehows 1o rash, and when there was no sign of a respanse {o his onder
 he begart to drag himself bodily across the srnate sculpted pulpits of the strike eruiser's control stations.

Somehoto his legs wouldu’t work proerty and e kneee dimly that his second eart had arvected
and seaeral of s ather organs had failed, but his will lo complete the mission was all. Fvery
fbre of his being screamied out in defance of fuilure, and e ould not allay fimself 1o gice in &
to the death gnawing at kis bones and the despair which threatened to engulf kis mind. gD
Struggting higher onto the gunery dais, he dragged a dead servitor contemptuously out of bis i
iy and raught sight of his reflection it the alassy black surface of o shattered display viewer. i
His grim, ccensfeatared face as corpse-wihite in fhe black glass and stricken with great black ;
sumels pitring fiom his eyes and nuonth; Blood, the bload of Sanguipius wep for the dead.

The great booming of an alarm bell rang auew in the cloister chamber abose (he bridge.and Rychter’s head
snapped up ta the battle-holosphere. Despite his resolve the sight which greeted him Stabbed decp inta s soul.

The great twisted horror was hanging there like o manifested nightmare against the blackness of space, xhdding-

parple-crimson plumes of warp-staff from the lesions of a dozen blecding wounds in its hull but still howiing
its spite through the void. I the space hulk {;ﬁgdfouwlfm/; abode of daewans, murderer of worlds.

The wase of coherent hate slammed into the strike eruiser like a hurricane against a tiny ship
al sea, the psychic malice petmeating everyihing as bhe bridge chamber around him bumned witk
white darkness and Rychler rreamed us,fresh daggers stabbed into his body and soul h

~Phintasmal horors assaied the Lamenters Gaplain, dnd the riesofconntess damned ol cleined

By the night moaned thetr endléss agony and outraged betrayal at him. The face of every man,

waman and child he'ld ever tried o save and lost come 1o him with crushing clarity, every life be'd

faken, every comrade he' fost. 4 am of the scions of Sanguinins,” he shispened, defying the horrors

incading s mind, “Mie i the glop of saorfice elernal mie 15 the duy that nerer end.”

3 i : : 3

Dimly as the visions left him he saw the hook-fingered, half-shadozo skeletal things crawli

lustfully across the decks and walls of the bridge chamber, Jeasting on the dying. He hearid Yieir

razor-shaxp talons skiltering ai the piates of his armiour half-real and hal)unreal, Abruptty

the ghost-light failed and the bridge 1as planged again into darkness as the wave of psychic
 mightmare radiating fiom the hulk passed aver. Behind kim somewhere a dota-loom.expluded like *

 shrapel boind i s alarn siens hosuled o3 the holossphere stottred back into fe,

Ryehter reached his goul at last and collapsed on top of the bombardier’s consols like a puppet
cwith his strings cut, coughing out @ mess of stagnant blood and eth across the activation fancl.
With his last ebbing strength e pushed aside the nag,yf‘ ¢ Falco, his master gunner, the
epe-lenses of the dead Space Marine’s helm burned outifo blacked holes. Beneath him status
aguries binked rukdily and firing litanies spooled B ab erazed speed as the machine spirit soughi
constantly 10 hold a weapons fack on a targel thal wasnt entirely within morfal reakily. - W
“Emperor bless yon Falea, aud take you to your rest,” he w&i\;bu#. o, :
Rychter slanmed down s weight on the master armirt lever, and seconds later s Hichrded as the strike
eruiser bucked and rumbled béneath him with familiar thunder. The flickering image on the holo-sphete was
blasted and riven as the comel-like flares of macro shells hurled fortl inlo the belly of the beast, shearing off
great clads of debris inta the void and cracking the twisted arcs of its hull which bled thick Boiling tight.

I the dark recesses of Rychier’s svu he felt s suhuman enensy sercam in frustration and pain,
“We alss can hate...” Rychter smiled through torn flesh. ¥ Pl sl !

TRANSCRIPT ENDS.
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The Orphan of the Warp

later pro
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subject to severe time distortion in the Warp, and for tho:

Rumours in i ircl

Elsewhere, in 680.M41, far distant from the Maslstrom Zone, a sequence of events was set in motion that would
have dreadful ramifications for the Astral Claws Chapter. The Bakasurra, a strike cruiser belonging
to the Tiger Claws, reappearad on the adge of the Segmentum Pacificus, containing over a hundred battle-
brothers of a Chapter declared destroyed over fourteen centuries before. The ship appeared to have been

n board no more than a few months had elapsed.
After making conlact with a Storm Wings Space Marine strike force and aiding them in battle against Eldar
slavers, the Tiger Claws were resupplied and made their way back to the location of their fortress-monastery
on Krodha. There they found that in their long absence their ancient sun had expanded and rendered their
world a lifeless, irradiated husk, and that their Chapter was nothing more than an all but forgotten legend.

Captain Vetala of the Tiger Claws, now the da facto master of what was effectively a dead Chapter, travelled to Holy
Terra to petition for the release of the Chapter’s gene-seed stores and the right and title to rebuild the Tiger Claws.
Captain Vetala disappeared wnhum trace while awalting his petition’s hearing and as a result his suit was summarily
i darkly hinted that the lost Chapter was considered tainted by some, and
was a part of the so-called ‘Cursed Founding’ beﬂer left dead. The Bakasurra, last seen conducting operations in
the region of their Chapter's dead home world could not be located by ships sent to the area to track them down.

the high honour of the senior role in commanding the
newly formed Maelstrom Warders. This force was also

to include the fleet-based Lamenters and Charnel Guard
Chapters who were specifically charged to patrol the
Maelstrom's outer regions, and was also to incorporate
the Mantis Warriors who were already based in the
nearby Endymion Cluster within its command. Once in
place the Astral Claws Chapler took over an orbital battle
station in the strategically vital Badab system on arrival to
become their fortress monastery and base of operations.
Once established the Warder Chaj , supported by
the permanent detachment of a Imperial Naval squadron
to the region to conduct search and destroy and convoy
profection duties, quickly stabilized the surrounding area
and purged the inner zone of heretical and xenos elements
that had plagued them, bringing a dozen planets back
under Imperial control. The wealth of the Maslstrom Zone
‘once again began to flow into the coffers of the Imperium.

The gre: 1 operation of these times was the Scourge
«campaign of 640.M41-651.M41 in which the Astral Claws
and their allies conducted a series of major combat
operations, striking deep into the heart of the Maelstrom
itself and taking the battle to the foe, the first Imperial
force in centuries to do so. Using intelligence gathered
over more than fifty years of constant warfare and the
ancient charls and secrets garnered from the cryptic
histories held in the archives of the Mantis Warriors
Chapter, the Warders' strike forces managed to pinpoint
and destroy dozens of enamy strongholds and root out
the hiding places of many infamous renegades during
the campaign. In a battle at Taskar's Wound, the Mantis
Warriors were revenged upon the Reborn for their losses
on Cygnax. Despite the Space Marines’ successes,

Charnel Guard Chapter was abruptly withdrawn from
the Maelstrom Zone entirely. By direct intervention of
the Adeptus Terra, the Chapter's ties to the Warders
were severed and they were dispatched to the Thanatos
Crusade into the Veiled Region. This sudden loss, which

cut the Warder's forces by a quarter, effectively ended
the campaign. The Astral Claws subsequently pefitionad
for a replacement Chapter to be assigned lo the Warders
in due course to repair their strength, but were denied.

Less then twenly years later the Warders were to suffer
another severe blow. In 681.M41 a praviously unknown
space hulk, designaled Unhaliowed Heart appeared at the
edge of the Maelstrom. The hulk, a twisted conglomeration
of mangled cityscapes and lost ships proved to be the
abode of daemons, and all who came into contact with

it were riven by suicidal despair and madness. Several
squadron ships and an Astral Claws strike cruiser were
lost with all hands in a valiant attempt to intercept the
Unhallowed Heart as it laid waste to several outposts
before slipping through the Warp and reappearing in orbit
around the colony world of Eshunna. Fully a quarter of the
planet's population died in a single long night of carnage,
falling victim to a wave of mass suicides, murderous
rampages and wanton hysteria. Only the Space Marines
of the Lamenters Chapter seemed able to draw close to
the hulk without perishing beneath its baleful spell, but
even they begin to succumb and the ghostly spectres

of the damned assailed them mercilessly. Unflinching
despite the unhoiytsrrur they faced, the Lamenters
useda lion of close range and
desperate boarding actions against the Warp-haunted
hulk, which succeeded in forcing the monstrous thing
away from the planet. Pressing their assault, the dark

star at its heart faded from existence and the hulk finally
broke up under their sustained onslaught. The Lamenters’
losses were high with over three hundred battle-brothers.
and four strike vessels lost in the engagement.

Subsequent Ordo Malleus investigation was critical of the
Chapter for not destroying the hulk as soon as possible
at the planet's expense. The judgement was greeted with
some fury by the Lamenters Chapter, who cast out the
Ordo Mallaus deputation for their insult. This marked &
nadir in relations between the wider Imperium and the




Maelstrom Warders during this period, and came as the its ranks corsair prizes captured in aggressive raids. In
Warders wers increasingly hard pressed by an upsurge concert with his fellow masters of the Warder Chapters,
in daemonic incursions and corsair attacks which pushed he went on to establish a scorched-planet policy against
the Warders into an increasingly defensive posture as all their enemies and increased the Astral Claws’ stockpile of >
operations near the Maelstrom itself were suspended. Exterminatus-class weapons for this purpose, rendering
several fringe worlds that in the past had provided
The Tyrant of Badab renegade ships with temporary harbour into lifeless husks.
5901 715.M41
After a series of heavy Ork raids originating within In 4512 718.M41 a failed palace coup on Badab Primaris
the Maelstrom struck deep into the Badab Sector, the led to an abortive civil war on the hive world, and the Astral
Chapter Master of the Astral Glaws, Rovik Blake, went Claws stepped in and brutally crushed the conflict. In the
against his own doctrine, pursuing the Orks back into the aftermath, elements behind the coup were revealed under
Maelstrom itself with the Chapter’s battle barge Seraph interrogation to have connections to raiders and off-world
of Judgement at the head of a large strike force. The smuggling rings, which they had used as a source of arms
Astral Claws exited the Warp soon after the Ork Terror and tainted drugs to fuel the failed uprising. The matter
ships arrived at their ‘Rok’ bases in the vast shattered was then brought before Lugft Huron for judgement as
planetary debris fields orbiting the colossal star of riots and petly revolts begin to flare up once more across
Hellsiris and batlle was joined. Chapter Master Rovik the planet. Lugft Huron outraged that such a betrayal
Blake, who had led the Astral Claws for the last two could fester insidiously behind his back, and mindful of
centuries, fell in single combat with the Ork Warboss Vorg the lesson of Cygnax, resolved to take matters in hand
Manburna and although the Space Marines would slay personally. The Space Marines of the Astral Claws swiftly
thousands of greenskins in the battle and destroy much re-imposed order once more on Badab Primaris, this time
of the Ork's base, the Seraph of Judgment was badly employing shaltering force and executing much of the
damaged and the Astral Claws were forced to retreat. planet's ruling class as well as purging its hives of anyone
they perceived as morally recidivist. Lugft Huron took on
On the survivors' return to the Badab system, Lugft Huron, the mantle of planetary ruler as well. Styling himself the
Captain of the Astral Claws 37 Company was appointed “Tyrant of Badab', he claimed the Badab Sector (the cluster
Chapter Master by the popular acclaim of his peers in of inhabited worlds in proximity to the relatively hospitable
5901 715.M41. In doing s0 he became by far the youngest region of void around the Badab system) as his Chapter
warrior in the Chapter’s history to attain this rank. Already fietdom, “To better protect these worlds and those souls
having established himself in battle as a charismatic leader that dwell upon them in the glory of the Emperor,” echoing
and a skilled tactician, Lugft Huron quickly made his mark in his pronouncement the example and precedents of the
by re-organising the Astral Claws’ strategic deployments 'sovereign realm of Ultramar and the Warders' charter. The
and establishing a policy of expanding his Chapter's wholesale purging of the ruling elites of the nearby systems
fleet which had become badly depleted, including within soon followed and in the decades afterward, a number

The Imperial Tithe and the Fragile Threads of Human Survival

The fabric of the Imperium is cemented together by the Great Tithe, also known as ‘Terra's Due’ or the ‘Grand
Harvest'. The tithe is universal and paid in the single true coin of the Imperium; human life, both as a harvest of a
world's youth given up to service and the darker crop of psykers and witches surrendered to the dreaded Black Ships.
The tithe, whose sacred ministration, oversight and recovery is the duty of the countless ranks of the Administratum,
is (at laast in theory) applied to every world within the Imperium to its own measure and ability 1o pay. Few worlds
within the bounds of the Imperium are excepted in some way, most notable of these being worlds beholden to another
branch of the Adepta, such as Astartes Chapter worlds or Inguisitorial strongholds, while the great forge worlds of

the Adeptus Mechanicus have their own levy structures hidden within the shadow-smpire of the Machine Cult.

Secondary to the great tithe is a vast, shifting and unfathomably tangled web of resource distribution networks, duties,
feudal levies and ancient commercia contracts through which the Imperium's means of production, unending wars
and the necessities of human survival are maintained. For the great industrial hive worlds such as Necromunda or
Hermetica this sustaining cutput is vast, occupying many gigatons of manufactured goods, while their hunger for raw
materials is both colossal and insatiable. The collection of the tithe and the transfer of materials is unceasing, but war,
error, greed, failure, disaster and the vagaries of Warp travel can make a mockery of this process, and the monalithic
gears of Administralum bureaucracy grind far too blindly and slowly to take note of the changing fates of fringe worlds
with any real accuracy. This can lead to situations where a tithe might go uncollected for cenluries, billions starve
unnoticed, or a ravaged planet becomes subject to demands that they tragically have no ability whatsoever to meet.
For outlying human worlds and frontier stations either too far outside the Imperium proper in the wilderness of space,
or that have gone unnoliced owing to their size, the tithe does not strictly apply, but in practice sponsored colonies
rmust still pay a price, and perhaps suffer the attention of Rogue Traders, which can be both a curse and a blessing.
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Huron's Sin

During the mid 700s M41, the regular Astral Claws

« gene-seed submission to the Magos Invigila of

| the Adeptus Mechanicus became infrequant and
incomplete. Although a cause for concern, such
matters are not uncommon when involving Space
Marine Chapters, particularly those deployed to
border areas or on crusade, simply because the
Chapter itself might have a temporary need to
retain the gene-seed itsalf to sustain battlefield
losses. But the longer such an omission persists,
the greater the risk some other, darker motive is at
work. Later evidence would indicate that this was
certainly to prove true with the Astral Claws, and this,
along with pride, would prove to be the first great
sin against the traditions of the Astartes that would
arguably result in the Chapter’s fall into heresy.

of Astral Claws ‘watch bastions' were established,
while Huron’s chosen servants and political allies were
placed in positions of power, effectively turning the
Badab Seclor into a pocket empire at the command of
- the Astral Claws. Huron's power was further cemented
by the creation of what became known as ‘The Tyrant's
Legion’ in a massive re-organisation of the uneven and
often isolationist native planetary defence forces in the
region. These forces now followed a standard dictated
by Huron as well as a unified command structure.
Astral Claws detachments were assigned to further
their training to purge them of weak elements. By 790.
M41 the defence of the Badab Sector was stronger than
at any peint in its history, the Tyrant's Legion's worth
proved in the repulsion of separate corsair raids on
Decabalus and Mynestra Station. The Chapter itself,
freed from its defensive stance, conducted a series of
lighting raids into outlying areas to harass and destroy
targets of opportunity on Bloody Bones and other heretic
or xenos controlled spheres. The fame of the Astral
Claws ‘Tyrant’ grew, his reputation spreading beyond
the Maelstrom Zone as his tally of victories increased,
pirate activity was curtailed and the Maelstrom Zone
reached levels of production never before achieved.

Spurred on by their success, Lugft Huron sent his
servants to undertake a pilgrimage to deliver a

formal and lengthy petition to Terra. This document
made a detailed case for completely subduing the
Maelstrom and the surrounding area, along with

the great benefits this would gain the Imperium. In
order to achieve this, the document set out the case
for a massively augmented deployment of Space
Marine Chapters to the Maelstrom Warders' ranks,
suggesting that a new Founding might even be
merited to meet the plan's needs. Huron's petition was
dismissed without full hearing on the grounds that the
Imperium’s requirements were better met elsewhere.

The Badab Schism

748.M41

After further requests to redistribute resources from

the Maslstrom Zone were denled, Huron withheld
Badab Primaris’ planetary tithe to the Administratum
and further blocked the passage of trade through his
realms in protest over the Adepta's failure to provide

him and his allies sufficient resources to police the
Maelstrom. This had a double effect as much of Badab’s
output was actually made up through the refinement of
ores and crystals gamered from the scattered mining
outposts of the Pale Stars region of the Maelstrom Zone.
Additionally, as the main viable Warp routes in the area
passed through Badab Primaris, the bulk of the supply of
minerals from this vital region had been cut off as well.

The Tyrant of Badab couched this refusal in the terms
of the Astral Claws’ role as defenders of the Maelstrom
Zone, diverting the industrial resource and manpower
his commandeered to directly supplement the Badab
Sector's defences as well as augment the Maelstrom
Fleet detachment and fortify key warlds under his purview.
In the Badab system this was manifested as a massive
increase in space-based defences, encircling the outer
and inner spheres in a ‘Ring of Steel.’ While on Badab
Primaris, Lugft Huron ordered demolished the ancient
citadel of the ruling dominars and instead erected what
was to become the legendary, hugely fortified ‘Palace
of Thoms' to his own specifications and design.

The ongoing political situation was cause for heated
conltroversy and bitter argument within the Adeptus Terra
and the Segmentum Courts Temporal over broken charters
and contracts. At its crux was a fault line that had long
slept beneath the rigid structure of Imperial Law; the
clashing entitlement of the Administratum to the Imperial
tithe and the ancient rights of Astartes commanders

to defend the Imperium by any means necessary. This
furore became swiftly known to observers as the Badab
Schism and would last for more than a century and a
hal, during which the military operations of the Astral
Claws and the Maelstrom Warders were to carry on

as usual ag t a backdrop of worsening tensions

with the Ad stratum and Segmentum authorities.

Nowhere was this sudden loss of the lifeblood of industry
and commerce maore keenly felt than in the Karthargo
Sector. For more than eleven centuries the Karthan Lords
and planetary governors had held the charter to distribute
the industrial output of the Maelstrom Zone and guard its
passage from the Administratum-controlled supply fortress.
on Sagan, and thence to the western Segmentum Ultima
and beyond. Isolated by vast distances of turbulent and
warring space from the authorities at Kar Duniash, the
Karthans had long grown fat and decadent, protected
from the predations of the beast and the alien by the blood
and toil of mare strife-torn realms. The only masters they
feared were the Segmentum Procurators General who
demanded their due, regardless of whether the wells

that had so long supplied them had suddenly run dry.



The Lycanthos Drift Campaign

and the Crusade of Wrath

Despite the fury and spilled ink their actions had
engendered hundreds of light years distant, the Astral
Claws, now at full fighting strength and freed from the
inglorious weight of garrison duty, moved to intervene in
the aftermath of the long simmering and justly infamous
Fourth Quadrant Rebellion, which had for many decades
troubled the Imperium. Answering a general call to arms.
among the Astartes of the region, the Astral Claws
despatched a powerful force under the direct personal
command of Lugft Huron against one of the last major
stronghold systems of the revolt beyond the southern
borders of the Maslstrom Zone. At the gathering of the
Imperial forces Lugft Huron was elected battle leader
lby common consent of a mixed taskforce comprising
ccompanies from the Astral Claws, Fire Hawks, White
Scars and Celestian Guard Chapters, backed by Krieg
and Kol-Sec Imperial Guard regiments and the Titans

of the Legio Venator. Under Lugft Huron's inspired
command, the taskforce ruthlessly eradicated the
heavily fortified Lycanthos system of Traitor and Chaos
forces in under a year. However, Stibor Lazaerek, the
Chapter Master of the Fire Hawks, wroth that he was not
given command of the campaign over Huron, is known
to have born a grudge against the Astral Claws since
this time. A grudge that would soon bear bitter fruit.

Returning to the Maelstrom Zone in glorious victory,
the Astral Claws quickly sought to capitalise on the
their achievements, and in 869.M41 at the instigation of

Lamenters Cuarten For

TFue Praza or TuE Basitich oF THE
BLessep Marive - Crow's Wontn

Lugft Huron, the Black Templars declared a Crusade of
Wrath into the Maelstrom, assaulting it from its eastward
marches. Meanwhile the Astral Claws, Lamenters and
Mantis Warriors launched their own assaults into the
pathways of the great storm from its southern and north-
eastern approaches. Thanks in no small part to the
Tyrant's strategic planning as well as the mettle of the
Space Marine Chapters involved, no fewer than twenty-
three alien or heretic stronghold worlds were purged,
including several on the Maelstrom’s fringes that had fallen
into the hands of the Word Bearers and their apostats
followers. At the height of the campaign, having made
inroads deeper yel than any recorded Imperial fleet had
attempled, the Astral Claws and Mantis Warriors directed
their massed assault to smash the subhuman flesh-
haunters of the Howling Gyre. At the culmination of the
battle against the flesh-haunters, the Astral Claws 1
Company led by Lugft Huron fought their way deep within
the foul creatures’ carcass vaults before unleashing the
lite-eater virus upon the abominations. By this single

act they ended a threat that had plagued the Imperium
since before the Age of Apostasy, affording a great and
lauded victory. Once more wider events again intervened
to put a premalure end to the Astral Claws plans, as the
Black Templars ware suddenly called away to aid the
beleaguered realm of Ultramar in the wake of the Tyrannic
War. Already having suffered substantial losses in the
campaign, wary of being cut off, and with readings from the
Emperor’s Tarot portending oncoming doom, the Warder
Chapters were forced to withdraw from the Maelstrom and
could not complete their objectives much to Huron's fury.




&7

>

Matters once again worsened, not only within the
Maelstrom Zone but for the wider Imperium as well. The
threat of Hive Fleet Behemoth had left the defence of the
Segmentum Ultima in disarray, and slumbering threats as
far flung as the Eye of Terror and the Ghoul Stars lurched
once more into life and everywhere there were wars and
rumours of wars, revolts and strange phenomena. In the
Maelstrom Zone trouble again flared up and enemies
flooded from the dark places; a marauding Ork force

of a size unseen since the Battle of Hellsiris rampaged
through the Endymion Cluster, and the ancisnt world of
Phargos Hex on the edge of the Maelstrom Zone simply
disappeared, never to be seen again. Convoys wera
altacked in ever greater numbers and ghast-ships and
FEtheric storms were visited on once-safe Warp routas
as the great storm of the Maelstrom itself waxed gibbous
and reached out. In the Warp storm's baleful light, cult-led
revolts wracked the scatlered mining outpests of the Pale
Stars and also struck closer to home as cult activity was
uncovered festering in the shadows of the Badab Sector,
spurring on a series of merciless pogroms by the Tyrant’s
followers

As crisis followed crisis in the dying years of the 800s
M41, Lugft Huron saw the Maelstrom Zone slipping from
his grasp and all the victories the Warders had gained
beginning to crumble, and so moved to tighten his grip,
unaware that elsewhers events were moving against him.

~Unkpown Action /sus. Kuymara
ip- Executioners Cuarter
SPEARNEAD

The Tyrant at Bay

Court records from this period picture Lugft Huron
as uncharacteristically taciturn and withdrawn on

his return from the Maelstrom, either locking himself
away in the Chapter's archives for days on end and
refusing to anyone, or keeping long silent vigils
alone in the Fortrass-Monastery's Panopticon-Solar,
gazing unblinking for hours at holospheres depicting
the breadth of the Maelstrom Zone and the baleful
vortex that dominated its stars. Some observers have
gone on to say that it was during this time that Lugft
Huron fell from grace; that denied again the goals

he had spent his life fighting for; to see his ultimate
glory snatched from his hands at the last by those he
should call master and ally unhinged him, or that he
gave in to hubris and false pride. Some have gone so
far as to suggest that during the Crusade of Wrath,
deep within the nightmarish vortex of the Maelstram
some strange laint, alien or warp-whispered, wormed
its way into his heart. But this perhaps is too simple
and unlikely an answer, and it is just as likely that

the darkness in Lugft Huron's soul was no more or
less than the same empyrean fire that called him

to greatness and made him such an effective and
innovative warrior, as so many of his once-brother
Space Marines were to soon find out to their cost.
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With the scene set and the players in place, it would not be
long until the brooding malcontent of the Tyrant of Badab
would spark into violence, and the Imperium would shed
the blood of its own. Matters would come swiftly to a head
as the Karthans and their allies in the Administratum, who,
regardless of their cause, were to demonstrate a shocking
arrogance in their own power and ignerance of the true
face of the Imperium beyond the relative safety of the
Karthago Sector. As to other the Warders of the Maelstrom,
they had grown increasingly isolated and insular over

the preceding centuries, losing sight of where their tn
duty lay, they had sown the seeds of their own calamity.

The Destruction of Tithe Fleet VX542/11
6899 901.M41

With preliminary judgements into the Badab Schism

in the Segmentum Courts Temporal weighing in the
Administratum’s favour, the Karthans and their allies
‘within the Administratum seized their chance to act. In
901.M41, an Imperial investigation fleet commanded

by an Administratum Assayer General and carrying
representatives of the Adeptus Mechanicus Biologis
Invigila, the Lords of the Karthargo Sector and at least one

Communications FRAGWENT RECOVERED BY RTHERIC AUSPEX SWEEP

independently operating Inquisitor was assembled. The
force was despatched to Badab to demand the immediate
delivery of the Badab tithe, commandeered resources
and Astral Claws Chapter's gene-seed requirement. The
fleet was made up of several huge mass-conveyers with
expectation of a harvest of wealth, and spearheaded by a
trinity of cruisers, a Cult Mechanicus locus-caravel and a
score of lesser escort craft. The force, no doubt calculated
to display the power and authority of the mission and
carry a not so veiled threat into the heart of the Tyrant's
domains could be seen in retrospect as a misjudged plan,
but few could have foreseen what was to happen next.

In circumstances that still cannot be fully confirmed

or explained, the investigation fleet was fired on and
destroyed in its entirety as it attempted to force its way
through the Badab system's ‘Ring of Steel' in order to
press its demands. No ship survived and more than
twenty thousand servants of the Imperium were lost.

Claim and counter-claim ensued in the aftermath as to
how this tragic destruction had occurred, and Lugit Huron,
delivering his own dominion’s report on the Badab matter

01/0345/928.1041 — Listening Station Ancstrom/E2385

+*FRAGHENT BEGImS*++

[Bapas Derence Controw] “Titue Freet VX542/11 tuis Is YOURFINAL WARNING, DECREASE THRUSTER BURT
AND HEAVE O THE DESIGNATED APPROACH, — YOU WILL BE FIRED VPOR."

[Ipent: Apministratum Barque Qualse-Lampal"Tals Investication Dervtation caRRIES THE SEALS
oF tHE Apertus Terpa; it 1s vou weo wiLL compLy! MAKE OBEISATCE ATD STANID DOWN YOVR WEAFONS

ImmeplateLy In Tue name o Him on Terpal”

[Bapap Derence Contror] "Damn vov, osev! | pon't caRE IF YOU'RE CARRYING Salnt LeoR's Bomnks;
o VEsSEL ENTERS THE RUNG OF STEEL witrout First suBmitting To InQuiRy AnDp piroting, This Is tue
MaELstRom ZonEk, not SOME SAFE-HAVEN QVILL-PVSHER'S ENCLAVE!™

+++Static InTERRYPTs, YOX DIsToRTion consistent WitH HIGH ENERGY WEAPONS FIRE*H*

[VUnconrlRmED SOVRCE/LIKELY A BADAB system DEFEnCE FRIGATE] "HEAVY DAMAGE sustalnen To rORT
ENGINES, DECKS SEVEND THROUGH ELEVEN OPEN To volp, cavsaLities HIGH. AssalLants vnipentiriep,

EIGHTEEN-PLUS VESSELS MO

BURpING. PRIMARY QUADRANT Avtonomovs sBattLe systems REGISTERING FULL

Actlvation, OMEGA LOCKS DISENGAGED, FOVR-THOUVSAND assassin mines AWAKENING, GARGOYLE PLATFORMS
Anima anp Epsiion REacHinG Terminar powen, By tue Tyrant snaLL we attemet anory? Conrlrm?

Conrlrm? Con.

+++FrRacment Enps***




s, was adamant that the fleet
was fired upon for refusing to give way to the just authority
the system'’s masters, paying for their h'ansgress»cns
wth their lives as mandated by Imperial law.

shortfall. By 903.M41 the agents of the Karthan Imperial

e at the incident in the Karthargo Sector quickly
& widespread, and general uproar was
pughout the sector’s ruling elites at the ‘Barbarians’
the Maelstrom Zone, and soon such trade links that
e ed between the two areas were abruptly severed
subject to the harshest scrutiny wherever possible.
an Sector Governor Tanit Koenig moved to heavily
sure the Astral Claws Chapter, along with calls for
arrest and trial of Huron for treachery against the
um, while the local agents of the Magos Invigila
tioned their own distant masters for the Astral Claws’
shment. With customary inertia, the Adeptus Terra
not yet deliberalely intervene; as ever there were
s and conflicts aplenty abroad in the Imperium, and
local discord between neighbouring regions — no
to them than a tangle of claim and counter claim
stween legitimate authorities, paled before the weight
the suffering and bloodshed elsewhere. In addition,
fi entally, Lugit Huron was the lawful master of a
permanently on a war footing; a bulwark against
alien and the claws of Chaos, and on the most
asic level he had the right to defend those domains,
d without hard evidence, charges of wilful and
emeditated homicide against the Imperium's servants
his case would be almost impossible to prove.

& Karthan Imperial commanders, under pressure
the Segmentum authorities and frustrated by the
{ tion of the Tithe fleet, took it on themselves to
end two further punitive expeditions into the Maelstrom
@ under the assumed auspices of Imperial authority
er the next three years. Both fleets were lost in
nfirmed circumstances, purportedly naver even
m‘ng the Badab system, and intervention by the
il Claws and their allies was gravely suspected.
rial shipping bsgan 1o suffer increasing attacks and
the Zone, (sven
heycnd!hﬂse areas such as the Badab Sector under the
\Astral Claws' direct sway). Reports by the Maelstrom
patrol squadron laid the blame at an increase in raider
traffic and Warp squalls in the area, but for every loss
the whispers blaming Lugft Huron and his followers
grew louder, both on the Administratum-controlled tithe
fortress world of Sagan on the edge of the Maelstrom
Zone, and across the border in the Karthan sector.

Unable to enact their will on the situation decisively, the
increasingly desperate Karthan lords, near bankrupted
by this stage by their liabilities, first sought to circumvent
Badab itself with the aid of the Administratum forces on
Sagan. In a combined operalion, the two attempted to
access the lost tithes directly, their ships taking the far
longer and more perilous routes to the Pale Stars via
Khymara, while the Karthans increased quota demands
from any other Maslstrom Zone world, such as Vyaniah,
their grasp could reach in an attempt to make up the

an to spread
in boﬂl |hs Sagmentum Asslaes and the Senatonum
on the 'Moral traachery 5

and vainglorious pride of the Tyrant of Badab"to any
that would listen. Meanwhile the local Administratum
authorities further pressed the High Lords of Terra
themselves to intervene directly to punish Huron and
his wayward Chapter for their affronts. The Maelstrom
Warders for their part continued to arm themselves

for war and sweeps of the Mael. Zone
in force, while within the Badab Sector itself, massive
and feverish building programs were under way further
augmenting their defences in preparation for war.

The Maelstrom Secession

5995 903.M41

Huron's answer to the continuing threats to the control

of his domain was to produce his infamous ‘Articles of
Just Secession'. These documents, which were also
signed and ed by the masters of the Lamenters and
Mantis Warriors Chapters (who had been convinced by
Huron of the justness of his cause and the injustice of the
outsider's demands), were designed to formally sever the
Maelstrom Zone's direct tithes to its neighbouring sectors.

Copies of the articles were delivered to the Segmentum
authorities and the Courts Temporal in response to the
‘Many and grievous insults, presumptions and denials of
the Emperor-given rights and litles of the Adeplus Astartes
by the false and wayward servants of the Administratum,
the Karthan Lords and their allies.’ These documents
further stated the signatories’ refusal to hand over the
tithes to local Segmentum authorities, aid or defend any
attempt to do so, or recognise the demands of the Karthan
Lords. They did however affirm the Maelstrom Warders’
vow to pursue the defence of the Imperium as their sole
cause. Stating that the Maelstrom Warders must be given
a free hand to protect Mankind as they had sworn to the
Emperor, and without the corrupt interference of those
who ‘claim to serve him’, but ‘seek instead their own

glory and greed”. In support of their cause, the document
cited both the edict that founded the Maelstrom Warders
and the ancient rights and titles of the Adeptus Astartes
prerogative in their defence, precedents that both weighed
heavily in their favour. The document went on to call for a
full investigation into the rulership of the Karthan Sector,
aasserted the historic and lawful sovereignty of the Space
Marine Chapters involved from outside interference by the
lower Adepta and stated again their willingness to defend
the Maelstrom Zona from any who would threaten it.

Around this time Imperial shipping passing through the
Maelstrom Zone's outer regicns began to be attacked and
lost in great numbers to unknown forces. Soon contact
with several worlds still beholden to the Karthans and

the Administratum Officio on Sagan within the inner zone
ended with garbled communications warning of attack and
siege by Space Marine forces. The Karthans, outraged,
threatened all out war in response, but simply lacked
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the means 1o do s alone. Instead they petitioned aid to
mournt an attack from both the Departmento Munitorum

and the Segmentum Naval sub-command at Ryza, but
ﬁre flatly refused and informed that the matter was an
ternal dispute’in which they would not interfere. It is also
noteworthy that although they plead their case before these
powers and the Procurators of the Administratum, that they
avoided, where possible, any Inquisitorial involvement in
the matter, no doubt fearing the consequences of doing
0. The local Inquisition representatives for their part,
more than well enough occupied by other concerns, were
content to keep a close eye on the situation, mindful that
such squabbles, however bloody, were far from uncommon
among Imperial commanders, particularly in border
regions, and no damning or conclusive evidence of heresy
or taint had yet been brought forward against either party.

Met with denials from the powers-that-be, the Karthargo
Sector itself began to mobilise for war, drafting increasingly
large numbers of troops into its planetary defence regiments,
and establishing direct military ties and formal alliance

with the Administratum Quaestor of Sagan who had also
suffered from the secession's consequences, and feared

the Tyrant's growing power. Further to their goals, and by

- the personal decision of the Satrap Tanit Koenig, they

sent direct and open appeals lo several Space Marine
Chapters with whom they'd had past dealings to aid them
in recovering the lost tithe and safeguard their ships.

Koenig's motivations in this were later determined under
Inquisitional questioning to have been based on the
realisation that only Spaca Marines could truly hope to
contast ather Space Marines in open battle. Indeed she may
have simply hoped to achieve a short term ‘neutralisation’ of

the Astral Claws in the region, using conflict against a third
party to distract them so that the Karthans ence again could
ensur free access o the Maelstrom Zone. This monumental
amogance and folly would soon prove disastrous.

The Fire Hawks Chapter was the first to respond to the
Karthan cause.

The Storm Breaks

5350 904.M41

At the direct request of the Karthan Satrap, Tanit Koenig,
the Fire Hawks Chapter of the Adeptus Astartes agreed
1o investigate the disappearance of Karthan shipping in
the areas to the Galactic south of the Golgothan Wastes
(which bordered the northern reaches of the Maslstrom
Zone). On a number of occasions in the past, the fleet
based Fire Hawks Chapter had used the vast orbital
dockyards of the Karthan capital world Sidon Ultra for
resupply. They had also been invited by the Karthan's

to enact judgement on wayward planets and minor alien
threats within the sector, and it was on this relationship
the Karthans relied upon for a favourable hearing. The
volatile and bellicose nature of the Fire Hawks Chapter was.
also widely known, and it is likely that this also figured in
Koenig's reasoning in making her request lo them directly.

The Fire Hawks were at that time conducting search and
destroy operations in the Gologothan Wastes, and the
Fire Hawks Chapter Master, Stibor Lazasrek, as likely for
reasans of his own as other motivations, acquiesced to
despatching several ships into the northern Maelstrom
Zone. One such vessel, the Aed Harbinger, entered the
Endymion Cluster in 350 904.M41. The cluster is an
expanse of ancient stars, several of which contain human
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hips of the Space Marines.

e Marine Chapters maintain a fleet of some
i1, which by the dictates of the Codex Astartes and
limitations placed upen them in the aftermath of
Horus Herasy is closely focused on intra-system

and planetary assault, with, by tradition,
ly their smaller vessels purposely designed as
ships optimised for Naval combat. There ara
Chapters who have always railed against this
jever, and particularly those who spend their
‘permanently on crusade or have no home but
r fleet have often done much to circumvent if
sutright ignore these limitations, often coming
conflict with the Imperial Navy for doing so.

than particular classes and models of warships,
(Chapters instead define their star vessels by use
broad type, with some exceptions being themselves
relics of the Great Crusade or unique warships.
red as prizes and converled to the Chapter's use.
tle barge is the largest and most powerful Space
warship encountered, and few Chaplers are
n of more than two or three such mighty
‘at most. Battleship-sized vessels, battle barges
igned first and foremost for survivability under
iest fire —an invaluable trait in a spearhead
el for planetary invasion. Their designs back up this
rability with massive if often short ranged firepower
d in assault operations, along with substantial

launch bays and drop-pod capacities. Owing 1o their
massive durability and power, few vessels, save a
full-scale battieship, can stand up to a battle barge in

a close-action space combat, and thanks to the Space
Marines on board, they are truly lerifying opponents.
in a boarding assault. Strike cruisers are the most
common Space Marine heavy warship; high-speed,
rapid response units, geared toward planetary assault
and pacification operations. Strike cruisers are able to
carry a strike force up to a Company-strong in size into
battle and deploy them with surprising swiftness. The.
last common type of Space Marine warships are rapid
strike vessels; these are relatively small, warp-capable
attack craft, frigales and destroyers which serve as bath
line-of-battle escorts and patrol ships and can also be
used to deploy very small forces on infiltration raids.

t

Aside from these main types of vessels, fleet-based
Chapters in particular often employ a number of support
vessels such as scout-surveyors, forge ships and mighty
Chapter barques (often converted mass-conveyors)
which serve almost as mobile fortress monasteries

so that fleet-based Chapters do not risk their precious

g d stores and other assels on the
front line and vanguard cruisers which are refitted strike
cruisers intended for long range independent operations,
oftan serving as the eyes of the Chapter fleet itself or

as heavy escort vessels, although they are left less.
capable in a planetary assault role by this re-tasking.

ies inhabited for many millennia, and which at this
iad long fallen under the stewardship of the Mantis
ors Chapler. Intercepted and surrounded in the Galen
, the Red Harbinger refused to stand down and
boarded by Mantis Warriors strike craft. The Mantis
arriors, ever fierce and proud, and goaded by the Fire
«s' refusals and threats opened fire and crippled the
Bne cruiser. Thus the full-scale conflict between Space
Marine Chapters that was to follow ignited with this single
Boarding and capturing the Asd Harbinger proved
easy affair, as the Fire Hawks were more than willing
o die to defend their honour and losses were heavy on
both sides. Less than twenty Fire Hawks were captured
and none surrendered, but their struggles brought
or an Astropathic message to be dispatched to
heir Chapter warning of their fate and who they fought.

learning of the taking of the Red Harbinger, Master
r Lazaerek and the entire Fire Hawks Chapter
ame utterly incensed, and withdrawing from operations.
e under way, the entire Chapter fleet of the Fire
s was ordered to make best speed under Warp for

Maelstrom Zone. Matters swiftly escalated and the

al of a Fire Hawks battle group was met at Galen
by a taskiorce of both Mantis Warriors and Astral Claws
\warships. After a tense standoff during which the captives

“were returned and both sides traded threats, the Fire
Hawks withdrew to await the arrival of their full forces

Pk

which had been dispersed across the Wastes, and in
particular their massive flagship, the Raptorus Rex, a
pre-Imperial mobile star-fortress of incredible power.
Rendezvousing at Sagan, and aided by the Karthan fleet,
the Fire Hawks launched a series of probing attacks and
reconnaissance missions towards the Badab Sector and
the Endymion Cluster, but in deing so, did little more

than stir up a hornets nest. The Tyrant and his allies had
been preparing for war for years, their forces were battle-
hardened, they were entirely familiar with the territory
over which they fought and their plans were well laid. The
Mantis Warriors proved all but impossible to pin down, their
ships appearing and disappearing in the asteroid shoals
and nebulae fields of the Endymion Cluster seemingly

at will, while any force directed towards Badab found

an impenetrable array of defences set against them.

Using the Karthans to distract the forces of the Badab
sector and screen them from possible counter attack, the
weight of the Fire Hawks struck at the feudal agri-world
of Iblis at the edge of the Endymion Cluster, attacking
civilian targets and burning great swathes of crops and
veldtland in order to bring the Mantis Warriors to battle.
Unfortunately for the Fire Hawks, this attack (if not its
precise location), had been both anticipated and planned
for by the Secessionists and their own strategy fell into
place. As the Mantis Warriors' hit and run attacks pinned
the Fire Hawks in place on Iblis, and more importantly



o

[

[

L

ORDO
HERETICUS
RESTRICTED
ARCHIVE

PRODUCT OF
| ORDO HERETICUS

57
.

STRICTLY.
| onbo HERETICUS
EYES ONLY

1118 FORBIDDEN |
T VIEW OR ALLOY
0 BEVIEWED
11415 RECOH

ONi

i BY
Ko vaun , e ¢
B

iNOF

EXTINGTION

e —— - :
NECRO-COGNITION CORTICAL TRANSCRIPT cmf;g;nr’
onm:
SAMc LENUMBRR. 278199, 754 6R71{ 35, v 0721856

TRANSCRIPT BEGINS [LeL {43208, 102]. 933 M41 : 4

Outside thunder fil o sundex the heavens elashed in the turbulent silver and lead skies of Aguiln, lightning
flashing a savage purple-white between the roar. The High Chaplain’ iran-shod boots hammered riytimically
on the granite floar, his banessewn long coat clallering in the wind thaf streamed dazun through vaulted,
windows as high as scout ;%M He barely heard the thusder and cared nothing for the starm; Thilsa

Kane, High Morteurge and Lord Speaker of the Dead had other, darker! thoughts to occupy his mind. |

Kane found Chapter Master, Mu:h Hakkon auaiting for him in the wide, open circle of the duelling vanll. The
conmmander of the Executioners Chapter stood alone waiting for hint in the flickering torchlight, his armour
battered aitd scored by a myriad of battles dimly reflecting the firelight. The High Cliaplain gazed on his master
approvingly; it was their way, lo leave the marks of those they,fought upon them; each one a foe bested, each
one.a war rementbered. The scars his master the Lord Executioner bore were many, both an his armour and on
ki grim visage. AU mementos of battles wan in the God-Emperor’s service, of monsters.slain and heads taken,
“and yet here was Kane, .'mm{ seroand, come to deliver kim to an enemy no force or skill alone could g«u

Without preamble Kane dashed a bundle of bluesilk angrily lo. the flagsiones belween

them, spilling its contents out for them poth to see. The shattered remnants of a fine power- )
sword clattered to the ground, it had been finely wrought with chases of platinuni and 3
old, its pommiel & snarling leanine head and its hilt a deep, lstrous sapphire. ?

“I is done then, the rumours twere true;, the Tyrant has set himself aguinst them all?* Hakkon asked.

“Uye, and taken the other Warders with In'm."' Kane replied with a snarl, “The
Warp-runner put nto dock ai the Darkenvauit eight standard hours ago, and the
simpering lapiog he et absird dlisered e this. Your decision?”

“To side with one ix to break faith with the a:hr, &Mn oath is an oath, ﬂrm ar saviour,
Hloed calls ot for blood, W hanour o debts regotdiess” Halkon stated gravely.

“Thaugh it is perhaps our d%pm"' & .
“We are the headsmen of Him on Terra, Sous of Dorn, bom of battle and death, hist-
Exccnljoners. Whal care is¢ of doom o7 fate? We misst sond aid 1o the Tysant immediately, w3

blood will have biood and the ne{umm wwill be awash with it ere long.”

“Vanir Hex makes ready even nammdx Jis brethren and the Night, Hag is Aag« o

sip her dock and find fry, e cacaits anly your command,” Kane said. Sy

Hakkon chuckled darky, it was not @ pleasant sound. “Tou kneiw my answer already old ;imm g
 taght you well.” Kne replied,

“Well enangh to Knces that 1 must hear hh.z sin myself. T shall make the journey fntlo ll¢¢ outer dar o,
 offer the Emperor the coin of my life to pay for our coming transgression. Let it all be dase in my name.
Gather our axes and take the Chapler | mﬁada-ﬁ Thulsa Kane, my High Morteurge, and et there be o
new Lord Execationer till our bload-oath is discharged, no gidtiere be marked with its sin but me.”

Kane knelt before his master and received ito his hands s matipe black-biaded, ,paw \
axe, Lifetaker, that was the sign and mark nfl.h Chﬁanm‘r office. ’

“Ifit is to be an ending, make it such an mdm;\ screams of our ewemies niw as
Jar as the Throne itself.” Hakkon wh.r_omd and n:m‘hd out into the storm. 3

Thulsa Kane's half-dead face wisted into something ru.mleg $:|m!e

NECRO.COGNITION SAVANT Rebekah 2085
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drew their fleet away from Sagan, a the combined force of
the Astral Claws and Lamenters Chapters descended upon
the Sagan system. The Administratum-controlled system

f Sagan with its attendant orbital fleet anchorage and

trophathic relay, were rightly regarded as the gateway to

the Maelstrom Zone. Caught utterly unprepared for such a
direct and sudden assault, Sagan fell in a matter of days as
its dafences, although exlensive, were soon circumvented.
Sagan's protectors were overwhelmed amid a great
slaughter of its planetary defence forces and Karthen
troops caught on the ground. With Sagan in the Tyrant's
hands the strategic situation had rapidly changed, and now
the second mast important world in the region after Badab
was under the Secessionist's direct control, along with
the lithe-fortress’ vast stackpile of arms, munitions and
supplies. The Fire Hawks and the Karthan forces stranded
on lions within the. Zone found th
cut off from supply and behind enemy lines. Badly mauled,
the Fire Hawks withdrew from the Iblis system, the savage
firepower of the Raptorus Rex raking the planet's surface
as a parting gift and successfully punching the Fire Hawks
a way out of an attempt to blockade them inside the
system. The star-fortress claimed the life of the Maelstrom
squadron’s only Mars Class battle cruiser Sacred Tetrarch

- in the process, proving that even the mighty warship's nova

ccannon could not prevail against the vast relic-vessel.

After these tumultuous events, a relative lull followed in
the fighting as the Secessionists consolidated their gains
and the Karthans retreated in disarray, and soon the Fire
Hawks, heavily outnumbered were forced into a series of
running battles and defensive actions in the Maelstrom
Zone's fringes. This period of forced retreat lasted until 710
904.M41 when the Marines Errant Chapler answered the
call of the Fire Hawks for reinforcement. In doing so the

with the Lamenters Chapter, beside which they had fought
as recently as the Corinth Crusade, but now faced as
enemies in battle. This led to incidents where the Marines
Errant failed to try to do more than drive off the Lamenters'
forces during raids, and in which both parties gave
quarter to the other, raising the mutual ire of their allies.

Matters steadily worsened towards the year's end as
ever grealer numbers of star systems were drawn into
the rapidly escalating war. Meanwhile the Fire Hawks
and their Karthan allies continued to suffer heavy losses
in battle. All but alone, the fiercely isolationist fortress
world of Surngraad in the central Maelstrom Zone held
out against the Secessionists —its defences simply too
powerful and skilfully managed for them to take without
a cost that would dangerously weaken their forces. But
despite these few setbacks and the efforts of the Fire
Hawks and Marines Errant, a dozen other worlds fell in
short order to Secessionist control, either succumbing
to direct assault or by submission, leaving only the
periphery and the most forlorn and dangerous areas of
the Maelstrom Zone outside the Secessionist grip.

Back-footed and embattled, worse developments for the
Karthans and their allies would soon unfold, as in 915 904,
M41 news reached the Marines Errant that in payment

of an ancient blood oath given to the Astral Claws, the
Executioners Chapter of the Space Marines had also
announced their armed support for the Secessionists,
sending the warship Night Hag containing a full augmented
battle company of Space Marines to back up their

words. The rest of this noteriously grim and independent
Chapter's forces were known to be assembling on their
distant twin-home worlds of Stygia-Aqulion in preparation
for war. Increasingly desperate, and with their own tithes

Marines Errant diverted a sizable force of six
and a fleet of support vassels from their preparations

1o undertake an extra-galactic crusade in order to aid
their brother Astartes, although their precise motivations
in doing so remain obscure. Unfortunately their arrival
coincided with a renewed offensive by the Secessionists,
and the star-faring Chapter quickly became bogged down
p ing Imperial shipping ling the

long routes to the Pale Stars region and the Maelstrom
Zone's outlying colonies. For the next several standard
months there were numerous repeated minor clashes.
batween the two sides, with the Fire Hawks attempting

to mass their remaining strength in the hopes of forcing

a dacisive engagement, while the Marines Errant, with &
better grasp of the reality of the situation, splitting their
highly mobile strike cruiser-based forces in order to guard
convoys in transit from increasingly frequent raids and
harassment attacks. In short order the Marines Errant
found themselves caught between the desire of the Fire
Hawks to attack and destroy Huron and his allies at any
cost, and the immediate and growing need to protect
Imperial shipping and outlaying colonies in the Kathargo
sector from attack by marauding Secessionist forces.
This conflict of interest was further complicated by the
ancient tias of loyalty and blood the Marines Errant had

and supplications to the P Is of the
Adeptus Terra long overdue, Satrap Tanit Koenig was
forced to take drastic action. With the fleet anchorage

at Sagan now in the hands of the Secessionists, the
Karthan Imperial commanders, near bankrupted by their
seclor’s losses in the war, mounted a final attempt to
harvest the resources they knew to be waiting in the tithe
depots of Vyaniah and Khymara before the Secessionists
could cansolidate their control of the westarn Maelstrom
Zone and claim these worlds as their own.

A hastily assembled armed convoy centred around the
vast Chartist highliner Cardinal Urdanata was convened
in order to carry out this last ditch effort on behalf of the
Karthans and their allies. Gonvoy Urdaneta comprised
some twenty other armed freighters and mass conveyers
and was prolecled by the Gothic class cruiser Dreadchild
of Battlefleet Karthargo, Marines Errant Strike Group
Mercurio and sixteen smaller escorts of various classes,
representing a last gasp of the Karthan's force projection
into the Zone. The ionists’ intelli
network however had already ascertained every detail

of this supposedly secret mission, and they waited until
after the convoy had glutted itself on the wealth awaiting
them at Vyaniah before they attacked the fleet mid transit
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into the Warp. Ambushed by a Secessionist attack group
comprising the main elements from both the Astral
Claws and Lamenters fleets and led by Lugft Huron
himself, the convoy was first encircled and then taken
one vessel at a time in a series of ferocious ship-to-ship
boarding actions. These were bloody pitched battles,
fought between Space Marine assault forces and hard-
pressed Naval crews in the murderously tight confines:
of warship weapon decks and the vast airless vaults of
the mass conveyers. Both the Cardinal Urdaneta and the
Dreadchild as well as twenty-three other vessels were
taken as captive prizes for almost no losses sustained
by the attacking force's ships. The Marines Errant strike
cruiser Star Jackal was the only capital ship of the
convoy to escape the Tyrant's trap, fighting its way clear
with heavy damage. The taking of Convoy Urdaneta

was a crushing Sacessionist victory that effectively
ended the Karthans' active involvement in the war.

With the Secessionists in the ascendancy, all that now
seemed to remain for them was to drive off those Space
Marines who still contested them from the Maelstrom Zone
and consolidate their gains. The Astral Claws focused
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their attentions on the Fire Hawks and fought them back
to the edge of the Golgothan Wastes inflicting further
serious casualties on the Chapter, which could no longer
be considered an effeciive fighting force, while seemingly
sustaining no loss in strength themselves despite the
Fire Hawks making them pay bloodily for each victary.
The greatest single reversal for the Secession’s enemies
came however when the Mantis Warriors successfully
drew a sizable portion of the remaining Marines Errant
Chapter into battle on the industrial moon of Bellerophon's
Fall. The Fall' as it was known was a vital supply and
navigation point and particularly bitterly contested.

The two Chapters clashed fiercely, the Marines Errant
matching their own dogged tenacity and tactical skill
against the lightning strikes and flanking manoeuvres of
their enemy, the Mantis Warriors. The final masterstroke
came when the Mantis Warriors managed to isolate

and entrap the Marines Errant 1* and 3 Companies in
the Rust Zones, and much of the Chapter’'s command
structure was destroyed in a series of murderous surgical
strikes. With their Chapter Master, 3" Company captain
and their command staff dead, the Marines Errant

were decimated and forced to retreat in disarray.



In the aftermath the alliance between them and the Fire
Hawks all but collapsed under bitter recrimination. The
Secessionist forces continued to make major advances
hroughout the rest of the year almaost unopposed,

with further minor engagements fought amid the ruins.

of Cygnax, and on the outer worlds of the Surngraad

system. The Maelstrom Zone belonged to Lugft Huron.

The Eye of the High Lords

0016 905.M41

With five different Chapters of the Space Marines now
embroiled in opan warfare, and a sixth en route, along
with several naval detachments and the various sectarian
factions now involvad in what was rapidly accelerating

to become the greatest conflict of its kind since the
infamous Fourth Quadrant Rebellion, the Imperium's

high authorities were forced finally to act. A triumvirate of
Imperial Legates were despatched under the Seal of the
High Lords to pronounce judgement over the ongoing strife
in the Maglstrom Zone and were under orders to leave no
stone unturned. The triumvirate served by a sizable
«deputation of the Imperial Inquisition of the Ordo Hereticus,
an Administratum Auditor taskforce and a powerful Naval
escort battle group assigned from the Segmentum Solar
reserve, and quickly divided their attentions between

the different combatants and their backers. Inquisition
investigation swiftly uncovered a damning chain of
evidence concerning Lugft Huron's activities and those

of his Chapter. Charges were laid ranging from the
paucity of their retumned gene-seed to uncontrovertible
evidence of their direct involvement in attacks on Imperial
shipping. As for the Karthans, to the Inquisition, their

own role in contributing to and worsening the unfolding
events of i ecession smacked at best of gross
arrogance, but more likely wanton ambition and misrule.

The resolution of the Badab Secession crisis was quickly
pronounced by the Terran Legates to be a matter of the
Imperium's security rather than a civil conflict. As a result
of this preliminary finding, they issued an immediate
demand for the unconditional ceasefire of all parties and
the surrender of the Secessionists. A demand which

was immediately rejected by Lugft Huran, with the Tyrant
stating that complying with the Legale's demands would
‘Leave our brave worlds and Emperor-given charges
naked before tha anemy.’ As a result orders were issued
by the Terran Legales for the arrest pending trial of the
Chapter Masters of all the Secessionist Chapters and the
seizure pending judgement of their worlds, goods, records
and chattels by whatever force was deemed necessary.
This order was to be carried out by all loyal forces of the
Imperium, wherever o and whoever so they may be.

So denounced, the hand of the Imperium itself was now
turned against Lugft Huron and all who stood with him.

No longer a bloody feud over commerce and influence
between Imperial factions, nor even a deadly vendetta
between Space Marine Chapters; the conflict was
now between the Imperium and those that had turned
away from the Emperor's rule, between Loyalist and
Secessionist. The Badab War had truly begun.

Mantis WarrioRs abvance
STrikE units, BeLLerornon's FaLl
Warzone
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“THE TIDE

Once Space Marine had met Space Marine in battle, the
conflict in the Maelstrom had swiftly escalated. Now with
Imperial authorities attempting to enforce a cessation

of hostilities urider deadly sanction and effect the arrest
.and seizure of Lugft Huron, the Maelstrom Zone conflict
errupted into full scale war, but even at this hour there were
those who believed that the factions could be pulled back
from the brink of destruction. They were proved wrong.

The Loyalists Gather for War
0 764 905.M41
With the pronouncement of the Terran Legates' judgement,
* a major deployment of Space Marines was brought into the
war to enforce its ruling by any means necessary. Chosen
from those Chapters available in the region and willing
1o take up the call to arms, the Red Scorpions Chapter
formed the largest part of what was to become swiftly
known as the ‘Loyalist’ Space Marine contingent. They
would be joined by additional battle companies drawn from
the Salamanders, Raptors and Fire Angels Chaplers, with
in the short term, the surviving Fire Hawks and Marines
[Errant ordered to stand down from independent operations
and submit to the High Lords’ authority for investigation.

The Marines Errant, in parlous condition from their recent
losses, readily complied, but before they submitted to

the Legate's will, the Fire Hawks had one last act of
bloody vengeance to perform that has since entered into
the history of the war as the infamous ‘Firebambing of
Sacristan’. In what is widely regarded as a strategically
wasteful and vainglorious assault, Lazaerek of the Fire
Hawks used his surviving Chapter fleet, led by the Star
Fortress Raptorus Rex to conduct a retaliatory orbital
assault on the frontier planet of Sacristan, a sovereign
world on the edge of the Endymion Cluster. Sacristan
was a hardscrabble colony world with a small population
and no real significance other than as one of the worlds
that the Mantis Warriors had long counted among those it
was their responsibllity to defend. After smashing through
the planet's paltry space defences, and decapitating its
rulers and few military assets in a series of savage raids
by Fire Hawks assault forces, the Aapforus Aex entered a
perilously low orbit and proceeded with systematic plasma-
bombing from the upper atmosphere of the planet. Over
several days and nights Sacristan was laid waste before
the Fire Hawks withdrew from the system leaving the
planet aflame, wiping out more than 90% of its population

 CHAPTER THREE Ml

OF

DESTRUCTION

Elsewhere, tha Loyalist forces had gathered their strength
on Josiah Quintus on Ihﬁ edge of the Karthargo Sector
and made their and th for
a long campaign of war. While Legate-Inquisitor Jarndyce
Frain of the Ordo Hereticus had theoretical charge of

the Loyalists, it was instead Verant Ortys, Lord High
Commander of the Red Scorpions who was given overall
tactical command of the unified Loyalist Space Marine
forces as Magister Militum; a ‘first among equals’, by the
commanders of the other Space Marine contingents.
(Such an appointment being a common practice where
diverse Chapters are present within a single force). Given
the inherent dangers in dealing with conflicts between

the Space Marine Chapters and their relative autonomy
from direct Imperial control, Frain had little choice but to
go along with this decision but would have most likely
preferred a commander from a more ‘tractable’ Chapter if
given his way, as the Red Scorpions have been in the past
a famously independent-minded and occasionally fractious
Chapter in their own right. Regardless, the massed Loyalist
Space Marine forces, backed by detachments brought in
from the Segmentum Solar fleet reserve quickly set about
their tasks which were twofold. The first of these was to
force the surrender and compliance of the Secessionist
Chapters to the legate's authority. The second was that
they were lo re-establish and protect commercial links
between the worlds of the Maslstrom Zone and the rest of
the Imperium, an Imperium in dire need of those resources
in order to maintain a score of pressing military needs.

Lord Commander Ortys's first command was to deploy his.
own Red Scorpions along with the bulk of the Battlefleet
Solar ships and conduct a series of pushes and feints into
the regions controlled by the Secession to gauge their
resistance and deployments for himself. This was to result
in what was the heaviest naval engagement of the war so
far, the indecisive Battle of Silent Reach in 4 011 906.M41
In this engagement, cruiser squadrons of the Maelstrom
and Lamenters fleets clashed with Segmentum Solar

.and the Red Scorpions warships in the barren void space
between the star systems of Galen and Grief. The battle
proved inconclusive with vessels from both sides suffering
damage but few major ships from either side lost. This has
been blamed in retrospect by analysts on an assumption
that at this stage neither side were willing to sacrifice

their main battle line to ansure victory. The only serious
loss incurred was the Maelstrom Fleet's flagship for the
engagement, the Overlord class battlecruiser Gauntlet of




bridge was wrecked after a fortunate lance

The Vyaniah Raids and
y on d

‘strike from the light cruiser Lady Sybali its

‘and break away from its escorts. Sesing this unexpected

‘error, several Red Scorpions strike cruisers pounced
ediately and despite the v:

gun crews, they swiltly battered the venerable warship in

‘& close range crossfire before finishing her off with raiding

arties, leaving the ship a gutted and flaming hulk before
er allies could rally to defend her. The Secessionist
broke off from the engagement into the Warp soon

erwards, leaving the Loyalists to claim a tentative victory.

proved lo be the largest of a dozen engagements

occurred in a very short space of time in this period,
1sisting of both void combats between star ships and
ed battles on frontier worlds. Overall the substantial

list forces quickly succeed in checking and containing

& Secessionist advance in the early part of 806.M41,
lly after the Marines Errant and Fire Hawks were
of heretical or seditious intent and added their

ining forces to the Loyalist order of batlle, but despite

nexpectedly heavy resistance prevented them from
aking any significant gains. Lord Commander Ortys, in
suing a strategy of conducting attacks across a broad
had hoped to reveal a weakness in a emy he
had to be thinly stretched, but remarkably, no such
ess appeared. Thus, Loyalist strategy changed.

‘woid shields, causing the battlecruiser to run out of control

int efforts of the Gauntlet's

e Castigation of Sidon Ultra
here, outside the borders of the Maelstrom
&, the scrutiny of the High Lords of Terra also
on the Karthago Sector. Legatine investigations
rried out at Sidon Ultra, capital of the Karthago
tor quickly found Imperial Commander and
n r Governer, the Satrap Tanit Koenig
le for provoking the war, and she and the
of her noble house were executed by the
do Hereticus for “Licentious ambition and wanton
a unbecoming a servant of the Emperor.”

findings of the inquest into the actions of

Karthans were (in brief) that she and her

g clique had overstepped their authority on
erous counts in the events leading up to the
of the Badab War. Now she and those that

ed her were put to death, and the Karthans
e to to pay for their transgressions, with the
llion strong population of
ccommitted to indentured servitude for six
rations in payment of outstanding debt.

scale Administratum rectification audits and
is Arbites Moral Enforcement pogroms scon
moving outwards across the Karthargo
clor as tithe costs and reparations to the Adeptus
a were extracted forcibly from the Karthan

. A process that is still ongoing to this day.

g
806.M41

With the Secessionist advance effectively contained, Lord
Commander Ortys' next plan of attack was to conduct =
a series of heavy raids on the Vyaniah system, having
determined this to be the target against which the greatest
pressure could be placed on the enemy. Vyaniah itself

was an important world and served as the gatehouse

along one of the secondary Warp routes around the
Maglstrom’s rim, while auspex analysis and intelligence
sources had labelled its defences and garrison weaker

than the heavily reinforced Sagan system. Further weight
was lent to Vyaniah as a target by intelligence reporis
indicating that there remained significant ongoing unrest

‘on the conquered world against the Secessionists, which
might be stirred up to open revolt by a Loyalist attack.

‘While the Fire Hawks and newly arrived Raptors contingent
conducted patrol and escort operations, strike forces
drawn from the Red Scorpions, Marines Errant and
Novamarines conducted a three-pronged attack on the
Vyaniah system, the first of several such raids carried
out in rapid succession. The principal target of these
raids was the damaging of Vyaniah’s production capacity
and orbital transhipping platforms, with the secondary
objective of weakening the Secessionists’ grip on the
system. In the series of battles that followed, the Loyalist
Space Marines confronted the reformed and recrganized
Badab Sector planetary defence forces of the Tyrant's
Legion in apen warfare for the first time. The resistance
of these forces had been greatly underestimated and

as a result the Loyalist strike groups were largely
prevented from achieving many of their goals in this first
raid, with only one of the four orbital platforms taken

out of action. In addition while Vyaniah's manufactory
complexes suffered some damage, production was not
significantly affected. Data intercepted from the Vyaniah
command vox-network however revealed that the price
of resistance was high for the Tyrant's Legion, with the
Loyalists inflicting a greater than 178:1 estimated kill
ratio on the human Auxilia defending the system. The
last of the Viyaniah raids of 906.M41 proved particularly
bloody for the Tyrant's Legion, as Red Scorpion forces
conducted attacks directly into the Caelian industrial hive
with the specific goal of inflicting mass casualties on

the human defenders and picking off their Astral Claws
Space Marine masters where found within their ranks.

The Secessionist control of Vyaniah held however despite
the attacks, and shortly afterwards in 115 906.M41 further
il news came to the Loyalists, first that several military
convoys in their rear supply lines from the Karthago
Sector had been attacked and scattered by an unknown
warship that later proved to be the Night Hag of the
Executioners Chapter, and secondly regarding the fate

of Surngraad. The fortress world of Surngraad, deep
within the Maelstrom Zone, had remained independent;
its warlords refusing to bend their knee to the Tyrant,

and their defences had held out against the Secessionist
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Pranetary Datarax: Vyanlan

Time Rgr: 902,141
Crass: Tyre Teanan Stanvarp, (Rotation 2
stanparp HovRs, 101G, 0.85 Tm)

Destenation: InpustajaLisep CoLony/EaRLY STAGE
HIVE WORLD .

PorvLation: Human lmprnjar, 2.5 siriton estimateo
Titur Grape Exactas Tentivs [renping seassessment]

Cimate/GrooRAPHY/BIOSPHERE: ATHOSPHERS

~TempERATE/COLD, PLAMETARY BIOSPEERE VADEVELOPED,
CAL ICE AGE, ALL MAOR TLAUNA
ALISED IMFORTED FROM OIF WORLD,

LARGE SALINE LIFE-SUPPORIING SEAS, SINGLE PRIMARY

EQUATORIAL CONTINENTAL MASS, SLOWLY RECEDING

* IGECAPS. SEVERAL HEAVILY INDVSTRIALISED VRBAR

SETTLEMENTS, THE LaRGEST OF whlcH, CarLlan,

1S DEVELOPING 1NTO A SOLARTYPE DISPERSED RIVE

STRYCTURE.

Goverpmentar Tyre: ImrenlaL Commanpewas
HEREDITARY RULER SUPPORTED BY A QUORVE OF
mAGNATES (DRAWN FROM LEADING INDUSTRIAL
cLan ramlLiss), tnpreenpent vnoer tue lmrznlar
SEGEMENTUE SEAL.

Pranetary GOVERIOR: PROTECTOR [ERIK Sanenko,
ImpERjAL COmMANDER, THIRTEENTE OF Nl LInE.
Apert Presence: Minow: Apministratum Titne Assay
Orricio, avxiLlaRy-cLass ASTROPTHAIC RELAY TOWER,
smaLL Apertus ArpiTes anp Ministorym misslonary
PRESENCE.

MiiLitany: ARy oF CarLlanic PROTECTORATE,
[stanping rLANETARY DEFEMCE/CIVIL ENFORCEMENT
FoRgE, seconp HEer ImperlaL Gvarp equivaLent],

fleet, but Surngraad had partly succumbed thanks to
treachery from within, and Huron's forces now controlled
its northern citadels, while the southe citadels were
barely holding out. Surngraad remained too deep within
enemy territory to mount an effective relief operation,
and the prospect of the ancient fortress world entirely
within the Secessionists’ control was a grim prospect
for the Loyalists as a proposition for a future siege.

The Betrayal at Grief

3390 906.M41

With something of an impasse reached in the war, it was
the Secessionists who unexpectedly broke the standoff
with a remarkable proposal. Lugft Huron personally sent
emissaries to the Loyalists, offering a temporary ceasefire
and honourable parlay with the Loyalist commander Verant
Ortys in order to avoid further bloodshed between those
who should be “...loyal brothers" as his mouthpiece put

it. Despite Legate Inquisitor Frain's strong objections,
Ortys agreed to the meeting, trusting to Huron's word

as a fellow Chapter Master to keep the truce, but Ortys

HOVSEHOLD TROOFS OF VARJOVS RYLING cLATS,
[miLttial.

Trape/Economy/Motes: Vyanias Is a sLowLy
BURGEONING INDUSTRIALISED COLONY DEVELOFING 1ATO
4 BINOR KIVE WORLD, COLONIAL SETTLEMENTS FIRST
ESTABLISHED LATE NI38, INCREASING WiTH A LARGE
INFLUX OF RETUGEES FOLLOWING THE WMASSACRES ON
Istn tn tE BapaB SEcTORIn rarvy M40. Vyanlax
was OrFlCIALLY REGOGNISED As AN UNAFHLIATED
ImPERJAL WORLD BY THE StGmIntym AvTHORITIES

In 2- 334-107.M41, THE pLARET HAS BECOME
InpustrjaLLy seLF-surriclent, expLolting its own
mINERAL AND CHEMICAL RESOVRGES TO sustaln I
civiLisation anp tHuInG fo tne ApmInisTRATYE In
rrTURD FORMAVAL PROTECTION AND IMPORY OF GOODS
AND SERYICES OTHERWISE UNAVAILABLE. SECOTDARY
INDUSTRY BASED ARDUND WACRD-SCALE HARYESTING
ARD PROCESSING OF PLENTIFVL LOWER ORPER SEA-LITE
1nTo roopsturrs. HistorlcaLLy THE sysTem Mas
BEEn PROTECTED SOMEWHAT BY 175 RELATIVE DIsTANCE
FROM THE NIAELSTROM I5ILY, AND BENEFITTED FROM
I3 rosition as THE MOST DEVELOPED WORLD O THE
OUTER SOUTH-WESTERD Rlm OF THE MArLsTROW ZONE.

was equally avowed in his intention to remain iron in his
resolve to carry out the judgement of the High Lords

Arrangements were made for face-to-face contact between
the Tyrant and the Magister Militum on an abandoned
way-station in orbit around the gas giant Shedim in the
outer reaches of the uninhabited Grief system. What

was to happen next remains a point of contention and
stubborn enigma to this day, and much of the following
account's detalls is reconstructed from damaged and
recovered records. The station itself, once a naval supply
depot built into an asteroid mass, and abandoned due to
solar flare activily some centuries before, maintained a
remnant atmosphere but was otherwise dead. As arranged
each party approached the way-station in a single un-
escorted strike cruiser, each lsader and their honour
guard was deposited on the asteroid by Thunderhawk,
their respective strike cruisers pulling away outside of
weapons range, as the two parties met in a great cargo
vault at the heart of the disused station. From what records
were later recovered, it was plain that matters immediately
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NECRO-COGNITION CORTICAL

SAMYLE NUMBER
TRANSCRIPT BEGIN: ] i
Veteran Brother Dayn armouted his soul with the Litany of Contemp as nothingness took hins. The
cnackling screan of the mackine was abruptly cut away by obliterating silence as a bricfmoment of
blackness consumed mwm;é The uncaniy non-seusation was erided by o sudden craculing lightning |

bensath his skin which told i the teleporter field was fadiig and lie had 1o more than a moment before the
crushing force of grauity leld him again. In an ustant a hoarfrost-covering of ice sheeted his ancient suit of
Termipator armour as he translated back into Realspace, shadouss suddenly clawing at his hulking fiame,

" He began to move cven before he had fully registered his surraundings, his right arm sweebing

up, chainfist howling as more than @ century of combat experience was channelled into smooth
and lethal action. The whirling teeth mel scant resistance and the thing he had killed foil
away, bisected into o steaming chunks by the armoured gauntlet’s shredding blade.

Gunfire pulsed in the dark, and las-rounds or something very like them spattered off his skorlder .
guard as the data-displays on the inside of his visor finally rolled back into stability, Jeeding him Wy
infarmation: about the vaulted thamber into which ke and his squad had teleported. The enemy were
already falling all avannd him, the Red Scorpions of his spuad marking their targets and killing them
with brutal efficiency, storm bolters flashing in the'darkness. A second later there was silence:

“Squad Darak, fan'out, dispersion Lambda, we nrust mave with speed to
rendezvous with the revered Loth, let none live who stand agaiust us.™

Dayn paused for a moment, shining kis ave lamp dotun on the remains of the dead, They had been
luman once; noio crude void adapiations and sulcanized pressure suits were hammered and sutured
into their flesh, crude augmetics fused into their eye-sockets. The dead things” shattered limbs were
still kwitching where their drug injectors were still aitached. The filth of the Maelsirom.

The atmosphere within the derelict station was decadtes stale, razar thi and killing cold. The Space Marines’
armour steamed as they advanced, Dayn’s chainfistmaking short work of the rusted bulkheads. The squad

. JoiLin biehind him as he carved and smashed as direct @ route as possible through the ancient hull

Serofling tactical data shawed their position inside the asteroid base, flashing with statia bursts cansed

by the fatces unleashed in the vaid outside where the battle still raged betiwcen their ship aud those of A
the treacherous enemy. The binjred locator returns showed his squad and the others: Squad Rayal it
cwas enconntering heavy fire in the upper gallevies where their assault ram had careened thongh the
empty statian fiel tanls, Gohile down,on the sub-levels Squad Funari had found its path impassi
blacked by megatons of coflapsed wreckage. Only Dayn'’s on squad were close enough to readh Loth’s
location in time as already the asteroid base was starting to break apart. They must not fail.

“Hostile Gantact!” Brother Cardin shouted as the thin air erupled with streaks of flame from aboxe.

Dayit brought his assault cannon aveund ta face the new threat, the barrels spinping up to speed

with a high pitcked buzz. His anta-senses locked on fo the targets advancing from an upper deck

across the vaulted gantries; they were different lo the last foes; heavy, regular shapes, advancing

with measured discipline, heis interlaced fire patterns recise ang, frgeied. Space Marines.

Bolr ire exploded against his helined’s fce plate, seeking Raar onexistent chinks in his Tactical Dreadnought
Armoir, Base traitors, turncoat brothers, Huron’s lapdogs. Dayn thought, Wio else could it be? If the signal
was true and Lord Commander Oriys was dead by the Tyrant's betrayal, then there conld ot be ennugh dead
Astral Clatis to pay the bload price. Despite his battle-calm, Dayn felt himself sneer viciausly as he unleasked
the assault cannon and a two metre longne of muzzle flash it up l.?e darkuess of the brokeu iron chambér.

Above him the gantry disintegrated into metal splinters and leaping sparks, eatex atuay ;'nrrmm by
the barrage of explosive shells. First one, then fwo than a third armoured figure fell wath e gantry.
debris; severed limbs, shattsred ceranite and smouldering badies erashing down before him.

“Not enagigh, not nearly enough.” Xy




became volatile and acrimonious. Lugft Huron acted and
spoke as if it was Ortys and those that stood with him,
not Huron and the Secessionists who had contravened
imperial law. Present in Huron's party was also Chapter
laster Sartaq of the Mantis Warriors, who swiftly accused
the Fire Hawks Chapter of perpetrating wanton crimes of
genocide against civilian populations loyal to the Imperium,
demanding that their master Lazaerek be brought to trial
by combat for his crimes. Lugft Huron himself in imperious
mood, commenced a ranting diatribe against his enemies
and their perceived enormities and insults, going so
far as to suggest that Ortys himself should bow down
re him and fight under the Tyrant's banner against
thase who would turn the Astartes into “....no more than
lickspittle slaves to their own petly graed.” Verant Ortys
for his part stood firm, and re-iterated the Legatine writ of
authority and the unassailable right of summons. As the
talks became heated an adjournment was called for, and
both parties withdrew to separate compartments on the
station to confer with their fellows. It is at this point, matters
of record regards this incident becoma confused, and
contradictory reparts exist as to what happened next as
Loyalist communications to their strike cruiser were cut off.

What s certain is that three unknown vessels, two marked
by auspex logs as likely to be Iconoclast pattern raiders (a
renegade design) and a third light cruiser sized vessel of
unknown provenance, attacked from concealed positions
deep within the thick atmosphere of the gas giant Shedim
The atlackers assaulled the asteroid base before either
Loyalist or Secessionist vessels could respond, raking
the derelict way-station with weapons fire before boarding
with a raiding party comprised of heretics, mutants and
other renegades. In the confused battle that followed,

itis known that the Loyalist delegation, including the
revered Red Scorpions Chapter Master, Lord Commander
Werant Ortys was killed, and several members of Huron's
party including Chapter Master Sartaq of the Mantis
Warriars were also slain but exactly how this occurred
remains unknown. During the resultant three-way space
battle around the way-station, the Red Scorpions’ Chief
Librarian Sevrin Loth led a desperate counter-assault on
the station via assault ram and teleporter attack. At the
height of the battle, the larger unknown vessel, badly

stricken by fire from the Astral Claws strike cruiser, crashed

into the way station and exploded, causing the asteroid

to slowly break up in a cascade of debris. Despite this
roiling destruction Sevrin Loth succeeded in recovering
his fallen master's remains, the Red Scorpions clashing
with both the raiders and Huron's Astral Claws within the
disintegrating asteroid base before both sides broke free
from the place to avoid certain death. Sevrin Loth had
saved the honour of his Chapter against all odds and in
doing so wrote an enduring legend for himself despite the
bitter blow the Red Scorpions had suffered. As for the
Tyrant, he appears to have made his escape early on, and
what hand he had in the deaths of Lord Commander Ortys
or even Chapter Master Sartag cannet be confirmed.

Claim and counter claim ensued in the aftermath of what
soon became known among the Loyalists as “The Betrayal
at Grief", with many blaming Huron's perfidy for the attack,
claiming it as rank treachery, while the Secessionists
themselves lay the blame squarely at the door of the.
Inquisition as a plot to assassinate the Tyrant by covert
means. Communiqués sent by Legate Inquisitor Frain

to his brethren within the Ordo Hereticus regarding the
matter are even more open in conclusion, and do not rule
out the possible intervention of third parties of malefic
design, parties who could do nothing but gain should the
war continue and the whole region descend into bloodshed
and anarchy. Nor does Frain rule out the possibility of a
plot by Lugft Huron whose primary target was not Lord
Commander Verant Ortys, but rather his erstwhile ally
Chapter Master Sartaq of the Mantis Warriors; Ortys's
death merely serving to seal the assassination in a shroud”
of doubt for friend and foe alike. This assertion, as strange
as it ssems may carry the ring of truth, as evidence from
the time has been uncovered of growing disquiet among
the Mantis Warriors in their support for the Secession.
Committed as the Mantis Warriors were to protacting

their fellow Maelstrom Warders from outside aggression
and defending with blood the sacred independence and
rights of the Astartes, they still saw the direct judgement

of the High Lords as something not to be disregarded,

and rumours that had began to circle concerning the rule
of the Astral Claws within their own domains had been

the cause of disquiet among the Chapter for some time.
Sartaq’s death then, perhaps would serve to sure up the
Chapter's resolve, particularly if it could be laid at the feet
of an enemy Chapter, and so much the better if that enemy
would blame the Mantis Warriors for the death of their own.

With any possibility of rapprochement between the
sides now effectively destroyed, the war would escalate
ever further with no quarter given by Red Scorpions or
Astral Claws, while soon secrets would be uncovered
that would lend the Secession an even darker hue.
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Warp Mavication
THe cReat ramivizs or The ‘Mavis Mosluite’,
©ORsImPLY THE ‘Tlavicators', ARE A STABLE AnD

DECAY OR BEEN DELIBERATELY CORRVFTED BY
CHAOS, WHILE SORCERY AND WItCHCRAFT CaN ALSO
ALLOW FORHERETICS, AN EFFECTIVE IF APPALLINGLY

SELECTIVELY CREATED BREED OF
HUNMAT SUB-RACE, A muTant sTRaln wHICH ARE not
onLy toLERaTED BY THE ImpERjUm BUT EssEntiaL To
11s vERY EXISTENCE. ONLY A NAVIGATOR, THROVGH
trelR BALEFVL “THIRD EYE' can PERCEIVE tHE

WaRp ITSELF ATID READ 175 CURRENTS AND SUDDEN
TVRBULENCE WiTHOUT contlnvovs RISk oF Insanity
anp possesslon. THus a navicator's asivity
ALLOWS LOMGERAND OFTEN sWIFTER COURSES
THROUGH THE WaRy TO BE CHARTED, ANID SUDDEN
AND UNEXPECTED THREATS PERCEIVED AND AVOIDED,
By tHIs THE PRESENCE OF A IaVIGATOR ABOARD
ALLOWS ANY SHIP TO REACH Ifs DEstination

FAR FASTER AND MORE SAFELY THAN If coviD

TRAVEL WITHOUT THEm. FEw in numbper, THE GREAT
Mavigator ramiLIES ARE THEMSELVES OFFEN BOVND
BY anclent Ties of PATRONAGE AND DEBT TO THE
ARlstocracles of THE ImPERIAL ITavY, WHILE OTHER.
CLANS AND LINEAGES PROVIDE THEIR SERVICES TO THE
ApEertus MecHanlcvs, SECTORTRADE GVILDS OR.
EVEN TO Inpivipvar CHARTIST Cartalns, ROGVE
Trapers anp Seace MaRInE CHAPTERS. AS SUCH
TaviGatoRs ARE PRIZED OBJECTS OF PLUNDER BY
PIRATES ANID CORSAIRS In THEIR Own RIGHT, AND
THE FATE THAT Awalts THEM Is TRULY niGHTmARISH
SHOULD THEY BE CAPTURED ALIVE BY THE FOLLOWERS
of Curos. Tuls Is not nowever THE onLy means
BY WHICH REMEGADE VESSELS NaviGate THE WARP, as
I Is noT onLy WHISPERED THAT Entire NlavicaTor
BLOODLINES HAVE DESCENDED Info DEGERERATE

mETHOD OF navicating Tue Warp

AND EVEN STALKING THEIR TARGETS THROVGH THE
ImmateRlvm. BEYOND THIS MANY XENOS RACES HAVE
THEIR OWN METHODS FORLONG RANGE HaviGation,
WHILE THE YOID-BORN HAVE MANY DARK.TALES OF
APPARITIONS SUCK AS DAEMON-PROWED SHIPS WHOSE
mutiLatep anp BovnD FIGVREHEADS GAZE into
HELL MORE ABLY THAN any Mavicator, LeGenps
SPEAK.OF HVLKS CREWED BY HELL-WRAITHS HUIGRY
FORLIFE AID BARBED, BLOOD-GLUTTED ALtARS BUILT
into tHE FABRIC OF VESSELS FORGED BY THE aGEnfs
OF CHAOS THAT REQUIRE MERELY A BUTCHERS BILL
oF scRgaminG cartives To TRACK AnY COVRSE THEIR.
MASTER'S DESIRE. ALL, OF COVRSE, ARE TRVE.

nostrRomo naviGatorR HOUSE




174+CORE ARCHIVE ACCESS GRANTED
//4RCCSSING ML 23..12. JWANP naviGaTion
++DATA COmPILING

nG aLtERpATE A RVAES

ving
+ +DERUGGITNG SCREER YT
++Executing Pict pata F4+POTIL,.

> noT THE WAYS OF THE ALIEN,
O PO THE WHISPERS OF
P W . il
i " TO THE RIGHTEOV
cx tue MicHTmaRE Sea RELATIVE Distance at a time DEPERDING ON THE
= Is vast, exIstinG on a SCALE THAT & STRENGTH OF I1s DRIVES AND THE SEiLL Witk wHICH IT
is fLL-sulfED To comergHEnD. It is A Is navicaten. Tuis is raR rRom A CERTAIN BUsInESS
maln THAT VNEVENLY COVERS MUCH OF HOWEVER AND ANY VESSEL, N0 MATIER HOW miGHTY
& PaTCHWORK OF DENSELY INHABITED THEIR INHERENT POWER ORTHE STRENGTH OF THEIR.
t®s SURROVNDED AnD interpEnetraten By FlELDS musT FREQUENTLY DROF BACK INTO REALSPACE
wEs OF LIGHTLESS DEAD VOID, AS WELL A5 10 CHECK its Positioning Anp COURSE, AS WELL AS
>ER THE SWAY OF THE ALlEnsSImPLY LOST RE-CHARGE AND mAlnTaln I1s sYsTems anp TAKE on
snxnown. To TRAVERSE ATTY APPRECIABLE suPPLIES WHERE NEEDED. THis LasT ReQuiREmENT
tuin THls REALI REQVIRES SUPERLUmINAL cAn BE VitaL As WHILE TRAVEL THROUGH THE WaRp
> 10 COVER AMYTHING LIKE THE SPAR occuries A MERE FACTION OF THE TIME SUCH A JOVRIEY
> cRoss EVEN A sinGLe lmperfar sector. wovLp TAKE BY THE constralnts or THE PHYSICAL
=11nG to THE s OF THE WaRP. UNIVERSE, SUCH A VOYAGE mIGHT RANIGE in THE DAYS OR.
omerimes known as tHe lmmaterjvm WeERs WITHIN A SECTOR, WHILE TRAVELLING BETWEEN
. Is a BlZARRE ANID CONTRADICTORY REALM, DIFFERENT SIDES OF A SeGmentum mIGHT TAKE MONTHS
natural anp inlmicaL TOo mankino, as EVEN YEARS [N SOME CAsES, PARTICULARLY IF RELYING
“ORES AND HAZARDS AS THE wiLpEest anp ©n THE VAGARIES OF A SUPPOSED 'SAFE' ROUTE.
~urRovs sEA. [T IS A REALITY BEYOMD THAT
7: a quixotic, vnrPREDICTABLE ADD OFTEN It is THIs RELIATICE ON LAYOVERS, STABLE ROVTES
su pimension of ImmatErjAL ENERGLES AND OMN SUPPOSEDLY TRIED AND TESTED COVRSES THAT
ActED mATTER, NOT BEHOLDEN TO THE LAWS sEEm 1O OFFER SOME moplcvm oF PREDICTABILITY
o RationaL vniverse. LOOKING vron AND SAFETY TO LONG pistance Warp tRaveL THAT
nPROTECTED IS KOwn 1O CAVSE MADNESS ALSO LEAVES TRAVELLERS PRAY TO ANOTHER DANGER:
rtion, AnD THYS IS RIGHTLY THE SOVRCE OF THAT OF PIRACY. FOR st AS THE PREDATORS OF THE
= mOst, As QUITE BEYOND ANY OTHER mUTE WiLD ARE DRAWN TO WATERING HOLES ATID PLACES
=IGHT POSSESS, iT is ALSO THE ABODE OF - OF PLENTY TO PREY vPON THE BEASTS THAT GATHER.
nD LEss UIDERSTOOD ENTITIES, AND SHOULD THERE, SO ARE THE WOLVES OF THE WaRP DRAWN TO
secean FieLos FalL, A HORRIFIC END AWAITS Kiown NAVIGATIONAL MARKERS AND STABLE TRADE
ROUTES 1N SEARCH OF PLUNDER AND BLOOD. SUCH
* coRsalR TRAFFIC IS A tHREAT InteRmittEntLY TO
£ iTs maniroLp DANGERS, WARP TRAVEL EVEN THE MOST WELL-PATROLLED STARS 1N THE HEART
xnit the ImPERIVI TOGETHER, BOTH TO or te lmPERjum, WHILE In WILDERAESS SPACE THEIR.
rasRic WITH RESOVRCES AND COMMERCE DANGER.CAN BE FRIGHTENINGLY HIGH AND ANY VESSEL
CFEMCE ATID WARFARE, ATID WitHOUT It CAUGHT 1T SVCH A WAY I5 LIKELY TO BE FARFROW ANY
4D WOULD BECOME AN ISOLATED IsLanp AlD, AND DEATH ORENSLAVEMERT AT BEST AWAITS
ALOTE In THE DARJUIESS AND EASY PREY. _ THE RAIDER'S victims. GIVEN THE INHERENT DANGERS
VESSELS ARE PRECIOUS ATID RARE, AND In ARgAs SVCH AS THE MAELSTROm ZONE, mOST
sHAT IT IS BY THE EXISTENCE OF A WaRP lmPERIAL STAR VESSELS FORCED 1O TRAVERSE IS DARK.
«ick with THE aprLication oF massive AND PERJLOVS STARS ARE LARGE ANID HEAVILY ARNED,
¥ LOERGY CANl GENERATE AN ENVELOPE AND RELY O CONYVOYS AID WARSHIP ESCORTS FOR.
7InG WAVE ENERGY KAOWN AS GELLAR SOmE MEASURE OF TEnvovs pRotecTion, wHILE sOmE
sicH ALLOW THE VESSEL TO TRANSLATE SHALLERVESSELS RISK ALL I LONE [OVRNEYS In THE
suGH THE VEIL BETWEER REALitiEs anp HOPE THAT SPEED ANID SECRET COVRSES CHARJED WELL
Uarp seyonp, Once within THE STRANGE AWAY FROM THE ESTABLISHED TRADE-ROUTES wiLL
ONED SPACE OF THE WARP, A STARVESSEL KEEP THEM SAFE. [N EITHER CASE PASSING THROVGH
ar FIELDS TO RIDE THE TREACHEROUS THE MAELSTROmM ZONE IS A DEADLY RISK, EVEN FOR
10 EDDIES THAT FLOW VNICHECKED THROUGH THE miGHTIEST VESSEL OR WARFLEET, AND THE WEALTH
ferjum’s DEPTHS, AND LN DOING 5O TRAVERSE OF THE MAELSTROmM ZONE'S ILL-STARRED WORLDS
£vEN THOUSANDS OF LIGHT-YEARS OF HAVE DRAWN covnTLEss mEn 10 THEIR DoOm.
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D d and massacre followed massacre. This
fy spiral changed the nature of the Badab War from
af dominion and contest to one of extermination,
s Loyalists took on the Secessionists and slowly
1o drive them from their captured worlds.

Leader, Loyalist
ployment & Reinforcement
1-907.M41
ith of Red Scorpions Chapter Master Ortys
arily delivered the strategic initiative into the
of the Secessionist cause, and the number of
against Imperial shipping increased. Heavy Space
‘escort forces were needed in order to maintain
s to the worlds of Galen and Khymara while the
Stars were all but entirsly cut off. For a time the
were sorely pressed to hold what little ground
had taken in the Maelstrom Zone. This lasted until
ation was eased with the arrival of contingents of
ling Griffons, Novamarines and later the Sons.
jusa Chapters, and the appointment of Carab
, the new Lord Commander of the Red Scorpions
& new Magister Militum of the Loyalist forces. Culln
took control of the situation and one of his first
was to bring forward plans to convert the old way-
ation on the largely abandoned mining world of Hallows.
into a major staging ground. This ime the first
ary Loyalist base in the Maelstrom Zone proper,
ad with ships and materiels moved into the system
th great dispalch, ‘Vengeance Station’as it became
was fully operational in under a standard year.

before Vengeance Station was complete, the
walists had re-taken the offensive initiative and were
ducting a renewed phase of aggressive operations,
the rank and file of the Red Scorpions Chapter in
icular eager for battle. They were tempered and held
 check by their new master and the wisdom of their
” brarian Sevrin Loth however, who promised them
pody but considered retribution. In the closing divisions
906.M#1, Red Scorpions detachments based on the
Shapter's strika cruisers fought in dozens of separate void
ictions, from defending convoys to raiding outposts and
i ionist shipping the Raplors,
ing the tables for the first time on Huron's raiders.
the same time fresh forces from the Novamarines
Sons of Medusa carried out probing attacks into the
ion of the Endymion Cluster and against the edges of
& Sagan system in order to maintain pressure on the

Secessionists and keep their forces as pinned down as
possible. The first major fruits of this new campaign were
the garrisoning of the barren Khymara systemn and the
setting up there of several outposts and listening stations,
and a new ability to conduct sustained operations in the
contested Gargathea system. Swiftly the poisonous fens
and corrosive jungles of Gargathea 1l urned into a savage
as the Raptors, and Fire Angels
clashed against the Astral Claws and Maniis Warriors.
amid the tangled and often lethal vegetation. The war on
Gargathea swiftly developed into a series of running cat-
and-mouse s of ambush and coL
with the advantage swinging back and forth between
the two sides. With few landmarks save for scattered,
half-overrun Explorator bases and old smugglers’
‘oulposts, the battle lines on Gargathea remained ever-
fluid, the outcome of the fighting there uncertain and
with casualties on all sides high. As one of the few life-
worlds in the region and a useful navigational
way-station, Gargathea Il remained a contested world of
vital strategic importance right up until the end of 907.M41
when the Sacessionist forces were finally displaced from
the planet, and the system reclaimed for the Loyalists.

With the arrival of fresh reinforcements to replace them
in the order of battle, the Marines Errant first took up
reserve duty for the remainder of 906.M41 before they
withdrew entirely from the Badab War early in 907.M41
with some acrimony attached to their leave-taking. The
increasingly embittered survivors of the Fire Hawks
Chapter were forcibly retired to the rearguard for a time
by the newly appointed Lord Commander Carab Culin of
the Red Scorpions o avoid further trouble in the ranks
of the Loyalist forces. This deployment however proved
strategically effective as the presence of the Rapforus
Rex at Hallows Point protected the Loyalist's facility
while under construction. This was vital when Hallows
PPaint was raided in 7 810 906.M41 by Secessionist
fireships and frigate squadrons led by a trio of Lamenters
Chapter strike cruisers. The attack, although well-
executed, was repulsed without major damage to the
hali-finished base and anchorage; the concentrated
firepower of Raptorus Aex along with the Red Scorpions.
Battle Barge Sword of Ordon proving a decisive factor.
A further consequence of the battle at Hallows Point
was the fate of one of the Lamenter's strike cruisers, the
inflexible, which proved so badly damaged after being
rammed by the Fire Hawks’ destroyer Ravage during
the battle, that even though it escaped the system, the
ship was forced to drop out of Warp near the forbidden
star of Hiruko during its retreat and was subsequently
lost with all on board in unknown circumstances.




With further reinforcements arriving almost menth by
month, and missives from the Adeptus Terra informing
them that other Space Marine Chaptars were en route

the scales were beginning to tip in the Loyalists’ favour.
With all available intelligence on the Secessionists
indicating they had fallen into a defensive stance and were
further digging in and fortifying their key systems, Lord
Commander Culln knew that he must press his advantage
soon or risk the war devolving into a slow battle of att
that would bleed his forces dry. The first move towards this
would be the relief of the fortress world of Surngraad. Its
southern continental citadels were still managing to hold
out against the Secessionist aggression by dint of heroic
ice and bloody-minded faith in the God-Emperor,
born of millennia in the shadow of the Maelstrom and its
many horrors, but even this could not last much longer.
tors and Salamanders were given this task of
intervention, and a select strike force dispaiched on a
long-range incursion mission behind the Secessionists’
lines in the battle barges Pyre of Glory and War Talon. On
arrival in the system not even their combined firepower
was enough to affect a landing and they were forced to
pull back, the War Talon suffering heavy damage in the
failed assault. Neither Chapter howaver were ready to
admit defeat and after the gathering of intelligence from
the beleaguered Surgraad ‘southers, a highly unorthodox
battle plan dubbed ‘Operation Sedna’ was quickly
formulated and put into action. Under the shield of a series
of diversionary attacks in the equatorial zone, the Raptors
successiully landed a strong force of battle-brothers
covertly in field-modified armour over three hundred
kilometres away from their chosen target. Shunning

heavy gear and vehicles in favour of a reduced visibility

to auspex and thermal detectors, the Raptors war party
then fanned out, and after advancing on foot for weeks
through the rolling ice packs and bitter tundra, launched

Howtine GrirFons Crarter Ry
Renction FORCE
Losses CatasTrRoPHic

their assault under the cover of a blinding gale. After
breaching the fortress walls of the main orbital defence
complex with melta-bombs, they gained entrance and
succeeded in sabotaging the base's weapon silos despite
taking heavy casualties from the Astral Claws who bitterly
contested their attack. Now free to move into close orbi,
the two battle barges descended to bombard the planet
from the upper almosphere, smashing the Secessionist
held positions into surrender, and liberating Surngraad.
With Surngraad once more in Loyalist hands, the task

of quickly rebuilding the planet's defences went to the
Salamanders, the technically-minded Chapter taking to the
task with gusto before any serious Secessionist counter-
attack could be mounted, the War Talon and Pyre of Glory
standing seniry in orbit. Surngraad marked a turning

point in the war, and the beginning of a potential wedge
that could be driven down the middle of the Secessionist
worlds, but before anything more could be made of

the gain, dire news came from the Howling Griffons
stationed at the Khymara system of a deadly new threat.

The Axe Falls at Khymara

4 003 907.M41

In what would mark the bloodiest year of the conflict thus
far, 807.M41 began with a disastrous defeat for the Loyalist
forces. The bulk of the Executioners Chapter arrived in
force in the Maelstrom Zene, and upon rendezvousing
with their advance force aboard the former Rogue Trader's
flagship and now Chapter prize of war Night Hag, they
conducted an immediate surprise attack at Khymara.This
at a stroke succeeded in destroying the Loyalist outposts,
listening stations and the vital Astropathic relay complex
on the night moons of the Khymara system. Outnumbered
as well as overwhelmed by the force and speed of the
assault, the Howling Gritfons Chapter forces garrisoning
the Khymara system suffered greatly as the system's



s and stations fell one after the other despite their
s defence; the blood of the Howling Griffons
ar spilling fruitlessly into the airless dust as they
bt to prevent the Executioners from destroying the
< utterly. T ives
ad, the Executioners strike force withdrew from
although it would have been in their power lo
the Loyalist survivors if they had wished. This.
nt provoked much consternation from Lugft
but mindful of the dangerous temperament of the
oner's commander, the High Chaplain Thulsa
he is known to have stopped short of issuing
al reprimand to them, and instead welcomed
into the battle for the Secessionist cause.

the Howling Griffons, the bulk of their forces in
ar had been all but systematically destroyed by
tless onslaught, which also resulted in the
2 hic destruction of their strike cruiser Augeias, as
i as the death of the revered Chaplain Dreadnought
an event which struck a hammer-blow to the
But despite these grievous wounds dealt to them,
jer of their taskforce continued to doggedly fight
sing to shirk their responsibilities to the Loyalist
until formally relived from the war in 908.M41.

Enemies Unlooked For

Mid 907.M41

Perhaps unsurprisingly given the lide of war that had
overtaken the Maelstrom Zone, attacks from unaligned
raiding forces and xenos races based within the turbulent =
expanse of the Maelstrom dramatically increased,
reaching a naw height during 907.M41. Although
Imperial intelligence sources were wont to lay the hand
of the Tyrant of Badab behind pirate attack or
xenos stirring in the darkness at the time, evidence
since gathered has proved this simply not to be the

case. Indeed with the brooding malevolence of the
Maelstrom behind them and the Loyalists to the fore, it
is apparent that the Secessionists suffered the worst at
the hands of non-aligned forces during the Badab War.

During this period Ork “Gore-Chompa” pirate clan
‘warbands spilled from the greenskin infested Calah
system with a score to settle. Their terror ships assaulted
Secessionist supply convoys between the Endymion
Cluster and the Badab Sector, and ultimately gave

battle to the Mantis Warriors at Endymion itself. There

a force of Ork ‘Landas' put down and estimated twenty-
thousand boyz-strong warband equipped with a profusion
of battle wagons, buggies and 'kans’ of many types

rd Commander Carab Culin
newly ancinted Lord High Commander Carab Culin,
Master of the Red Scorpions, was a warrior of
L courage and battle experience who had fought foes

verse as the Chaos Legions during the Siege of
ks and the Tyranids on deomed Beta-Anph n his
 career. Verant Ortys' appointed successor should
all in action, and backed by the wisdom and blessing
in Loth, the Red Scorpions famed Chief Librarian
o himself was treated very much as a living legend
Chapter), Carab Culln's transition to supreme
der of the Red Scorpions was well received
majority of his battle-brothers. His entitlement to
5 into the mantle of his dead lord as Magister Militum
overall commander of the Loyalist Space Marine
was by no means automatically assured however,
was only with the principal support of the Raptors
anders contingents that the title was granted
as well as his own impassioned plea in the war
il that he had the right of vengeance and proven
sttle to master the task. It was this latter speech which
swung the Fire Angels and Novamarines to his
With both the Sons of Medusa and the Marines.
acquiescing to whomever should be selected
‘without contention for their own reasons, the only.
¢t opposition to Culln's accession came from the Fire
5 Chapter Master Stibor Lazaerek, who demanded
he instead should be granted overall command.
rek’s ranting tirade in the war council was silenced
& quiet, measured voice of the only figure present
ho was not a Space Marine, Legale-Inquisitor Jarndyce
rain. The slight, black cassock-clad figure stood before

the gathered suparhuman warrior-lords and reminded
them that they fought not for glory, gain or even revenge,
but to enact the will of the God-Emperor as spoken by
his duly appointed servanis, the High Lords of Terra,

at whose word the Imperium turned. Frain endorsed
Carab Culln and tasked him to take the battle to the.
enemy, and brook no delay in wielding judgement's
sword. It was an admonilion Carab Culln took to heart.

A warrior whose reputation had spread beyond his own
Chapter even as a Captain, Carab Culln was renowned
as an inspiring lsadsr of unimpeachable bravery, even
among the high standards of his kind, as well as a skilled,
if unsubtle, strategist with an unyielding will. Never before
however had he commanded so powerful or large a force,
few generals had, and even though the Badab War was
o be Carab Culln's baptism of fire as a Space Marine
Chapter Master, he proved to have wit and wisdom
enough (despite a notably inflexible personality), to avail
himself of the knowledge and particular expertise of
those around him. This was to include those such as Lias
Issodon, Chapter Master of the Raptors who he set loose
to harrow and destabilise the enemy on Gargathea and
Galen, and Pellas Mir'san of the Salamanders, a Captain
of great experience and technical knowledge, whose
council he quickly grew to rely on to aid his analysis.

of the war's shifting battle lines and endless shadow

play. Carab Culln was to prove an aggressive and often
surprisingly innovative strategic commander during the
Badab War, who along with his Red Scorpions preferred
to lead the major actions of the war from the front.
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Huron’s Sins Uncovered

3151 908.M41

Inquisitorial intarragation of an Astral Claws Apothecary

captured during the battle for Surngraad’s polar fortress:

revealed to the genuine shock of his interrogators that

the prisoner was not in fact an Astral Claw by origin

at all, but was in fact a former member of the Tiger

Claws, a Chapter long thought lost. Further dire and

extreme interrogative methods were then unleashad in

utler secrecy as a planned series of stalk-and-capture

raids were engaged upon by covert Space Marine and
ition K perating within the Zone.

Evidence was quickly amassed of an unforeseen and
terrible heresy that had been pursued by the Astral
Claws and Lugft Huron for more than a century. This.
evidence proved that, at Lugft Huron's orders, the
Chapter deliberately withheld the Astral Claws gene-
seed, not fo replenish the Chapter's own losses, but

at first in order to help save their near extinct kin, the.
Tiger Claws Chapter. The last remnants of which had
sought sanctuary with them in secrat, Lugft Huron and
his fellows hiding them within the Astral Claws’ own
ranks. This sin, compounded and compounded again,
had led to another far more dangerous act. Repeatedly
denied the re-enforcements he had requested to aid
him and the Maelstrom Warders in carrying out their
tasks as Lugft Huron saw them, in his monumental
arrogance and pride, the Tyrant of Badab had sought
1o expand his own forces far past the levels mandated
by the Codex Astartes. For at least a hundred years
before the outbreak of conflict, the Astral Claws' secret
goal had been the transformation of their Chapter
slowly into a force equal to a Space Marine Legion of
old. By this example Lugft Huron, it appears, sought
at first not to rebel against the Imperium, but to prove
his case by deeds writ in blood; a Maelstrom scourged

clean, and a new realm carved out for Mankind in the
Emperor's name. Regardlass of the insane folly of
such a plan, it was doomed by the fickle hand of fate.
Up until the outbraak of the conflict, he had sought
1o hide the steady build-up of his forces, dispersed
among the far flung stars of the Maalstrom Zone

and far away from prying eyes. But, then came the
tithe fleet and the threat of direct scrutiny he could
not afford to tolerate and with it war, a war too early
in the Tyrant's plans and against entirely the wrong
enemy. Immediately, unexplained factors about the
war, the rates of attrition and reported strengths of
the Secessionist enemy were cast inlo a new light.

Further covert investigation uncovered the fact
that the Astral Claws Apothecarion had been
conducting heratical experiments in rapid zygote
While largely thanks to
the use of its un-submitted gene-seed, the Astral
Claws Ghapter now stood at around an estimated
three and a half thousand battle-brothers strong.

In the face of this wanton heresy and deceit, and
invoking full emergency authority, Inquisitor-Legate
Jarndyce Frain condemned the entire Astral Claws
Chapter as Excommunicate Traitoris under sentence of
death, and placed their allies under official suspicion of
herasy and treasonous contravention of Imperial High
Law (as no immediate evidence existed that they also
partook of Huren's sin). This fact fundamentally altered
the nature of the conflict and a pall of secrecy descended
over the war. At Frain's insistence, further Ordo
Hereticus forces and regiments of Schola Progenium
Stormtroopers are also called up with the intention

of following behind the Space Marines' battle lines to
conduct full inquests on each world reclaimed from the
Tyrant's grasp to root out the full extent of this heresy.

which proceeded to slaughter the planet’s meagre
garrison. The Mantis Warriors were forced to pull back
and counter-invade Endymion less they lose the world,
meeting the Orks in a rapid moving land battle on the
dust plains of Oarella. Here the Chapter’s Predator and
Razorback squadrons, supported by wave after wave of
Thunderhawk Gunship airstrikes succeeded in pulling out
a fifty-kilometre long zig-zag trail of burning Ork wrecks
and shredded bodies by repeated feigned retreat in front
«of the enraged Orks. As serious as the Ork attack against
the Cluster was, far worse in potential implication was

the growing threat of the daemon-tainted corsair-cults
based on the blighted world of Magog, whose increase

in power had actually driven forth the recently defeated
Orks. Soon the Secessionists were forced to take pre-
emptive action and launch a direct assault of that hellish
planet, which despite a prior Exterminatus campaign had
long remained a thorn in Maelstrom Warders' side.

An Astral Claws battle barge under command of Corian
Sumatris, one of Huron's most seasoned battle-leaders,

was recalled from the frontlines to conduct the attack on
Magog, along with two companies of the Chapter and a
strong force of Astral Claws and Lamenters Terminators.
hand-picked for the mission. This proved a costly diversion
for the Secessionist cause, and the fatalities the force
suffered during the execution of the decapitation raid

on Magog were costly, but the Tyrant knew well that

they could ill-atford not to take the opportunity to cut off
the threat while it was still forming. Had they not done

s0, they would have risked a war on two fronts if they
allowed the horrors being birthed on Magog to reach their
fruition, but by doing so they were unable to reinforce their
flank when a fresh enemy tock to the conflict's stage.

The Wrath of the Minotaurs

5440 807. Ma1

The Minotaurs, a powerful fleet-based Chapter of dark
renown and uncertain ties to the Adeptus Terra arrived
in full strength in the Maelstrom Zone in mid 907.M41.
They announced their presence in the war by launching




attacks. The power of this Chapter quickly

le attack on the
ing facilities on Kyro, wiping out the forty-six thousand
Tyrant's Legion garrison and rendering the mine-
rks unusable before moving on. The Minotaurs then
a ship and officially presented themselves to the
list council of war, but their master, the darkly
d Asterion Moloc remained with his Chapter as they.
eded to maraud through the Pale Stars region,
g a pre-planned list of targets in a deliberate effort
ate rather than conquer the resource production
of the region, and thereby begin to starve the
ist war effort. The arrival of the Minotaurs was
sly welcomed by the Loyalists, and they added
ble strength to the Imperium's cause, particularly
ships and ground assault assets, the Chapter
well-proved for in strike cruisers, Land Raiders
Windicators and both expert and merciless in their
s a besieging force. The Minotaurs' attacks were
scriminate; targeting not only the thirty-plus minor
s and stalions the Secession had taken direct control
also overlooked pendent miner outposts,
those that had held faith with distant Karthan
rs. While the Minotaurs co-ordinated their efforts
Loyalist command network, they operated largely
dently in the southern Maelstrom Zone, striking
amid the Pale Stars and Dene Stellar Drift border
In these battles the viciousness of the Chapler's
for leaving no survivors among those that
ied them quickly grew, and remained uncontested
& arrival of the savage Carcharodons to the Loyalist
later in the war. Only the warships and strike
s of the Executios seemed able 1o stymie the
s’ progress in the southern Maslstrom Zone, the
rs seeming to aimost relish the battles between
as a kind of bloody sport. During the remainder of
ear, the Minotaurs gained several important victories
aly destroying the Tyrant's Legion force on Crows.
land Larsa in a series of savage planet-strikes, and
the Astral Claws and their puppet-worlds to move
static, prepared positions or risk having their worlds
ed and ravaged one-by-one. Thanks to the direct
aral damage the Minotaurs’ actions caused it
d that within one third of a standard year of
in the region, the human population of the
alone was reduced by more than 20%.

he Minotaurs Chapter ceded overall strategic
to the Loyalist war council, they deliberately
ely out of its general chain of command,
g themselves from the other Chapters and
1o Legate Inquisitor Frain more often than High
ander Culln or his advisors. This distance was
that their standing representative lo the war
the gaunt and taciturn Chaplain Enkomi,
rfimmed eyes observed all, although he barely
a word during the gatherings. There is no record of
on Moloc ever putting in & personal appearance at
I and the only evidence that he was present in the
comes from pict-footage recovered from battle
d feartul stories spread by the few survivors of

the

proved a decisive weight in the Loyalist's favour regardless
of its methods, By the end of 907.M41, thanks to a series
of set-piece batiles and brutally contested boarding
actions, the Secessionist forces began o be pushed back”
from several key systems and suffered severe losses.

in the north tral Zone,
despite the battle for Galen between the Astral Claws and
a joint force of Salamanders and Fire Angels developing
suddenly into a three-way conflict as a popular uprising
for independence took hold of the battered population of
the frontier world, the system fell into Loyalist hands.

In & further blow to the Secessionist cause, Vyaniah,
subject to repeated attack for the last few years finally
fell to the Loyalists after a massive joint assault by the
Minotaurs and Red Scorpions Chapters. Already bled dry
by the Secessionists and stripped of some of its heavy
arms so that they might be used to shore up defences
elsewhere, Lugft Huron had all but abandoned the world
and the sizable Tyrant's Legion garrison stationed there
to their fate. The end when it came was swift and brutal,
as charcoal grey and bronze drop pods rained from

the skies onto the streets and industrial plazas of the
proto-hive of Caelian in a night-assault which rent the
darkness with flame. Thrown into panic and disarray by
the assault, the Leman Russ squadrons and infantry
Auxilia phalanxes of the Tyrant's Legion fired on each
other in the confusion as the angels of death fell among
them and the city became a tangled and confused
butcher's yard. By dawn Vyaniah was in Loyalist hands
and the Tyrant’s Legion garrison was put to the sword.

The Scourging of Cygnax

908.M41-910.M41

Evidence acquired by Inquisitorial agents revealed in sarly
908.M41, details of contacts between the Astral Glaws,
renegade human elements and ‘heretek’ scavengers
fram the Golgothan Wastes. Between them they had
devised a plan to recover buried weapons stores on

the dead world of Cygnax. In rasponse the Loyalists
ordered a scourging of the world and the Atropos Clan
company of the Sons of Medusa was given the chief role
in this task, backed by a newly arrived company from

the Exorcists Chapter. The Loyalist force first blockaded
the planet before conducting a grid-sweep of the world
as the numerically inferior Secessionists and renegades
went to ground in the shattered hive cities, relying on the
hellish terrain and radiation fogged atmosphere to prevent
them being easily discovered. The scourging of Cynax
required a determined and brutal campaign to scour out
the Tyrant's forces, the conduct of which caused some
discord between the Sons of Medusa and Exorcists,

with accusations from the Exorcists that the Sens of
Medusa were more interested in serving their own hidden
designs on Cygnax than in hunting down the enemy as
expediently as possible. The smaller Exorcists force

Was Soon wi and d to the ing
assault on the Sagan system, while the Sons of Medusa
were left to liquidate the Cygnax threat as they saw fil.
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Lord High Commander Carab Culln,
Chapter Master Red Scorpions and
Magister Militum of the imperial forces
during the Badab War.
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1. Terminator Armour
Carab Culln wears a suit of Tactical Dreadnought
cur (also known as Terminator armour). This most
e of body armour represents the pinnacle of
ial defence technology, and is believed to have
based on the heavy duty exo-armour developed
ithin the
1:re5sunsed inferno of an active plasma core and
ar utterly lethal environments. The suit’s survivability,
cularly when combined with a Space Marine's
ad physiology Is legend, and a Terminator can
colossal kinetic impacts, directed energy weapon
scharges and even orbital debris strikes. This extreme
ivability, plus the suil's servo-enhanced strength
stability, make it perfect for the most dangerous of
ns, such as tunnel fighting, space ship boarding
stions and the most brutally contested city fights.

inator armour is relatively rare, and only & few
possess sufficient working suits to fully equip
gir 1st Company as the Codex Astartes proscribes.
% Red Scorpions are no exception 1o this, with
ach suit of Terminator armour they possess being a
of the Ghapter, with the role of each successive
's deeds faithfully kept by the Chapter Forge.
b Culln’s armour is the same suit he was first
signed upon his appointment to the 1st Company
s over a century before his recent ascension
mand his battle brothers, and has grown ever
a embellished over time by his achievements and
honours. Its defences are further enhanced
a protective energy field generator known as
Halo, mounted within his breastplate.

e Blade of the Scorpion 1

ng the chosen weapan of the Lord Commander X
the Red Scorpions, the Blade of the Scorpion is a

arful relic of war. A perfectly balanced great sword Gulln's armour as shown here still retains much of its
o-felded Adamantine, etched at & molecular iconography and insignia from his prior role as Captain
&l with liturgies of harm and destruction, the blade of the Red Scorpions 1st Veteran Company. Culln
cleave through even ceramite plate unassisted himself cared little for the mere trappings cof office over
&n wielded with a Space Marine’s superhuman deeds, and insisted that the Chapter's artificers had
ength. Bul it is the Blade of the Scorpion’s disruption better things 1o do than “tamper” with his heraldry until
generator, far more powerful than that found on the Badab War was won. The only concession that was
power weapon that gives it its devastating taken to display his exalted rank was the adoption of a

gth. In skilled hands, such as Culln's, the sword crimson mantle of command and in taking up the Blade
bisect even an enemy Terminator in a single blow or of the Scorpion and relinquishing his former weapon,
er granite without so much as marring the blade. the Sword of Vord, to his successor caplain of the 1st

Company. To his battle-brothers of the Red Scorpions,
orm Bolter no cther sign was neaded to confirm his ascendancy.
Culln's other weapon is a storm bolter, a plain and Also evidenced on Carab Culln's armour are some of his
unadorned example of its kind; it is nevertheless many citations and battle honours, including the sacred
ad artefact in its own right, tended faithfully and Crux Terminatus and golden wreath of a Terminator
in perfect operating condition by Culln himself. Captain, the winged skull of a prior Imperial Crusade 14
commander, the silver Aquila token of the Chamber o
signia and Heraldry Militant's citation of valour and a reliquary containing the
d Lord High Commander following the sudden soil of the shrine world of Karal, awarded by the Synod
in battle of his predecessor Verant Ortys, Carab Impena\ls for the successful defence of that world.
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Brother Tobias kicked dousmshs buckled Rbiaoidooriand threis himself vt fnlo the street moments before
the APC exploded befind him, peppering the backpack of his power armour iith shrapiel. The Fire Augel |
turned into the cover of a twisted ganlyy spar, as with @ staccato Scream two more shells tore into the . ‘5 .

buruing Rhino and canteredthe wreck down the :mtw; {ike a child :pwlmg with an, emply  food can,

Brother Tobias’s autosense dugers struggled 1 pierce the clouds of black sinoke and fervocrete dust to
surve) the arteria jutction’s broken tangled of callapsed overpasses and shattered blockkonse siorage vaulls.
J\rm{y a kilometre away the hmm Lagion had formed up an artilery battery of Bastlisks behind
a barricade of overiurned carge lers. The traitors were a steady stream of shells, but
their fire patterns were disorganised and erratic, and it was simplicily itself (o calculate the gaps in their 4
Kill zones; blind spats in their fire sweeps wide enough to drive a column of Land Raiders through.

“Tobias quickly signalled his findings to the Layalist command-nel, receiving encrypled data-returns vi

the Salamanders Chapter’s Prometfifus Firchorn Son four Kilomeres away indicating fis next u&gm‘iét g
Highly concise tactical updates scrolled across the inner lewses of his eyepieces; the starports and secondazy
landing zumes were theirs, resistance wis better disciplined and heavier than expected, but their progress
had not been significantly slowed. It was the first time he had fought beside the hanoured First Founding *
Chapter and he was pleased o find them everything their legend saidy despite their...ecceniric appearance.

The battle for Sagan was turning in thetr favour.

His task complete for the moment he continued on, picking a precise pam mmgk e kbt the smoke,
staying ant of the battery’s line of sight with ease. Detecting movement on the edge of his vision, he froze still
against a fallen statue of some faceless scribe or otary, as silent and walchfil as a stalue himself Strugeling
across the rubble were a squad of Legion {roopers, ashen-faced and dust couered. A faint nist of blood fell on
Him as he waited motionlest, the gore spilling doion from a crashed moiateans passenger car caught ke a fly
in an iren weh betiween uuo‘l.domgs blocks far abave kim. The blood droplets peppered the dust that covered his
armour with rast red. 1fis batie-hardened mind assesser the relative strengihs and weakness of the six soldiers
without conseious thought; armament, distance, levels of combal effectiveness, routes of attack and escape
calenfated in less than a few panicked beatings of their hearts. For the Fire Angel, alone behind enemy lines;
ammunition preservation wuiu a preatium and s the majority of his killing wwould be done af close quarters,

No sooner than his assessments wvﬁ nade he was moving, thaught and action as one,”
uncluttered by the need ot self-doubs, indecision or mortal fear. He covered halfihe distance
betaveen him and the squad bifore the irst ame feard hims and staried fo turn. %

The Bland-haired one, na niase than seventeen years standard pevhaps, ke carried the syual’s

theazy stubber, and thereby rated the greatet threat. He died firt, the exploding boll shell
hollawing out in his chest cavity in a welter of blood. The squad leader, an older. ;.mﬂm man ¢ 4,
at the rear follsecond.; a head shot ending s ife as he struggled to raise his chofgun. |

Then ifobias was in amongst them, kis bolter on lis belt and his eombat blade drawn in.a smaoth,
almost effortless motion. A backhanded chop of his gauntleted hand snapped the neck of the nearest
irouper, while the biade took his neighbour’s life, head lolling m ab;um!yﬁnm (the opeked neck

as the Legion trooper collapsed to his kuces and expi dliete were two. Terrified recoguition
registering in their cres that the giani figire loomjng them ias their death comé mum'i i\ e

O+ biad to fght hile i gtk tarnsdil s RE ot ahed rvafc ised b Laably o i

fied, bt the pulse of erackling light weat wide as Tobias' biade had already found his heart, '~ «
“To the brave, the quick embrace of deatk, and despaich to the R e T e
thought, quoting the Chaplain's instructional sermons as if he had heard them only this

marning, not a century before ds a naviciate under the light of a far distant star. v

His eyes focused on the lasttrooper scrambling and screaming aérass the rubble in a vain a@%‘ 1o fee his
doom. But nat so the coward; for him agony, in this world and the next.” His.mind fiished

sprang farward, as in the skies behind him the Thunderharok gunships swep! in fows o deliver mm.::

TRANSCRIPT ENDS. IR (8715 J0R] %
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Second Battle of Sagan
50 905.M41
{2 major planetary assault, the Secessionists were driven
their fortresses on Sagan by the largest combined
st force 5o far fielded in the Badab War, utiising the
strength of the Fire Angels, Red Scorpions and
supported by assault-specialised forces drawn
the Salamanders, Raptors and Novamarines. The
g proved particularly bloody and rather than give
%= strategically vital system, the Secessionists chose
punt a defence at any cost. This ultimately destroyed
component of their own battle line, the Astral
= resorting to the use of viral weapons that slew tens
Rousands of the world's population in a desperate
Pt lo either drive the Loyalists from the surface or
the planet unusable by either side. Here amid the
of storage compounds and tabulation-houses on the
Administratum controlled world's sprawling surface
tion, the Fire Angels fighting in full Chapter strength
the brunt of the Loyalist casualties, valiantly sacrificing
elves in order to contain the Astral Claws' last-ditch
 attacks. The Second Battle of Sagan resulted in
highest death toll of any single engagement of the war
far as well as the loss of several key Secessionist
ips in a vain counter-attack on the system.

Eoite paying a heavy price in blood for their prize,
successful invasion of Sagan was a major turning
in the war, with the system bacoming the Loyalist's

Sacan SveBsecTfor,

primary base in the Maelstrom Zone and affording
them greater access to the Maelstrom Zone's primary
stable Warp routes, while also denying those routes to

the enemy. Soon afterwards, using Sagan as its supply
point, Surngraad was fully relived and reinforced, and

the Endymion suppression campaign began, effectively
forcing the remaining Mantis Warriars into a purely
defensive posture and isolating them from Badab and
their allies. This stfectively split the Maslstrom Zone,
relegating the Secessionists into two regions ~the
Endymion Cluster and the still unbreached and heavily
defended Badab Secior ilself. From this point onwards the
Secessionists' aggression would be limited to commerce
raids and largeted strikes primarily carried out by the
vessels of the Executioners and Lamenters Chapters,
Lugft Huren’s dominion elsewhere proving brief.

The Green Tide

908.M41-909.M41

Beyond the Badab War, massive Ork incursions and
multiple Waaagh!s erupled, threatening the safety of the
Ultima Segmentum. As the Badab Secessionists were
judged now to be effectively contained, the Loyalist forces of
the Novamarines, Raptors and Howling Griffons, all of which
had suffered battlefield atirition to some degree, were one-
by-one withdrawn from the conflict in managed stages as
part of a major Imperium-wide strategic redeployment along
with a number of warships of Segmentum Solar reserve
forces which had been deployed o the Loyalist cause.



[Special A Chapter Redep
Intelligence indicates that the Chapters withdrawn

o from the canflict were not deemed ‘reliable’ enough to

conduct the kind of merciless campaign against thelr
fallow Astartes that Inquisitor Frain now demanded.

heavy lities but overpowered their enemy by virtue
of their own brutality and sheer weight of numbers. With
their forces shattered, the remaining Lamenters were
forced to surrender rather than risk total annihilation once
the barque had been taken and much of their fleet was.
left wrecked or burning. Having suffered serious losses.

This was the prima reason for their
although the Ork threat was also very real. Rumours
persist that the Salamanders had successfully resisted
similar pressure lo be re-assigned during this pariod.
Credence can be given to this story by the arrival

of fresh Space Marine forces from the Exorcists

and Star Phantoms and further reinforcement from

the Sons of Medusa Chapiers to execute the final
destruction of the Secessionists. All were Space
Marine Chapters considered by some to be outsidars

among the Space Marine brathren in some way.

The Destruction of the Lamenters

6 888 908.M41

By 908.M41, the Lamenters Chapter had already suffered
significant losses through attrition, the fleet-based Chapler
having been in continuous deployment defending the
southern Badab Sector as well as serving escort duty

to many Secessionist supply convoys. They were still a
force to be reckoned with though, and a plan was put into
action to isolate them from Lugft Huron's cause and take
them out of the war. Legate-Inquisitor Frain's insidious
spy network, in concert with long range augury scans

and scouting missions conducted across the southern
Maelstrom Zone, provided the Loyalists with a mass of
data about the Chapter's movements and deployments
which was then analysed in search of a pattern. What
was immediately obvious to them was that the Chapter
was being used as an ablative shield by the Tyrant of
Badab to guard his southern flank and contest the Loyalist
domination of the Pale Stars, while he kept the bulk of

the Astral Claws in reserve near Badab itself. Seizing on
this weakness the Minotaurs Chapter was gathered in
strength 1o wait for an opening to strike where they would
be most effective. Thal opportunity came in 6888808 M41
when the location of the Lamenters' Chapter barque Mater
Lacrimarum was discovered in orbit over the feral world

of Optera taking on supplies. Immediately a rapid strike
force was dispatched to attack the ship, and succeeded

in catching it and crippling its main drives preventing it
from fleeing the system. The barque, which carried both
the Chapter’s recovering battle casualties and its precious
resource of gene-seed was a target the Lamenters could
not help but try to defend at any cost, and so the trap

was sprung. Lured in by a continuing series of attacks on
the barque, the bulk of the Lamenter's fleet carrying with

it much of the Chapter were drawn back to the Optera
system without further reinforcement from the Secessionist
cause. Once there, they were then engaged by the full
power of the Minotaurs Chapler in a bloody battle which
lasted seventeen standard hours and was fought in the
most brutal ship-to-ship fighting imaginable and upon

the rocky surface of Optera V. The Minotaurs suffered

in defeating the Lamenters, the Minotaurs
claimed salvage rights to the crippled remnants of much
of the Lamenters fleet and the wargear of the fallen.
The surviving Lamenters, barring a few that remained
at Huron's side during the battle were incarcerated on

a prison hulk orbiting the night-side of Sagan Il amid
rumours of their growing insanity in confinement.

Including the casualties captured in the Chapter's
Apothecarion during the battle, only three hundred

and eleven Lamenters batlle brothers survived to be
interned on a prison hulk orbiting Sagan for the rest of
the war, An unknown number (estimated to be less than
a hundred) Lamenters deployed elsewhere during the
fighting remained, the Chapter’s lass removed from the
Secessionists a great strength they could ill afford to lose.

The Angstrom Incident

4897 908.M41

In one of the most remarkable operations of the Badab
War, the Loyalists intervened in matters unfolding on the
world of Angstrom in 808.M41. The sovereign independent
Adeptus Mechanicus domain of Angstrom in the eastern
Maelstrom Zone had remained neutral so far throughout
the confiict, rejecting diplomatic missions and threats
from both sides to join with them in the war. The Magos
of Angstrom considered the conflict itself no more than
an “intemal dispute” between competing Imperial factions
in which they had no cause to interfere, and had made
Kknown their intention to defend their territorial sovereignty
against all interlopers. Instead of taking sides, Angstrom
had simply continued its operations as usual, which
included fulfilling a long-standing agreement to rendar up
a ‘bounty’ of advanced weapons and refined ores to be
collectad by the Imperium's representatives on a three-
yearly cycle from the edge of their planetary system.
Pointedly, the Magos cared nt for just which of the
Imperium’s servants retrieved the bounty, only that their
part of the arrangement was carried out to the letter. In
the past this bounty had supplied the M. rom Warders
with a vital resource and the Tyrant's servants continued
to be in the perfect position to collect it, greatly aiding
their war effort. This unique arrangement was to result in
one of the most singular incidents of the war as the Red
Scorpions and Salamanders jointly conducted a secret
plan to prevent the Secessionists from claiming the bounty.

By patient infiltration of the outer system, the Loyalists
deployed a small elite force covertly into Angstrom

XIll before the fulfilment of the bounty, commanded in
person by Lord Commander Carab Culin and Captain
Pellas Mir'san of the Salamanders. Angstrom XIIl was
a lifeless, turbulent, volcanic world on the edge of the
forbidden system where the contract was to be fulfilled,




ey landed to retrieve the bounty. The battle that
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909.M41
With the vital junctions of Sagan and Vyaniah now in
heir hands and the Lamenters knocked out of the war,

Loyalist Domination of the Maelstrom Zone

Alhazra Redth. The Mantis Warriors” hit-and-run attacks
succeeded in damaging the warship’s main plasma

reactors and weapons bays before withdrawing. This left
the Fire Angel's ship vulnerable when, within hours, two

e Imperium Loyalists now had effecti of
the Maelstrom Zone's major Warp-routes, enabling them
to rapidly move their forces across the region almost
at will, while largely denying that ability to their ensmy.
This factor, combined with the Angstrom Incident's
aftermath which served to stir up a hornet’s nest in the

near-Maelstrom region, effectively cut the Tyrant's sphere

of mﬂuenca in two and contained the Secession. This
balance of power also effectively divided the
Secessionists between the Endymion Cluster and the

Badab Seclor itself. Now only the unpredictable forces of

the Executioners Chapter, offered a significant threat to
the Loyalists’ control outside the Secessionist enclaves.

Of these two Secessionist-controlled zones, the far
lesser danger 10 the Loyalist cause was the Endymion

Cluster. Hara the surviving Mantis Warriors were reduced

to fighting a guerrilla resistance against an ongoing
Loyalist suppression campaign carried out by elements
of the Fire Angels and Sons of Medusa Chaplers, with

- sporadic but bloody engagements being fought in the
Tranquillity, Iblis and Sigard systems, including one severe

defeat for the Loyalist forces when the Fire Angels Strike
Cruiser Polaris Rising was raided by the Mantis Warriors
under the leadership of their prophetic Master Librarian

Inquest of the Renegade Chapters

Soon after the discovery of the heretical intent of
Lugft Huren and his Chapter, Inquisitorial missions
were despatched by the Holy Ordos to the homes of
both the Mantis Warriors and Executioners Chapters
1o examine them for any evidence of complicity in
this heresy, as well as genetic tampering and moral
deviance of any kind. The mission to the Endymion
Cluster was denied access to the Mantis Warriors'
hidden bases, but was provided with samples of

the Mantis gene-seed for lesting, which proved
ultimately to conform within tolerance but with some
gene-dissonance detected. The mission to Stygia-
Aquilan, the twin home worlds of the Executioners
Chapter howaver was allowed full access when

it finally arrived after a five standard month-long
perilous journey to the southern fringe. Despite some
concerns over the individualistic and somewhat
fractious tendencies of the Chapter, the investigation
found both their gene-seed and faith uncorrupted,
as well as shedding some light on the causes of
their involvement in the conflict on the Secessionist
side. It is of note that no separate mission was in
fact despatched to contact the Lamenters, and
whatever findings they uncovered from the Chapter
barque after the batile at Oplera remain sealed and
withheld, even from the Inquisitorial reperls made
available to the Segmentum conclave at the time.

g Ork kill-kroozers arrived in the system, their
path predicted by the Dust Prophet’s art. Outnumberad
and outgunned the Fire Angels fought a resolute last
stand against the Orks, killing hundreds of the greenskins
and gutting one of the kill-kroozers in a suicidal boarding
assault before being overw ed and backed into a
last ditch defence of the remaining few compartments

of the Polaris Aising as the Orks swarmed her decks. It
was then that the Mantis Warriors showed their hand,
falling in ambush on the badly mauled Ork forces from
the rear, annihilating them. In the battle's aftermath, the
thirty-seven surviving Fire Angels Space Marines, all
causalities of cne form or another, were marooned on
Sigard VI under the care of their surviving Apothecary
and his med-servitors, while the battered Polaris Rising
was taken by the Mantis Warriors as a prize of war.

Elsewhere, only the Badab Sector remained resolutely

in the Tyrant's hands. Comprising the Badab System

itself, as well as a number of important and highly fortified
systems, most notably Eshunna, Decabalus and Isin,
Strategos-Militum analysis indicated that taking these
systems would likely be as costly and bloody an affair

for the Loyalists as the rest of the war so far combined.
Added to this was the unknown quantity of the Astral
Claws themselves; since the revelation that Lugft Huron
had worked upon his Chapter's expansion in secret, it
could nat be certain just how many Space Marines were
deployed in the region’s defence while even the most
conservative estimate of the numbers of Tyrant’s Legion
forces in the area reached into the millions. Lugft Huron
had all but abandoned the rest of his once mighty domains
by the end of 909.M41 and whispers reached the ears of
Loyalist intelli of the Tyrant's i g
violence and paranoia, and of the further tightening of his
murderous stranglehold on these worlds he still controlled.

The Loyalist domination of the Maelstrom Zone's main
Warp-routes meant that they also were now able to
successfully blockade and to some extent exploit the
mineral-rich worlds of the Pale Stars again, denying any
substantial access to their resources from the enemy,
which when combined with the isolation of Angstrom
greatly reduced the Saecessionists’ capacity 10 create and
distribute new war materiel. In particular, perhaps the most
serious vulnerability the Secessionists now faced was in
space; thanks to a combination of attrition over the last
several years and most particularly with the destruction or
capture of the Lamenters' Chapter fleet, the Secessicnists
were now much reduced in warships, suffering in particular
a dearth of heavy units and capital ships. The fleet assels
the Astral Claws could muster were largely now limited

to light strike craft (which the shipyards at Rigeal in the
Badab System could still produce in limited numbers), and
a handful of strike cruisers and battle barges accompanied
by the ravaged remnants of the once polent Maelstrom



. These remaining heavy ships Lugft Huron
‘deployed only as a concentrated reserve force
ystem itsell, ready to re-enforce

most unpredictable factor in the Badab War
period remained the enigmatic and barbarous

proved the scourge of Loyalist patrols and supply
, as well as destroying numerous outposts and
g slatlons They had accounted for the majority
; some forty-
2 mamhantmel and eleven warships in all during this.
the capture and scuttling of the Chartist
@yor Ar'saban Queen and the destruction of
r Class cruiser Vengeful Hand, both of which
Jost in action againsi the infamous Night Hag. They
‘committed themselves to several heavy raids as far
8 as Bellerophon’s Fall and Kyro, while some of their
Minotaurs Chapter in the
as the bloody tank duel
moon of Uzeal in the Crow's
system. The Execulioners’ base of operations was
d to have been a star system somewhere on the
of the turbulent Dene Stellar Drift, but its location
&d elusive, allowing the Chapter to raid almost at
Executioners however, aside from challenging
alist forces in open warfare and attacking their

direct control of the Tyrant of Badab, operating only
as allies and never as subordinates, a situation that
created growing ire within the Secessionist ranks.

Al the close of 909.M41 the Maelstrom Secession was
largely contained, but the Loyalist commanders were under
no illusion that the war itself was over. What now remained
would be an even more brutal phase of operations than
any seen before in the conflict; a time of ruthless planetary
purges, scorched earth campaigns and apacalyptic close
sieges. For the Loyalist part many of the Chapters that
had fought the Imperium’s cause had suffered substantial
losses, and now would be replaced in the order of battle
by other Space Marine Chapters of yet darker renown,
brought in by Legate-Inquisitor Frain to ensure the Badab
Secession would be crushed utterly. For those caught up
in this clash of godiike warriors and superhuman killers,
the bloodiest days of the Badab War were yet to come.

“THOVGH MY GUARDS mAY SLEZP ATID WY SHIPS
MWAY LAY AT ANCHOR, OVR FOES KIOW FULL
wrL tHaT THE BIG GUINS NEVER TIRE'

Tue Tyrant of Bapas, atle 909.m41
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Astral Claws Chapter MKIV Siege Dreadnought "Voral’
Destroyed during the Invasion of Pireaus
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“There are but two answers to the question of
Humanity's survival in the face of a hostile cosmos;
ovenwhelming force and the will to use it*

TTHE APOCAYPHA KARLI LISTS THE CHAPTER A5
HAVING ‘THREE SONS” BUT DOES NOT MAME THEM.

- Lugft Huron

'he Astral Claws; a name vilified

within the Imperium, synonymous
now with infamy and treachery, and in
time parhaps a name that will be wiped
from history altogather, but it was not
always so. For more than five thousand
years, the Astral Claws Space Marine
Chapter stood shoulder to shoulder
with the finest of the Imperium's
warriors, their deeds were legendary
and their honour unquestioned. It was
in fact this glorious record of exemplary
service that won for them the singular
honour of the overall command of the
Maelstrom Warder force when they
were assigned to the Badab Sector in
587.M41. It is remarkable to think that
one man, even one as extraordinary as
Lugft Huron who rose to the leadership
of his Chapter in 637.M41 could bring
so mighty and loyal a force over to the
brink of heresy and reballion, but do
s0 he did. There are some, however,
wiho would argue that Lugft Huron
was no more than the result of the
Chapter's long standing sins finding
fruition, and without a fissure created
by the Astral Claws’ overweening
arrogance and self-importance, a man
like Lugft Huron would never have
been allowed to rise to command, nor
would have the Chapter so blithely and
wilfully followed him to damnation.

The Astral Claws Chapter of old is
believed to have been part of the 10"

Founding although some sources
differ on this (see addendum). Created
amid the dark times of the Nova Terra
Interregnum. Few records remain
surrounding this Founding, which

was believed to be created to try to
counteract the rapid erosion and
contraction of the Imperium's borders
during the period. The few such
records that survive relating to the
Astral Claws in this period paint them
as a crusading Chapter, despatched
from warzone te warzone in order to
battle Mankind's enemies. Evidence

of their presence can be found on
Departmento Munitorum records
relating to the Perfidian Wars and
anti-Ork purges of Lord Solar Jurastis
Macro, while further traces of their
exploits can also be found on battle
shrines relating to the later battles
against Nova Terran forces during

the Cataclysm of Souls. One of the
Chapter’s greatest accolades is known
to have been gained in the defence

of Gadia from the 5" Black Crusade,
for which their standard was taken for
display in the halls of the Eternity Gate
in the Palace of Holy Terra itself, For
much of M37 and early M38 the Astral
Claws appear to have confined their
range of operations to the Segmentum
Obscuras (and may have maintained a
Chapter world there for the time). Their
deeds are mentioned repeatedly in the
Apocrypha Kaall, a valuable historical

resource complled by, and still held in
the great Scholastica Corpus on Cypra
Mundi, which details the turbulent
events of the Occluisad War and its
aftermath. The Apocrypha further
mentions the Astral Claws Chapter as
having “three sons” which most likely
Implies that three Successor Chaplers
had been drawn from thair ranks, which
would be a remarkable number if true,
given their relative youth as a Chapter
atthe time, and if so a testament o

the high regard in which they were
held. Matters seem to have taken a
darker turn for the Chapter in early
M38 however, as the Astral Claws are
recorded as being destroyed in action
during the Altid Crusade while fighting
alongside the Dark Angels in 288.
M38. It is not until the fall of the Gorgon
Pentarchy nearly eighteen centuries
later that the Astral Claws are reported
again fighting at full strength, with some
mention of them und’enakmg a penitant
¢rusade in-between. Their war record
for M33 and M40 places the Astral
Claws firmly as a fleet-based crusading
Chapter, ranging within the Segmentum
Solar and Segmentum Tempestus
rasponding to emergencies and adding
their strengih to ongoing conflicts,
often tipping them in the imperium's
favour. Although some commentators.
at the time accuse the Chapter of a
greater lust for glary than the rewards
of duty. One action by the Astral Claws
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which was to have unforeseen later
repercussions was the relief of the
besieged Executioners Chapter at

ia-Aquilon. The battle engendered
a blood-debt between the two Space
Marine forces that Lugft Huron would
later call on to gain the Executioners’
aid during the Badab War.

Itwas in recognition of their service
that the High Lords named them to
the Maelstrom Warders and entrusted
them with the overall leadership of

the force. During this lime at Badab
Primaris, the Chapter thrived, taking to
the overlordship of the Badab sector
with skill and diligence. They used

proud and imperious, much enamoured
of martial glory and the veneration

of the heroes of the past. They saw
themselves as the inheritors of the
Emperor's will and sworn to his task.

of reuniting all of Humanity under the
Space Marines’ protection. While it
cannot be doubled that in the past they
'saw themselves as first and foremost
as Mankind's defenders, they also
believed Space Marines to be set
above those they ruled and worthy of
subservience, even reverence by the
<common citizen. Under Lugft Huron's
command, the fervour and degree in
which this belief was held strengthened
greally, as did his Chapter's conviction

their new home world's
capacity and connections to the
isolated forge world of Angstrom to
further augment their abilities and
increase their capacity to wage war.
Once Lugft Huron took over mastery
of the Chapter, the Astral Claws’ grip

- on the Badab Sector grew measurably

and rapidly tighter, as did the visibility
of the Space Marines as the sector’s

direct rulers and defenders. This very
much fed into the existing psycholagy
of the Chapter, who had always been

in their up ity over other
‘agencies of power within the Imperium,
along with a growing resentment of
‘whal they saw as outside interference
in the Chapter's holy mission. This
hubris resulted firstin the Astral Claws
secretly absorbing the remnants of
their long-lost successor Chapter,

the Tiger Claws, into their ranks and
ultimately led to Lugit Huron's dreams
of expanding his Chapter into a force
with the strength of ane of the Space
Marine Legions of antiquity, in order

future historians, or languis

grasped a poisonous Vi

Addendum: The Edict of Obliteration ;

An Edict of Obliteration —a conclusive order to remove from official record

all signs and evidence of the existence of the Astral Claws had been passed
by the High Lords of Terra. Although countless records have already been
rendered into so much cinder ash, it will likely be centuries before the majority
of even open records pertaining to the Chapter has been fully purged, while
some tangled and contradictory threads will remain to serve as enigma to
forgotten and sealed Inquisitorial vaults. In
part this record servas to marshal and preserve such evidence for its use in
the fulure defence of the Imperium, but there is much that has already been
lost or destroyed. Many questions lay unanswered about the true cause

and nature of the Chapter's fall from grace. Was their fundamental nature to
blame, or was it simple arrogance and the influence of a single, brilliant but
insane charismatic? The source of their gene-seed remains suppressed, and
speculation has had its provenance range from basic Ultramarines stock, to
that of the Dark Angels, pointing to the supposed un-degraded quality of their
gene-seed as well as centain factors of temperament and style of warfare.
Some have made far more outlandish claims, from the use of forbidden sources
at their inception, to xenos or warp contamination as the canker that turned
the Astral Claws from their path. Others contand that when the last remaining
Tiger Claws survivors were taken into their midst, these once-loyal brothers

1 to their hearts, while others believe the Astral Claws
simply stared too long into the hellish depths of the Maelstrom to remain sane.

The Astral Claws' own archives were systemaltically destroyed at their
own hands during the final bitter battles of the siege of Badab, and in truth
none now survive who know the full story of their arrogance and sin.

to pacify the Maelstrom permanently
and ¢rush Mankind's enemies.

To Huron and the Astral Claws, the
triumph of the Imperium over all other
forms of life was a long crusade

that would last millennia, and while
Humanity was to be preserved at all
costs, they believed that individual
human lives mattered little. While

this may indeed be the case, and the
sacrifice of millions, even billions,

are somatimes a tragic nacessity in
these dark times, this authority was
not invested in Lugft Huron's hands

as far as the daily lives of those that
toiled in the Maelstrom Zone was
concemed, but in the hands of the High
Lords —a fact he soon came to resent.
It was such presumptions as these,
embraced by the Astral Claws Chapter
as they were, that lay at the heart of
the secession and the Badab War.

When Lugft Huron rose to power
within the Astral Claws, it was the
start of a significant re-organisation
and shift of focus for the Chapter
that would eventually lead to outright
heresy. An undoubted genius both
an the battlefield and in the realms.
of logistics and politics, Huron was
the first to fully explait the economic
power of the Badab Sector to his
Chaper's advanta
increasing the Astral Claws' stockpiles
of arms and equipment far beyond

the possible operational needs of a
single Space Marine Chapter. There
were some items of wargear such as
Terminator armour or Land Raiders
the Astral Claws could not readily
produce (because they required many
lost techno-arcane arts and rare
resources) but less exotic materiels
such as Rhino STC pattem vehicles
and bolt weapons were wall within
Badab's advanced manufacturing
capacity to fabricate. As a result, such
things became almost disposable to
the Chapter, and were distributed to
the other Warder Chapters, further
binding them to Huron's debt.

Organisation

‘While still a crusading Chapter, and
‘during the opening centuries of their
Chapter's deployment to the Maelstrom
Zone, the Astral Claws maintained an

structure very cl




at of the Codex Astartes with its

a strong fleet and favoured
& missions and boarding

blimrs and Dreadnoughts in its
es. Rapid speed and relentiess
k were the comerstones of the

into overconfidence, and to
superior forces or failing

Space Marine Chapter
have otherwise regrouped
rawn. The Astral Claws
selves saw no folly in this — there
mlne they would not challenge,
they were proud to fight and proud
if neads be in the Imperium's

the chance for glory.

Badab Schism worsened in the
p to the war, and later as the
jon gathered pace, the Astral

atically beyond the limits set down

ihin the Codex Astartes. Slowly but
gathering speed they became
ething more akin in structure to

ient Space Marine Legion (or
t Lugft Huron's conception
e at any rate). As part of this
armation an entire additional
sized force of battle compani
3= raised, with & heavy emphasis
a the use of concentrated firepower
fighting close boarding actions
erent in their makeup, and seeded
sughout the Chapter fleet. Further
ancther force, totalling well over
susand additional baltle brothers
dispersed widely throughout what
as known as the Tyrant's Legion. This
ce was a series of mixed armies
prising human Defence Auxilia
(tollowing largely an Imperial
pattern) formed around a
ialised core of Astral Claws Space
arines, whose task it was to secure
Badab Sector from any who would
to invade. It was the creation of
& Tyrant's Legion that most crossed
bounds of what was permissible
or an Adeptus Astartes Chapter, let
one Huron's massive expansion

in the ranks of Space Marines he
commanded. The Tyrant's Legion
Space Marines forces specialised in
using their ‘inferiors’ as disposable
«cannon fodder and as living shislds.
to maximise their own effectiveness
in battle. Found within their ranks
were both the infamous ‘Retaliator’
squads and the so-called ‘Corpse
Takers', non-codex forces of Huron's
personal design. The Retaliators were.
hand-picked Space Mari ssault
troops, selected for their brutality
and unquestioning obadience who
served as line breakers in battle and
as the bloody hand of the Tyrant’s will
inside his own realms, conducting
punitive extermination missions against
' when needed. i

while at least one, the Storm Callers,
infamously became corrupled by
Chaos and fell into civil strife batwaen
the pure of heart and the damned
within their own ranks. The Astral
Claws, however, earned great glory
during their more than forty years of
crusade in the expanse, and were
one of the few Chapters that passed
into the region and returned again
largely unscathed by the experience.

The Chapter’s first great campaign

of the crusades was in the support of
the Imperial counter-attack to regain
the Naraka Sub-Sector on the very
edge of the Imperium. Naraka had
suffered nearly a century of brutal Drk

only in the final years of the Badab
war, the Corpse Takers were specially
tasked Apothecaries who spacialised
in harvesting gene-seed from fallen
Space Marines —that of both anemy
and friend alike. This final betrayal

of their fellow Astartes by the Astral
Claws was a blasphemy too far and *
ensured the bitter hatred and enmity
of any loyal Astartes they fought

in open battle and meant that no
prisoners were taken on either side.

SELECTED BATTLE HONOURS
Before the Badab Secession, the
Astral Claws Chapter fought in many
valiant and important actions in the
defence of the Imperium, knowledge
of many of which has now been
largely lost. Here are presented a
handul that survive in the record.

The Taninim Crusades [678.M37-714.M37]
In the aftermath of the Occusiad War,
the Imperium's attentions turned to
regaining control of several regions

lost 10 the Imperium along the North-
western fringe. As part of this no

fewer than eleven crusading Chaplers
were sentinto the area of the Taninim
Expanse in order to identify, target

and destroy any emerging threats that
might be found there. The expanse is a
vast, alien-haunted realm that extends
past the outer edge of the Segmentum
Obscuras and includes such infamous
and darkly fabled worlds as Naogeddon
and Alaks'tar within its bounds. Over
time, some of the Chapters sent to

fight what was to become known as

the Taninim Crusades never returned,

pps under the it hod b
of the warlord Rukka Manyteef and his
Bad Moon Sky-Killas. The Astral Claws
took the balile to the Orks in the conflict,
destraying their yellow-painted tanka-
mobs on the tundra world of Gulag-VI
and cutting off the greenskin's vital
supplies of fuel, and later succeeded
in slaughtering Manytaaf's Glittanob
bully-boyz on Midrash, spelling the
doom of the Ork pocket empire. The
‘Astral Claws Chapter went on to spend
decades in the outer darkness of the
Expanse, fighting and defeating many
enemies; destroying the outcast Eldar
citadel-station of Cythral, batting the
Xenarch empire enclaves at Alaks'tar,
and recovering the lost Explarator Ark
Principia Gravis and returning it to Cypra
Mundi to great acclaim. The Astral
Claws upon returning to the Imperium
were awarded a Scaptre of Victory at
the Segmenium capital in recognition
of their deads and a temple in their
honour (now deconsecraled) was
raised on the shrine world of Pycentos
to commemorate their actions.

The Lycanthos Drift

Campaign [780.M41]

The: Astral Claws moved to intervene in
the closing stages of the long running
Fourth Quadrant Rebellion in

780.M41, undertaking a campaign
against one of the last major stronghold
systems of the revolt located to the
galactic south of the Maelstrom Zone.
During the cenflict Lugft Huron was
elected battle leader of 2 number of
Space Marine contingents by common
consent, comprising companies

from the Astral Claws, Fire Hawks,

F7
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Apothecary Iscario Seneca, Centurion Ricimer
Caplured by Loyalist forces, Vyaniah raids Attached Command CV* Tyrant's Legion
Executed for heresy by Inquisitorial Order Slain, Operation Sedna

Battle Brother Raban MKIIl Pattern Bolt Weapons,
Tactical Marine, Astral Claws 3" Company Astral Claws Chapter Approved



White Scars and Celestian Guard
Chapters, backed by Krieg and Cal-
Sec Imperial Guard regiments and
the Titans of Legio Venator. Under
Lugit Huron's inspired command
the taskforce ruthlessly purged the
heavily fortified Lycanthos system
of traitor and Chaos forces in under
& year, with Huron himself gaining
fame for leading a successful
forlorn hope attack against the so-
‘called ‘widowmaker’ bastion gate
‘on Lycanthos Secundus; an almost
indestructible redoubt garrisoned
By the noisome forces of the Bleak
Brotharhood. The conflict, undertaken
while elsewhera the political discord
of the Badab Schism was still building,
confirmed Lugft Huron's reputation as
2 masterful strategist among Space
Marine commanders. The affair was
also notable as Stibor Lazaerek, the
Chapter Master of the Fire Hawks,
bitter that he was not given command
of the campaign instead of Lugft Huron,
is known to have born a grudge against
#he Astral Claws from this time.

Badab War Disposition
‘As the genesis and principal

i

thousand battls brothers (around thirty

companies effectively). This overall force
was dispersed between their publicly
recognised Chapter, a ‘shadow’ Chaptar
stationed with their fleet and actively
engaged in sub-groups across the
Maelstrom Zone (it is believed atleast

a full company’s worth of these were in
fact Tiger Glaws in all but name), and
the growing force of Space Marines
positioned within the Tyrant's Legian.

s the war progressed, the Astral Claws
did their upmost to bring their recruits
through to service as fast as possible,
attempling with only limited success to
accelerate the Space Marine recruiting
process and conducting accelerated
gene-saed experimentation towards this
end (hence the Astral Claws’ attempts
1o capture additional gene-seed from
their fallen foes). It is believed that the
only real path to victory Lugft Huron

saw in the war's latter stages lay

with the abllity to increase his Space
Marine forces at speed, overcoming

his enemy’s superiority in numbers and
forcing, at worse, a protracted stalemate
which would see him carve the Badab
Sector away from the Imperium's

‘among the Secessionist forces in the
Badab War, the Astral Claws were
engaged al all levels during the conflict.
The overall strength of the Chapter

s difficult to ascertain for certain
during this period, but it is believed at
the outset of major hostilities that the
Astral Claws stood at around thres

grasp Taken across the
conflict, mast tactical estimates place
atotal of around four to five thousand-
plus Space Marines doing battle in
the Astral Claws colours: effsctively
the combined strength of four Codex
Chapters overall. The human Auxilia
within the Tyrant's Legion is almost
impossible to scale, but it is believed

Astral Claws Rhino transport

Destroyed in Action, Second Battle of Sagan

men and women were put under ams
as partof the formation in the Pallatos
Hive alone. However, while there was a5
hardened core of professional soidiery
within the Auxilia, Ihe actual combat
effectiveness of a great many within the
Auxilia’s ranks was doubtful al best.

The flest assets of the Astral Claws were
considerable, and included two powerful
battle barges, and an ancient Cardinal
Class heavy cruiser, recaptured as a
wreck in the Maelstrom and brought
back into service, as well as saven strike.
cruisers and over thirty escort vessels

of various classes. The exact number

of escorts the Chapter maintained is a
matter for some debale as it was known
1o possess a number of captured vessels
taken from within the Maelstrom, as well
as armed transports of its own. Combined
with the Imperial Navy detachment
stationed to cover the Maelstrom Zone
and the fleets of the cther allied Chapters,
the warship strength of the Secessionists
was very powerful, but ullimately became
outmatched both in capital ships and
numbers by the Loyalists, and could not
bear its losses over time. This attrition of
ships was to prove a major contributing
factor to the Secessionist defeat.

Losses for the Astral Claws in the war
‘were, in effect, total. Fewer than three
hundred battle brothers are believed

to have escaped at the end of the war,
scattered and without leadership or
resource, doomed to die as renegades.




Strike Leader Malaric
Slain, assault on the Star Jackal

Standard Wargear Retaliator Squad: Chainsword,
Bolt pistol and Combat Shield

RETALIATOR SQUAD
MALARIC

11l DEMI-LEGION “HURON’S WILL

Personal Heraldry of Lugft Huron a.k.a.
“The Tyrant's Claw"
Used extensively by Astral Claws Chapter forces
circa 901.M41 onwards

Monocore Plasma Pistol
Chapter Pattern Variant “Valthek-II'

“Vulkan' Pattern Melta-Gun
High Utility Weapon in Bearding Assaults




Retaliator Ajax
19 Confirmed Kills, Assault on the Star Jackal

Retaliator Soyril
\Lost (Presumed slain), Assault on the Star Jackal

Retaliator Kol-Zuni
Forced the Braach on deck 7 single-handedly
11 Confirmed Kills, Slain, Assault on the Star Jackal

Retaliator Cholderov
Slain, Assault on the Star Jackal



Astral Claws Land Speeder Tempest
Attached to 7" Company, Second Battle of Sagan

Astral Claws Vindicator Siege Tank
Attached to 7" Company, Second Battle of Sagan, Destroyed in Action

Astral Claws Razorback (Multi-Melta Variant)
Attached to 4" Company Combat Squad Aspar, Deployed to Cygnax Incursion Force
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ASTRAL CLAWS
VENERABLE DREADNOUGHT

1. MKIV Dreadnought Chassis

Heavily armoured robotic assault walkers, Dreadnoughts
are piloted by revered warriors of their Chapter, rescued
from the point of death and entombed at the machine's
centre in an arcane life-support sarcophagus. Individual
Dreadnoughts are some of the oldest war machines still
in active service in the 41 Millennium, their armoured
frames dating back to the battles of the Great Crusade.
As well as being potent weapons of war, Dreadnoughts
are amongst a Chapter's most treasured and revered
relics, while the wisdom and battle experience of the
Dreadnought's deathless occupant can be invaluable

to a Space Marine strike force in the field.

There are numerous patterns of Dreadnought, the

origins of which remain lost to history, with only broad
designations surviving in use to distinguish them. Ancient
Klsitor is housed within a ‘MKIV' Dreadnought chassis,

a design some archivists link to the southern conquests
of the Great Crusade and more latterly to the lost forge
world of Urthona, destroyed during the Occusiad.

2. Purity Seals and Chronicles of Honour
Even though fighting the cause of the Secession,

right until the very end, the Astral Claws considered
themselves faithful to the Imperium and the traditions
of their Chapter. As such Kleitor is bedecked in
various purity seals proclaiming their occupant’s faith
in the Ged Emperor and armouring the anima of the
machine from taint, along with scrolls chronicling the
most famous and notable deeds of the pilot in life.

3. Plasma Cannon

The armament of a Dreadnought can be refitted between
missions greatly increasing the war machine's utility

in combat. The armament Kleitor sported during the
second battle of Sagan was a type-VIl ‘Mars-Ultra’ pattern
plasma cannen, an example of an ancient and little
understood weapons technology which uses magnetic
compression technology to excite a hydrogen-based
reaction mass into a volatile superheated state. This
high-energy plasma is then discharged at high velocity,
detonating when it hits a target like a miniature sun.
Plasma weapons are highly effective against medium
vehicles and heavily armoured infantry, and the heat and
concussive force are utterly destructive to organic life.
Mot even power armour provides protection against it.

4 & 5. Insignia

Ancient Kleitor displays both his personal and Chapter
heraldry. This includes the Tarran Aquila, the markings
of the Astral Claws 5" Battle Company, of which Kleitor
was Gaptain prior to internmant. Also, on his greave

he displays a symbaol avewing his personal allegiance
to Chapter Master Lugft Huron; the Tyrant's Claw.

6. Chapter Banner

Such is the esteem in which Ancient Klgitor is held, he

is entrusted with carrying one of the Chapter's baltle
standards into war. The icon depicted here is the ancient
banner of the Astral Claws, the winged lion — a heraldic
design steeped in myth and allegery whose origins

date back lo the antediluvian myths of Old Terra.

7. Storm Bolter

A Dreadnought's secondary armament in most cases is
a Storm Bolter for anti-personnel defence. This weapon
is standardised across most Space Marine vehicles
and so is easily maintained, while a Dreadnought’s
carrying capacity means that substantial quantities of
ammunition can be carried for protracted engagements.

o —




8. Dreadnought Power Claw
Heavy close-combat weapons, usually in the shape of
imassive robotic manipulator limbs augmented by reactor-
#ed disruption field generators are among the most
jpotent armaments a Dreadnought can carry. Tied to the
Smmense strength of the Dreadnought's frame, these
weapons such as the power claw carried by Ancient
Kleitor are able to smash their way through hardened
ferrocrete bunkers and defence lines, as well as tear

B Spart the most heavily armoured tanks and vehicles.

Mncient Kleifor, Venerable Drea ught
o the Astral Claws Tabernacle of th
ik Ones, seen here as recorded

the Second Battle of Sagan.




THE FIRE HAWKS

FORTRESS MONASTERY.

.. 2157 (1He 50-CALLED cURSED FounDMNG) [m.36]
EHAPTER WORLD/DEPLOTMENT: ...

. THE WARP-CAPABLE STAR

FIRE HAWKS

FLEET BASED, FORMERLY coUSTEAU XI (RENDERED
UNINKABITABLE) , FORMERLY ZHDRGS (DESTROYED)

FORTRESS RAFTORUS AEX

ULTRAMARINES

KNOWN MNONE CLAIMED OR
“Bum them ali;
the God-Emperor will know his ovm.”

- Stibor Lazaerek,
Chapter Master of the Fire Hawks,
The Firebombing of Sacristan

Space Marine Chapter whose

name has leng been a byword for
devastation and wrath, the story of the
Fire Hawks Chapler of the Adeptus
Astartes is a shadowed one, and this
infamous Chapter’s final fate remains
uncertain and darkly rumoured to
this present time. In their history they
have seen great victories, bloody
deeds and terrible reversals, being
one of only a very few Chapters on
record known to have survived the
destruction of two separate home
worlds, and have been brought to
the brink of extinction many times,
only to arise again from the ashes.

Noted in several classified sources as
belonging to the 21st Founding (the
so-called Cursed Founding) of M.36,

the Chapter itsell has always claimed
antecedence from the renowned
Ultramarines gene-seed, although
cerlain defects and variations in the
samples held in the archives of the
Adeptus Terra speak against this,

and the Lords of Macragge have
never publicly acknowledged kinship.
Regardless of their actual direct
lineage, in organisation and structure
the Fire Hawks have always anly
broadly adhered lo the Codex Astartes,
and have sometimes come under
deep suspicion by olher Chaplers who
obey its tenets absolutely. The Fire
Hawks have also long been notably

strict adherents of the Cult Imperialis,
believing the Emperor's divinity and the
divine right of Humanity to dominale
the stars. Such was the fervour of
their faith in fact, that they became
embroiled deeply in the wars of the
Age of Apostasy, whereas many cther
Chapters stayed on the sidelines of
this vicious religious civil war, paying

in blood for their convictions in support
of the Thorians. Rigid believers in the
Imperium’s established status quo,
they have often taken singular interest
in the destruction of renegade Imperial
commanders, rogue cardinals and
other wayward lards, often consigning
entire cities and colonies to the fire in
ordsr to achieve their aim. Despite their
avowed defence of the Imparium, their
religious zeal and strength of purpose,
a shadow has long hovered over the
Chapter and allegations of excessive
use of force by them against civilian
populations have cften been levelled,
as have acquisitions of desertion in
the face of their foes by their allies.

The root of this last charge has origins
not in cowardice but rather callousness.
In numerous battles they have been
observed to have withdrawn their
forces from situations where their ranks
might become needlessly depleted by
attrition, or where a tactical advantage
has been clearly lost in favour of a
later devastating counter-attack.

When this has occurred it has often
been done regardiess of the plight

of anyone alongside which they are
fighting at the time, with the value of
Imperial soldiers' lives meaning little
to the Fire Hawks, as long as the
grealer battle is won. This callous
disregard for the fate of others has
proved less than popular with their
allies, and on one such occasion
the decision to withdraw from what
they considered was an untenable
pasition in ballle was the cause of &
three century feud with the Iron Hands
Chapter that ended only with the
death of a Fire Hawks commander in
single combat to setlle the matter.

Although the war record of the Fire
Hawks can be described as exemplary,
and many famous victories can be
ascribed to their honour, itis true

that the Ghapter has often been held
in higher regard by the High Lords.
and their agents, than by many of
their erstwhile wartime allies on the
ground. Because of this, it is known to
be the case that sevaral other Space
Marine Chapters consider the Fire
Hawks as darkly fated, over-prideful
and wanting in brotherhood with their
tellow Astartes; some going so far

as lo suggest that they are tainted

by some flaw in the Chapter's soul

or gene-seed, though none would
gainsay their effectiveness in battle.




Armiger-Brother Loathur Preceptor-Sergeant Masreak
Lauded for Zeal, The Iblis Massacre Taken to the Emperor's Grace, The Battle of Galan

Knight-Veteran Zann

Knight-Terminator Surtur
Lone Survivor of the Claw of the Castigator

23 Confirmed Kills, Taken to the Emperor's Grace
The Repulsion at Hallows Point Found Adrift, Grief System
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Organisation

The Fire Hawks nominally adhere to

the dictates of the Codex Astartes
4in tactical and logistical divisi of

As a fleet-based force, the Fire
Hawks Chapter is well-equipped with
both warships and escorts, and their

‘their troops, with their insignia and
command structure varying somewhat
in use and structure. Notably the
conventions of title and nomenclature
used by the Fire Hawks are of marked
difference from the Codex. The Fire
Hawks tactical doclrine has always
arred toward the use of shock tactics,
close-quarters combat and above

all, the brutal application of focused
overwhelming force to obliterate the:
enemy. Their tendency in this regard
s to favour the use of direct assault
units and the Fire Hawks habitually
deploy the majority of their 1*Company
wveterans in battle as Vanguard squads.
where a Terminator assault is not called
for. Even their Taclical and Devastator
squads prefer to engage at point blank
range wherever possible, and they
utilise extensive stocks of MKIII ‘Iron®
pattern power armour, particularly for
use in boarding assaults. Likewise the
Chapter favours Land Raider pattems
such as the Redeemer and Crusader,
as well as batteries of Vindicator tanks
in open war to shatter a breach in any
prepared dafence in order to allow

the Fire Hawks to get to grips with
their foes. Conversely, the Fire Hawks
shun defensive warfare where they
«can, despising the ‘inglorious’ nature
of prolonged bombardments or long
range fire-fights as indecisive and
unfit for the hanour of an Astartes.

The Chapter as a whole is also known
to shun the use of (even

battl arlh
spiit in deployment batween their
combat vessels, with their reserva
companies, 1% Company and high
‘command based upon the huge
Warp-capable star-fortress Raptorus
Rex. The substantial size of their

fleet also has created a need for

a considerably larger than normal
reserve of Chapter serfs and servitors
to perform crew and support duties.
This pool of manpower forms & body
of indentured servants from which the
Fire Hawks demand total obediance
‘and consider utterly disposable.

SELECTED BATTLE HONOURS
The Wars of Apostasy

[circa 378.M36]

The earliest recorded battle honour of
the Fire Hawks is arguably also their
greatest. The then young Chapter
bravely joined the stand made by
the Imperial Fists, Black Templars
‘and Soul Drinkers Chapters, along
with the Martian Tech Guard against
the corruption and enormities of

the megalomaniacal Goge Vandire.
They fought valiantly in many major

.battles against the apostate forces

of the insane Vandire who had
proclaimed himself both High Lord and
Ecclesiarch. The Fire Hawks paid for
their defiance with the loss of their first
home world, Zhoros, to mass thermal
bombing by the Frateris Templar

flaet which boiled away the planat's
atmosphere and scorched its surface,
leaving it a charred cinder. The Fire
Hawks would not relent however, and
they played a key role in Vandire's
overthrow, taking part in the attack
on Holy Terra which finally unseated
the mad High Lord and in hundreds
of other engagements against his
fanatics. In the days after the endging
of the Reign of Blood, the Fire Hawks
were left i latters, without a home
and a mere handful of surviving battle
brothers, and would take centuries

to rebuild back to their full strength.

It was however at this time they are
believed to hava received command
of the Raplorus Rex, a powerful,
Warp-capable star fortress of a kind
rare even during the lost days of the
Great Grusade as a gift from the
hand of Sebastian Thor himself.

The Great Malagantine Purge
[770.M38-791.M38]

The Fire Hawks are one of five
Chapters referred to collectively as
the infamous Manus Irae’. Chosen
to deliver the Emperor's wrath on
the heretical Malagant sector in the
Segmentum Tempestus. Their detailed
role in an episode of Imperial history
long forbidden from the general
consciousness of even the Adepta
remains a secret even from the
Inguisition, the records sealed deep
with the lightless chambers of the
Celarno Vaults on Holy Terra. What
is known is thal the Manus Irae were

in codex approved pattems) as “the
livery of curs”to quote one of the
Chapter's sarly masters, and they
see their livery of blood crimson and
fire yellow as a visible sign to their
foes of the destruction and cleansing
they bring, Among their upper
echelons, deaths-heads and other
symbols of survival against all cdds
and the scorn of mortal fear are also
increasingly common. All Fire Hawks
are accustomed to medifying their
armour with personal heraldry in order
to display their achievements and the
battles in which they have fought.

[Grand Master Lazaerek]

Worthy of note to this record is the nature and history of Knight-Commander
Stibor Lazaerek, Grand Master of the Fire Hawks during the Badab War. At the.
outset of the conflict Lazaerek was more than six centuries old and in failing
health thanks to numerous war wounds accumulated in his long career. A
figure of some controversy among his peers, Lazaerek was widely regarded by
Imperial authorities as a bitter and hubristic individual, although an undoubtedly
competent general whose personal valour was unquestionad. Evidence
suggests that during his tenure he led his Chapter into several feuds with both
|mperial field commanders and other Astartes lords, and of particular note is
that he is known to have held a prior personal grudge against the Astral Claws.
The cause of this acrimony can be traced to the battles against the Chaos
infestation of the Lycanthos Drift nearly a century before the Badab conflict. At
that time Huron had been acclaimed battle-leader in the Lycanthas campaign
by the assembled Space Marine commanders over the more senior Lazaerek,
much to the Fire Hawk's displeasure. It is thought this bad blood between the
two Chapler masters was a deciding factor in the Fire Hawks' involvement

in the latter stages of the Badab Schism, sparking it into & full-blown war.




ectly charged by the High Lords
of the day to “Spare none and set
b ;, fearful example to tha realm
of Mankind™. The death toll of the
enty-one year campaign is beliavad
5 have reached into the hundreds of
1s as whole worlds were put to
sword, or scoured clean with lethal
rus weapons. In recognition, the
re Hawks wera granted the feudal
orld of Cousteau X| as their bound
in by the High Lords, but were
rward shunned by some of their
Chapters for their merciless
segroms against civilian populations,

# The Black Fragments of Cardinal
och the Aeviled, one of the few available
uices on the purge, marks the Manus.

‘& comprising five chapters, but relers
gnly thrae by name; ihe Fire Hawks, the

Silver Skuls and the Chamel Guard.J]

(Castigations of Golgotha
ous, M40-M41]
& again relegated [0 the status
of a fleet-based Chapter after their
econd home world was rendered
habitable, the Fire Hawks avowed
a sacred oalh to underlake repeated
stigations’ through the Golgotha
stes regicn of space. These were
saries of crusades through
anighted and war-ton area. Thirteen
erent casligations were mads
een 228 M40 and 902.M41, the.
‘ending just prior to the Badab War.
ese missions ranged in scope from
e use of the full might of the Chapter
get such as the war that ended the
xenos domination of the Zharth-Omog
[rinity in the Third Castigation, to the
s of the single strike cruiser
tering Star which hunted the
anegade Damned Gompany of Lord
Caustos in the Tenth Castigation.

the present was the Thirteenth,
‘which saw the bulk of the Chapter's
flest spread out into three distinct
spearhead formations passing laterally
through the southern Golgothan
Wastes, attacking and pursuing targets
of opportunity as they came across
them, notably lecating and condemning
the lost colony of Jenkin's Run to
Exterminatus for the abominable taint
fo which its once human inhabitants
had descended. It was an out-riding

Ea

Addendum: Fire Hawks Martial Traditions

As a Chapter the Fire Hawks have long been renowned for their facus on
the individual battle-prowess and martial pride of their warriors, as well 'Y
as that of their Chapter. Duelling with traditional swords and heated iron Al
brands is actively encouraged between the ranks when not engaged on
«campaign, both for honour and to settle grievances between battle-brothers,
and is fought sometimes to the death. This tradition is thought to have

been a ritual originaling amid the warrior castes of their first home world of
Zhoros, which has been deliberately preserved by the Chapler over time

and arbitrated by its Chaplains. Feudal heraldic ranks are also traditionally
appended to the nomenclature of the Fire Hawks command structure.

Thesa titles are awarded by the Chapter's Grand Master in recognition for

acts of courage and skill-at-arms performed by individual Space Marines
(resulting in titles such as Knight-Captain, Preceptor-Sergeant, etc, being
common among them). Without the recognition and attainment of individual

glory in this manner, advancement within the Chapter is not possible.

vanguard cruiser of this last dispersed
fleet that was sent out to the Maelstrom
Zone's edge whose subsequent attack
and capture by forces from the Mantis
‘Warriors Space Marine Chapter that
would trigger the calamity to follow.

BADAB WAR DISPOSITION

The Fire Hawks became invalved in
the Badab War principally through the
political machinations of the Imperial
Satrap Tanit Koenig, Lord Governor of
the Karthago sector. Koenig requested
their assistance in investigating the
disappearance of Karthan shipping in
the areas to the galactic south of the
Golgothan Wastes. This resulted in the
attack and capture of their vanguard
ship Red Harbinger by the Mantis
Warriors and sparked the Badab War
into its full fury in 904.M41. The Fire
Hawks Chapter became quickly and
fully engaged in the conflict, with an
effective frontline brethren fighting
strength of 86% of projected Chapter
maximum at the start of the war. Also
of note were their extremely powerful
fleet assets, which included their
famed star fortress Raptorus Rex,
two battle barges, seven cruisers

«of varying classes and more than
thirty escort and tender vessels; a
fleet force strength well in excess

of what might be expected of two
mare commonly outfitted Chapters.

Despite the power of their fleel, the Fire
Hawks suffered terrible losses in the
early years of the war, both in terms

of ballle brethren and war vessels,
although this is perhaps unsurprising

given the numerical advantage the
Secessionist forces had during this
period. As the first ‘Loyalist’ Space
Marine force to do baltle with the
Badab Secessionists (although it can
be argued that until the Legatine edict
against Huron and his allies, both
sides were fighting an unsanctioned
conflict), they rapidly found themselves
confronting a numerically superior
force of equally powerful troops.
‘Without the advantage of their own
sizable fleet, innate fury, and the aid
of the Karthan forces it is likely they
would have been quickly overwhelmed
even before the aid of the Marines.
Errant arrived. As it was their losses
in the first years of the conflict were
still heavy, particularly in war vessels,
with only the Raptorus Rex surviving
of the Chapter's capital ships.

Eventually casualties reduced the
Chapter’s effective strength to an
estimated 22% by the war's third year,
and Lazaerek was forced to bow to
Loyalist command pressure to withdraw
his remaining forces from the front
lines lest the Chapter's extinction

be risked, (or perhaps fearing the
Inquisition's judgement). The shattered
Fire Hawks were then relegated to the
sidelines until the very closing stages
of the campaign. In the final years

of the war, Lazaerek successfully
petitioned his Chapter's involvement
again in the fight, and the star-fortress
Raptorus Rex, which remained the
single most powerful single warship in
the Maslstrom Zone, was used as a
lynehpin of the Angstrom blockade.
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Armiger-Brother Borusa
Assault Leader, Boarding Assault Squad Borusa
6" Company Tactical Re: e
Awarded the Iron Halo subsequent to the Battie of

Dysthymia Drift

Inrormation:
Tue Fing HAWKS CHAPTER HAVE BEET

atlon AsTARTES AFTER,
o an Invasto
s Wonip. T Rartonys
THE LinE, Witk &

(Tue GReaTesT STRENGTH THE CHAPTER WAD
THE ED oF tHE Banas W,

Cross rer//+ [[rorpivoen]]

BOARDING ASSAULT

SQUAD BORUSA

FIRE HAWKS 6TH COMPANY

Fire Hawks Chapter lcon
Common Armorial Use

‘Gore Prow' Pattern Chainsword, Monocore Plasma Pistol,
and Ultima Bolt Pistol
Preferred Chapter Close-Combat Issue Fire Hawks Chapter
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Knight-Brother Sorosev Armiger-Brother Avar
g Confirmed Kills, Taken io the Emperor's Grace 16 Confirmed Kills, Stigmatum
Battle of Dysthymia Drift Battle of Dysthymia Drift

Armiger-Brother Betancourt Preceptor-Brother Laugarda
Special Citation for the Destruction of Enemy Posthumously Awarded the Medallion Immolatus,
Dreadnought Taken to the Emperor's Grace

Batlle of Dysthymia Drift Battle of Dysthymia Drift
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Fire Hawks Razorback 'Red Widow'
Damaged in Action, The Iblis Massacre

Fire Hawks Whirlwind, ‘Puritan Fira', Armoury Reserve
Attached to 3@ Battle Company, Destroyed to Prevent Capture by the Enemy, The Retreat from Galen Il
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THE MARINES ERRANT

CHAPTER NAME
FOUNDING: .

‘CHAPTER WORLD/DEFLOYMENT:.
FORTRESS MONASTERY:
GENE-3EED (PREDECESSOR):
KHOWN DESCENOANTS:

E MARINES ERRANT

23w [u37]

FLEET BASED/CRUSADE CHAPTER
VILAMUS [GENE-55ED REPDSITORY]
ULTRAMARIES [EARLE WARAIORS]
nowe

“Go we fnto the darkness, there to bring the light of faith
and the fury of Mankind's judgement on the Unbeliever, the
Alien and the Mutant. War without end. Ave [mperator.”™

Vice-Cardinal Ichdien,
Blessing on the outset of the
Second Extra-Galactic Expedition

star-spanning Chapter of noble

renown, the Marines Errants’ own
histories record themselves as ona
of the 23 Founding of the Adeplus
Astartes, which many sources place
in the latter part of M.37. The 23" is
generally believed by Imperial scholars
to have been one of a series of linked
Foundings around this period designed
to repair the power and reach of the
Imperium's Space Marine forces which
had suffered considerable losses in the
preceding millennia. By the evidence of
the Requiem Malesent of Saint Kybra,
no fewer than fifty-seven Space Marine
Chapters had been destroyed outright,

during this troubled period, which had
seen calamities such as the horrors

of the Reign of Blood, the Plague

of Unbelief, the disastrous Cursed
Founding and the forces of Chaos and
the Orks rampage almost unchecked
along the Imperium’s fringes.

Given these parlous circumstances,
the Marines Errant, along with several
others such as the Imperial Harbingers
and the Steel Cobras, were from

the outset conceived as Chaplers
that would spend their existence on
continuous crusade and lobe
created from the most stable gena-
seed stocks available. Articles laid
down and enshrined from this time,
preserved at the Marines Errants’

archives on Vilamus, entreat the
Chapter to . forever quast and give
battle, knowing no home but the grace
of the Emperor's mercy, finding purpose
only in destruction of the enemies of
Mankind.” Since their inception the
Marines Errant have dutifully pursued
this course, ceaselessly travelling
between warzones across the distant,
far-flung stars of the Imperium, and are
one of the few Chapters that are known
to have crusaded far beyond the edge
«of Humanity's domains and returned.

Further details of the Marines Errants’
origins can be found in the Mythos
Angelica Mortis, the great work
concerning the Space Marines of

this age, lists five such new-founded
Crusade Chaplers and their blood-
progenitors, with the Marines Errant
recorded as having the Eagle Warriors
Chapter as their immediate forebears.
This places the antecedence of their
gene-seed as part of the Ultramarines
lineage, a fact which s further bom-
out by the Marines Errants’ own
wraditions and heraldry, although why
the Eagle Warriors in particular were
singled out for the honour of a ‘named”
founding being drawn from their ranks
at this time remains lost to posterity.

Since their founding, the Marines
Errant have forged for themselves a
glorious series of battle honours by

undertaking crusade after crusade in
the Emperor's name, some of which
still bum in the pages of its history,
while others have been long forgotten
and swept away by the endless tide

of war. The Ghapter was also notably
involved in the many wars thal made
up the Age of Redemption in which the
Ministorum's Creed was re-imposed on
a wayward Imperium cleansed in the
blood of the Apostate. It is, however
for their later crusades into the outer
darkness of the galaxy that they are
most justly far . The Chapter is
known to have formed a key pillar

of the Crusade of Spile beyond the
borders of the Western Fringe in early
.39, the Second Extra-Galactic
Expedition, and the later doomed
Kadyrov Voyage to the Hazeroth Abyss
from which the Chapter's battle barge
was the sole survivor to return from
that dark and haunted region. It was
this last expedition that was nearly

to prove the Chapler's undoing, and
in truth although it would rebuild its
strangth in terms of battle brothers
and basic wargear, certain losses.

in terms of less easily replaceable
panoply such as Dreadnoughts, Land
Raider hulls and ancient baltle barges.
would never be made good again.

Organisation
The Marines Errant are a fleet-based
crusading Chapter, and although they




Veteran Brother Trajan
1* Company Vanguard Assault Squad

Brother Pender

Dark Void Elite
(Note iconograph of House Ecale
incorporated into Armour Heraldry)

Vateran-Brother Aklo
Chapter Honour Guard

Brother Charas
Tactical Marine, 3* Battle Company
Taken to the Emperor’s Grace, Bellerophon’s Fall
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follow the tenets of the Codex Astartes.
as their basic pattemn of organisation,
in practice the Chapter has modified

‘ts tenets to better suit their needs and

‘patterns of deployment. For example,
each of the Chapter's company
«captains and high officers are also
assigned flag command of a particular
ship in the Chapter's fleet (most
commonly a cruiser) and expected to
act autonomously of higher authority
for long periods if needed. The
Chapler’s veteran 1* Company and
10" Scout companies while nominally
based on their flagship battle barge,
are usually dispersed as needed to
individual commands and can vary
considerably in size in operational
tarms. Owing to historical losses of
certain advanced forms of equipment
that have never been fully replaced,
the Chapter has leamed to carefully
shepherd its resources in terms of
‘equipment such as Terminator armour,

particularly expert not only in both
maintaining and repairing such as they
have, but in reclaiming and restoring
weapons and gear they might come
across in the long crusades. This has
led to some concern in the past over
the use of non-Codex Approved arms
by the Marines Errant, and even of
the incorporation of xenos weapanry
into their ranks, although such heretek
practices have never been proved.

As with many flaet based Chapters, the
Marines Errant are rarely gathered en
masse axcept at the commencement of
a major crusade called by the Chapter
Master. Instead the forces of the.

and strangth of the Marines Errant
Chapter at any given time, and it may
ba the case that at cartain junctures the
Marines Errant have stood well over the
notional Codex-mandated strength of

a thousand battle-brothers for a time.

SELECTED BATTLE HONOURS

The Covenant of Ecale
[390.M38-433.M38]

The Marines Errant Chapter has

long had a somewhat langled and
shadowed ties to the great Rogue
Trader House of Ecale, daling back to &
covenant sealed in blood between the
Chapter and the legendary Sighadn
Ecale in 801 390.M38. The exact cause
and full nature of this pact remains.

a secret that has always been kept
inviolate by both parties. What is known
1o Imperial chroniclers is that when

first entered into, the full weight of the
Chapler at that time added their forces.
to the Rogue Trader’s own substantial
army in a perilous voyage of war and
exploration into the Ghoul Stars which
lasted more than forty years. Ever since
then small contingents of the Chapter,
operating outside its usual siructures
have always served alongside the
Rogue Trader's bloodline, leaving the
Chapter for years at a time before

their return to the ranks, bearing
ever-afterward the battle honour of the
Ecales' sigil upon their armour. For

the Rogue Trader house, the Marines
Errant are an invaluable ally few of
their kind can hope to call upon with
certainty, although for the Chapter
itself what it gains by the bargain, or
perhaps what debt it repays, remains

a secret long kept from outsiders.

The Corinth Crusade
[698.M41-705.M41]

One of the most famous Space Marine
actions of the mid-41st Millsnnium,
the Cerinth Crusade was conceived
of and led by the legendary master

of the Ultramarines Marneus Calgar.
The crusade comprised the combil
forces of Ultramarines, Angels of
Absolution, Lamenters, Silver Skulls,
Scythes of the Emperor and the
Marines Errant as well as over fifty
Imperial Guard regiments against the
massing power of Waaagh! Skargor,
which had its heart in the seething
morass of the Gorinth system deep
within the Ork empire of Charadon.
During this highly successful
Crusade, the Marines Errant were
singled out for particular honour, both
because of a series of closely fought
boarding aclions against Skargor's
fleet of Terror ships, and for the
rescue al great risk to themselves.

of the embattled Ultramarines 3"
Company. The Uliramarines had
become trapped on the dust moon
of Lhak after the destruction of their
strike Gruisers above the planetoid,
and fighting off fearful odds the
Marines Errant battered thair way
through the encircling horde of
freebooters and ramships to extract
thair progenitar-kin from the surface.
In recognition of this deed Marneus
Calgar awarded the Marines Errant
one of the Ultramarines’ own sacred
relic blades as a sign of the mutually
shed blood of the two Ghapters in
gratitude. The successes of the
Corinth Grusade not enly beheaded
and scattered Waaagh! Skargor,

Marines Errant are assigned
10 a number of different taskforces
deployed to various expeditions and
war zones, and are often spread

over a vast volume of space. It is not
uncommeon for a particular taskforce

1o be out of communication with the
rest of the Chapter for years, perhaps
even decades at a time. Given these
factors, each company and battle
group has the task of managing its own
affairs and recruiting new initiates as
the opportunity arises holding to no
single source of aspirants, returming
the new brethren to the 10™ Company’s

when practical. As a result, itis all but
impossible to gauge the effective size

Addendum

reverence the Chapler places

Of particular note in regards to the Marines Errant is the importance and

its future and p its

brethren in the pas

gene-seed. Although the Marines Errant are fleet-based, the Chapter's number
of Apothecaries is known to be larger than is normal for a single Chapter, and
they also maintain a repository-fortress on the world of Vilamus in addition 1o
their usual role. This secondary duly is for very practical as well as ritualistic
reasons as the Chaplsr itself has oftan sufferad severa depredation of its
situations where their precious gene-seed could not

be recovered. This is a risk all crusading Chapters must take as their actions
oftan lead them beyond the Imperium into the unknown void o into the very
heart of enemy held territory, while some crusade forces simply disappear into
the Warp, never to return. In such times of desperation the Chapler's safe-
house stores on Vilamus have saved it from ruin several times. This fortress is
commonly garrisoned by any Marines Errant company in need of rebuilding its.
strength at the time and ringed with layer after layer of automated defences.




lalso delayed any further major
incursions from the Charadon
gion for more than thirty years.

B WAR DISPOSITION
(Chapter’s involvement in the
War would be brief and bloody.
% Marines Errant were one of the
Space Marine Chapters 10 take

jarms against the Astral Claws
their allies in the Badab War.
arrived in the Maelstrom zone
sly to support the Fire Hawks in
8, having been petitioned directly
before the war began in
The Marines Errant responded
call by diverting a strong force
hprising at least six full companies
=ngth that had been massing on
Imperium's borders as part of t
ation for the Third lact

further complicated by the ancient ties
of loyalty and blood the Marines Errant
had with the Lamenters Chapter beside
which they had fought as recently as
the Corinth Crusade but now faced

as enemies in battle. This led to
incidents where the Marines Errant
failed to try to do more than drive off
the Lamenters' forces during raids.
and in which both parties gave quarter
to the other, raising the mutual ire of
their allies. No such consideration far
an honourable foe was given however
between the Mantis Warriors and

the Marines Errant. Very quickly in
their battles against this elusive foe,
the Marines Errant took to merciless
actions, destroying contested vessels
the Mantis Warriors had boarded rather
than take them back in close assault,

jion. The Marines Errant force

4 on ils deep-range vanguard

fsers 1o reach the Maelstrom Zone

speed, and although this allowed

force to arrive in time to prevent

Fire Hawks being overwhelmed,
lack of heavier vessels or

marous escorts would leave them

a strategic vulnerability in the war.

the Badab War quickly escalated,
& Marines Errant found themselves
between the desire of the
Fire Hawks to attack and destroy
and his allies at any cost, and
immediate and growing need to
stect Imperial shipping and outlying
pnies in the Kathargo sector from
sack by marauding Secessionist
ges. This conflict of interests was

and even one township

on Sagan V from orbit rather than

risk ambush by the Mantis Warriors
amid its tangled shanty-streets. The
Marines Errant were to pay a bloody
price for this ruthless policy, when in
905.M41 the Mantis Warriors used

the Marines Errants’ practice of
employing overwhelming force against
them, successfully drawing in twe full
companies led by the Marines Errants’
Chapler Master Corwin Admatha by &
feinted retreat. By this action the Mantis
Warriors lured the Marines Errant into &
trap and successfully ambushed them
on the industrial moon of Bellerophon's
Fall. The Mantis Warriors then used
their superiority in heavy warships first
to cut off the Marines Errant on the
ground, and then used Thunderhawk-
spearheaded interdiction units 10

Marines Errant Rhino ‘Gryfalcon'
Formed part of defence cordon 3, Rust Zone Seplus, Bellerophon's Fall
Destroyed in Action

vk

ruthlessly destroy the Marines Errant's
command structure, slaying Admatha,
two Company chaplains and the
captain of the 3 Company in short >
order. The remaining Marines Errant =
were encircled and would have baen
annihilated, but were broken out of

the trap in a daring relief operation by
their remaining captain, the ill-fated but
resolute Anton Marvaez. The captain
and his company wers aboard the
strike cruiser Star Jackal which had
been previously damaged during the
disastrous Urdeta incident, and so

had lagged behind the Marines Errant
main force and escaped the trap.
Rallying the scattered Loyalist ships
Narvaez managed to mount a rescue
operation and led the survivors to

fight their way clear of the trap despite
heavy losses. However the Marines
Errant contingent was left in tatters

in the aftermath of the ambush.

Assuming the brevel rank of Lisutenant
Commander, Narvaez, now left in
command of the shattered Chapter was
forcad to order a retreat to the edge of
the Karthago sector under repeated
assault, where they regrouped under
his leadership. The Marines Errant
restricted themselves 1o protecting
Imperial shipping for the next year

and fighting several carefully chosen
raids, until finally withdrawing entirely
from the war. This ceincided with the
arrival of fresh Loyalist forces soon
afterward, aggrieved not only by their
losses but what they considered their
betrayal by the Fire Hawks Chapter.




VANGUARD SQUAD
DOMITIAN

ATTACHED TO THE 3RD BATTLE COMPANY

Veteran Sergeant Domitian Marines Errant Chapter lcon
Star Jackal Strike Force Bellerophon Common Armorial Use

Chapter Standard Vanguard Marine Armament: Katrafrakus Veteran Sergeant Domitian Personal Arms: ‘Heraspex’
Pattern Storm Shield, MKII/D ‘Errant’ Chainsword and Power Axe, Ultra MKl Pattern Plasma Pistol
Spectris Pattern Bolt Pistol with high capacity magazine




Veteran Vanguard Garm
Star Jackal Strike Force Bellerophon

Veteran Vanguard Valens,
Awarded The Order of the Sundering Star,
23 Confirmed Kills
Slar Jackal Strike Force Bellerophon

Veteran Vanguard Severus
Star Jackal Strike Force Bellerophon

Veteran Vanguard Seratiel,
Taken to the Emperor’s Grace
Star Jackal Strike Force Bellerophon




Marines Errant Drop Pod
Deployed Tactical Squad Staphylus
Star Jackal Strike Force Bellerophon

Marines Errant Heavy Bolter Equipped Tarantula Sentry Gun
Deployed via Thunderhawk Drop During
Breakout Operations at Bellerophon's Fall
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 RED SCORPIONS

REQ SCORPIONS

UNKNOWN, [EVIDENCE INDICATES

A PRE-M35 FOUNOWG]

CHAPTER L ZAE0US

FORTAESS MONASTERY: VIGHL, A BATTLE STATION ORBITING THE
FEUDAL WORLD OF ZAEBUS MINORIS, [EXACT
LOCATION UNRECORDED, DROON RIFT]
UNRECORDED/UNKNOWN

NONE

GENE-SEED (PREDECESSOR]
KNOWM DESCENDANTS:

“There Is no greater transgrassion than ta betray the Emperor's
will; for a normal man there may be atonement for such a sin
in death, but for a member of the Astartes, even ihe grave
cannot hold suffering enough to pay for this crime.”

- Carab Culln

n uncompromising and steadfast

Chapter, the Red Scorpions have,
in their five thousand year recorded
history, always been ready to stand
in the defence of the Imperium, fight
those who endanger it and punish
those who betray it. Fanatically loyal
10 the Emperor in whose divinity they
believe without question, they are
strict adherents to the Codex Aslartes
‘which they view as a holy scripture.
They are stalwart tradilionalists among
the Space Marines and staunch
protectors of the Imperium'’s order and
authority, and have ever been quick to
answer the call of Imperial governors
and cardinals beset by treachery and
heresy from within. Their endless
halred for the alien and the mutant has
also become famed across the stars,
as s their devotion 1o purity and scom
of deviation from the pure human form.

Despite the Red Scorpions' long and
unimpaachable record of service, there
are still those within the Adeptus who
distrust them on the simple grounds.
that their origins as a Chapter remain
a complete mystery, as does the
identity of the founding to which they
balong or the primogenitor Chapter
from which their gene-seed has been
taken. A gene-seed which, other than
being notable for its extreme lack of
any form of deterioration or corruption,
bears no specific hallmarks that

would allow it to be sourced (sven
inconclusively), to one of the original
Space Marine Legions. Indeed some
of the Chapter's most notable core
beliefs are founded precisely on the
purity and consistency of their gene-
seed, and they will go to any lengths.
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
waaken them or any other Chapter

of the Space Marinas, and thereby
waaken the fabric of the Imperium itself
— something they simply cannot allow.

The Red Scorpions' fanatical beliaf in
their own purity, and the lengths they
will go ta 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 none but thair own
sense of duty. As a Chapler, they are
extremely xenophabic, and for no
causs or in no dire need will they ever
consider serving alongside or allying
with the alien, even at the cost of

their own lives. Furthermara 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 work of
the Emperor's own divine hand (the
Adeptus Astartes and the Mavigators,
for example), and even then, there are
limits to what they will readily tolerate.

A Crusading Chapter, the Red
Scorpions fleet is almast continuously
on the move, travelling between

war zones and making their forces
available to those who would petition
their aid; if the Chapter considers

them worthy of it. They have fought

in every camer of the Imperium over
their history and participated in many
great conflicts, and are justly renowned
for their role in the Conflict of Helican,
the Siege of Helios and the battles
against the hated Bloodtide. They
have fought alone as often as they
have fought alongside the ranks of

the Imperium's other warriors, and
although thought lost several
they have always returned again from
the abyss to draw their blades again in
the Emperor's service. One important
example of this was the entire
Chapter's undertaking of a crusade
into the perilous Orden Rift region
deep within the interstellar wildemness
of the south-western regions of the
Segmentum Tempestus in M39.




Apothecary Sergeant Magyar
3 Squad, 3+ Battle Company

Filled with spatial rapids, gravitic
storms and other lethal phenomena,
he exact circumstances of the Red
Scorpions’ extended voyage into this
hazardous area remains unknown. For
mors than three hundred years, the
Chapter remained out of contact with
the Imperium and were thought lost.

After the Red Scorpions triumphant
reappearance during the Battle of the
Grey Sisters against the Night Lords
on Oriflame, it was established that
the Ghapter had founded an orbital
battle station named Vigil around the
feral world of Zaebus Minoris deep
within the Ordon Rift as a permanent
base. Save for the Chapter itself and
a handful of high ranking members of
the Administratum, the Red Scorpions
have kept the exact location of the
Zaebus system and the safe routes
through the treacherous passages
required to reach it a deathly secret,
thus ensuring their security and the

Brother Dorras
Angstrom Infiltration Force

Note: Ash Zone Armour Contamination

safety of their recruiting stock. Even
though they have now taken a world
for their own, the Red Scorpions have
remained a crusading Chapter, using
Vigil and Zaebus Minoris very much
as a simple base of operations rather
than the centre of a great domain,
and have continued to range across
the southern and western Imperium in
search of the enemiss of Mankind.

Organisation

The Red Scorpiens conform very
closely in structure and doctrine to
the tenets of the Codex Astartes, and
can be 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 authoritarian, and discipli
and order in the ranks is absolute. It
is taken that the orders of those in &

superior rank within the Chapler 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 Scorpicns’ second
in command is always its Master of
the Apothacarion. As an adjunct to
the highly honoured place genetic
purity holds within Red Scorpicns
dogma, they maintain considerably
more Apothecaries than most Space
Marine Chaplers. These Apothecaries’
sacred task is to maintain total
vigilance over the Chapler's brethren
for genetic or biochemical corruption.
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 their fallen comrades:




|

As the Codex Astartes dictates, the
Red Scorpions favour a combined arms
approach to warfare wherever possible,
h the disparate elements of the
hapter's make-up operating in concert
to achieve its tactical and strategic
goals in any given conflict. Highly
ned fighters, each Red Scorpion
‘Space Marine is expected to master
every conceivable facet of warfare
the Codex ascribes, and be available
for re-assignment to different squad
types and diffaring companies as
soon as the need arises. Although the
Chapter relies heavily on the Codex for
its tactical deployments and strateqgy,
it has shown an ability to innovate
unexpectedly when needed in the past
A particularly notable example of this
occurred during the legendary Siege of
Helios in late M38, when the Chapter's
Techmarines spontaneously developed
the Land Ralder Helios, a variant
pattern that sacrifices troop capacity

* forthe 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 assats in battle that they
believed had become corrupted. Other
Space Marine Chapters have since

the Land Raider Helios in their
own armouries as well and the pattern’s
validity has since been ratified by the
Cult Mechanicus authorities on Mars.

Although fully capable of employing
such tactics when needed (as proved
by the Angstrom Incident during the
Badab War), the Red Scorpions are
known 1o have a profound dislike

of covert oparations 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 of camouflage and infiltration as
fundamentally dishonourable, and
shun them unless strictly needed.
As a result of this attituda 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
ling rather than on reconnaissance
duties, and are often tactically used
10 secure fire bases in dense terrain
or act as an auxiliary force to respond
to the changing tide of battle.

The Red Scorpions’ armouries are
well-stocked, and they are known

to operate an extensive range of
armoured vehicles and Dreadnoughts
in a wide variety of patterns, and have
an enviable resource of drop pods
and Land Raiders in particular. Their
Chapter forge is also known for its.
ability to maintain (and manufacture in
limited quantities) a variety of patterns.
Ofspace Marine power armour, most
notably the renowned MKIV ‘Maximus'
power armour which is commonly
waorn by the Chapler's veterans as a
mark of rank and honour. Likewise the
Chapter places a high value on the
quality of its arms, often granting the
award of a weapon of extraordinary
quality, usually a power blade, axe or
fist to its Veterans rather than a mere
honorific ar decoration to mark their
deeds. This fills both a practical as
well as a symbolic purpose by further
arming their best with effective lools of
war and creating a visible sign denoting
the warrior's own might and honour
before his peers. This association

of weapons of extraordinary quality
and military rank within the Chapter
reaches its apotheosis in the shape of
a number of ancient and potent relic
blades, known collectively as the ‘Tears
of the Scarplon’ which are carried

by the Chapter's commanders, each
waapon with its own revered slory and
legend. The only deficiency in wargear
the Chapter shows at any level is a
dwindling supply of Terminator armour,
this being a consequence of sustained
losses over the last few centuries. It

is believed that only roughly half of

the Red Scorpions 1% Company can
now be deployed by the Chapter as
Terminators if the situation demands.
it. What steps the Chapter is taking to
rectity this situalion remains unknown.

SELECTED BATTLE HONOURS

The Re-Conquest of Shaehol,

2nd Aegisine Crusade
[633.M39-635.M39]

The 2 Aegisine Crusade was
launched to reclaim the worlds of dread
Mandragora in 633.M39 after cenluries
lost under a pall of Warp storms. The
Red Scorpions gained high honour

for their role in the later phases of the
crusade which re-conquered the worlds
around the former sub-sector capital of
Hecuba. These worlds had fallen under

the tyranny of a heretical Mechanicus
sect based on the once-proud forge
world of Shashol. A fetid world of
chemical swamps and treacherous
ash-wastes, its ecosystem wrecked
by millennia of unrestrained industry,
Shaehol was heavily defended by
legions of insane, half-mechanoid
servants loyal only to the Dark Magos
that made them. The paranoia of
Shaehol's dark masters had invested
the planet with innumerable layered
defences made up of thousands of
kilometres of living razer wire and
studded the shattered earth of its
surface with clusters of hurricane
mines and |abyrinthine fortress-mazes.”

The Red Scorpions spearheaded
the orbital assault against Shaehol,
conducting a concentrated attack

by Drop Pod attack supported by
Thunderhawks and assaull rams
which managed to force a beachhead
on the heavily defended planet.

For nineteen murderous hours the
Chapter was forced to defend the
landing zone against phalanxes of
corrupted battle-servitars, waves of
surgically mutilated labour helots and
the vast and baleful war machines of
Shaehol, but they would not break.
By their resolute action they enabled
the Ballle Titans of Leglo Tempastor
and the Knights of House Vymar

to safely land on the surface and
deploy, then push past their valiant
protectors lo take the war to the foe.

The full re-conguest of the fallen
forge world would take a further two
years to accomplish as the warped
masters of Shaehol and their works
‘were dastroyed rool and branch, but
the Cult Mechanicus did not forget
the Chapter's sacrifice. When at
last the conquest was over and the
Red Scorpions took their leave of
the planet, the Mechanicus lords of
war did them homage, as towering
Knights and Titans lined the route
taken by the Red Scorpions as

they marched to the landing zones,
bowing to them as they passed by.

The Siege of Vraks

[826.M41 & B30.M41]

The Imperial arsenal world of Vraks in
the Segmentum Obscuras fell to the
machinations of the heretic Cardinal



an, sparking a protracted siege
8 planet by the Imperium. Over
conflict worsened, drawing
ous Chaos warbands and
ggades from the Eye of Terror as
&5 an increased Space Marine
sence to combat the growing
Ultimately the hellish
er of millions poisoned the
id and was exploiled to bring
& full daemonic incursion on the
This necessitated the di
emant of the Ordo Malleus and
ey Knights before the siege
in the Imperium'’s favour
gh Vraks itself had been laid
. The Red Scorpions Chapter
d twice in vital stages of
ar: firstly in 826.M41 when its
breached the curtain wall
massive Fortress of Vraks
ex, allowing the 88th Krieg
ge army to advance into the
. Secondly in 830.M41 during
fighting against Chaos
ce Marines and Daemonic forces
siege’s last dramatic baltle
turing the fortress. Here Lord

final assault on the ¥

the Chapter there as
recently as the Galen Expeditionary
‘Campaign in the 120s M41.

The first major Red Scorpions.
deployment, a force comprising their

Badab system. Additionally, smaller
‘detachments based on the Red
Scorpions’ strike cruisers foughtin &
dozens of separate void actions, from *
defending convoys to raiding outposts

g #

1%, 2%, 5", 6™ and 8"
arrived in the Maelstrom Zone in 906.
M41, and its leader, Verant Ortys,

Lord High Commander of the Red
Scorpions, a famed vateran of many
campaigns, was appointed overall
commander of the Loyalist Space
Marines by their common consent.
Ortys' first plans were to approach

the enemy cautiously, disquieted by
the unexpacted strength in numbers
the Secessionists displayed. The

Red Scorplons’ first actions in the

war were limited to countering the
Secessionist raids on Imperial shipping
and conducting probing atlacks against
Vyaniah and several other outposts

to gauge their foes’ strengths. The
Badab War took an ill-starred turn for
the Chapter however when Verant
Ortys and his bodyguard were Killed "
in mysterious and likely treacherous

ander Verant Orlys p
& strike force of four hundred

brothers and captured the
ically vital Saint Leonis Gate
g against all comers, tic,
it and daemon. During both of
gse interventions, one of the Red
porpions’ warriors, Veteran Sergeant

b Culln rose to prominence,
sining much glory and honour for his
hapter and demonstrating the skill

s and leadership that would

& day see him lead his Chapter.

adab War Disposition
he Red Scorpions Chapter was lo
a key role in the Badab War,
successive Chapter Maslers
anding the Loyalist Space
& forces throughout the war’s
jion with the blessings of the
erial Legates, if some inital
givings based upon the Chapter's
aly independent reputation,
Brought in by the direct request of
e Terran authorities to intervene in
he conflict, as a crusading Chapter
of currently engaged elsewhere in
or operatians, the Red Scorpions
able to swiftly move a large force

fto the Maelstrom Zone, an area
they were not unfamiliar with,

while ing &
parlay with Lugit Huron. But rather
than being thrown into disaray, the
Chapter's heir apparent, the 1st
Goempany Commander Carab Culln
immediately assumed control of the
Red Scorpions assisted by the wise
council of Sevrin Loth, the Chapter's
Chief Librarian and a living legend
in his own right. Despite some minor
dissent, primarily instigated by the
Fire Hawks Chapter Master, Carab
Culin retained the Red Scorpions
Chapter's command of the overall
Loyalist Space Marine forces, and
one of his first acts was lo sideline
Lazaerek and bring in further forces
from his own Chapter. This increased
the Red Scorpions presence in the war
zone lo eight companies in strength
with a fleet component of two battle
Iarges and four strike cruisers.

High Gommander Culln's decision
was for his Chapter to lead from the
frontlines, and the Red Scorpions
played a key role in most of the major
battles of the Badab War including the
invasion of Sagan, the suppression

of Galen-V, the failed first assault on
Vyaniah, the relief of Sungraad and
the bloody siege of Decabalus which

by

and g shipping.

One of the most daring and lauded
operations of the Badab War's middle-
years involved what was to become
known as the Angstrom Incident,

a secret raid conducted in concert
with the Salamanders to disrupt

the supply of advanced arms to the
Secessionists from the neutral forge i
world. Lord Commander Carab Culin
led the Red Scerpions contingent in
the raid personally, famously distaining
the use of Codex disruption pattern
scheme on his armour for the battle,
and during he fight, slaying the Astral
Claws Epistolary Librarian layune
Tiamatus in hand-to-hand combat
during the attack on the loading docks.

1

e

By 910.M41, the Secessionist cause
had been shattered and the Tyrant's
forces were now largely confined

to the inner Badab Sector, while

fresh Loyalist Chapters had arrived

1o take part in the war. This change

in circumstances allowed the Red
Scorpions Chapter to rotate some

of their forces (which had suffered a
substantial degrae of attrition in the
heavy fighting they had been involved
with) out of the conflict to rearm and
resupply. This left the Red Scorpions
1st Company veterans as well as the
reinforced elements of the Chapter's
tactical and assault reserve companies
1o carry on in the war. This force took
a vital role in the final assault on the
Badab system itself, breaking through
the system’s ring of steel star fort
defences with Culln's battle barge, the
Sword of Ordon, tamously leading the
breakthrough and weathering a storm
of fire that should have seen it blasted
to wreckage at the height of the battle.

Adter the ending of the Badab War, High
Commander Carab Culln and the Red
Scorpions were awarded the rare and
lauded honour of a Vexilla Imperialis by
the assent of the High Lords of Terra
for their role in crushing the uprising, to
serve forevermore as a mark of victory
and stand as a relic of the Chapter.




DEVASTATOR SQUAD
SOURATH

4TH SQUAD, 9TH COMPANY

Veteran Sergeant Sourath Red Scorpiens Chapter lcon
Commander, 4" Squad Common Armorial Use
Red Scorpions 9" Company Devastator Reserve
Cited: Highast Chapler Kill Ratio
Invasion of Vyaniah

Red Scorpions Devastator Squad Squad Sourath Primary Heavy Weapon Type:
Marine Tactical Armament: MKXII Ryza Pattern Plasma Cannon
Ultima Pattern Bolt Gun



Brother Scarga
111 Gonfirmed Kills
Invasion of Vyaniah

Brother Junt
58 Confirmed Kills
Invasion of Viyaniah

Brother Kaan
63 Confirmed Kills
Invasion of Vyaniah

Brother Tornaq
134 Confirmed Kills
Invasion of Vyaniah



Red Scorpiens Dreadnought ‘Kargat'
Destroyed, Bale Raid

Red Scorpions Rhino
Chapter Aesenve Issue

Red Scorpions Damocles Command Rhino
2nd Company, Viyaniah Invasion
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LORIN ALPHA [IMPERIAL HVE WoRLD]

GENE-SEED (PREDECESSOR):
KWOWN DESCENDANTS ..

“Ours iis not to judge His mind or purposes, for as
ihe hand that turns the hourglass is our Emperor, and
at His will are the grains of aur lives spent.”

THE TOWER ATHENAEUM [
ISLAND FORTRESS-STATION)
ULTRAMARINES

. NOKE

Consul-Master Uriaens of the Fire Angels
flections on War Vol X

he Fire Angels are considered by

some o be a rising star among
the more recently founded Chapters
of the Adeptus Astartes, and one
whose valiant record may yet see
them eclipse Chapters of more
ancient provenance in time. Despite
a history that spans a little less than
two thousand years, the Fire Angels
have already established themselves
a reputation as mighty warriors in the
Imperium’s service, honourable to
their allies and implacable foes to the
enemies of Mankind. They also view
themselves solidly as part of the wider
Imperium’s web of power, and so have
readily gained a good reputation with
a number of Imperial commanders
and generals as somewhat easier 1o
work with than other more mercurial or
shadowed members of the Astartes.
They remain, however, still Space
Marines; independent, fiercely proud
and not to be trifled with. Conservative
in their viewpoint, they embrace the
Imperial Creed as unassailable truth
and see themselves as holy fighters
in the God Emperor's service whose
foremost duty is to defend the Imperium
from those who would ass They
are both active and demonstrative in
their faith, a factor which has won them
support from within the Ecclesiarchy
and allies among the Cardinals Solar,
As a result the Fire Angels have
fought successfully alongside the

Adepta Sororitas and in numeraus.
wars of faith since their inception,
and their aid is often actively sought
out by the mors bellicose members
of the Ministorum Synod as well as
members of the Ordo Hereticus of
the Inquisition. This relationship is
not without its detractors however,
and there are those of other Chapters
who judga their close connection to
the Imperial church unseemly and
potentially compromising to the historic
independence of the Space Marines.

The Fire Angels’ origins lie as one of

a series of Chapters founded in latter
halt of M.40 by the order of the High
Lords of Terra. At their creation the

Fire Angels were granted dominion
over an island mass on the ancient and
strategically important industrialised
hive warld of Lorin Alpha in the western
Segmentum Solar as their base of
operations. Founded as a Chapter
from ‘whola cloth’ which is to say
without a sp

highly respected military caste and tha
violent kill-gangs sub-hive networks by
a tri-annual process of trial by combat,
fear and endurance known as the ‘Test
of Fire". These Irials are conducted

as a series of bloody tournaments,
overseen by the Chapter's Master of
Recruits and carried out under the holy
auspices of the Fire Angels’ chaplaincy.
aided by the Lorin Ministorum, and

to be chosen to take part is in itself a
great achievement. The Test of Fire
pits its contestants first against rival
aspirants from their own regions and
as the weak or unworthy are winnowed
away, against the survivors of prior
rounds of combal Irom across the hive
world until only the strongest in body,
wits and spirit remain, and less than a,
twentieth of those who undertake the
Test of Fire will eventually be chosen ta.
begin their initiation into the Chapter.

ORGANISATION
The Fire Angels Chapter can be
i a 'Codex’ Chapter in mast

Chapter. Instead they were created
from & gene-stock issue, their initial
command and training structure
composed of honoured warriors drawn
from several Uliramarines successor
Chapters. Their gene-seed is also

on record as being sourced from the
highly stable Ultramarines stock, while
their recruitment base is drawn from

a mixture of the sons of Lorin Alpha's

particulars, with their interpretation

of the text informed somewhat by the
aristocratic military traditions of the
angient hive world on which they are
based. It is also worthy of note that
daspite being a successor Chapter
drawn from the gene-seed of the
Ultramarines, they de not consider their
Primarch to have been anything other
than an exceptional warricr, no more




Brother Dravholt
Fire Angels 8" Company Assault Reserve
Cited for Valour, Secend Battle for Sagan

y Astartes MKIV-SV ‘Pyros’ Type Combi-Flamer
Fire Angels Chapter Forge Manufacture

Incaladion Pattern Storm Bolter
Fire Angels Terminator Standard Issue

“Techmarine Ortrun
Fire Angels Chapter Forge
Taken to the Emperor’s Grace
Second Battle for Sagan
Granted the Order of Martyrdom
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Mdmdl;n: There is some evidence to suggest that the Fire Angels as a
Chapter may not be the first to hold their name and livery, either in whole or

in part; a

&

| precedentin the

- history of the Adeptus Astartes. This problem leads to some confusion as to
the provenance of battls honours, and mention of Space Marine units bearing
similar titles or derivations of name (rendered both in High and Low Gothic as.
well as various Administratum vox-compt scripts) that exist in numerous records
contradicting the information presented here. This is a problem to which almast
no Chapter's record is immune. Such data ‘ghosts' are a constant source of
difficulty in-an Imperium whose incalculable and cyclopean breadth and depth

‘seems only the quill

1o record it by countless hands.

nor less than his fellows, ~ to them only
the Emperor and his saints are divine,
and to proclaim or venerate otherwise
they consider to be a form of idolatry.

Thanks perhaps in no small part to
their relative youth as a Chapter, they
lack many of the invaluable war-relics
other older Chapters can often rely

on, and instead have come to trust

in relatively easily replicable Imperial
technology. In praclice this means that
the Angels make extensive use of
‘basic' Codex pattern gear and vehicles
such as the Rhino and Predator, while
the majority of their 1% Company

is fielded as Sternguard squads.

While they do possess examples

of Terminator armour, Land Raider
tanks and Dreadnoughts provided

for them by the adepts of Mars at

their founding, which are held in high
esteem, they remain relatively few in
number and so their use is seldom a
focus of the Chapter's battle strategy.

Perhaps shaped by their earliest trials
in battle during the infamous Fenright
Tithe Wars, the Fire Angels have

long had a predilection for mobile
mechanized deployments over Drop
Pod assault or infiltration where
practical. This tactic is fed by the
ability of the ancient manufactories on
Lorin Alpha to turn out the venerable
Rhino chassis and its variant hulls
and spares in as large a number as
the Fire Angels demand. As a result
their Chapter armoury contains a
greater number of Predator, Whirwind
and Vindicator tanks than many

other more established Chaplers

can easily muster. The Fire Angsls’
approach lo warfare is comparably
cerebral and considered, compared
to some Chaplers, and discipline and

holy duty are higher virtues to them
than the pursuit of glory alone. The
Chapter prefers to largely rely on

rigid and proven strategic doctrines
within the Chapter as o the arming of
their forces from which they seldom
deviate save in usual circumstances.
Examples of this standard panoply
include a focus on regularly arming
their Tactical squads with heavy bolters
for fire support and melta weapons

for close range anti-armour capal
while flamers see extensive use by
their assault formations as a preferred
anti-parsonnel weapon. One of their
other martial traditions of note is th
favouring of the sword in its numerous
forms as not only a preferred and
adaptable close-combat weapon,

bul also as a symbol of rank and
‘spiritual strength within the Chapter.
Each Space Marine considers their
own blade to be an incamnate focus.
for thair personal honour and prayer
o the God-Emperor of Mankind.

iy,

SELECTED BATTLE HONOURS

The Fenright Tithe Wars
[760.M39-411.M40]

In thair baptism in blood as a fully
active Chapter, the Fire Angels were
committed i full strength to the Third
Imperial Interdiction force under

Lord Militant Helstrom to the long
burning civil wars that had riven the
neighbouring Cal-Sek, Nepthis and
Sadusyne sectors. The Fire Angels
were also committed to the heretic
world of Jhoppa l break the deadlock
between the Imperial Guard forces

on the vital industrial planet and the
massed ranks of the rebel ‘juggernaut’
companies; the heretics being supplied
with large quantities of battle tanks and
field artillary from Jhoppa's massive
defence armouries. The Fire Angels

tipped the balance in a three-year-long
bloody campaign, matching their swift
moving Predatars and Razorbacks
against rebel-crewed Leman Russ

and Malcadors tanks in open baltle on
Jhoppa's ash-plains, while their tactical
and Stemguard squads wreaked untold
havoe in close-quarter fighting in the
tangled and treacherous terrain of the.
planet’s extensive shatler zones.

Through a string of victaries, the Fire
Angels wera instrumental in turning the
tide of the war for Jhoppa and brought
back a world into the Imperial fold that
had lain in the hands of the Apostate
for more than three centuries. The Fire
Angels remained active throughout
the latter part of the Tithe Wars, and
gainad noteworthy victories contesling
the Ork incursion into the Vorsk sub-
sector where they held out against
the Speed Freek horde on Lambast's
End, and struck deep into enemy-
held territory 1o relieve the besieged
Ecclesiarchy shrine world of Lament,

It was this last actien in particular,
fought against the nightmarishly
powarful Psyker-cull forces of the
Seven Daughters of Oblivion and their
mind-slaved followers, for which the
Chapter was awarded the high hanour
of the Order of the Martyr's Heart

by the Holy Synod of Gathalamor.

The Battle for Grand Al'gul [666.M41]
At the emergency behest of the Holy
Ordos, the Fire Angels diverted from
their course to intercept the powerful
Chaos Space Marines warband

known as ‘The Sanctified’ in the
cemetery worlds Grand Al'gul system
in 666.M41. During this action the

Fire Angels fought a series of running
battles against the Chaos Marines.

and their daemonic minions, blocking
their efforts to desacrate the resting
places of the honoured dead and work
hideous rituals in the ruins. These
‘were fraught and brutal combats where
not only the lives but the souls of the
Space Marines were at stake. The

Fire Angels succeeded in forcing their
enemies to fight them in a series of
assaults and counter assaults, with

the Fire Angels maintaining disciplined
order and using the cover provided by
the marble forests of headstones and
mazes of vaulls lo their advantage. The.
Sanctified responded with all the foul




sorceries al thelr command, liquefying
stone with their dark magicks and
summoning roiling, chattering swarms
of mindless demonic beasts to harrow
those that would dare to oppose them.
The Fire Angels Chapler paid a heavy
price in the short but savage combat
before victory was achieved, including
the martyrdem of their Chapter Master
Haran Stark in battle against a frost-
rimed Lord of Change while defending
the sacred Narthex of Penitents, and
the selt-immolation of their Chief
Librarian Mathias Di order lo avoid
Warp-possession. Eventually, their
forces spent, the Sanctified were driven
from the sacred sites and routed from
the system; the planed apotheasis of
the Sanctified's Arch-Sorcerer Ezrath
Cull to daemonhood utterly thwarted.
Following the corrupted Chaos Space
Marines force's defeat, Cull, a once-
favoured Champion of Chaos was
assassinated by his own apprentices
in a brutal power struggle to control
the shattered remains of his decimated
warband as they fled Grand Al'gul

BADAB WAR DISPOSITION

The Fire Angels answered the
Inguisition's call for aid in prosecuting
the Badab War in early 908.M41,
arriving with an effective force
equalling saven companies, having
left only a garrisoning force of veteran
instructors and fresh initiates on their
home world. Fitted more to planetary
assault than space-lane dulies, the

Fire Angels quickly found themselves
at the forefront of the war's battle
lines as the Loyalists pressed into
Secessionist held space, fighting

on diverse battlegrounds from the
post-atomic wastes of Cygnax to the
corrosive fens of Gargathea and the
airless moons of the Sagan system.
The Chapter's largest and most costly
engagement was to b the baltle for
the enemy-held Administratum tithe-
world of Sagan itself, fighting together
in their full strength for the first time in
the war. As the Loyalists were forcibly
retaking the Secessionist-held tithe-
bastions in bloody city fights, the Fire
Angels devised a plan of using the
planet-wide arterial road network to
break their forces down into small,
highly mobile armoured units and
conducted a series of decisive rapid

strikes. Excelling in this style of conflict,

the Fire Angels succeeded in isolating
and destroying Astral Claws units in
detall, in a murderous cat-and-mouse
game of hunter and prey. Matters were
reversed with deadly effect however,
when the increasingly desperate Astral
Claws used their large complement of
Rhinos to mount a suicidal series of
counterattacks with forbidden viral-
corrosive weapons into the heart of
the Loyalist's ranks. The Fire Angels.
managed to hold these assaults back
from breaking the siege but at great
cost, losing mare brethren in a handful
of hours than they had during the prior
three years of their invalvement in the

war. The cost to Sagan's beleaguered
population was also appallingly high.

The Firs Angels casualities on Sagan
were such that they could no longer
be deployed as a frontline force, and
along with a centingent of the Sons

of Medusa, they were despatched
with naval support to carry outa
suppression campaign in the Endymion
Cluster. This effectively tied down the
remains of the Secessionist Mantis
‘Warriors until the war's closing stages,
and the arrival of the Carcharodons.
The attack of this savage Space
Marine Ghapter, whose behaviour

and beliefs were immediately

contrary 1o that of the Fire Angels,
was swiftly a source of deep division
in the Loyalist ranks. Following the
Carcharodons' brutal extermination of
the population of several Secessionist-
held systems even after resistance
there had ended, the Fire Angels
voiced formal grievance wilh the
Loyalist command, amid scattered
reports of open conflict breaking out
tween the two Chapters. Reduced
in strength but refusing to back down
from their position, the Fire Angels,
with the explicit permission of High
Commander Culln withdrew from the
Badab War in 910.M41 wishing to
avoid the outbreak of a civil war in the
ranks of the Loyalist forces, marking an
acrimonious end to what had been a
valiant and exemplary role in the war.

Fire Angels Techmarine Rhino ‘Ferantus’
Destroyed in Action, Second Battle of Sagan
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TAGTICAL SEUAD
REVOK

FIRE ANGELS 3RD BATTLE COMPANY

I 3
Veteran Sergeant Revok (1st Company) Fire Angels Chapter lcon
Assigned Brevet Squad Command Common Armorial Use
Defence of the Polaris Rising.

Taclical Squad Revok's armament during the
Defence of the Polaris Rising
Maxima and Vulkan Pattern Melta Weapons and Godwyn-Ultima Bolt Guns




Brother Malsan
Meritorious Sacrifice
Defence of the Polaris Rising

Brother Leaor
45 Confirmed Kills, Stigmatum
Defence of the Polaris Rising

Brother Mordu,
36 Confirmed Kills
Defence of the Polaris Rising

Brother Dreaux
8 Confirmed Kills, Taken to the Emperor's Grace
Defence of the Polaris Rising
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Fire Angels Predator ‘Chalice of Flame'
7 Confirmed Armour Kills, First Vyaniah Raid

Fire Angels Whirlwind, Chapter Armoury Reserve
Attached to 6% Company, Endymion Suppression Campaign
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THE RAPTORS

FORTRESS MONASTERY:

KNOWN DESCENDANTS!

GENE-SEED (PREDECESSOR)

~Befors seeking victory, first make yourself invulnerable to defeat.”

THE RAPTORS

2° rounoin [w.31]

LISTED VARIOUSLY AS NUMINA, FA AND
"BADWATER, ETC, KNDWN 10 B€ LOGATED
N THE SUTTER SPIRAL NEBULA.

NONE CONFIRMED, HOWEVER, SEVERAL
ARE SUSPECTED TO HAVE BEEN CREATED
PRIOR T0 THE AGE OF APOSTASY, REGORDS.
OF WHIGH WERE SUBSEQUENTLY LOST.

- The Prmarch Corax.
Meditations Upon War and Shadaw.

story of the Raptors is one

perhaps best represented as
one of adaption and survival against
the odds. As a Chapter they have
been brought to the brink of utter
extinction several times, but yet have
managed to endure and return 1o
strength where other Chapters may
have been destroyed in their place.
As well as a grim determination to
survive, one of the hallmarks of the
Chapler's endurance is an ability to
adapt to changing circumstances and
respond swiftly to the fortunes of war.
This has tempered their character it
L 1s with a general disregard and
suspicion of the mere trappings of
honour and glory, favouring results
by any means necessary. This quality
has manifested as an ability to bend
rather than break when faced with
insurmountable odds, and to change
their tactics and withdraw to fight again
where more prideful Chapters would
perhaps choose to stand and die. The
Raptors value the art of concealment,
and utilise secrecy and surprise as
paramount weapons in their arsenal
As a result they have always cultiv:
in themselves an ability to see clearly
through the fog of war and strike at
the hidden heart of the enemy, where
they can inflict the most damage and
achieve their objectives, undistracted
by hubris or hidebound dogma.

A Chapter of the 2+ Founding, the
Raptors were one of a handful of
scions of the Raven Guard Legion
created when reforms of the Codex
Astartes were imposed. The Raven
Guard themselves had suffered terrible
losses during the wars of the Horus
Heresy, which served to limit the
numbers founded from their gene-
seed. Much of the Chapler's history
from these ancient times has long
since been lost, even to the Raplors
themsalves, including the name of
their founding master. Apocryphal
legend suggests the Raptors were
drawn from a company of new initiates
training on the Raven Guard home
world of Deliverance at the time of the
infamous drop site massacre that laid
the Raven Guard waste, and were
spared some of the darker events
that befell the Raven Guard as they
attempted to rebuild. This company
would serve together with distinction
in the Heresy's aftermath and later
was granted the honour of Chapter
stalus after Guiliman's refarms. From
what fragmentary evidence remains,
the fledgling Raptors Chapter began
their service to the Imperium as a
fleet-based force, first engaging in the
pursuit of the scattered Traitor Legion
forces that still wreaked havoc actoss
the Imparium. Some centuries later,
the Raptors were grantad a world

on the edge of the Eye of Terror for

their domain and served as a bulwark
against Chaos incursion. The Chapter's
history then falls into obscurity as

this first home world, whose name is
now lost, was believed to have been
destroyed sometime during either

the 4 or 5" Black Crusades, and

the Chapter itself is listed as either
destroyed or missing in action in
several records dating circa M.37.

Itis not until the great battles of the
Caberiad Wars nearly two thousand
years later that the Raptors are listed
with surety in the Imperium’s orders of
battle as again at full Chapter strength.
The Raptors now operate from a world
deep within the dense stellar drifts

of the Sutters Spiral Nebula on the
northemn border of the Segmentum
Solar, although which world locked
within its coruscating depths is a matter
they have kept deliberately obscure.

Organisation

The Raptors follow their progenitors,
the Raven Guard, in adhering to the
broad organisational patterns and
provisions laid down in the Codex
Astartes, but as a Chapter, the Raptors
see the Codex as a highly effective and
proven set of strategic and operational
guidelines rather than inviolable dogma
to be obeyed without questicn. As a
result they maintain a high degree

of flexibility In their deployments and
structures, and in battle favour hit-and-




Brother Adalgis & Brother Eiderman

Field Modfied Armour -Tundra Zone Damage Assault Squad Decataur
Operation Sedna Sumgraad Strike Force

Veteran Sergeant Laufrey Brother Manasai
Commander, Boarding Forces Granted the Tenebrae Astra
Raptors Attack Frigate Coalal Defence of Slaban Base.

Gargathea War Zone




run tactics aver all else. Their precise
marksmanship is legendary even
among their fellow Space Marines,

nd the Raplors are known for often
shunning the glory of close quarter
«combat for the simple expediency of
the clean kill over distance. Much as
with their progenitors of the Raven
Guard, the Raptors make extensive
use of their scouts dispersed
throughout their taskforces, and
maintain a sizable contingent of Land
Speeders of all types as well as a core
of diverse armoured vehicles. These
they prefer to employ, along with their
assault units, in precision strikes to
overwhelm an enemy at strategically
crugial junctures in battle after
determining the most effective pressure
point at which to break the enemy.

need or the strength of an enemy
is sufficient to warrant the entire
Chapter’s force joining in a conflict.

SELECTED BATTLE HONOURS
The Sancta Angelis Campaign
[339.M39-370.M39]

Cut off from the rest of the Imperium
by a squall of warp storms in the
galactic north-west of the Ultima
‘Segmentum, a Raptors taskforce
nevertheless succassfully conducted
a thirty year campaign against the
gathering power of Waaagh! Irangol
in the Sancta Angelis Cluster. During
this campaign the Raptors engaged in
aguerrilla war in the very heart of the
Ork domains, striking against dozens
of differant clans on scores of worlds.
In these battles the Chapter, bereft
of outside aid or supply, increasingly
relied on tactics and their

thought is
at all levels within the Chapter, and
in particular, their Company captains.

* are known to be highly autoncmous,

Iboth operationally and in terms.

of thair methods of warfare. The
Chapler is further known 1o actively
embrace unorthodox tactics and
actively seek unigque solutions such
as warzone specific camouflage
palterns, infiliration, complex
manoeuvre, guerrilla warfare and
the use of amalgamated scratch
units to fulfil particular missions.

The Raptors’ recorded history,
incomplete as it Is, still offers
numerous examples of close co-
operation with other Imperial and
even local militia forces, and whers
they have considered it strategically
expedient, the assumption of direct
command over them on an ad hoc
basis. This last break from the tenets
of the Codex has sometimes led to
suspicion and wariness of the Raptors
by other Space Marine commanders
and authorities, who fear such
assumed power might be axploited,
although the Chapter's record gives
no evidence to support this.

In recent millennia the Raptors have
been observed to operate very
much independently as a Chapter,
and have been ancountered fighting
in wars across the Imperium as

the tide of events takes them,
coming together only when dire

ability to forage for supplies from the
enemy to achieve victory. Thanks to the
Chapter's raids, the ever-fractious Ork
Izadership began to further fragment,
with the different clans and warbosses
lashing out at each other. This division
then enabled the Raptors taskforce

1o bring their concentrated strength

to bear against Irongol himself in a
pitched battle on the sulphur-oxide

s s of Bantax, slaying the Death
Skull warboss and his hundred-strong
mega-armoured bodyguard in a
gruelling six-hour struggle. With Irongol
and his under-bosses dead, the Orks
of the Cluster quickly into

and the fruits of many centuries of
misrule and savage oppression by a
series of corrupt Imperial commanders.
These civil conflicts were quickly
made all the worse by the opportunist
attacks of Chaos cults, renegades
and Xenos forces taking advantage of
the widespread anarchy the rebellion
engendered. More than a dozen
Space Marine Chapters were caught
up in the fighting, either aiding one
faction or another or simply defending
their own territories, while others
were brought in by the Imperium to
pacify the quadrant and finally put

an end fo the fighting. In this latter
category there were four Chaplers:
the Dark Angels, the Raptors, the
Skull Bearers and the Red Wolves
who played the greatest part in ending
the rebellion. Each of these Chapters
fought at full-Chapter strength, which
for the Raptors represented a break
from their normal order of battle.

As well as contesting the domination
of the infamous blood-god worshipping
drift pirates of the Quadrants’ Storm
Marches region, in a three year
campaign in contedsration with elite
squadrons of Baltiefleet Solar, the
Raptors fell to the task of toppling
the traitors of the Sulsalid Sub-
sector. As the wider rebellion had
raged, the powers and principalities
of Sulsalid had cast off their tithe
lords and cardinals in favour of the

a bloodbath of internecine warfare
10 establish dominance as is the
Orks’ want, effectively ending the
Waagh!'s threat, while the Raptors
withdrew to wail out the storms’
passing before returning homeward.

The Sulsalid Campaign,

Fourth Quadrant Rebellion
[775.M41-777.M41]

Perhaps the largest civil-war

affecting the Imperium in more than

a millennium, the so-called Fourth
Quadrant rebellion was in fact a series
of wars, revolts and Secessionist
outbreaks which set blaze to nearly a
full quarter of the Segmentum Solar
and outlaying systems. These brushfire
conflicts proved difficult to stamp out
not least because there was no single
enemy or common causa behind them,
but rather countless long-born grudges

f ‘progress’ and
‘democracy.’ Given time the Imperium
knew such seditious corruption could
quickly spread, and the Adeptus Terra
tasked the Raptors 10 stamp out the
heresy as swiftly as possible. In order
to accomplish their aims, the Raptors
took direct strategic command of
several failing Imperial taskforces
who had been thrown back by the
traitor forces al the sub-sector capital
of Auranar. Here they reinforced and
redirected the Imperial Guard assaults,
using them as deliberate cover for
their own series of lethal strikes at tha
enemy control and supply structure.
In short order the Trailor forces were
thrown into disarray and Auranar’s
power-distribution network was severed
in a dozen vital locations, cutting off
enemy supplies and communications.
The Traitors buckled befora the:

mass assault of the Imperial Guard,



but it was the assault squads and
Thunderhawks of the Rapitors that
smashed their way into the sky-palaces
of the Sulsalid Ordinators in the final
battles of the campaign and put mam
10 the sword, ending this or
among many with ruthless eﬂlcnan:y,

BADAB WAR DISPOSITION

The Raplors’ involvement in the Badab
War came in respense o Inquisitor-
Legate Frain's call for aid against the
Secesslonists, arriving in 906.M41
along with sirong contingents from
the Fire Angals, Salamanders and
Red Scorpions Chapters. The Raptors
deployed an equivalent combined
force strength of four companies to
the war zone, which represented for
the Chapter a very sizable gathering
of its forces, comprising their 2, 57,
and 6" battle companies augmented
by a detachment of their assault
reserves, as well as a sizable

portion of their Scout Company. This
taskforce was led by the Raptor's
Chapter Master Lias Issodon, a
warrior of great experience and

expert in the ans of covert and rapid-
moving warfare in which his Chapter
excelled. Fleet assets assigned to

the taskforce were flagshiped by the
renowned baltle barge War Talon,
accompanied by two strike cruisers,
the Arias Vex and the Shadow Stalker
and further comprised two escort
squadrons each numbering five of
the Chapter's Gladius class frigates.

Although Lias Issadon, as a highly
experienced Chapter Master, offered
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[Special Addendum: Operation Sedna]
The Raptors' greatest victory in the war came during the batile for the polar
defence fortress on Surngraad that mesaqsdms :nmpa\gn 1o libarate the
planet. Th y laser ar made
close assault of its vital nonham industrial complexes a bloody prospect, and
they were themselves heavily guarded from attack both by indentured local
troops and a company-stiong force of the Astral Claws. The Raptors took this
assault as their unique and a highly plan
to achieve it they termed Operation Sedna. Under the shield of a series of
diversionary attacks in the equatorial zone, they successfully landed in secret,
the equivalent of two companies of battls-brothers in field modified armour aver
three hundred kilometras away from their chosen target. Shunning heavy gear
and vehicles in favour of a reduced visi to auspex and thermal detectors,
the war party then fanned out and advanced on foot for weeks through the
rolling ice packs and bitter tundra to launch their assault positions, alterately
going to ground and advancing only when their pessage wnsahscurad by the
frequent blizzards and electrical that
Exposed to discovery and almost certain destruction should tnsy make a
single error, the Raptors arrived at their target undetected and attacked under
the cover of a blinding gale, breaching the fortress walls and sabotaging the
weapon sllos despite taking heavy causalities. With the polar guns silenced, the
Raptors and Salamanders attacked in full force, Drop Pods and Thunderhawks

descending from the skies to reclaim icy Surngraad in a storm of fire.

Chapters who in many ways could not
have been more unalike in characler.
The Raptors engaged in frontline
combat duties for the next year and

a half of the war, gaining particular
glory in conducting the raiding attack.
dubbed Operation Sedna (see
Special Addendum). In particular, they
operated as a mobile reserve for the
main Loyalist battle lines — a task for
which they were well-suited, while the
War Taion itseli became the terror of
Secessionist raider forces who found
the mighty vessel lying in wait for
them un numerous occasions. These
d the

himself for command of th bined
loyalist Space Marine forces during
their gathering, the tacitur, semewhat
sinister master of the Raptors lost

out in this to Carab Culln of the Red
Scorpions who was elected by his
peers to overall sirategic command.
This was a decision that both he and
the Raptors took with good grace,

and submitted to the Red Scorpions
command without hesitation or
reservation. The Raptors maintained
an excellent refationship with the

Red Scorpions Chapter throughout
the war, forming many lasting ties

of blood and alliance with them; a
perhaps surprising development given
the almost diametrically opposite
styles and beliels of the two Astartes.

Raplors to suffer substantial losses
in some of the heaviest fighting of

the war (estimales vary that their
causalities may have ranged from
35%-60% of their effective fighting
force by the close of 907.M41). Their
largest single death toll was recorded
battling the Secessionist counter-
offensive in the Gargathea system
during brutal close-quarter fighting
against a joint Astral Claws and
Mantis Warrlors force in the corrosive
swamps of that infamous world. The
Raplors suffered substantial quantities
of fatalities and destroyed vehicles

in the conflict, but were instrumental
in the eventual Loyalist victory on

the poison world. In particular only

they were able to match the Mantis
Warriors' talent of ambush and guile.

As the war raged on, the damage to the
taskforce became a serious concern,
particularly after tha loss of the strike
cruiser, Arias Vex, which was gutted by
a reactor breach during the fighting over
Gargathea, while the mighty battle barge
War Talon was itself badly damaged
during Operatien Sedna and in need

of major repair, but still went on to fight

in dozens of separate engagements.
before the end of the war. No longer
considerad a combat-effective force,

the Raplors were given the withdrawal
order from the war in late 9

Although the Raptors withdraval

was ostensibly done in order that the
remaining Chapter could muster its
strength elsewhere as part of the wider
rallying call to fight the growing wars in
the Segmentum Ultima, many rumours
from the time point to the distrust the
Inquisitorial Legate Jamdyce Frain held
for the Raptors in general and their
secrative commander Lias Issodon

in particular. Despite their withdrawal,
there exists some evidence that when
the bulk of the Raptors departed,

the Shadow Stalkerand a small
chosen force remained for some time
afterwards in the Maelstrom Zone.




TACTICAL SQUAD
KARKOTA

4TH SQUAD, 6TH BATTLE COMPANY

el
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Veteran Sergeant Karkota Raptors Chapter lcon
Commander 4" Squad, Common Armorial Use
Raptors 6" Battle Company

Squad Karkota isolated behind enemy lines and
classified lost, 106 days sidereal,
Severe corrosive/toxic hazard enviranment
Gargathea War Zone

Squad Karkota Support Weaponry: Ultima MKII Pattern Bolt Gun and Bolt Pistol
Soundstrike Pattern Missile Launcher Standard Chapter Issue
MKII ‘Ragefire’ subtype Plasma Gun



Veteran Brother Loa Battle Brother Cthen, Stigmatum Maxima
Gargathea War Zone Gargathea War Zone

Battle Brother Konrad Battle Brother Barabus
Taken to the Emperor's Grace Awarded the Ocularis Serpentus
Gargathea War Zone Citation: Destruction of Enemy Thunderhawk

Gargathea War Zone



Raptors Land Speeder Tornado
Attached to Chapter Assault Reserve
Destroyed in Action
The First Raid on Vyaniah

Raplors Heavy Bolter Armed Tarantula Sentry Gun
Support Arsenal, Battle Barge War Talon

Raptors Rhino transport
Attached to Tactical Squad Karkota
Abandoned Due to Extreme Environmental Damage
Gargathea War Zone



S i T SR

B8uUo7 e esyefiien
UMO| SBILOS JBGUICD 13 PEULLUCT
aiapung, diysung yweLspuNY Sioidey




CHAPTER WORLD/OEPLOYMEN
FORTRESS MOMASTERY:.

GEWE-SEED (PREDECESSOR]
KNOWN DESCENDANT

“From Blood Born; to Blood Evermore Consigned.”

. HOME CLAIMED OR ACKNOWLEDGED

LAMENTERS

217 (7 50-CALLED CuRsED FaunDing) [n.36]
FLEET BASED

NOT APPLICABLE, THE CHAPTER BARQUE MATER
LAGHRYMARUM SERVES AS THE GHAPTER'S.
HEADQGUARTERS AND GENE-SEED REPUSITORY.
BLOOD ANGELS

~Libris Malefica

ore than perhaps any other

|Chapler surviving unto the
present time, the Lamenters have
been called accursed and haunted
by their fellow Astartes. A dark pall
of shadow has long laid across
their fate, seeming to much of
what they have achieved and their
victories often become bitter ashes in
their hands. The strange doom and
woeful reversals that have dogged
the Lamenters' history has seen the
Chapter relegated to the sidelines of
the Imperium's honoured heroes, and
largely devoid of the laurels heaped
upon such oft-cited paragons of the
Adeptus Astartes as the Ultramarines
or their progenitors the Blood Angels.
This is nat to say however thal the
Lamenters have ever been anything
but effective in battle - far from it and
their service record is, at least on its.
surface, an enviable one. It is rather
that time and again their successes
seem to have been marred in some

Matters pertaining to the exact nature
of the 21* Founding of Space Marine
Chapters to which the Lamenters
belong, carried out on the cusp

of M.36, have lang since become
shrouded in secrecy and myth. The
various dark ends that have befallen
many of this Founding’s Chapters.

have entered it into the lore of the
Inquisition and the Space Marines alike
as the so-called “Cursed Founding”,
and with good reason, and many now
consider those Chapters created under
its auspices as tainted from their very
birth. Although the Lamenters were
among those of the Founding who

had been spared a devolution into
something no longer human or sane,
its mark was still upon them in the eyes
of their fellow Space Marines, many

of whom grew to shun the Chapter,
regardless of their undoubted loyalty
to the Imperium and noble defence

of its people. The Lamenters chose

1o take this opprobrium with noble

As matters within the

way by uni or
sudden unforeseen lass, and on more
than one occasion they have found
themselves simply wrong-focted by
the tide of wider events. This was
never more so than their role in the.
Badab War, where the Chapter's pride
and sense of grievance would almost
lead to its extermination at the hands.
of those it once called brothers.

Imperium worsened in early M.37, the
Lamenters departed to the Imperium’s
fringes rather than risk internecine
conflict at a time when the mare
waywiard and corrupt members of

the 21" Founding and other dissident
forces were being exterminated in

a series of bloady wars and purges.
During this time the Lamenters used
their mobility as a fleet-based Chapter

to crusade against the enemy without,
rather than become ensnared in the
quagmire of civil conflicts within.

Throughout the next millennia and a
hal, the Lamenters would remain on
continuous crusade, conducting many
campaigns against the Orks, the Fra'al
and the Eldar across the westem
galaxy, and often were recorded as
intervening lo aid isolated Imperial
worlds under threat. Still, despite

this recard of honourable victory and
the valiant defence of Humanity's
far-flung domains, the specre of
misfortune followed them, and dark
rumours grew up to surround them as
time and again the Chapter suffered
from bitter reversals and dark tums

of fate. As a result, even after thair
recall along with a number of other
crusading Chapers by the High Lords
in M.39 to help deal with the rising
threat of incursions from the Eye of
Terror, many Imperial commanders
and other Space Marine Chapters
continued to view them with suspician.

This reputation worked against the
Chapter often, but rarely with such
consequences as during the Chaos attack
on Corilia during the 9" Black Crusade.
The superstition-bound Mortifactors
‘Space Marine Chapter refused to fight
alongside the Lamenters, abandoning
the planet rather than serve beside




Brother Epheseus
Boarding Assault Force
Lost, Raid on Hallows Point

Brother Chalcedon
Assault Marine, 5" Battle Company
Slain, The Helbron Incursion

Unknown Battle Brother
Lamenters ‘Death Company'

The Battle of Optera

Veteran Sergeant Imano, 7 Company
Awarded the Writ Sanguinatus Mori
Survivor of the Battle of Optera
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them. Unwilling to desert the hive world's.
population, the Lamenters held out alone
&against the Black Legion onstaught for
,i;:::l;ﬂﬂnrdweel& suffering horrendous
until the Ultramarines and White
Scars led a battle group that broke
through the Chaos fleet to relieve Corilia.
Reduced to barely two hundred surviving
battle-brothers by their sacrifice, the
Lamenters were deemed lost when
their fleet disappeared in a warp storm
soon afterwards, only o reappear

more a century later on the edge of the
Segmentum Solar having slowly battied
their way back from the outer void.

Returned again to full strength after
slowly rebuilding the fleet and brethren,
the Lamenters, now operating as a
crusade force near the galactic core,
were requested by the High Lords o
form part of the defences of the sorely
pressed Maelstrom Zone in 587.M41.
As one of the Maelstrom Warders their

particular remit would be to patrol the
wide expanse of the desolate wastes
«of the Maelstrom's western zones,
responding to and neutralising threats
as they were encountered, a duty the
Chapter took to with great fervour. It
‘was during this time that the Chapter
became close allies with the Astral
Claws who held the strategic command
of the Maelstrom Zone, and fought along
side them in many of their greatest
battles. The Astral Claws it seems,

Addendum: The Cursed Founding
and the Blood Angels Flaw

Named as one of the largest
Foundings since the i division of
the Space Marine Legions in many
sources, extant Inquisitorial reports
1ell that the Magos Biologis charged
with overseeing the 21st Founding
were either ardered or encouraged
to attempt to refine, augment or
otherwise enhance ihe gene-seed
used 1o create the new Space Maring
Chapters to be founded (although
sources differ as to the axtent of this
practice). The wisdom in tampering
with the Space Marina's genasis

in this way appears to have been
questioned, even at the time, and it
is entirely possible that the full extent
of the modifications performed were
kept concealed even from the High
Lords and Chapter Masters of the day
~a theory easily given weight by the
palitical turmeoil and division that was
widespread throughout the Im;
at the time. In the case of the
Lamenters Chapter, the only Chapter
known to have been created from the
Blood Angels gene-seed in the 21st
Founding, the efforts of the Magos
Biologis seemed to have been geared
in some way to removing or at least
mollifying the so-called ‘Sanguinius
Flaw.' This flaw, whose true nalure is
known to very few outside the Blood
Angels and their successors, taints
this once most highly praised of the
Emperor's Legions with a legacy

of madness and slow descent into
mindless fury. This degeneration, as
much psychic as physical is a risk all
Space Marines created with the Blood
Angels gene-seed run; driving some
into a terrible death-seeking madness
that causes them to hurl themselves

faarlessly at the foe, and be wracked
itis said by a savage blood-hunger
known as the Red Thirst. It is against
this terrible affliction that the scions of
Sanguinius must nobly strive to retain
their sanity and their selinood, so as
1o fulfil their oaths as the protactors
of Mankind and the warriors in the
Emperor's service. That use of the
Blood Angels gene-seed was still
pursued is both a testament to the
glorious history of the Blood Angels
themselves, and also to their gene-
seed’s other inherent strengths,
which are not limited to its low rate

of implant rejection and the aberrant
factor that it produces by far the
longest potential observed life spans.
of any Space Marine lineage.

The Blood Angels themselves have
long sought an answer to their
affliction, and it is likely that the
experimental procedures performed
on the Lamenters gene-seed during
their creation were done with at least
their progenitor’s tacit approval. An
inference perhaps born out by the fact
that the Lamenters have always been
recegnisable in terms of organisation,
ritual and special aquipment as.
bearing the unique hallmarks of a
Blood Angels Successor Chapter.
The goal of reducing the effects of
the flaw it seems at least initially was
partly successful, with such records
remaining showing that the number
of the Chapter’s brethren succumbing
to the Red Thirst were very few.

The counter to this success howeaver,
was that almost immediately

certain idiosyncrasies of mind and
temperament were noted within the
Lamenters, factors that only graw

mara pronounced as the years
passed: A dark malancholia seemed
to take hold of the Chapler's soul 3
and it was said of them by thair
fallow Blood Angels successors

that they bore the grief of the loss

of Sanguinius more keenly than any
other, and in their hearts they heard
the screams and sorrow of all the
martyrs who cried out for vengeance
across the cold stars. Whatever the
truth of this, ill-fortune had already
begun to follow the Lamenters like
an unwanled shadow, and by the end
of M.36 it was already apparent that
many of what had already become
known as the Cursed Founding’s
children were succumbing to
maladies and malevolencies as.
shocking as they were diverse.

Given this and the fall from grace

of many of the 21st's Founding’s
issua, the experimental procedures
that created the Lamenters from

the Blood Angel's gene-stock were
not repeated, and the Chapter

itself ramains in its way unigue in
the Imperium'’s forces. As time has
progressed since then, there has
been a continued and observable
increase both in the strange tendency
for the macabra and melancholia
that parvades the Chapter's psyche,
and the Red Thirst which again

has awakened in thair ranks, slowly.
worsening, as by some reports it has,
to varying degrees in all the Blood
Angel's successors over time. Given
the Chapter's most recent losses.
and the worsening maladies to which
they are prey, it remains to be seen
whether the Lamenters’ long-term
survival itself is now under question.




particularly under their last Master,
Lugft Huran, offered the Lamenters a
degree of honour and respect they had

seldom received before from their peers,

as well as war materiels with which

10 build and maintain the Chapler's
strength. It would be this unaccustomed
friendship and the ties of blood spilt in
battle alongside the Astral Claws that
would prove the Lamenters’ undaing.

ORGANISATION

In organisational structure and tactical
operations the Lamenters remain at
their heart a Blood Angels Successor
Chapter, heir to a glorious and unique
mariial tradition and a brutally effective
art of war. As with their progenitors they
adhere to the basic structure of the
Codex Astartes with a notional strength
of ten companies each comprising

a hundred battle-brothers, with the
usual division of one Veteran, one
Scout, four line of battle, two Tactical
reserve, one Assaull reserve and

one Devastator reserve company.

However, even more than is the case
with their fellow scicns of Sanguinius,
there is a very great degree of fluidity
batween these companies and thay
very rarely fight in full cohesion (save
the initiates of the 10" Scout company
who have yet to complete their training).
Instead strike forces are created as
needed from across the Chapler. This
informal system grants the Chapter

a high degree of flexibility in shaping
their forces to meet operational
needs, particularly as for much of the
Chapter's history they have fought
alone and leamed bitter lessons in
dealing with unexpected calamity.

Chapter recruitment was also carried
outon a similarly practical basis, with
likely candidates gathered up from
feudal worlds and far-flung colonies as
the Chapter-fleel’s roving course look it,
with initiates first undergoing extensive
moral and physical screening with
those that falled but survived entering
the ranks of the Lamenters servants
(and in some cases servitors) instead.

The Lamenters order of battle favours
shock assaull tactics, often delivered
from close air assault utilising the
Chapter's supply of Thunderhawk and
Stormraven Gunships, the Lamenters’

ability, honed through centuries of
experience, to perform airbore assaults
in this way and extract their forces under
heavy fire when needed has been a key
to their success and survival against
numerically superior foes in battle.

In terms of

region. Mindful of the anclent debt they
believed they owed the Ultramarines
for their intercession many years before

during the disastrous Siege of Corilia, 2

the Lamenters answered Marneus ”
Calgar’s call, despatching a taskforce of
three hundred brethren along with the

and insignia, the Lamenters cleave
mare to the standard panoply of the
Space Marines than their forebears (or

Daughter of Te ts and
her escorts to serve with the Corinth
Crusade. The heavy firepower of the
battle barge along with her wings of

indeed the
although this may be a matter more of
ease of resupply and maintenance for
afleet-based Chapter with no home
port and forced to rely largely on its own
artificers. Certainly the Chapter does
retain a few cherished examples of
Sanguinary relics such as the Glaives

ine and the

of the Lamenters served the crusade
tirelassly, destroying an Ork Battle-
Kroozer cluster single-handedly off the
gravity well at Skull Point, and alongside
the Marines Errant spearheaded the
victorious planet strike attack against
the gun-world of Killdakka. But it is
for tion of i

weapons treasured by its captains, but
aside from air power, war artefacts such
as Land Raiders and Baal Predators are
less common with them than with other
Blood Angels successors, while suits of
Terminator armour are particularly rare
inthe Lamenters’ armouries and are -
valued beyond price by the Chapter.

As with the Blood Angels before them,

the Lamenters Reclusiam of Chaplains
operates as part of their overall Chapter
command rather than be subordinate
to it as is the case with most Codex
Chapters. They exist to watch for the
growing problem of the Red Thirst

in the Chapter's ranks, while their
Sanguinary Priesthood (which takes
the role of the Chapter's Apothecarion)
holds a particularly prominent role and
is known by them as the Calix. It is
often observed that it is the Calix that
has had the greatest part in holding the
Chapter together through its many trials
and misfortunes, and tends not only

to the physical heath of the Chapler's
battle brothers but also the spiritual
stigmata they bear. The Calix priesthood
is elected from the most stable and
strong-willad of the Lamenters brethren,
and they are looked on with reverent
pride by the warriors of the Chapter.

SELECTED BATTLE HONOURS
The Liberation of Slaughterhouse
Jil, The Corinth Crusade [701.M41]
Al the outset of the Corinth Crusade,
the Ulramarines called for allies to aid
them in their holy task of scourging the
mighty Ork empires of the Charadon

vk

the Chapter will be most remembered
for reasons bath good and ll.

An Ork slave-mining world whose
Imperial title had come about in
reference to the hundreds of thousands
of human prisners funnelled into its
mines never to retum, Slaughterhouse
lll was a vital cog in the growing power
of the Ork Waaagh! in the region.
Thanks o ils location deep within
Charadon, attacking Slaughterhouse
was judged likely a one-way mission
for anything short of a full battle group.
Moved by the plight of the Orks' victims:
as much as wider strategic concems,
the Lamenters petitioned the Crusade
Command for the task of attacking
Slaughterhouse |ll, which Calgar
reluctantly agreed to, with the proviso
that he could grant no further support
to their mission. As good as their

word and drawing on the centuries of
experience conducting fleet operations
in the wastes of the void. The Lamenters
slipped through the Orks' lines, the
Daughter of Tempasts dropping out of
Warp perilously close to Slaughterhouse
II's outer orbital defences, achieving
total surprise. Caught off-guard the Ork.
gun stations were quickly obliterated
and waves of Thundsrhawks and
Stormravens swooped down 10
assault the Ork garrison stations on
the ground. The Lamenters quickly
swapt away any organised greenskin
resistance in a remorseless blood-
hungry assault. Seeing their brutal
caplors cast down, the human prisoners
who massively outnumbered the Orks

v
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Lamenters Furioso Pattern Dreadnought ‘Elohiem Diocleatius’
Ravager of the Gate of White Tithes, Invasion of Sagan

Lamenters Land Speeder, Attached to 10" Scout Company
Destroyed on Kyro

Lamenters Rhino transport Attached to Tactical Squad Triaos
Lamenters 7th Gompany, recovered abandoned on Rook 913.M41



fose up and joined the fray and in a

few short hours the planet was in the
Lamenters’ hands. The unexpectedly
degree of success of their plan to
rthrow the Orks on Slaugl

R s e

and detonaled the seismic charges
they had planted to collapse the mines.
befora turning their weapons on the
Orks' crude landing ports and docking
stations. Withi fles they had

had also brought with it a problem

aled over three million hurman
ers who looked 1o them now to
r them from the hands of their
amies - they saw the Lamenters as.
& Emperor's answar to their prayers.
More callous Space Marine Chapler,
and in truth there are many), would
simply have left the prisoners to their
8, content to sabotage the mines and
ve with their mission and the wider
ims of the baltle against the enemies
of Mankind fulfilled, while those of a
‘more pious or dutiful bant might have
mended the prisoners to their
ng martyrdom. Neither of these
solutions appealed to the Lamentars.

vessels began to swarm on the
s of the star system and it became
pidly apparent their victory had not
‘gone unncticed, and any plans the
Chapter might have had far mounting

laid Slaughterhouse Il waste. With
fewer than a hundred Lamenters stil
standing, the battared but unbowed
Daughter of Tempests escaped trailing
a handful of liberated slaver-ships,
carrying with them less than a tenth of
the prisoners they had freed (mainly
comprising women and children),
which were then given over to the
care of the Orders Hospitaller.

n ional Iiberation of

and a dozen other suppart vessels,

the Chapter possessed two unusually
powerful battle barges, six strike
cruisers and three Vanguard cruisers
as wall as twenly-two escorts of various:
classes, The Lamenters served on the
front line of the Secessionist war effort,
wielded in a series of hammer blows,
against the Tyrant's enemies. Huron
‘was careful to employ the Lamenters
against purely military targets however,
likely realising that he risked losing
their support if he used tham otherwise.
The Lamentars were instrumental in
the Secessionist assault on Sagan

in 904.M41 and in blunting the Fire

at Galen in the

Slaughterhouse-lll was a complete
success; the destruction of its mines.
and docks would set back the Orks'
uild-up of war materiel by years and
destabilise their resistance to the
crusade. Furthermore, already news
had reached the Corinth Crusade’s
strategic command that rival Ork
clans ware in conflict over control of
the system's wealth. The Lamenters.
had executed a near-perfect surprise
assault, their success only marred by

any sort of of the
prisoners were simply not tenable. The
few Warp-capable transports and slave-
ships they had captured undamaged
the fight could not be made usable in
anything like the time they had before
the Ork onslaught came, and Chapter's
own vessels could not carry the load.
The Lamenters resolved to fight and if
naads be nobly die while any chance
remained, their Techmarines and those
' skilled enough among the prisoners
desperately trying to restore the
captured ships to flight status. In order
to buy them time, the single battle barge
and less than two hundred surviving
Lamenters stood against nightmarish
odds as wave after wave of Ramships
and Kill-Kroozers attacked, only to be
beaten back by savagery even the Orks
recoiled at. Unprecedented numbers
of the Lamenters succumbed to the
Black Rage in the bloody struggle.

[t was the prisoners themselves who
1ook the final decision to end the
Impasse; after a last prayer of thanks
signalled to the Daughter of Tempests
they asked for a merciful death. With
another Ork fleet massing for the
attack, the Lamenters had no choice

the L losses incurred in the
battle's aftermath. The ‘victory' however
tasted of bitter ashes to the Lamenters
who took the almost unprecedented
step of refusing the honour of an Iron
Halo in reward for their efforts from
Calgar's hand. This some saw as

a deliberate insult, further breeding
suspicion and dark rumour in those
already ill-disposed to the Chapter.

BADAB WAR DISPOSITION

At the outset of the Badab War, the
Lamenters were at effective full fighting
strength, with it is estimated over eight
hundred active battle-brothers and
some seventy Scouts. Also, thanks

1o thair alliance with the Astral Claws
they were better provided for in basic
vehiclas and munitions than the Chapter
had been for centuries. It was for

the Chapter's fleet however that the
Lamenters were perhaps most valuable
to the Tyrant's cause, not only for the
power of their warships, bul also. the
quality of their combat pilots and the
Chapter’s greal expertise in conducling
raids and boarding actions. In addition
to the Warp Barque Mater Lachrymarum
which served as the Chapter's mobile
base and repair dock, two forge ships

following year. Once the Loyalists’
main campaign was in full effect, the
Lamenters Chapter led the battle to
contest the Maelstrom Zone's Warp
routes in a series of heavy raids and
counter-raids, while the Astral Claws
played t their own strangths in static
defence and full scale battle operations,
and the Mantis Warriors conducted
guerrilla attacks and diversionary
strikes. In 908.M41, the Lamenters
had already suffered significant losses
through attrition but were still a force to
be reckened with, and a plan was put
into ation ta isolale them from Huron's
cause and take them out of the war.
Loyalist agents discovered the location
of the Chapter's barque in orbit of the.
feral world of Optera taking on suppl
and a rapid strike force succeeded in
crippling its main drives preventing it
from fleeing the system. The bargue
containing bath the Chapter's recovering
battle casualties and precious resource
of gene-seed was a target the Chapter
could not help but try to defend. Lured
in by a continuing series of attacks

on the barque, the remainder of the
Lamenters' fleet was drawn back

into the system, where they were

then engaged by the full power of

the Minotaurs fleet in a bloody battle
which lasted seventeen standard
hours. The Minotaurs suffered heavy
casualties but overpowered their enemy
by virtue of their own brutality and

sheer weight of numbers. Their forces
shattered, the remaining Lamenters.
were forced to surrender rather than
risk total annihilation. A total of threa
hundred and eleven surviving baltle-
brothers were interned on a prison hulk
orbiting Sagan for the rest of the war.

]
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ASSAULT SQUAD
VOLTURNO

3RD SQUAD, 5TH COMPANY

Veteran Sergeant Volturno Lamenters Chapter lcon
Commanding Squad Volturno, 5th Battle Company Common Armorial Use
Lamenters Chapter, Also, Senior Officer Commanding
Chapter Strike Force
Assigned to Commerce Raider Regicide,
Eridayn Cataract Zone

Personal Armament of Veteran Sergeant
Volturno
‘Synod’ Type Inferno Pistol
Primaris Il Pattern Power Sword

Standard Assault Squad Armament
Lamenters Chapter
MKII Angelus-Vex Bolt Pistol and 'Hell's Teeth’ Chainsword




Brother Passeal = Vateran Brother Tahthyr

Participated in 11 Confirmed Raids Participated in 5 Confirmed Raids, Slain

Eridayn Cataract Zone Eridayn Cataract Zone

Brother Ovid Brother Paymon
Confirmed Participation 12 Raids Confirmed Participation 13 Raids Before
Eridayn Cataract Zone Succumbing to the Black Rage

Eridayn Cataract Zane



Lamenters Drop Pod (Lucius Sub-Pattern Manufactured at Badab Primaris)
Deployed During the Secessionist raid on on Bale Holdfast

Lamenters Baal Pattern Predator, “Voice of the Martyr’
Damaged in Action and Captured By Minotaurs Chapter
Unnamed Action, Crow’s World System
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' THE NOVAMARINES

GHAPTER NAME: .. THE NOVAMARINES.
2no [w.31]
HONOURUM

FORTRESS MONASTERY: . THE FORTRESS NOVUM
ULTRAMARINES

GENE-SEED (PREDEGESSOR).

7 LISTED, BUT THEY ARE

KNOWH TO HAVE HAD THE HONOUR, OF THEIR
'BRETHREN SELECTED T0 AID THE FOUNDING
OF SEVERAL ULTRAMARINES BENE-SEED
SUCGESSOR GKAPTERS IN THE PAST, NOTABLY.
THE DARK SONS AND ANGELS OF FURY.

“The existence of the Alien is a problem with bul ane
solution; Extermination. When Mankind is alone in the
cosmos, only then will we have achieved our destiny.”

- Lucretius Cot

n ancient and proud Chapter,

the Novamarines are hard-line
adherents to the Codex Astartes
who consider the writ of the text
itself to b divinely ordained law. The
Novamarines' outlook and disposition
is very firmly reoted in a glorious.
past and a long history of leal and
unwavering service in defence of the
Imperium. The Chapter's standards of
probity and honour are such that they
have been held up as an example even
to other Chapters of the Astartes in
the past, and are known to have drawn
blood against those who would stray
too far from the Codex’s teachings. In
character they are known to be hard
and unwavering, and their sense of
henour and rectitude is unquestioned
both by their fellow Astartes and the
powers of the Imperium. Uniformity
of thought, strength of purpose and
service 1o the Imperium before all
elsa are the Chapler's key beliefs,
and they have long been independent
advocates of what the Inquisition would
dub the ‘Monodominant’ outlook,
espousing a doctrine of the complete
extermination of all intelligent alien life
in the galaxy in order for the survival
of Humanity to be safeguarded.

Their founding Master is known to
have been Lucretius Corvo, a highly
honoured Captain of the Ultramarines
Legion who served as one of his

Legion’s champions during the brutal
fighting against the Traiter Word
Bearers Legion on Astagar during the

Honourum’s greatest mountain range:
are no lass than the halls of the gods,
and the rippling aurora cast into

Horus Heresy. During this di il
siege, Corvo's forces held out for

six days against many times their
number, and in one last, desperate
counter-attack he and his chosen band
managed to destroy the Traitor Warlord
Titan Fellghast and break the siege.
For this action Corvo was awarded a
Laurel of Defiance by his Primarch, a
sacred object that is still enshrined on
the Fortress Novum to the present day.
The Chapter's rare use of a quartered
livery is believed to based on Corva's
personal heraldry, further setting their
first Master's stamp upon the Chapter.
Al their founding they were given

the guardianship of the pre-Imperial
fortress world of Honourum by Robute
Guilliman himsell, a site that had once.
marked the northward extent of the
Ultramarines Legion's advance into
the galactic north of the
Ultima. Honourum is a storm-wracked
world of jagged mountains and barren
stone lands, with little by way of flora
and fauna; barely enough to allow it

10 be classified as a life sustaining
world. Honourum's small population

is divided up into feral hunter-gatherer
tribes, nomadically picking their way
across the blaak landscape. To them
the vast redoubts and soaring bastions
of the Fortress Novum, graven from

the static-charged night sky by the
fortress monastery’s void shields are.
gateways to the halls of the dead in
the world beyond. These simple and
hardy primitives have provided the
Movamarines with their recruits since
the Novamarines' founding, and during
their indoctrination into the Chapter

all vestiges of their past culture and

beliefs are purged away and replaced
with a pattern of thought and culture.
that any native of distant Ultramar
would instantly recognise. The one
idiosyncrasy of the aulochthonic
traditions of Honourum's natives that is:
retained by the Chapter is the practice,
of ritually tattooing the skin. Each
Movamarine's toughened hide over fime!
becomes an illustration of their career
and life, with sigils and abstract designs
depicting the battles they have fought
and the stars they have travelled. It

is a commenly held belief among the
Chapter that these vivid images serve
to armour the soul from the predations
of dark spirits, and that by the roll of
deeds recorded on their flesh will the
Emperor judge their worth in death.

At their founding, the Novamarines
swore an oath lo defend the
Segmentum Ultima from the enemies
of Mankind, and in near eight thousand



Terminator Sergeant Strabo * Veteran Terminator Brother Coulter
ed to Caplain Blaylock's Personal Guard 4* Squad, 1* Veteran Company
Hallow's Point Incursion

Incaladion Pattern Storm Bolter
Terminator Squad Issue

The Personal Weapons of Veteran Sargeant Cyranus Veteran Sergeant Cyranus

Modified Acitus Pattern Chainsword Succumbed to his Wounds
and 'Sunfury’ Subtype Plasma Pistol Posthumously Awarded the Order of Guiliman

The Relief of Bale
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years have not wavered in this charge,
and although they are not a purely
fleet-based Chapter, they have often
ad cause to divide their warriors over
Vast areas of space in order to fulfil
their duty. This wide dispersal over a
vast patrol area has meant that the
Chapter has seldom fought tegether
as a whole, but while their strength
is often divided, in the past this has
meant that the Novamarines have been
among the first to answer the call of
fellow Space Marine Chapters in need,
most notably in recent years fighting in
defence of the world of Obsidia, home:
planet of the Sable Swords Chapter.
This intervention prevented Obsidia
being averrun by the mutant hordes of
the Twisted Convocation while the bulk
of the Sable Swords were engaged
fighting the Eldar Swordwind on
Larical's Folly. This valiant rescue has
resulted in the swearing of an solemn
oath of eternal debt by the Sable

- Swords to the Novamarines, something

never taken lightly by the Chapter, and
the Sable Swords are but the latest

in a long line of Adeplus Astartes

who owe such debts to the Chapter.
This deed and many athers of similar
mettle throughout their long history
has established the Novamarines

with an enviable reputation for

honour and brotherhaod which few
Space Marine Chapters can equal.

Organisation

The Novamarines Chapler is a proud
member of the 2 Founding, having
been spiit oft fully formed from the
Ultramarines Legion after the Horus
Heresy as part of Guilliman’s reforms
of the Space Marines. As a result
they have long bean amongst the
most strict and dogmatic adherents
of the Godex Astartes and its lenels,
and have rigorously enforced its
organisational mandates despite their

companies often being scatiered
acrass the Imperium for much of the
Chapter's history. The Chapler has.
also taken great pride in maintaining
their insignia and martial culture all
but unchanged since their founding.
Much of the Chapter's honarifics and
titles are all but indistinguishable from
those employed to this day by the
Ultramarines and the other defenders.
of Ultramar, although the Chapter
separated from them by a gulf of
distance and entirely independent in
operation and fealty. Another notable
feature of the Novamarines' panoply of
battle Is that they hold many war-relics
of ancient provenance in fully operable
condition from the bygone era of
Imperial might before the Great Heresy.
These all but irreplaceable assets are
known to include & full complement of
Terminator armour with which to equip
their 1% Company if needed, extensive
arsenals of early pattern Predator,
Vindicator and Whirlwind tanks and
numerous Dreadnought frames which
are maintained with great reverence
by the Chaper forge on Honourum.
Some of these polent weapons are
known to have fought in the battles

of the Great Crusades, although their
revered occupants have since changed
many times down the millennia.

SELECTED BATTLE HONOURS
The Pale Wasting [unknown,

circa late .M34]

One of the earliest recorded great
battle honours of the Novamarines
remains one of the most shadowed
and mysterious. During the dark and
terrible times known to later historians.
as ihe Nova Terra Interregnum, when
the Imperium fractured into warring
factions, there exist in what records
remain from this era scattered and
veiled references to a great threat
arising from the Ghoul Stars known

Addendum [Deathwatch Involvement]

Although the Novamarines have conlronted the enemies of Mankind in every
quise over their long history, they have perhaps had their most extensive

experience in combating the alien in all its horror, and are boundless in the

hatred for all hi

They have

purges of a great many xenoforms, and their expertise in this area coupled
with their reputation s faithful scions of the Ultramarines, has meant that
Novamarines battle-brothers have often served within the ranks of the
Deathwatch and maintain unusually close ties to this organization.

as the “Pale Wasting." Inquisitorial
investigation in times past has
discovered that much of the extant
evidence relating to this threat has
been censored or purposefully
destroyed, and there are contradictory
indications which describe the nature
of the threat as both a "Star-spawned
plagus” sweeping away scores of
worlds and as “Nightmare engines™
slaughtering whole sectors. The

only evidence for the Novamarines
meeting this threal is an ancient stelag
relating to this conflict in the Imperial
Palace itself. This arlefact praises.

the Chapter most highly and records
them compellingly as having “By thair
montal sacrifice and unmatched valour
unmade that which cannot die and
s0 preserved the most holy realm of
Manking”. The inscription goes on

to name eleven other Chapters who
were lost in the final battles of what
must have been a truly apocalyptic
struggle. The Novamarines’ own
chronicles are curiously empty of

any reference 1o the conflict, and itis.
quite possible that this ancient threat
may also account for the unusually
large number of formerly human-
inhabited dead worlds in the regian.

The Lok Kroll Xenacide
[119.M37-164.M37]

Notable as the last time the
Novamarines fought togsther in full
Chapter strength, the Novamarines
valunteered to be at the forefront of
carrying out an Edict of Exterminal
against the foul Lok'kroll xenoform.
These hulking invertebrate aliens,
having damned themssives in the
worship of the Ruinous Powers, had
quickly risen up within the span of no
more than a century to carve out a
pocket empire 1o the galactic south of
the Warp anomaly known as the Storm
of the Emperor's Wrath. Given their
rapid expansion and the massacre of
several Imperial colonies and mining
outposts in the region, the decision
was thereby taken by the Imperium te
scour them from the stars before they
could grow into a greater threat. Under
the Novamarines’ direction, the alien
domains were syslematically blockaded
by squadrons from Battlefleet Ultima,
while the Novamarines, supported

by the CIX Phyrus Army Group and

numerous D Kill Teams,



attacked and destroyed the isolated
Lokkroll outposts and ridk

grinding wheels of th
ities to act, the

one at a time, often employing
Exterminalus-class weaponry
sanctioned by the edict. Nothing now
remains of the Lok’kroll save for a few
taxidermically preserved specimens
at the Bastion Geniticus on Varsavia.

The Purging of the Death
of Integrity [887.M39]
During its third baneful appearance in
the star systems near Vol Secundus,
the space hulk designated Death
of Integrity was subjected 1o a full
boarding assault by the forces
of the Novamarines and Blood
Drinkers Chapters, with nearly two
hundred Terminators leading the
attack. In a grim campaign fought
in radiation-fogged darkness, the
hulk was successfully purged of the
Genestealer infastation that inhabited
it, with a 53:1 kill ratio achieved in
the Space Marines' favour. Lauded

 for conducting an almost flawless
assault, the glory of the two Chapters
was made even greater when the
hulk revealed priceless STC materials
when dissected by the Adeptus
Mechanicus. They, in an uncommon
display of gratitude, supplied each
Chapter with a great bounty in the
shape of a newly commissionsd
strike cruiser from the fleet-forges at
Triplex Phall, delivered into their hands
exactly thirty standard years later after
construction had been completed.

The Luxor Uprising [812-813.M41]
One relatively recent action of note
involving the Novamarinas was their
intervention in the Luxor Uprising of
812.M41. The cruel ruling Oligarchs
of the industrial world of Luxor were
averthrown by a workers rising backed
by the insidious Chaos Space Marines
of the Alpha Legion, with several of the
renegade warbands making planetfall

in surprise attacks to support the revolt.

The plant itself was a lynch-pin of the
o # #

gatherad what forces they could and
attacked immediately before the rebels
could crush all local resistance and
become entrenched. In the swift,
savage war that followed, the counter-
invading Novamarines excelled in

the city fighting over Luxor's war-torn
hive-citadels, bringing their superior
combat abilities to bear in the tangled
warrens of shatlered rubble, cancelling
out the rebels’ massive advantage in
numbers. The Chapter's Land Raiders
and Predators likewise proved their
supremacy over the Traitor’s tanks,
which were crewed by inexperienced
conscripts, destroying them in huge
numbers by the expert Space Marine
armoured forces. The war fully

tipped in the Chapter’s favour when
the Novamarines assault reserves
cornered and overran the Alpha Legion
forces guiding the failing rebellion

in an anarchic battle at the planet’s
principal star port. Heavy Terminatar-
led attack struck the deathblow and"
finished the encircled Alpha Legion,
putting the few survivors to flight. With
the Traitors driven back in disarray
from their initial gains and cut off from
the Alpha Legion's command and
direction, the Novamarines led the
rallying Imperial Loyalists in a brutal
offensive which left over four hundred
thousand recidivists dead and restored
Luxor to Imparial rule within a year.

BADAB WAR DISPOSITION

A Novamarines contingent arrived

in the Badab warzone in 806.M41

in response lo the first calls for aid
against the Secessionists issued some
years beforehand — their intervention
in force delayed in time by the
numerous conflicts the Chapler was
already engaged in. Their reasans

for prompt response were simple;

quipped 1% Company
veterans and several awakened
Dreadnoughts. The Novamarines
taskforce commander for the duration >
of their involvement in the Badab War
was Mordaci Blaylock, the respected
Gaptain of their 1* Company Veterans,
and the Chapter was well disposed
to the overall command of the Red
Scorpions, knowing the Chapler to
be one firm in the tenets of the Codex
Astartes and whose reputation for
hatred of the alien matched their own.
They did have some minor misgivings
over other Chaplers they found
themselves allied with however such
as the Fire Hawks and Raptors.

The Novamarines arrival in the
Maelstrom Zone coincided with the
aftermath of a dangerous flanking
attack against the Loyalist supply lines
by the Exscutioners Chapter which

had already seen much of the recently
arrived Howling Griffons driven back

in bloody disarray. The Novamarines
quickly applied their forces to saving
their brethren from further attack,
intercepting several Executioners.
raiding forces with mixed success and
along with fleet elements managed to
check the Executicners’ attacks in the
Khymaran Drift. At the behest of High
‘Commander Culln, the Novamarines
remained in deployment in sevaral small
highly mobile taskforces for the rest of
their involvemnent in the Badab War, both
qguarding Imperial shipping to ensure
vital supply convoys to the battlefront
arrived intact and fighting small-scale
but high intensity batties on dozens of
frontier worlds. In this the Novamarines
fought scores of separate engagements,
not only against Secessionist forces,
but also against unaligned human
renegades and Eldar and Ork corsairs
who saw in the conflict a chance

10 pursue their own dark purposes

wrath at what they believed was Lugft
Huron and his allies’ unforgivable

Helioret Sector which was vital to the
‘wider supply of war materiels 10 the
northern Segmentum Ultima and the
Novamarines rightly feared that Luxor's
fall could start a chain reaction that
might leave & hundred other werlds
vulnerable. Without the time to wait

for reinforcements or for the slow

and arrogance.

The Novamarines taskforce deployed
10 the Maelstrom Zone in three stiike
cruisers with a fleet of twelve supporting
attack craft and tenders, comprising

of their full strength 3+ and 5" battle
companies wilh altached Scouts,

and reinforced by elements of their

v

The
withdrew from the Badab War in the
opening days of 908.M41 having gained
much renown for themselves in the
conflict, with the bulk of the threat to
the Loyalist supply lines contained.
The survivors immediately returning
with all speed lo defend their Chapter
world of Honourum which was coming
under the threat of a growing Ork
Waaagh! as a part of wider tribulations.
affecting the Segmentum Ultima.
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Veteran Sergeant Draco
Commander Tactical Squad Draco
5" Battle Company Novamarines
Honoured,

The Defence of Trade Runner
Medicant Exchequer

Tactical Squad Draco Armament
Godwyn-Ultima Pattern Bolt Guns, MKXII ‘Comet’ Pattern
Plasma Cannon, MKIlla ‘Heretic Pattern Flamer

TACTICAL SQUAD
DRACO

9TH SQUAD 5TH COMPANY

Novamarines Chapter lcon
Common Armorial Use



Brother Tiber, Lost to the Void Brother Udsarr, Honoured
The Defence of Trade Runner The Defence of Trade Runner
Medicant Exchequer Medicant Exchequer

Venerable Brother Marcellus
Slew Lamenters Sergeant Davo in Single Combat
The Defence of Trade Runnar

Brother Graves
Taken to the Emperor’s Grace

The Defence of Trade Runner
Madicant Exchequer Medicant Exchequer
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Novamarines MKIV Dreadnought ‘Ancient Herulian'
Siege Configuration Armament
The Assault on The Splitershard Defence Line
‘Vyaniah Warzone

Novamarines Predator Destructor
Chapter Reserve, 7" Heavy Support Detachment
Second Battle of Sagan
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THE HOWLING GRIFFONS

KNOWN DESCENDANTS!

r THE HOWLING GRIFFONS

FORTRESS MOWASTERY: ...
GENE-SEED (PREDECESSOR

“Here we stand and here we shall die, unbroken and
unbowed, though the very hand of death itself come.
for us, we will spit our defiance to the end!"

unknawn [cimea u.33]
MANCORA [SOVEREIGN FEUDAL WORLD]

Revered-Ancient Titus,
The Last Stand on Khymara Ellipsis

'he Howling Griffons Chapter are

staunch traditionalists amongst
the Adeptus Astartes, hardened
warriors who consider themsall
first and foremost to be defenders of
the Imperium and an instrument of
the Emperor's purpose. Their exact
origins remain lost in the shadowad
wars of the 33 Millennium, but what
«can be said for certain is that they
have always been a highly active
Chapter, and there are few Space
Marine Chapters of their age that
can claim such an extensive series
of campaign honours as they.

In this distinguished roll of war

and conflict, the Howling Griffons
are notable for having baen at the
forefront of a great many battles
and campaigns whose names have
echoed down the ages, such as

L feal of the Black Crusades
of Abbadon the Despoiler, and

the overthrow of the Necroteks of
Naath whose pocket-empire rose
during the Plague of Unbelief. Their
worthy record has continued into
recent history and has included the
casting down of the mad regent

of Amar and their involvement in
tha bloody Tri-Unity Wars where
they fought as one Chapter and
bested the Orks on Gunnerdark,
saving an entire campaign salient
from being overrun by the xenos.

The Chapter is justly proud of its
ability to engage almost continuously
in conflict and fight the most bitterly
contested campaigns, and is notably
well-provided for in both arms and
wargear. In order to maintain this
advantage, the Chapler's extensive
forges on their home world of

. Mancara tirelessly work to keep the

Howling Griffons supplied and make
good battlefield losses as they occur
Such is the enviable capacity of
their armouries that they are not only
able lo keep pace with the Chapter's
aggressive nature, but they are also
able to manufacture and maintain
some of the rarer Space Marine
battle materiel, such as the Land
Raider Promatheus and advanced
Mark VIl Errant pattern power
armour in notaworthy numbers.

Thanks in no small part to its glorious
racord, the Howling Griffons Chapter
has gained the right and title to
recruit its initiates from several
different worlds in order to sustain a
high level of induction and attrition
in its ranks, the most principal of
these worlds being Mancora itself.
This planet, whose overlordship the
Chapter has long held, has been
kept as an aclive pre-industrialised
world divided batween feudal and
near-continuously warring city-states
— an arrangement which maintains a

bias towards a heavily martial local
culture and streng stock well-suited
1o the Chapter’s recruiting needs.

No description of the Howling Gritfons:
Chapter however would be complete
without acknowledging a dark shadow
that has long fallen over the Chapter's
otherwise glorious history, and this

is their bloody vendetta against the
being that would become the Daeman
Prince Periclitor the Foreswern,

and the Word Bearers Legion from
which the vile entity sprang. The root
cause of this enmity, which exceeds
even that usually encountered
between the Space Marines and their
renegade kin, remains lost in the

past. Scattered evidence exists that
the Howling Griffons have specifically
sought out the Word Bearers to do
battle with on many occasions, and
the Word Bearers likewise in their turn
have targeted the Howling Griffons for
attack. One of the blackest episodes
in this history of bloody enmity

was the ambush of the Howling
Griffons Chapter Master's battle
barge at Arios Point in 220.M38.
Attacking in overwhelming force by
ambush as the mighty ship voyaged
back to Mancora to celebrate the

Howling Griffons founding, the
warband of the Chaos Lord Periciitor
and his allies ravaged the warship



Brother Peleus * Veteran Sergeant Otho
Howling Griffons 2 Company Tactical Marine Deachment Commander
Assigned to the Legatine Guard Baron of Tides Protection Force

Ghapter Approved Armaments: -
MKl Ultima Pattern Bolt Pistol Veteran Brother Xaran,
MKVII Incaladion Pattern Storm Bolter Awarded the Iron Skull After the Battle of Khymara
Mandato-Angelus Pattern Power Axe Sole Survivor of his Brathran



and forcad the survivors down to the
surface of Arios Quintus in a series
of fierce battles. Finding no refuge
r respite on the barren werld, and
set on all sides by Word Bearers
and Night Lords Chaos Space
Marines, degenerate mutants and
summoned daemons, the Howling
Griffons had no avenue of retreat
and surrender was unthinkable,
despite the mocking demands of
their anemies to bend their knee to
the Ruinous Powers. Instead the
doomed company of Howling Griffons
held faith and died to a man in a
desperate last stand, accounting for
hundreds of the enemy before the
last of the Emperor's warriors fell.

The Chapter later recoverad the
desecrated body of its master,
Orlando Furioso, impaled on the
front of a Thunderhawk drifting in
orbit of the planet a month later. This

© defeat and desecration was a bitter

‘blow, for not only had they lost their
revered master at their enemies’
hands, but along with him also much
of their veteran 1* Company, their
8" Company and a venerable battle
barge that had served the Howling
Griffons in countless baltles over a
thousand years. For this grievous
‘wound to the Chapter's honour,
every Howling Griffon that takes

up his place as a full battle-brother
swears an oath to avenge thoss
that fell at Arios whenever able, and
the Howling Griffons have sworn to
destroy Periclitor whatever the cost,
even though the Chaos Warlord's
many atrocities saw him elevated

to the ranks of daemonhood some
millennia after the Arios attack. If one
day the Chapter must make war in
the very depths of hell to have their
revenge for their fallen brethren,
they will not baulk at the task.

Organisation

The Howling Griffons are a Chapter
organised along the strict lines of
the Codex Astartes, seeing it not
50 much as holy writ but simply

as the finest military treatise ever
written, To them it is a work penned
by the foremost of the Emperor's
Primarchs, and a volume whose
wisdom on matlers of war crafl has
never been bettered. As such the

Chapter strives ta remain within

its tenets, keeping to its division of
companies and disposition wherever
possible. As avowed generalists, the
Chapter has a policy of maintaining
an even as possible ability in the
many typas of warfare the Codex
identifies, from armoured assault

to planetary strike operations ta
boarding actions, and insists that all
battle-brothers master each discipline
in turn as the Codex dictates.
Competition within tha Chapter for
excellence is strong, but is never
allowed to spill over into discord.

Alsa of note is the Chapter’s tradition
of powerful baltle-psykers in its
ranks. This is in no small part due
to their primary source of initiates,
as Mancora's population is known
to have a higher than average
incidence of psyker-births. This is

a factor which has contributed to a
strong Chapter Librarium down the
centuries, with the Howling Griffons”
own Codicers laking an aclive role

or weak psychic talent would leave
them open to the touch of the Warp.

'SELECTED BATTLE HONOURS
The Dennar IV Suppression
[109.M40]

During their long search for the Word
Bearers warband of Deklamus the
Vaunted, the Howling Griffons 3
company under Captain Penvath
Joachim responded 1o a planetary
distress call from the Agri world

«of Dennar IV in the Sangramentia
sactor. An important supply world

of wide savannah plains with vast
herds of thunderhorn, urgrox and
other megafauna, and ruled from
fortified slaughter-cities, Dennar IV
had succumbed to rot from within

as the worship of the dark powars
took roct amid its flenser-cults and
cull-clans. As the Howling Griffons
descended on Dennar IV, they found
only a handful of its city-states
holding out against the harde of
cultists and daemon-possessed
madmen, their walls packed with
refugees fleeing the tide of mass-
murder that had engulfed the planet.
Vastly outnumbered, the Howling
Griffons deployed to the savannah

and using the Codex Astartes as their
quide, wielded their supericrity in
armour and air power to slay mobile
and spearhead assaults against the
heretics, smashing cult forces in
great scything sweeps, before driving
onwards to relive the city sieges. The
loyal inhabitants of Dennar greeted
the Howling Griffons as divinely-
sent saviours, and gladly rallied to
aid them in liberating their warld

from the dark forces that assailed

it, selling their lives alongside the
Space Marines. The remaining
campaign was bloody and ruthless,
ever-afterward casting a nightmarish
pall over the memory of Dennar’s
people. Since this victory the Howling
Griffons have kept a lasting oath to
protect the planet and the memory

of the many martyred there for

their loyalty to the Emperor, while

the people of Dennar IV have kept
faith with their saviours in providing
them with victuals and the pick of
their youth as Chapter recruits.

The Jorun Retaliation [143.M41]
One of the greatest battle honours
ever won by the Howling Griffens
Chapter came about because of
the vital part they took in the Jorun
Retaliation of 109.M41, Following the
treachery of General Jorun of the
15th Heraklon Ironclads, an entire
Imperial battle group that should
have been on its way to reinforce
the lines of the Gothic War instead
turned traitor, slaughtered their
commissariat attachments and
wenl renegade. The Imperium was,
moved to act with decisive force as
the foul taint of the Xenos known as
the Dark Eldar was found to be at
the root cause of this perfidy, with
Jorun and his personal cadre laid
low and corrupted by addiction to
the aliens’ foul psychotropics and
depraved practices. Thanks to the
dark arts of the Cabal of the Crimson
Libation, the Heraklons danced like
puppets 1o their new masters'’ tune.

than disposable tools they used to
enslave planetary populations by
treachery and brute force, and with
little risk to the aliens themselves.
This could not remain unpunished,
and the retaliation force the Imperium
launched was fully intended to



smash down on the Heraklons and
their dark allies with brutal and
overwhelming power, annihilating
them without regard or mercy. The
taskforce was comprised of the full
active power of the Howling Griffons
Chapter (then about eight companies
in effective strength) who were
given command, and reinforced
with supporting companies from
the Ultramarines and Sons of Orar
Chapters. The Space Marines
intercepted the traitor guard as they
made planet-fall on the feral world
of Asturia. Caught unprepared for
such a fierce counter-assault over
five thousand renegade guardsmen
died in the first hour of the Space
Marine attack, torn apart on their
landing zenes with much of their
heavy armour yet to be unlimbered.
As the battle was joined in full,
the task of destroying the traitar
command fell to the Howling Griffons
4" battle company who executed a
drop pod assault into the heart of
the disoriented enemy. Confronting
not only the elite of General Jorun's
Ogyrn cadre, but also the inhumanly
lithe and cruel shadows that rose
around him, The Howling Griffons
despatched them with bolter shell,
fire and unshakable resolve. It was
Chaplain Armand Titus who fought
his way to the traitor general and
delivered the Emperor’s judgement
despite suffering grievous wounds
tainted with vile poisons, cleaving
Jorun’s skull in half with his Crozius
Arcanum, The traitors’ morale
collapsed with the death of their
leader and the swift desertion of
_thair foul Xenos allies that followed.
The disordered and panicking
Heraklons were ruthlessly hunted
down and slain in the aftermath;
with the renegade forces utterly
wiped out within six hours of
the battle’s opening salvos.

©n the Howling Griffon's return

to their fortress monastery on

Mancora, Chaplain Titus, who had

finally succumbed to his many

injures was enshrined with all due
within a D1

BADAB WAR DISPOSITION

The Howling Griffons Chapter
became involved in the Badab War
in mid-906.M41, when along with

the Novamarines Chapter, they were
called to battle to provide additional
support for the Loyalist cause. The
Howling Gritfons involvement in

the Badab War 1o prove one of the
darker hours in the Chapter's history.

The Howling Griffons task force was

the bulk of which were en route

10 the war to give battle on the
Sacessionist side in payment of their
Chapter’s blood oath to Huron. 3

Suffering a massive surprise assault
by the Executioners Chapter, the
Howling Griffons were systematically
destroyed by the relentless
onslaught of this enemy from an
unseen quarter. This disastrous
series of battles also resulted in

the i ion of their

relatively small in number,
of no more than two hundred and
fifty Space Marines drawn from

the remnants of their 4" Battle
Caompany and elements of their 6
and 10" Companies, reinforced by
several Terminator squads. These
Space Marines were the survivors
of a recent lengthy search-and-
destroy sweep of the Caradryad
Sector and had suffered substantial
losses during this last campaign.

In particular the Howling Griffons
contingent was under-equipped in
planetary assault assets such as
Thunderhawks and Drop Pods owing
to prior combat attrition, and had
been unable to return to Mancora
to fully rearm before the call came
to join the Loyalist cause, — a call
honour would not let them ignore
regardless of any purely practical
difficulties in fighting two heavy
campaigns so close together.

As a result the Howling Griffons
contingent were initially assigned
to garrison duties by the Loyalist
command rather than be included
in the forward line of battle, while
several smaller forces were split off
as convoy protection detachments.
The Howling Griffons’ largest
single deployment was to garrison
the airless moons of the Khymara
system and secure them from
Secessionist control. At Khymara
they re-occupied a series of vital
defence stations and listening posts
on the edge of the Maelstrom Zone
with the aim of rebuilding them as

a staging post for a future Loyalist
assault on the Badab Sector itself.
Although their initial efforts were
this was a course

sarcophagus, in order to continue
his service to the Chapter.

of action which unbeknownst to
them put the Howling Griffon's
forces directly into the path of the
oncoming Executioners Chapter,

strike cruiser Auge/as as well as
the death of the revered Chaplain
Dreadnought Titus which struck

a hammer-blow to the Howling
Griffons Chapler's morale. With the
Khymara system’s defence platforms
and listening stations destroyed,
the Executioners forces withdrew
suddenly from the system, leaving
the Howling Griffons garrison with
more than 70% casualties. It was
noted at the time by observers from
both sides that the Executioners
could have pressed their advantage
if that had chosen to do so, and
wiped oul the remaining Howling
Griffons utterly, but instead

they pointedly ceased fire ance
their primary military objectives
were achieved and withdrew.

As a result of the disaster at
Khymara, the Howling Griffons.
taskforce was left scattered and
savagely reduced in strength,

and without the assistance of the
Novamarines who rapidly responded
to the area to reinforce the Loyalist
lines, the entire war zone might
have lapsed into Secessionists’
conirol. Even so reduced in strength,
the remaining Howling Griffons
continued to doggedly fight on,
refusing to shirk their responsibilities
to the Loyalist cause until officially
relieved from the Badab War in
908.M41. The few survivors of the
Chapter force returned to Mancora
shortly afterwards to rejoin their
comrades, bearing the remains

of their fallen on commandeered
Warp-capable vessels seized

from the renegade worlds




COMBAT SQUAD
PARTHUS

4TH BATTLE GOMPANY

Howiling Griffons Chapter lcon,
Common Armorial Use

Veteran Sergeant Parthus
Commander Combat Squad Parthus, Howling
Griffons 4th Battle Company, Deployed to
Khymara Qutpost Garrison

Note: Combat Squad Parthus, as with many of the
Howling Griffons stationed at the Khymara system,
still maintained their Codex Approved Night Worid
Battle Livery from their prior deployment in the
Caradyrad Sector.

MKIllc Combi-Flamer, Personal Weapon
Veteran Sergeant Parthus

Maxima Pattern Multi-Melta

High Utility Anti-Armour Support Weapon MKIIl Ultima Pattern Bolt Gun

Standard Squad Issue




Brother Thrace
Surviver, The Defence of Outpost VI
The Battle of Khymara

Brother-Adjutant Sabin
Lost, The Defence of Qutpost VI
The Battle of Khymara

Brother Palatinus
Entombed by Wreckage and Slain,
The Defence of Qutpast VI
The Battle of Knymara

Brother Alturian
Taken to the Emperor’s Grace,
The Defence of Qutpost VI
The Battle of Khymara




Howling Griffons Heavy-Bolter Equipped Tarantula
Deployed to Khymara Watch-Bastion 8-19,
Destroyed in Action

Howling Griffons Razorback, Destroyed in Action at Khymara VI-C
(Note extensive hull micro-meteor damage)

Howling Griffons Rhino Transport,
Vehicle originally belonging to a 7" Company Detachment, which had been wiped out during the Caradryad Campaign,
and re-isssued to the 4 Gompany for operations at Khymara
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Raptors Chapter Land Raider Crusader
Attached to Assault Spearhead Forces, Gargathea War Zone
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THE BADAB WAR CAMPAIGN

The section is asa

of the Badab War In your own exiting tal

“tool Kit' to let you and your friends re-enact the dark struggle:

bletop battles of

40,000. This purp

intended to reflect the ‘historical’ story of the Badab War, but alsa lets the players themselves decide the ultimate
outcome of the narrative through their games, and encompasses just about any kind of game of Warhammer
40,000 you might want to play and a number of different options to choose from.

Will Lugft Huron's Secessionists prevail or will the Imperium crush the Tyrant for his hubris? - What happens next

is up to you!

THE STRUCTURE OF THE
CAMPAIGN

The Badab War campaign is fought in
a ‘faction’ format between two sides
(or teams): the Loyalists and the
Secessionists. Each player should
choose one of these sides to be part
of for the campaign.

The Badab War campaign is

broken up into five phases, each
corresponding to different broad
stages in the epic narrative of the
Badab War. The first four phases
represent the tides of the war and
build up to the climatic fifth phase; the
ballle for Badab Primaris itself.

Each phase of the campaign is

based around playing games. One
team plays the side of the Imperial
Loyalists and the cther team Huron's
Secessionists. For gach win, loss or
draw, each ga ill gain the player's
side a particular number of Campaign
Points (or CPs) appropriate to the kind
of game played (see the description of
each phase for more on this).

The total number of Campaign Points
garnered from each side’s wins,
losses and draws in each particular
phase should be tallied at the end to
determine who has won that particular
phase. Winning a particular phase will
gain an advantage for the victorious
side in the phases that follow (see

pages 137 & 138 for the details).
Winning or losing each phase will
also have a special effect on the
campaign’s grand finale, the Battle
for the Palace of Thorns. At the start
of each subsequent phase after the
first, the Campaign Points counter
is reset to ‘zero’ again for both sides
and the contest begins again.

The important thing is that in each
phase a number of games are played,
and in each game one player counts
their results towards the Loyalist
cause and the other the Secessionist.
It is the results for sach side that are
tallied and decide the outcome of the
campaign, not the performance of an
individual player (although it's fun to
track this as well!)

The victor of the campaign’s final,
climatic phase wins the Badab War
campaign.

Note: Because of this, in practice,
the number of players ‘per side’

in the campaign doesn't actually
have to be equal. An odd aumber

of players just means that the side
with the fewer players is going to end
up having to play more games per
player. Also, you can have ‘guest’
playsrs who just drop In and have a
‘pick-up' games during the campaign,
so long as thair results are logged
comectly.

HOW MANY PLAYERS DO WE NEED?

no real upper number limit except

The Badab War campaign can be fought with as few as two players, and with
i between

Howaver,

three and six players a side will let you get the moest out of the range of games
and missions available. Regardless it's always a good idea to appoint one willing
soul with the task of being campaign bookkesper whase job itis to record the
outcomes of the battles played (and it's everybody else's job to help them out!)

P,

CAMPAIGN ALTERNATE:

MAP NODES

Rather than just follow a loose
faction formal, one alternative

is to tie the action to a series of
Iocations as well, with each map
node fought linked to a phase of
the campaign. The map on page
136 has been set up for this as
an example.

s
is 2

DIFFERENT KINDS OF GAMES
The Badab War campaign has been
deliberately designed to allow for
different kinds of games and different
scales of games to be played along
the way, for standard games of
Warhammer 40,000 to table-quaking
games of Apocalypse, and any
kind of game will count from Epic to
Gothic if you wish to play them, just
s0 long as one side is fighting for the
Secessionists and the other for the
Loyalists. Five unique special missions
.and an entirely new form of play:
Boarding Assault missions, have also
been included as part of the campaign
to allow you to fight brutal ship-to-ship
boarding actions in the murderous void
of deep space and recreate some of
the crucial turning points of the Badat
War. All of which should add up fo a
truly unique and memorable campaign!

It is suggested that each campaign
phase lasts until a certain number of
games have been played or a total of
three weeks of ‘real time' has passed,
with the exception of the last phase,
which is composed of a single, climalic
Apocalypse game! This gives both
sides a definite structure to what's
going on and a clear goal to aim for,
not to mention having a timed cut-out
in this way keeps things moving along

g T SRy
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The minimum number of games per
phase should allow every player in the
campaign to play al least one game

ach. A desirable total is perhaps
wice this minimum number per phase
1o enable a breadth of games to be
played.

If you have a lot of players (or just

a few) you might want to shrink or
expand how long each phase lasts in
your campaign accordingly. You could
after all simply play through the five
special missions one after the other,
(one for each phase) for a very high
speed turn through the Badab War. Or,
if you are part of a large club where
you can get a half dozen games in

per clubinight, you might want to have
twenty or thirty games per phase if you
have the numbers to handle it for a
truly epic re-enactment of the warl

THE BATTLES WITHIN EACH PHASE
Each phase has a certain ‘weighting’
towards a particular kind of game,
which reflects the events in the
narrative story of the Badab War.
This means that winning at a
particular kind of game will gain you
more ‘points’ in a parlicular phase.
So for example, Phase Il is about
the Loyalists battling to assault the
Secessionist-held territories, a stage
of the war epitomized by enemy
Chapters manoeuvring for advantage
like pradatory beasts and clashes of

§ e 2 ki i g

SELECTION OF MODELS

Playing the Badab War campaign is a great excuss to build a new Space Marine
army or just re-purpos add o one you already own. There's nothing to stop
you going the whole hog and selscting a very specific Chapter from the war that
takes your fancy and using the colour plates and profiles in the book as your
guide to create a whole new army for yourself. However if you already have one
you can of course just proxy a stand-in Space Marine army you happen to have

for one of the Chapters involved in the conflict for the campaign.

company-level Space Marine forces.
As a result winning an Apacalypse
game will net the victor 3 Campaign
Points towards their side’s total

this phase, Battle Mission games 2
CPs and winning in any other kind
of game 1 CP. Remember, different
kinds of games are never ‘forbidden’
in the first four phases (you can play
anything you like), but if they don't
link in specifically with the narrative,
these will only score 1 Campaign
Point each for a win.

Special Missions

Also included within this section of this
book are five new unique missions,
each one corresponding to a particular
event in each of the phases of the war's
storyline. The use of these missions is.
entirely optional, but victory in them will
give a particular side a boost to their
Campaign Paints for the phase and
may prove decisive. No special mission
should be usually played more than
once per campaign, s0 in campaign

where there are lots of players per side,
you can either wave this restriction or
work out in advance which particular
players get to fight for it (with sach side
selecting their champion, so to speak)

Imperial Armour 10, ihe Badab War
Part If will also contain extra missions,
additional special characters and new
Space Marine vehicles for use in the
Badab War Campaign.

CHOOSING YOUR SIDE

One important and fun choice for any
Badab War campaign player to make
early on is just what side to play on and
which Chapter they will be representing
on the table top. There are a number
of ways of doing this, and by far the
best way in general is to get all the
players in the campaign (o at least the
core who are going to play the most
games) together before the campaign
begins and decide between you who s
gaing on what side (even if it's by dice
rolls!) and what Chapter each will be




using. There are a number of options
you can use here depending on how
stringently you want to follow the official
story of the Badab War or go almost
entirely your own way, which are further
detailed in the following section.

ARMY SELECTION

The Badab War is a war between
Imperial Space Marine Chapters at

its most fundamental level, but within
this, there are three broad levels of
restriction you can impose on those
playing the Badab War campaign.
This range of selection types has.
been used to make playing the Badab
War campaign as an inclusive an
experience as possible as well as
accommodate those who what a very
‘accurate’ campaign. One of these
selection types should be chosen
before the campaign begins, all are
perfectly valid choices and can be
based both on the personal taste of the
participants and also the availability of
models and other practical reasons.

‘The Loyalist Forces

* The Fira Hawks.

= The Marines Errant
The Novamarines
The Red Scorpions

The Howling Griffons

The Raptors

The Salamanders®

The Minotaurs®

The Sons of Medusa®

The Exorcists®

The Carcharodons®

The Star Phantoms®

_* Imperial Guard (Karthans/
Inquisitorial tithed forces)

The Secessionist Forces
+ The Astral Claws.

+ The Mantis Warriors®
The Executioners®

The Lamenters

The Tyrant's Legion

* These Chapters, including
their spacial characters, etc,
are covered in Imperial Armour
Volume 10, The Badab War part Il

et

Selection Type 1: Faithful to

the Story.

Each player should select a single
Chapter, either Loyalist or Secessionist
from the named Chapter's involved.
Ideally at least one Secessionist player
should take on the mantle of the Astral
Claws and one Loyalist player either
the Red Scorplons or Fire Hawks.

» All armies should be chasen from
Codex Space Marines for all of the
named Chapters involved except the
Lamenters, who should be chosen
from Codex Blood Angels. Loyalist
players may also select to play
an army from the Codex Imperial
Guard and Secessionist players.
the Tyrant's Legion army list found
elsewhere in this book.

« Special characters are limited to
those found within the codex in
question (representing a similar hero
from within the Chapter), and the
Lords of Destruction section of this
book for the chosen Chapter.

« The character casualty rules (see
page 137) are in effect for any
special characters used, including
those from standard codex lists.

Selection Type 3: Open Force
Selection (Two Options)

Each player should select a side,

either Loyalist or Secessionist to >
uphold, regardless of their army "
choice in each battle, any Campaign
Poinls they earn go towards their
chosen side.

= (Option ‘A’) The player may
choose to use any army they
wish throughout the campaign,
including armies drawn from other
Codexes than those mentioned
previously. They may choose special
characters appropriate to their
chosen Codex, and may only take
characters chosen from the Lords of
Destruction section if they are using
the Codex Space Marines as a basis
(or Codex Biood Angels in the case
of Lord Malakim Phoros).

« (Option ‘B') The character may
‘import’ variant Space Marine
Codexes into the Badab War with
the agreement of the other players,
either swapping them out wholesale
or use them to represent one of
the Chapters taking part in the
Badab War. In this case, the named
character for the Chapter may be
used with that Codex, although

Type 2: i
Force Selection
Each player should select a side,
either Loyalist or Secessionist and
stick to it. It may also be helpful for
each player to express a p

some of their special
rules may be required for them to

fit in. (For example, Black Templars.
could stand in for Fire Angels or
Minotaurs, Space Wolves for the

Ci or i Dark

as to which particular army or
Chapter they will be using, and avoid
duplications to increase the variety of
forces at play in the campaign.

* In any game, the player can use
any of the armies available to their
side as shown in the ‘Faithful to the
Story' section previously, including
appropriate special characters
from the codex and the Lords of
Destruction section. The player is
not bound to use the same Chapter/
army type in each game they play.

« However, even in large battles, no
more than a single ‘unique’ model
can be used per side, regardless of
the number of players involved (settle
any disagreements amicably!) The
character casualty rules are not used.

vl

Angels for Star Phantoms or Astral
Claws, Grey Knights for Exorcists
and so on).

« Even in large battles, no more than
a single ‘unigue’ model can be
used per side, regardless of the
number of players involved, (settle
any disagreements amicably!) The
character casually rules are not used.

LORDS OF DESTRUCTION

Further on in this section of the baok
can be found the Lords of Destruction.
These are no fewer than twelve unique
characters for those Chapters in this
book, (and with the other Chapters
featured in Book 2, the same) with
every Chapter involved in the war
represented by at least one character
of their own.




inymion .
ToLls ten ool
WL Fevoms Womgol] -

ENDYmion - g :
CLUSTER_ i X,

DECABALLUE, 1+t
¥ Frantio woRsl A

ey
—

GARGATHER
L Peag woms]

atactic west

THE MAELSTROM ZOT]



These characters, some of which alter
the way armies that contain them can
be structured and fight, are principally
to bring additional variety and interest
to your games. Although intended for
use in the Badab War campaign, they
are all fully playable in standard Space
Marine armies (one of them in a Blood
Angels army) and there's no reason
you shouldn't be able to use them in
your regular games of Warhammer
40,000 and Warhammer 40,000
Apocalypse, etc. As a side note, Forge
World is very unlikely to get round

to producing separate models for
anything like all of them so feel free to
get converting!

THE TYRANT'S LEGION

Also found further on in this book is
the Tyrant's Legion army list. In the
Badab War campaign, this army is
available only to the Secessionists

as it represents Lugft Huron's own
defence forces in the Maelstrom Zone.
The Tyrant's Legion army however
has been designed as a fully playable
stand alone Warhammer 40,000 army
in its own right, albeit a somewhat
unusual one!

FORCES OF RUIN (OPTIONAL)
There may be times over the campaign
where you have an ungven number of
players and somebody from one side
is forced to stand in with the opposition
to make the numbers up, or somebody
wishes to join in for a pick-up game
but doesn't have an appropriate army
to do so. One option to consider

here is to have the odd player lake

T T =

on the mantle of the Forces of Ruin
for this battle. In the narrative of the
Badab War, the Forces of Ruin are a
collective name for outside agencies
from Ork Freebootas to Daemonic
incursions which sprang up to plague
both Loyalist and Secessionist alike
in the wake of the conflict, serving
neither cause.

When playing against the Forces of
Ruin, a Loyalist or Secessionist force
can gain only a single Campaign
Point for winning. If the Forces of Ruin
win or a draw is a result then neither
the Loyalists nor Secessionists gain
any Campaign Points, regardless of
the kind of game played. In order that
this doesn't become a spolling factor,
try to limit the invelvement of the
Forces of Ruin 1o one or two games
per phase at most.

THE CAMPAIGN PHASES

The Badab War campaign is broken
down into five phases of battles fought
for supremacy of the Maelstrom
Zone. Each phase has a particular
theme related to the story of the war,
with particular emphasis placed on a
reprasentative tyj battle from this
period. Winning these battles will gain
the victor greater Campaign Points
than others, thanks to their strategic
importance to the wider war. At the
end of each phase total the CPs

won by each side, if there is a clear
victor then they gain the bonus to all
their games in subsequent phases
listed for their side. If the scores are
deadlocked, then there is no clear

winner and neither side gains the
bonus. At the start of each new phase,
the CPs counter is reset to ‘zero’ again
and everything is once again to play 2>
for this phase. .

PHASE I: SHADOWS OF WAR
Storm clouds gather in the Maelstrom
Zone as the hubris of Lugft Huron

and the greed of the Karthan
Administratum light the kindling of war.
Soon Imperial shipping is attacked
and Space Marines turn their hands
against Space Marines and a bloody
legend is writ across the stars.

* Victory in a Boarding Action (1,000
pts a side or more): 3 CP

* Victory in a game of Battleflest
Gothic (500 pls a side, each may
use any Imperial Force): 2 CP

+ Special Mission: The Massacre at
Bellerophon's Fall: 4 CP to the winner.

+ Other Victories: 1 CP

Loyalist Victory Bonus:
Command of the Space Lanes: +1 to
all Reserve rolls for the Loyalist side
in campaign phases |1, Il and IV in
games of Warhammer 40,000.

Secessionist Victory Bonus:
Corsair Traffic: Each Secessionist
player may re-roll Daep Strike scatter
dice in campaign phases I, lll and IV
in games of Warhammer 40,000.

they be back with a vengeance?

you won the game add +1 to the roll.

When playing campaign games, one extra exciting element
can be determining the fate of a particular special character
between games; have they fallen never to rise again or will

If & unique named special character” is removed as a
casualty during a campaign game (this includes falling back
off the board, etc) after the game has concluded, roll a D&
for the character, the results of which shown here apply. If A+

CHARACTER CASUALTIES (OPTIONAL RULE)

“*Note: This includes proxies such as ‘your Chapter’s varsion
of Pedro Kantor', elc; you can never have more than one of
each unique character if this rule is being used.

- used again in this. U ::
Wounded: The character must start the
next game they are used in with one wound

> ey are used in wit
Survived: The character has escaped
permanent injury, and may be used again
freely if you wish in the naxt game.

Result

nay ot |

vk




PHASE II: TIDE OF DESTRUCTION
The sword of battle is drawn in earnest
and more Space Marine Chapters are

ulled into the vortex of civil war. Sin
and heresy, betrayal and treachery
most foul are revealed as the Loyalists
press their attack and the Secessionists
seek to hold their ground.

* Games of Warhammer 40,000
(2,000 pts a side or more): Victory
3 CP for the Loyalists, 2 CP for the
Secessionists. Draws 1 CP for the
‘Secessionists only.

» Special Mission: Betrayal At Grief: 4
CP to the winner

* Other Victories: 1 CP

Loyalist Victory Bonus:

Attacking on All Fronts: Fast Attack
units count as scoring units in
campaign phases Ill and IV in games of
Warhammer 40,000.

Secessionist Victory Bonus:
Thunder of the Big Guns: Heavy
‘Support units count as scoring units in
campaign phases Ill and IV in games of
Warhammer 40,000.

PHASE Ill: THE BLOODY STARS
There is no relenting or respite as the
Badab War reaches its zenith. Whole
worlds are laid to waste, dark forces
gather, monsters are unleashed and
terrible deeds done by both sides.

* Viclory in a game of Apccalypse
(5,000 pts a side or more): 3 CP

+ Victory in a Battle Missions
Expansion book game (2,000 pts a
side or more) or victory in a game
of Battleflest Gothic (500 pts a side,
each side may use any Imperial
fleat): 2 CP

* Spacial Mission: The Murder of
Sagan: 4 GP 1o the winner

* Other Victories: 1 CP

Loyalist or Secessionist Victory
Bonus:

Masters of Destruction: Each player
in the victorious side gains a single
Orbital Bombardment (as per the
Space Marine Chapter master rules)

per game in addition to any they may
have normally from their army list in
games of Warhammer 40,000 played
in Phase IV where appropriate.

PHASE IV: THE FALL OF THE
TYRANT

Outnumbered and overwhelmed, the
forces of the secession are scourged
by the Imperium, and Lugft Huron,
although unbowed is driven ever more
insane as his allies are cut away from
him and the Badab Sector itself comes.
under attack.

= Victory in games of Planetstrike
(2,000 pts a side or mora): 3 CP
for the Secessionists, 2 CP for the
Loyalists, also, Draws 1 CP for the
Loyalists only.

* Victory in & Boarding Action or Cities
«of Death game (1,000 pts a side or
more): 2 CP

+ Special Mission: The Angstrom
Incident: 4 CP to the winner

= Other Victories: 1 CP
Loyalist or Secessionist Victory

Bonus:
Battiefield Supremacy: Exira

* Apocalypse Stratagems in the Traitors

Gate special missicn (see page 144
for more details).

PHASE V: THE PALACE OF
THORNS

Only Badab remains, and as the sky
rains fire, Lugft Huron, the Tyrant of
Badab still screams defiance and his
followers swear to sell their lives dearly
as the wrath of the God-Emperor
descends to end their world.

The final battle can take place in one
of two ways, depending on how many
players you have with the Traitors Gate
special mission representing the key
event of this climatic struggle; the final
fate of Lugft Huron, Tyrant of Badab.
On this last phase the fate of the whole
Badab War campaign is decided.

* This is a single Apocalypse game,
with multiple players a side, using
the Traitors Gate special Apocalypse
mission. The winner of this battle
wins the Badab War Campaign.

The Apocalypse Stratagems used
in this game are determined by the
outcome of the preceding phases
(see the Traitors Gate Mission for
more details).

= If you have more players than can be
crammed around a single Apocalypse
table comfortably, then a group of
simultaneous games should be played
‘on mult bles if enough players
are involved. These games are played
to decide the final fate of Badab
Primaris itself, and all of the players
in the campaign who are available
should take part. One game (which
may have multiple players) should be
the Traitor's Gate special Apocalypse
mission as detailed above. Traitor's
Gate is worth 5 CPs to the victor,
any other victories are worth 1 CP
each. After these games have been
resolved, the side with the greatest
number of CPs for this phase wins the
Badab War campaign!

Special: The Balance of the War
Bafors entering into Phase V, The Palace
of Thorns, determine if one side won on
balance more of the first four phases of
the campaign than the other. If this is.
«casa then the balance of the war has
tipped in their favour, and in the final
battle or battles, they should be awarded
an extra 25% in points of the total to use
than the enemy. If the Loyalists have the
upper hand, then they have fully encircled
their enemy, but if the Secessionists have
the upper hand, then the Tyrant remains
strong if somewhat isolated, and his final
escape lo wreak his vengeance on the
Imperium is all the more likely. If neither
side has the upper hand then no bonus
is awarded, then the final fate of Badab is
too close to call!

USING MAP NODES

If you are using map nodes, simply.
malch each listed phase to one

of the nodes (clusters of battle
locations) shown on the campaign
map. Overall victory in the ‘nods’
equates to overall victory in the
same numbered phase. Fight each
nade in order, with at least ene battle
fought at each planet location with a
node, the order of which follows the
campaign narrative to the end.
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THE MASSACRE AT BELLEROPHON'S FALL

The following is a variant of a standard Warhammer 40,000
Battle Mission

Through a cunning series of feigned flights and manceuvres,
ithe Mantis Warriors have managed to isolate and encircle
the Loyalist Marines Errant force on the ruined industrial
moon of Bellerophon's Fall. Descending in ambush on the
Loyalist command force with murderous fury, they hope

to decapitate the enemy Chapter's leadership in a single
devastating blow before they can bring up reinforcements,
perhaps even forcing the Marines Errant from the war. The
Marines Errant are not easy prey however...

FORCES

The Loyalists have 2,000 points of forces available to them,
chosen as normal for a battle mission. They must however
must take three independent character HQ choices for their
army (one more than they would normally be allowed).

The Secessionists also have 2,000 points of forces
available to them, chosen as normal for a Battle Mission.
However they may, if they wish, exchange the ability to
make Heavy Support cheices for additional Fast Attack
choices as they wish on a one for one basis.

OBJECTIVES/VICTORY CONDITIONS

The game has three objectives in the shape of the Loyalist
HQ models. For each one that remains alive and on the
table at the end of the game, the Loyalist player counts

as having an objective in their possession. For every

one removed as a casualty or having left the table, the
Secessionist player counts as having an objective. In
addition, Kill Points are counted as normal for this mission,
and if one player scores a higher Kill Point tally than the
other, they count as having gained an extra objective for
their side. The side with the greatest number of objectives
at the end is the winner. If the score is even, the game is
deadlocked and neither can claim victory.

SET-UP

This mission uses a 6' by 4' playing area with a 12* border
area around the edge. Terrain for the game is set up as
normal and should reflect an ash waste/industrial area.

PHASE 1 SPECIAL MISSION
DEPLOYMENT
The Loyalist player sets up first, deploying their force into
the central area of the table. Unless they have the ability to
deep strike, no Loyalist forces may be held in reserve. All
other models must be deployed in this central area.

The Secessionist player then deploys their forces anywhere:

are not within &' of an enemy model. As much of the
Secessionist force as they wish may be held in reserve,
and any units that cannot be placed for space reasons
are automatically held in reserve. Unless deep striking,
Secessionist reserves may enter from any table edge.

Sacassionlst Deployment Zone In-

Loyalist Deployment Zone

THE FIRST TURN

Roll off between the two sides, the highest claims the first
turn. If the Secessionists start the game with fewar units on
the table than the Loyalists, they gain +1 to the roll’s result.

SPECIAL RULES

Twilight Assault:Roll a D6 at the beginning of sach game
tumn. On a result of 4+, the rest of the game is played using
the Night Fighting special rules.

Rust Zone: Bellerophon's Fall is a planet shrouded in
metallic dust and debris, scrambling auspex signals and
making the ground underfoot extremely treacherous. It is
this in no small part that has enabled the Mantis Warriors to
so readily mount a surdrise attack but it also makes for an
unstable battlefield. All hills are counted as ditficult tarrain
for infantry and the insides of any buildings or ruins count as
dangerous terrain.

Game Length: Roll a D6 at the end of game turn five. If
a 3+ is rolled a sixth full turn is played. On a roll of 1 or 2
the game ends. The game finishes at the end of turn six
automatically.

P
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P i BETRAYAL AT GRIEF

L
E % PHASE 2 SPECIAL MISSION

The following is a variant Warhammer 40,000 Boarding place models in the 12" area at the centre of the board.
Assault mission, and unless noted, the rules for such missions
é apply as normal. After the Secessionist player has deployed, the Loyalist player

may pick any of the remaining table quarters they wish and
Itis 906.M41, & parisy between the Loyalist commander Verant  deploys second. The Loyalists may place their spearhead
Ortys and the Tyrant of Badab on a ruined space station in the ~ force anywhere within this area, but they may not place
grief system has collapsed in murder and betrayal. Amid the models in the 12" area at the centre of the board.
fire and fury of the star baltle gaing on in the void outside, the
Red Scorpions Chief Librarian Sevrin Loth leads a desperate Reserves for either side may arrive from their own deployment
counter-assault o recover the body of his fallen lord and retain ~ zone table edges.
the honour of the Chapter.

e
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FORCES

The Loyalists have 1,000 points of forces available to them

with the usual restrictions imposed on the attacker in a

Boarding Assault mission (see page 146) as well as the Red

Scorpions special character Sevrin Loth (see page 165) at no

: + cost. This force should be divided into a spearhead force and a
reserve, as per a standard Boarding Assault Mission.

The Secessionists have 800 pints of forces available to
them with the usual restrictions imposed on the defender ina
Boarding Assault mission (see page 146). This force should
be divided into a spearhead force and a reserve, as per a

standard Boarding Assault mission.
Mo boarding stratagems are available 10 either side in
this mission. THE FIRST TURN
The Secessionist player has the first turn by default in this
OBJECTIVES mission, but the Loyalist player may steal the initiative by

This missicn has a single objective — the recovery of the slain rolling & 6 on a D6, taking the first turn instead.
body of the Red Scorplons Chapter Master Verant Ortys,

represented by an appropriale objective marker on a 20mm VICTORY CONDITIONS

base. Unlike most objective markers it is mobile, but may only The Loyalists must end the game in uncontested

be moved by Loyalist models. Any Loyalist model in base possession of the objective if they are 1o win the game.
contact with the model may mowve it with them as long as they A Loyalist model carrying the objective may also exit (i.e.
move no mare than 6" that turn (so no running, jump moves, voluntarily leave) the table via the leyalist deployment zone

efc) and they may not assault while carrying it, but may defend  edge if they are able. If this is done, the game immediately
themselves it charged and fight normally. If the model moving  ends in a Loyalist victory. On any other result than these,
the objective is killed, the objective is simply left where it falls. the Secessionists claim victory.

SET-UP SPECIAL RULES
This mission uses a 4' by 4 playing area divided into quarters, ~ Death Before Dishonour: Any Loyalist unit within 8° of the
with a circular area at the centre of the board marked out objective is Fearless.

with a 12" radius from the centre point, just as for a standard
Spearhead mission. Terrain for the game is set up as standard ~ Night Fighting: The Night Fighting rules are in effect

for a Boarding Assault mission using the Vault variant with throughout the game (although this can be affected by a

the exception that no lerrain or scatter scenery should be Power Surge).

placed within the area’s central 12" zone, except Space Marine

casualty models if you have any. ‘Catastrophic Damage: The Boarding Assault Catastrophic
Damage rules are in effect throughout the game.

DEPLOYMENT

The Secessionist player may pick any single table quarter ‘Game Length: The game last for six turns or until the

as their deployment zone and deploys first, placing their Loyalists have exited their deployment zone table edge with

spearhead force anywhere within this area, but they may not the objective.
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THE MURDER OF SAGAN

PHASE 3 SPECIAL MISSION

The following is a variant Warhammer 40,000 Cities of Death

mission, and unless where noted the rules for such missions.
apply as normal.

The Loyalist counter-invasion of Sagan was a turning
paint of the Badab War, and the battle to rest control of the
i tithe world was savage. Forced
measures, the i

into

resorted to using forbidden weapons in an effort to either force

the Loyalists from the surface. The Loyalists, discovering this
plan, organisad a last-ditch defence, blocking off the path of

transports camying the weapons, knowing that thay must hold

the line at all costs, even at the price of their own lives.

FORCES
The Loyalists have 1,500 points of forces available to them
chosen as normal for a Battle mission.

The Secessionists have 2,000 points of forces available to them

chosen as normal for a Battle mission. In addition they have a
number of modified Rhinos (see mission special rules).

OBJECTIVES/VICTORY CONDITIONS

The Secessionists' task in this mission is to detonate their virus

and toxin bomb carrying Rhinos in the Loyalist deployment
area. If they succeed in detonating four Rhinos, they have
scored a victery, if the Loyalists prevent them from doing
this the Loyalists have won. No other objectives or victory
conditions are used.

The Loyalist player sets up first within their deployment zone.
They may place as many units as they wish in reserve. Unless
they enter play using the Deep Strike rule, units may enter play
from reserve from any point on their table edge.

The Secessicnist player sets up second, and may deploy
anywhere within their deployment zone. They may place as.
many units as they wish in reserve, and unless they enter play
via the Deep Strike rule, units that enter play from reserve may
do so from any point on their deployment Zone's table edge.

THE FIRST TURN
Roll off between the two sides, the highest claims the first tumn.

SPECIAL RULES

Weapons of Mass Destruction: The Secessionist player
begins the game with four additional Rhinos which have
been fitted out with seli-destruct devices attached to viral
and toxin canisters concealed within them. In all ways these
are treated as normal Rhino APCs® without any opticnal
upgrades (see the Space Marine Codex) except that they
may not transport modals (as they are fulll) These Rhinos
may be indistinguishable from other transport Rhinos in

the Secessionist force, so mark them in some way to avoid
argument (i.e. a label or number on the underside). The
goal of the Secessionist side is to detonate these inside the
Loyalist deployment zone. This is done in the Secessionist
Shooting phase, the Rl is removed from play and
everything within 2D8" suffers a wound on & 3+ with an AP of
4 (vehicles are unaffected). If the Rhino suffers a destroyed

Deployment Zone Deployment Zone

result because of enemy fire, elc, the bomb will only detonate
on a D6 roll of 5+. Each time a bomb-carrying Rhino is
destroyed, another may enter play from reserve the next tum.

* If you don't have enough Rhino models, use stand-in
vehicles of roughly the same size, but still use the rules for
the Rhina.

Hold the Line: All Loyalist models are Stubborn as per the
Universal special rule as long as they remain within the
Loyalist deployment zone.

Tong Edge

SET-UP

This mission uses a 6' by 4' playing area. Terrain for the
game is set up as normal for a Cities of Death game for a
table of this size. The table is divided inlo three sections
lengthways, with the two end zones comprising the
deployment zones for the game.

DEPLOYMENT

The Loyalist and Secessionist players roll off. The winner
picks which of the two end zones of the table will be their
deployment zone, the loser lakes the other end to be theit
deployment zone.

v

Cities of Death Stratagems: The Secessionist player may
select two Cilies of Death Stratagems from the Key Building
and Armoury Stratagems lists. The Loyalist player may
select two Cities of Death Stratagems from the Key Building
and Dirty Tricks Stratagem lists

Game Length: Roll a dice at the end of game turn five.
If a 2+ is rolled a sixth full turn is played, on a roll of 1 the
game ends. At the end of turn six, roll a dice on a roll of
4+ a seventh and final turn is played. Alternately, if the
Secessionists manage to detonate four bomb-carrying
Rhinos in the Loyalist deployment zone, the game
immediately ends in a Secessionist victory.

A
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1'Fhe following is a variant Warhammer 40,000 Planetstrike
mission, and unless noted the rules for such missions apply
as normal.

In 907.M41 the Loyalist forces under Lord Commander Culln
conducted a daring secret raid on the hitherto neutral Adeptus
Mechanicus controlled system of Angstrom. They attacked the
landing zones, disrupting the Secessionists’ coflection of vital
war supplies after infiltrating & strike force which lay in wait on
the volcanic surface of Angstrom Xill, sparking the s called
Angstrom Incident with the world's secrelive masters.

The following mission represenis just one part of that
wider operation.

FORCES

The Loyalists have 3,000 points of forces available to them

chosen as normal for an Attacker in a Planetstrike mission.

If they wish they may also purchase Thunderhawk Gunships

as part of their force as Heavy Support choices for the usual
* points cost. (See Warhammer 40,000 Apocalypse for details).

Th also have 2,000 p

f forces available to

them, chosen as normal for a Defender in a Planetstrike mission.

OBJECTIVES/VICTORY CONDITIONS
Unlike a standard game of Planetstrike. this mission has three

the g pads. The Loyalists
must destroy these cargo shuttles and the vital supplies they
«contain. Each is treated as a vehicle with an Armour Value of
12, and needs a Destroyed result inflicted on it in order to take it
‘out of action, although an Immobilised result will prevent it from
using the Blast Off! mission special rule. If the landing pad a
«cargo shuttle is on is destroyed, then the shuttle on it takes an
‘automatic penetrating hit.

" THE ANGSTROM INCIDENT

PHASE 4 SPECIAL MISSION

STRATAGEMS

The Secessionists have the Machine Spirit Planetstrike
Stratagem (for their bastion). Each of the landing pads

has the Void Shield Planetstrike Stratagem {and this has to
be defeated bafore the cargo shuttles on their backs can
be targeted).

The Loyalists have the Confusion Reigns and Ground Observer
i No other are used.

SET-UP

This missicn uses a large 8' by 4' playing area with a 12*
border area around the edge. Terrain for the game is sat up
as normal and should reflect a barren lunar surface dotled
here and there with heavy machinery and pools of molten
lava (impassable tarrain). This terrain should be placed by the
Secessionists as ey wish.

« Placed within 24" of the centre of the board by the
Secessionists as they wish are three Imperial Skys!
Landing Pads (or other similar terrain pieces if you don't
have access to these). All operate in Shielded mode
throughout the game. (See the Planelstrike expansion baok
for more details.)

+ On each of these pads should be placed a model to
represent a cargo shuttle (this is only for representative
purposes and you could use a Valkyrie, Arvus Lighter or
merely a large can for this!)

* The Secessionists also have a single bastion and
iwo Ageis defence lines, each equipped with a single
interceptor gun of thair choice, to place anywhere they wish
within the border of the table.

Secessianist Deployment Zone

For each cargo shuttle destroyed, the Loyalists gain an
objective, for each cargo shutlle that survives or has blasted
off, the Secessionists gain an objective. The side with the
greater number of objeclives al the end wins the game.
Otherwise the game is a draw.



DEPLOYMENT

The Secessionist player sets up first, deploying their force into
ihe central area of the table. Unless they have the ability to
deep strike, no Secessionist forces may be held in reserve, all
other models must be deplayed in this central area.

The Loyalist player may set up and deploy as normal as per
a standard Planetstrike game, excepting that all table edges
count as their drop zone.

THE FIRST TURN
The Loyalist attackers have the first turn in this mission.

SPECIAL RULES

Shock Tactics and Scramble! as per the Planetstrike expansion
(see Deployment for amendments). Note that there is alsoa
firestorm as normal

Blast-off! At the beginning of each turn, the Secessionist
players can attempt to launch one of their cargo shuttles to
safety. If they succeed they claimitas a taken objective and it
cannot be destroyed. The roll to achieve this on the first turn
neads a 6+, the second turn needs a 5+, the third tun and
subsequent turns a 4+. This means if the Secessionist player
is extremely lucky, they can get all three cargo shuttles clear
and win the game in three turns! Making their destruction an
absolute pricrity for the Loyalist player.

Hellish Environment: Angstrom is an infernal velcanic world
plagued by frequent storms of burning cinder ash. Rall a D6
at the start of avery game tum. If a 6 is rolled, the following
applies for this turn

+ The Night Fighting rules are in effect.

+ Infantry treat all open ground as difficult ground and all
skimmers and flyers on the table suffer an automatic
glancing hit.

+ Cargo shuttles may not blast off this turn.

Ending the Game: The game continues until all the cargo

shutlles are ither destroyed or have escaped, or until six full
game turns have elapsed.

Rep Scorpions HOLD THE Lin
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TRAITOR'S GATE

PHASE 5 SPECIAL MISSION

The isavariant 40,000 mission
and unless noted the rules for such missions apply as nomal.

During the final siege of Badab, the Tyrant Lugtt Huron was
trapped within his citadel, the Palace of Thoms, a stronghold
that now thredtened to become his fomb. As the planet is
shattered around him and the last vestiges of the rebellion are
bitterly crushed, Lugft Huron atfempts to make his escape.

FORCES

The Loyalists have 7,500 points of forces, and a Reaver Titan
(or other super-heavies equivalent in points value if this model
is unavailabla) with which to assault the Palace of Thomns.

The Secessionists have 7,500 points, the special character
Lugft Huron and the benefit of the Fortress Walls (see page
145) which also mount two Icarus lascannon and has two
bastions, each meunting quad interceptor guns.

~ OBJECTIVES

The mission has two physical objectives set up behind

the fortress walls. These physical objectives may only be
claimed by Space Marine models with the Infantry unit type
in this mission.

SET-UP

The game requires a large rectangular playing area, at least
9' long by 6' wide. This is split into three equal sections (see
map). The middle section of the board is No Man's Land, at

Narrow Edge

Loyalist
Deployment Zone No-Man's Land

Long Edge

The Secessionists may deploy up to half of their units in their
table section. The rest arrive as reserves as per a standard
Warhammer 40,000 Apocalypse game, entering play either
fram Deep Strike or from behind their fortress walls.

The L second and have 15 to do so.
Any units not deployad in this time are automatically placed in
the reserve.

lists dapl

The Loyalists may deploy up to half of their units in their table.
section. y enter play from any of their
1able edges or by Deep Strike (see special rules)

STRATEGIC ASSETS AND BONUSES
Th

one extreme of the table is the
zone, the other the Loyalists.

The Secessionist player sets up fortress walls in the

one ing & gate and two
wall sections, placing it as shown on the map so that the two
ends of the wall terminate against a table edge. The gate
towers each possess a flak turret as shown in the fortress
walls description. The Secessionists should leave an area
behind their fortress walls extending at least 8" between the
inner side of the gate and their narrow table edge. They should
also set up two defence lines of barricades up to 12° and D3+1
craters in their deployment zone as they wish.

The Loyalists have their deployment zone setupasa
ruined city, with multi-lsvel scenery equivalent i total
footprint to around one quarter of its area, spread out as
the Loyalist player wishes.

No-man's land should be deveid of scenery except D3+2
craters or wrecked vehicles scattered randomly.

DEPLOYMENT

The Secessionists deploy first and have 15 minutes to do so.
Any units not deployed in this time are automatically placed
in reserve.

assets and bonuses for this game are largely
determined by the course of events in the prior campaign (588
page 145). Each phase listed here gains a single Strategic
Asset for that phase's winner in this game. This means the
better one side has done over the other in the campaign
phases leading up to this batlle, the greater their advantage
will be in fighting it.

Loyalist Replacements (AR)
Secessionist _Shield Ganeratar -II’KAI

Phase IV

In addition, the Loyalists have the Strategic Asset Trophy
Kill [Lugft Huron] and the Secessionists have the Strategic.
Asset Heroic Stand, also focused on Huren. This means that
all friendly models within 6* of Lugft Huron bacome Fearless
and gain the Counter Attack universal special rule. No other
Strategic Assets are used in this game.



VICTORY CONDITIONS

In order to claim victory, the Loyalists must claim more
objectives than the Secassionists at the end of the game. On
any other result the Secessionists win!

SPECIAL RULES

Nowhere to Run: The Secessionists know they are utterly
surrounded and have nowhere to run. Al units in the
Secessionists forces may re-roll failed Morale tests (but not
Pinning tests).

The Tyrant Cornered: The Tyrant has been comered in
this section of the Palace while trying to make his escape
as a Loyalist counter-attack is about to hit the walls. He
must begin the game on the table, somewhere in the
Secessionists’ deployment zone.

Palace Lightning Shield: The Palace of Thoms is covered
by an almospheric lightning shield capable of incinerating
anything trying to pass through it and blocking teleporter
transmissions. The shield is starting to destabilise however
and is anchored now only by the projector pylons concealed
in the outer walls.

Unless two adjacent sections of the fortress walls are

collapsed, the following rules are in effect for the entire game:

=Any model deep striking onto or behind the fortress
walls, or any flyer, jetbike, jump infantry or skimmer
crossing them is automatically destroyed (this includes
models that deviate there, including drop pods as their
inertial guidance systems are scrambled).

Game Length: The game last for six tums or unti the Loyalists
are in possession of both objectives and Huron is dead.

FORTRESS WALLS

Fortress Walls used in this mission are divided into three
different types of section: Walls, Towers and the Gate. Each
‘section has an Amour value of 14 on all facings and a number
of Structure Poif i
Structure Points left it is destroyed. All damage results which do
not reduce its Structure Points are ignored. A Fortress section
must be targeted separately frem any unit on top of its ramparts

WALL SECTION 50 POINTS EACH
Each Wall section has 4 Structure Points

A unit may be daployed 1o the ramparts on top of the wall
gaining, a 3+ Cover save.

A destroyed Wall becomes rubble, giving a 4+ cover save
and is treated as difficult terrain. Any model en or in a Wall
section when itis breached takes a single wound (armour
save as normal).

A Wall section can be upgraded to include a Wall Bunker
for +50 pts. A single unit of up to twenty models can be
deployed inside the Bunker just as if being transported

in a vehicle, and may use 5 fir
If the Wall is breached then any unit inside the bunker is
destroyed in the collapse.

TOWER . . 75 POINTS EACH

Each Tower has 6 Structure Points.

Each tower may house troops exactly as shown in the
Wall Bunker description shown previously.

A destroyed Wall becomes rubble, giving a 4+ cover save
and Is treated as difficult terrain.

Any models inside the tower when it is desiroyed take a
single wound (armour save as normal), and must move to.
an adjacent Wall section if they are able (otherwise they
end up in the'rubble).

Any Tower may be upgraded to include a flak turret with
a twin-linked range 72" autocannon with an AA mount for
+50 points, or an learus Lascannon or quad Interceptor
gun for +25 points each. These weapons are used at BS
2 if the Tower is unoccupied or by using the BS of the unit
within when occupied.

Any Tower may be upgraded to include a buttress-
mounted Sentry gun with twin-linked heavy bolters at +15
points, or twin-linked lascannons at +25 points.

GATE ....... ... 150 POINTS

A Gate has 3 Structure Points.

The Gate may be open or closed at the start of any of the
owning players' turns. Once destroyed, the Gate is open
and troops can maove through it as normal. Models caught
on the ramparts suffer 1 wound. No armour saves apply.

A unit may be deployed onto the Gate's ramparts gaining
a 3+ Cover save. ¢

Each Gate also has two towers (with 6 Structure Points
«each elc), one on either side. The basic cost of which
is included above and can be upgraded as shown
previously.
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BLOOD IN THE VOID

The following rules present the chance to fight out some
of the savage and desperate ship-to-ship boarding actions
that played a key part in the struggles of the Badab War.
Boarding actions between star vessels are truly deadly
atfairs, vicious and swift close-quarter duels in the most
treacherous and dangerous enviranments imaginable. In
short the kind of conflict at which Space Marines excel!

The vessels of the 415t Millennium range in size and scope
from small interplanetary shuttles, to mighty battleships
with crews numbering in the thousands. Even larger than
these are the Chartist High Conveyers tens of kilometres
in length, while unfathomably ancient drifting space hulks
that dwarf even thase, In the case of these larger vessels,
regardiess of whether they are an engine of war or a
merchant hauler, their sheer size grants them weaknesses
to be exploited, just as their immense bulk makes them
difficult to destroy by more conventional means. For these
mighty ships, damage done to specific vital regions inside
them can be as fatal to them as poisen injected into a living
heart. The best way of doing this is often by breaching

the hull of an enemy vessel and assaulting it with troops,

i they are victorious then this can allow the ship to be
crippled, captured intact or even destroyed from within.

Space Boarding Actions Rules for Warhammer 40,000

nEs DEFEND THE MER
‘VioLetTa' FROM
Lamenters Attack, BaLe SysTem

Only the most skilled and able altackers are selected
to undertake boarding assaults and attrition among
them is always high, as is the glory gained should
they succeed. The shipboard defenders who repel a
boarding assault must fight with all the courage and
ferocity they can muster if they are to save their ship.
For the loser death is certain, as aboard a star vessel
surrounded by the infinite darkness of the cold and
silent void, there is nowhere to retreat or run to.

Designer's Note: These boarding assault rules
are intended ta offer a new and exciting variation
on playing games of Warhammer 40,000 They
are also unashamedly designed to be fatal and
chaotic affairs, as fighting on a burning star vessel

in the middle of a space battle ought to bel It's the -
\d of game where all sorts of odd situations are
going to be thrown up from time to time and
reversals will occur, so have fun with it. Hyper-
ti layers will be better served el




Fighting a Boarding Action

All boarding missions must have an Attacker and a
Defender. Which player takes which side must be decided
before play. This may be done by mutual agreement or by
rolling off and the winner picking which they will be, atc.

Because boarding actions are fought in quite dense terrain,

and without the assistance of transport vehicles to get

around in a smaller gaming area can often improve the
experience of play. As such it is recommended that a 4'
by 4' area is used for games of 1,500 pis a side or less.

FORCE SELECTION
Each force should be selected using the following
Force Organization chart for boarding actions:

Attacker:
2 HQ (1), 4 Elites (1), 2 Fast Attack, 5 Troops, 2 HS

Defender:
2 HQ (1), 4 Elites, 1 Fast Attack, 5 Troops (1), 3 HS

Forces selected for fighting in a boarding
action should be chosen from their codex as
“ normal with the following exceptions:

Units may not select dedicated transport options.

Vehicles except Walkers and Artillery mounted on no
larger than a 60mm base" may not be chosen.

In a Codex Space Marine army, assault
squads without jump packs count as Troops
choices for boarding assault missions.

*Note: The terrain may still confine your use
of these modals, so caveat emptor!

SPECIAL RULES

The rules for Reserves, Scouts and Infiltrators remain
unchanged unless otherwise stated by a specific mission
description. However only units which are described as.
baeing able o teleport or materialise from the Warp may use’
the Deep Strike special rules. Barrage weapons cannot

be used to fire indirectly in boarding action games.

Hazardous Ground: Fighting within the environment
of a star vessel or station is a dangerous and
treacherous affair, and one in which even light vehicles
can flounder or damage themselves, unexpectedly
crashing through buckled deck plating, or contacting
exposed power conduits with deadly results.

Bikes, artillery and walkers treat all difficult terrain they
encounter as dangerous terrain as well. Should any of
these use a lurbo boost, they must take a Dangerous
Terrain test regardless of the ground they cover.

All models counted as jump infantry which move
more than 6" in the Movement phase must take a
Dangerous Terrain test every time they do so.

The Cold Void: One of the greatest dangers of shipboard
fighting is the icy void it and while many battles will be
fought behind sealed bulkheads and within pressurised
sections, others will not, and be all the deadlier for it as a
ripped suit or broken armour seal can quickly kill or disable
their vietim.

When the Cold Void special rule is In effect, the following
apply:

All weapons and altacks with a strength of 4 or higher
now cause the Rending effect, unless their target is Void
Hardened, has an Armour Value (AV) or has a save of 2+.
In the case of attacks against mixed units, apply these
rending wounds to the more vulnerable targets first.

All weapons and attacks which already have the Rending
effect now rend on a roll of 5 or 8, unless their target is
Void Hardened, has an Armour Value (AV) or has a save
of 2+. In the case of attacks against mixed units, apply
these rending wounds to the more vulnerable targets first.

Weapons and attacks which have the Blast special
rule also now cause pinning if they didn't already.

CATASTROPHIC DAMAGE

Most boarding actions take place amid the backdrop of
fierce space battles in which immensely destructive forces
quite beyond the combatant’s control, are unleashed that
may even destroy the very ship over which they fight.
Even when the boarded ship is not taking direct hits in the.
battle, the effects of prior damage can cause secondary
explosions to rip through its hull, and the vessel itself

may be caught in a crossfire, or ride through the blast
waves of dying ships and lethally spinning debris.

These effects are represented in the game by the
(Catastrophic Damage table. When the Catastrophic




Damage special rule is in effect, each player should
roll DB each at the beginning of each game turn.
The results of these rolls are added together and the
,‘:sules on the following table apply for this tum:

> CATASTROPHIC DAMAGE TABLE

2D6

No Effect: Although the hull cracks and moans and the
distant thunder of explosions can be heard, the effect is
~ nol strong enough to play a part in the battle this turn.

Catastrophic Damags Diagram

Power Surge: The ship's energy systems go into violent
'spasm, blowing out lighting arrays and either plunging the
area into darkness or flooding it with a blaze of sparks.

If this result is rolled then the Night Fighting rules are in
effect this turn (if they were already in effect, they no longer
apply this turn instead as a power surge unexpectedly

fires them). Additionally, if they are being used, bulkhead
and airlock doors may either open or shut on their own

on a D6 roll of 5+ (roll once separately for each one).

Hull Quake: The ship's hull bucks and shakes, and gravity
fluctuates wildly. All clear terrain is counted as difficult for
this turn, and already existing difficult terrain is counted

as both difficult and dangerous terrain for this turn.

Wildfire: A series of secondary explosions bracket the area
of the battle as conduits erupt into flame and areas of the
deck plating collapse or are blown in. Divide the board into
sectors as shown on the Catastrophic Damage diagram.
Roll a DE+1 to see how many explosions occur in total.

Randomise the location of the explosions, rolling & D&

and referring to the diagram to find the starting point (with
the & or 6 indicating the centre of the table), and then use
the Scatter dice and 3D6 to detsrmine where each one
ocours. Explosions which scatter off the table are assumed
o be lost. Place the large blast marker on the point

‘where each explosion occurs, any unit or model caught

in the blast suffers a Strangth 5, AP 5, Pinning attack.

Structural Collapse! The hull screams and shudders
before part of it catastrophically fails and breaks apart,
either blasting out air and debris into the beyond or
shattering around the unfortunate combatants.

Roll a D6 and consult the Catastrophic Damage
diagram to determine in what area the collapse occurs,
it a 5 or 6 is rolled, all areas are affected equally.

All models with a Toughness score in the effected
area suffer an immediate Strength 4 Rending hit,
and models with an Armour Value (including special
terrain and so on) sutfer a glancing hit on a 4+, From
this point on the Cold Void special rules are in effect
for the rest of the battle if they ware not previously.

SHIPBOARD BATTLEFIELDS

In boarding action games, the terrain and unique nature
of the battlefield is of particular importance. This area
of conflict represents the internal spaces and decks of a
mighty star vessel rather than ground terrain, but what
this means in practice can vary immensely depending
on what part of the ship is being fought over.

Ship Vaults

Most large Imperial vessels have numerous cavernous
holds, cargo bays, weapons batteries and flight

«decks which can run to thousands of square metres

in volume and provide natural battlegrounds and
strategically vital rallying areas in a boarding action.
Shipboard vaults represent the standard ‘default’

form of battlefisld fought over in a boarding action.

Vaults can be represented by the square or rectangular
area on which should be placed terrain with a total fi t
roughly a quarter of the surface, arranged roughly evenly
across the lable. Packing crates, barrels, cargo pods and
machinery of all shapes and sizes are perfect examples
of terrain for a vault. Buildings and even ruins can also.
be freely used to represent sealed compartments, control
rooms, particularly large areas of machinery as well as.
access towers to other decks. Vault terrain also benefits
if your terrain collection can run to this, and gantries,
companionways and landings as part of the scenery wil
add to the feeling of fighting within the hull of a massive
or space station. Likewise deadfalls and impassable pits.
can represent cavernous drnps into lower levels and
bridges can be used as siralegic choke-poinis across




Deck Levels

In betwaen the major bays and vaults of any large
vessel are labyrinthine sub-levels and decks

often filled with tangled corridor networks, small
chambers and holds that can prove a bad place in
which to try to fight a battle, as each tumn may sae
you separated from allies or encounter enemies
unexpectedly, and no battle line stays static for long.

‘Sample Deck Level Board Layout

Because of the confined spaces involved, deck level
layouts are better suited to smaller games, (and models
with large bases are going to have problems!) with &

total of a maximum of 25 models a side recommended.
Experienced players may also wish to ignore the standard -
unit coharency rules for this kind of game — each unit in
essence being treated as a squad of a single model. If this
is the case and Kill Points are being used, assume that
each model is worth a single Kill Point, except independent
characters and walkers which are worth 5 KPs each,

There are a great many more layers of detail you can add
1o deck level games if you wish, such as incorporating

a deck level ‘alongside’ a vault or even outer hull board
in a big multi-player game. You can add elements

such as deadfalls and swing-bridges or stairwells and
elevators, the latter allowing you to play in '3-D' with
several smaller deck layouts constituling a stack of
vertically adjacent decks! If you find yourself enjoying
this sort of game, don't be afraid to experiment a bit!

Outer Hull
The expanses of a gigantic ship's outer hull skin
can itself form a battlefield, and some of the most

Putting together a deck level board can require a little more
affort than usual, as it is made up of confined spaces.
‘You may already have sets of tiles or boards suitable for
this in your collection (particularly if you happen to have
a copy of Space Hulk handy!) If you den't, the simplest
thing to do is get hold of some card or thick paper and
create a number of corridor and room sections to play
on. Individual corridors should be on the whole no less
than 2° wide and 6" long (to allow for the passage of
miniatures) while rooms and chambers should be larger
than this and each ‘quarter’ of the board should have at
least one or two large chambers, and perhaps twice the
number of corridors in order to make things interesting.

Each table edge should have one or more points of ingress
into the playing area (basically corridors or chambers

that terminate at the edge of the board). These are the
avenues from which reserves may arrive during play.

Scatter terrain such as barrels, barricades, small
pieces of machinery, crates, etc, are excellent for use in
chambers, while bulkhead doors are best for corridors.

When laying out a deck lavel from scratch, it's often easier
to place the rooms and chambers first and then link them
up with corridors, until you are happy with the end result.

‘You can either just lay out the deck level in a mutually
agreed fashion between the players, use a impartial
third party 1o lay it out, or agree on a total quantity

of chambers and corridors and take it in turns

each laying out the chambers, then the connecling
corridors and so on, making sure that every table
quarter has at least one ‘exit’ leading off it.

and bloody boarding actions are fought
simply to force a breach in a colossal ship’s hull.

In boarding actions of this kind, the outer hull surface
of a ship forms the battlefield you are playing on, with
attackers seeking either to force airlocks or breaches
inside or damage vital structures on the hull's surface.

Terrain on an outer hull table should be sparse,
covering no more than a quarter of the table in
footprint in total and should be made up of large
regular structures and objects, along with antenna,
gun towers and other forms of machinery representing
the ship's systems. Obwiously no natural terrain or
anything ‘loose' to the ground should be used.

SPECIAL RULE: The Hungry Stars

When fighting on a ship’s outer hull, the Cold Void
special rules are always in effect. In addition any blast
attack that causes a Pinning check may instead have

a chance of sending its victim spinning helplessly into
the void! Instead of causing a Pinning test, any model
caught in the blast which survives (must immediately
roll equal or under their strength on a D6 or be removed
as a casualty (a roll of a 6 is always counted as a
failure). Jump infantry may re-roll this test if failed.

PLANETSTRIKE

Rather than using the full boarding rules presented here,
in large games you may wish instead 1o use the rules
from the Planatsirike expansion instead to represent a major
assaull against a colossal star vessel or space station's
outer hull, Play the Planetstrike game as normal, but apply
the Hungry Void and Catastrophic damage rules as shown
here, but be warned this will make for a spectacularly
lethal and anarchic way to play Warhammer 40,0001
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The following special mission represents a savage
rboazding assault with command of a vital area of a star

vessel in combat at stake. This mission is recommended

for use with the Vault type of battlefield terrain set-

up as described previously. Terrain should be set up

before deployment or a mission goal is determined.

SPECIAL RULES
This mission uses the Catastrophic Damage special rules.

Both players roll a D6 each at the start of the mission. If
the total result of the two dice is 7 or more, then this area
of the ship being fought for has been exposed to vacuum
already and the Cold Void special rule is in effact.

It either of the dice has rolled a 6, the light
in the area has failed or been shut down and
the Night Fighting rule is also in effect.

OBJECTIVES

Depending on the Mission Goal (see below)
objectives may be used. In this case they should be
represented by a model or marker on a 40mm basa or
some suitable alternative.

SCORING UNITS

In the Boarding Assault mission units drawn from either
the Troops or Elites allowance count as scoring units
where this is called for by the mission. A scoring unit may
claim an objective by being within 6” of it at the end of
the gama if no enamy units are also present in this area
A unit may only ever claim one objective at a time.

ENDING THE GAME
The game has a variable game length as per a standard

mission (see page 90 of the Warhammer 40,000 rulebook).

WIPE-OUT!

Regardiess of any other condition, if at the end of the
game your enemy has no units left on the table then you
are victorious!

DEPLOYMENT

Before the game begins, both sides should divide
their forces into two roughly equal groups based on
their number of units. They must then decide which of
these two forces is to be their spearhead and which
is to be their reserve. This arrangement represents
an altacking force working its way through the ship,
and the ship's defenders rallying to meet them.

The gaming table is then divided into four quarters,
and both players roll-off to choose a deployment zone.
The winner then picks which is to be their deployment
zone and deploys their spearhead force anywhere in
this area but not within 8" of the centre of the board.

THE BOARDING ASSAULT MISSION

The other player then rolls a D6, on a roll of a 4+ they
may choose any of the three remaining areas in which to
deploy their spearhead, otherwise they must deploy their
spearhead in the area opposite that of their opponent.

Reserves arrive normally, entering the board from
any table edge in their player’s deployment zone.

MISSION GOALS
Before the game begins, either mutually agree or roll
a D6 to determine the goal of the Boarding Assault:

D6 Result

| 12 Searchand Destroy
3-4  Force the Breach!
5-6  Sabotage T

Search and Destroy: This mission represents the
vicious struggle to take hold of a ship deck by bloody
deck, destroying the enemy forces in detail. Kill Points
are used to determine the victor, with one Kill Point
scored for each enemy unit, independent character
or walker destroyed. At the end of the battle, the side
with the highest tally of Kill Paints is the winner.

Force the Breach!: This represents the Defenders irying
to maintain hold of a vital area of the ship, whilst the
Attacker must rest it from them. The Defender places
three objectives, one in their own deployment zone
and one in each of the zones in which neither player
has deployed. These objectives may not be placed
within impassable terrain, or less than 6" away from
the table edge or the centre of the table. If the Attacker
is in control of more objectives than the Defender at
the end of the game they are the winner. If any other
result is the case, then the Defender is the winner.

Sabotage: The Attacker's goal is to destroy vital systems
of the enemy ship. The Defender places D3+2 sabotage
objective markers on the table. These markers represent
control panels and systems juncticns vital to this area of
the ship. The markers may be placed anywhere on the
1able other than within 6" of a table edge or 12" of each
other. They also may not be placed in impassable terrain.

The Attacker must attempt to destroy these objectives
by any means they can. Each has an Armour Value of
11, and will be destroyed by any successful glancing
hit or penetrating hit scored against them. Because
their Attackers cannot be certain of destroying them
properly at distance, these objectives count as having
a4+ Invulnerable save against any shooting attack

or blast damage they suffer and cannot be harmed

by events on the Catastrophic Damage table.



At the end of the game, the Attackers gain 1 Victory Point
for each sabotage objective destroyed, and the Defenders
1 Victory Point for each sabotage objective still on the
table. The side with the most Victory Points is the winner.

BOARDING ASSAULT STRATAGEMS

(OPTIONAL RULE)

The use of boarding stratagems is an optional rule that
allows unique and unusual tactics, terrain and equipment
1o play a part in your boarding assault games. The use
of such stratagems is neither compulsory nor strictly
speaking needed, but they can add new dimensions

and a few nasty surprises to your games. They also
represent a great excuse to indulge your modelling

purpose-built boarding conversions. Wherever possible,
you should endeavour to represent stratagems suitably
on the gaming table, and make absolutely sure your
opponent knows what they are, — as this is only fair.

As well as there being different stratagems to select,
some are only available to the Attacker or the Defender.
As a result, stratagems should only be chosen after which
player is taking which role has been decided, but before
the forces are deployad or the mission goal has been
assigned. You may even want to sort out who is going to
be the Attacker and who the Defender well in advance of
the game if you can, so 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 boarding 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 powerful than others
or just mare ussful in general, this is reflected by a

cost in Stratagem Points. Stratagem Points are also
handy for keeping a check on the use of stratagems
and making sure they don't get out of hand in the game.
In a Boarding Assault mission it is recommende
that each side has an allowance of 1 stratagem point,
plus an extra 1 Stratagem Point for every full 500
points of their force (so a 1,000 points boarding force
would have 3 Stratagem Points to spend, etc).

DECLARING THE USE OF STRATAGEMS

Players should declare the use of their when
indicated in their description. In most cases this will be
readily apparent anyway such as in the case of extra

units or special terrain. If for any reason both sides have a ©
stratagem whose effects would occur at the same time, they
should roll-off to determine which one takes effect first.

SPECIAL TERRAIN

Some stratagems provide unique terrain pieces
with game effects. If this is the case then these
should be placed by the owning player after the
deployment zones have been decided on, but
before any models in the force are deplayed.

Some special terrain stratagems are poweraed (and
marked by a star symbol) and may blow up if destroyed.
Unless stated in their descriptions, treat the stratagem
model as having an Armour Value of 10 all round, and

it will be destroyed if it suffers a glancing or penetrating
hit. If this occurs, roll a D6 and on a result of & 4+ it
explodes with a blast radius of a D6 inches, inflicting a
Strength 3, AP - hit on anything caught in the blast.

EXTRA UNITS

Some stratagems provide the player with extra small
units to aid them. These units may be placed as part

of their spearhead or reserve forces normally as they
desire. However they never count as scoring units, and
any special rules that apply to the owning player’s forces
or would be otherwise granted by the special rules of

a model or independent character joining a unit de not
apply to them. They are temporary allies, nothing more.

SPECIAL WEAPONS & GEAR

Some stratagems grant models or units special
gear. Wherever possible these should be present or
otherwise indicated on the model being used.

ot
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TUNNEL ACCESS [TERRAIN].
for

' BOARDING ASSAULT STRATAGEMS
GENERAL STRATAGEMS

The following stratagems are available to both the Attacker and Defender.

§ Your gained access to the conduits and tuninels
. inthis area of the ship, providing you with a significant advantage —
. justsolong s they don't collapse or vent into space firstl

| SPEARHEAD SENTRY GUN [TERRAIN/UNIT]

3 STRATAGEM POINTS
Declared when placed. You may place three hatch markers anyvihe
on the table no less than 12* apart from each other, and not in
impassable terrain. Should you wish it, any units with the Infantry
type in your resenie may enter the game via the Deep Strike rules
using one of these hatches only as the chasen arrival point from
which their arrival may scatter as normal.

Armour.
BS rF 5 ;
Spearhead Sentry Gun 2 10 10 10

Deployed with spearhead forces. Both Attacking boarding forces and
Defenders often deploy automated weapons systems to provide them
‘with fire support, usually covering a vital area such as a hull breach or
Important access chamber. This weapon is equivalent to an Imperial
Tarantula, heavy gun senvitor or defence platform. It may not move
once deployed but may freely engage enermy targets in the Shooting
phase with a 360 degree arc of fire. So choase its location wisely!

VOID HARDENED ARMOUR [GEAR]

2 OR 3 STRATAGEM POINTS [*

Type: Vargear:
* Artillery (60mm base) * Searchight

Weapon:

Choose one of the following weapans:

* 12 5P) Twin-linked heavy boiter or twin-linked heavy flamer or single
missile launcher or single assault cannon.

+ [3 SP) Twin-linked plasma cannon or twin-inked lascannon or twa
linked heavy stubbers.

Choose a single unit in your force of any type. This unit has been
equipped with specialised additional armour and life support systems
and now counts as being Void Hardened (see the Cold Void Mission
special rules).

This stratagem may be taken multiple times.

LAS-CUTTERS [GEA

1STRATAGEM

Shown on models. Choose a twa infantry models (other than
Independent Characters), that are not already equipped with a
weapon bought as a unit upgrade. Each of these models are now
equipped with a las-cutter, a powerful industrial tool that can be
used for cutting through srmoured bulkheads or as a makeshift but
devastating dose-quarter weapon.

15TI

A las-cutter armed model can forgo their usual attacks in
(including any bonus for charging) and instead make a single
Strength 9 attack allowing no armour saves, at Initiative 1.
This stratagem may be taken multiple times.



FLANKING COUNTER-ASSAULT [TACTIC]

s
2 STRATAGEM POINTS

The player has sent a portion of their forces off in an attempt to
outflank the enemy forces in the hopes of cutting them off, enabling
them to be isolated and destroyed. Before the game begins, the
player may nominate (by writing it down) a single unit that is to be
held in reserve to be their flanking force. When this unit becomes

available to enter play normally via the Reserves rule, it may use their
opponent’s deployment zone table edge 1o do so if they wish.

GRAVITON GUN [GEAR] 2 POINTS
Littie d by the Adeptus the term e graviton gun is used as a weapon with the
“graviton gun’ refers to a group of esoteric gravity projector following profile:

devices whose sophistication is such that what few of them remain

now are relics of  lost age. Some Space Marine Chapters stil field Range SR AP Type

a handful of such weapons which may prove extremely useful Graviton Gun 18" * 3 Heawy!,3" Blast Pinning

when fighting on a star ship or & null gravit The

power of the graviton gun’s highest settings is sufficient to rupture
organs and crack bones even inside armour, but its primary use is
to impede the enemy and damage machinery without the risk of
secondary explosions

BOARDING SHIELDS [GEAR]

However instead of ralling to wound normally, any model caughtin
its blast must instead roll equal or under their Strength on a D6 or.
suffer a wound (a roll of 6 always counts as a failure). Targets with
an Armaur Value instead suffer a glancing hit on a roll of 5+ instead.
After the graviton gun has been fired, leave the blast marker in place,
this area now counts a5 both Difficult and Dangerous terrain for the

#
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next turn thanks 1o the gravity flux. Unlike most weapons, the using =

player need not specifically target an enemy model; they may simply
target a point on the board within range and line of sight instead.

1 POINT

Soldiers making the first assault through a storm-breach (or facing
one for that matter) can expect to face a hail of enemy fire through
wehich little can survive. One crude method of protection against
this is the use of boarding shieids, fashioned from heavy ablative
plasteel, sometimes fitted with basic field generators to strengthen
them. Although only a shadow of the starm shields carried by
assault Terminators, they can stifl prove surprisingly effective at
warding off heavy fire

Shown on Models. Chose a single squad in your army with the
intantry type, that squad is now equipped with boarding shiekds.
Boarding shields provide their users with a 5+ Invulnerable save.
However they are cumbersome and models equipped with them may.
Rt opt 1o run in the Sheoting phase, and cannot claim the extra
attack for being armed with an additional close combat weapon




ATTACKER'S STRATAGEMS

The following stratagems are available to the Attackers only.

1 STRATAGEM POINT

D sV

BS 5 T W | A
2 10 3+

ws
Fire Wasp 2 2% 3« 4 2.

A Fire Wasp is an Astartes combat drone used since the time of
the Great Crusades in boarding actions ta venture ahead of assault
parties and help clear them a path. Sent in ahead of a squad and
intended to trip mines and other booby traps, the Fire Wasp is an
extremely robust device, if 3 poor fighter. Most standard patterns are
~ equipped with an inbuiit flamer weapon and searchiight device to aid
in their mission.

Unit Compasition Wargear
= 1 Fire Wasp * Flamer
« Saarchlight
Unit Type « Void Hardened Armour
« Infantry (40mm base) « Clase Combat Weapon
Special Rules
« Fearless

* Move Through Caver

1 POINT

SHOCK AND AWE [TACTIC]

The assault force calls in a thunderous barrage of ship-to-ship

fire, cluster grenades or even teleporter charges in an attempt to
disarient and throw the defenders off guard. However such attacks
‘are seldom as precise as the attacker would like.

This stratagem may be declared and used at the start of any of the
Attacker’s turns in the Movement phase. The Attacker rolls a D6 for
every defending unit in play and not engaged in an assault, on 2 4+
the target takes a Pinning test, The Defender now does the same for
Attacker units not engaged in an assault, and they suffer a Pinning.
testona 6.

3 POINTS

SUSTAINED ASSAULT [TACTIC].
The forces of the attackers greatly outnumber those of the

defenders, allowing them to press on heedless of casualties with
reinforcements close at hand.

INTERDICTION ASSAULT [TERRAIN]

Before the game, the Attacker may choose a single infantry unit
taken as a Troops choice for the army and then 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 (f still present)
and return it at full strength to their reserves. This may only be done
once.

2 STRATAGEM POINTS

Either through the use of advanced phase-field generators to render
part of the hull out of sync with Lhesurmundmgmazrer nrme

Declared When Placed. During the Attackers first turn, they may
place a 3" blast marker anywhere on the board that is not either

rather more brute force approsch of blasting
plates with melta-charges, the attacker makes & ma,orbreacﬁ in
sither the ceiling, floor or walls from which they have troops poised
to make a storm assault.

touchi model, impassable terrain of an objective. This
then scatters D6* (with the Hit symbol indicating the breach is bang
on target). If this scatters off the table or into impassable terrain,
simply move it as close as possible away from the terrain or board
edge. This blast marker now represents the breach point and remair
in place for the rest of the battle. Up to one infantry unit per turn
arriving as reserves may use this breach to enter play a5 normal.




DEVASTATION DRONE [UNIT]

2 STRATAGEM POINTS

A LD SV

Drone 2 - 3E 1 - 10 4+

Devastation drones are mobile demolition bombs armed with
implosion charges designed to inflict maximum damage within a
highty confined area (and thus reduce the risk to the ship they are
wsed on). They are compact, man-sized and quite sturdily constructed
in order to resist enemy fire until they have reached their target zone.
Many are often mounted on heavy track units 1o keep them mabife,
aithough the best-fashioned have anti-grav plates instead.

Unit iti Wargear
* 1 Devastation Drone = Implosion Charge >
= Void Hardened Armour %
Unit Type
= Infantry (20mm base) Special Rules
+ Fearless

+ Move Through Cover

Implosion Charge: The Devastation Drone may be detonated at any
point in one of the owning player's Shooting phases. Place the 5 blast
template over the centre of the drone. Everything caught by the blast
suffers a Strength 8 AP 3 hit and the Devastator Drone along with

any removable terrain models {including bulkhead doors) are removed
from play. The Drone may be detonated even if the Drone is in assault
combat at the time,

If the Devastation Drone suffers a wound, the Attacker should roll a D6.
Onarollof a 1 the Drone detonates where it is as per the Implosion
Charge rules shown above. On a 2+ the Drone is removed normally.
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BARRICADES [TERRAIN]

The defenders have had enough time to get ahead of their

STRONGPOINT

DEFENDER'S STRATAGEMS

The following stratagems are available to the Defender only,

The defenders have control of a fortified strongpoint which
commands this area of the ship.

Declared When Placed: After deployment areas are worked out but
before any madels are deployed, the Defender may eithier nominate
ane enclosed of semi-enclosed area of terrain to be their defensive
strongpoint. Alternately a new piece of terrain such as a small pill

3 STRATAGEM POINTS [*]

box or square of Aegis line may be added. A small model should
also be placed within this area to represent the strongpoint's power
generator. Defending troops within the strongpoint benefit from

2 3+ cover save, and in addition while the strongpoint’s power
generator is intact modets within the strongpoint may re-roll failed
shaoting attacks which roll a 1 1o hit, and the Defending side gets a
+1 10 all Reserve rolls,

1STRATAGEM POINT

meat them on o, utifisi de

and other barriers as protected positions and killing zones.

Declared When Placed. This stratagem may be taken multiple times

The Defender has three 4° wide barriers or barricades they can
place anywhere on the board after their deployment area has been
decided, but before any madels are deployed. These barriers provide
a 4+ cover save for any model firing from behind them and count as
difficult ground for any model trying to cross them.

CREW GANG [UNIT) 1 STRATAGEM POINT
ws BS S T W | A LD sV
Crewman 28 2RISRl 7 5
Unit Composition: Wargear:
* & crewmen * Close combat weapon
It may be the case that a defender is forced to press a ship's crew info * Shotgun or laspistol
the defence of their vessel as well. Equipped with armoured void suits Unit Type: * Vioid Hardened Armour
and emergency weapons, these crevimen are often far from the best + Infantry

trained soldiers, but will be well motivated, as nothing but death or
stavery awaits them should the ship be taken

2 POIl

TRAPS [TERRAIN}.

The defender has been able to seed the area with anti-personnel
mines, iripwire-bombs, rad-fields and hidden deadfalls, making it a
potential death-trap for attacking forces.

Declared When Placed. This stratagem may be taken multiple times.

The Defending player gains six trap markers (you can use models

on a 20mm base, 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.

Any madel moving within 2° of the centre point of one of these
markers during the game has a chance of setting off a trap. In the
case of squads, move the whole squad before seeing if the trap goes
off. If this happens roll a D& and apply the listed effect:

D6 Result

Mot this time: Nothing happens, but
the marker remains where it is.



SECURITY AIRLOCKS AND BULKHEAD DOORS [TERRAIN]

AT WL EmE T

1 POINT

The defender has control over a series of armoured airlocks and'
bulkhead doors in this section of the ship.

Declared When Placed

This stratagem may be taken multiple times. The Defender gains
D3+1 airlocks and bulkhead doors. They may be placed at any
sensible point in 3 corridor or where a chamber opens out onto
another space. Given that a ship is under attack, it is up to the
defender which of these doors is open or locked at the start of the
game.

‘The Defender may open a door by having any of their models pass
thraugh it during the Movement phase and may choose whether i
left open or shut again after they go through it.

The Attacker may not pass through a shut door except by destraying
it. Bulkhead doors count as having an Armour Value of 12 and

may be shot at or assaulted normally (close combat attacks hitting
automatically). Any glancing ar penetrating hit will remove the
bulkhead doorfairlock from play.




Chaplain Dreadnought Titus
Howling Griffons Chapter
Destroyed in action at Khymara




CHAPLAIN DREADNOUGHT TITUS

Revered Dreadnought Confessor of the Howling Griffons

A true legend within the annals of the Howling Griffonsand an
example ta his Chapter, Chaplain Armand Titus had been entombed.
within 2 since the fatal poisoning of his
bady by the wicked blades and barbs of the Cabal of the Crimson
Libation during the X Retaliation. As a revered Dr

re-deployed to the Badab Wer, and was with his brethren caught
by the massed attack of the Executioners Chapter in the Khymara
system. As they were overrun and decimated on the airfess dust
moons; and with their commanders destrayed, it remained to

Confessor, Titus remained an inspiration to the Chapter, unwavering

Chaplain Titus to rally the reeling Howling Griffans.
With implacable zeal and unafraid of the firestorm surounding him,

in his faith and a rock of conviction and righteous

wisdom and;pmmal teachings shaped generation after generation of
ines. The bo houted from his vox-sy

“taked the ires af wroth in the hearts of the Howiing Griffons an

thousands of battiefields in his seven-century tenure encased within a

shell of adamantine and ceremite.

It s perhaps a tragic irony that it vias at the hands of other Space
‘Marines that Chapiain Dreadnought Titus was at Jast to fall, Awoken
first from his dreamiess slumber to do battie in the Caradryat! Sector,
he remained with the Howing Griffons strike force as it was

the ble led a desperate counter attack which
bought his Chapter the chance to re-group.and mount a fighting
defence at the cast of his lang life. After the Executioners had
withdrawn from the field, the surviving Howiing Griffons found that
their foe had honoured Titus’ glorious sacrifice by laying out the
wreck of his sarcophagus within a ring of broken weapons, placing
one of their own shattered standards in the war machine’s ifeless
grasp.

CHAPLAIN DREADNOUGHT TITUS 205 POINTS

Wargear: Special Rules:
Amour * Dreadnought Clpse Combat # Living lcon of the Chapter
ws'esiis Tn s Al it Weapon with inbuilt Heawy + Venerable
Titus S 5 610)12 12 10 4 3 Flamer or Stom Bolter o Litany of Hate

* Lascannon or Assault Cannan
* Bxtra Armour

Unit Composition: Unit Type: * Smoke Launcher and.

= 1(Unigue) Vehicle (Walker) Searchlight P

Living lcon of the Chapter: Friendly Space Marine models within
12" of Chaplain Dreadnought Titus are Fearless,

Venerable: Chaplain Dreadnoughts are very hard to destroy

and Titus is no exception. Whenever he suffers a Glancing or
Penetrating hit, the owning player may ask their opponent to
re-roll the result rolled on the Damage chart. However the second
result stands even if it is worsel

Litany of Hate: Even though encased in a Dreadnought
sarcophagus, the Chaplain's i for the enemies of the Imperium
remains undimmed. On a player’s turm in which the Chaplain
Dreadnought charges, it may re-rollfailed rolls to hit in close combat

Chaplain Dreadnought: Chaplain Dreadnought Titus is &
HQ cholce for a Codex Space Marines army.




“

LUGFT HURON

Master of the Astral Claws, Scourge of the Maclstrom, the Tyrant of Badab

Feared, reviled, respected and worshipped in turn, Lugft Huran was.
the Chapter Master of the Astral Claws and self-appointed ruler

of the entire Badab Sector. It was by his machinations, pride and.
paranaia that the Badab War was birthed.

There are those who novs say that @ man of flawed character such as
Lugft Huron should never have been allowed to rise to the command
of a Space Marine Chapter; or that he became tainted somefow by
the influence of the allen or the whispers of the Warp, but all of these
assertions miss a single, undeniable fact - Lugft Huron was & truly
exceptional warrior: By his deeds alone he would have been counted
a5 a legendary warrior of any proud Astartes Chapler in whose ranks
he served before the foll of the Astral Claws to heresy. Lugft Huron
was a masterful and charismatic leader, s weil as a skilled general
whose abilities were said to rival the heroes of a bygone age. His

is * 42 of those o hir

p ti
and his tactical acumen was such that he could outwit even feliow:
Space Marine commanders in the field a5 the bartles of the Badab
War would prove.

Althaugh much of the records pertaining to the Astral Claws have

been fost or purged since the Badab War, evidence remains that
Lugft Huron first came to prominence within his Chapter as a scout
novitiate during the later tagés of the Ribos Crusade. Fighting as part
of the Astral Claws destruction of the outcast £ldar Exodite world

of Lylogir, and even though under direct psychic assault, the young
Huron succeeded in fighting his way throughithe enemy’s murderous
phantasms t kill an Eldker Warlock with his bare hands in order to
sabe his squad. Later assigned to his Chapter’s devastator reserve
upon becoming an initiate, he likewise proved himself to be a highly

 able natural leader and insightful tactician in a number of battles.

As time progressed he also proved himself to be unusualy skifiéd in
plotting out fire support patterns which quickly gained hirm further

hi P asan master of ordnance’
and the application of firapower which he saw as a worthy mental.
challenge in its own right. Rapialy moving through the ranks, his skils
were applied ta service within both his Chapter’s ¥ Battle Company
and later the Astral Claws 1* Company Velerans, where Huron's
skills saw him raised to command Gver: Marines

more practical experience than he. ik

Both as a leadér and a warrior, Lugft Huron excelled, and was 5000,
appointed to the Captaincy of the Astral Claws 4th Battle Company. I
was in this role that his true abifities blossomed;: his strategic prowess
and innovative tactics saw forces under his command defeat enemies:
many times their own size and power. His rapid ascension was not
universally accepted at first within the Chapter however, and some.
saw the fanatically foyal following his personal magnetism created
among thase that served him a threat, - this was a loyalty some
suspected was greater than that o Chapter or even Emperor. After
his elevation to the rank of Chapter Master in 697.Md1 following:
the death of his predecessor in battie, Lugft Huron began to stamp.
his mark on the Astral Claws Chapter in an almost unprecedented.
manner, wielding the power of the other Maelstrom Warder Chapters
as none had done before. Delivering victory after victory despite the
direst circumstances and against fearful odds, Huron’s leadership
swiftly silenced his detractors.

This charmed record was not to last however, and when conditions
in the Maelst d matters turned tthe
self-proclaimed Tyram and his plans became thwarted by causes
beyond his control, he became increasingly dictatorial and paranoidh
at least to the eyes of outsiders, and embarked on the dark course
that would eventually lead to the Badab War. Blinded by their past
relationships and persanai loyaliies, not only his own Chapter the.
Astral Claws, but those alied to them followed Lugft Huron to their
mutual ruin.

Thraughout the Badab War, Lugft Huron remained a brilliant, if
increasingly unstable commander who favoured strategies of sta
defence married to high-speed counter attack and subtle flanking
actions. He tumed his considerable skills against his fellaw Space

Marines, often tuming his enemies  reliance on the Codex Astartes,
to his advantage in outwitting them. He aiso fed many of his str
forces from the front line where he could, and mestgmdfirs E
gm-amwmd farmmmrng thraugh enemy ranks:

of Thorns, although whether e
a2 shrouded mystery, as his body
followers and escaped the death



IGFT HURON

ws BS S T W 1. A LD SV

lughtHwon 6 5 4 4 3 53 10 2
sit Composition: Unit Type:
1 (Unique) « Infantry

235 POINTS
Special Rules:
» And They Shall Know No Fear >
+ The Ghost Razofs, + Combat Taclics
* Heavy Famer » Independent Character
 lron Halo, « The Big Guns Never Tire

» Living Legend
» Shadowed Fate

Living Legend: Allied Space Marines can always opt o use
Huron's Leadership rather than their own while he s in piay
(modifiers apply to this as normal). An army featuring Lugft Huron
can akso always re-roll failed attempts to steal the initiative at the
start of the game where this rule is used.

The Big Guns Never Tire: Lugit Huron was never one fo entér
battle without fire support, be it either from mobile artillery, fleet-
based firepower or the legendary big guns® of the Badab system
itself. Huron has the ability to use one Orbital Bombardment per
game, as per a standard Space Maring Chapter Master as listedin
the Space Marine Codex, but his strike [s Ordnance 2.

Shadowed Fate: Lugft Huron is touched by a dark destiny as later
events would prove. The first time Huron would be removed from
play as a casualty for any reason, leave him on his side on the table.
Al the end of the tum where this has happened, roll a D6 and on @
24 he instead survives with a single remaining wound, (this includes
attacks causing Instant Death, and multiple wounds which remove
him from play caused by a particular model's attacks, etd) andis
placed back in play as close to where he fell as possible. This special
fule does not apply 1o any subsequent damage he takes after he
has escaped death once in the game.

The Ghost Razors: This unique lightning claw was along-
cherished artefact of the Tiger Claws Chapter and gifted to Huron
as a/mark of their gratitude, Its strange pale blades flicker with a
‘ghostly light when activated and the technology. which powers the
weapon s an utter mystery 1o even ta Vaithek, the Astral Claws
savant master of Techmarines. As well as working &s a lightning
dlaw, successful invulnerable saves made against wounds caused by
the Ghost Razors must be re-rolled, (the results of the second roll
count as normal).

Special Note: Lugft Huron may be taken as a HQ choice
bath for a Codex Space Marine army and also for the
special Tyrant’s Legion army st found in this book. When
used with the Tyrant’s Legion he also gains the Tyrant’s Due
special rule.

Chapter Master: If you use LugftHuron in your army,

than you may take no other Spage Marine Chapter Master,
named or atherwise. If Lugft Huron is in your army, you may
also include one Honour Guard squad. This unit does not
count towards your HQ allowance.
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CAPTAIN CORIEN SUMATRIS

A mysterious figure, even within s own Chapter, amber-eyed and

grey of Corien 5 inence first
as one of Lugft Huron's honour guard during me Crusade of Wrath,
slaying the Chaos reaver lord Scora in singl

The Tyrants Champion, Warden of Piracus, Captain of the Astral Claws 20d Company

nitual combat. One of Huron'’s most trusted officers, Sumatris was
often placed in command of strike forces, as his master trusted
h-m lmphrll‘fy o achieve his strategic goals no matter the cost. This

in a bloody boarding action off Draka, and later during the deadly
assaults into the nightmare reaims of the Fiesh-Haunters of the
Howling Gyre. Renowned for his fierce savagery and utter contempt
for his enemies, Corien Sumatris' bloody reputation paved his way
up the ranks, and by the outbreak of the Badab War he had not only
been made captain of the Astral Claws 2+ Battle Company, but alsa
awarded the wardenship of the world of Piraeus in the Badab Sector.
He had also won the coveted title of the Tyrant’s Champion, siaying
the Chapter’s 1* Company Captain in crder to attain the honour in

s d by some within the Chapter who believed
him a Ylost son’, which is to say a scion of the Tiger Claws Chapter
given a new identity and concealed in the Astral Claws® ranks prior to
the war.

Corien Sumalris wias believed to have been killed in action leading
the defence of the fortress station of Sentinel-Sigma on the edge

of the Badab system just before the final siege of Badab Primars,
although bis body was never conclusively identified afterward by the
Inquisitoria forensic conclave.

CAPTAIN CORIEN \TRI 165 POINTS

Wargear: Special Rules:
WS BSiSse T W o#)T A ND sV * Power Armour + And They Shall Know No Fear
CorienSumatris 7 4 4 4 3 S5 3 10 3+ * Storm Shield * Combat Tactics

* Spectre Pattern Bolter + Independent Character
* Goldenfang * The Tyrant's Champion

Unit Composition: Unit Type: + Digital Weapons

* 1 (Unique) * Infantry * Frag and Krak Grenades

The Tyrant's Champion: Fierce and merciless, Corlen Sumatris®
cambat skils are legendary in his Chapter, and the highly trained
fighters of the 2% Company under his charge seek o excel all others
in the Tyrant’s service. Corien Sumatris has the Furious Charge
universal special rule which he also confers to any Codex Space
Marine unit he joins. Space Marine infantry units in his force (but not
independent characters) also gain +1 to their WS while within 12*
of him.

This shi blade is it fted power
sword, in addition while using the weapon Corien Sumatris gains
twa extra attacks on 3 turn when he assaults, rather than the
usual one.

Spectre Pattern Bolter: Crafted for him by Armenneus Valthex
the Astral Claws Master Techmarine, this compact weapon is
fitted to a servo-frame allowing it to be aimed and fired via mind-
impulse link, leaving his hands free to wield his blade and shield.
The spectre pattern bolter has the following profile:

Range Str AP Type
Spectre Pattern Bolter 127 4 5 Assault2

Company Captain: As a Company Captain, Corien
Sumatris is a HQ chaice for a Codex Space Marines army,
and allows you 1o take a Space Marine Command squad
in your army. This unit is a HQ choice and does not count
against your army’s HQ allowance.




ARMENNEUS VALTHEX

The Alchemancer, Honoured Patriarch of the Forges of the Astral Claws

Armenneus Valthex was an individual of great importance to

the Astral Claws during the Badab War as Lufgt Huron's chief
armourer and most loyal servant. A man of singular intellect and
driven curiosity, Valthex's skills a5 a crafter of poisons and chemical
weaponry were as infamous as his abilities as a forge-wright and
tech-smith were famed. It was he Lugft Huran turned to in order to
expand his Chapter’s military might fo keep pace with,its increasing
ranks, A true genius and polymath, Valthex was known to have been
singled out for his technical briiance even as a young regruit ana

iin is fater career the Magos of the Adeptus

. with a device known as the Indynabula Array; & relic handed doven

During the Badab War, Valihex fought as a field commander and as
chief siege engineer, and it was believed that it was he that carried
away his fallen Lord’s bedy into the Maelstrom after the apocalyptic
final battle for the Palace of Thorns.

As the Astral Claws chief of Techmarines, Valthex was also entrusted

the centuries as a symbol of his office. This ancient machine, believed
1o predate the Chapter’s founding is a servo- m:channwi system of

him on certain matters pertaining to the deeper mysteries of Astartes.
technology on which he was widely regarded as one of the greatest.

complexity and widk far supersedes
thar carried by normai Techmarines in their duties. Vaithex was not
only able to master this mysterious device but further added to it &

living experts powerful fon-beam projector of his tion,
VALTHEX 145 POINTS. ‘
Wargear: Special Rules: |
Ws BS S T W | A LD SV  Artificer Armour i And They Shall Know No Fear L
AamenneusValthexs 4 S 4 4 2 4 3 10 2+ * Bolt Pistol » Combat Tactics
R oy : » Independent Character
+ Fragand Krak Grenades Battle Akhemistry ]
Unit Compasition: Unit Type: + Indynabula Arfay “Blessings of the Omnissiah
= 1 (Unigue) * Infantry + Bolster Defences.
« Lord of the Armoury
Battla Alchemistry: I Valthex is present in the army, then both Array: The array a Valthex to re-

he and one chosen Space Marine infantry squad in the army
may upgrade their bolt guns, bolt pistols or storm bolters to use
specially modified Hellfire rounds at no cost. This means these
weapons gain the Poisoned (2+) ability, though otherwise their
weapon profiles remain unchanged. Which squad is selected for
this upgrade must be noted down before the battle

Blessings of the Omnissiah: See Codex: Space Marines.
Bolster Defences: See Codex: Space Marines.

Lord of the Armoury : Armenneus Valthex is the Astral Claws
chief Master of the Forge, and as such if he is included in the
amy, then Dreadnoughts, Venerable Dreadnoughts and Ironclad
Dreadnoughts may be taken as Heavy Support choices as well as
Elites choices

1ol failed Blessings of the Omnissiah attempts, and in addition

it incorporates numerous field generators and energy-charged
lash-tendrils he can use in combat. As a result Armenneus Valthex
counts as being equipped with two power weapons (the extra
attack for this are included in his profile) and has the Counter-
Attack universal special rule. The Array also grants him a 5+
Invulnerable save.

Master of the Forge: Armenneus Valthex is a Master of the
Farge (see Codex Space Marines for details) and is a HQ choice for
3 Space Marine army. If you take him in your force you may have
o other Master of the Forge in your army, named or otherwise.




LIEUT

.

L Awarrior that would have greatness thrust upon him by the dark
tide of history, for Anton Narvaez the Badab War's unforeseen and
bloody events were a travall which would see him survive against the
odds and be appointed the de facto master of the surviving Marines
Errant contingent by the end of his Chapter's role in the conflict.

Although a seasoned warrior who had battled among unknown stars
as part of his Chapter's ancient pact with the Rogue Trader house of
Ecale, Narvaez was young for his rank and considered by some to be
an untried leader when he was given command of the Marines Errant
4% Company; a role which aiso brought with it the fiag-captaincy

of the strike cruiser Star Jackal, the company’s principal warship.

The newly anointed officer was to show his mettle first during the
alisastrous ambush of canvoy Urdaneta 1-2/3 by Secessianist farces.
Qutnumbered and vastly outgunned, the convoy was surrounded
and overwhelmed by the Astral Claves and their allies in brute! ship-
to-ship combat. Raked with fire and assailed by multiple boarding

LIEUTENANT Ci

TENANT COMMANDER ANTON NARVAEZ

Master-locum of the Marines Errant, Captain of the Star Jackal

Squads, it was only the effective tactics, honed by experience in
countiess void battles in the Rogue Trader's service and decisive
leadership of Narvaez that succeeded in repelling the boarders, and
s0 allowed the Star lackal to escape the trap and break free; the only
Layalist capital ship to do so. By & twist of fate, it was only recurrent
problems caused by damage sustained in this battle that forced the
Star Jackal and Anten Narvaez to fall behind in the Marines Errant’s
pursuit of the Mantis Warriors to Bellerophon's Fall where 50 many
of the Chapter's commanders and high officers were to die. It feil
to Narvaez to mount the rescue mission after the deadly battle, in
which he succeeded in saving the besieged survivors in a daring
counter-raid.

in the aftermath it was also Narvaez who was left as his Chapter's last
surviving commander in the war, and Anton Narvaez that managed
to reform them into a fighting force again, although a mere shadow
of their shattered strength.

ANTON NARVAEZ 135 POINTS
Wargear: Special Rules:
WS BS S T W I A LD sv * Power Weapon « And They Shall Know No Fear
AnonNaveaz 5 5 4540205 3 10 3+ * Boit Pistol * Combat Tactics
. « Dark Void Eite
» Frag and Krak Grenades * Independent Character
Unit Composition: Unit Type: = Actinic Halo
* 1 (Unique) ® Infantry

Dark Void Elite: If Anton Narvaez is included in your army,
‘one Tactical squad also included in your army may be chosen to
represent the veterans of the Chapters long voyages into the.
gal darkness. Both hi If and this
chasen squad have the Move Through Cover and Scout universal
special rules, and counts as having Void Hardened Armour in
battles such as boarding actions where this is relevant, all at no
additional cost.

Actinic Halo: A highly charged power-field generator, the Actinic
Halo provides a 3+ invulnerable save, however should this be
failed and Narvaez survives, roll a further dice and on a 4+ the
Actinic Hala continues to work, otherwise it cannot be used for
the rest of the battle.

Thundershack: A pre-Imperial artefact acquired when Narvaez
was fighting as a veteran sergeant under the banner of Rogue
Trader Ecale, Thundershock s 2 master-crafted plasma-gun.

Company Captain: Lieutenant Commander Anton
Narvaez is a HQ choice in a Codex Space Marines army. As
2 company Captain, Anton Narvaez allows you to take a
Space Marine Command Squad in your army. This unit is
a HQ choice but does not count against your army’s

HQ allowance.
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MAGISTER SEVRIN LOTH

Chicf Librarian of the Red Scorpions. Witch-Banc

Sevrin Loth is Magister, or Chief Librarian, of the Red Scorpions
Chapter. He is also is one of the most potent battle-psykers in his
Chapters history. Across ll of the Chapters of the Adeptus Astartes
there are few able to match let alone exceed his destructive psychic
power on the battlefield.

Sevrin Loth was born to the family of a feudal warlord on a frontier
world deep in the Ordon Rift and offered up to the Red Scorpions
not long after his birth, 1t was during his time as a young neophyte
taken by the Red Scorpions that his psychic potential unexpectedly
manifested when on the training grounds his focused anger and
fighting spirit alone proved able to shatter the bones of his sparring
partners without laying so much as a blade-point on them. Sevrin
Loth’s progression through his Chapter's ranks was marred only by 3
barely controfled battie-lust that tempered into restraint and wisdom
with age and experience, although uncommoniy for a Librarian, he
still favoured spending time matching his martial skills against hs

SEVRIN LOTH.

feliow battle-brathers rather than being focked away meditating over
arcane secrets. This, along with his raw power a5 a psyker, has long
‘earned him  reputation as a relentless fighter in battle, and one who
takes o greater defight than in hacking down enemy sorcerers and
witches in personal combat.

At the time of the Badab War’s beginning, Sevrin Loth was a veteran
of centuries of battle, and had already.served as Magister to two
Lord Gommanders of his Chapter, and further added to his legend by
leading the mission to recover Lord Commander Verant Orlys’s body
following the betrayal at Grief. With the ascension of Carab Culln fo
the rank of Lord Commander, Sevrin Loth became his closest advisor
and most trusted field commander, fighting on the front lines of the
second battle of Sagan and the conquest of Piraeus.

205 POINTS

WS BS S T W | A LD SV
Sevrin Loth 5 5 4 4 2 4 3TN0

Unit Composition:
* 1 (Unique)

Unit Type:
« infantry

Wargear: Special Rules:

» The Armour of Selket » Fearless

* Force Weapon - + Combat Tactics

* Bolt Pstol + Independent Chatacter

« Fraq and Krak Grenades » Master Poyker

Master Psyker: Seviin Loth is a hugely potent Psyker and may use
up to three psychic powers per turn, but may not usé a single type
of power more than once in a wrn.

The Armour of Selket: The armour of Selket is a suit of Artificer
armour that incorporates a Psychic Hood. In addition, the wearer
can usé their own psychic energies 1o empower the suits defences
further. At the beginning of his turn, by passing a psychic test,
Loth's 2+ afmour save becomes a 2+ Invulnerable Sve: which lasts
until the beginning of Sevrin Loth's next tum, This counts 25 one
of Sevrin Loth's uses of a psychic power for that turn, but may not
be negated by outside forces (such as by an enemy’s Psychic Hood
for example).

Revered : As the Red Scorpions’ Chief Librarian, Sevrin Loth is
held in high regard by the Chapter and his 1035 1o them would be
a bitter blow. While the Red Scorpions Commanders know they
cannot keep the irascible old warrior from the front lines, the
Chapter does its best to keep him alive. Sevrin Loth is a HQ choice
for » Codex Space Marines army. If you include Sevrin Loth in your
anmy, you may also include one Honour Guard squad (see the
Space Marine Codex), this does not take up any of your HQ slots.

Psyker: Loth has the following psychic powers (see Codex
Space Marines for details). Smite, Machine Curse, The
‘Avenger, Quickening, Null Zone and Vortex of Doom. J




Lord High Commander Carab Culln

Taking up the mantie of Lord High Commander of the Red Scorpions
during the Badab War, after the perfidious death of Verant Ortys
«during the infamous ‘Betrayal at Grief* incident, the war would be
Carab Culln's making a5 Chapter Master and prove him to be both a
«cool-headed and indefatigable leader for both his Chapter and the.
wider Loyafist forces.

Inducted into the Red Scorpions shartly after his birth on the
isolated primitive world of Zagbus Minoris, Culln’s record of service
to his Chapter has proved to be exemplary. From a raw recruit he
has risen steadily through countless campaigns by displaying great
fortitude, uncommon valour and steadfast dedication to the creed
of his Chapter.

Over the years of his service Carab Culin has become something
of an icon to his Chapter, & veteran of some of the most terrible
wars and battles in the Red Scorpions’ recent history such as the
bloody Siege of Viaks and the doomed exploration of the doomed
Anphefion Project, he has survived where lesser individuals, both

* man and Space Marine would have died in his place. His actions

during the ill-fated mission to Beta-Anphelion eamed him and his
Chapter the ire of some factions within the Ordo Xenos, but to
others Carab Culln and the Red Scorpions represent a Space Marine
ideal of military power, purity and devotion to duty. As a Veteran
Sergeant Carab Culln was awarded the highest honour his Chapter
could bestov, the Talisman Martial, for taking field command

and battling through to victory against the daemans and warped
followeers of Slaanesh. it was ittle surprise that some years later he
was appointed as Commander of the honoured Red Scorpions 1

Chapter Master of the Red Scorpions, Commander of the Loyalist Forces

Company following the death of Commander Usamlon in battle
‘against Ork marauders aboard the Space Hulk Vulgator. Forthright,
proud, and above all fiercely loyal to the Red Scorpions Chapter and
its beliefs, Carab Culln has grown in time to become the very image
of 2 Space Marine hero as his Chapter defines such things. For this
reason above ail others he was viewed as Orlys's natural successor,
and his transition to Lord High Commander was greeted with wide
acclaim by his battie-brothers and mast importantly biessed by the
Chapter's Chief Librarian, Sevrin Loth, who oversaw the change of
command and quelled any dissent.

During the Badab War, Carab Culln proved to be a perhaps
surprisingly subtle strategist based on his past record, not just simply
an able front line commander, and dispiayed a gift for applying the
differing skills and preferences in modes of warfare of the diverse
Space Marine Chapters under his command where they would best
be served to achieve victory. He also trusted to his commanders on
the field to be generals in their own right when detached from his
immediate sphere of control with great success. This was 1o serve
him wiell when dealing with fiercely indlvidual or notably fratious
Chapters under his banner such as the Sons of Medusa and the
Minotaurs. He personally held himself up to the highest traditions of
the Red Scorpions, leading several key assaults in which the Chapter
was heavily engaged (such as the infiltration and attack at Angstrom
Xiil}, and refused to disguise his presence or shun the thickest
fighting whatsoever, despite being perhaps the highest value target
for the enemy an any given battlefield where he fought.




LORD HIGH Cf CARAB CULLN 215 POINTS

Wargear: Special Rules:
Ws BS S T W | A LD SV + Terminator Armour = And They Shall Know No Fear g
Carab Culln 6 5.4 4 3 S.ad A0S0E * Teleport Homer * Combat Tactics 2

+ fion Halo + Independent Character
o Master-crafted Storm Bolter + Orbital Bombardment

Unit Composition: Unit Type: # The Blade of the Scorpion + Chapter Tactics

* 1 (Unique) * Infantry * Proud to Live, Proud to Die,

Hard ta Kil

Chapter Tactics: The Red Scorpions are renowned above all for
their absolute dedication 1o preserving the sanctity and purity of
their gene-seed. If you include Lord Commander Culln then all

Instead, the Veteran Sergeants in your Tactical squads may be
replaced with Apothecaries if you wish at no additional cost (with
a profile and wargear exactly as per the Apothecary in 2 standard
Space Marine Command squad.) If more than ane model in your
army has the Chapter Tactics special rule, you must choose which
wersion will apply.

Chapter Master: Lord High Commander Carab Culln is a HQ'
chaice for a Codex Space Marines army. If you use Lord High
Commander Culln in your army, than you may take no other
Space Marine Chapter Master, named or atherwise. If Lord High
Commander Culln is in your army, you may also include one
Honour Guard squad. This unit does not count towards your HQ
allowance. Lord High Commander Culln may also not be used in
conjunction with Commander Culln as found in impenial Armour
Volume 4: The Anphelion Project as this represents the same man
earlier in his career!

units in your army may opt to lase the Combat Tactics special rule.

Proud to Live, Proud to Die, Hard to Kill: Lord High
Commander Culln benefits from the Eternal Warrior universal
special rule, and in addition, while Lord High Commander Culln
is alive he and all other Red Scorpion nits within 12° add +1
10 their total score for the purpases of determining combat
resolution in any given assault. Note that this bonus does not
stack for multiple Red Scorpions squads involved in a single
combat or with any other similar bonus.

The Blade of the Scorpion: This ancient and deadly artefact
has for millennia served to arm the masters of the Red Scorpions
and few foes can withstand its baleful energies. The Blade of

the Scorplon is a master-crafted Relic Blade, and if Carab Cullo's
Weapon Skillis greater than the highest Weapon Skil of the
enemy or enemies he i¢ fighting, (squad or character), he gains a
bonus number of attacks equal ta the difference in their Weapon
‘Skill characteristics (ie. if Culln i fighting a mob of Orks with
Weapon Skill 4, he gains +2 attacks).

Orbital Bombardment: See Codex Space Marines for details




B
"4“.&
e of the finest warriors his Chapter has to offer Tamus Vale s~
Praetor (or Captain) of the Fire Angels 3" Battie Company, famed for
His indifference to danger and his uncommon flare for mechanised.
warfare. Tarnus Vale has proven himself 3 stalwart comimander un-
phased by the anarchy and thunder of the battlefield, relying on the
skifl of his Cﬁqpcer'samaurwnndm,omwdmceaf!hefmygmrm .
‘keep him safe theough shot and shell. in fact, the sight of his Upright
Higure advancing through enemy barrages, waving on his men with
his chainblade into the attack has become a familiar one to the fire
Angels battle-brothers, a5 s the utterly rigorous and unceasing dill
he puts his Company through, which has made them some of the

most proficient tank-killers in the Chapter.

Tarny ale fought at the forefrant of his Chapter’s invohement
with the Badab War. During the deadly Astral Claws counter attack
M the second battle of Sagan, it was Tarnus Vale's 3% Company that

CAl

CAPTAIN TARNUS VALE

Practor of the Fire Angels 3 ‘Cmnpmylﬁ: Hero of the Askerlon Plains

* blocks and detonate their deadly cargo. It was Praetar Tamus Vale's

Yamously held the line 35 the Astral Claws Rhins, laden with suicide
1r00ps and viral watheads began to crash through the tangled arterial
road network in an attempt to penetrate the Loyalist held city-

- swift thinking and unflagging resolve that saved the Loyalists from
a massacre as he quickly redeployed his mechanised forces to meet
the attackers head on to stop them at alf costs. Tarnus Vaie himself
suffered viral damage from contaminated shrapnel, but despite
grievous wounds that saw an Apothecary at his side for the rest of
he battle keeping him alive, Vale stayed conscious long enough o
direct the defence from his Land Raider's holo-sphere. It was several
standard months afterward before Tarnus Vale, now equipped
with biomechanical osmotic lungs to replace his destroyed flesh,
cauld feturn to battle and re-join his Chapter's decimated forces at
Endymion, where wilness to the actions of the Carcharodon Chapter
‘he was instrumental in removing the Fire Angels from the Badab War.

- Tarnus Vale

Unit Compasition:
* 1 (Unique)

Unit Type:
* Infantry

175 POINTS
Wargear: Spacial Rules:
* Chainsword  And They Shall Know No Fear.
* Bolt Pistol * Combat Tactics
* Plasma Pistol * Independent Character
¢ Frag and Krak Grenades * Chapter Tactics
* Mekta Bombs * No Retreat, No Surrender
* Iron Halo * Master Gunner

Chapter Tactics: Vale is a master of the mechanised assault and
anti-armour warfare for which the Fire Angels have become famed
among their fellow Space Marines. If you include Captain Vale
then all units in your army exchange the Combat Tactics special
rule for the Tank Hunter universal special rule. Additionally, any
Rhino or Razorback bought as a dedicated transport aption for
squads affected by this change gains the Extra Armour upgrade
for free. If more than one character in your army has the Chapter
Tactics special rule, you must choose which version will apply.

No Retreat, No Surrender: Tarnus Vale and any Space Marine
squad he joins are Stubborn,

Master Gunner: Any vehicle with the subtype (Tank) in which
Captain Vale is being transported gains the benefit of his Tank
Hunter special rule if his Chapter Tactics are being used.

Company Captain: Tarnus Vale is a HQ choice for a Codex
Space Marine army. As a Company Captain, Tarnus Vale
allows you to take a Space Marine Command squad in your
army. This unit is a HQ choice but does not count against
your army's HQ allowance




TR W Y -

LIAS ISSODON

Chapter Master of the Raptors, ‘the Grim’

A noted warrior who first came to the wider Imperium’s attention
during the dark days of the Fourth Quadrant Rebellion, Lias sssodon
is in many ways the living embodiment of the Raptors Chapter’s
favoured arts of war. A consummate strategist as well as being

ane of the best shots in the Chapter, he has a talent for ambush,
infiltration and sabotage that borders on the supernatural, and cares
Jittle for glory o+ regard, simply for victory. Under his command the
Raptors have fought and won many times against forces far superior
in numbers or resources than they; their enemies lethally tangled in
the shadows and feints the Raptors have woven, slowiy bled to death

As for Lias Issodon himself, he is an extremely taciturn and private
character, communicating little even to his ovn Space Marines

unless needed, which, coupled with his dark eyes and expressionless
countenance, have earned him the nickname of The Grim’ within his
Chapter, and outsiders would go so far as to call his sitent, watchful
presence sinister. Although hardly the most charismatic leader the
Rapiors have had during their history, he is however 3 highly effective.
ane and recognised as such by the Space Marines that follov

him. They know that any plan of his they are cefled on to execute.
will be well-(mcewedandcunmgﬁﬁ wrought, designed to inflict

from a thousand cuts or set up for a single, Killing blow. the ge for the cost of the minimum of their own
casualties.
LIAS ISSODON. 140 POINTS
Wargear: Special Rules:
Ws BS 5 T W | A LD SV * Power Armour = And They Shall Know No Fear
Lias Issodan 5 6 4 3 5 3510 3 + Power Weapon » Combat Tactics
+ Bolt Pistol * Cunning Strategist
+ Fraq and Krak Grenades  Chapter Tactics
Unit Composition: Unit Type: + Malice + Independent Characler
= 1 (Unique) * Infantry = Infiltrate, lsolate and Destray

Chapter Tactics: If you include Lias Issadon in your army, then all
units in your army exchange the Combat Tactics special rule for
the Stealth universal special rule where appropriate. If more than
one character in your army has the Chapter Tactics special rule,
you must choose which version will apply.

Cunning Strategist: Enemy reserve rols sufer a -1 penalty f Lias
Issodan is present in your army.

Infiltrate, Isolate and Destroy: If your army contains Lias
lssodon, you may select a single enemy unit which is either an
enemy squad, monstrous creature or vehicle that is present on

the battlefield at the beginning of the game a3 the victim of
assassination or sabotage. After any Scout moves are made

but before the game begins, the chosen unit suffers either D&
wounds distributed as sheoting hits (AP -} if a squad or monstrous
creature, If the target is a vehicle, it takes a single glancing hit
instead. Independent characters cannot be targeted by this attack.

Malice: This weapon is a highly customised Omen pattern bolt
gun that Lias lssodon has carried into battle ever since his days in
the Raptors Scout Company. Malice has the following listed profile
and can instead also use any of the specialised ammunition usually
available only to Sternguard squads in the Space Marine Codex.

Range STR AP
30" Al

Type
Assault 2 or Heawy 4,
Special Ammunition

Malice

Chapter Master: Lias Issodon is a HQ choice for 2 Codex
Space Marines army. If you use Lias lssodon in your army,
than you may take no other Space Marine Chapter Master,
named or otherwise. If Lias tssedon is part of your army, you
may also include one Honour Guard squad. This unit does
not count towards your HQ allowance.
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; MALAKIM PHOROS

Master of the Lamenters, Lord of Ruin, Watcher of the Deeps

Lord and master of the cursed Lamenters Chapter, Malakim Phoros.
is the exemplar of his brethren’s grief and resilience. as well as the
black rage that coils within their souls. Clad in ancient gold and
cheguy armour and fair of face, Malakim Phoros is to an abserver
like a statue of an mpenial saint given life, but beneath this exterfor
caim lays a bitter emptiness and an indomitable will thal stives to
keep the darkness within from taking control. A figure of awe and
reverence for his Chapter, any member of which would follow him
into fire and death without a second thought, there are stil whispers
that his control is slipping andhe has already gone to the brink of the
black rage several times only to pull himself back from the abyss. Every

_ incident has sapped a fittle more of his humanity and soon he will

pass over and be last forever. A survivor of the iil-fated destruction of

the Space Hulk Unhallowed Heart, Malakim Phoras has long held &
distrust of the Adeptus Terra after the castigation of his Chapter and
the centuries of distrust and opprobrium they had faced. This would
prove to be a flaw that would be exploited by Lugft Huren to bring
‘the Lamenters into the Secession and make them firm believers in the
Tyrant’s cause.

Malakim Phoros was befieved slain during the destruction of the battie
barge Daughter of Tempests during the Battle of Optera when the
Lamenters Chapter was battered inta submission by the Minotaurs.
Certain rumours since the Badab War have daimed however that he
survived fioating unseen in the wreckage to be eventually recovered
and joined his brethren in exile, but such stories cannot be confirmed.

MALAKIM PHOROS 175 POINTS
- Wargear: special Rules:
bed Ws BS S T W I A LD SV « Artificer Armour « Feariess
Manau@.'mxm 6 5 4 [AniE 5 dde D2+ » Glaive Encarmine = Independent Character
+ Catechist « Lovd of Ruin
Unit Composition: Unit Type: « Frag and Krak Grenades « Bloadiine of Sanguinius
= 1 Unique) * Infantry « Iron Halo

Lord of Ruin: An aura of palpable grief and bitter hatred
surrounds and suffuses Malakim Phoros, steeling his followers
with near suicidal determination and filing the hearts of their
enemies with despair. Any Lamenters unit he joins becomes
Feariess, and enemy units that lose a combat that involves
Malakim Phoros must re-roll successful Morale checks to prevent
falling back.

Bloodline of Sanguinius: The Lamenters are a Chapter formed
from the Blood Angels, and Lord Malakim Phoros is a special
character to be used in conjunction with a Lamenters army drawn
from the Blood Angels Cadex and counts as a Blood Angels model
(see the Blood Angels Codex for more details and rules pertaining
10 this).

Rage unto Death: At the sight of his awn blood, Malakim
Phoros's self-control begins to slip and he begins to become:
overwhelmed by the curse within his veins. Once he has lost

ane or more wounds, Malakim Phoros’ Strength and Attacks are
both increased by +1, but he gains the Rage universal special rule
for the rest of the battle, and also confers the Rage rule to any
Lamenters unit he joins.

Glaive Encarmine: This is a two-handed, master-crafted power
weapon

Catechist: This weapon is Malakim Pharos® ancient infernus pistal.
It has the following profile,

Type
Pistol, Melta

Range STR AP
Catechist (ol

Chapter Master: Malakim Phoros is a HQ choice for @
Codex Blood Angels army. If you use Malakim Phoros in your
army, than you may take no other Chapter Master, named of
otherwise. If Malakim Phoros is part of your army, you may
also include cne Blood Angels Honour Guard squad. This
unit does not count towards your HQ allowance.




CAPTAIN MORDACI BLAYLOCK

Captain of the Novamarines Ist Company. ‘The Stormbreaker

One of the greatest warriors his Chapter have known in their long
and fllustrious history, Mordaci Blaylock, is a cold-blooded, no-
nonsense commander whose physical bravery is legend, even among.
those who know no fear. A grizzied veteran whose advancing
years have not dimmed his strength or wits, Mordaci Blaylock has
commanded the Novamarines Tst Company for the last five decades,
marking the summit of & career that has seen him do battle on
countless worlds and against enemies unnumbered. Despite his many:
triumphs, Mordaci Blaylock has little love of glory or tities, eschewing
the many laurels of victary that have been his due over the years o5
rmere trinkets of vanity, but one name given by his battle-brothers;

“ has stood This title was gh i
after the defence of Uaxactun Septus against the ravages of the

Elddar Swordwind of Autarch Amyntal. The honour refiects that it was
Blaylock's Terminators that were the rock against which the Eidar
storm was broken, and Blaylock himself who crushed the life out of
the Autarch, having first imprisoned the afien’s glimmering blade
between his ribs where Blaylock had been impaled by it.

During the Badab War, Captain Mordaci Blaylock commanded the
Novamarines contingent an the side of the Loyalists, notably coming
to the aid of the ail but shattered Howling Griffons forces, and
performing a crucial role in combating Secessionist raiders, as well as
conducting punishing attacks against Orks and other marauders whe
sought to use the anarchy of the war fo their own advantage.

CAPTAIN MORDAC! BLAYLOCK 195 POINTS

Wargear: Special Rules:
ws BS S T W | A LD sV + Terminatar Armour  And They Shall Know No Fear
ModaiBajok 6 5 4 4 3 5 3 10 2+ + Iron Halo + Independent Character

« Foe Ripper + Hard as Stone
+ Storm Bolter * Terminator Attack

Unit Composition: Unit Type: * Combat Tactics

+ 1 (Unique) « Infantry

Hard as Stone: Mordaci Blaylock s a figure of almost
superstitious awe among his Chapter and the veteran of hundreds
of battles in the God-Emperor's name. He and any Terminator
squad he joins may choose to either pass of fail any Morale test
they are called on to make and cannot be pinned.

Terminatar Attack: If your army includes Mordadi Blaylock, your
Terminator and Terminator Assault squads count as scoring units.

BEERE

Foe Ripper: Foe Ripper is @ master-crafted chainfist.

Company Captain; Mordac Blaylock s a HQ choice for a
Codex Space Marines army. As 2 Company Captain, Mordaci
Blaylock allows you to take a Space Marine Command
squad in your army. This unit is a HQ choice but does not
count against your anmy’s HQ allowance.
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© KNIGHT-CAPTAIN ELAM COURBRAY

| 4Grind Champion of the Tournament of Flame, “The Young Master, Captain of the Fire Hawks 8th Company

. Relgning warrior supreme of the Fire Hawis Chapter, Elam Courbray
s an extraordinarily skilled fighter whose reactions in combat are
incredibly swift, even for a Space Marine. Moreover he has also
proven himself to be a formidable battie-feader, able to inspire
thase under his command to heights of exceflence and righteous
fury. His talents quickly earned him the right and title to command
the Fire Hawks 8" Company. The 8% is the Chapter's assault reserve
and this sults the young captain veell, as he has littie time for any
tactics other than those of diract attack. Courbray’s arrogant
confidence in his own prowess would be deemed unseemly in many
other Chapters, but within the prideful Fire Haviks, his bellcose
attitude is not only respected but seen as his right by mastery of
arms, A further mark of his favour in the Chapter, and a visible sign

KNIGHT CAPTAIN ELAM COURBRAY

that he is heir presumptive to the rank of Chapter Master of the Fire
Hawks, is the sword Excellus. An ancient power sword of unusual
design, when active its blade is shrouded in white-hot plasma; a
well-placed blov from Excellus can sear through the strongest
armour and burn its victim to cinders,

As the Badab Wr grew;, so did Elam Courbray’s reckless fury and his
hatred for the Secessionists. While his Chapter suffered terrible fosses
at the hands of their enemies, Elam Courbray was the only Fire Hawks
Captain to hold the rank that survived (along with his bitter-hearted
Chapter Master; Stibor Lazaerek), to see its conclusion and wreak a
savage vengeance on those that had defied them.

W5 BS S T W 1 A LD SV
BamCobray 6 4 4 4 3 6 3 9 3+

Unit Composition: Unit Type:

= 1 (Unigue) * Infantry.

185 POINTS
Wargear: special Rules:
+ Power Amour + And They Shall Know No.
* lron Halo. « Independent Character.
* Jump Pack + Combat Tactics
* Bolt Pistol « fuetall
* The Sword Excellus + Martial Contempt
* Frag and Krak Grenades * Chapter Tactics

Chapter Tactics: Knight-Captain Courbray's tactics epitomise
the Fire Hawks Chapter's love of murderous assaults and purging
flame. If you include Knight-Captain Courbray in your army

then all uniits in your army lose the Combat Tactics special rule.
Instead all flamers and heavy flamers in the army count as twin-
Jinked and Assault squads and Vanguard Assault squads count as
scoring units.

Firefall: Knight-Captain Elam Courbray is an outstanding warrior
and an inspiring leader, renowned for his speed and lightning-
swill attacks. He and any Jump Pack equipped Space Marine
squad he joins have the Counter Attack and Hit and Run universal
special rules.

The Sword Excellus: Excellus is a power weapon that also has
the Rending special rule. In addition, when he charges into an
assault, Knight-Captain Elam Courbray can forgo his usual number
of attacks (including the bonus attack for charging) to make

a single special attack which is a Strength 8, Power Weapon,
Rending attack.

Martial Contempt: If Knight-Captain Elam Courbray is in base-

to-base contact with an enemy independent character at the start
of any assault in which he is involved, then he must direct all his
attacks against them. Also, if charging into assault with a squad
containing an enemy independent character, Courbray must be
placed in base-to-base contact with them if possible. If more than
one enemy character is eligible as a target to attack, Courbrays
awing player may decide which to focus on

Company Captain: Knight-Captain Elam Courbray s a
HQ choice for a Codex Space Marines army. As a company
Captain, Knight-Captain Elam Courbray allows you to take
a Space Marine Command saquad in your army. This unit
is a HQ choice but does not count against your army’s HQ
allowance. This Command squad may be equipped with
jump packs for +50 points.




THE TYRANT'S CHESS-PIECES

Within decades of first assuming the mantle of ‘Tyrant’ in 718.M41 Lugit
Huron began to re-forge the planetary defence forces of the systems under
his command to his own specifications, forming tHe core and basic pattern

of what would later become known as the Tyrant’s Legion. Lugft Huron

spent many years preparing his domain for the possibility of all out war long
before he first shed the blood of his fellow Astartes, although whether he saw
his enemies being the denizens of the Maelstrom he had sworn to purge,

the corrupt degenerates of the Karthargo Sector with whom his long feud
simmered or the serried ranks of the Imperium itself, no man could truly say.

The Tyrant's Legion were a highly effective force, allowing the Secessionist
cause to defend the territory to which they had laid claim, and provided the
Tyrant with what was effectively a shadowy parallel to the Imperial Guard,
loyal only to Huron and the Astral Claws who to the human conscripts in its
ranks were no less than living gods touched by the Emperor. As the Badab
‘War raged, the role of the Tyrant's Legion proved vital. Foremost they
enabled the Secessionists o hold ground, a task for which Space Marines
are generally unsuited in temperament and gift, not to mention number.
But as mere men and women forced to take to the battlefield against the
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superhuman warriors of the Adeptus
Astartes, they were to pay a heavy
price for their loyaltias; their lives
pent in the tens of thousands
e war's end in a cause both lost
and damned.

Huron's concept of the Legion was
in some senses far from an original
one, but instead it can be viewed
as a historical anachronism with
more in common with the armies of
Terra during the Great Crusade - a
combined force of human conscripts
and soldiers directly commanded by
and tactically integrated with Space
Marine contingents. In practice
such arrangements created on an
ad hoc basis in wartime are still
commaon in the Imperium, particularly
during lengthy crusade service or
in isolated warzones bereft of help,
but Huren's conscious transgression
was to formalise this arrangement

- and integrate the chain of command
on a standing basis. In doing so
Lugft Huron fundamentally broke a
tenet of the Imperium's status quo
that had been largely upheld for
millennia since the dark days of the
Horus Heresy, a tenet that had been
enshrined to prevent any one Space
Marine commander from wielding
absolute power In the Imperium's
affairs again. The formation of the
Legion was also far from Huron's
only deliberate move to concentrate
all military power within the Badab
Seclor in his own hands and that of
his Chapter, as through a system
of patronage, charisma, might and
political skill he also inveigled the
noble houses and commercial
interests of those worlds he protected
under his direct control, and even
suborned the local officers of the
Maelstrom Fleet squadron under his
personal authority.

For Huron and the Astral Claws, the
Tyrant's Legion was to serve two
specific strategic purposas, the first
of which was territorial occupation
and defence. The Space Marines
at Huron's command (even given
the expansion in ranks that Huron
envisioned for his Chapter), simply
lacked anything like the manpower

worlds of the Maelstrom Zone alone,
and the Tyrant's Legion would allow
a force directly under Huron's control
to be in place on every world his claw
touched. More importantly, this force
would be Huron's, heart and soul,
neither as fractured or near sighted
as the scattered network of unequal
planetary defence armies that had
existed previously in the Maelstrom
Zone's Imperial worlds, and unlike
standing Imperial Guard regiments,
were beholden to no wider chain of
command (1o b or

Legion Auxilia
Ultimately an ignorant army of
disposable pawns, the Legion's
human Auxilia died for their Tyrant,
believing that is was they that
were defending the Imperium from
rebellion, and not as usurpers
themselves. Organisationally and
in terms of equipment, the Tyrant's
Legion was based fundamentally
on the existing pattern of Planetary
Defence Coda approved by the
artmento Munitorum and largely
ised across the Imperium,

redeployed at the whim of faceless
autocrats over whom Huron had
no control). Secondly, the Tyrant's
Legion would also serve at first
to hide Huron's true intentions for
the expansian of his Chapter. The
Astral Claws detachments placed
within the Tyrant's Legion's ranks
before the outbreak of war were
presented to outside scrutiny as
being tasked with the purging and

the Coda itself a strong echo of the
established structures and strictures
of the Imperial Guard. Abiding by
ancient local custom on Badab, these
forces were referred to as Defence
Auxilia, and were traditionally

formed around a core of professicnal
treops drawn from the household
armsmen of Badab's ruling elites
supplemented in times of crisis by
conscript militia from the general

1t of the and
often corrupt defence armies of
the Badab Sector. The Legion's
Tribunes were, in all cases passed
off as the force's commanders. This
succeeded in hiding the numbers
of his growing Chapter from prying
eyes, while dispersing them across
Huron's domain, hidden within the
Tyrant's Legion.

When the Badab War broke out in
eamnest, the perfidy of the Tyrant

and the Astral Claws rapidly

became apparent, as did their true
commanders, and the Tyrant's Legion
followed their master in lockstep, and
were without falter in taking up arms
against any who would challenge the
Tyrant's domains. In the early years
of the conflict, the integration of the
Astral Claws into the Legion often
took their foes by surprise, serving
as a 'force multiplier’ for the Astral
Claws, who used them aggressively
as an ablative shield to preserve their
Space Marine forces and soak up
enemy firepower, while in defence
(the task for which the Lagion had
been created), they bitterly resisted
the Loyalists, blunting even the
murderous force of Space Marine
assaults on occasion, although

to garrison and impose
‘on the far flung and often perilous

the ies they were
often immense.

Huron's innovation was
to raise these temporary forces to
permanant activity, and instil in them
a bloody-handed regime of discipline
where simple obedience to orders
was favoured over any other military
merit. Although most lacked the wider
training or skill of frantline Imperial
Guardsmen (this was particularly
the case in the latter stages of the
Badab War, where conscripts often
received little or no training before
being sent into battle), they were
given basic psycho-indoctrination to
ensure their loyalty, and they fought
and died well enough to serve the
Tyrant's purpose. Although in a war
where giants walked and gave battle,
it would be the Space Marines,

not they who would ultimately
decide matters.

The equipping of the Legion Auxilia
was dependant on two factors; what
could be locally produced in the
manufactora of the Badab Sector
and prioritisation of resources
amongst the Secessionist cause. In
the first, the Auxilia were relatively
well provided for in small arms

and munitions, as well as basic
artillery and tank designs, although
they lacked anything like the full
breadth and scope of weapons and
machines available to the Imperial



Guard, what they did possess
however they were often able to
field in abundance. In the second
the human Auxilia suffered because
of the hubris and disregard of their
masters; lo the Astral Claws the
Auxilia were eminently disposable,
their lives to be spent with no more
value than that of a bolter round, and
for exactly the same purpose. As
such, more valuable and resource
intensive technology was denied to
them as a matter of course as being
considered wasteful, and as a result,
for example, plasma weaponry and
lascannons were mostly reserved
for the Astartes. The only exceptions
being the Legion’s officer class and
their retainars (who often relied on
family connections to supply them)
and heavy armour.

Legion Space Marines

The Astral Claws Space Marines
reprasented both the hidden power
and ultimate masters of the Tyrant's
Legion forces; lions lurking ameng
jackals. Huron's ultimate aim with

the creation of the Legion was to
supplement the fighting power of the
Astral Claws Chapter, not supplant it,
and while he devoted roughly a third
of his Astral Claws battle-brothers

to deployment in the Legion, the

rest continued to fight in the familiar
pattern and style of a Space Marine
Chapter and deployment of individual
Space Marines was often fluid
between the two. Huron instead used
the Tyrant's Legion to concentrate the
battiefield potential of tightly deployed
groups of Astral Claws in the field,
and to provide those battle-brothers
with an ablative shield of human lives
fo increase their own survivability
and drain their enemy’s resources,
weakening them for a Killer blow
delivered by the Astral Claws.

The Tyrant's Legion was also crealed
to be a force that Huron could trust
10 be loyal above all else, and while
it relied on the military nobility of the
Badab Sector for its field officers,

it was always the Astral Claws
themselves who had absolute final
authority, and any Tyrant's Legion
detachment of any real size in the
war was assigned its own Centurion.
Each Centurion was an Astral Claws

veteran who could be entrustad with
both tactical command and to make
bloody examples to shirkers, cowards
and those that failed their masters. To
the human ranks below them, these
armoured giants were literally seen
as Angels of Death, and were figures
both of holy awe and terror.

Irregular & Support Forces

As a general of great strategic
acumen, Huron recognised the value
of each aspect of his amed forces
working together as an integrated
whole in any grand plan. This entailed
the Astral Claws to provide the elite
killing ability and the Auxilia the flesh
and bone manpower and depth to

the Legion, and he looked to other
forces to bridge perceived gaps in
their operations. Foremost of these

he used the Maelstrom fleet (into
which he had pumped considerable
additional resources from the withheld
planetary tiths), to provide the Tyrant's
Legion with air support both in attack
and defence, aided in this by use

of confiscated and locally produced
nen-military lighter craft and shuttles
to provide the Legion with additional
air mobility where possible, although
the success of this plan was moderate
at best and worsened considerably as
the war took its toll.

Of a more complex and sinister
dimension however was Huron's

use of outside and irregular forces,
'something which he kept secret
aven from his close allies right up
until the end of the war. Displaying

a highly unusual grasp and even
enjoyment of intrigue and espionage
for a Space Marine Chapter Master,
Huron had long cultivated contacts
and agents among those recidivists,
outsiders and renegades in the
Maelstrom Zone that it was both

his sworn duty and passion to hunt
and kill. It was intelligence gathered
from these channels that contributed
o many of the Maelstrom Warders
successes before the Badab War,
and as the conflict worsened for the
Secessionists, Huron turned to many
of his erstwhile agents and through a
mixture of fear, blackmail and bribery
brought them to fight directly in aid of
his cause, although they seldom did
s0 willingly.

WHY COLLECT A TYRANT'S
LEGION ARMY?

The Tyrant's Legion allows you to
do something a little different than
the norm; field a combined force
of Space Marines and (what are
affectively) Imperial Guard in battle,
but it does so in a way that will both
‘feel’ and play very differently than
using them together as allies in a
run-of-the-mill sense. The Tyrant's
Legion is based around an extreme
idea; it takes the difference between
the superhuman Space Marines

and the all-too human Auxilia and
follows the ‘military logic' (if you

like) of this discrepancy to a very
dark conclusion, namely that the
humans are not only expendable but
deliberately expended to protect the
Space Marines so they can go about
dealing damage to the enemy. The
Tyrant's Legion is not a Chaos force,
but they certainly aren't on the side
of virtue and righteousness either
(even as far as the rest of the blood-
soaked Imperium might be) and the
Tyrant's Legion is very deliberately

a dark reflection of the Imperium’s
usual forces: The Space Marines are
merciless killers and its foot soldiers
‘are brave but ultimately doomed, it
is an elite army contained within a
masking horde, a sledgehammer, not
a rapier. It's designed 1o let a player
very closely simulate being Huron
himself, with the ‘Big Guns’ at his
back and his Astral Claws waiting

to deliver the death-blow, playing
games of cruel chess with the lives
of men.

Although the Tyrant's Legion is very
much a part of the narrative of the
Badab War, there's nothing to stop
you using it in other games and
campaigns of your own (in fact we
ly encourage it!). While very
deliberately focused on its theme,

it has been prepared and designed
to allow for competitive friendly

play, and should give any other
‘Warhammer 40,000 army a run for its
money if used with skill.

You could alsc use this army list to

represent other Space Marine forces
with closaly intsgrated allies, as might
happen on a long crusade, during the
siege of an isolated world or during
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particularly tumultuous era where the
normal run of the Imperium's order
has broken down for a time, and the
pace Marines step in to take charge
ieedless of the lives of those fragile
humans fighting beside them. A more
extreme variation would be to replace
the Space Marine squads and
options here with their equivalents
from Codex: Chaos Space Marines,
crealing a well-organised Chaos
Renegade or Traitor Guard force
enslaved to the will of a Chaos Space
Marine warband, such as might
be found in the ranks of the Iron
Warriors or Alpha Legion.

TYRANT’'S LEGION MODELS
All of the units within this army list
can be made up from the Space
Marine and Imperial Guard ranges.
from Games Workshop and Forge
World, and they cover a wide spread
«oi troop types and vehicles although
the army doesn't have full access

to everything from either codex

by a long shot. The Space Marine
«core of the Tyrant’s Legion is made
up from the Astral Claws Chapter,
and colour schemes, photos and
profiles of which you can find dotted
throughout this book. The Legion's
human Auxilia are founded on many
different worlds throughout the
Tyrant's domain, and almost any
scheme you like is perfectly usable
for these forces, although the criginal
Legion raised on Badab Primaris
have urban grey fatigues and grey-
black flak armour. Throughout the
Tyrant's Legion the symbol of the
Tyrant's Claw is common, as well

as conventional Imperial markings.
Irregular troops such as renegade
marauders could appear as just
about anything from underhive
scum to guild enforcers to heretek
archeopirates, not to mention strange
xenos life forms and sub-humans.
Necromunda miniatures offer a lot to
work with here, although this offers a
perfect opportunity to use your own
conversions and make a unit with its
‘own unique character.

The J

the fc

battle missions, others may be found in the special missions found elsewhere in
this book and in other 40,000 I

t used for standard

For more

40,000 rulebook.

on force organisation charts and using army lists, please refer to the Warhammer

—

TROOPS.

USING THE ARMY LIST

Decide on a points total for the game
you will be playing (this may also
depend on the mission if you have
chosen a specific one in advance).
Build your army by making choices
from the army list. To make a choice,
look at the relevant section of the
army list and decide which units you
want to have in your army and what
upgrades you what to give that unit
(if any) from those available in its
listing. Remember you should not
field models equipped with weapons
«and wargear not shown on the model
itself. This includes vehicle upgrades.
Once this is done, subtract the points
wvalue of the unit from your total points
before making another choice and so
on. Gontinue with this until you have
used up all the points 1o the total that
you will be using in the game.

Some units have their own
restrictions on use in addition to their
place in the force organisation chart;
these will be listed in the individual
unit entries. The most pertinent
example of this in this army list is
the Legion Auxilia, which has a “1+'
restriction, which means you must
always select at least one of these
units when building your army.

USING A FORCE ORGANISATION
CHART

This army list is intended to be used
with a force organisation chart as
found in the Warhammer 40,000
rulebook depending on the mission
you will be playing. Each chart is split
into five categories that correspond to
the sections shown here in the army
list, and each category has one or
more boxes shown. Each light tone
box indicates that you may take one
choice from that section of the army
list, while a dark tene box means that
you must make a compulsory choice
from that sectian.

Note that unless a model or vehicle
forms part of a squad (Cohort, etc)
or squadron, it counts as a single
choice from those available to

the army.




SPECIAL RULES

Note that this army list has been
designed to be used in conjunction
primarily with Codex Space Marines,
and a table of weapons for the army
list has been complied for reference
at the end of the list. Also note

that while the human troops in the
Tyrant's Legion use Imperial Guard
style organisation and gear, they are
nowhere near as cohesive or well-
trained and do not have all of the
options or special rules pertaining to
the Imperial Guard.

The Tyrant’s Due

To the Astral Claws Space Marines,
the human foot soldiers of the Legion
are nothing but cannon fodder, lives
to be expended as needs be in the
Tyrant's great and glorious cause.
Any Space Marine with this special
rule may claim +1 to any cover saves
granted because of fire passing
through an Auxilia infantry unit to
reach them (a 4+ becoming a 3+
and so on). However if this bonus

is claimed, the Auxilia infantry unit

per unit firing through them against
which this save bonus has been
claimed. Wounds inflicted this way
are distributed as per wounds from
normal shooting attacks and have no
AP value.

And They Shall Know No Fear
See Codex Space Marines

Combat Tactics
See Codex Space Marines

Chapter Tactics
See Codex Space Marines

TR

Universal Special Rules

Furious Charge, Counter-Attack, Feel
Na Pain, etc, see the Warhammer
40,000 rulebook,

WARGEAR

Refractor Field: The refractor field
is a compact energy shield projector,
a rare and highly valuable piece of
technology often utilised by members
of the Imperium's nobility and high
ranking military officers for personal
defence. It provides a 5+ invulnerable
save.

Combat Shield: A combat shield

is a wrist mounted shield or buckler
containing a small field generator
which enables it to withstand great
amounts of damage. Although its
smaller size and weaker field means
it offers nothing like the protection
offered by an Astartes Storm Shield,
it has the advantage of being easier
to produce and is light enough ta
leave the user's hand free to wield
another weapen. A combat shield
confers a 6+ invulnerable save.

Narthecium: While the Apothecary
that carries this specialised medical
and alchemical gear is still alive, all
Space Marine models in their squad
and any Space Marine independent
characters that have jeined it have
the Feel No Pain universal special
rule.

Las-cutters: See page 152

Autoguns: Treat as a lasgun (simply
modelled differently)

IMPERIAL NAVY AIRCRAFT
UPGRADES

The following upgrades are available
to Imperial aircraft where listed in >
their profiles: R

Flare or Chatf Launcher: (One use
only). If the vehicle is subject to an
Immobilised result on the damage
tables, they can re-roll this but must
abide by the second result.

Armoured Cockpit: If the vehicle

is subject to a Crew Shaken or Crew
Stunned result on the damage table,
this may be ignored on a DB roll

of 4+.

Infrared Targeting: The vehicle
has the Night Vision/Acute Senses
universal special rule.

Illum Flare: (One use only). Used

in Missions where the Night Fighting
special rule is being used, one target
spotted by the carrying vehicle may
also be illuminated with this flare,
allowing any other friendly unit to
target it in the next turn (as long as
they are within range and line of
sight, etc).

Distinctive Paint Scheme or

Decals: (One use only). While the
‘owning vehicle is in play, one friendly
unit within line of sight of the vehicle
may re-roll a single failed Morale test.
Distinctive paint scheme/decals must
be represented on the model.

list divides the two for clarity:

Space Marine Units: Lugft Huron, Legion Centurion,
Corpse Taker, Legion Retaliator Squad, Legion Space
Marine Cohort, Space Marine Rhino, Space Marina
Razorback, Legion lron Hunter Squadron, Legion Sentry
Gun Battery, Astral Claws Chapter Support.

COMBINED ARMS

The Tyrant's Legion is made up of a mixture of Astral Claws Space Marine units and human auxiliary troops used as cannon
fodder by the Tyrant. In certain situations and for the purpose of special rules where this may be a factor, the following

Human Auxilia Units: Legion Auxilia Command
Detachmant, Legion Auxilia, Auxilia Armsmen Cadre,
Auxilia Chimera, Auxilia Helthound Flame Tank
Squadron, Auxilia Battle Tank Squadron, Auxilia

Siege Defence Squadron, Auxilia Fire Support Cohort,
Auxilla Heavy Ordnance Battery, also Artiliery Barrage,

Fleet Lighters, 0 and
Maglstrom Fleet Naval Detachment.

s



UGFT HURON, THE TYRANT OF BADAB

235 POINTS

page 160 for details

The Tyrant's Shield
If Lugft Huron is part of the army, then you may also include a
single Elites choice chosen from Codex: Space Marines as one of

this army’s Elites choices if you wish, as well as the Honour Guard
squad made eligible because Huron is a Chapter Master (see
Codex: Space Marines for more details).

LEGION CENTURION.

55 POINTS.
Options:
WS BS S T W I A LD SV « The Centurion may replace their balt gun or bolt pistol with one of the
Centurion T e 244 2 9 3 following options:
Fy - Chainsword
i ¥ ield
The Centurions were veteran Astral Claws Space Marines, chasen - Storm bolter ......... Z
20 both command and f needs be punish the human Auxilia of - Combi Melta, combi plasma or combi flamer
the Tyrant’s legion, and selected for their might at arms and utter N i +15 points
devotion to Huron’s cause. They were objects of religious awe and - Power weapon +15 points
genuine terror by thase they commanded, and also served as the eyes. - Power fist 425 points
“and ears of the Tyrant acrass his fledgling pocket empire.
* The C y also h .45 points

Unit Composition: Special Rules:
+ 1 Centurion - Character
+ And They Shall Know No Fear
Unit Type: « Angel of Death
« Infantry * The Tip of the Claw
» Combat Tactics
Wargear: * The Tyrant's Due
« Power armour
« Bolt pistol Dedicated Transport:
« Bolt qun * None

« Frag and Krak grenades

Angel of Death: It is possible for the Centurion to be part of
an Ausilia unit when it breaks from combat. In this case the
Centurion will automatically regroup as normal as per the And
They Shall Know No Fear rule, and if this oceurs, the squad
they are with will immediately also take a test to regroup
regardless of casualties, unit strength, etc. If they pass this test
then the unit regroups as normal but suffers D3 wounds (25
the Centurion restores arder by making a bloody example of
shirkers). If they fail the test, then the Centurion stays where
he is and the rest of the unit continues to flee, but the fleeing
unit still suffers D3 wounds. Wounds should be allocated as
per shooting and have no AP value. If caught by 2 sweeping
advance, the Centurion and any human Awlia unit they have
joined are subject to the No Retreat! Rule while the Centurion
survives.

The Tip of the Claw: The Centurians represent the Tyrant's
direct cantrol over the Legion. As such a Centurion is &
compulsory HQ choice in any Tyrant’s Legion army of 1,500
points or more, regardless of the force allocation chart being.
used for the mission
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LEGION AUXILIA C DETACHMENT. 4SPOINTS ;.
Ws BS S T W I A LD SV Options:
Tribune 4 4 3¢ ziCa RGNS = Up to two Bodyguards in the detachment may exchange their Lasgun
Prefect or Laspistol for one of the following weapors:
Commander 3 4 3.3 1 3 2 B 5+ - Flamer
Bodyguard 3 4% 3 1 3t s - Grenade Launcher
Heavy Weapons - Maltagun
Team L R CHE IR L - Combat Shield
* The may be byan

Drawn from the military aristocracy and civil powers of the workds
of the Maelstrom Zone, the human Auxiia’s tactical command and
the day-to-day administration was left in the hands of the prefect
commanders and iribunes (the latter being the tradiitional titfe given
16 the colonels of the local Badab Sector defence forces). Although
they lacked the erudition i warfare and strategic schoaling of

true imperial Guard officers, they were both vaiiant and proud,
accustomed to leading their men from the front and fighting at the
thick of the fray. Thanks to their connections and rank they were
better equipped than mast of the Legion, although in the eyes of

their Space they were no more ths hardly

less disposable than the conscripts they commanded.

Unit Composition: Special Rules:

* Prefect Commander * Field Commander (Prefect

« 4 Bodyquards CommandenTribune)

Unit Type: Dedicated Transport:

* Infantry * The Ausilia Command
Detachment may take &

Wargear: Chimera as a dedicated

transport at the appropriate
cost (see page 183)

* Flak armour

* Lasgun or close combat
weapon

* Laspistol

* Frag Grenades

* Refractor Field (Trioune only}

Field Commander: When within 18" of this madel, all human
Auxilia units may use the Prefect Commander's/Tribune's
Leadership rather than their own for determining Morale tests
and Pinning tests (modified as normal by the conditions of the
test), unless the Prefect Commander/Tribune themselves are
already falling back.

heavy weapons team carying one of the following:
- Heavy

- Heavy Flamer
- Missie Launcher......

« Any model may exchange their lasgun for  shotgun......

o The entie detachment may aso be equipped with krok grenddesi..

+5 points %
+ The entire detichment may be upgraded to wear carapace armour d
+20 points 3

* The Prefect Commander may be upgraded to a Tribune .....+20 points

* The Prefect C y replace either their and/
or close combat weapon with one of the following options:
- Bolt pistol +5 points
- Plasma pistol, +15 points
B — s 410 pOIES
- POWBE ISt i i LG S0t e L L Ll BRI
« The Prefect Commander/Tribune may also have Melta bormbs..........
+5 points




ELITES

50 POINTS

7 -QRPSE TAKER.

Options:

ws BS S T W I A LD sV + The Corpse Taker squad may include up to seven additional Dissection
Apothecary Servitors ...+10 points per model
Vivisector P TN T S T B L
Dissection » The Apathecary may replace their chainsword with a powier weapon
Servitor BEa 35308 3 SrRelia +10 points
« The Ap y upgrade their bolt gun ta use Helf s ...
As the Badab War unfolded, the sins and malice of the Tyrant became +10 points
clear for his ies to see. One dark on the battlefield
was the arrival of the Vivisectors, or "corp: “to

give them the fearful nickname they were known by the human
Auxilia of the Tyrant’s Legion. In a blasphemous perversion of the
duty of a pormal Space Marine Chapter Apothecary, the Vivisector's
purpase was (0 recover the gene-seed nat only of the Astral
Claws but of any fallen Space Marine they could harvest from the
battlefield, and in the case of the enemy, regardiess of whether their
 subject was living or dead. With this gene-seed, Huron intended to
secure the Astral Claws continued increase in numbers and eventual

~ victory, but to the Loyalist Space Marines there could be no greater

Insult or more hateful crime.
Unit Composition: Special Rules:
* 1 Apothecary Vivisector « And They Shall Know No Fear
+ 2 Dissection Senvitars {Apothecary}

* Combat Tactics (Apothecary)
Unit Type: * Dark Harvest (Apothecary)
* Infantry * Mindlock (Dissection servitors)

« The Tyrants Due
Wargear:
« Pawer armour (Apothecary)
= Bolt pistol or bolt gun
(Apathecary)
s Frag and Krak grenades
(Apothecary)

Dedicated Transport:

= The unit may take  Rhino
or Razorback as a dedicated
transport at the appropriate
cast (see page 182).

Dark Harvest: The principal duty of the Corpse Taker is

to recover gene-seed stacks from fallen Space Marines,
indiscriminate of their origin. In games where Kill Points are
being used, any enemy Space Marine infantry squad wiped out
within 12° of a Corpse Taker unit counts as double for the Kill
Points score.

Mindlock: Unless the Servitors are accompanied by the
Apothecary Vivisector, foll a D6 at the start an each turn. On
4+ the unit operates normally, otherwise it (including any
attached characters, etc) may do nothing at all that turn other
than defend irself in a close combat if engaged.
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RENEGADE MARAUDER SQUAD

it

TES

Ws BS 5 T W I A LD SV A
Marauder Chief 4 4 3 3 2 4 2 8 S5+
Marauder 4 33 SRR D SR L
Brute 4 o 2NAga 3 2 3L TEIS

The Tyrant of Badab was a cunning political operator as well as a
master strategist of rare skill, with the ability to think what to other
Space Marine commanders would be the unthinkable. One such
‘unthinkable’ act was to employ his enemies against themseives,
gamnering agents and mercenaries among the marauders and
renegades of the outer Maelstrom Zone, some of which came to
obey him through greed and fear. Although Lugft Huron viewed
them as no mare than contemptible pavins to be ultimately disposed
of, he conceded they had their uses, and particularly in the Badab
War's later stages when the Tyrant's forces were running out of ailies
and gptions, they were co-opted inta service in batile,

Unit Composition: Special Rules:
« Marauder Chief o Specialists
* 4 Marauders * Brutes

« InitFor The honey.
Unit Type: * Rending close combat attacks
 Infantry (Brutes only)
Wargear: Dedicated Transport:

* Flak srmour
* Lasgun/autogun or shotgun
o laspistol (Marauder and

» I the Marauder squad numbers
ten modefs or less it may toke
an Arwus Lighter as a dedicated

Marauder Chief only) transport, or if twelve models
+ Close combat weapon o less 3 Chimera, each at the
+ Frag Grenades appropriate cost (see page 183).

Options:
» The squad may include up to five additional Marauders at ... ...

+10 points each
= The squad may include up to two Brutes at +30 points each

* Up to two Marsuders may exchange their lasgun for one of the

following weapons:

- Flamer.... +5points per model
- +5 points per model
- Sniper iffe. i

- Meltagun... ...

- Heavy stubber . +10 points per modsl
- Power weapon . +10 points per model

* The Marauder Chief may replace either their laspistol andfor dose
combat weapon with one of the following options: :

- Bolt pistol 5 point
~Bolt gun +5 points
- Plasma pistol. +15 points

+10 points
-+15 points

« The Marauder Chief may also have any of the following:

+5 points
+10 points
+25 points

- Refractor fi

harge

Specialists: The Tyrant would not tolerate such scum to live unless

they served his purpose well. Choose one of the following special

abiliies for the Marauder unit:

- Stalkers: The squad gains the Acute Senses, Stealth and Move
Through Cover universal Special rules.

- Murder Cultists: The squad gains the Furious Charge and Scout
universal special rules.

- Hereteks: The squad’ armour save is increased ta 4+ and the entire
unit gains Krak grenades.

In It For The Money: Renegade marauders are pure mercenaries,
with lttle love lost for a master that was once their enemy and is
likely to one day be so again. If they fail a Break test for any reason
they may not regroup.

Brutes: These creatures (or creations) represent savage xeno-forms,
combat servitors, feral Ogryn and even foul heretek abominations
such as the murder gholem, all employed by the Marauders for
their ability to rend and shred their enemies, They can come in a
variety of forms but are treated as being identical in so far as the
game is concerned and should be modelled an a 40mm base.
Brutes count as twa models each for the purpases of determining
vehicle transpart occupancy.

%

.




100 POINTS.

Veteran Sergeant 4 4
SpaceMarine 4 4

When Huron seized control of Badab and made himself Tyrant. the
Asnaiaams!eppedourydemhmmdm‘mmnimem
operations. It quickly became necessary to organise special units to
exert the Astral Claws control directly where needed, and so were
 the Retaliator Squads born. Drawn wnawfmm lhEAslraFGaws

Options:
« The Retaliator squad may include up to five additional Space Marines
+15 points per model

= One model in the squad may replace their combat shield or chainsword
for one of the following:

mmuhcompanywm-hmd in dlose q
 assault and space-bi by

- Flamer Free

- Meltagun. ...+ paints.

- istol. .. +10 points.

- POWT WEBPOM . oo +10 paints

- Heavy baker .. +10 points

rding actions, they iso losow - Lascutter .45 points

terror and enforce loyalty by bioody example. The Retaliator squads
were expanded with the advent of the Tyrant’s Legion, and formed
its feared spearhead strike force, freeing the Chapter assault reserve
to fulfilirs tactical duties in the wider vear.

 Unit Composition: Special Rules:

» 4 Space Marines * And They Shall Know No Fear
* 1 Veteran Sergeant + Combat Tactics

* The Tyrants Due
Unit Type:
« Infantry Dedicated Transport:

« The unit may take a Rhino
Wargear: or Razorback as 2 dedicated
« Power armour transpost at the appropriate
« Bolt pistol cost (see below).
* Combat Shield
« Chainsword

» Frag and Krak grenades

DEDICATED

RHINO.

TRANSPORT

+ The Veteran Sergeant may replace his chainsward with one of the.
following options:

P +15 points
- Power weapan i
- Power fist

« The +20 points.

Void Armour: In boarding action scenarios, Retaliator squads.
automatically count as having Vioid Hardened armour at no cost
(see page 152)

35 POINTS

RAZORBACK

40 POINTS

Certain Space Marine units in the Tyrant's Legion force may include Rhinos or Razorbacks a5 dedicated unit transports as indicated within
their army list entry, and may take the appropriate upgrades and options as normal. See Codex Space Marines for details of these vehicles




DEDICATED T

AUXILIA CHIMERA ARMOURED TRANSPORT. 55 POI
. Optio
= Armour « AChimera may exchange its multilaser for a:
8 F S R - Heavy Free
Chimera 3 1z 100 - Heavy flamer Free
- Twin-linked heavy boter.... ~+10 points
+5 points
The most commonly utilised armoured vehicle of the Imperial
Guard, the Chimera is a durable vehicle with an excellent transport = A Chimera may exchange its hull heavy bolter for a:
capacity and capable of mounting a variety of squad support - Heavy flamer Free
weapons. Supplies of the Chimera were limited, and it was usually
‘bnly fielded within the Tyrant’s Legion by the mare highly valved » A Chimera may take any of the following:
Armsmen units and command detachments {with the Secessionists' - Pintl 4 storm bolter or heavy +10 points
limited production capacity of the hull more often devoted to other Hi killer missile +10 points.
war machines). = DIOZEY BIGUE e e o SN . 0, DA
E +15 points
Unit Composition: Transport Capacity: -G ing +20 points
+ 1 Chimera « Twelve models (may
not ransport models in
Unit Type: Terminator armour) Amphibious: A Chimera treats all water features as dear terrain
* Vehicie (Tank} wihen it moves.
Fire Points:
Wargear: * Five (Top Hatch)
* Multilaser
= Heavy bolter Special Rules:
- Searchlight + Amphibious

* Smoke launchers

AUXILIA TROJAN SUPPORT VEHICLE 35 POINTS.
Options:
Armour + A Trojan may exchange its heavy bolter for a:
Bs/AE (s ! - Heavy flamer Free
Trojan 3 10 10 10

+ ATrojan may take any of the following:
- bolter or heavy .. +10 points
Utiising the same basic hull and design as the Chimera, although - HUNEEIGHEE MSHIR ... #10 POINTS
with a considerably more powerful engine, the Trojan is employed - Dozer blade 45 points
a5 & battlefield towing and supply vehicle by the Imperium’s armed - Ext +15 points
forces. It is a measure of the importance the Tyrant's Legion placed -Ci i 420 points
on its heavy guns that the production and repair of the Trojan was - smoke launcher. +5 points

granted a higher priority than the Chimera on which it was based.

Unit Compositian: Transport capacity:
1 Trojan + None

it Type: Fire Points:
 Vehicle (Tank) + None
Wargear: ‘special Rules:
+ Heavy bolter + Amphibious

+ Towing Vehicle

Towing Vehicle: The Trojan's main role is as an artillery towing
wehicle and supply hauler. To limber or unlimber an artillery
piece takes an entire tur in which the Trojan cannot move and
during this tum the artillery piece in question cannot fire. Wihen
a towed artillery piece is deployed from a Trojan it may be placed
facing any way the owning player wishes.

Amphibious: A Trojan treats all water features as dear terrain
when it moves, unless it is towing anything, in which case this
rule no longer applies.




Unit Composition:

TROOPS

EGION SPACE MARINE COHORT

WS BS 5 T W | A LD SV
Veteran Sergeant | 4 a 4 4 1 4 2 9 3+
SpaceMarine = |4 4 4 4 1 4 1 8 3+

The beating heart of the Tyrant's Legion were the Astral Claws
themseives; units drawn from the expanding Chapter who hid their
growing numbers among the sector’s human defence corps in the
quise of training and field command. Huron deployed and organised
these ‘Cohorts" along the lines of the Space Marine Legions of

old, with his distant dream of re-conquering the Maelstrom in the
name of the Emperar his fong term goal. Even after that dream

was to wither and he was 1o set himself and his Chapter against

the Imperium, the Cohort deployments persisted as the brutal and
irresistibie killing hand of the Legion forces.

Special Rules:
= And They Shall Know No Fear
* Combat Tactics
* The Tyrant’s Due

* 9 Space Marines.
* 1 Veteran Sergeant

Unit Type:
« Infantry Dedicated Transport:

« If the unit numbers 10 models
‘Wargear: it may take a Rhino as a
* POWEr 31mour dedicated transport at the
+ Bolt pistol appropriate cost (sce page 182)
+ Bolt qun <

» Frag and Krak grenades

150 POINTS.

Options:
» The Cohort may include up to ten additional Space Marines............
e A +15 points per model

= For every 5 models in the cohort, one Space Marine may exchange
their bolt gun for one of the following weapons:
o .. +5 paints per model

... +10 points per madel
... +15 paints per madel
....+10 points per madel
. +10 points per madel

. +15 points per made|

- Heavy bolter ..
- Missile launcher

« The Veteran Sergeant may replace his bolt pistol and/or bolt gun with
one of the following options

- Chainsword
Y b
- Combi-melta, combi-plasma or coml +10 points
- Plasma pistol +15 points
- Power weapon ... - +15 points
- Power fist 425 points
» The Veteran Sergeant may also have Melta bOMDSs.............+5 paints




TROOPS

1+ LEGION AUXILIA

ws BS S T W I A LD SV
Prefect 3 3 3 3 1 3 2077 .6k
Auxiliary 2 2203 SRR SNy S R

The meat and banes of the Tyrant’s Legion was its human Auxilia,
conscripts drafted from among the able bodied of the workds at the
heart of Huron's domain. They were subjected {o perfunctory military
training and heavily indoctrinated, befieving without question that it
wias they who fought for the Emperor not against his forces. Al that
was required of them was that they could stand their ground and obey
without question, and failure to do either often proved fatal. Although
their equipment was pattemed after the Imperial Guard, it was often
substandard or reclaimed from the dead, slthough this mattered little

70 PDINTS)

Options:
# The Auxilia may include up to 20 additional Auxiliaries..
+3 points per motel

= For every 10 models in the cohort, ane Auxiliary may exchange theis
lasgun or autogun for one of the following weapons:

- Flamer .

- Grenade Launchr

- Heavy Stubber.......

.. +10 points per model

« The entire Cohort may also be equipped with frag grenades..
+10 points for the entire Cohort

+ The Prefect may replace either his laspistol or ciose combat weapon
with one of the following options

when faced with the might of the Loyalist Spa - Shotgun. Free
-Bolt pistol +5 points
- Power weapon +10 points

Unit Compasition: Special Rules:

= 19 Augiliaries * Prefect’s Discipline + The Prefect may akso have Krak grenades ... 42 points

= 1 Prefect

Unit Type: Prefect’s Discipline: The Tyrant's human auxiliaries were trained

* Infantry to follow the orders of their prefects without question, and the:
slightest infraction of discipline was punishable by death. While

Wargear; the Cohort’s Prefect is still alive, the squad maya!waysalm

*+ Sub-Flak armour
+ Lasgun or autogun (Ausiliary)
* Laspistol (Prefect)

+ Close combat weapon

1o rally, even if &t less than half strength.

|

-

%



TROOPS

CADRE 50 POINTS
Options:
Wws BS S T W I A LD SV » The cadre may include up to ten additional ArMSMEN .............oo.co
MasterAtAms 4 4 3 3 1 3 2 7 5+ R ... i +5 points per madel
Armsmen 37 3534300 3 L Re
Heavy Weapons * One model in the cohort may exchange their lasgun for one of the
Team e 3 33tz 3l following weapons:
= - Famer +5 points
- Grenade launcher +5 points
In adidition to the masses of the conscripted Legion Auxilia, the Tyrant - Meltagun, +10 paints
also folded a number of trained military forces into the Tyrant’s y +10 paints.

Legion in order to give its human soldiery & core of professional

" troops. Most of these came from the standing private armies of the.

secior nobility who were forced to contribute to the Secessionist

* For every 10 models in the cadre, two Armsmen may be exchanged for
a heavy weapon team carrying one of the following:

cause or face along with Cor cadres,
mercenary companies and Maelstrom fleet Armsmen. Although as
the war dragged on, underhive criminal gangs and worse were also
drafted on pain of death.

Unit Composition: Special Rules:
* 9 Armsmen + Weapons Drill
+ 1 Master At Arms
Dedicated Transport:
Unit Type: + AlLegion Armsmen cadre may
+ Infantry take a Chimera a5 a dedicated
transport at the appropriate
Wargear: cost (see page 183) if it
+ Flak armour numbers 12 models or less.
+ Lasgun
* Laspistol
« Frag Grenades

+10 paints per model
. +10 points per model
+15 paints per model
+15 paints per model

~Autocannon .........
~Heavy flamer ..........
~Missile launcher ...

+ Any model may exchange their lasgun for a shotgun or clase combat
veeapon free

* The entire cadre may also be equipped with krak grenades. 3
+10 points

+ The entire cadre may be upgraded to wear carapace armour .
+25 paints

* The Master at Arms may replace either his laspistol andror close
combat weapon with one of the following options:

-Bolt pistol +5 points
- Plasma pistol. +15 points
- Power weapon .. +10 points.
- Power fist . - +15 points
* The Master At A may ako have Melta bombs ..............+5 points

‘Weapons Drill: As long as the squad has remained completely
stationary that turn, the squad may re-roll results of ‘1" to hit *
with their lasguns or shotguns but may not assault afterwards
in the same turn. Note that the entire squad must remain
stationary for this option to work (and they may not embark or
disembark from vehicles, etc).




FAST ATTACK

LEGION IRON HUNTER SQUADRON

ws BS $ T W | A LD SV
Huntmaster 4 4 4 45 1 4 2.9 3
Iron Hunter 4 4 4 45 1 4 1 8 3

The Astral Claws had a long tradition nfhrghnfadem biker units in

155 PUINTS?
Options:

« The squadran may include up to 5 additional Iron Hunter bikers . ..
...+25 points per model

» For every 5 models in the squadron, one Irn Hunter may exchange
their bolt pistal or chainsword for ane of the following weapons:

its g back for Huron’s
accession to power within the Chapter. Knawn as Iron Hunters,
these rapidiy moving squadrons were used by the Chapter principally
in harrowing and running doven a broken or scattered foe, and

to counter-assault against flanking attacks or breakthroughs by
nnumerically superior enemies in the field. As the secret expansion

of the Chapter got underway, Huron expanded the iron Hunter
squadrans at his disposal, deploying them to the Tyrant’s Legion in
sizable numbers, providing the Legion’s often unwieldy ranks with &
‘hard-hitting and rapid moving strike force.

Unit Composition: Wargear:
* 4 Space Marine lron Hunter * Power armour
Bikers + Bolt pistol or chainsward

« 1 Space Marine Huntmaster * frag and Krak grenades
« Space Marine bike with twin-
Unit Type: linked boltguns

= Bikes

o7 B .. +5 points per madel
e +10 points per madel
= Pasma guN ... - +15 points per madel

+ The Huntmaster may replace his bolt pistol of chainsword with one of
the following options:
- Combi-melte, combi-plasma or combi-flamer....

- Poweer weapon
- Power fist ...

» The Huntmaster may aiso have Meita bombs..............

Special Rules:

s And They Shall Know No Fear
+ Combat Tactics

+ The Tyrants Due

+ Counter Attack

AUXILIA HELLHOUND FLAME TANK SQUADRON

130 POINTS PER MODEL

Armour

BS ’; 5 ;I
Hellhound 3 12 12w

Options:

« Any model may exchange its heavy bolter for 2
- Heavy flamer Free
Mukti-mel +15 paints per model

* Any model may ke any f the flloin:

Produced in large quantities by the civil de
Badab Primanis and Vyaniah, and fuelled by high grade promethium
extracted from the resource-worlds of the Pale Stars, the burning
wrath of the Auxilia Hellhounds were one of the great strengths of
the Tyrant's Legion, Highly effective in fighting in built-up areas and
aiso for visiting the Tyrant’s judgement on civilian populations that
defied him, as the Badab War progressed, being assigned as crew of
2 Hellhound was often viewed as a death sentence, as the Loyalist

Space Marines never failed to treat the Hellhound as a primary target.

Unit Composition:
* 1-3 Hellnound Flame Tanks.

Wargear:
* Heavy bolter
* Inferno Cannon

Unit Type:
+ Vehicle (Tank, Fast)

bolter or heavy stubber. +10 points per model
+1 point per model

+10 points per model
+10 points per model
Ext - +15 points per model

+ The entire squadron may take.
- Cama netting .
- Smoke launchers ..

+20 points per model
+5 points per model




. FAST ATTACK

.45 POINTS PER BATTERY

Armour
psEURNESE
Sentry Gun 2 10 10 10

One of the weapons technologies readily available to the Astral

Claws during the Secesession was the various pattems and types of

Tarantula and Widowmaker class Astartes Sentry Guns. Although

seldom u;edmpr for emergency defensive purposes and securing
g zones by mast Spat ine Chapters, the Astral

* Claws' forges were able to produce these machine-spirit guided

systems in Jarge numbers, and used them frequently in forward
positions in battie. It is thought the Astral Claws favoured them not

least because aithough limited, they deemed them more refiable than

mere humans in the face of the Loyalists' onslaught.

 Unit Compasition: Wargear:
* 3Sentry Guns + Twin-inked heavy bolter
Unit Type: Special Rules:
« Atillery (immobile) « fire Mades

+ Automated Targeting

Options:
= The sentry gun battery may include up to three additional sentry guns at
+15 points each.

+ Any sentry gun may exchange its twin-finked heavy bolter for one of
the following weapons:
73 imel
- Twin-linked lascannon .
- Twin-linked assault cannon

free
+15 paints per model
. +20 points per model

Firing Modes: Sentry guns are machine spirit-controlled weapons
with limited targeting abilities and must be pre-set to operate in
a particular mode before battle. The owning player must declare
what mode a particular sentry gun is using before the game
begins, and ance determined this cannot change during play. The
three firing modes are as follows:

- Point Defence Mode: The sentry gun is set up with a fixed firing arc,
I this mode the sentry qun can engage enemy targets up to 36"

awiay (or its masimum weapon range) which are within a fixed 90"
arc toiits front.

Sentry Mode: In this made, the sentry gun s programmed far dlose
defence and may target enemy models within 18" to which it can
draw line of sight. In this mode the sentry gun can fire all around itself

- Interceptor Mode: (Panetstrike games anly): In games using the
Planetstrke Expansion and rules, sentry guns can be set to fire in
interceptor made (see page 18 of Planetstrke). f this is done, they
may only fire as interceptor guns for this game.

usually providing covering fire over a particular area of the battefield.

Automated Targeting: Which enemy unit within range is the sentry
qun's preferred targeted is determined by its armament. If no
preferred target exists in its line of sight it will simply attack the
nearest enemy target in range.

= A heavy bolter or assault cannon equipped sentry gun will fire at the
nearest enemy non-vehicle target according to its fire mode.

- Alascannon or multi-melta equipped sentry gun will fire at the
nearest enemy vehicle or monstrous creature according 1o ts firing
maode (note that immobilised vehicles are still counted as viable
targets, only destroped vehicles vl be ignored).
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FAST ATTACK

MAELSTROM FLEET LIGHTERS

Armour
BS 'F ;I
Anuslighter 3 10 10 10

Arvus class lighters, as well as numerous other short range
shuttlecraft and orbita! fanders were commonplace across the far
flung stars of the Masistrom Zone, and as ail-cut war became reality,
the Tyrant's forces seized many of these crait (and their pilots) from
the belt miners and trade quilds and turned them to military use with
varying degrees of success.

Unit Composition: Fire Points:

= 1-3 Anvus Lighters = None

Unit Type: Wargear:

« Fiyer* (Hover mode) « none
Transport Capacity: Special Rules:

+ 12 models; models in
Terminator armour or that are
usually mounted n 40mm
bases count as 2 models each.

'+ Workhorse of the Fleet
+ Improvised Weapons Mounts

*In non-Apocalypse games,
or where the flyer rules
are not being used, treat
the Arvus Lighter as a Fast
Skimmer instead

optians:

« Any model may take any of the following:
- Flare/Chaff launcher
- Armoured cockpit
= lum flares.
- Searchlight

. +10 points per model
... +15 points per model
.45 points per model
+1 point per model

» Improvised Weapons Mounts: Any model may mount one weapons
system at the following cost (see spacial rules):
- Twin-linked multilaser _
~Two Hellstrike missile:
= Twin-linked avtocannon ...
- Two twin-linked heavy stubbers

420 points per model
420 points per madel
+25 paints per madel
425 paints per madel

75 POINTS PER MODEL}

Workhorse of the Fleet: Arvus Lighters are commonplace in the
Maelstrom Zone, and are used to operating independently, and
the Tyrant’s Legion conscripted many experienced crews to their
cause. While chosen as a squadron for the purposes of afmy
selection, each Arvus Lighter is reated as a separate unit during
the game rather than as part of a vehicle squadron, and may
deploy and operate independently of each other.

Improvised Weapons Mounts: Although a civilian and utility
shuttle never designed for frontline operations, the paucity of
other craft within the Tyrants grasp meant that his Enginseers
and Techmarines were forced 1o try to fit weapons systems.

1o the Arvus to let it fill in as a stopgap military transport.
Unfortunately this was far from an easy task as the Arvus lacked
even basic military avionics. An Arvus fitted with Improvised
Weapons Mounts may only fire while using Hover mode, not
while moving as a flyer (see the Flyer rules on page 202).
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HEAVY SUPPORT

The majority of the Tyrant’s Legion's heavy armour was made up

of Leman Russ main battle tanks drawn from the Badab Sector’s
defensive:armouries, aithough they lacked the breadth of variant
patterns found in the Imperial Guard. Powerful and refiable, the
Legion’s Russ tanks were crewed by experienced and well trained
troops, : ch of the Legion's mobile heavy firepowrer in
the field, alrbcmgh they suffered heavily in the close confines of ity
fights where the Loyalists were able to engage them at short range,
negating their long range armament and advantageous

frontal armour

Unit Campasition: Wargear (all):

* The battle tank squadron « Heavy bolter
s composed of 1-3 of the * Searchiight
following tanks in any * Smoke launcher
combination:

Wargear (specific):
Leman Russ Battle Tank Leman Russ:
..150 points per model ~ + Battle cannon

Leman Russ Annihilator ...

Unit Type:
+ Viehicle (Tank)

Leman Russ Annihilator:
+ Twin-linked lascannon

Leman Russ Exterminator:
* Exterminator autocannon

Special Rules:
+ Lumbering Behemoth

(SEE ) POINTS
Options:
Armour * Any model may exchange its heavy bolter for a:
s F s A - Heavy flamer . Free
Leman Russ - Lascannon olSpomls per model
Battle Tank 3 141310
Leman Russ * Any model may take a pair of Sponsans armed with:
Annihilator 3 14 1310 ..+20 points per model
Leman Russ +20 points per madel
Exterminator 3 14,13 10 - Multi-meltas . .+30 points per madel
- Plasma cannons +40 points per madel

« Any model may take any of the following
- Pintle-mounted storm bolter or heavy stubber +10 points per model

- Hunter-killer missile +10 points per madel
SO DI ..o o +10 points per madel
= EXUR B0 ... sseonsos +15 POINLS per moddel

* The entire squadron may take:

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

Lumbering Behemath: A Leman Russ that moves at combat
speed or that has remained stationary can fire its lurret weapon
in addition to any other weapans it is usually allowed to fire in
turn (even if the turret weapon is Ordnance!). However, a Leman
Russ travelling at cruising speed can only move up to D6+6" —
roll every time it moves at this speed.

Camo Mets: A vehicle with this upgrade counts as having the
Stealth universal special rule as long as it did not move in the
previous friendly Movement phase.
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HEAVY SUPPORT

AUXILIA SIEGE DEFENCE SQUADRON

{SEE BELOW) POINTS.

Armour
s Fos R/

Thunderer
Siege Tank 3 M 131
Medusa 3 1210 10
Basilisk 3 12 10 10

As the Badab War began to go against the Secessionists and
stronghold after stronghold held by the Tyrant's forces began to
come under close siege, the Legian was forced to rely ever more
heavily on support weapons carriers such as the Medlusa and Basilisk
to mount a mobile defence. Only their heavy callbre guns stood a
reliable chance of breaching the heavily armoured Land Raiders of
their enemies, although such matches were often suicide missions
for their crews owing to the gun carriers' limited armour, designed
as they were for artillery suppart, not short ranged fire-fights. The
Thunderer pattern siege tank was far better suited to the task, and
many unused Leman Russ hulls secured from the Sagan armouries a5
well as recovered battiefield wrecks were retrofitted with demolisher

Options:
+ Any model may take any of the following:
- Pintle-mounted storm bolter or heavy stubber. +10 points per model
- Hunter-killer missile ........ , +10 points per model
- Dozer blade .. 10 points per model
- Extra armour. +15 points per model

+ Any Medusa may take any of the fallowing:
- Enclosed crew compartment
- Bastion Breacher shells ..

+15 points per model
+5 points per model

« Any Basiisk may take:
- Enclosed crew compartment,

- +15 points per model

The entire squadron may take:
- Camo netting ..+30 points per Medusa/Basilsk

- .-+20 points per Thunderer

Enclosed Crew Compartment: A vehicle with this upgrade no
longer counts as being Open Topped.

cannon into this pattern, but ultimately they too would not serve to
stem the tide of defeat.

Unit Compasition: Unit Type:

* The siege squadran is « Vehicle (Tank)
composed of 1-3 of the * Open topped (Medusa &
following vehicles in any Basilisk only)
combination:

‘Wargear (all):
Thunderer * Searchlight

140 paints per model  Smoke launcher

135 points per model

125 points per model

Wargear (specific):
Thunderer.
« Demolisher cannon

Medusa:

« Heany bolter
« Medusa siege mortar

Basilisk:
« Heavy bolter
+ Earthshaker cannon




; HEAVY SUPPORT

* ARTILLERY BARRAGE (SEE BELOW) POINTS
i3
Type Points Cost St AP Type _ Reserves: The barrage always uses the Reserves special rules,
BombardStike 100 8 3 Ordnance, 7" Blast ‘even where the mission would normally prevent or change this
Basilisk Strike 70 3 3 Ordnance, 5° Once the barrage is successfully rolled for it lands in the turn of
Mortar Strike 50 4 6 Heaw3,3" Blast the owning player's Shooting phase.

Wherever possible the Tyrant's Legion fought within the shadow of
the Secessionists’ own guns, from Basilisk tank squadrons moving up
behind the fines to the scores of bombards and macro cannon that
lined the city walls of workds right acrass the Badab Sector. On many
batilefields, assaulting the Tyrant's Legion meant having to attack
through a storm of shot and sheil, and no victary was achievable
before the big guns were silenced.

Placement: When the barrage begins, the owning player may
‘select any point on the table visible to one of their models to be
the target of the barrage; this can be an enemy unit or simply

a point on the table. Place a marker to represent this. After the
barrage has begun, it will continue to land en this point in each of
the owning players Shooting phases until the end of the game.

(In)accuracy: Each barrage will scatter from its target point each
turn, roll normally for scatter, except that if a miss is rolled, the

Unit Composition: Special Rules: distance the shot scatters is double that shown on the 206. A
» 1 Artilery Barrage, chosen * Reserves hit remains a hit. This is not modified by BS.
from the cptions above * (njaccuracy
3 « Binning Pinning: All types of artilery barrage cause Pinning tests for
Unit Type units that suffer casualties from them.
» Special (off-table support)
in games of Warhammer 40,000 Apocalypse, the Tyrant’s Legion may
only include one Artillery Barrage per 2,000 points in their force.
AUXILIA FIRE SUPPORT COHORT 45 POINTS
Options:
ws BS S T W I A LD SV  The Auxilia Fire Support Cohart may include up ta three aditional
Prefect SRR LRSS I RS 2 ST B weapons teams for . .. +15 points each.
Ausiliary weapons
team RTINS SR 2 6 o = Any weapons team may replace its mortar with a
~ Twin-linked heavy stbber..

The standard practice within the Tyrant's Legion was to concentrate
its portable heavy weapons into combined squads to maximise their
firepower rather than disperse them though the ranks. This served to
somewhat overcome the often low levels of accuracy and experience
shown by the Auxilia themselves by sheer weight of fire, and was also
well-suited 10 the defence of prepared choke points and bastions.

Unit Compasition: Wargear:
* 3 weapons teams « Subrflak armour
« 1 Prefect = Lasgun or autogun (weapons
team)
Unit Type: * Mortar (weapons team)
« Infantry * Laspistol (Prefect)
* Close combat wespon (Prefect)
Dedicated Transport:
- None Special Rules:

* Prefect’ Discipling
(see page 185)

- Missile launcher ..... ...+10 points per model




MAELSTROM FLEET NAVAL DETACHMENT

TR SRR L
HEAVY SUPPORT
{SEE BELOW) PDINT?

. Armour.

s Fos &

Thunderbok 3 10 10 10
Lightning 3 10 10 10
Vulture 3 28R o

The Tyrant’s Legion was often emplayed as part of a wider strategic
plan involving the combined arms at the Secessionists' disposa. Part
of this wider war was the clase air support provided by the veteran
pilos of the Maelstrom fleet, although as the war progressed this
proved to be a dwindiing resource as attrition taok its toll

Unit Composition:
= 1-3 of the folowing assault
airceaft in any combination

Wargear (Thunderbolt}:
« Two twin-inked autocannon
with A& mounts

* Twin-linked lascannon
Thunderbolt Fighter ...
.. 180 points per model
l.wnlng Fighter ...

... 145 points per model
Vulture Gunship...

105 points per model

Wargear (Lightning):

+ Long-barrelled autocannon
‘with an AA mount

+ Todnlinked lascannon

Wargear (Vulture):
o Heavy bolter
« Vhicle (Flyer), ¢ Twin-linked multilaser
« Vulture only: Fiyer* (Hover « Two Hellstrike missiles
mede) « Searchlight
* Extra armour

Unit Type:

Options:

» The Thunderbolt or Lightning may also carry:
- Four Hellstrike missiles ~+40 points per model

_+40 points per model

+40 points per model

+50 points per model

- six Skystrike missiles ..

» The Lightning may replace its long barrelled autocannon with:
lstrike missiles free
- Two Bomb: free

« The Vulture may replace its twin-linked multlaser with

ked autocannon ... Tee
ked missile launchers. . 410 points per madel
ked lascannon . 420 points per model
~Two multiple rocket pods. 420 points per model

« The Vulture may replace bath its Hellstrike missiles with:
- Two Helfury missies 420 points per model
- Six bombs=* .. +60 points per model
- Six hunter-killer missies ... +40 points per model
~Two multiple rocket pods....... 430 points per model

+ The Vulture may replace both its Hellstrike missiies and its twin-linked
multilaser with:
~One twin-linked Punisher cannon ... 450 paints per model
Any model may take any of the following:
- Flare/Chaff launcher .
- Armoured cockpit .........
- lum flares...
- Infra-red targeting .
- Ditinctive paint schermerdecas .

+10 points per model
+20 points per model
+5 paints per model
. +10 points per model
... 410 points per model

*in non-Apocalypse games, treat the Vulture as a Fast Skimmer instead.
*+Apocalypse games only, used only in Flyer made.

ASTRAL CLAWS CHAPTER SUPPORT

(SEE BELOW) POINTS

The Tyrant's Legion aften served as littie more than an ablative shield
or disposable weapon in the hands of the Astral Claws Chapter.

It was far from uncommon to encounter war machines from the
Chapter’s armouries providing extra spine to a Legion force holding
or assaulting an objective, while the bulk of the larger Space Marine
forces were deployed fighting elsewhere.

As long as at least one Legion Space Marine Cohort is also
included in the army, the Tyrant’s Legion force may include
Heavy Support options drawn from Codex Space Marines,
representing reinforcement from the Astral Claws armouries.
However, the number of Heavy Support choices chosen in
this way may not exceed the number of Legion Space Marine
Cohorts in the army.

See Codex Space Marines for details of the units available.

]
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HEAVY SUPPORT

(SEE BELOW) POINTS

fUKILIﬂ HEAVY ORDNANCE BATTERY

Armour
HeavyArtilery 3 11 11 11

Ws B85 § W 1 A LD SV
< 1

Armsman Crew 3= 1 TS+

Huron had been an advocate of close artillery support as a key pillar
of victory both in attack and defence long before the Secession. This
preferred strategic doctrine influenced the Legion’s set up from its
formation, with only the créme of the Legion's raw recruits devoted
to the Legion’s heavy gun batteries. These were drilled and trained fo
a far higher standard than was expected of much of the Auxilia.

Unit Composition:
+ 1-3 heavy artillery pieces each
with four Auia Armsmen crev

Wargear:

« fither an Earthshaker Cannen
or Medusa Siege Gun

* Flak armour (crew)

* Lasgun lcrev)

« Frag grenades (crew)

Earthshaker Cannon ...
75 paints cach
Medusa Siege Gun ..

. 100 points each

Dedicated Transport:

= Any battery may also include
“Trojan towing vehicles for +35
points each. If this is chosen,
one Trojan must be purchased
for each artillery piece in the
battery.

Uit Type:
« Artillery (immodbile)

Options:
+ Any heavy artillery piece may include up to four additional Armsman
crew for ............ +6 points each,

'+ Any Medusa may take any of the following.

her shells . 45 points per model

+ The entire battery may take:

- Camo netting .. ~..+30 points per model
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=== pULES APPENDIX

‘This section contains 2 condensed reference
of the rules for Warhammer 40,000
Apocalypse, updated where relevant to the
5th edition of the Warhammer 40,000 rules.

Novamarines Death Storm Drop Pod
Deployed to the surface of Galen during the Suppression Campaign




LAND RAIDER ‘IRON EXEMPLAR’

COMMAND SPEARHEAD

‘Counted within the pages of the Codex Astartes as a particular formation
of Land Raiders for use by elite Space Marine forces engaged in open

aimoured warfare, the ‘lron Exemplar formation is intended to ensure the
maximum survivability of those onboard during spearhead attacks in order

POINTS: 100+ MODELS

to reach their targets. The concentrated firepower of the Land Raiders is
used 1o punch a hole in an enemy defence line, while the Marines on board,
led usually by a Captain, force  breach through which the rest of the Space
Marine forces can advance.

“Mir'san's Fire’

Salamanders
Command Spearhead
The Invasion of Sagan
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TERMINATORS

FORMATION

— One Land Raider of any type with a Space Marine Command Squad and

Space Marine Captain (named special characters may be used).

—Two to four Land Raiders of any type — each of which must have ane of

the following squads which treat the Land Raider as their dedicated

SPECIAL RULES
(Command Vehicle: The Land Raider containing the Space Marine
Captain and Command Squad is the squadron command vehicle, All

Land Raiders within the formation must be deployed within 12" of this

Command vehicle, or, if coming on from reserve, they must enter the
table within 12" of the point entered by the Command vehicle.

Inviolate Armaur: The Land Raidess in a Command Spearhead are the

finest war machines their Chapter has to offer and cewed by the most

skilled Techmarines and drivers available. As a result every Land Raider in

the formation begins the game with a single Inviclate Armour marker

transport: Space Marine Tactical Squad, Space Marine Terminator Squad),
Space Marine Terminator Assault Squad, Space Marine Sternguard Veteran
Squad or Space Marine Vanguard Veteran Squad (this squad type may not
hane jump packs).

(for this you can use any handy token you might have that won't get
ith any sed in the o hich should be
placed with the tank itself. The first time a particular Land Raider in the.
formation suffers a Penetrating hit in the battle, other than one caused
by a weapan wiih the Destroyer spedial rule, the counter is discarded and
the Penetrating hit s ignored. Note that this only happens once per tank!

Hearts of Iron: While they are within 6" of their particular Land Raider,
‘squads bought as part of this formation have the Stubbom universal
spedial rule.




ASSASSINATION FORCE

In any given conflict zone there exist enemy commanders, be they talented
strategists, charismatic leaders. of baleful masters of the dark arts on whose
fate the rise and fall of an entire battle, or even a whole war can be swayed
To end the lives of these key figures saarifices must sometimes be made,
and Space Marines are more than willng to risk almost certain death by

R =

THUNDERHAWK ‘REAPER ANGELIS’

POINTS: 100+ MODELS

carrying out a targeted assassination mission with the stakes so high, and
it is considered both an honour and a source of great glory among them.
Indeed some Chapters use these tactics as a matter of course to sow terror
and confusion and to show that no enemy is safe from the Angels of Death,
even at the heart of their strength.

TERMINATOR

SQUAD

TERMINATOR

TACTICAL

FORMATION

— One to three Thunderhawk Gunships

— Each Thunderhawk must fill ts ransport capacity with at least 20
fmodels in a force comprising a single HQ choice character model from
Coder Space Marines (such as a Captain, Chaplain, etc) per Thunderhawk,

Strike Force ‘Blade of Wrath'
Deployed against the Tyrant's Legion on Vyaniah

supplemented by any of the following units from Codex Space Marines:
Tactical Squad, Command Squad, Honour Guard, Terminator Squad,
Terminator Assault Squad, Stermguard Veteran Squad, Techmarine and
Senvitors, Assault Squad, Vanguard Assault Squad.

unsmhemed the targeted model must be destrayed (ie, lose its last

SPECIAL RULES
Precision Strike: All the models in this formation and any units they
contain are set aside both from the owni l deployment

and their Strategic Reserve. This formation may then arrive on any

one of the player's first three tums as chosen (entering play the third
tum regardless). They arrive in addition to any other forces they are
entitled to deploy from their reserve that turn. When they first arive, the
Thunderhawks in the formation must deploy within 36" of each other,

Marked for Death: The formation automatically comes with the
Strategic Asset Trophy Kill (see Apocalypse Reloaded) — however for

from pla) by  member of this formation.

Only in Death Does Duty End: Sworn to complete their objectives
and kill their target at any cost, members of the formation are counted
as being Fearless while their chosen target s stil alive, and may re-roll
any to wound rolls of ‘1° against the subject of their Trophy Kil.




f ¥ TYRA"T’S LEGION ‘BLOOD PRIDE’ POINTS: 75+ MODELS
,'_.%BATTLE SQUADRON

The Tyrant's Legion was 2 force whose principal strengths lay In numbers. designs that the Badab Sector's manufactoria could support and maintain.
and brutally imposed discipline in the ranks. While they did possess armour The Legion concentrated it relatively few super-heavy units and rarer tank
support and tanks, these were comparatively few in number compared variants in so-called ‘Blood Pride’ batile squadrans, supported by escorting
to similarly siz ial Guard forces and ften limited to basic Leman Russ crewed by the most experienced tank crews in the Legion.

LEMAN RUSS VANQUISHER
LEMAN RUSS VANQUISHER
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‘Black Claw Pride’
Tyrant's Legion Batile Squadran
The Sacond Battie of Sagan
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FORMATION

Four to eight Leman Russ tanks of any type and one Company Command
vehicle chosen from either 2 Baneblade or Stormlord super-heavy tank
which must purchase the Command Tank upgrade.

SPECIAL RULES

Predator Tactics: The Tyrant's Legion tank forces were dilled in human crew, instead outfiting many to be operated by his Astral Claws.
ggressi i i to swarm enemy instead. The Command Tank has a BS score of 4.

super-heavies in the hopes of isalating and outflanking them. As a result

when firing at the rear quarter of any super-heavy vehicle, tanks in the Strike Force: All vehicles in the company must be deployed within 24"

Squadron may add +1 to their results on the Vehicle Damage table. of the Company Command vehicle, or, if coming on from reserve, they
must enter the table within 24" of the point entered by the company
The Tyrant's Chosen: As the Badab War progressed, Lugft Huren command vehicle.

| refused to entrust his dwindling supplies of super-heavy tanks to merely



APPENDIX I: SPECIAL RULES

ANTI-AIRCRAFT MOUNT

These weapons are designed to track fast flying targets. Weapons with this
special rule on their profile (often shortened to 'AA mount’) can hit flyers
using their nermal Ballistic Skill, rather than needing a 6. If 3 weapon that
nomally does not roll to hit (iike 2 blast weapan) is mcunted on an anti-
aireraft mount, it will now rol to hit against flyers, hitting thern on the roll of
a 6. If it misses, do not work out any scatter - just discard the shot.

Note that all weagons that are described as pintle-mounted also
automatically have the A& mount special rule.

BOME
See Bombing Runs on page 94 of the Apocalypse rulebook for details.

CO-AXIAL WEAPON

These weapons share their mount with a larger gun, and are designed to fire
tracer rounds against the target, making the main gun's fire more accurate.
Weapons that are defined s co-axial in their description must be fired at the
same target as the main weapon (ie, the weapon they are attached to), and
any Damage result that affects the main weapon affects them as wel. On the
‘other hand, if the player fires the co-axial weapon before the main weapon
and scores at least one hit on the target unit, he may re-roll missed ralls to hit
with the main weapan for re-roll the Scatter dice in the case of ordnance).

DESTROYER

Also known as Titen-killers, weapons with this special rule on their profle
deliver an immense amount of damage to their target. If a weapon has 3
'’ instead of a Strengih value in its profile, it means it is a Destroyer. If
2 Destroyer weapon hits a vehicle (including partial hits from a Destroyer
‘weapon using a blast marker), there is no need to roll for anmour

P it res a P hi

This hit can stll be downgraded to 2 Glancing hit by rules that have that
effect with the exception of cover, which cannot obscure the vehicle as the
Destrayer weapon just blasts its way right through.

In addition, when rolling on the appropriate Vehicle Damage chart, add
+110 the result (note that this is the equivalent bonus to that which AP 1
weapons have).

If & Destrayer weapon hits a non-vehicle model, there is no need to rall to
wound — it automatically scores a wound. If the target fails to save this.
wound (no caver saves are allowed, 35 described above, but Invulnerable
saves do apply) the weapon ahways inflicts Instant Death, regardiess of
the target's Toughness. If the target is immune to Instant Death, then the
Destroyer will cause one wound as normal,

HOVER MODE
See the Flyers section on page 202 for details.

INFERNO!
See the Fiyers section on page 202 for details.

PRIMARY WEAPON
‘This is 8 weapon characieristic of very large guns, often carried by Super-
wehicles and Gargantuan Creatures.

Primeary we3pons always count as ordnance for the purpases of rolling for
‘atmour penetration and on Vehicle Damage charts.

In addition, because of the extra shielding and powerful back-up systems,
whenever 2 Primary weagon fs affected by a Gun Crew Shaken or Weapon
Destroyed result, the controlling player must roll a dice. O a result of 1-3
the Primary weapan is shaken/destroyed as normal, but on a 4-6 the hit has
no effect

TITAN CLOSE COMBAT WEAPON

Some Super-Heavy walkers have the option of exchanging one of their
‘am’s long range weapanry with a gigantic close combat weapon, cften
sumounded by a crackling energy field.

Titan Close Combat weapons confer three extra close combat attacks to the
profile of the Sup v They alsa canfer wer rule to all of
the walker's close combat attacks. Note that the Stomp special attack is not
affected by either of these bonuses as it is carried out with the vehicle's legs.

‘The enemy miy 3pply 2 Weapon Destroyed result against a Titan Close
Combat weapon, which counts as a Primary weapon. If the roll to avoid
being destroyed is failed, the Titan Close Combat wieapon is destroyed — the
‘walker loses the three extra Attacks and the Destroyer rule in close combat.

POWER FIELDS

Some Ork Super-Heavy vehicles are protected by a number of energy barriers
called power felds. Each hit scored against such vehicles from a distance

of 12" or more will instead hit a power field, Close combat attacks, and
ranged attacks from a distance of less than 12", come from inside the field
and therefore are not stopped at all. Power fiekds are the equivalent of
Avmour 12, Each Glancing or Penetrating hit scored against the fields causes
one field to collapse. After all of the fields have collapsed, further hits are
resolved against the vehicle's real Armour value as normal.

VOID SHIELDS

Certain Super-Heavy vehidles of the Imperium are surrounded by a number
of protective energy fields called void shields, which utilise warp technology
1o displace incoming attacks. These work exactly like power fields, with the
‘exception that collapsed void shields can be raised again. This process is
slow and requires vast quantities of energy, supplies of which can be quite
‘erratic in combat conditiens. To represent this, at the end of any of its turns,
roll a dice for each Structure Point the vehicle has left. Any result of 5+
immediately restores one collapsed shield.

ELDAR TITAN HOLO-FIELDS

Eldar Titans have holo-fields that are even more effective than the ones
the Eldar use on its smaller vehicles. Every time a hit is scored against an
Eldar Titan that moved in the previous turn, the Eldar player ralls a dice,
On a result of 4 or more, the hit is discarded. If a Titan did not move in the
previous turn, it does not get this holo-field save.




APPENDIX II: SUPER-HEAVY VEHICLES

i ‘g;:he lumbering Baneblade tanks of the Imperial Guard to the clunky

Gargants of the Orks and the elegant Revenant Titans of the Eldar, all

war engines that fallinto this category are huge armour-clad constructs,
carrying enough firepower 1o vaporise, smash or incinerate an entire army.
Super-Heavy vehicles behave on the battlefield like all other vehicles, with
the exceptions given below. The main difference i that they have Structure
Paints, which work similarly to wounds for other models.

MOVEMENT PHASE
‘Super-Heavy vehicles are slower than normal vehicles — they can only move:
up 06" in the Movement phase, unless specified.

Super-Heavy vehicles are affected by difficult and dangeraus terrain like other
vehicles, but can ahways re-toll  result of 1.

In addition; if their second rall is another 1, they are not immobilised, but
suffer a Drive Damaged result, as described in their Damage tables later.

SHOOTING PHASE
Super-Heavy vehicles may fire all of their weapons, regardless of how far they
moved. Each weapon may be fired at a different target (each target must be

* within the weapon's fire arc).

Hecause Super-Heavy vehicles vary greatly in size, for the purposes of
establishing line of sight from a Super-Heavy vehicle, use real line of sight as
normal, working this out from the barrel of the weapon they are firing. The
rules for area terain apply nomially.

SUPER-HEAVY VEHICLE TYPES

All Super-Heavy vehicles belong to one (o mare) vehicle type, just ike normal
wehicles. Super-Heavy wehicles can be: open-topped, fast, tanks, skimmers and
walkers. These vehicles follow the rules attached to their vehicle type given in
the Warhammer 40,000 rulebook, with the exceptions below for each type.

SUPER-HEAVY OPEN-TOPPED VEHICLES
No extra clarification needed.

SUPER-HEAVY FAST VEHICLES
‘These vehicles may move up to 12" and fire all of their weapons in the
ensuing Shoating phase, of they may move up to 18" and fire no weapans.

SUPER-HEAVY TANKS
A unit that is tank-shacked by a Super-Heavy tank takes its Morale test with
an extra -1 10 its Leadership.

SUPER-HEAVY SKIMMERS
No extra darifi ded, note that Sups h Structure
Points are still destrayed a5 normal if Immobilised while mawing Flat Out

SUPER-HEAVY WALKERS
Instead of following the movement rules for Super-Heavy vehicls, Super-
Heavy walk 12", exactly as i they gantuan Creatures (see

appendix IV), except that their maximum movement may be reduced by Drive
Damaged results, as normal for Super-Heavy vehicles.

In the Assault phase, ¥ onge again follow

In the same way, always use the real line of sight are
argeting Super-Heavy vehicles. Aga, the rules for area terrain zpply as normal.

ASSAULT PHASE
Super-Heavy vehicles follow the same rules as normal vehicles, depending on
their type (see Vehicle Types later).

STRUCTURE POINTS

To represent the greater amount of damage a Super-Heavy can withstand
before being destroyed, in their datasheets they are assigned a number of
Structure Points (sometimes shortened to *SP'). Glancing and penetrating hits
have a chance of inflicting the boss of Structure Points, and only by reducing
their Structure Points to 0 can a Super-Heavy vehicle be destroyed.

Against Super-Heavy vehicles, enemies roll to hit and to penetrate armour exactly
a5 with normal vehicles. If a Glanding or Penetrating hit is scored, the player must
then roll a dice and consult the Super-Heavy Damage table. I a glancing hit is.
‘scored, subtract -2 from the dice score, and when a Destroyer weapon scores a hit
Isee page 96 of the Apacalpse ulebook), add +1 to the dice score.

1f a result reduces the target Super-Heavy vehicle to 0 Structure Points, it is
destroyed. Immediately roll one dice on the Catastrophic Damage table and
apply the resul.

Itis  good idea to record the damage results suffered by each Super-Heawy
wehicle on a sheet of paer {a photecopy of the datashest is finel) as these
huge war engines can accumulate a great amount of secondary damage
before finally being wrecked,

g Creatures (including ignoring armour saves, extra armour
penetration, dealing ordnance-level damage, stomp special attacks, the
“Tenrfying’ special rule, etc).

SUPER-HEAVY TRANSPORTS
Some Super-Heavy vehidles have a transport capacily, often allowing them to
transport multiple friendly units and even other friendly vehicles!

These vehicles' transport capacity i expressed as a number of models (30
for example) and friengly infantry models normally count as one (so the
vehicl in the example could carry up to 30 nfantry models). Larger friendly
‘models will take up proportionally more space (Terminators count as twe, a
Dreadnought counts as ten models, for example), as shown in the Super-
Heauy Transport chart on page 198 of the Apocaljpse rubebook.

Unless otherwise specified, each access point on a Super-Heavy lransport
wehicle allows a separate unit to embark/disembark in 3 turn. If the vehicle is
open-topped, all transported units may disembark at once.

Transported models are forced 1o disambark from a Super-Heavy transport
only if the enemy reduces the vehicke to 0 Structure Points and is treated
just like any other unit whose transpart vehicle is destroyed (see page &7
of the Warhammer . In this case,

immediately perform an emergency disembarkation. Any units that may not
disembark (not enough access points, for example), are destroyed.

Units being transported on Supe which suffer I
Explosion result on the Catastrophic Damage table howeves, are automatically
and immediately destroyed, with no saves.of invulnerable saves allowed.
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SUPER-HEAVY DAMAGE TABLE

06 RESULT
Torless Gun Crew Shaken
2 Driver Stunned
3 Weapon Destroped
a Drive Damaged
5 Structural Damage
6 Chain Rescion!
MODIFIERS
‘Glandng hit: 2
Penetrating it 0
A Desteoyee bt +

(See special ules)

Madifies are cumulative, 52.2 Destroyer hit that 03 glancing

hit would have a total modifier of -1 when rolling on the table.

DAMAGE RESULTS
Gun Crew Shaken: One weapon (chosen by the attacker) cannot fire.
in the next turn. If all qun crews have been shaken, treat this result as a
Driver Stunned result instead.
Driver Stunned: Until the end of its next tum, the vehicke may not move,
has its Attacks reduced by 1 (to @ minimum of 1) and may not use its

\p special attack. If the driver is already , treat this result as a
Gun Crew Shaken result instead.
Weapon Destrayed: One weapon (chosen by the attacker) cannot shoot
for the rest of the game. If all weapons have been destroyed, treat this.
result as @ Drive Damaged result. P
Drive Damaged: The vehicle’s maximum movement is permanently
halved (normally o 3%, but Walkers are reduced 1o 6, and Fast vehicles
are reduced to either move 6 and shoot or move 12° and cannot shoot).
If @ second Drive Damaged result s suffered, the vehicle is Immobilised.
An Immabilised Super-Heavy walker has its Attacks reduced by 1 (to
@ minimum of 1) and may net use its Stomp special attack. Il'mady
Immobilised, treat this result as Weapon Destroyed.
Structural Damage: The vehicle loses 1 Structure Point.
Chain Reaction!: The vehicle loses 1 Structure Point and the enemy rolls.
‘again on this table (applying the same modifiers).

Note: If a vehicle suffers a Weapon Destroyed or Drive Damaged reésult,
and fs already Immobilised and has no weapons lef; it suffers a Structural
Damage resull instead.

(CATASTROPHIC DAMAGE TABLE CATASTROPHIC DAMAGE RESULTS

Wrecked: The vehicle is destroyed. The model is left in place and will

[ RESULT count as & wreck from now on.

1 Wrecked Explosion: All models within 206" suffer a wound on a 4+ Saves apply

2 Wiecked 5 normal. Vehicles are unaffected. The Super-Heavy vehicle is removed

3 Wrecked from the table and replaced with 2 arater or area of rubble of a roughly

4 Explosion approgriate size, if such a terain piece is available.

s Explosion Apocalyptic Explosion!: All models within 306" suffer 2 Strength 9

6 Apocalyptic Explosion! AP 2 hitl Vehicles within range are hit on their side armous, The Super-
Heavy vehicle is removed from the table, alang with any removable terrain
feature touched by the blast and replaced by a crater or area of rubble of
an appropriate size, if such a terrain piece is available.

PSYCHIC POWERS. DAMAGE CONTROL

Because of their sheer size, large crews and multiple back-up
systems, Super-Heavy vehicles are less susceptible to psychic
powers. Just like Gargantuan Creatures, they are not affected by
psychic powers (either friendly or enery) with the exception of
those that have attacks with 2 given Strength value, which affect
them normally.

At the beginning of any of his trns, the controlling player may
announce that a Super-Heavy vehicle is diverting all resources to

L. This means that the vehicle i nothing
for the duration of the tum (no moving, shooting or assaulting). This
cannot be attempted by & Super-Heavy walker that is engaged in combat
with another Super-Heavy walker or a Gargantuan Creature.
In return, the player immediately rolls a dice for each Structure Point
the vehicle has left, For each result of a 5+, the player can repair one
weapon that suffered 2 Weapon Destroyed result or repair a drive,
cancelling the efect of the Drive Damaged result.
MNote that this cannot be used to restore Void Shields (see page 96 of the
Apocalypse ruleboak), which are rolled for separately.
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APPENDIX IlI: FLYERS

rs were introduced in Apocalypse muse normal games of Warhammer

too small an area for fast-moving units.
Rather ﬂm dealing with high-level bombers that are flying way out of
range of any weapon on the battlefield (such things are better represented
by strategic assets), we decided o concentrate on attack craft that are.
©employed in close support of friendly troops on the battlefield.

A fiying model follows the normal rules for its. unit type given in the
Warhammer 40,000 rulebook, with the following exceptions:

MOVEMENT
Flyers always begin the game in Strategic Reserve.

* When the flyer arrives from Reserve, it can be placed anywhere on the table
except on top of other models. It can be placed over any piece of terrain, but
never counts as being inside it. Note tht this is not a Deep Strike, and the
maodel does not scatter.

In each of its subsequent Movement phases, the flyer can be placed
+ anywhere on the table, facing any direction, but the new position must be
mere than 36" away from its former position.

‘A flyer may disengage instead of moving, and is removed from the table. It
‘may return in any following turn, and is placed anywhere on the table. If at
the end of the game, the flyer has disengaged and is not on the table, itis
not considered destroyed.

Flyers d for other {unl it rmode).

FLYERS SHOOTING

Flying madels always count as stationary for the putwsesoi firing their
weapons. When hitting  non-fiyer vehicle, fyers always attack the target’s
side armour, regardiess of the relative positions (representing hits against
the top armour of the target). When shooting at other fiyers, armaur
aspects are used as normal.

When ini of sight from flyers, al allintervening
terrain and models, as the flyer will be higher up than anything on the
battlefield. The only exception is area terrain occupied by the target, which is
not ignored.

SHOOTING AT FLYERS

When shoating at a flyer, all models need a 6 to score a hit, regardless of
thelr Ballistic Skill. In addition, when measuring the range to a fiyer, all
weapons’ maximum range are reduced by 12°, to represent the elevation
of the shot (this means that weapons with a maximum range of 127, such
a5 pistols, cannot it fiyers).

Weapons using any teardrop-shaped template cannat hitflyers.

Weapons that do not roll o hit using Ballstic Skill (such as weapons which
use blasts) cannot hit flyers, unless these weapons also have the anti-
aircraft mount special rule (see the Special Rules section on page 96 of the
Apocalypse ruleback for more details).

When shot at, fling vehicles follow the same rules s skimmers moving Flat
Out and counts as Obscured (gaining 2 cover save of 4+) when fired at.

However, against flyers, Stunned results always count as Shaken, and if fiyers
are Immobilised, they are automatically destrayed.

A flyer that suffers a Destroped result or worse (explosions, etc) i ahvays
removed from play and does not dzmage models on the ground.

When determining line of sight and cover to flyers, always ignare all
intervening terrain and models as the flyer will be higher up than anything
on the battlefield.

ASSAULTS
Flyers may never assault nor be assaulted.

VICTORY
Flyers never count as scoring units.

SUPER-HEAVY FLYING VEHICLES

Flyers that are Super-Heauy treat Driver Stunned results a3 Gun Crew
Shaken, and Drive Damaged results as Chain Reaction. Super-Heavy flyers
cannot use the Damage Control rule.

HOVER MODE

Some vehicles combine the features of a skimmer and a flyer, having the
ability to land vertically, hover very close to the ground or fly at high speed
and height. The have the Hover

rule on their datasheet.

When you are about to move such a vehicle, you must decide to move it
either as a skimmer or 25 2 flyer for that wrn. The model will follow all
the rules for either flyers or skimmers (depending on how you chose ta
move it) until the beginning of your next turn. For example, if a vehicle
moves 5 a skimmer that turn, transported troops can disembark normally,
the vehicle may not execute a bombing run, and the vehicle counts as a
scoring unit if it is the last turn of the gamel

‘Vehicles with the Hover Mode special rule can start the game in Strategic
Reserve or be set up normally as a skimmer during deployment. f kept in
Strategic Reserve, when they become available they can choose to enter the
game either moving as a flyer (appearing anywhere on the table) or as a
skimmer (moving onto the table from the appropriate table edge).

FLYING TRANSPORTS

Models transported in a fiyer may disembark only if they are jump infanty,
in what is called a “drop run’. This is worked out in the same way as a
bombing run, but instead of drapping bombs, any number of transported
jump infantry units may Deep Strike, choosing a target point anywhere
along the bombing corridor (much in the same way as a bomb), and then
tolling for scatter. Normally infantry may anly embark or disembark from 3
fiyer using the Hover Mode rule (see page 94 of the Apocalypse rulebook).

Meedless 10 53y, if a flying transport is destroyed, all transported troops are
alsa destroyed!



BOMBING RUNS.
Inorder to use a weapon with the Bomb special rule, a flyer must execute

2 special manoeuvre called a bombing run. The player must announce this
wihen he maves the fiyer. Fiyers an @ bombing run are always moved at the.
end of the Movement phase, so that their bombs hit the ground immediately
at the beginning of the ensuing Shooting phase. s
Leave a marker in the ariginal pasition of the fiyer and then move the fiyer
as normal.

Draw an imaginary line between the mameran\d the flyer's final position.

‘This is the flyer’s bombing run corridor.

At the beginning of the Shooting phase, pick any one point along the
‘bombing coridor as the target point. If the fiyer just entered the table, the =
1a1get point can be anywhere on the table.

Place the Apocalyptic Barrage template (see page 97 of the Apocalynse
rulebook) centred on the target paint, and then resolve the hits as described
in the appropriate model’s datasheet.

lwnpfalemmmmes»awn Finalfy, hemlk:beammmenmbadﬂe
each bomb hits the d| lsined overleal).
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The target can be anywhere along
the line of the bombing run, 3
maximising the patentia targets. z
BOMBING RUN - The flyer in the disgram maves from position A to mwmmmm 4
positian B at the end of the Movement phase. immediately afterwaras, at facing in any direction, and 3
the start of the Shoating phase, the player pices the Apocalypiic Banage can go on to fire any other =

INFERNO!

Some bombs. are not designed for precision bombing, but saturate an area
with incendiary liquids o lethal gases. If a weapon has the Infemol special
rule, it uses the Hellstorm template

Execute a bombing run as described above and then place the Hellstorm
template anywhere along the bombing corridor, with the large end towards
the flyer {see diagram). The template is then maved 306" forward along the

bombing corridor towards the flyer. Once the template i in place, hits are
determined as described in the flyer's datasheet (no cover saves apply).

1f & model is a flyer with Hover Mode, it may only make a bombing run and
wse its bombs on a tum it moves as a fiyer rather than as a skimmer (it needs
the altitude to drop the bombs).

INFERNO! - The flyer in the diagram maves from position A to position B at
the end of the Movement phase. immedfately afterwards at the start of the
Shooting phase, the player places the Helistorm template n the point shown.
Then, they rofl 306 and move the template that many inches towards its final
position along the bombing comidor ta derermine where

the template ends.

Remember that the template
will be moved forward fron
its initial position, 50 you will
have to judge caretully in order
o cause a divect hit.
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'm=nmf" MARKERS AND TEMPLATES

whose names and fules are presented here. Be aware that to save space in
datasheets, we normaly da not use their full name, but instead refer to
| them (as well as to the normal Large Blast) with their size in inches. So, for
example, the "Massive Blast' s referred 10 35 the 7° Blast, etc.

HELLSTORM TEMPLATE

Weapons with the Hellstorm template rule use the large teardrop-shaped
template and the same rules as template weapons to determine which
models are hit (no cover saves are allowed).

APOCALYPTIC BLAST MARKER

Weapons with the Apocalyptic Blast rule use a 10" diameter round blast
marker and use the same rules s other blast weapans to determine
which models are hit.

APOCALYPTIC
BLAST MARKER

MASSIVE
BLAST MARKER

MASSIVE BLAST MARKER

Weapons with the Massive Blast rule use a 7" diameter round blast
marker and the same rules as other blast weapons to determine which
modets are hit.

/APOCALYPTIC BARRAGE TEMPLATE
Weapons with the Apacalyptic Barrage ule use the special muitiple blast
template. To use this blast template, place it with its centre on an enemy
miodel anywhere in line of sight of the weapon firing and then measure
v:nangeﬁfq:piublelllmemmnmmnmqmmmam
the barrage is left in place, otherwise it is remaved. The player may rotate
it around s centre to any final position he wishes. Once this is done, foll a
number of dice equal in the brackets the results
with the numbers on the temglate. Each dice result indicates which one of
the round areas making up the template has been covered by the explasion.
partially unde the aiea covered plosion are
it at full strength (much in the same way as template weapons, except that
cover saves apply as narmal). Resolve the explosion on each areain tum, in
any order chosen by the firer.

be—=0

APOCALYPTIC
BARRAGE TEMPLATE

HELLSTORM
TEMPLATE

A wezpon with Apocalyptic Barrage (4) s fired.
The centre of the template is placed over the
target model and found to be in range, so the.
template s left in place and rotated by the firing
player until he is happy with rs final pasition.
Now four dice are rolled, and the results are 2,
3,3 and 6. The areas 2 and 5-6 (see diagram)
are hit once and area 3 s hit twice. The player
resalves the effects of these explosions one at a




IMPERIAL ARMOUR — APOCALYPSE
ADDITIONAL RULES FOR WARHAMMER 40,000 AND WARHANMER 40,000 APOCALYPSE

ur Imperial Armour Apocalypse books collate and update rules to enable you 1o include all of your Forge

'World models in games of Warhammer 40,000 and Warhammer 40,000 Apocalypse. These books feature a
R e

plethora of datasheets for use in your games as full colour the hMD!J

AF’OCALYPSE

mperial Armour Apocalypse covers war machines and monsters for all
s the armies, from the crushing power of Imperial Guard super-heavy
A = tanks like the Shadowsword, Macharius and Malcador, to the awesome
N L @IB LR (. of the Chaos Warhound Titan and the mighty Daemor-Lords,
APUGALYPSE [I® s viell as gargantuan Tyranid creatures like the Scythed Heirodule
and Trygon, as well as many new battle formations such as the

Eldar Guardian Serpent Rider Host, Winged Tyranid Swarm and Tau
Pathfinder Search & Destroy Cadre to the Necron Undyuna Legion and

i Daemon Engine Coven.

mperial Armour Apocalypse Il covers all of our latest models and
releases, and features datasheets for the Imperial Guard, Chaos,
Space Marines, Forces of the Imperium, Orks, Eldar and Tau, including the devastating
poweer of the Reaver Battle Titan, the Greater Brass Scorplon and Valdor Tank Destroyer, as well as the arch-
daemon Aetaos'rau'keres and the advanced Tau XV-9 battlesuit. It also features numerous battle formations as
well as updated rules, and new options and missions for your Apocalypse games.

IMPERIAL ARMOUR - MODEL MASTERCLASS
VOLUME ONE

hether you are building and painting a centrepiece model for your army or constructing a detailed
diorama for display, this book is packed with innovative techniques for construction and painting to
help you create stunning models. All the techniques are demonstrated in step-by-step detail in extensive
construction and painting sm:uuns that range from painting tanks to constructing a diorama, to bullding
wargaming scenery and ter

For more information visit Forge World's website at:
www.forgeworld.co.uk
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VOLUME TWO — SPAGE MARINES & FORCES OF THE INQUISITION
'his book provides detailed information on the war engines and weapons of the 41st Millennium. From
Land Raider battle tanks, Rhino armoured personnel carriers and Whirlwind missile launchers, to
Tarantula sentry guns, Dreadnought armour and Super-heavy aircraft, like the Thunderhawk gunship, this
book describes them all in superb detail

It contains information, in exacting detail, on 30 vehicles, weapons and aircraft with background, interior
details, technical specifications, illustrations, colour schemes and rules for using all these vehicles in games
of Warhammer 40,000.

Heavily illustrated with 100 colour and black & white pictures, 150 full-colour vehicle profiles, over 130
technical drawings, plus organisation charts, tactics and combat formations to add new depth and character
o the Warhammer 40,000 universe.

VOLUME THREE — THE TAROS CAMPAIGN

wrnen the Imperium discovers that the Planetary Governor of Taros has been ilicitly trading with the alien
Tau Empire, selling valuable mineral resources, the Imperium are forced to remove the traitor. The Tau

respond in force, and the desert mining world of Taros plunges into war. This book details the history of that

war, the units involved, the strategies employi the battles won and lost.

This 320 page hardback boak provides information on Tau vehicles, aircraft, their allies and the Tau fleet.
Also covered are new Ii‘ghnng machines of the Imperium. There is background, interior details, technical
specifications, illustrations, colour schemes and rules for using all these vehicles and aircraft in games of
Warhammer 40,000. Heavily illustrated with 120 colour and black and white pictures, 110 full-colour vehicle
profiles, over 80 technical drawings, plus organisation charts, tactics and scenarios 1o add new depth to the
Warhammer 40,000 universe.

VOLUME FOUR — THE ANPHELION PROJECT

hen Ordo Xenos Inquisitor Solomon Lok receives orders to investigate the loss of astropathic

ccommunications from a moon in the Anphelion system, he begins a journey into darkness, horrar
and treachery. Assisted by Space Marines of the Red Scorpions Chapter, Elysian Orop Troops of Special
Detachment D-99 and Cadian Guardsmen of 266th regiment, Lok's forces are faced by mist-enshrouded
‘swamps and a deserted laboratory facility. They set about discovering the secrets within. Unknown ta
‘the Imperium’s forces they are not alone. Soon Lok and his men encounter the horror of the laboratory’s
escaped subjeots — the Tyranids. Amongst the ammonia-swamps of Bata Anphelion IV, and alang the
corridors of the Anphelion base, Lok must fight to recover the lab's secret data and escape before being
overrun by the Tyranids lurking outside.

Inside this book you'll find information on new Tyranid creatures spawned by the Hive Mind. Also covered
are new fighting machines of the Imperium. There is alsa an army list for the Elysian Drop Troop veterans
of Detachment D-99, new background and rules for the Red Scorpions Space Marine Chapter and details of
Inquisitor Lok and his retinue.

For more information visit Forge World's website at
‘www. forgewerld.co.uk



IMPERIAL ARMOUR - THE SIEGE OF VRAKS

he Siege of Vraks is an epic three valume Imperial Armour campaign detailing the brutal struggle to control the vital armoury world L

of Vraks. The nightmarish forces of Chaos descend on Vraks as it succumbs to treachery and heresy from within, and In respanse the
Imperium seeks to crush the rebellion with the armoured fist of the Imperial Guard and the deadly Space Marines. But all is not as it S88MS
and dark powers are moving in the shadows to decide the embattled world's destiny, and the fate of millions hangs in the balance.

Each volume of the Siege of Vraks is a lavishiy llustrated calour hardback filled with techni gs, colour g
charts, army listings and scenarios and extensive background stories detailing the course of this devastating war, and adds fantastic new
depth to the universe of Warhammer 40,000,

VOLUME 5 THE SIEGE OF VRAKS PART 1
Once an impregnable fortress, the Citadel of Vraks has fallen into the hands of the renegade forces
of Apostate Cardinal Xaphan and the Death Korps of Krieg and Dark Angels lay bloady siege to the
traitor forces. This volume includes army lists for the Death Korps of Krieg Siege Regiment and the
Vraksian Renegades, and a large campaign poster map.

VOLUME 6 THE SIEGE OF VRAKS PART 2
The bitter fighting for Vraks rages on and ever more armies are
pulled into its whirlpool of destruction as the Chaos Space Marines
descend on Vraks in relentless fury. This velume includes the
Servants of Slaughter army list, the rules for the mighty Reaver
Titan, the Red Scorplons Space Marines and more, along with a
large campaign poster map.

VOLUME 7 THE SIEGE OF VRAKS PART 3

The third and final volume of the trilagy depicts the climatic
conflict of the Siage of Vraks as daemons stalk the ravaged world
and the forces of the Inquisition are called in to do battle against
them. This volume includes army lists for the Krieg Armoured
Battle Group and the Heretics and Renegades of Nurgle, as
well as rules for the Chaos Reaver, new daemens, fanks and
armoured vehicles as well as new Apocalypse formations and

a large colour poster.

VOLUME EIGHT — RAID ON KASTOREL NOVEM
Waaagn! Garaghak is cutting a murderous swathe across the Forsarr Sector and ane by one Imperial
worlds topple before the might of the Ork onslaught. But the mysterious Raven Guard Chapter have
uncovered the secret of the greenskin's power, the insane genius of a single Ork; Mek Boss Buzzgob ensconced
on the conquered Imperial refinery world of Kastorel-Novem, deep behind enemy lines where his factories
churn out endless war machines for the greenskin cause. The plan is hatched for a desperate and deadly raid
by the Raven Guard and their allies from the Elysian drop-regiments of the Imperial Guard. Can Shadow-
Captain Karvydae and his forces find and kil Buzzgob in time, o will the savage Orks claim all their lives?

This 224 book lavishly illustrates the Forsarr eonflict, with full background and rules for a host of Ork war
machines from the Wartrakks to Kill Krushas to Mega Dreads as well as Ork clans and the Raven Guard and
Elysians. It also contains an Ork Dread Mob army list and an Elysian Drop Regiment army list, (including
fules for the Tauros rapid assault vehicle and Valkyrie Sky Talon), new Apocalypse formations, a Kustom
Stompa builder and more. Also featured in this book is a large Ork poster featuring artwork by Paul Bonner.

For more information visit Forge World's website at:
www.forgeworld.co.uk
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THE GAME OF AERIAL COMBAT

IN THE 41st MILLENNIUM

dangeraus alien threats. The galaxy-spanning Imperium of Man is the greatest empire in human

and guides you through collecting and painting your awn squadrons of Forge World miniatures.

n the dark future of the 41st Millennium, Mankind must fight for survival in a hostile gataxy full of

history, but it must battle for its very existence. Wars rage across every planet in the Imperium, by land and
now - in the skies, as the Imperial Navy, the Aeronautica Imperialis, joins the battle for Mankind’s survival. =

Aeranautic Imperialis is a tabletop wargame for twio or more players where you command the aircrat of the
Imperial Navy or one of its many alien enemies. This book provides you with all the rules you need ta play,

TACTICA AERONAUTICA -

A SUPPLEMENT FOR AEROMAUTICA IMPERIALIS |

;

Inﬁida you'll find new and expanded rules for Aeronautica Imperialis, including aircraft upgrades for ’
all races, expanded squadron lists and guidance Tor designing and building ground installations. | 7
Detailed background and colour profiles are provided for seven new aircraft. You'll find the !':-‘%
Imperium’s Marauder Colossus and Marauder Vigilant, brutal Ork Bommers and Blasta Bommers,
Tau Empire Remora drane fighters and the Tigershark AX-2-2, and the huge and powerful Chaos
Harbinger heavy bomber.

Details of the Typha-IV campaign are provided, including background, a campaign system and
histarical scenarios. You'll also find hobby articles, a battle report, rules questions and answiers,
tactics articles and designer’s notes.

For more information visit Forge World's website at:
www.forgewarld.co.uk
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IMPERIAL ARMOUR

VOLUME NINE _
THE BADAB WAR - PART ONE

Civil war wracks the Imperium and the Maclstrom Zone is steeped in blood as the pride
and. ambition of one man, Lugft Huron, Master of the Astral Claws Space Marines and
self-styled Tyrant of Badab, turns Sbrqtbgr against brother in deadly conflict.

The 'year is 903M4I and Lugit Huron declares the ‘secession of his domains from the

[mperium, taking with him four cntire Ghapters of the Adeptus Astartes ‘into. rebellion. The

scene is set for an epic clish of arms between Space Manines, loyal and secessionist, that will
. see armics crushed, flcets shattered and entire. worlds reduced to lifeless cinders in one of the
- ‘most dangerous intefnecine conflicts the Imperium has known in 2 thousand years.

“History: will call ‘Lugft/Huron 2 madman and a trattor, and condemn him as a pawn of Chaos
of an alicn puppet. but history is written by the victors, and in the grim® darkness of the far
future, d::-.um}l\’ is seldom so simple... |

e Lk 2
ide this book, the first volume in Forge World's two-part exploration-of the infamovis Badab War,
will find for the first time a detailed account of the shadowed origins and savage birth of the
a)fg /ar and uncover terrible secrets hidden by the Inquisition about the mighty Tyrant of Badab
ihm Chapilé[\ You will also findiinformation on the malevolent Warp-stotm of the Maelstrom itself,

‘dangerous and férlorn worlds of the Maelstrom Zone that border it. ;
e

Iso detalle are full histories ‘and dispositions of the nine Space Marine Chapters who played
i mostsignificant part in the Badab War’s early stages: The Astral Claws, Fire Hawks; Marines
% ~ Ercant, Red Scorpions, Raptars, Novamarines, Fire Angels, Howling Griffons and Lamenters, each
“Chapteriliustrated with &xtensive colour profiles.

a ; ? :
 Thisivolume also contalns a complete army list, The Tyrant's Legion, representing those forces who
defended Huron's cenduered realms from the Imperium’s wrath, and a purpose-designed Badab
War campaign systemfor youito fight your own Badab War in exciting games of Warhammer 40,000
“Also included are five unigue campaign missions and a special Boarding Assault mini-expansion
for Warhammer40,000, allowing you to fight brutal ship-to-ship combats on the tabletop. This book
alsa 'contains three new: Apocalypse formations and twelve new special characters representing
might w'alﬁors from the'Space Marine Chapters featured in this book, as well as 15 colour pictures,

120 full-colour Space Marine and vehicles profiles and 10 detailed colour space maps, all adding

*fantastic-new depth foithie Warhammer 40,000 universe.

Also incliided in this Book is a large double sided'poster featuring a map of the Maelstrom Zone.
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