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OF THe DeaTH wogm mmbm Things. S\wwﬁ i THe Voo
;:m and al o7The all of Orpheus '
the twelfth in the series of Forge World's Imperial Armour. q;mpﬁgna pansion r
. s devoted to the Necrons. It telfs the story, first and. fu-emosruf akening of the Ne(mn Maynarkhr&
from ts slumber at the edge of a ,
interlopers /occupy. um-nmﬁr'

ithas been a fascinat
msons, muuswau because of s main prtagonist. T N
e b
me mher, i , implacable,

ough,
aa_ ‘word) by the echo of wrathful and ancient intelligences; intelligences which have, through the.

hﬁsﬂ s tragic if they weren't quite so nightmarish and for the Imperium of Man, and indes s, 1h
Eigar and the rest of the galaxy, they are a rising threat which perhaps only the Eldar comprehend in ﬂs!ull&
ana danger. . i 9

4 : 2

i from the genesis of this project, one of the things | féally wanted 1 do was present a war on an epic scale,
= present in both he tory and gae rles th Necrons 2ste nvader; an outsde forc ofstaggerng power -
2 t=chnological sup without not just one world, but.
ety a teror from beyond g e et Orpheus Sector was born, and here was wxhp(
‘==t opportuniy to explore in an Imperial Armour book how an entire Imperial sector ghieto i history and-
Siory in brief) right up to the point where the End Times come and the Necrons return—and h ly
o, you'll have 10 read on to find out! But suffice to say, this might not be the! Yastywwnl\ ever se of these.
‘Soubled stars.

e Necrons, however, don't quite get the show to themselves of course, as the series title of ‘Imperial. Armohr‘

sumet,th Imperium refuses {0 iv up s hard-won fertoy gty Soto contest the Necrons nour story 4, &

e rizve in principle two Imperial forces In their own unique ways just as implacable, ruthless and perhaps even =

“human' as they are: the Minotaurs Space Marine Chapter and the Death Korps of Krieg of the imperial Guard..

R o of O e 2 perfect chance to revisit these two Forge World fan-favourites and set them in

ey o total war that and it also allows us game {}«._
content for them which | hope you will enjoy. 5

Lasty, asaiways I have a ‘ew ‘thank yous to make, first and foremost to the Forge World Book Predutllcn t&m 3
nthusi all this Wuuld a page. To Forge.
\Worid's and Games Design Studios \ging o life by creating canmsnc ‘new models
‘which bring further scope and depth to the Warhammer 40,000 umverse, my play testers and of course to you, the
, for your continued support and for clamouring for the xenos to take to war. =

Alan Bligh

January 2013







Jpport of Warrior Phalanxes during the invasion
‘of Amarah Prime, these fast-moving skimmers mounted considerable firepower for their size and,

Necron Anrihilation Barges




Necron Assault Walker Trarch Stalker records o« -

Hydroghast Warzone. These war mac! hmnmwﬂymam hazardous ter
el arss of confict, and wes mployad b a & venguat ke urit e e down e
-nqwmps'-'







Necron Aerial Assault Forces. Amarah Prime Warzone:
Amarah,

1. Night Shroud (utised in 3 srategic bombing roke).
2. Doom Scythe (utiised in a precsion ground attack role).



bloady Necron Maynarkh Dynasty, and allows you to
o the remorseless legions of these insane robo-creatures
| your games 6f Warhammer 40,000. It represents an
rnative force and structure to the standard Necrons.
B oL I Codex hecrore, bt et shres many
tores, rules and units with that army fist, you will find
et st nunfamiar voys that beterreflect re

the Maynarkh have become over e ages, a nightmarish
‘echo of the sins of epochs past and a shadow of inhuman,
eternal malice to anything Iving that crosses their path.
Shunned even by others of their own kind, who consider
Ihem tainted, their fellow Necrons have good reason for ths
velucica s haunting madness and the Curse of the Fiayer
Salks the Maynarkh Dynasty's once proud courts, and they
hate become ever more extreme i their savagery towards
‘s races' each time they have tired nthei sumber.

Using the Dark Harvest Army List
The Dark Harvest army list s designed to ampify the idea of
the Necrons as a ireless horde of implacable kiling machines,
coyered i the ash and blood of theirvicims, I Ieral terms
they are walking death to anything that confronts them. in
terms of play syle, this army lst il reward aggressive tactics
such as columns of attack and encircing strikes, while it aso
B oo ot sy s
re, while monstrously resiient and effectiv in assault,
al;n teters on the edge of insanity an whi o batte may

: DARK HARVEST
VARHAMMER 40,000 NECRONS ARMY LIST

Experienced Necrons players will notice that many of the
usual companents of a Necrons amy have been included
here, but are either rearranged in use or changed in scope
and ules (there are also some quite defberate omissions,
stich as lack of access to the regular special characters from
Codex Necrons and the C'tan Shards). The intent here i not
10 maximise or minimise the particular strengths of Codex
Necrons, or indeed make up for any perceved weaknesses
but rather to evoke the character of this damned dynasty
and provide an excing narrativ tool for your games of
Warhammer 40,000—an unrelenting el that any fing thing
can get behind opposing in battle (even other Necrons). As
well as being a full usable Warhammer 40,000 army lst in
own ight, the Dark Harvest army st isin particular inten
for use in campaign games, such as the Orpheus Savation
campaign presented in this book.

Using Force Organisation Charts
Army lss from this book are used in conjunction wit
Force Organisation chart from the Warhammer 40,000
ulebook or the scenario you are playing. Each chart i spl
into a number of categoris that cortespond to the sections
the army st, and each category has one or more boxes.

light tone box indicates that you may make one choice
that section of the army st, while a dark tone box mezr
must make a choice from that section

Allies and the Dark Harvest army list
‘The Maynarkh are genocidal, paranoid and by any rationa
measure insane. Other Necron dynasties distrust them

and wilrarely all with them, but they are stil capable of
manipulating the younger races to serve their purposes
f the need s strong enough, and think nothing of usin
nightmarish technology to ensiave long as th
nobles can hold their own procivites in check long eno

In order 10 reflect ths, the Dark Harvest army may take
or be taken as an Allied contingent from Codex Necrons
s an Ally of Convenience (and vice versa), and an Alled

 contingent from Codex Space Marines, Codex Chaos Spac
. Marines,

‘Godex Imperial Guard and Codex Orks as Desperate
{Allsand e vera).and treat e fores 35 Cone
see page 112 of the Warhammer 40,000
formore detals

1




Primary Detachment
(Required)
2Troops

FORCE ORGANISATION CHART
Compulsory Optional
1HQ

1HQ
4Toops

3 Elites +

3 Fast Attack

3 Heary Spport

Optional
1Troops
1 Elites

Compulsory
1HQ

1 Troops

sing the Army List Entries
&2 unit entry in the army lst contains the following
Seormation

Name: At the start of each army lst entry you wil find
= name o the unit alongside the points cost of the unit
any upgrades.

< This section will show the profile of any models
Junit can include, even if they are upgrades.

Type: This refers to the unit type rules in the
40,000 rulebook. For example, a unit may be
s Infantry, Monstrous Creature or Vehicle, which
sublect it 1o a number of rules regarding movement,
, assaults, etc.

Composition: Where applicable this section will show
number and type of models that make up the basic unit,
any upgrades are taken. If the Unit Composition

the word ‘Unique’, then you may only include one of

unitin your army.

: This section detals the weapons and equipment
. The cost for allthese

1 Fast Attack
1 Heavy Support

Optional
1 Fortfication p
Primary Detatch

‘Special Rules: Any special rules that apply to the mad-k@
the unit are listed here. These special rules are explained in

further detai on page 104 of this book or in the Special Rules

section of the Warhammer 40,000 rulebook

Options:
the unitif you wish to do 5o, alongside the associated points.
cost for each. Where an option states that you may exchange
one weapon ‘and/or” another, you may replace either or both
provided you pay the points cost for each

Dedicated Transport: Where applicable this option refers.
to any Transports the unit may take. These have their own -
army list enties. Dedicated Transports do not use up any.
Force Organisation chart selections, but otherwise functior
as separate units. The Transports section of the Warhammer
40,000 rulebook explains how Dedicated Transports work.

Warlord Trait times an entry will have a specific
Warod o, inwhich o il b st hee i 15 8y
list entry.

O

o

-

is section sts alf of the upgrades you may add to 4 5




Reanimation Protocols

+ Phyjactery
* Quafum shielding

« Resutection orb,

& sempiternal weave
« staffof lght
* Tachyon arrow

s Tesla weapons
Tesseract labyinth

« Transdimensional bearmer
«Voidblade

* Warscythes

* Nightmare shroud

« Vel of darkness

epair systems that can resamm
even itically damaged warior to the fight

1f a model with the Reanimation Protocols ule is removes 28
a casualty, there s a chance that it willsef-repai and returm

counters from it - any damaged Necrons are left benin
self-destruct rather than risk capture by the enery

‘At the end of the phase, after any Morale checks have
taken and fall back moves have been made, roll a D6 ¥

and continues to fight - return one of the slain mode’s 1>
play with a single Wound, placed in coherency with 3 moses

Protocols this phase. Models returning to play in ths .
must be placed at least 1 from enemy models. I the ™
unit is engaged in close combat, the model immediate’y
in. Models that cannot be placed in this way do not retus

Reanimation Protocols rols cannot be attempted if the
unit has been destroyed — once the last model has bee
removed as a casualty, remove all your counters. Note t
characters do not count as part of the unit for the pus

of Reanimation Protocols - i a -
of a unit, his presence is not sufficient to allow a Reanimasem




i tis specl e s removed sy casualy do

ot e

moved
play. At the end of the phase, ol R st o
swould for a Reanimation Protocols counter.

model had previously joined a unit when it was,
d 25 a casualty, and the roll was passed, it must be:
ed to play, with a single Wound, in coherency with

mnuons on.living targets are nevertheless asi
e horrific. No larger than i itng nseces t
Hovrirth) CYRGES e mifadas mch

Fd
Mmemmmwwmh

retuned 10 play, with a single Wound, within 3* of the
I either case, the model must be placed at least 1°
from enemy models. If the model s placed in coherency
‘ane or more friendly units that it s eligible to join, it

. and the combat is ongoing, then it must immediately
¥ the returning model cannot be placed, for whatever
itis lost and does not return. If the roll was failed,
the counter from play.

uring th game, Thisspecialrule il any:,,p o 3
theircose combat weafons s atacs deady confer 5271

The presence of Flensing Scarabs with a ugu Shouidbe

fepresented on the table by & counter of "

base (ths takes 0o other partin the game) which caribe:.
‘Wwhen the Flensing Scarabs have beeniused. Take.

care that i modelied, the counter or base cannat be cpnfuséd ¢

with a standard Scarab swarm! #F

Mark of the Flayer
Madness stalks the sundered intellects of the- m

into wisps of energy.

model that suffers one or more unsaved Wounds from

loses 1 point of Amour Value from al facings.
pwenicie s reduced to Amour O on any facing, it is
diately Wrecked
Metal
vehicles are composed of a semi-sentient alloy
of incredible feats of resilince and self-repai.

with this special rule suffers a ‘crew shaken' result,

that i slowly dest e body and mind as one.
the othef they succumb to the Flayer contagion. &

Should the Maynarkh Overlord, and/or a unit they have
joined, wipe out a unitin an assault or fail a Morale check;
before resalving any further consequences of this event roll
206 and immediately appythe resut on th tabe below
before carrying on.

D6 Result

1 Berserk: The Overlord s seized by murderous
fury and is unable to tell frend from foe. I paft
of an Infantry unit, D3 automatic hits (using the.
Overlord's own close combat weapon) areinficted
on that unit (the controlling player st choose. &
the closest models 10 the Overlord in the unit tobe
struck by these attacks). If aone and not part of an
infantry uni, they immediatey take 2 single Wound
with no saves of any kind possible.

Remains in control: The Overlord is able to contt
their madness by sheer force of will No effect.

Transfiguration: The Overiord s transfigured by
madness and their auto-repair system distorts their
body to forms better able to express the malignance
that consumes them, starting thei inexorable

slide into the hortor of becoming a Flayed One.

The Overlord gains the Fearless and Rage special
rules (note that if they were about to flee, they -
willn0 longer do 50 and the combt round endsf
However, at the end of the batte regardless of




s o . -
WanLORD TRATTS TasLE
S v v o o gl o the Warord Tl i tre
10,000 rulebook; or instead roll on the following table.
or the Warlord the movement of armies and the destruction of the enemy is nothing more
on 2t ot g fabe nfocined aicion
Wil the Warlord remains n play, you may either add or sublract 1 to the result of any Reserves rollyou make
- (choose after the Reserves rol is made)
&
%0 e Warlord has battles over the aeons, and h d d fall
and stars bum.
Ifthe Warlord survives the game, you gain an addtional Victory point.
3 Blood of Ancients: The Warlord is driven to prove the inferiority of the younger racesin rtualised personal combat,
spillng the blood of enemy champions and generals onto the dust of ages.
158 The Warlord must always issue and accey ., and for every enemy Independent Character

22kl by therdirecty in combat,tei e Lot ey vmmy point

4 & Ilnhendmg Wil The Warlord s posessed o the indomitable villpower and iron rsoive that hasalowed the
and them from their goals

Wile within 3" of an objectiv, the Warlord and their unt may re-roll failed Rearimation Protocos ol

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

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

6 Death Incamate: The Warlord's cold machine intellect s riven with an unrelenting compulsion to slaughter the
flesh-bound bodies of the lesser” species they encounter, o destroy the thing they crave yet cannot be.

‘The Warlord and their unit have the Crusader special ule.

i
i
}f—ﬂx '
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Waue Baud Ouereide/ Interpupt ++

++ Astropathic Duct wnavailable/blocked ++
++ Bealspuce Sigual Priority Haxina ++
I

=

‘ ++ Glearance Osiris Black ++

and, at any cost,
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Tpe
12° 6 2 AsalitlMeta

= 10 1  Bomb, Large Blast
(5%), Blind, Pinning.

Heavy 1, Blast (3°),

Exile Blast

Tesseract singularity chamber

Particle

huricane  Template 3
Seismic lash 28"

‘Weapon, Skyfire,

Interceptor

Heavy 206 Solar fire

Assault 2, Gauss
~ Heavy 2, Gauss,

Rapid Fire, Gauss

Heavy 1
Heavy 2, Melta.

/2.8st@)  CRYPTEK WEAPONS
~ Mel = Weay

pon Range Str AP
Abyssalstaff ~ Template 8 1

pssault 1, Gauss " Shroud of Dest
- s Melee . H

Heavy 1, Blast (3 sarp of
3 = dissonance < (nfinite) 6

Heawy 1,
Large Blast (5°)




loniancient monuments faised to honour the Maynarkh on planefs they have et a5
w i pmmn' "Extinguisher of Life" of the Maynarkh Dynasty and commander-in-

cruellest and most brutal of ll the nemesors of his dpsh

Warriossandisenvantsof the O1d Ones. A warrior fist and foremost. Kutlakh cored Itle e
caring only that he was afforded the respect and glory that his
y the Maynarkh Dynasty, the overal
takh Butin truth darker secret, that since the final
Kutakh 1t o marke|an e hi,tumed s et
of th Over time, the cloying, hungering.
Shadowshat hing about him darkened. and it began t impress el even o the souless machin.minds o those Necrons
‘around him, aaking him a pariah to hs own ind.

ma ﬁlawakehunﬂleﬁm(fkep 5 both more and less than he had been, and his eye lenses now blaze with ar
fellow easiy meet In ttl he s a terfying igure whose.
of his victims and
of his mind dfiven only b

dynasty

su
2

“Spedial Rules.

= Adamantium Wil

« Evecd

» independent. Character
~ Spiinter of Madness

« Phaeron

» Reanimation Protocols

Warlord Trait
= Death Incarnate: If chosen
a5 part of a Dark Harvest
s Kot st b he
Warlord, Kutlokh
ﬂumau(ally has the
eath incarnate tait from




 Splinter of Madness
¥ are to be believed,

o Kutiakh that the C'tan k landu'gor; the Flayer,
s betrayed 1o ts demise, although the cynasty hes Jong
Scomed and refuted this claim of perfidy. Regardless, some
zrange and nightmarish taint or curse hangs about Kutiakh
e i e riosrate vt ca g an

!
Greatest wariaders of the Maynarkh Dynasty f has ended
fives without number across the ages and s edge i bathed

n 2 dark radiation deadly to all iving matter

{ Kot racne ) whch Govs a sk el
| vestens to overwhelm their santy.

Kutiakh, and any uni he joins, has the Fear and Fearless
ial rules.

| R st o dect s caleige i o

bie 10, 1n any challenge in which he fights, at the

| mmm; of the Fight sub-phase, and before any blows.

' == struck, each player rolls 8 D6 and adds the result to
Sy fighting model' Leadership score. f Kutlakh'stotal
scare s greater than that of his opponent’, his opponent
suffers a reduction 10 their Weapon SKill for this Assault
ghase equal to that difference. So, for example, f Kutiakh's
Biaver had a total of 14 and their opponent tofal of 12,
hen the apponent’s Weapon Skill would be reduced by -2
Beponents reduced to Weapon Skill0 may o fight this
| ase and are hit by Kutlakh automatically.

The Obsidax

The Obsidax




125 points

geniuslnt sef to

e

afm:
for later

0 the paths
time

to

the
s mind, but this has not

Tohol's s
the May at
4 Ws BS s T w | A s
-4 4 4 5 2 2 2 10 3+
‘Special Rules
* Everliving Chronomantic Sight
+ Reanimation Protocols Once blinded for his ‘lack of foresight, Toholk has
. md!pendml Character refitted his body with chronomantic systems. He now
views the world temporal
. (hmmmanb( Sight energy fields and the twisting skein of dimensional |
« Eternal Engines. membranes, and can transmit his visions to the Necrons |
around him. |
Warlord Trait |
« Predictive Strategist: Toholk, and any unit he has joned, has the Night Vision
If chosen as the army's specialruie and is immune to the effect of the Bind
‘Warlord, Toholk rule. Tohalk, or a unit he has joined, may re-roll a single
automatically has the D6 roll i each of their turns.
Predictve Strategist
trait listed from the Eternal Enging
rk Harvest Warlord. Toholk is Arch-Cryptek of the Maynarkh Dynasty and
Traits table rather than his experience in fashioning and augmenting weapons
determining his Warlord and machineries of war is unequalled, stretching |
trait randomly. back through epochs of time. Within those devices
‘he particularly favours he has implanted temporal ‘
regenerative systems, works of arcane science that |
are capable of pretematural feats of repait wm. time
itself seeming to reverse to restore near-wrecked
machines to  prstie state of function.
At the start of the game roll a D3. This number of units
classed as Vehicles of any type in the Dark Harvest army |
may be given the It Will Not Die special rule. |




= P BENS
\YNARKH OVERLORD ...
e o ‘ herleckad s

assured o thei
‘of the Flayer that has tainted their neage.

ws. B s T W
MaarkhOverlod 4 4 55 5 3

Composition special m Options
= 1 Maynarkh Overlord * Everi = May be upgraded to a Phaeron.
mdepmdeﬂl Character . é
Unit Type - Staff of light
= infantry (Character) Motk of 1 Hayer
« Fear
v
= Hyperpt nspor
* AMaynarkh Overlord
mayseleta Catacomt
Fidsi Transport for
+80 points.
- Fensing scarabs.
Phaeron D6 Result
A Phaeron, and any unit they are with, has the Relentless 1 Berserk The Overord i seized by musderous,
specal ule. fury and is unable to tel friend from foe. If
of an Infantry unit, D3 automatic hits (using
Mark of the Flayer the Overlor combat weapon) are. % |
Machness stalks the sundered minds of the nobles of the inflcted on that unit (the :ommu.w player must.
‘once proud and mighty dynasty of Maynarkh—an affiction choose the closest models to the Overlord i the
that s slowy destroying them body and mind as one after unit 10 be struck by these attacks). If aloneiand.
the other they succumb to the Flayer contagion. not part of an infantry unit, they immediately

2
take a single Wound with o saves of any kind. .~
Should the Maynarkh Overlord, and/or a unit they have: 7

Joned, wipe out aunitin assaul o fal a Morale check, 25 Remains in contrl: The Overlord i able 5 control
before resoling any further consequences of this event. its madness by sheer force of will No effect.
10l 3 D6 and immediatel apply the result on the table

‘oppasite before carrying on. 6

madiness
their body to forms better able 10 express the
malignance that consumes them, sarting their
inexorable lide into the horror of becoming a
e ove e O gens e Febes o4
Rage special rules (note that f they were about
10 fee, they will no longer do 50 and the combat.
round ends). However, at the end of the battle,
regardiess of :

of Victory poipts and the Slay the Wariord
‘objective (in missons where this is relevant)

"



. See page 89 of Codex: Necrons

i A casting aside flesh and
of rebirth in ind a o existence set to burn. Given the Maynarkh's
oward md«mphﬁulmdmymmm Destroyer Lords are reatively few among their own number but

the wake
been

Combined cost of models

h have lost none of their
their Yet for all of
heir the

there is a reek of

¥ . each member of the Royal Court of

lakh the World Kie), the army can aiso include a Royal - Maynarkh has the option of being spiit off from this unit

urtof Maynarkh, This unit does not take up a HQ choice,  and assigned to lead a different unit from the following st |
* Maynarkh Warrior Phalans, Maynarkh Immortals, Maynarkh

Lychguard or Deathmarks. Only one member of the Royal

Court of Maynarkh can join each unit n this manner;

otherwise they femain part of the Royal Court.

35 points each

8 USRI W AW
A s 1) 20%7 o
Special Rules Opion
* Everiving < A i o iy exchange thei yperphase sword
» Reanimation Protocols for one of the ol
« Fear -Staff ofight.... 2 Free
* Mark of the Fiayer - Gauntiet offre +5 points
Vobate +10 points |
+10 points
« Hyperphase sword « Aot o oy sy o oo
e - Sempiternal weave +15 points
? ~Mindshackle Scarabs .. +15 points | |
- - Tesseract labyrint +20 points.
~Resurection +30 points
~Phase shifter +45 points
- Flensing Scarabs. sspons |
See page 90 of Codex: Necrons




TROOPS
MAYNARKH WARRIOR PHALANX

g
oo, but et Deh shambal gait hey s all b untoppatie ek balleeH
npelled by the will o their fords, they are tireless as agents of destructiont I

them and,

8 ST A s
4 4 a4 1 90 4

Special Rules Options

* Reanimation Protocols « May include: -

- Up 10 ten additional Necron Warriors.,+13,pts parmodel

Dedicated Transport * May be gwven Flensing Scarabs +10 points

 May select either a Ghost
Ask for +115 points or

ot St for+100 mm\g\m\\t\:

40 ,000 i
.. 130 points

ures, driven minclessly o hunger uselessly or lesh and blool the Fayed Ones e truly damngdl
ent death to any lving creature they encounter. A great many of the Maynarkh Dynasty have suiccumbed
o, npartcar thoseof s higher rde;and i dfernce o theil memor e Fayed Onepacks tha haunt those
a spectre of ancient sins, are treated with wary respect; fo as they are, s6 ol one day may be:

ws B s T AW sy
@,y 310 4
Special Rules. Options. &
+ Reanimation Protocols + May include: .
* Deep Strike Up to ten additional Flayed Ones.,.; #13 points per miodel 15
« Infitrate + May be given Fensing Scarabs ... ave. .-+ 10 BaiRLS




85 points

bi ., their

Bu  thetes of thousonds that emain to

ws
4

‘Special Rules
« Reanimation Protocols
« Shadow Legions

Dedicated rt

* The unit may select a
Night Scythe for +100.
points as a Dedicated
Transport

et s bt at stnt he

A W s
T4 0 e

Options

+ May indude

~Up to five additional Necron Immortals .. +17 points each
« The entire unit may exchange their gauss blasters for

~Tesla carbines ree
« The unit may be given Flensing Scarabs +10 points

s

The dynasty of Maynarkh i rife with madness and.

| cormuption and.as such, many of ts once proud legions
of mmortals have awoken from stasis twisted or insane.
‘beyond repair or function, many succumbing to the
Flayer contagion. Those that remain are used by their
masters to shepherd thei brethren i batte rather than
fighting alone.

Necron immortal units may not be usm as compulsory
Troops choices in the Dark Harvest army




DEDICATED TRANSPORTS .
B COMMAND BARGE ... S page 1 oo

and the shifting tide of war.

Scythe s the Necrons” most. war craft both
2 does This allows it to bea




Special Rules
« Fearless

age
* War Construct
« Phase Tunneling

205 points

oot e wespons
A W sv
s 10 3

Options.
A Canoptek Tomb Stalker can be equipped with any of the
followis

- Sepulchral Scarabs.
- Gloom prism

+15 points
+15 points

A Canoptek Tomb Stalker may alsa be chosen as part
of a standard Necron army. When chosen as part of a

odex: Necrons army, it is an Eltes choice and is treated
as though it was chosen from that codex. |

The gloom sty field creates a zone shrouded
fom Warp-spawined power:

Each time an enemy uni attemps to targe the Canoptek
Tomb Stalker or a friendly unit within 3°, with a psychic
power,roll a DE f the Psychic test is passed, and after any

of the Warp attacks have been resolved. On a 4+, the
‘poweris nulfied and has no effect

Phase Tunnelling
Gk Ront Sk s straordarky st and
‘Garries inbuill phase field projectors, alowing it to pass

War Construct
The Canoptek Tomb Stalker is a huge mass of shifting
‘pseudo-metal, with ltle vulnerability except to the massive
use of force against it

The Canoptek Tomb Stalker is immune to the effects of the
Fleshbane and Poisoned special rules - nstead either the
attacking models basic Strength in an assault o, Isted,
the weapon's basic Srength s used. If the attack has no
Strength listed, it wounds only on a D6 rollof 6.

Sense Cluster
Canoptek Tomb Stalkers have the Night Vision and Acute
rules

&
and stone, and effortlessly passing through debris and
rough terrain as it moves.

Ithas the Fieet, Deep Strke, Outflank and Hit & Run
universal special rul

Sepulchral Scarabs
‘The Canoptek Tomb Stalker gains the It Will Not Die
special rufe
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lenc rmost often in we/levmg oo and

them. Even n their

3y other that the Curse of the Flayer has
@=thungry shadows.

Charme! Lychguard

Special Rules
« Reanimation Protocols
« Rage

« Fear
« Soldiers of the
Bloody Court

Transport

« The unit may select a
Night Scythe for +100
points as a Dedicated
Transport

Foarpannes
4

&

them,

A W s
2 o

Options
* May include:
- Up to five additonal
Charnel Lychguards...
« The entire unit may exchange warscythes for Soeniioet
swords and dispersion shields ......... +5 pOIS|
« The unit may be given Flensing Scarabs. pem\s

Soldiers of the Bloody Co
Once the Lychguard of e Maynarkh were infamous f

Gark echo of what was—remains terble to behold.
A single unit of Charnel Lychguard may be taken in the *
Dark Harvest army for every Overlord in the army.

Dispersion Shield
The force barrier projected by a dispersion shield can,
be used to fend off close combat attacks or deflect.
incoming enemy fire.

A Charnal Lychguard with  dispersion shield has a d+
invulnerable save. If ths save is made against a shooting'
attack, choose an unengaged enemy it within 6.

That unit then suffers a single it with a Strength and AP:
equal to that of the iniial shot.f there is no unengaged
enemy unit within 67, then the Wound s sl saved, but

the shot is not redirected. This does not cause templates

o blast markers to be repositioned.

For the purposes of determining cover saves of deflected:
hits, treat the it as having come from the model that
made the save. Note that you must aiways use the best
save avaiable, and so cannot choase 10 us the dispersion
shields invinerable save in place of your Armour Save if
the models Armour Save s bter and avaiable




See page 92 of Cadex: Necrons

mﬂm&hmktﬂm from concealment, hunters who have served the Necron nobilty s snipers and assasins. They lrk n the
: Spaces. dimensions awiting their prey.and attack with merciless precision, siaughtering enemy commanders, cutting
Mioes of communication, destroying vital supplies and sowing terror i their wake

See page 92 of Codex: Necrons

“ASthe guardians of their sleeping race, the Triarch Praetorians held  great responsibilty ~ to-ensure that the Necron dynastie
survived thiough the long cold passage of time. bound to the wil of the Silent King. They shadow the awoken Maynarkh

nasty still impassively accompanying them to war, often hovering above the fray and only engaging the enemy a critical
Jilnetares to turm the tide of battle. As to what the watching Praetorians think of what the Maynarkh have become, they rem
‘assilent on the matter as their master.

See page 93 of Codex: Necrons

of prey Tiarch Stalkers are arachnid-ike fighting
Praetorian: Swit and sgile despite their size, they are aiso heavily armed and
md strongpoints, and for destroying swathes of troops. In battle Triarch
and in

conducting flanking attacks, employing on-board systems to further




FAST ATTACK
JOPTEK ACANTHRITES

g monstrous, prope
Acanthrites are $
from a mere handful to vast hosts of i 5, capable of

Sonteing i nhabitants i mercies e of detiuction

ws_ BS CISE T cHwE
Croptek Acanthite 4 4 4 5 3 2

Compasition Special Rules. Options
= 3 Cancptek Acanthrtes = Fearless « May take:

« Stealth - Up to six additional
; Canoptek Acanthites

St Type
= demp Infantry

wargear Cutting Beam
' Cutting beam

The cutting beam mounted within the Acarithrites;
» vodolade thorax s 2 highly concentrated shaft of thertnal @hérgy
able to slce apart the toughest materials, dis steel.-
stone and flesh equally with the precision of a s
£ unit of Canoptek Acanthiites may also be chosen as Scalpel blade. <

=11 0f 3 standard Necron army. When chosen as part of
2 Codex: Necrons army, a unit of Canoptek Acantlrites Weapon Range st AP Type
3 fFast Attack choice and i treated as though it was CutingBeam ~ 12° 6 .2~ Assault], |
chosen from that codex.

CANOPTEK WRAITHS See page 94 of Cndax:yeo.bns

optek Wraiths are tirless sentres and protectors who for many aeons have haunted the tombs of the sleeping Necrons, 51
o ks and i e i e i ol e e et ot o A A i
er to reach inta’s

repair solid machinery, or take them apart from the mme

OMB BLADES See page 94 of Codex: Nectons

craft, designed. far ahead of the main Necron
ly it ther targets of opportunity. They display in their form and’
the 3 unmatched feats of
abilty, the of the compact cany far out ize.

CRON DESTROYERS ..

See page 94 of Codex: Necrons

war in favour of

their own kind) parted the humanoid form as a mark of their
inbuilt weapons, pltforms in tradtion,
things, nor what they destroy; only at their hands. Likewise old

y
) a factor which may ime passes and more worlds fal o the




FAST ATTACK
KH CANOPTEK SCARAB SWARMS, 45 points

tobreak
into fresh forms and pattens

Canoptek.

e Sarats control.Exsentialy minles fcing and epication s of i s il
..nmm; they mimic in e Typtek of slaved to the

a Canoptek Spyder,

ro, this I Blm function they are used by the Necron Lords as weapons of war—an ammwmg tide of kaermg ‘metal often
Unched ahead of the phalanx that can break nown tanks and fortifications, and force an enemy to expend its firepower in

i nrlnﬂms o halt the onslaught. The Maynarki since their awakening
P cacrel srarabs These strip and collect o et o 5 0 e s o 4 o Flayed Ones

1d appease their

Canoptek Scarab g 35 b ‘“g“““tt
m%,«oo

Charnel Scarab 3 2

Unit Composition ‘Special Rules opti
» 3 Canggtek Scarab bases = Entropic Strike  May include:
= « Fearless -Up t0 seven additional
UnitType | * Swarms Canoptek Scarab bases +15 points per base
* Baasts « Units of Maynarkh Canoptek Scarab Swarms may be
5 upgraded to Charnel Scarabs +5 points each, if this s done
then the entire unit must be upgraded in this way.

Designer’s Note: Modelling Chanel Scarabs
When employing Charnel Scarabs and standard Canoptek
Scarab swarms as part of your army, these should aways

be painted or modelled to be visually distinct from each
otherto side!

Chamel Scarabs

Modified and reconfigured by the Maynarkh Crypteks to

better strip flesh from their enemies with arrays of flensing

bladies and serrated maws, Charel Scarabs are able to
ores of ving

B e o o et e s

Charmel Scarabs have the Shred and Rending special rules
161 their attacks, but lose the Entropic Strike special rule.




FAST ATTACK

CANOPTEK TOMB SENTINEL

S
5 e ages-oldNecron panoplies o war th Tomb Seninel s 3 truly unusual imnoiatin.1ts one of the st war mac “*u
B r (o the

‘Sesigned by the Cryptek artifcer To

‘ssemination to the

by t
‘Sentinel is a heavily madrﬁed it of e roecle o kWO forgoes m_ar warengine’s facilty in 2
eat ra render

o coct
fences an
e o i Starship with devastating consequences.

ws B s T
Canoptek Tomb Sentinel 4 4 6 7

sit Compositior
= 1 Canoptek Tomb Sentinel

Special Rules

nit Type
= Monstrous Creature « Phase Tunneling

ray within

Option
¥ Cangptek g Sibine ot ellmppeﬂ with Weﬁ:
the following options:
- Sepulchral Scarabs.
- Gloom prism ...

Exile Cannon
These arcane ray projectors unleash a beam that can

fe Tumulllnw
Canaptek Tomb Seninl s extroardnery (ax\‘and

Blast objects out of existence, casting
mensional realms beyond the material universe.

|

| Range St AP Type

| BdeComon  12° X - Heaw!,Bast
@), Evile Blast

Exile Blast: When a shot from this weapon stikes a unit,
it nflicts a number of hits on it equivalent to the number
o models caught under the Blast template, That number
o randorly determined models from the unit must then
esch immediately pass a Strength test or be removed

s casualties with 1o saves of any kind allowed. Models
with o Strength value automatically pass, but if a vehicle
without a Strength value or a buiding, they suffer an

cosy tvoush e et ey i ek
and stone, and effortiessly passing through debris and
rough terrain as it moves,

It has the Fleet, Desp Suike, Outflank and Hit & Rung & >
universal special rules.

War Construct

The Canoptek Tomb Sentinel is a huge mass of shfting.

meds et e kot e oLt
e of force against

The Canoptek Tomb Sentinel s immune to the effects of =
the Feshbane and Poisoned specialruls  nstead efther

‘automatic penetrating hit no saves possible.

Gloom Prism
The gloom prism's energy field creates a zone shrouded
| from Warp-spa
3

“Each time an enemy unit attempts t0 target the Canoptek
Tomb Sentinel or a friendly unit within 3", with a psychic
1 10ll 3 D6 if the Psychic test is passed, and after any

itor, if listed,
e weapon' basic S\leng!h Lot 1 e ot W
Strength listed, it wounds only on a D6 ol of 6.

Sepulchral Scarabs
The Canoptek Tomb Sentinel gains the It
special rule.

A Canoptek Tomb Sentinel may also be chosen as part
of astandard Necton,army. When chosen as part of a




250 points

ly the most

5

gularity
ot least of

s storm winds elpamt

Type

argear
e (Tank; Skimmer, * Tesseract singularity
n-topped) chamber

From within its

ty
the
the stoln e of suns i shaterthe earthand crumbl basions ke with

Options
« ATesseract Ark may exchange its two tesla cannon for.
% F

* Quantum shielding

Special Rules
« Living Metal
* Tesseract Implosion

3 +20 points

A Tesseract Ark may also be chosen as part of a standard
Necron army. When chosen as part of a Codex: Necrons
amy, itis a Heavy Support choice and i treated as
though it was chosen from that codex.

Tesseract Singularity Chamber

The Tesseract Ark is built around a shielded Tesseract

containment dme which holos in stasis within ita
sliver of a dying

Fire Mode

Range Str AP
Solar fire a8 7

off by e o of Necron scientific mastery
3 battlefield weay

gh‘z Tesseract Singularity Chamber i treated as a weapon
i can be taken out of action with a Weapon Destroyed
damage result with potentially catastrophic consequences
Tesseract Implosion), and while actve provides several
abiltiesas well s being sed a5 a ranged weapon:

= Containment Field: The containment field of the Tesseract
Singularity Chamber provides the Tesseract Ark with a 5+
invulnerable sa

+ Gravitational Flux: Any mode trying to assaultor ram the
 Tesseract Ark must take 2 Dangerous Terrain test, and
“any unit charging the Tesseract ARz e g patit
making a Disordered Charge by doi

* Unlesshed Power: The Tesseract Smgu\ﬂnly Chanber
can unleash it

i Template 3

Hesheane
Heawy 1,
Quake’,
Armourbane,
Ground Lash*

Seismic Lash 2 s

*Quake: Al units hit by a weapon with the Quake type
treat open ground as diffcult terrain during their next
Movement phase.

*Ground Lash: To use this atack pick a target point up
10 the maximum range of the weapon away. Trace a ine:
(about 1 mm thick) between this and the front of the
ct Ark. The attack automatically hits all models,
including buildings, (other than the firing Tesseract Ark)
under the ine. Units take a number of its equal (o the.
numbev §f ol s st e e e, Giood

G e muwng energy
modes each time the Tesseract s fied:

Lash attacks may not affect Zooming or

Tesseract Implosion
Should a Tesseract Ark suffer a Weapon Destroyed resut
against its Singularity Chamber, oll a D6, On a 4+ an
implosion occurs, the Ark itself s destroyed and removed
from play and all models within 6° suffer a Strength 6 AP-
i Ukewise shoud th Ak sffer an Explades et on e |
ngth 6 AP- hitis infi
e winis 5 ratver thn e sl et




NTRY PYLON

HEAVY SUPPORT 23

TR T

3 paradim. Sl

ay that can

=ouipped
e flash ulxearmg light that
terrain clear of ife and cut

A unit of Sentry Pylons may also be chosen as part of
ndard Necron army. When chosen as part of a Codex:

Necrons army; the unit s a Heavy Support choice and is

treated as though it was chosen from that codex.

Ws B s T w1
Senry Pyion BT T3k R
it Composition
= 13 Sentry Pyions * Gauss exterminator

forming a Battery

Special Rules

Uit Type « Fearless
= Actlery « Canoptek Artllery

opti o X5
. Any Semry Pylon may exchange its gauss. exunnmmm;
e e folowng nespon ypes

~ Heat cann

- Focussed death 2.

Sentry Pylons may take any of the mnmmg upgvadﬁ
which apply o the whole batt
all the Pylons in the battery. = take the sz&k
- Teleportation matrix.
- Sepulchral Scarabs...

Gauss Exterminator
‘Designed 10 track and engage targets at great range,
inator is a

consolidate after that round of combat i resolved. The
Canoptek Artilery unit cannot be ocked in combat and.

stomising enemy armour and aircraftin a blaze of baleful
Bghtfong before they can reach the Necrons' battelines.

st AP

Type
Gaussexterminator 120" 9 2 Heaw2, Gauss,

normally on their

9 2 unit composed i
the Canoptek Avilery specia rule, the maximum ur
coherency distance for a unit of Canoptek Artilley is 4% 121

Interceptor, Focussed Death Ray.
Skyfiee The coruscating beams of force these weapons emit sice
through the ranks of enemy soldiers and armoured batlle=
Heat Cannon tks ot ol e ke A SR
Y of the. Senlry Pyion
and, 72y 0
ranged than itcan of the weapon, and with a
that s

iy d bumn
s way through the most heavily protected fortifications

Range St AP Type
Heat cannon 36" 10 1 Heaw2,Blast

(3"), Melta

Canoptek Artilery
A unit with this special rule uses all of the standard rules
for Artillry type units, except that it does not require

the presence of a crewman to either move or fire, i not
removed from play due to the absence of crew and may
never declare a charge. In addition, Canoptek Artilery that
are charged do not ight in the ensuing combat, allof the.
assaulting it attacks hit automatically and damage is
resolved as normal, no Morale check is made regardless

of the results of the combat and the attackers must

o fire the focussed death ray, nominate a point on the
batlefield anywhere within ts range, then nominate a

P g
(considered to be Tmm in width) between the two points.
Every unit (friendly or enemy) underneath the line suffers
2 number of hits equal o twice the number of models
underneath the line.

Range Str AP Type
Focussed deathray 24" 10 1 Heaw1

Teleportation Matrix
The Sentry Pylon gains the Deep Strike rule.

Sepulchral Scarabs
The Sentry Pylon gains the it Will Not Die special rule.




225 points

% it
years to the lost battles of the War

vead

use, for should

ires be broken by hostile action, their energy harmiessly dissipates out of phase with reality

Armour
BS Front Side Rear HP
412 12 an

Special Rules

= Deep Strike Death Spheres

» Lving Metal | Uniike the conventional munitions of younger races, the

* Supersonic || desth spheres carried by the Night Shroud and is larger
brethren are force field containment vessels imprisoning

the merest fragment of anti-matter. They are kept out

of phase with the material universe until the sphere

Getonates, unleashing an annihiating energy blast

Range Su AP Type
Deathsphee - 10 1 Bomb,Lorge
e B T O Blast (5"),
A Nigh Shroue Bomber may oo e chosenas part of a 8lind, Pinning
When of a Codex:
B ooy ooss hoba e teted
5 though it was chasen from that




HEAVY SUPPORT

DOOMSDAY ARK

is

the move against thislatter mode of fire flsh, stoneandz =
oeneandats e remains. Perhiaps mem
ﬁgmmg factor about sich weapor e

ANNIHILATION BARGE.

the N "
‘exestent mix of speed and firepower while
‘aspesrance of fragilty. Each is armed with 3 fusilade of
#os that can ‘which only the

o= leap from target to target

NECRON MONOLITH.

itself, the ionolith Slabsided
e end of al that see it. Formed from

Smage from any quarte, It serves.
= battle tank,

to guard,
r=stest asset and weapon, however is
B i forees 1ot ity anl devour he oy Cughe 1 ot

DOOM SCYTHE See page 95 of Codex: /vmens

Scom 2 i that range far invasion and blacken
e sies of
QR - e vy s it s st o o e o 0 o s ik 1 T o
st i concert can raze entire 1ubble, sowing
eamage amongst the e  stmoing e b

QIQPTEK SPYDER....

Freiess abourers and.

with others of their
talt mind far gr

jon unimpeded by the ravages of time, they
fromaftack and, should the need arise, are able to. strength and










SUPER-HEAVY

designated as Pyion

uncharted wiorld of WDY-272.

column whist resisting all eturn fire.

y from the Necron

‘gauss flux arc

imcoming aircraft aike.

Armour
B85 Front Side Rear 5P
4 14 14 14

Special Rules

« Living Metal

« Special Deployment
Type « Phase Shift Generator

‘Super-heavy Vehicle

Gmmobik artilery)

One Gauss annihilato,

‘use each time it i fired).

Gauss annihiator
(Focussed Beam)

WuP‘ﬁv \t.

Interceptor %
Hea206 £

L

(Flux Arc) 1874, 6 333

Special D >

A Necron attack can be siipported by Gauss Pylons -~

teleporting to the surface. At other times, sich as

when defending a tomb world, dormant Gauss Pylons,

can suddenly ise up from the ground to engage.

any trespassers. :
"y

Gauss Pylons can deploy by Deep Strke. Because of
the Pylon's size it is not destroyed if there are enemy %
within 1 when it arives. Instead move any models
that are in the way the minimum distance fiecessary
10 make space for the Pylon. A Gauss Plon thatiands” {4
in impassable terrain is not destroyed, but takes an 4
immediate glancing hit. Move the Gauss Pylon the
minimum distance possible to avoid the terrain. =

Phase Shift Generator
The Pylon itself and all Necron units with at least one. _
model within 12° of the Gauss Pylon receivea 5+
invuinerable save.




ol

ORTIFICATION

300 points

the ravages
the mere tip of the iceberg, with the fathomless
ese tor
et inthei own right. Imperial
he earth he midst of a

[
2 % a foothold forinvading forces wmch 6o ek s, wi o o bschhead nom which the dread

SeeciaL Rutes
Tomb Ziggurat

g ot Toned s Roukyed w1 Ledlly Gom wiich
e o i cog ound o nolith (see
ot 47 of Cocx Necrons or deta) s s Scaea e e
page 46 of Codex Necrons for detais). The operation of the

modelsattempting to

the surface of the Tomb Citadel wil suffera
mithap on any ‘double’ rolled on the Scatter dice
10 that due 1o any other cavse

Tomb Citadel also has

in that
Within 6 of the Ziggurat and i a 1 i roled when creating
scarabs, the hive can o longer be used for the restof the

‘game, but the Ziggurat is unharmed.

T W dekyi i v, e ot

targeted for attack: the Tomb Ziggurat and the Power
Crcible. These components count as being AV 14. Roll a
“Difor cach penetrating hit inflcted on them —on a5+ the

 camponent is destroyed and its pecial fules no longer apply

Necron Tomb Gitadel may afso be chosen as part of a
standard Necron army. When chosen s part of a Codex:
Wecrons army, it i a Fortfication choice.

pt 10 have either a Necron
ot s Sentry Pylon from their primary detachment
docked atop the Ziggurat. While docked, all weapons used
by the docked war machine are at +1 Strength and white it
is docked, a Necron Monolith cannot use its Eternity Gate.
The war machine can be undocked and move normally at
the beginning of the controlling player's Movement phase.
If the Ziggurat is destroyed then the docked war machine
takes an automatic Strength 10 AP 2 hit

Power Crucble

Ths structure generates a defensive power feld around

the Tomb Citadel and also amplifies the Necron abilty for
slf-repair and reconstruction. Urless the Power Crucibie has
been destroyed, the following rules apply or al units on the
surface of the Tomb Citadel.

* Defence Field: Units on the surface of the Tomb Citadel or
docked with i, a5 well 3 the Tomb Ziggurat and the Power
Cruchle tsef have a 3+ invulnerable save against shooting
attacks.

* Resurrection Amplifier: Al friendly Necron units on the.
surface of the Tomb Citadel may re-roll results of a 1 on
Reanimation Protocols tests

Options

« Defence Batteries: The Tomb Citadel may be upgraded
with up o two Gun Emplacements see page 105 of the
Warhammer 40,000 rulebook) which aiso have the Skyfire
and nterceptor rles. These cost

ructors +65 points each

- Gauss exterminators 00 points each

 Comms Relay: The Tomb Citade’ Ziggurat can be uparadied
tohave a
- Comms relay +20 points






Minotaurs Chapter Contemptor Dreadnought ‘Hecaton Palaemon’

the cadre of the

Minotaurs C! barque. Hecaton torpedo
the flank of the Necron Tomb Ship ‘Dead Hand' as part of the Minotaurs' desperate assault during the

Minotaurs Chapter Deimos Pattern Predator Annihilator Battle Tank.

‘The Deimos is one of
few of which Age of Apostasy. This
dedicated tank-hunter, outfitted with powerful Mournblade pattern lascannon.







¥ THE MINOTAURS CHAPTER
Buuu

'SPEAR OF THE EMPEROR, THE FURY OF THE SPACE MARINES UNLEASHED

Adeptus Astarte, the Spads

=

fou

st most deadly warriorsin the service of
m;ymn»wlsmmh,wm

ind:
1o count on, prefering alles of more smhle temperament
s

thelr ranks, howeber, are 3

the zealaus fervour of the
and the avenging fury of he Blood Anoels

y
others tithe 10 the Magos
‘combined with the diverse curses that seemed to affict
Chapters of their Founding, raised much darker suspicions
about the nature of the Minotaurs and the secrets they
be hiding,

however, within
byncm«xatmsnxew:mzswmum

.amchdavkemue One such
_n?pm wmum

\IMM'M
ife Chapter of brutal repute within the
Minotaurs have long been the brunt of

Such that now remain show the
Chapter's gene-seed branded as ‘Chimeric’. This, as
blasphemous as it may now seem, may have indicated
that it origins were either from a prohibited source, mixed
or adulterated, or somehow tampered with genetically
during its creation. Secret experimentation of this kind s
known to have been carried out on a number of the scoms.
of the 21* Founding, and such annotations show that the

hapters

they are thought by some within the Ordo.
‘possess unknown ties 10 the HighiLords of Terfa
ey find disquieting to say the least. While much of the

War reports and battle archives
7] ,\m hmoiy before this point is not simply lost, but has been

y among
way. The folly of such hubis by the Magos Biologis of the
time was to prove the undoing of many of the Chapters
birthed by the 21 Founding as they succumbed either to
spiraling psychological flaws, or worse, monstrous genesie
deviation, leading to their disbandment or destruction in
the following millennia. 1t sliely that the Minotaurs’
controlled fury and their desire to shun those they shoud

e isquisior cipnot readily undo or circumvent, That there
existed a Space ane Chapter of the name "Minotaurs’,
b Eor o ey ar hesame Chaper g that
bgn the name which took part in the suppression of

v ‘Macharian Heresy in the opening decades of the 41*

*Mieonium (and the same Chaper that would ater go on to
and bloody role in the Badab War)—that is not

Faunding rapidly gained a reputation as a force whose
ferotity and fury on the battlfield were all but unmatched,
their Space Marines eschewing any form of combat that did
gkl tham 0 oy g 10 s Wi ek eneies

T highly. berserke, force was known
forhd Ry o repond) upmly 10 the pleas and distress calls
of besieged or invaded Imperial worlds, but was equally well
known for refusing to form part of a wider srategic plan.
Their presence was often announced in a war zone by the
commencement of an all-out assault upon their chosen target

even y way
the Minotaurs hurling themselves at the‘enemy without heed
obJoss or cost. Thei fury spent, they would then withdraw
‘as8uddenly as they had arrived, whereas in the same tactical
sityation a more conventional Chapter might be expected to
consolidate its gains or pull back in preparation for a counter-
ttack. Ahh ough the Minotaurs' assalts more often than

result of some particular curse:
laid on them n ther blood, but whether thei affiction 4
mastered them or they mastered it remains unknown.
Regardless, from the mid M38 onwards, the Minotaurs 2
but slipped from the Imperiums records, their deeds and.
battle honours suppressed or expunged by a series of edcs:
and data-purges.

The Hammer of Terr

‘When the Minotaurs reappeared again millennia later,
during the suppression of the Macharian Heresy, they wese:
a Chapter both familar by their reputation and profoundy
changed. still highly autonomous, the Minotaurs went
they wille but semed fa more content o aperte it

than the cnapmx distant hlsmry suggested. Both durog
er

have responded quickly and without question to 2 call
10 arms from the High Lords, and this has been the case!
when that cal has been o castigate, apprehend o even
destroy formerly loyal Space Marines who have been
renegade or that have had suspected transgressions lodged
against them

Given this seeming predilection for testing themseives
their fellow Space Marines, it was perhaps then unsurprsag |
that the Minotaurs would appear during the Badab War
responding to Legate Inquisitor Frain’s request for aid for
the Loyalist cause. The Astral Claws and other Secessionst

their wake,
- imperial  commanders and therSpace Waie Chopters

defeat of the Lamenters at Optera, were extremely




10 the Badab Wars ouome.The Minotars gained several
important victores during ths time and the acton for
i ome wouid prea o beyord te Conficy
despite a delberate suppression of the war' progress
Vil i be ek whidksl deys o Lt
Chapter in a cose quarters space battle n the Optera system
in the losing days of 908 Ma1, Thisltter triumph did much
10 laud the name of this grim and isolatioist Chapter of the
Space Marines to the Imperium at large, but has done ltle
1 salve the Chapter’s unquiet reputation with those with

the wit o see beyond the veneration of the holy Adeptus
Astartes espoused from the pulpis of the Ministorum across
the Segmentu Soar

Chapter Organisation and Tactics
I terms of broad organisation, the o

Chapter commanders are perhaps less mindful of
of its individual battle-brothers than sorme, just s0 loAgA
as victory s achieved. As well as a wilingness 10
their own flesh and blood 1o ensure the ach
their battle aims, the Minotaurs are aided in their chosen 1=
pattern of warfare by two significant factors. The first i their
Sicsteot et sed wak g
the second, and perhaps more important, i the Chapters i
aredly top Qo e bt 10 tegoee
ongoing losses. The exact source of their war materiel has
remained unconfirmed, but they have been observed to. &
operat usng lroe replenishablestockesofGanks 3l
vy armout, alowing the Chaptr'sbatle companes 0.3
support vehicies. The Minotaurs ok s

gl e i i
Retares, bt ot tocicl sl difer gnfcantyin e
general approach to warfare. The Chapter prefers to operate
a5 awhole, o at least with as few divisions o its forces

as possible in any given theatre of war, concentrating and
thereby maximising its destructive power. Ths is  strategy
that has allowed the Minotaurs to excel at segecrait and

in combat against monstrous oppanents, which they can
overwheim by sheer weight of numbers if needs

Uniike most Space Marine Chapters, some of the Minotaurs'
key tactics are partly dependant on the use of superior
attition within a confined area of engagement, and the

access to
power armour and
of unknown provenance, as wellas a wide diversit of ams
and weapony including power blades of the finest quality.
and rare advanced Ryza pattern plasma weapons. Further. A
indication of the superior range of their armoury capbe
gleaned from the observation that they commonlyfield the Y
bulk of their 1 Company Veterans as Terminators i combat, ¥
‘again with widespread access to rarer patterns of waigear
such as the Tartaros and Arkonak Tactcal Dreadnought
Armour patterns, and wargear seldom found outside the.
hands of the honoured Chapters of the 1# Founding, such
as extensive squadrons of Storm Eagle gunships and anient.
Spartan assault tanks, 5
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Hecaton Morbus was a Minataurs Chapter Dreadnought

Amarah  war War
‘and was, alongside the bulk of the Chapter's ground armour s, o say the feast, remarkable.
‘and tactical reserve company, deployed to the surface of
mmmu—nmw—- The 2. Kiveres Pattern Assault Cannon
ne precur Absolo
relic of
Larger
solar-battle, rate of fire the
. . Kheres, nighly

soything

squads of oy
halting the rout of Imperial forces at Callowsheen Hive and  and other protected targets. This combination makes it a

‘walkers (Ordo Xenos designation ‘Triarch Stalker) at close mmmﬁmnmmwn
quarters there assault and bunter-killer
-lh-\n&l\-ilofmndmmgl

1. Relic Contemptor Dreadnought Chassis
- 3

a reputation, slongside that

de ontemptor' Jotu
‘capacity of its armauries; this-1actor 2 Scated: SorarmslOOy
‘the large number and diversity of Dreadnought frames it massive frame, this robotic servo weapon s based on the
h - types. type

Space M Terminators and officers.

the 415t Millennium, the- aurs
many other Chapter armouries, with g
the Contemptor pattern the ancient the fietd, and within ‘the power fist
days of the Great Crusade, and its sub-
patterns were arguably the apotheosss of Space Manne balkstic weapon
Dreadnought design They featured many systems and

of  Theuseofthe

reactor the arts Contemptor Dreadnough
itis widely believed have long since passed beyond use. For  the service of the Minotaurs Chapter.

| aiEs
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“Accrss Wansine- The Perun Cross Incident
Oata Contrans “The mose toubling inident involing the Minotaurs Chapte in recent year s known to very e
{{Biwr-Omrcal) ourid e highercchelons ofth Imperist Inqusiion the Grey Kghts o Titan and the Lords
Curanancs Miltantof Pucficus. I the Night Reapers
Chaprer ofthe Adepus Astares and is aftermath.
“Bxiros In xrasmine
Opraing gl on e e ofthe Lsnh Ris eion the Nighe Reers hd b condemned
Comriuen fnavisiton | o crusadethere following thelr ac
((Deseteal) Consantinus lconoclasm. b b dbya massive :
coumnsarack by e Choes b dn e eones’s ok Wittt =
oxo n the sctor, the Night Respers had |
{1Driereo)) abandoned the Shrine Workd sdefensible and of s i worh”, Rather =
than the Nighe R pons on the baslicacities ‘

o “merciful end”. The rage of the
ot i s e Vo o o B Night Reapers Chapter's censure by the High
Lords of Terra. Shorn of their fortressmonastery world and condemned to the perilous and thankless
task of policing the outer reaches of the Laanah Rifts, the Night Reapers bore their punishment with E

grim Within a decade, howeser,
oo s Ghaps which b hmg mmd i for ruhless efficiency, independence and

Laptitude, n such second hand reports of
them that could from Codex d tactics
and equipment in their ranks.

In 989.M41, some six years after lase contact,the Night Reapers were declared Excommunicate Traioris
Nt forensic examination of wreckage found in the Guyarhis Belt provided incontrovertible evidence
+ the Chaprer' direct resporsibility for the deseruction of the Rogue Trader flet of Baron Stross
en. This ofothe of
* Chapterhad been suspected, but frm cnough m.km could not be found to blar
 the Night R

N

s mpis el iah a
the

setout into the Rifes in search of the
r(mxldz Chaper. Knpun.nn.m A do ot lmpial o on Sara Wl the Nigh
i

their strike eruisers, wreck dand Imf"Ymnu g deb
Avenging Sons’ defear, which they blamed on the Night Reapery use of unknown ‘warp flame weapons’
hat bypassed thei ships’ i shields, moved the High Lords into directaction and two full C\nw.,

of the Red T

the mu-

Reapers. This was o b
renegades and malcontents in an already troubled region

further,
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“Acetss Wannine- R f .
whi hapters, the Red Templ they.

were in search operations, with

i 5 deal She ath BRI T Mgt

Curananer

[ Extros In Extasmis-

~ Comriuen Inavisiton
{{Drietao))

onse
{iDrerreo))

Concravs
({Dexeren))

To.
foBE Viewso
This KECORD 1Y

non-AvtHOKISTD

e ek SR 1
the Night Reapers, ving trown offthe e o the Emperor, had sousht advantag i insinarion,

their and e et
; of
frther their cause.
T el Iy
Night R the Perun Cros—a

life over the long ages. Here
1 insearch

v
e i ¢ attack, the Grey.
 Knight of Brother Captain

Equinay
Danicus, arcived in orbit around the Perun Cross.

mperial i y and pull bick from
she asauls his the Minoraurs, however,were ot included in. The recreat of the oyl forces paved the
way for BrothesC
the on. What then transpis i hortly
afterwards the Rerun Cros’ " ing i wigton-
: : ed o the Grey Knights force snd
stantial, but undefined, X h
Equinor Blade and the death of all those lefe on board,

y As for the Night Reapers Chay
the Pene ed
them were buried there two.




MINOTAURS CHAPTER APOTHECARY

Intendant Haukar
Chapter Apothecarion, assigned to the Amarah
Prime Taskforce

Apathecaries represent a vital companent of
tm Spcn M cdr o bt i
both 10 the wounded and recovering the
gene-seed o thedead, thus onsuring the
continuation of the Chapter in wars to come
During the batties against the Necron forces in
the Orphean War, casualties would prove high
and.inpartcuar the orrih mures ficted
by the ‘flaying’ action of the Necrons’ Gauss

vy at the molecular level proved
diffcult for even the superhuman physiology
of the Adeptus Astartes to cope with or
successtully heal

Apothecary Wargear Marine
Apothecaries operate at the forefront of battle
and are expected to act in every way the equal
of their brethren in combat in addition to
performing their particular medical duties, and
are 5o equipped accordingly.

1. Modified ‘Aquila’ Pattern Power Armour: Displaying

the particular heraldry and colouration of the Chapter
Apothecarion, Intendant Haukar's armour aiso features
integral bio-scan auspex systems, iluminator lamps, and

Narthecium and Reductor surgical apparatus.

2.Acitus Patter Chainsword: Personal close combat
n, also used for battlefield amputations carried
out in extremis.

FURCRRRRRNRRRN

3. Umbra Midc Bolt Pistol: Selectve e sdearn, standard
‘armour-piercing, mass-reactive bolt ammunition and short
charge carmfex crail penetraton round for e 1
extreme unction

: Concentrated blood-infused
mgenecam ‘and anti-toxi alchemical solutions based on

Chapter gene-seed, administered n case of severe trauma
dangerous in high doses, atal to non-augmented humans






back to the later Great Crusade, are




complexes were successfully sabotaged and
bady damaged, thus denying them to the foe.

S




by the Minotaurs Chapter Master
Asterion Moloc and his bodyguard

Panoply of Arms: 1 Toledax Pattern Power Sword; 2 Anvilus Pattern
Heavy Flamer, 3. Tigrus Pattern Storm Bolter







235 points
PR 1
The Brazen Warlord, Master of the Minataurs, Spear of Judgement
Lord Asterion Moloc, k d
The veteran of a
u is enough to allow
the utte of his foes, and is most often found in battle at the

and strategist, as well as

his Terminators,
. aifpasterof segecrat. Outside of batte he can be found on his brazen throne at the centre of the maze-ike chambers of the
5 K measuring the drops of

blpod spiltin the quest of his Chapter’s strategic goals

been
ks ofthe Space Maries by th High Lods of Ters. As  esu, Asterion AT o oot xysremanz

destruction of other Adeptus Astartes forces that have viewing suc!
thy of the Empelm s with, N the ultimate test of the Minotaurs" skils in batte. Thi hos led the Minotaurs o war mmu
-:Z:y e gt eoprs e
mem as drxhuncurab!e their brotl

> ws B S T W 1 A 1 sv
ion Moloc Ba- 5. 4 AL RdSESEC IR 0 2

Unit Composition Special Rules.

# 1 {Unique) * Combat Tactics
+ ndependent Character o

< Ol Sombariment W

B craci i @g‘ 0

« Dark Fury )

 Eternal Warrior A

Warlord Vit




Chapter Tactics
1f you include

Dark Fury

e Al syl et s GOk AES
specialrule for the Preferred Enemy (Space Marines)
universal special ule. Note that this counts againstall

iohts, Space Wolves,

3 drawn from a C
ar syt f mere thanione model I yor rmy e
‘Chapter Tactics specil rle, you must choose which

| version willapply.

The Black Spear
an

once.
‘been used by the Adeptus Custodes, the Black Spear isa

Dmﬂtﬂhesmaﬁuﬂyk)@dm(ﬂwlﬂlumm‘

assault i the tum as

close combat
| tasteam, forma, Moloc may call down an orbital bombardmet
This counts as using 2 fanged weapon and has the -
Range Sw AP Type following profis:
TheBlackSpeasr - 6 2 Meles, Speclist :
Weapon 5 Range Str AP
Laseam 12° 8 2 Asati,one  Omital

 bombardment,

Unlimited 10

Master of the Minotaurs
Lord Asterion Moloc is a HQ choice for a Codex: Space
Marines army and the Space Marine Siege Assault
Vanguard army ls (see Imperal Armour: volume 10), f
you use Asterion Moloc in your army, he must abways be
your Warlord.and you may take no other Space Marine.
Master, named or otherwise. If Asterion Moloc.
isin your army; you may also include one Honour Guard
squad, This unit does not count towards youleHQ choices
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Special Rules

« And They Shall Know
No Fear

* Combat Tactics

« Independent Character

« Zealot

« Bane of Hatred

Warlord Trait

I chosen as the army's
Warlord, vanus Enkomi
ly

A W s
310 3+
Bane of Hatred

Ianus Enkomi s a lving vessel for his Chapter's hatred.

of the Alen, the Heretic and the Traitor, and his

oratory matches the greatest firebrands of the Adeptus
Ministorum in bile and wrath for them. This is no mere
empty rhetoric as n battle Chaplain Enkom will unleash

all his rage and spite in a frenzy of attack

Both anus, and any Space Marine squad he joins, have

the Rage specil ule.

roling randomly. This
means that al enemy units
within 12" of him must
use their lowest Leadership
value, not their highest.

was subsequently rebuilt by the Minotaurs cmmm
artificers into a weapon of unsurpassing power

elegance which, in addition to a deadlly drsmpl»on ne»d

incorporates a compact assault launcher
1t has the following profiles:

Range Str AP

n Type
Crozius Arkanos ~ ~  User 3 Melee, Master-

arafted,

Concussion,

Specialst
Weapon

Assaultlauncher 12 3 6 Assault1,

last (3°),

Twin-finked

shattered in the Battle
of Gathetris by a Night Reaper's thunder hammer and

|

Chaplain anus Enkomi is a HQ choice for a Codex:

| Space Marines army or Space Marine Siege Assault

Vanguard army (see imperial Armour: Volume 10),
representing the Minotaurs Chapter.
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Darkness Falls
Being an Account of the Invasion of the Orpheus Sector by the Necron Host for referral
toall Omczvs 1C3 Imperial Field Command/Naval Ship Masters/Adeptus. Asmﬂes
Offi los: Battlegroup i Cordon
& Gorgon Quintus Castrum Forces.

F:w who dwlld within s domains would havebelived the Orphes Secto stood on the

precipice ion. That thi Tempestus—a
wperialis which had endured for nearly f years against the ravages of the Ork

and ions of the Eldar, of civil ar and of Chaos, would

et prove o be b o come. Fewer still be

they planetary governor, potentate, prelate orvoid captain, could have countenanced the idea that
in less than a hundred standard days scores of the Orphean worlds would be laid waste and their

‘populations, numbering in the billions, put fo the sword. Nor that all which humanity had wrought
amidst these distant stars would be erased with such merciless power and abhorvent intent. But the
darkness that came for the Orpheus Sector cared nothing for the power and pride of Man. £

For in the great tmpnmxx beyond the frontier of known space, ancient and wicked minds were

; minds driver tortures of ternity. i ioed hatred and
endless despair, creatures o which alllfe had become an anathema; were once again dragging
themselves up from their cold ron graves, and upon secing the teeming ‘vermin' of humanity—for
as such as we are to they—infesting worlds that once had been theirs, the dim fires of unsleeping,
imhuman malice were again roused within the outcast Maynarkh Dynasty of the xenos form my.
noly Order has come to call ‘Necron, bestirring them to unnatural false-lfe with but one cause—to
slaughter and destroy. Such are the monsters you must row face.

e The following evideniary document, assembled fro achival data, ftcr-action bt esimony,
ial and as accurate a précis
aspusile o the Orphean War 1 e urrent date s of 98 M, A such it cotains what scant
and, ide of the devastating losses of " as the
initial  and il the “War of
Salvation” to grear of Uponyou is weighted
2 the terrible i i of the common soldier. As

£ > acommanderof ank inthe forces assgned totheterible deds whic now mist follow,yo are
charged o study what his report contains wiscly, for i this knowledge you may bettr serve your
Emperor in battle and carry out your sacred duty in this new founded realm of the dead.

+++ Certified by my hand +++
+++ Scarman Ha'Vass +++
+++ Inguisitor Ordo Xenos +++
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the Minotaurs Chapter,

ser
g been identified by hs distinctive heraldry at

P
rved at the forefront of a dozen of the Chapm

the Battle of
nﬁm Mater Suspir, the defence of the Black Gates nmm tha against the Genestealer cult of the Dy
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Traitor 2-19%"

the Viper Legion
voked,

Winotaurs Dreadnought. So
B & 1 i sope e o i emn stk Wb e s Ss i Bors abewq,amu
e issued from orbit by his Chapter Master to stay his hand,

the

as with many of:
‘usscers have noted A

u—nomg as they do the honoured fallen warrors of ages ol cold. l»drﬂmnce e
the i

s Crapter, which

[ v et s iy s
esived’ Regardiess

egion’ but may also mean; a:(wdmg it

when ot strding to

it ot o the Minotours and agentof 5 s toéd wil

Amour
Front Side Rear

the gates of the Daedelos Kr

ws Bs s (S
siecaton Aizkos S B T3t A3 55 .2 e P
ot Composi Wargear Special Rules
= 1 (Unique) « Smoke launchers Mgt hpmic
* Searchiigh iding
it Type « Plasma cannon -t
= vehicie (Walker) « Dreadnought close « Groundstrike
weapon with * Venerable
inbuiltstorm bolter
Asgmented Atomantic Shielding Groundstrike
One of the Contemptor pattern's features  Instead of making his usual

amour|

y s specl grounc
smashing

Contemptor chassis that Aiakos inhabits is a particularly
ich the

ground. This attack s cared outat Initative step 1 of the

‘Dreadnought with the stench of burning ozone, and he is
ble to iolenty discharge its power through the disruption
field of his gauntlet.

Hecaton Alakos has a 4+ invulnerable save against shooting
atiacks and explosions, and a 5+ invulnerable save against
atiacks suffered in close combat. In additon, if Aiakos
suffers a Vehice Explodes damage result, add +2” to the
radius of the blast.

Venerable

1 hit against
each enemy unit engagea with Aiakos for eachmodel in”
that unitin base contact with Hecaton Aiakos' model. S0,
for example, if Aiakos s in base contact with three models”
from an enemy unit, the unit suffers 3 hts, and so on.

Range Str AP Type
Groundstrike Souget elee,
Strikedown

Hecaton Aiakosis an Elies choice for a Codex: Space &)
Mearines army or Space Marine Siege Assault Vanguard.

Hecaton Aiakos' controling player may
Vehicle Damage chart against him to be re-rolled. If Foks
Gone the second result appies.

jume

army
the Minotaurs Chapter.




COMMAND VEHICLE . 75 points

hi nis sophisticated.
aray. Thsallows the Damodies’cew
ks, and. the hub moving

5 gndforces qunships overhead and warshgs i the black oid of space beyond.

Armour
85 Front Side Rear HP
AT vy 3

Compasition Worgear Options
=1 Damodes Comyand ® Storm bolter + A Damodes may take any of the following upgrades
Vende + Teleport beacon ~Searchight +1 point

+ Command vox relay - Extra armour +10 points
UnitType - Pintle-mounted storm bolter +5 paints
» Vehide (Tank) Special Rules. - Hunter-iller missile +10 points

« Orbital Bombardment - Dozer blade. +5 points

i
e

Orbital Bombardment

‘The Damocles can use its vox and augury arrays to call
‘down a precision strke from Space Marine warships in

orbit overhead. Once per game, the Damocles can call
down the bombardment just as I it was fiing a weapon |
in the Shooting phase. The Damocles cannot move in the
same turn that ths is done.

A Danicles Command Vehice s counted as 2 0-1 HQ
sefectian, but does not use up Force Organisation siots
{and therefore cannot ever be used o occupy a force’s
compulsory HO selection). The Damoces can be used in
Codex: Space Marines, Codex: Dark Angels, Codex: Back
Templars, Codex: Space Wolves, Codex: Blood Angels
and Space Marine Siege Assault Vanguard (see Imperial
Amour: Volume 10) armies

e, | Range St AP Type

Oorbital
bombardment  Unlimited 10 1 Ordnance 1
Large Blast
(5), Barrage
Teley

| Units which arrive by teleport (using Deep Strike) which

are part of the force containing the Damodes, do no
need 1o ol to scatter if they choose to arive within 12°
of the Damocies.

Command Vox Relay
The Damocles is principally a command and control hub
for a Space Marine batte force in the field, cohering
the streams of data and analysing the warp and weft
of confct.

The Damocles allows its controlling player to add +1 to
6subtract -1 from the resuilts of any Reserves rolls they
ke e the Damocis s on the tabe
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‘himself to be ruthl

fate was sealed. As the aliens’ dark hunger overtook their caution, Kraatos’ Minotaurs rose from concealing mm‘@ aught

the xenos in a pre-arranged series of crassfires and enfilades, shredding their ightly armoured transports firstaind trapping faqn

inthe refinery’s hear. nthethree hour gun batle gt Tiisg o e e oo MUea
farfess than expected, with ony i

b being killed.

woEs s T w e
Hamath Kraatos s 5 e giase it
Unit € Special Rules
« 1 (Special: eplaces « And They Shall Know No
Sergeant n Space Marine Fear
Devastator Squad, « Combat Tactics e dat- oY Spoes Mt bt Tt A
Unique) « Preferred Enemy (infanty, with this can use it i lleu Of making a shoating attack
Jump Infantry, Jet Pack their own. f this
UnitType Infantry, Bikes, Jet Bikes) a5 85 5 for this Shooting phase. Declare that the Signum
« Infantry (Character) ing used before any rolls To Hit are made. 4 ;gt
Wargear Assassin Bolts L
« Power amour Kraatos carries a imited supply
* Bolt pistol mmmmmmmmrm £
« Heavy bolter These ‘assa are propelled at hypersonic speed
 Frag grenades by short- bum nugmmsmn charges in place of their = =
« Krak grenades
« Signum rather than standard mass-reactive warheads (which
« Assassin bolts would not endure the fusion discharge), their extreme.
speed and density makes for a highly destructive and. .
Vigiator-sergeant Kraatos replaces the Space Marine
Sergeant in a Devastator unitin a Codex: Space. Rather than iring is heay bker using s Standard
Marines or Space Marine Siege Assault profie, bolt This
=t Chapter s the following profi =
shown here and cannot take any options,although his
unit may take options a5 usual. Range St AP Type
Heavy bolter
(Assassinbol) 48" 6 3 Heawl,
Sniper




iAéLE ASSAULT GUNSHIP .

HEAVY SUPPORT

t very heavily
s i
ommon
f sands of time. csﬁm ot S Exg it
ronis both o Heresy,
oy ithough h
bi Storm the centuries. the number of active Storm Eagles

production at an as yet unknown ocation.

F Armour.
5 Front Side um HP.
4

B
Storm Eagle 4 12 n

¥ u.éxcn“%;m
+:1 Stonm Eagle Gurship
3t

icle (Flyer, Hover,

Wargear
» Twinvlinked heavy bolter
» Vengeance launcher
« Armoured ceramite

Fansport) Specal Rules
o « Deep Stike
Transport Capacity * Assault Vehicle

* The Storm Eagle has a
transport capacity of 20
els,

« Power of the Machine
Spirit

‘Access Points
 The Storm Eagle has four
P eoeo

d ramps at
h:m ot ik

et
@g&\\%‘g“

known to

A y
* have favourable relations with the Priesthood of Mars, leading some to believe the Adeptus Mechanicus has restarted large scale

Options
S8 St Expe ex(hange its twin-linked heavy bolter
for one of the followi
o inked mltima ekl
-Single typhoon missle launcher 5 points
« The Storm Eagle may take ane of the following upgvaan

- Four Helltrke missiles oints
- T twin-inked lascannon jorjods

* TheStom Eaglemay take anyof the folowing grades:

- Searchiight point
Extra armour Pl

Armoured Ceramite
Weapons with the Melta special rule may never roll an
additional D6 against a vehicle with Amoured Ceramite.

Vengeance Launcher
The Vengeance launcher i a multi-chambered rocket
battery which saturates a target area with fragmenting
ant-personnel warheads. Designed for close range
ground attack, this weapon allows the Storm Eagle to

|| Both cear 2 lancing zone i a hostie area and continue

| to provice direct fire support once it has delivered its

desdly cargo of Space Maries.
Range S AP Type
Vengeance
launcher 48" 5 4 Heavy 2, Large
Blast (5°)

The Storm Eagle Assault Gunship is

“odex: Space Marines, Codex: D
Codex: Black Templars, Codex: Space Wolves|
Marine Siege Assault Vanguard armies.




HEAVY SUPPORT
STORM EAGLE ASSAULT GUNSHIP - ROC PATTERN.

A powerful Space Marine gunship and assault transport whose origins are 5aid to Gate back to the Great Crusade the Storm
Eagie is one of the most highly regarded vehicies of it kind but, owing to its complexity of production, one whose long

istory has waxed and waned over the millennia. While some Chapters, such as the Salomanders and imperial Fists, have:
managed to maintain 3 sizable core of these gunships, over time battefield atrtion sawits numbers dwindle to

\agb‘; and its variants issued to certain Chapters and Such was
mperial-mandated persecution of the renegade Night Reapers Chapter when i 2 o s boagsecey
modified Roc pattem gunships, were given over to the Minotaurs and Red Templars Chapters to aid them in their task

Gestroying the res

Foc s o confuesin virntofthe sandidStom Bxe

nastinguishable from
oor sl eservesfo 5 atucdnaltrsters. With hes povisons and thelondscls skl i teFocis opabe
of the batteild, fotiications
to rubble.
Amour
85 Front Side Rear WP
Storm Eagle (Roc) 4 n %
Unit Composition Wargear Options %
+ 1 Storm Eagle (Roc) + One hul-mounted twin- A Stom Eagle (Roc) may exchange s twin-inked heavy
Assaut Gunship finked heavy boler bolerfor a:
« One hullmounted twin- o
Unitype linked vengeance launcher - Single Typhoon auncher 25 polnts
« Vehice (Fyer, Hover) with Roc warheads « A Stom Eagle () oy ke a1 e ollowing %
« Two wing-mounted twin- upgades
Access points linked lascannon ~Searchight..... +1 point
< The Sorm Eage (o has  » Ceramite ating Bura armour 410 points

both sides, and ramps at Special Rules i o -

the front and rear « Deep Strke Mwummmwm
« Assault Vehicie Rather than the usual explosive fragmentation warheads
Transport Capacity « Power of the Machine carried by Vengeance missils, the warheads mounted on
« The Storm Eagle (Roc) has ~ Spirt | the Roc are replaced with sub-munitions packs, known
atansport capacity of 14 » Strafing Run s Roc warheads, which shower their target with multiole
models armour-piercing rockets.

Range St AP
Rocwaheads 48" 8 3

The Storm Eagle Assault Gunship - Roc Patter is a Heaiy
Support choice for both a Codex: Space Marines and a
e Marine Siege Assault meuud &y oo
the Minotaurs Chapter:
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15 points per gun

hapters 10 take on the

supply dumm mey are

resistance, they are often dr

2 bloody harvest s theysecurea landing zone.

Sentry Guns with Hyperios missile launchers or
‘command platforms does not have the Firing Modes
e,

arcs, anc
from. h»gh s by modified Thundemawkx, activating in the m:dsr (ofine

A W

sv
3+

Option:
i i s wivlnkes Aeanbatesor
~Twinlinked lascannon g permece
- Multi-melta and searchiight.. ts per model
« The entire battery may exchange thei inimed heavy
bolters for
- Hyperios missil launcher..... points per model
« Any Sentry Gun equipped with a Hypenos missie launcher
may exchange it for
- Hyperios command platform®......+10 points per model
+ The entire battery may be upgraded to have:
- Camo-nettin e 10 pOIts per model
~The Deep Strike special ru.........+10 points per model

e

| Unike standard artilery, Autorated Artlry does not

quite crew in order to function. t i not removed from

Jay due to lack of crew and each gun must be destroyed

itmally before it i removed. Automated Artilery cannot

and cannot charge. If assaulted they do not pile-in

fi annot be locked in combat; ther attackerswill it

utomatically, but must roll To Wound normally. If a unit of

gtomated Arilery loses an assault nothing happens, there

 no Sweeping Advances, no Pie-ins and ro Consolcation
es. The Automated Artilery emains in place and may

fe normallyin future turns. I the Automated Artillery wins
assault, the enemy must take a Morale check as normal,

though the artilery piece cannot Consolidate or make a

Sweeping Advance

Hyperios Missile Launcher
Range.

st AP Type

Hyperios.

misslelauncher 48" 8 3 Heaw 1, Skyfie,

- Interceptor, Heat
Seeker

Heat Seeker

Aweapon with this special rue can re-rol all failed rols To
Hit against Fiyers and Fast Skimmers.

Hyperios Command Platform
&5 ong as the Hyperios Command Platform is on the

table, al Hyperios missile launcher equipped sentry guns

in the same unit receive the Split Fire specialrule (the unit
‘automatically passes any Ld tests t s required to take o use
the Spit Fire specil rule without roling any dice)

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

Point Defence Mode: The Sentry Gun is st up with 3 fixed
firing arc. In this mode the gun will engage enemy targets
Up t0 367 away which are in a fixed 90° arc to is front.

Sentry Mode: The Sentry Gun is programmed for close
defence and may target enemy models within 18" 1o which
it can draw line of sight and can fie all around iseff,

Targeting: Which enemy unit within range is the Sentry
Gun' preferred target is determined by its armament. If no
preferted target exists in s ine of sight, it willsimply attack
the nearest enemy target in range
« A heavy bolter-equipped Sentry Gun wil fire at the nearest
enemy non-Vehice target according to ts fring mode.
« Alascannon or mult-melta equipped Sentry Gun wil
fire at the nearest enery Vehicle or Monstrous Creature
according to its firing mode (note that immobilised
vehicles sl count as viable targets, only wrecked vehicles
il be ignored).

A Sentry Gun attey is a Heavy Support cholce fora
Codex: Space Marines, Codex: Dark Angels, Codex: %
Black Termplars, Codex: Blood Angels or Codk
Wolves army.
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HEAVY SUPPORT

DEATHSTORM DROP POD.

¥ ,
Drop pods have ong formed a comerstone of Space Marine tactics, and their abillty to rapicly deploy troops into the heart ofi« +
from however, h:

such as the

oly this way, whichicen

from

leave drop.
other answer is the use of automated

ttern in

blast clear

pa far
fire upon landing, clearing the way for the
the

their wake. The machi

bulk of their ammunition alreacy expended on their arrval.

Armour
BS Front Side Rear HP
DethstomDropPod 4 12 12 12 3

Unit Composition Special Rules
« 1 Deathstorm Drop Pod  + Deep Strke
« Immoble
Unit Type « Inertial Guidance System
* Vehicle (Open-topped) * Area Denial
« Independent Machine
Spirts

Wargear
« Five deathstorm launchers

Options
« Any Deathstorm Drop Pod may replace allfive deathstorm
launchers with five assault cannons .. +25 points e model

Area Denial >
Any succesful Morale checks or Pinning tess caused
a Deathstorm Drop Pod on the turn it deploys must be
rerolled. t

Independent Machine Spirits s
Deathstorm Drop Pods may target different enemy urits
with each of their weapons,

Range Str AP Type

Deathstorm

launcher 48" 5 4 Blast, Pinning))

Asautcanon 24" 6 4 Heawd,
Rending

A Deathstorm Drop Pod is a Heay Support choice for
 Codex: Space Marines, Code, Darkdingels, Code:
Codex;



to date back

i imuimmmummrmm

. 90 points
the Great Crusade, which

it i s FteLords and Subfogoiors
Orks, itis seeing

tor Infernus was an attempt to replicate the Baal Predator STC. stubbornly
this

in the form of

latter

&3 »
#.5  predatorinfernus

e
+1 Predator nfernds
SR,

oy
actons Regarles o et loador, the

Options.
« A Predator Infernus may take one of the following sets of

1wo sponson weapons:
- Heavy flamers
- Heavy bolters.
- Lascannon

* May exchange mmesmrm cannon for:
- Magna-melta.

+20 points per model
420 points per model
+50 points per model

30 points per model

‘
T Inornus oy ks any o thefolowing:

it mounted o bt

Magna-melta

+10 points per model
+5 points per model
410 points per model
+5 points per model

A magna-melta is a heavy, short-ranged, area effect

heat cannon originally designed for use on boarding
assault rams in brutal starship assaults
and is capable of reducing large volumes of armour
and hul into motten siag in mere moments. Patters
of magna-metta compact enough to be fitted to tanks
and armoured vehicies are substantially rarer in the 41

Millnnim than in previous ages
devastating anti-tank and siege weapons.

Weapon Range Str AP
Magna-meta 18" 8 1

bt stll make for

Type

Heavy 1, Large
last (5°),

Melta

A Predator Infenus is a Heavy Support choice for a

Codex: Space Marines, Codex: Dark Angels, Codex. Black

Templars, Codex: Space Wolves and Space Marine Siege
Assault Vanguard army.



One of the rarest is the Executioner, which
weapon inerating
p

power arm
celsneeded for the executioner weapon, so many Chapters whose.
plasma cannon with a heavy conversion beamer

This tums the G er

gained at y 5. Th
remittance from speak

devastating firepower was more common and more necessary

Armour
BS Front Side Rear WP
Predator Executioner 4. 3

Unit Composition Options
+ 1 Predator Executioner « A Predator Exe:uuaner may take one of the fulloyug
of two spor
Unit Type ey bo\ ter.
* Veicle (Tank) - Lasc:
e beii e ey e
Wargear (Predator) destroyer for: - AL
« Searchlight - Heavy conversion beamer ... +I5points .
* Smoke launcher e Predoy v e i B anyM the !oHowmg <
+ Plasma destroyer - Hunte killer missile pain
-Storm bolte........
- Dozer blade
Plasma Destroyer - Extra armour ...
Range St AP Type ,
Plasmadestrojer 36" 7 2 Heaw3, A Space Marine Deimos Pattern Predator Executioner

.
Blast (3%) s a Heavy Support choice for a Codex: Spa:e Marines,

Space Wolves, Codex: Blood Angels* and. Spa:s Marine

Heavy Conversion Beamer Siege Assault Vanguard army.
Range St AP Type *In a Codex; Blood Angels amy, the Preds
Heavy Upto18 6 - Heawl, Ercutone dos ot heve i et e e Bood
conversion Large Blast Angels standrd Predator.
beamer (5*), Firn
Calibration
1842t 8 4 w1,
Large Blast
("), iring
Calibration’
42°72° 10 1 Heaw1,
Large Blast
("), Firing
Calibration’

¥iring Calibration: This weapon may not be fired i the.

model caying it has moved in the same tur, regardless
of the Relentless special rue or f the carrying model i
vetice, etc.




BANY
S s 6
295 points
the revered.
roops
such that
Imperial vehicle of its size. It is
heliish
finds

Armour
Front Side Rear  HP
1414 514 s

. As;auu Vehicle

,ﬁ,\ Spartan has ane
iccess point.at the front
‘i two on each side,

é  Transport Capacity

Special Rules
. mu of the Machine

A Spartan s a Heavy Support choice in a Codex Space

Codex Black Templars, Codex: Dark Angels,
Codex: Blood Angels, Codex: Space Wolves and Space
Marine Siege Assault Vanguard army (see Imperial
Armous Volume 10),

A Spartan may also be selected in a Tyrant's Legion army
under the restrictions for Astral Claws Chapter Support
(see Imperial Armour Volume 9, pg.193).

Options.

+ A Spartan may exchange its hull-mounted twin-inked
heauy bolterfor

- Twin-inked heavy flamer

ASpartan may exchange is lascannon sponsons for

- troyers ree
+ A'Spartan may take frag assault launchers.......+10 points
« ASpartan may take any of the following:
- Hunter-killer missile +10 points
- Armoured ceramite +20 points
« A'Spartan may take one of the following pintle-mounted
weapons
- Storm botter 45 points.
- Heavy flamer +15 points.
- Heavy botter +15 points.
- Multi-melta 420 points.

Armoured Ceramite
“The thick hull of the vehicle has been further augmented
‘with blessings and prayers to the Omnissiah and ablative
ceramite plating. Weapons with the Melta specal rule
may never rollan additional D6 against a vehicle with
Armoured Ceramite.

Weapon Range Su AP Type

Quadlascannon 48" 9 2 Heaw2,Twin-
linked

LaserDestoyer 36" 9 2 Heawl,
Ordnance,
Twin-inked

“Note: This weapon has no blast, but beneits from the
‘Ordnance rule’s increased abilty to penetrate armour.
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'WEAPONS
Weapon

Range Str
24 6

Assault cannon

Heavy conversion bearmer
Upto 18" 6

18742"

427720

AP
4

1,
Large Blast (5°),
Firing Calibation’
Heavy 1,
Large Blast(5"),
meg ol
Typhoon msle e
nge s 5" Frag)~ 5
Firing (Krak)

e LS This weapon may not be fired if the model
Ordna moved in the same tum, regardless of the
Tuinked nule or if the carrying model is a vehicl; efc:

This weapon has no blast but benefits from the
tule's increased abilty to penetrate armour




MINOTAURS CHAPTER ARMOURY

‘The Minotaurs Chapter is noted as having an extensive

with the authriesof the High Lord, which gants them

2 hei record s the punshers and destroyers of other

1o despoil the armoures of ther victims and add their

‘The Minotaurs armoury and panoply of war machines

‘Orpheus Sector. The Necrons’ ancient technology
mmwbhmmammm&m
weapons of the Imperium, inflicting heavy fosses against
n-cmwm;mmao-mnmua [
‘only the superhumanly relentiess and warlike spirt of their
Chapter, as wel as their skil at arme, that allowed them o

Pl . ] o =N

“Morts’ Pattern MKV Dreadnought ‘Hellfre’
Support C Unknown identification.
Note: This patern is very uncommon in Codex Chapter
sired 35 2 spoll of war,

hold their own against their uniing enemy and triumph in
many batles,







Anwilus Pattern Storm Eagle Assault Gunship, Minotaurs Chapter, ‘Roc’ sub-pattern armament
'both Thundethawk.

configuration.
mmmcmm This example, ‘Herodal's Wrath' was attached 1o the 7" Tactical Reserve.
‘ompany, deployed to the Amarah counter-assault.

x‘u

The ‘Fortuna Mori Storm Eagle Gunship. igned
ovwmmmlmm!m ummmrmwm,usmns*m
holy scrpture.
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THE DEATH KORPS
OF KRIEG

The Death Korps of Kreg are ameng
the most dedicated and mercless of
the forces of the imperal Guard. They
are legendary for ther abilty to fight

imperium’ favour i the most deacly
of warzones.




LTié Krieg are as infamous for their callous distegard of

alties and indifference to the suffering of ally and
enéfmy alike as they are for their formidable record in
war. Thairs is @ dark history, for the Death Korps' grim
fervourin the face of the Imperiums enemies i the result
of a five-century long nightmare of treachery, revolt and
atomic wa It i a sain of sin, in atonement for which the
pedple of Krieg have committed themselves to generation
after generation of war and martyrdom to expunge from
their souls.

THe ORIGINS OF THE DeaTH Kores

Ktieg is a wilderness of ruined cities and poisoned earth
born of centuries of the most terrible warfare imaginable:
The former rulers of Krieg, the Autocrats, fed off warfare—
the munitions and arms produced by their world supplying
Imperial forces across the Segmenturm Tempestus. As war
crept ever closer, however, the Autocrats' paranoia over
an outside threat ruining the fives of wealth and power
they had grown accustomed to begar
and they diverted vast resources to improving their world's
defences; all the time growing to resent the demands of the

n to corrupt them

imperium and chafing against its ule. The citizens of Krieg,

meanwhile, were sadly ignorant of the folly and pride of
thelr leaders and the heavy price they would soon have
topay.

I the year 433.M40, the Autocrats declared planetary-
‘martial law and seceded their world from the Imperium—the
horrors of civil war were soon to follow. Much of the worid
quickly capitulated o the rebels’ power, with only those on
Krieg of the Adeptus Ministorum and the Adeptus Arbites,
whose loyalty lay with Terra rather than the planet’ rulers,
RO oo e thatl et i ol e
ity - Ferrograd. Here the Krieg 83 Imperial Guard regiment,
Uewia i o of Colonet it ek tock Copo
of the hive city from s vacillting rulers in a miltary coup.
Ferrograd was swiftly organised as a rallying point against
but, despite their resolve, the situation for the
Krieg was dire and Ferrograd was soon cut off
and besieged. Krieg's extensive planetary defences were also
under the traitors' control and w g enough that a
fullscale flet action would be requie o breach them
Help from outside would not be forthcoming
instead nformed in no uncertan terms by the Segmentums
Imperial command that a fieet powerful enor
Krieg was simply not available given the press of warfare
St vtk s iy e e
seemed impossible: 1o engage the enemy, 1o punish their
e e amatos Vet The Emperor weould provice,
he was told. Faced by the horrific odds stacked against him
Jurten came o the atefldeciion o plnge Kieg nto 3

h 1o invade

savage and self-destructive atom




o ol \he Feast ofthe Emperor's Ascensicn,
pg sastating missile barragé upon the ~

terible their use had been forbidden by the Adeptus
‘Mechanicus centuries before. Tonnes of lethal isotopes soon
Blanketed the entire world in deadly fallout and, wracked

‘spanned continents. As a fesult, untold billons died in those
st few hours, and those who did not perish took to their
fallout d b

ng rew strongholds, the missils cartying payloads

However, ir nm divkn!ﬁlnd strife’s
a1% Mdl:nmum. 1MI umome
these men, m and Aumber of
regiment s g s e the resoicesbeing
thew creationss 4,
Deary Koes T Damms
ol Rsslue%u anmnn

wm\e

o future generations who would live with the terrible
‘consequences of the atornic attack, Jurten's plan would come:
1o be known as the ‘Plrging’, but it was not the end; the civil
war would go on.

Krieg had become a man-made death world, and the conflict
between secessionist and loyalist devolved into a pitless,
bioody war of attrtion across a planet where every inch of
‘ground became ittered with trench works, rusting razor wire
and shell craters. Mutation, famine and plague were rife;
from cradle to grave daily existence was a horror of sunvival
and savage war. From this nightmare however, through
fifteen generations of terrble bloody attrition, the Death
Korps were born, and after five hundred years the
sought victory was theirs.

When Krieg was officialy returned to the Imperial fold in
949.M40, is long absence had not gone unrecorded; Krieg
was i arrears, 50 a new tithe of men for the Imperial Guard
was placed upon them by abioarm irasiG
Adepts

of the Death Karps ré
among the Imperial

role as Imperial Guavﬂsmen rates of fata
high as each Korpsman i prepared mrg

name. Fear and weakness are not tolerated, uﬂm‘e
and characters of the young prospéctive Gnemg)en
purposefully broken and remade Stooot g

arg trained to withstand hards!

would killothers—a task already begunh

e found other uses as no

e o) sem(e and their fates are not spoken i
that survive to the last stages mnew

foairel 0a<e theffinal and most arduots s

of Kiieg itsef %

Krieg is as deadly in its own Way as any world known to
Man; no part of its war-blasted wasteland has ever heen

offered them not one bu! twenty regwmenls for wmmed\am
deloyment al frmed, rained nd cquipped,and
9

recimed, testament o ther centuries
fong struggle. It a barren desert of smashed citi .
wastes, rad zones and fallout-tainted storms, and a

each commander req
zones avalable.

Beneath Krieg's

9 i 9
dig trenches, dear minefields and fight mock battles agai
other cadets, Only hose hatendure e fudged it enough

hd been founded duting s i war. Tensofthousands

take their p. f the Death Korps,

of kilometres of b d been dug
and within them was a vast underworid of lndus\ry and
manufacture geared specifically to the production of arms.
and equipment, but most of all to the production of soldiers,
soldiers who proved to be as implacabe as the factory

lines that armed them and as pitilss as their blasted
radioactive world.

Krieg now raises tens of ar where a

‘The character of the Krieg soldier is a legacy of the civil waf
that brought the Death Korps into being. Having been raised -
only to fight, and having known nothing but the nightmare:”
that their world had become and it unceasing, mercess "
war, generations of fighting men came to see death in the
name of the Emperor as their ulimate goal, a final P

and reward in the great heveaﬂer “This attitude rermai

comparable sized world might be expected to tithe ane
regiment every decade. The rate of attrition and destruction

dieasa
saciice o the Emperor Tothem death i bt against the

* foes of humanity s the apmhecs\s of their faith, and only

among high,
as they are assigned and indeed volunteer for service on
some of the most hazardous batlefields and dangerous
‘worlds known to humanity. The Death Korps have proved

10 be extremely effective troops, and while sl only human
(uniike the mighty Space Marines), they have proved capable
of achieig ictoris agains the odds by dintof bloody
sacrifice, endurance,

by thi and their people be forgiven

{or 1 s e et it ot oo GRS
10 the Emperor be repaid. No doubt because of the atomic
horror of their poisoned world, the individual Death Korps.
soldier has 2 deep seated and pathological abforrence of ¢
the mutant, this animosity extending in equal measure to. &
witches and psykers—Krieg iself produces almost no psyker

But despite ther service record, Knsg units are not well ked
by other Imperial Guard commanders, who often cite them

births in it ough whether this s the result
of long standing factors, or a consequence of long teim and
systematc culing of the ge»e/osr dunng the civil war pefiod

o o

his deep-seated




oo s S

lose proximity to the Death Korps -
ygm teigaks unfortunate
recorded this s

a5 Sege regiments i these formations the
Dealh Karpi uﬁl.mpny of total war reaches its ultimate

. expression; thasiege regiments operating on fhe principle
‘o sustained artlery bombardments followed by a massive

10 destroy
¥ by b What makes Death Korps of Krieg

o] Mum(omm lj(neg solderisa
nd expended as negded: To the Krieg

Capacigyto fight and wilingness (0 d exceds

rever, is not their wargear but theis
mentality. Regardiess of their assigned role, they retain the
Death Korps'strengths of discipiine, endurance and fanatical
adherence to the Imperial Faith, Alongside this their expertise
in trench warfare and, most notably, their tolerance for high
attition rates and environmentally hazardous warzones
makes the Death Korps one of the miost highly sought after
forces in the Imperial Guard for deployment by warmasters
and generals, and accordingly they suffer some of the

ded,

ter of time and attrition. To this end, faith

‘notable feature of the cult of martyrdomiaind sacrifice.
within the Death Korps, and one that s seldom
s outsiders; is the tradition of the ‘Honoured

s'. Krieg Korpstnen; Upon their successful induction
reqm\e are

Orher FormaTIONS AND Unique Troor Trpes

Assault Brigades

As with much of the Death Korps doctrine, the formation of
the assault brigades has ts origins far in the past of Krieg's
nightmarish cvil war. Drawn from the ranks of other combat
regiments, veterans, and volunteers, Death Korps assault
brigades are the breakers of the line, the forlor hope—a
force set to attack (or counter-attack) at any cost against
the fiercest resistance and the strongholds of an enemy’s
power, Often the assault brigades must face the direst odds
with litde, if any, hope of individual surviva, but where its

code by which they are kibwn—with any name they
answered to discarded a5 obsolete. To regain a
name, a rue or ‘honoured! name by which the Emperor

._Mmem. requires ane of two things: martyrdom or
feme act of valour in battle. As to the source of these

‘and their particular import the Death Korps remain

although outside observers tend to believe that they
from the census of Krieg at

they care not so long as their strategic
objective i achieved. Given their battlefild role they are
heavily amed and equipped, classiying primarily as a semi-
mechanised heavy infantry formation in terms of the Toctica
Imperials, featuring a high proportion of grenadiers, Death
st o wighes et oo
infavourof heavy o i sl ropelc . ey e
. s0

its
45 sgréat cvil war, each soldier of the Death K aad such

with specally

2 nfime symbalically bearing 3 soul from those times back to
KEmpetor's light. For a member of the Death Korps few
we -ommendations could equal this single honour, for
itisthis name that is entered upon the cold basalt mausolea
g tsell and for each drop of blood spit are Krieg’s

d

Deployment
are raised on Krieg with great frequency, indeed
" the creation of fully trained and battle-ready regiments
for'the imperial Guard s Krieg' sole true output ot
occupatian, and the entire world has become in ess
S acting peared  the procion of s, Thedorm
and compostion of these regiments wil differ according to
the edicts of the Departmento Munitorum and the strategic
of the moment, but within this remit Krieg's particular
engironment and history lends tsef to expertise in particular
asects of warfare Such as siegecraft, heavy infantry assault
and extreme hazard warzone deployment. Krieg supplies
the trained manpower and the Departmento Munitorum
organises it into various different types of regiment. This
encompasses infantry regiments, mechanised infantry and
" tankregiments,but by far the most common use of Kriegs

L]

of which dark past,

such as the acidic gas bombs vl combat engineer
) incendiary “carcass’

e positions before they are stormed.

ed 1o

In addition to their famous siege regiments and assault
brigades, s the strategic needs of the Departmento
Munitorum dictate, regiments of other, more speciased,
types such as light infantry regiments, recon detachments
and armoured battiegroups are aiso raised on Krieg.
Regardless of their roe they remain Death Korps, a unique
product of environment, training and mentality.in addition
1o this, there are also a number of troop types unique to the
Death Korps.

The Quartermaster Cadre
One of the most unusual features of the Death Korps
regiments s the replacement of battefield medics and
ot i o Wl ol e i

is ki
ol b 1 s g s o b
merciless war the recovery of the arms and wargear of
the fallen was of premium importance, and field medicine
and battlefiel triage was a luxury that could seldom be




= the ‘blessings of the Emperor's peace’ was
i 2n honourable field execution. This onerous
with the recovery and redistribution of the
Gers equipment was the responsibilty of the <
“cadre and remains 50 to the present day, and

sk and role which goes beyond mere practical or
‘considerations, but is a spiritual focus for the Death

 their worship of the God Emperor of Mankind,

masters are chosen from the ranks of the Death
@ering trining, in pa
and men
masters’ ranks are added to by indi
sunvved against the odds and are seen, by th
Kergsmen, to have been marked by the Em

- reconnaissance,

at the riders command, anditi virtuall impossib
incapacitate, short of massive physical t _..._m&n

The Desth Ridks forma speci
regiments, and the

units, and their companies are used both for B

placing the Sentinel’s traditional

the siege regiments, and as shock-troops; using

to smash through enemy lines. Suchis

attacks, they are commonly used in the rol

either held back to break counter-attacks or {o,press
themselves, They have

Hoodetrpiation Sméng ot et RS elF R

for their merciless pursuit of fleei 50

= bt has been won, a quartermaster's duties are still
plete. Centuries of necessity dictates that they move

captured position whi
routed defenders.

Death Korps Grenadiers

yment where the fighting is- Eﬂﬂow&
s grenadiers are with heavy
and are armed with amplified-disch
referred to as hot-shot lasguns or h

quipment they
10 great coats, boots and
that can be recycled for use

1 cavalry units
& =mong numerous other Imperial Guard regiments
worids where riding mounts are commonplace, the

res long civl war. Their most singular aspect i the
o the Death Rider mounts—the legendary Krieg
= 2 nighly adapted form of the original Ancient
s horse, this animal is now the product of extreme
lored for strength, endurance and

s
Vat-grown on Krieg under the auspices of the
s Mechanicus, the animals are further augmented
lungs, and a

o stimulants, pain-blockers and p:
s 2150 2 weapon i its own right with its chemically

ani
in rapid moving teams, or the squad may car

heavy stubber to increase their firepower. Fatality rates -
among the Death Korps grenadiers are very high, but it s
considered an honour to be chosen to join their ranks. Thei
high standards of training and equipment, coupled with

among the most proficient soldiers the Imperial Guard has
10 draw upon.

Combat Engineers
Selected for their technical aptitude as well as their martial
skill and discipline, combat engineer squads are among

the most common of the Death Korps specialised infantry
formations. They have the particular task of carrying out
siegecraft, demolitions and breaching actions on the =
battlefield, and in order to accomplish this they are equipped
with a variety of specialised equipment tailored towards
demolitions and close quarters combat, such s carapace 1
armour and combat shotguns, as well as mole launchers and
melta bombs.




IMPERIAL GUARD ARMOUR:
BATTLE OF AMARAH PRIME

As the primary mustering point n the Orpheus Sector during
the buid-up 1o the Orphean Wax of Saivation, several tens of

1 Avkonian Pattern Stormblade Super-heavy Tank: 147
Heavy Tank Regiment. assigned to the 60" Line Korps

had been concentrated on Amarah Prime prior 10 the Necron

wﬂ-;’-msn-kmurnmwmm-w
areas, and Krieg forces utised the ruins of the Amarahan

The ‘Mortua Ferrox’ approved insignia of Imperial Guard
Assault Brigade Formations.

hives to shield their heavy armour from Necron long range
firepower e

Necron Phalanxes







2. Thunderer Siege Tank: 5" Siege Tank Squadon, Necromundan 8" Guard Regiment
A for over

nine millennia, the Necromundan 8" ‘The Spiders', despite nitial losses, acauitted

the Amarah, conducting tenacious resistance in
the ruins of the pl and using Vaults s their
base of resistance.




their own air power from making strafing attacks

-‘nmnmmmmm
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artilery support detachments. ‘maintenance, allowing its use for very extended penods.

=== The regulator pack, worn on the chest, allows filtration:
upon the ic<apture of eatanans 2+ Class loan Gonal  ncorportesa ful ac-gauge syste for batlfeld
of the 47" Death Korps Armoured Regiment, attached to ‘monitoring and threat assessment.
he 31 Armoured Horps. iutenant Goral wastactical

nquisher tank 3.

MMIVW\ econd-ir regiment’s. ny 10 the Death
mm m.\nmcmm portance to in addition
after the cataclysmic Battle of Amarah,

nevertheless

the Arcantis by well:
formations,
the charge. g i

b e sty e e s the winged skuil symbol of the ‘Imperiali’ represents
which andithe




Deati Kores of Kiec Armour

ol

As a result, the

tank ach and

Death the sightly

“second line' types . while
‘Chimera and Sentinel Walkers remain a rarty. In tesms of
their

their super-
heavy armour capacity. This has meant that, over time,
the Machanus,

Stormblade) high attrition losses in battl, not east of all a5 2
result of ¢ direct 3

transporter and
n particular favour to camy ther tro0ps across the deadly
maeistrom of No Man's Land, have become synonymous.







9. Krieg Pattern Flamer

10. Lugius Patter (No.22) Rotary
‘Combat Shotgun

1. Lucius Pattern (No.98) Lasgun

12. Trethgar ‘Petard' Pattern field Mortar



'DIgATH KORPS OF KRIEG
~ ASSAULT BRIGADE ARMY LIST

Rty orsancali e e hlsloiy of
s huge; bilions upon billons: atarms and
fight for the

the siege
e st et o gy s by
nm are deployed on batt
“ ruahdlesns brigades—the Kreg's LE
Who are deployed against the strongest en
0 s ke o o, Sach Gl WS
lfe's blood to ensure victory

nﬁf Force Organisation Charts
AThe army st i ths book o+ u;ed Lol with

ulebook and the s:enamyou are playmg Each chart s splt
Inta.a number of caegorie tht cortespond o the secions in
‘thefarmy list, and each category has ore or more boxes. Fach
B btk i o oy e om ke o
that section of the amy fist, while a dark tone box means you
* mustmake a choice from that section.

1HQ
27Troops

‘The Death Korps assault brigade is a variant Imperal
‘Guard army, but unlike more commonplace Imperial Guard
regiments, the sheer fanaticism of its Korpsmen and the
ature of their deployment at the frontiine of the harshest
fields of war in the 41 Millennium mitigate somewhat their
abilty to use or be used as ales

The Death Korps of Krieg Assault Brigade army (it may
therefore take an alled contingent from a standard Codex

perial Guard army, a Death Korps Siege Regiment, an
Imperial Guard Armoured Battle Group, a Codex Space
Marines,  Codex Space Wolves, a Codex Black Templars
army, and a Sisters of Battle army as Battle Brothers (and
vice versa)

Allies drawn from Codex Grey Knights, Codex Dark Angels, or
Codex Blood Angels may be chosen as Alles of Convenience
‘owing to the Death Korps' inherent distrust and abhorrence
of psykers (and vice versa)

“The Death Korps treat other forces as ‘Come the Apocalypse’
~ see page 112 of the Warhammer 40,000 rulebook for
more details.

FORCE ORGANISATION CHART
tachment  Compulsory. Optional
1

HQ
4Troops

3 Fast Attack
3 Heavy Support

Optional
1 Fortification per
Primary Detatchment



- T e

Usingthe Army List
Each unit entry in e i rmy lst contains mefauewmg cath Korps
information = G e Death Korps of

5 determined
Unit Name: At the starl of exth ilmy list éntry: yw wil find flee or

the name of the eunit
without any upgrades.

Unit Profile: This section will show the profile of any models
the unit can include, even if they are upgrades. As
Imperil Guardsmen (i has lreacy

Unit Type: This refers to the unit type rules in the Warhammer their profiles), units this special rule. ﬂ?! i
40,000 rulebook. For example, a unit may be classed as. Fear and do not take Morale ghe(hs for suffer
Infantry, Monstrous Creature or Vehicle, which will subject shooting’ msuagzts

it to a number of rules regarding movement, shooting,
assaults, etc ron Discipline (Death Korps Off Iy) p
Death Korps offcers have o fear a/duﬁ'sng
down theirvesin the name of the Emperoy; and

the number and type of models that make up.
before any upgrades are taken. If the Unit Composition
includes the word ‘Unique’, then you may only include one.of  Aay unit with the Death Korps special rulé th
this unitin your army. but has at least one model withir 6 of a Krie
any rank) may attempt to regroup normaly,

Wargear: This section details the weapons and equipment hether of notit has been reduced 10 25% or less 0
the models n the unit are armed with. The cost for all these *  tarting number.
‘models and their equipment is included in the points cost :

listed next to the unt name. Orders @
Death Korps assault brigades are i gy
Spec e oy spcil it pol tohe Rt 110095, abl o respond (0 a yarey of threats and ‘actcaly

the unit are lsted h

{urhercea subsaquenty, o e Syem\ under the d Reflecting.
the Warhammer 40,000 rulebook. mercless aggression and willngness fo saciice ingrained
into them, the Assault Brigade army uses its ow »;,"ﬁ“fé kD
Options: This section lsts all o the upgrades you may add o vriant of the Imperal Guard Orders system as shown o
the unitf you wish to do so, alongside the associated points  page 175 3
cost for each. Where an option states that you may exchange
one weapon ‘and/or’ another, you may replace either or both  Orders are issued and received exactly as per the rules fo
provided you pay the points cost for each in Codex Imperial Guard. Only riendly models chosen frof
i army st o the Death Korps iege Regmept e
Dedicated Transport: Where applicable, this option refers
o any Transports the unit may take. These have their own Assault Bngide o= ol Kl biagl g Siege
army lst entries. Dedicated T tuse up any use those found i
art select o e o arfd g i ol from
as separate units. The Transpor\s seman of the Warhammer s
), xplains sp from other army a5 from an aled detachmen).
Warlord Traits: Sometimes an entry will have  specific £
Warlord trit, in which case it will b lsted here in ts army g
lstentry




“Whereito achieve an immedate strategic objective is
| paramount over and above all other considetations, and
" bloody sacrifce and a weighty butcher's bill of the dead will

The assault brigades, the elt of the Death Korps, are
deployed into the teeth of the most helish warzones
and face the most murderous foes. To represent this an

be needed to achieve that aim. To the Death Korps such addtional secondary objective s used
d abl T Desh Korps ssak et epesented by &
m and should be easily
| Jo.toy to match what lIneAngels of b bl 10 any others being used
through superhuman power and mama!shlt the Death in the game.
o The placed after any other

! iof
manpower o offe;, and the casualties they will incur are
Trightening)y high,

i standard Warhammer 40,000 Battle missions and special
imissians where the Death Korps player is designated s
the ‘Attacker’ in Games using 1,500 points aside or more,
2 Death Korps Assault Brigade player can decare they

il beifaking  Forlom Hope assault g e game
This dediaration should be made before

objectives for the game in question by the Death Korps
player within their opponent deployment zone. This
should be no closer than 6" from any edge of that
deployment zone or any other physical objective being
used. Other than this, the standard rules for placing
objectives on page 121 of the Warhammer 40,000
rufebook are used

« This objective i never classed as a Mysterious Obiective,
tepresening 2  does an abstract ol of the Desth

types and
teitain are deployed. f thi s the case the folowing
special rules are used by the Death Korps player

Unstoppable Advance and Death Korps Assault Objective

The Forlorn Hope may only be declared where the Death
de forms the primary detachment of the
controling player’ army.

Advance
Solongas ts part of the army's primary detachment, each
time aDeath Korps infantry platoon has been completely
o has fallen back off the table, an identical new

Death Kovps infantry platoon is placed i the controliing

' ongoing reserves if they wish. This unit may then
enter play and be used normaly (and is worth Victor
| “points if subsequently destroyed where appropriate for the.
. missionias normal, et

a point they must reach or die tying
B et K Bt i ipt e and
of the game, it s worth an additional 2 Victory points
for them; f they do not, it s worth an additional Victory
point for their opponent. Note that their opponent does
ot need to claim it o get the Victory point—only that

the Death Korps player should fil to do s0.




Death Kores AssauLt BRicape SpeciaL ORoers.
Issuing Orders: Orders are issued using the same rules 35
found in Codex imperial Guard. There are six orders isted
here and a Company Command Officer can issue any of

the six provided, ssuing up to two orders per tum with a
command radius of 12°. A Command Squad officer can issue
the Dispersed Advance, First Rank, FIRE! Second Rank, FIREL
and Without Mercy orders, and may issue one order per turn
with a command radius of 6"

Senior Officer Orders
Duty unto Death

H thisorder i successfully isued, the ordered unit may re-roll
any failed Leadershp test t s called on to take unti the
Shooting phase of the controling player’ next turm (including
Morale checks, pinning, etc. In addition when, i forced to
take a Leadership test while this order is n effect, a double

11 olled, the unit becomes Fearless unti the Shooting
phase of the controling player’ next tur.

Bring it Down!
If this order is successfuly issued, choose one enemy Vehide
(or squadron of Vehicles) or Monstrous Creature (or unit of
Monstrous Creatures) or Flying Monstrous Creature (or unit of
Flying Monstrous Creatures) visible to the officer. The ordered
unit immediately shoots at the nominated target, counting
their weapons as twin-linked.

Get Back into the Fight!
This order can only be issued to a unit that s falling back or
that has Gone to Ground. I the order s successfull issued,
the ordered unit immedately regroups iffalling back or, i it
has currently Gone to Ground, the effects of going to ground

s means it no longer has +1 10 its cover saving throws
and all restrctions incurred by going to ground are cancelled.
As a result o this order, the squad may shoot and move a5
normal this turn.

Ko ol OVl
Dispersed.
e e & ecesidly oo ot o

counts as having the Move Th
e beginning fthe controling payers ubsecient Shaoting
phase. As the results of this order are not immediate, it
recommended that you place a counter or marker next to mw
affected unit o represent this.

FirstRank, FIRE! Second Rank, FIRE!
1 this order i successfullyissued, the ordered uni

maaey s Syt i s v S
range. All models fiing a asgun gain an addiional shot fofs
the duration of the Shooting phase.

Without Mercy
If this order is successfully issued, the ordered squad treats’
their lasguns and laspistols as being Assault 2, Range 12°,
rather than Rapid Fire, Range 24" weapons and, in addition;
the ordered unit gains the Crusader special rule for the
remainder of the controlling player's tur.




but are unstable weapons not cleared or sanctfied for use

by the wider Imperial Guard as they are considered 100
" hazardous for standard use.

Carcass shot: I orde to increase the stopping powerof
th K

1guns, it is not unknown for

engineer for their
weapons. ‘extremely dangerous to their users in
the case of a misfie, this is outweighed by their effectiveness

particularly in missions where survival is uniikely such as in the
‘deady battieground of a Zone Mortals assault

have both the Shred and

common battlefieid use of carcass munitions by the Death
Korps is in heavy mortar rounds to saturate an enemy
with lethal i with

et than using another tanged weapon.
Range Str AP Type

8 X 6 Assault];Blast
@32), Poison (44)
Ignates Cover

.

bulky ‘ocular device, the battle scope provides the bearer,
angme unitthey are with, with the Night Vision special e

Carcass Munitions
These arerelativly crude corrosvelincendary shells whose
forfaula goes back to the Jiogand bloody civil war which

toxic vapours. The size of the shell means that an effective
‘quantity can be delivered in a single round, whle the lower
muzzle velocity of the mortar reduces to more manageable
fevels the isk of the shelldetonating in the barrel.

Heavy mortars and Griffon heavy mortars armed with carcass
shellscan choose to fire them or a standard explosive shell
every time they fie. The carcass shell has the following profile:

Range St AP Type
12°48" 5 4 Ordnance, Large
Blast (5"), Shred,
Ignores Cover,
Gets Hot

Carcass shell

f wargear, see

» Shotgun

« Plasma pistol
« Plasma gun

« Missil launcher
« Hotshot laspistol
* Hot-shot lasgun

plasma gun
+ Exccutioner plasia cannon

page 180:

+ \onGuisher bt cmnon

= Nova cannon

« Flak armour

* Extra armour

 Heavy flamer
inferno cannon

« Chainsword
= Avenger bolt cannon + Eviscerator

» Grenade launcher « Power

* Mortar « Power axe

» Heayy mortar + Powe st

% Quad launcher

* Missle launcher Fragrens

* Flamer Kok e

* Melta bombs
« Battle cannon

* Dozer blade
« Hunter-killer missile







Death Rider Hunting Lance ,
Kiieg carry Jances fitted with

following profite:
Range Str AP

Type
Huntinglance = 42 3 Melee, First

Charge, Speclist

Weapor

First Charge: Rough Riders use their hunting lances the !xvs}
after

burrows thror mm ground o le.!(h ts t
pm]enmg it gh the air. Some 3
mu

they cannotbe used agan.n addiion 0 the rofle abm! a
‘model armed with a hnting lance i

the phase they use t.

Death Korps Platoon Standard
ADeath

s smmmwmmm.smum umiwr
1ot portble of s L

focal point on

the battlefield and extols the rim determination of the Death

Korps. A unit that contains a model with a Platoon Standard
dditional Wound

calculating close combat resuits

Death Korps Regimental Standard
For a soldier of the Death Korps, the standard of their
il presenis i ek oW ol O
glory of their sacriice in the Emperor's eyes. An

Korps unit within 12" of a Death Korps Regimental Standard

wea
weapons of ms type exist, but thmr un Ashlwy
sed unitssuch 3 the Ordo, Mucmf

At pecraricus

Mole launcher~ 8°-24"

Subterranean Barrage: Weapons that have this typeloper
Using the standard Barrage rule found on page 34 o t

counts as scoring an additional Wound for
calculating close combatreslts and may re-ol failed Morale
checks and Pinning tests

o, 1 o) s e oy
one of the relcs of the Deat

fire indirectly. Against targets with an Amurvalue,me"z‘

lowest listed Armour Value is always hit, regardless of the

direction of fire—this represents the mole launcher Sle\l‘
with

expluﬂmg upwards from the ground. We

eath K
have made the ultimate sacrifice !ur e Emparer against
the foulest and most nightmarish foes of Mankind. In this
case the Relic Standard has al the features of a Regimental
Standard, in addition to the particular rule lsted here.

con of Righteous Spite: All Death Korps units within 12° gain
the Hatred (Chaos Space Marines, Chaos Daemons, Psykers,
‘and models chosen from the Renegadies and Heretics army
fst) special rules.

Banner of Martyrdom: Should the unit bearing the banner
be wiped out in an assault, the Death Korps player gains an
additional Victory point.

The Ossuary of the Blessed Dead: Models in a unit bearing this
standard gain +1 Toughness

o fire indirectly in game
Mortas, contray o the sual rle.

Memento Mo
The emblers of death and fate worn by the most sem.%
officers of the Death Korps are a sign that they have en
alien hells and survived deadly battlefields no man ,swl
have walked upon and Ived through,

The memento mori grants the bearer the Eternal Warr
forasinge phgseo 1hBoate, wtiiered e il m@
Wounds

from the attacks in question.




i

Ak

Asﬁwu ‘BricaDE VeHicLe WARGEAR &

AmcrarT WARGEAR & SPECIAL RuLes
Bomb Cluster

with the Bomb Cluster
many bombs as s user wishes as part of a single bombing
wn, upto of bombs t s carying. Pick

memc sped
0 mouited on the same vehicle. When a target is
edfor this weapon, the co-axdl weapon must fire at it

a single target model for il of the bombs in the bombing run
— this must be a model the Fiyer has passed over that turn.
D6 and additional bombs

the target,
maqgmmmmmuumu misses.

ine plough (olls 206 when
Terrain test insteadbof just one dice. The

dropped sfter thatscater n the same manner as addional
barrage blass from a Multile Barage (see page 34 of the
Warhammer 40,000 rebook).

Flare or Chaff Launchers
SELE aiftosion 4 vehicle equipped with flare

erever the vehicie moves thiough
unit as part of a Tank Shock move and is not dtﬂluyed the
enemy unit takes D3+1 52 AP- hits.

w»uﬁ,h-xea if the result of both rolls s 15; In addition,
whenever

In specal missions where land mines and simiar booby traps
s i o pougn grants 4+ e sve

inst slich spécial attacks and clears minefields it passes.
throughona 5+

5 ua“ain Guards
. AVehicle equipped with Armoured Track Guards has a 4+
 agies any Immobilsed s n th Vehicke Damage

against any
ok i by P weapons

Cockpit
Avehicle equipped with an Armoured Cockpit may ignore
results of Crew Shaken and Crew Stunned on a ol of 4+.

Infra-red Ta
e caippad withnfaed Targeting gans the Night
Vision special ule.

Hilum Flares
A

e (note that Hull Point damage
{nﬂlz\ed, but the Immobilised result is ignored).

y drop a single flare:
per turn. They are fired in the same manner as Bombs (see
page 81 of the Warhammer 40,000 rulebaok), a marker
being placed where the flare lands after it hs scattered.

Leave the marker in place untilthe end of the turn. Any unit
targeting an enemy unit within 12° of the flare marker gains
the Night Vision rule for that Shooting phase.If the firing unit
also has the Split Fire special rule, it oy gains the benefit

of Night Vision when firing at units with at least one model
within 12° of the flare marker.

Distinctive Paint Scheme or Markings
These are a single use item. While the owning vehicie is in
play and on the board (not in Ongoing Reserves), one friendly
unit within line of sight may re-roll a single Morale check.

be

the model



Deatn Kovs oF Kries WARLORD Mﬁs 3
Warlod Trats 7
their Warlord tats,  Death K . ¢
tables n th . o instead oll o ng taler b
06 Workord it A%
i The Warlord .
Mn:mxrmrmﬂwmmummmmuuum;i
The Warlord, and all Death Korps units within 12, add +1 to
2 - devas y
shatter theic foe's defences. : e
o
alve, select in 6" of them i the
P
2 ooy , feriog 3
pursit of vicory.
The Warlord, and any Death Korps of Krieq unit they ae with, gains the Fearess and Feel No Pain (s.;
whil within 3 of an objecive.
4 Smoke Barrage: Many assault va
o thick obscuring fog thioug
ford' control se the Night Fight in the game. \H‘)\zy do, there is no
oottt i i g
5. Mood ofhrt T sl g D Kres ol oo 5 U “Ef
hand-tohand combat,
The Warlord, and any Death K hin 6°, gains
enemy deployment zone. 4
6 Siage Mistar: The Warlord 5 2 veteran of uncounted sieges and knows, Wit airestpretsmatixat <)) e
wuinerabiltes i hs enemy's defences T
Atthe start of the game, jins, normin tegainin_ -
his cannot be e for thec army). The cover save
provded by by -1 (eg, 5+ becoming 6. et




ommm b

ulge Blast(5°),
Ignore cover

Heavy 3, Skyfire

Ordnance 1,
© Bar

rrage,
Large Blast (5°)

Blast (3°),
Shell shock*
Helfuy misie. 72" e, Lalgz

. One Use Only

Ordnance 1,
Massive Blast (7°)

Meltacannon 24" 8 1 Heaw |, Melta,
Blast (3°)

Missile launcher
(Frag missile) Heavy 1, Blast (3°)
(Krak missile) Heavy 1

(Fiak missile)

Multi-aser Heavy 3.
Multiple rocket pod
2

Heawy 1,
Large Blast (5°)

Sky eagle rockets

Heatseeker!

Tactical bombs  Bomb 6 Heavy 1, Barrage,
Bomb, Blast (3
One Use Only,
Bomb Cluster”

1200 9




Against targets with a Toughness value,

Amodel

‘cannon wil always wound on a 2+,

Cannot be used for direct fire and must be fired using
the Barrage rules with a minimum range of 24" (see the
Warhammer 40,000 rulebook page 34).

Cover saves may not be taken against wounds caused by
an Eradicator nova cannon.

Pinning tests taken against the heavy quad launcher's
attacks are at -1 to the target's Leadership value.

The Hydra's twin-linked autocannon ignore any cover
saves or cover save bonuses provided by the S
and Jink special ules, and prevent it

an only ever make a single attack at WS 1 in an

phase, regarclless of their profile or any bonus or othef

special . v

£ A weapon with this special rule can re-roll alfailed rols To
Hitagainst Fiyers and Fast Skimmers

* A weapon sstem with the Bomb Cluster type may drop a5

1un, up to the total sted number of bombs it s Caryingse
Pick 3 single target model for al of the bombs i the =
‘bombing run (this must be a model the Fyer has passed §
‘over that tum), the inital bomb dropped scatters D", - g

* To fire the inferno cannon, place the template 5o that
the narrow end is within 18" of the weapon and the
wider end is no closer to the weapon than the narrow
end. The inferno cannon is then treated fike any other
template weapon.

34 of the Warhammer 40,000 ruiebook).



Korps Lucius Pattern Macharius Heauy Tank: 'Wrath of Saints' Command Vehicle, 2** Squadron,
11 Armoured Regiment. Destroyed in Action, Battle of the Hath Parallel, Arcantis Quintus.

Pattern Macharius Vulcan Assault Tank: Deployed by the Tekarn 234" Armoured

Lucius Battalion,
(iden. Element 84). During yed in action.



HQ

DEATH KORPS MARSHAL KARIS VENNER

(lncludmg Cnmpany Command Squad)
The L Valtine, of the 17° Line Korps of the Death Korps of Krieg
Marshal Karis Venner i one of the most senior Death Korps ine commanders stilsurviving, having commanded the 17% Eine
Korps and spearheaded its assault brigade for an unprecedented eleven years. During this time Venner has been officially
listed as a battlefield fatality on three occasions but has always managed to somehow surviv, either dragging his bloodyand
injured frame back to the lines alone o, in one case, being found leading a ragged group of Korsmen sl fghongoriakng
surrounded by a sea of corpses, three days after his command was cut off and presumed estroyed.

He s a highly successful general in his own right, but not one whose command is popular with non-Death Korps regiments who

have found themselves under his authorit known the. o his lungs

and trachea having been replaced after he was doused by a traitor’s flamer during the Siege of Duraka Landing), atribute his

survival against the odds to his bitter will o triumph and a cold calculating inteligence which measures and expends ife without
€ in a way that seems to those outside the Death Korps itself almost a kind of madness.

W, B s Wl e e T s
MashalKarisVenner 5 4 3 3 3 3 3 10 4
Unit Type
* Infantry (Character) Bitter Foe

When fighting in a challenge, Venner may make an
additional D3 attacks at Initiative step 1. of the Fight

Unit Composition

+ Death Korps Marshal Karis » Stubbor sub-phase. |
Venner is accompanied » Bittr Foe |
by a Company Command » Implacable Command Implacable Command
squad (see page 184), « independent Character Allriendly models within 12° of Marshal Venner may
replacing the Company use his Leadership value rather than their own for any
Commander, The squad  Warlord rait and al Leadership test, so long as Venner himself s ot
ayakeoptns + Blood of Martyrs: f fallng b

ut Ve chosen as the army's
ensef canvotand s sed. W, Marshalvenner

a5 shown here automatically has the
Slood of Maryrs tait ‘“a““".v:

pename 2 o

+ Carapace armour Assault Brigade Warlord 40, 000

+ Hot:shot laspistol Traits table rather than

+ Power sword determining his Warlord

« Frag grenades rat randornly.




Unit Type Wargear (Artillerist)

Options
 The unit may be joined by a Quartermaster.

Special
« Senior Offcer (Company
Commander only)

. Commander, * Flak armour +30 points
o Adlerst, o Laspstol + The unt may bejoned by an Arlerst +30 points
E Meitant . por +30 points
WiantafCharacier) « Frag grenades s The ks Vo s maybe upgraded o we:
. Guardsman * Krak grenades - Carapace armou "0 ponts for the entre squad
i, ry « Battle scope. T gkl sty b upgraded o one of the

fllowing relic standards at the cost shown. No matter the
sze of your army, you may never have more than a single
relic standard of any type:

- Icon of Righteous Spite. +20 points
- Banner of Martyrdom +15 points
- Ossuary of the Blessed Dead. +25 points

* One Veteran, other than the Regimental Standard Bearer,

may carrya:
- Vor-caster +5 points
* Up to two other Veterans may replace their lasgun with
- Flamer. +5 points

-1 Wargear (Veterans) Mwhu int or

"5 e flak armour  Fire for et (Artillerist
* Lasgun (one Veteran only)

» Death Korps

» Iron Discipine

laspistol insteac)
 Close combat weapon Dedicated Transport

« Frag grenades + A Company Command
* Krak grenades

Wargear (Quartermaster)
* Carapace armour Dedicated Transport
istol section for costs).

* Blessings of the Omnissiah % Gvenade launcher. +5 points.
 fch s Mitant oy +10 points
. points

e CrmoanComtnands iy Sxchinge Hh gl o
o close combat weapon for one of the folowing:

~Bolt pistol. +2 points
Plasma pistol +10 points
sword +10 points

Power fist

« The Company Commander andor Tech-Priest Miltant may
take:

Mela bombs +5 points each
« The Company Commander may carry a
- Memento mori +10 points

“Note that while not actually one of the Death Korps, the
Tech-Priest Mitant s stil treated as having the Death Korps
andiron Discipline.



Fire for Effectt
The Artilleist may calin a cose support mortar strike
from behind the lines 10 pave the way for the Death Korps
assault. This i treated exactly ike a shooting attack and
an only be performed ance per game. The attack has the
following profile

Range Str AP Type

1272 6 4 OrdnanceD3,
Large Blast
(5°), One Shot,
Inaccurate

Inaccurate: This attack may only be fired indirectly and 306
is rolled for scatter (a Hit stil lands on target however),

ine-8ane.

Solong as a character with this fle's NGt

an assautt or faling back, nominate one Assaliftpaioe
Heavy type weapon ona model within 6" each Shootmg
phase. That weapon gains +1 1o its Armour Penetration.
rols. This bonus must be declared before the weapon
fired and i part of a squad or a vehicie's armament; oll o
the weapons attacks separately.

Blessings of the Omnissiah

In each of your Shooting phases,instead offrig theip e
weapors,  Tech riest itant may choose 6 tepaica 8
single friendly vehicle thaf they are in base contact with o6
‘embarked upon. To repair a vehicle, ol 3.06. If the result
185 or more, the vehicle may either restore a Hull Pint

lost earlier in the battle, or repair a Weapon D Y
or Immobilised result suffered earlier in the battle. This is.
efective mmedtel.




HQ
. 75 points

the regiments; they account for the.
gift of death to thase that are beyond help. The

the grave, extorting the soldiers of the Death Korps to

1AW A e
392 a2 oot Al
e AW
Special Options
* Quartermaster Revenant: * Death Korps = The Quartermaster Cadre may be joined by:
.+ Bnty ey » Iron Discipine - Up to two additional Medicae-sevitor.... +10 points each
Medicae-sefuitors: Infantry ~» Vitae Morts « The Quartermaster Revenant may exchange their laspistol
g * Mindlock (Medicae- andor close combat weapon for one of the following:
servitors only) ~Bolt st .. +2 points
aster Revenant - Power sword 410 ponts
rvitors Dedicated Transport « The Quartermaster Revenant may take
" oA - Melt +5 points
i (Quartermaster may take a Centaur Carrier
a5 a Dedicated Transport =
e (see the Dedicated Vitae Mortis
» Laspistol Transport section for Allfriendly urits with the Death Korps special rule with
cost) ne or more models within 6 of the Quartermaster

.+ Glose combat weapon
ck Cadre gain the Feel No Pain (6+) specil rule. Note that |

if they already possess the Feel No Pain special ule, then

the Vitae Mortis has no further effect. [

Mindlock
The altered and fragmented mind of a Medicae-servitor
fequires constant instruction from the Quartermastef 10
P e e oo
senvitors must roll a D6 atthe start o each
Mmemvmolhngplayer‘smms Hithe resuhvisa 1, 2 or 3
the unit may not move or assaul that turn, though it will
ﬁythuusembahlu is aeady engaged. -




ek by Septima Tourille, Inquistor, Ordo Xenos.

Dorainus, Amarah Systen(Clas-

i oot of sstaning e, hough i may
and ts

Surviving references. o the Rogun naaers fater voyages, held
inthe great Covenant Navis Temple on Terra, also make cryptic
reference to numerous enigmatic and sinister pre-human ruins

arah
i wwewmu Designate Sector

near the galem(

-fmww tive Sub-divisions: Three i
*Ssubssectors [Capitoline, Drucillan, DCNVKINJ Eleven
oy dqpsiate g, Seen Lyt

i |
* Mer nﬂhnml/uoiyl'en?wuw 17.weeks -
Teliurian Standard |
Carto-Celestial Navis Rating: Tenebrae-Golgol-1277 |
Domi Major: 26

ation in this ‘veiled regi
o e bl e sk e fores o
limit to Lady Arica Orpheus' range of exploration

CM31: The Sundering of the Imperium

“The Great Betrayal, and the savage civl war that follows, ips

apart the fabric of the Imperium before the Mandragoran

Stars can be fully pacified by the Crusade’s forces.

Thoughout e war,nd the decades o s rat followed
area remains a lawless borderland under neither side of

e ol s ot and the ot of renegades and

upon

CM31 ~ pre 100/The Scouring/Unknown: The Scourge of

During the unending bloodshed of the Scouring, the

matks me e Histon e e Seat o e
im Tempestus, a fa fluig and isolated beacon of
% ot e ot e of the beyond, bordaring
a5t does that cokd and vast wasteland of ignorance and
nown a5 the Veiled Region, with partcular note to
widespread events and portents of dark omen and mysterious
£ ity which have befalen ths piace i imes past.

This extract

ynat Mal of the Alpha Legion, known as
“Crowbane' for his ambush and slaughter of Raven Guard
forces during the Battle of Lyx, flees to the Mandragoran
Stars and gathers to him a coterie of renegades, diabolists
and traitors thousands strong. Imperial forces sent in pursuit
are repeatediy out-manoeuvred and cut apart piecemeal as
Dynat's forces, now known as “The Shadowed Ones', employ
guerrilla tactics and dark forces to extend their mastery of
the regon.Aferthe vtal Tyl g s 3t A

dvxsemmal»on of such senantsof the God fmp»«or al
iankind who may be needful o its il

entire population slaughtered
e vmnﬂeveﬂ ‘s nperal cam o the reion
This sundered realm, caught beyond

i sl el it by e s and
Ordinances of the Administratum Tempestus

Inquis, S.T

THe MARCH oF AcEs
[See Additional Listed Archives — not visible: 2,100,345 entries
not matehing criteria of investigation]

CM30 - 570-750: The Voyages of O
During the latter years of the Great Crusade, Imperiallore
S0 e ey ogue S iy Alea Orghens

he ghtof he mperium at e ecges of the Voted Regior,
comes known as the Dark Marches and is benighted by
ignorance and discord, and shrouded from human sight.

CM32 circa 170: Vengeance Denied
A Raven Guard taskforce, under the command of Shadow
Captain Kallengier, conducts a covert mission into the Dark
Marches with the intent of finding their ancient enemy and
taking their vengeance, but finds nothing but ieless slence
and long cold wreckage where once taitors plotted and bul
their strength. On the surface of the jungle-shrouded worid
of Apolyon, they find the broken-backed hullof the strke

2 e Marcragora Semson he s bgtes of what

il become late codifed s the Segmentum Tempestus
tpheus' voyages,intended to serve a5 pathfinder fo ater,

fatlarger, flcets comprising Space Marine Legion forces

and their miitant support, uncover a egion where a few

Dark Age human remnant civlisations.are to be found

Ining alongside sattered xenos domains—marked fo ater

& eradication. The region however is most characterised by

I v cox o i i s st sy, the oty of

cruiser Occar 0 have been an Alpha Legion
vessel—standing lie a grave marker over a valley filled,

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




ELITES
DEATH KORPS COMBAT ENGINEER SQUAD.

Korps siegecraft, demol
battiefield. In order to accomplish this eq with a variety of specialsed equion
as well

ws B S T W 1 A 4 S 2
Watchmaster 4 4 3 3 ” 3 2 8 4+ i
ngeer I L EER. A e Y y
Eng Hy.Weaponsteam 4 4 3 3 2 3 2 7 4 &
Unit Type Special Rules. Options. - -_Q
« Watchmaster: Infantry « Death Korps  The unit may have: i
(Character) » ron Discipline +Up 1o five additional Engineers.........+8 points per model
« Engineers: Infantry « The entire unit may take d
Dedicated Transport ~ Carcass shells for their ShOIQUNS ... #10 POITIS
Unit Composition « ACombat Engineer squad » The Watchmaster miay take
* 1 Watchmaster numbering five models - Melta bombs... - s
« 4 Engineers may take a Centaur Carrier » The Watchmaster may exchange His shotgur
as a Dedicated Transport, ‘combat weapon for one of the following:
Wargear - - Bolt pistol
« Carapace armour squad of any size may take - Plasma pistol
« Combat shotgun ‘either a Storm Chimera or ~ Power sword.
« Close por a ~Powe fst
« Frag grenades a Dedicated Transport (see  © One ENGINeer may Cary a VOX-Caster.....l......... 45
« Krak grenades the Dedicated Transport + One other Engineer may carry oneof the following
« Acid gas bombs section for costs). weapons instead of theirshotgun:
~ Flamer 5 :: -
*Note that if this is the - Grenade launcher.
aase, eltagun
deployed in reserve with the qun ; gﬁ
Hades and enter play using - Demolition charge . : s,
its special deployment rules: « Two other Engineers may form a Heavy Weapons Team 15 3
ther the
onboard. - Heavy flamer 10

- Mole fauncher

Zone Mortalis: Special Note 2
I games of Zone Mortais, Combat Engineer squads
“be takin as Troops choices n a Death Korps of



.75 points per model

K brigades. Although the.
of the Basilsk and Medusa, it has
4, allowing the mortar

i a highly
is to conduct to their
2. 10 10
‘Special Rules Options
. « Any model may replace it heavy botter with a
- Heavy flamer . e Free
* Any model may er any of the following:
- Enclosed crew compartment............ +15 points per model
g pintle-mounted storm boler
or heawy stubber.. +10 points per model
- Honterkiler missle . +10pointspr el
~ bara amour . 0 points per model
11 * Any model may mke one of Me ch\w«mg
- Dozer blade. +5 points per model
ZMINe POUGH...rrv e +15 poINS per model
» The entire battery may take:
- Camo netting. +20 points per model
* « The entire battery may be upgraded o fire:
- Carcass shells. +5 points per model

rate Bombardr

iment
When fiing the Griffon heavy mortar, the Scatter dice
may be re-rolled i the controling player wishes.

... 35 points

+ Cost of the Leman Russ Tank
in as forward.
is both t from the
This task tank will often act as
2 maget for enemy attack, whie fire on  wilingly

i own e and thase of i crew to achieve vitory

oose o Leman Russ tank as detailed on page 203 as a separate unit counting as an Eltes choice for the army. This tank has
its BS characterstic increased 10 4 and, in addition, any unitin the same primary detachment wih a barrage weapon may draw
line.of sight from the command tank rather than from its own hulartilery modiel. Note that range, direction of fie, etc, i stil
drawn from the firing unit, not the command tank.




The primary

allows them to keep pace with the Death Korps' relentless advance. -

Hydra Flak Tank

UnitType S
« Vehicl (Tank) =

Unit Composition
« 1-3 Hydra Flak Tanks
formin

DEATH KORPS RAPIER
LASER DESTROYER BATTERY.

Amour #
BS Font Side Rear WP
1210 10 3

Wargear

« Two twin-inked Hycra
autocannon

« Heavy bolter

« Searchight

« Smoke launchers

« Auto-targeting system

o The e hm!ly may take

- Camo e

Auto-targeting System
Torgetunts ot dam 3k saue m
by the Hydra,

track unit which mounts an

with the Death Korps igades
of the of the weapons, they
ws B s T
Combat Engineer 4 4 3.3
Rapier -
Unit Type Options.
« Artilery « Laser destroyer array  Any Raplersin the battery may have an: &+
(Artilery) - Additional Combat Engineer Crewman each.
Unit Composition « Carapace armour (Crew)
« 1-3 Rapiers, each with * Close combat weapon
8 g Dest Ko (Crew)

Combat Engi
Croveman, frming &
battery

« Frag grenades (Crew)

« Combat shotgun (Crew)

Special Rules

* Extremely Bulky (Rapiec
nd Crew)

* Explosive Demise:
Kor

« Iron Discipiine

Demise
When the Raper loses s last Wound roll a D6. f the:
result of this roll is 2-6 then remove the Rapier as a
casualty as normal.If the result of the roll isa 1, then
place a Large Blast(5") template onto the table, cenired ;.
on the Rapier - allmodels, friendly and enemy, under
this template take 3 single 53 AP- hit, Oce these hits are-
ove the Rapier asnomal,




TROOPS
H KORPS INFANTRY PLATOON

(Total Cost of Units)

the Death solders, that make up the
s of the assault 2 Their  sinister aspect have made them among
feared of all
#Death Korps Pl ind 2-6 Death Korps y s

o thatimit the number of it that can be deployed. in
additon, when maing a Reserve ol or Outflanking ol ol once or the whole Ifantry latoon

¥
*DEATH KORPS PLATOON COMMAND SQUAD.. 50 points

wns TS LT W A AL W w
PUEnContiod 4 ALE3 5300 L3s2k s s
Guardsmar S 333 Fos) oy oS3 Gl 7 s
(a G, ER R
Unit ype Special Rules Options
« Platoon Commander + Junior Officer (latoon « The unit may be joined by a Commissar +30 points
& Commissar: Infantry Commander only) « The Platoon Commander and Commissar may exchange
(Character) * Death Korps, their laspistol and/or close combat weapon for one of the
+ Guardsman: Infantry « Iron Discipline following
* Stubborn (Commisarony) - Bolpistol +2 points
Unit Composition Summary Execution ~Plasma pistol +10 points
'} Pltoon Commander._ 4 1 (Corfisarionh) - Power sword +10 points
« 4 Guardsmen - Power fist +15 points
« The Platoon Commander and/or Commissar may also be
Wargear upgraded to have any of the following.
« Flak armour - Carapace armour. ST
§ ot o) - Melta bombs. ints

* One Guardsman may carry a platoon standard o i

+ One other Guardsman may CarTy a VOX-CaSter ....+5 points

* Up 10 two Guardsmen that have not been upgraded with
an option above may replace their lasgun with:

- Flamer. +5 points
- Grenade launcher +5 points
- Meltagun +10 points
Plasma gun. +15 points

*Note that this unit may only be chasen as part of a Death
Korps Infantry Platoon.




- TROOPS
*DEATH KORPS INFANTRY SQUAD..

ws B s T
Watchmaster £ 3 Ry
Guardsman [ A i 8
UnitType Special Rules

 Watchmaster: Infantry « Death Korps
(Character) « Iron Discipline
« Guardsman: Infantry

Unit Composition
* 1 Watchmaster
* 9 Guardsmen

- Powersword..........
+ One Guardsman may have a vox-caster. .

Wargear

« Flak armour standard

« Lasgun (Guardsman only) .

« Laspistol (Watchmaster following weapons instead of thelr lasguin:
lamer X

only)
* Close combat weapon
« Frag grenades “Meltagun .

« Krak grenades ~Plasma gun..




Options.
« The Watchmaster may exchange theic hot-shot laspistol

« Iron Discipiine ‘andlor dlose combat weapon for one of the following:
- Bolt pistol or boltgun.

Dedicated Transport - Plasma pistol +10 points.

* AGrenadier Storm Squad - Power sword +10 points

may take a Storm Chimera - Power fist +15 points

a5 Dedicated Transport.  The Watchmaster may take melta bombs +5 points

(see the Dedicated . cna Grenadier may cary  voxcaser 45 points

01 the following weapons i ot s
Flamer..... points each
- Grenade launcher...

ber .
« Two other Grenadiers not aiready upraded may form
Heavy Weapons Team armed

" With a heavyflamer +10 points.




- ke L o

DEDICATED TRANSPORTS *
STORM CHIMERA

i Gmgon in cks. One of o e s the

survivability, and a her than faser, both for

‘ease of munitions resupply. ,% 2N
B85 Front P ¥
Storm Chimera 3 Y2 ho 3

Unit Type Wargear Options.
« Vehicle (Tank, Transport) = Autocannon A o Ciges i replace s he ke S

« Heavy bolter - Heavy fa ~free
Unit Compasition « Searchight S siom Chigen ) it sy Gt Tolowing upgrades:
« 1 Storm Chimera « Smoke launchers - Pintle-mounted storm bolter
* Armoured track guards or 2 ¥ igb poirts ¢
Transport Capacity « xira armour - Hunter-kiler missile i 0 g
« The Storm Chimera can - Camo nettin
transport 12 models o ey Sl may ko of lnmeg 5
« Amphibio, 45
Fire Points * Mable Carmand Vehde
« Two models can fre

from a Storm Chimera's
top hatch.
The Storm Chimerarea WRUARigNbased el
Access Points clear terrain.

e oms ST
the



40 points

o artillry into
Front Side  Rear  HP.
o0 0 2
Specal Rules Options
« Artllery Tractor G carteny i ok B hou o oy
- Hunterkiler missile +10 points
Wargear ~Dozer blade s 45 POINMS
* Heaw stubber -Bdraamour .. T 10 points
« Searchiight = G i +20 points
+ Smoke launchers

Arillery Tractor
If the Centaur begins its Movement phase in contact
with a friendly model of the Arilery type that has not
moved this turn, and does not have more crew than the
& curtently available transport capacity of the Centaur, then
it may attempt to tow that model. The Centaur makes
an immediate move of up to 12°. Once it has finished
moving, the Artilry model may be placed anywhere
within base contact of the Centaur and the crew are
placed as if they had disembarked from the Centaur. The
Artillery model and it crew may neither move nor fire
in aturn when it has been towed, and the Centaur may
neither fire any weapons nor move Flat Out this turn.




HADES BREACHING DRILL.

albmmg ts way through rock, earth

the drill

Armour
BS Front Side Rear HP
Hades Drill il Ve1oRs 10D

Unit Type Wargear (Hades Drill)
« Vehicle (Tank, Heay) * Melta-cutter drill
Unit Composition

ti Special Rules
« 1 Hades Breaching Dril

* Subterranean Assault
« Follow-up Attack

Subteranean Assalt

Melta-cutter Dill

from
fiui s teleport, but from under the ground,
boringits way to the surface in an explosion of buming
earth and rock.

Hades Drils and their attendant units are always placed
in reserve and arrive in the game via the Deep Stike rules
modified as shown below, with the Drill itself arriving first
and the Hades Assault unit armving on the subsequent tum
through the opening it has created.

heavy engineering equipment. However, it can be very.
effective at close quarters, using its power-grinders and.

enough to be caught in its path.

When conducting Ram attacks against other vehicks,
buildings or fortfications, Ram attacks caused by

are treated as Strength 8, AP 1 and have the Melta
(gaining D6 extra armour penetration), egardless of.
St noved or ot fcis. st bl

Rather than placing the model for the
Deep Stiiking, place a Blast (3°) template instead. Roll
to scatter as normal to determine where the template s
placed. f the template is placed in clear ground, place the
Hades Drill on top of the template as normal,

If the template is placed i contact with an enemy unit,
fortfcation or buiding, that unit suffers an immediate
Tank Shock or Ram attack (see the rules for Melta-cutter
Drill opposite) by the Hades Dril.f this attack i sufficient
to displace the enemy unit 5o that the Hades Drill can be.
placed without an enemy unit being within 17, or destroys

the fortification, vehicle or building in question, then the
Deep Strike i successful and the Hades Drils placed on
the table over the template (note that the template iself
remains on the table). I not, the Hades Drill suffers a Deep
Strike Mishap with the rol o the table modified by -2

:Deep Strike' template is partially or completely off

the Hades Diil s destroyed by a Deep
e attached Unit is also destroyed.
—w

against

e making a Ram attack. 2

When conducting a Tank Shock attack, any affectedjunit. 2
suffers D3 Strength 8 AP 2 hts (infiicted on the cosest &
nemy models 1 he it o the Hades i ecion o the

usual effect of the Tank Shock attack.

Follow-up Attack
Rather than actually carry tro0ps on board, accompanying
100ps follow within the Hodes Drills wake. Rather than
roll for reserves normally, the assault squad attached to the
Hadies Dl arives from reserve automatically the turn after”
the Hades Drill breaches the surface, and may be placed

in relation to the area of the ‘Deep Strike! template just as
ifthey had disembarked from a vehicle. If they cannot be
placed i, for example, there s o room o place then),
they count as suffering a Deep Strike Mishap, and may only
sttt et i s o e 1l TG
Strke” template on future turns.




!
+

used to siaugh bum

Hellhounds

y speed 3

130 POINTS PER MODEL
120 POINTS PER MODEL

—-ue 130 POINTS PER MODEL w
Fparham
R “40,000°

Gww®
=)
3

UnitType Wargear Options.
« Vehicl Tank, Fast) * Heavy bolter (al)  Any model may replace its heavy bolter with either:
SR » Searchight (l) - Heavy flame

ree
+ Smoke launchers (al) - Multimelta +15 points each
« 1:3 Hellhound, Devil « Inferno cannon  Any model may take any of the following
of Bane Wolf tanks, (Hellhound only) - Pintle-mounted storm bolter
ing a squadron « Melta cannan or heavy stubber. +10 points per model
e (Oevil Dog only) - Hunter-iller missile +10 points per model
i « Chem cannon - Extra armour +10 points per model
(Bane Wolt only) - Armouired track guards +10 points per model
: « Any model may take one of the following
T - Dozer blade. ... +5 points per model

- Mine plough +15 points per model







CLASSIFICATION: MANDRAG

e for the eyes of the Ordos only: ‘The

tandragora® enigma’: Consultation with any Dictionary

vl throw up a great many definitions and

s for this ancient and portentous word, Meanings

<2 import and identity range from a siister plant

o said 0 be indigenous to Ancient Terra that had the
] scream in pain when uprooted, 0 a

=gade Lorinar mercantil cartel of the pre-Apostasy

ica Dominion period, to a lesser mendicant saint

venerated across the second quadrant for his

Oro0 Xenos Seateo Aooenoum 77//90/
ORA

552.M32:The Child of the Beast

s the Orks rampage across the Imperium in unprecedented
numbers and lay waste to many thousands of worlds, avast
space hulk called by the Orks that infest it Da lron Wor,
marauds across the Uhulis Sector. Inexorably passing from:
world to world, nothing can stop the green ide unieashed
from within its cavernous holds and Battlegroup Azezel, -
the fortress worlds of Armstrong and Velgagrad and the
Forge World of Temaxia are destroyed one after the nex,
leaving the sector's core worlds in the Ul-Seraph Cluster

and their hundred billon souls prostrate before the Ork. =
onslaught. Their doom is averted when a warp storm erupts
and blasts the lron Worm and its ramshackle fleets off
course and deep into the Empyrean. Pursuit ships attempt
0 follow the vessel, but the storm is savage and many

are lost. The last communication heard from then i that the
ron Worm has plunged into the heart of the Dark Marches.
t does not return

610.M36: The Return of Orpheus
I the wake of the Age of Apostasy, the Segmentum

Gerivations has been fastened to regions and
s sometimes to whole worlds and indeed vast
of the void, best lft alone. Itis a name given

a renaissance of
expansion, known to Imperial historians as the ‘Rising Storm’.
This feat i enabled by the fact that the Segmentum had

been left relatively unscathed by the centuries of tumult that
proceeded this time and a concurrent lull n the frequent and

ler inelligences than even legends dare allude to,

P that had, before, given the
Segmentum its name. With the blessing of Terra, Segmentum
authorites launch a number of crusades and campaigns |
to destroy lingering threats within their domain, and push
back and fortfy the borders of the Imperium itsef. The most




117 Tank Destroyer Company, ‘Voice

. Tank:
Squadron Command Vehicle, 3 Squadron, 111 Tank Regiment attached 10 the 60" Line Korps.

‘adaptation.




(Total Cost of Units

a
the most

t
slaughtering

=

Death Rider Platoon compises 0-1 Death Korps Death Rider Command squadron and 1-6 Death Korps Death

MMAND SQUADRON .. 100 point

*DEATH RIDER CO|

0 T ws B s T W 1A W s
QoS ander -4 4 3 33 2.J3 3 8 &
Death Rider Veteran PR e L U M
DesthREbrCommissr 4 4 3 302 353 9 4
 unifType Special Rules options
P ) Commander & » Junior Officer (Sauadron « A Death Rider Command Squadron may be joined by a:
 Beath Rider Comissats Commander only) - Death Rider Commissar +35 poi
~ Cavalry (Characten « Death Korps « The Squadron Commander may also be upgraded to hav
“+ Death Rider Veteran: + jon Discipine any of the following
& Cavalry & Stubbor (Commissarony) - Demolton charge. +20po
« Summary Exe Melta bombs. +5 pol
Unit Composition (Commissar only) « The Squadron Commander and/or Commissar may
R Wm Commander  Feel No Pain (6+) ‘exchange their laspistol and/or close combat weapon for
i 'Death Rider Veterans. « Augmented Mounts one of the following:
S ix - Bolt pistol. +2 pol
Wargear Piasma pstol +10po
Garapace armour - Power sword +10po
Laspisto - Power axe +10po
 Glose combat weapon
Augmented Mounts

{8l except Commissar)
= Frag gre
 Krak grenades

Death Riders may re-rol failed Dangerous Terrain tests

“Note that this unit may only be chasen as part of a Deat
Rider Platoon.

TR

L/



FAST ATTACK

*DEATH RIDER SQUADRON

ws B S T W

Ridemaster & .3 Beitade
Death ider ol e e
UnitType Wargear
» Ridemaster: Cavalry F
(Character) $la

A W s
3 s
2

7 4

Opt
A Death Rider Squadron may have:
- Up tofive additional Death Riders.

+ Death Rider: Cavalry
* D e unting lance

« Frag grenadies

« Krak grenades

Unit Composition
« 1 Ridemaster
* 4 Death Riders

Special Rules.
« Death Korps

« Iron Discipine

« el No Pain (6+)

* Augmented Mounts

y
e may exchange
mmhzlweaw\ﬁxnm the following:







} HEAVY SUPPORT
~ DEATH KORPS HEAVY WEAPONS PLATOON ..

Death Korps

spe through
support

' charges to the attack. the Death apor

h 123 Heawy ads.
Each Platoon is deployed in place of a single unit in that it o
king a Reserves ol Platoon.
ws b5 s T awEUE AT @ s b

HeawWeaponsTam 4 3 3 3 2 3 2 1 5+ 2

Unit Type Special Rules options
« Infantry « Death Korps « Any Heawy
« iron Discipline - Heavy bolter
Unit Compasition - Autocannon._.._._.......
» 13 squads each - Twin-inked heavy stubber
<compased of 3 Heavy Lascannon. 7
Weapons Teams, forming
2 platoon

Warge:
« Flak armour

Krak grenades



HEAW SUPPORT
RER SIEGE SQUADRON 140 points each

 for use during stret fi
frontal attack y Korps. l a feld
Leman R
o for their armoured
our
BS Front Side Rear WP
3 29a =3 3
¥ Wargen. Options.
Searchiight o Any Thunderer may take any of the following:
» Smoke laurchers - Pintle-mounted heavy stubber
+ Demolisher cannon ot storm bolter +10 paints each
- Hunterkiler missile +10 points each
- Bxtra amour +10 points each
- Camo-netting. +20 points each
- Armouted track guards. +10 points each
« Any Thunderer may take one of the following
- Dozer blade. +5 points each

- Mine plough. +15 points each




Leman Russ Battle Tank.

i

Leman Russ Executioner

Unit Type
« Vehicl (Tank)

Unit Composition

« Avehicle squadron is
composed of 1-3 Leman
Russ tanks, in any
combination of types.

Specil Rules

* Lumbering Behemoth (al
except the Leman Russ
Conqueror)

Wargear (All
 Heavy bolter
« Searchiight

‘Armour

front Side Rear WP
1“4 13 10 3
14 13 0 3
1w o3 0 3
14 13 10 3
14 13 10 3
o303
1% 13 1 3
1703 50
o33

Wargear (Speciic

+ Leman Russ Batte Tank
Battle cannon

il

Options
. Anymlmﬂbtuvgradedwwdm
Exterminat

4 Ann»)ulahw

« Leman
Twin-inked lascannon
« Leman Russ Conqueror
Conqueror cannon and
coasilstorm boter
« Leman "

B Vanqmshu.

el o
+ Leman Russ Vanauisher.
. Vanaushe atle anon

+ Any model may replace it heavy bolter with uneof (he
following:

Eredlca(ov nova cannon
Demolisher
i Siege cannon

+15 points per model

- Heavy flamer - fFrea 2

< Ay ol ok  pkr o spsn axn g 4
- & ‘#

« Leman Russ Executioner
ner plasma

« Any model may take any ' folowng tptades
< it sy 2
+10 points per model
+10p5ts oA
" 0 points per model
« Any model may take one of the fouowmg upgrades;
zet blade.

< Any Lmnmvanqmsher maymkea o
R



HEAW SUPPORT
KORPS ORDNANCE TANK BATTERY

y artillery to suppy the bulk of its ordnance ke the siege.

as 52 and Cc of 0 bear s able to pulverise
heaviest of enemy defences, and it s for for them to be line
I wave 0 ip the tide of a battle—an unoithodox tactc by the standards of most Imperial Guard units to say the least.

1-&

b ARTLLERYTANK ... 125 PONTS R MOOEL

{A USA SEGE 135 POINTS PER MODEL

* +oLossus Ty 140 FONTS e ODEL
mour

Fparhanme
mﬁm 000

o5 Front Siae e
Basilsk 3 “120 10 3
Medusa Syt B0 510 53
Colossus 3 “ed2li0 ge10 ¢ 3

nitType | Wargear (All) Options
= Veicle (fank, Open- « Heavy bolter + Any model may replace it heavy bolter with a
+ Searchight - Heavy flamer Free
= Smoke launchers + Any model may take any.of the following:
Unit Composition ~Endosed crew compartment.........+15 points per model
3Btk Wedvaor  Warger e ~Pnte-mounted o bote
4 Colossustanks forminga ~» Baslis or heavy stubber. +10 points per model
L ey Earthshaker cannon - Hunterd kaev missle +10 points per model
+ Medisa - Dozer blad +5 poinis per model
Medusa sege canfon - ara armour +10 points per model
« Colossus + The entirebattery may take
Colossus siege mortar Camo-netting +20 points per model
% « AnyMeduss

~Bastion-breacher shells +5 points per model



HEAVY SUPPORT
DEATH KORPS FIELD ARTILLERY BATTERY

“Medium" lass feld artilery pieces are a mainstay of the Death Korps siege regiments, and their availbilty means th
often pressed into senvice by the mor brigadies vihen

Centaur carr such dltes, the added
bring can or when the:

single killng zone. =
Ws B S T W 1 A W4 S
Death Korps Crew. PETE S il e A
HeawyQuadLauncher .~ = < - 7 2 - . 3
Heavy Mortar v i I SRS o R
Unit Type Wargekt Options R ,
5 o Any artlery piece may take: T2 0%
heavy mortar \Am“uy) ~Up to two sadtons % 3
Unit Composition « Flak armour (Crew Death Korps Crewmen .47 ponis each
* 14 Heavy Quad Launchers » Lasgun (Crew) * ifhe it contains heavy mortars these may e d -
or Heavy Mortars, each * Frag grenades (Crew) 10 use carcass shells for +5 points each, each replading their =
with three Death Korps » Krak grenades (Crew) normal weapon profile.f this upgrade s taken, then a of
Crew, forming abattery + Close combat weapon = the heavy mortars i the same battery must be idéntically
(Crew) Upgraded. > e
Special Rules E ;o
+ Death Korps (Death Korps  Dedicated Transport -
rew « AField Atilery Battery Immobile 2 i 3
« Iron Discipiine (Death squad may take a number A mphie Al e o Tl ek 1
Korps Crew) of Centaur Carriers as
« Shell Shock (Heavy quad 9 (see the d i me it tomoye. This only’
fauncher only) Dedicated Transport | affects the pltform; the crew are subject o all normal
section for costs). I this Atilery rles. When called upon to fall back; the crew
Is done then they must st lave thif quns beind anc bk, he 7
be bought on a one-for- are then remaved a5 casualtes :
one basi for the artlery 3
pleces. When being shell Shock (Heavy Quad Launcher anly)
towed, the unit must Due to the repeated rapid impact of the heavy quad {1
retain coherency justas if B e O e e i
t areat-1to - 8
1fa squad wshes to X
move away and does not

have suffcint remaining
towing vehicles, models
left behind are destroyed.



~Defensive heavy stubber

- Deep Strike
* Avenger
- Strafing Run
- Deep Strike.
- Supersonic

Options
« Any Thunderbolt may carry one of the following:

~Four Helistrke missles....... +40 points
-Six tacical bombs +40 points.
- Six Skystrike missles +40 points

« Any Lihtning may :avry one of the Iu\lnrwmg
~Four Hellsrke misses. +40 points
- Four Helfury missies e 40 OIS
- Six kystrike mises. +40 points
- S Tactcal bombs, ints

+40 poi
« Any Lightning may mp\a{e it long-barrelled autocarinon
with one of the follo
T Heltike miies.. Free
- Four tactical bombs & the Strafing Run special rule.... Free
« Any Avenger may be fitted with two additional wing-
mounted hardpoints that can carry one of the following.

- Six tactical bombs +40 points
- Two Helstrke missiles. +20 points
- Two Hellfury missies... +20 points.
- Two missile faunchers +40 points
- Two autocannon. +30 points
- Two multi-lasers +30 points

+ Any aitcraft may take any of the following
~Flare or chaf launcher +10 points
- nfra-red targeting +5 points
-t flares. +5 points
~Distinctve paint scheme of markings. +10 points

Bomb Cluster
A weapon system with the Bomb Cluster type may

drop as many bombs as ts user wishes as part of a |
single bombing run, up to the total listed number of
bombs it s carrying. Pick a single target model for all of
the bombs i the bombing run (tis must be @ model

the Flyev has passd ove hat tu, the el bomb

in the same manner as additional barage basts from
a Multiple Barrage (see page 34 of the Warhammer
40,000 rulebook).
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VmPanw\ Type il ip. Attached to the Regiment of
eployed to the Arcantis Cluster warzone. Twin lascannon antstank armament configuraton

Tellurian Pattern Avenger Strike Fighter: Battiefleet Orpheus Imperial Navy Ground Assault Air Corps
The Avenger is an ancient design and produced locally on several Forge Worlds in the Segmentum
Tempestus, such as Myre i the Orpheus Sector




'y
environmentally sealed and possesses secondary

‘The Thunderbolt is designated a5 a heay multi-ole  drive systemms, enabling it to make orbital combat

aerospace figh

and i sutable for deployment in almast any

atmospheric warzone and theatre of battle. One of the most common imperial fighter designs,

the Thunderbolt' legendary resibence provided lttie
firepower

. the
Thunderbolt's principal armament cCOMPrIses tWO. Wmhwﬁps,ﬂmm\ﬁ!
enabing  Amarahan amost total

within the first three days of the invasion.

The Lantern of Orpheus.

Depicted here is the armorial interpretation of
the Seal of the Orpheus Sector as utilsed by the
Imperial Navy command of Battlefieet Orpheus.

led to the sector' founding.







CAMPAIGN APPENDIX: ZONE MORTALIS

RuLes For DeADLY CLOSE-QUARTER BATTLES IN THE LABYRINTHS AND VAULTS OF THE FaR FuTuRe

The following rules expansion for
‘Wathammer 40,000 deals with some

wage arenas of combat
coceivabl, the battiefields the Codex
Tact

zZones, be they the contested decks of
2 void warship, tangled mine works,
lightless under-hives, the prison-
vaults of sundered fortress citadels,

and chaotic affas, as fighting in a
colapsing hive city under mass artilery
rdment or on a burning star
vessel in the middle of a battie ought
10 bel They're the kind of game
where al sorts

~ hyper-competitive
phayers or those seeking complete

sewer systems
and sacred catacoms,al have a
e Roaradof tocors s sopmorsuch

them murderous venues for warfare.

These rules offer you the chance to
fight desperate battles of your own on
such deadly ground and draw heavly
upon the Zone Mortali rules previously
publshed in imperial Armour Volurme

9. he Badab War Part One, which
wehave updated following feedback
wehave ad (rom plyers and o

their games will be
Betterserved elsewere

Itis of course no coincidence that this
Zone Mortals expansion has beer
prepared in concert with Forge World's
Reaim of Battie Zone Mortalis Complex
terrain in mind, which is perfect for

battiefeld, but of course such battles
are not imited purely to using this
terrain. In fact any suitably tangled and
confined battlefield such as can be
formed using the ilustrated tile board
from Garmes. Wovksn(w‘s Space Hulk

sothey
N o e Vs
40,000 garme. Zone Mortals bates
are unashamedly designed to be fatal

game,
Scenery,and an endiess v ity of ks
of your own devising can be used in

el M 1 ks S

The Two Modes of Zone Mortalis Play
The Zone Mortalis ules have two
modes of play. The first and simplest
mode s to incorporate a designated
area of Zone Mortals terrain in a
regular game of Warhammer 40,000.
This makes a proportion of the gaming
table operate under the basic Zone
Mortals ules and can represent the
internal space of a command bunker,
trench network, generatorium or
xeno-lab, of perhaps even a temple

0 the Chaos gods where a dark

titual is underway, This can simply

be used to dvide up the gaming table
i a unique and interesting way, o
provide an exciting locale to place
scenario Obiectives as a focus for a
narrative game.

The second mode of play is 1o use the
Zone Mortals rules in missions of their
own, where the entire gaming table
s made up of the deadly and close-
packed Zone Mortals terrain. I
‘games the forces involved are selected
from special Force Organisation char
and have access to a number of
optional special ules to create a uniau
and unpredictable batle.




FIGHTING A ZONE MORTAUS

Barme My
“The following section offers a variety
of optiona rules and raission types.
for playing games of Warhammer
40,000 using only Zone Mortais terrain
and rules, conducting deadly battes
and close-quarter actions such as
boarding actions, xeno-eradications and
desperate tunne fights.

Most Zone Mortals missions have an
Attacker and a Defender. Which

takes which side must be decided
before pay. This may be done

mutual agreement or b rolling off and
the winner picking which they wil be.

Because Zone Mortas actions are
fought in quite dense terrain, and
without the assistance of transport
vehicles to get around, a smaler gaming
area can often improve the experience
of play. As such it i recommended that
a4'x4 area i used for games of 1,000
points a side o less (which wil offer an
exciting battle lasting an hour or two),
ora 2 x.2*for around 500 points a side,
Larger tables are best used as part of
team games.

Force Selection

Each force should be selected using the
following Force Organisation chart for
Zone Mortali battles, with one Force
Organisation chart available up to a
1,000 points a side of play:

Forces selected for fighting in a Zone
Mortals action should be choser

from their Codex as normal, with the
following exceptions:

« Units may not select Dedicated
Transport options.

« No unit may have a starting size
greater than 15 models before being
joined by Independent Characters.

« Vehicls, other than Walkers, may not
be chosen unless their models are no
more than 4* wide.* Fyers may not
be chosen at al.

 Monstrous Creatures needing more
than a 60mm found base may not be

o

“Note: The terrain may still confine
you, 50 caveat emptor!

Warlords
Each Zone Mortalis force should have its

Trais (see page 111 of the Warhammer
40,000 rulebook) should only be used
for forces of 501 points or more. If
Warlord Trais are used, these should
be determined after the mission goal
has been decided upon but before any.
deployment is made.

2

Combatant: Neither side is the specified Attacke or Defender ’

Compulsory
1HQ

1Troops




S5 e i e e o Contrlld: e it of a i
door blocks fine of sight and as door or doors being contr

may not be made through it sidein the g

bethec:
« Locked: A locked door s inaccessible a forc

units €an gain access

Chamber
off by the use of ar
doprs and airlocks. Depend
the missian you're playing, t
doors may be locked, accessible or joor
controlled. These doors should be m,\»uw‘:nre per turn (either
teptesentéd ot the table and moved tc be
show whether they are

Bulkhead Doors & Airlocks .

sl ng

opened or closed), but ma
or closed destroyed at any time.




OTHER ZONE MORTALS SPECIAL

When fighti

. oo,
Rutes & Terrain Mortals areas, uséﬁ-e same rleso m\s for.
Deadly Ground
Mortalisteriain  and assaulting S
p o X
and one in which even light vehicies Pages 100 and 101). %

can flounder o damage themselves,

pectedly 9
deck plating, getting crushed beneath

(m page 104 of the Warhammer ¥

falling rubble, or
power

(but
mynniybeplx:dsomryﬁlmi
par

ich may be consh
u.«.mu xmm. dangerous teran or

« Ammunition Dump, Comms Relay,
Fuel Reserve, Gun Emplacement and

and spmhcany identifiable areas may

s sl (for example, a chamber
‘packed with industrial wreckage or

Barrage weapons cannot be used 1o fire
indecty within,intoof gut of Zone

specifed in a particular
Mysterious Objective

Asa
rule of thumb, cover

s e o Mt shkion
taken as follows—note that in some
cases these aren't a5

standard game, reflecting the hazards
of unleashing weapons fire in confined
spaces and the dangers of ricochets, etc.

« Light Debris, Light Machinery, Chain-
link Fences, Grates and Grile, Heavy
Fungal Growths, Packing Crates,
Drums, Corpse Pies, Glass Tanks
(filed with strange liquids), Barrels,

fire can

be ust this are

Mole weapons and Eldar D-cannon.

Terran Effects by Uit Types

In addition the ly

by unit type: otherw:se stal

« Bikes, Jetbikes, Artllery, Cavalry and
Walkers treat all dificult terrain they
encounter within a Zone Mortals as
dangerous terrain as well. Should
any of these use a turbo boost, they
must take 2 Dangerous Terrain test

regard)

ion), but entrance znd exit
pumu !re stil the only way these
can enter the Zone Mortai.

Only units whi(h are d
ki m“mgf

from the warp ‘may use the Deep™ vﬁ

above enemy firing models): 6+

« Ruined Wall Sections, Rubble Pies,
Heavy Machinery, Parked Vehicles,
Bulkhead Corners, Barricades,
Sandbag Walls, Trenches, Decp Water
Channels and Deep Poosof Polluted
Waste: 5

« Fortified Structures (Pill Boves,

T cveriles ary ol s thy

possess vary.

* Al models clssed as Jump Infantry
or Flying Monstrous Creatures which
move more than 6° i the Movement
phase must take a Dangerous Terrain

Any unit that Deep Strikes into 3
bulkhead or wall section sufers a D&
Strike mishap and subtracts 1o the
result rolled on the Deep Strike Mish
chart— this makes deep stking ntoa.
Zone Mortal i

test every y
« Fiyers may not enter  Zone Mortalis

Bunkers with Firing Siits, Armoured (except if using Hover as
Redoubts): 4+ they are then classed as Skimmers).
» Al other vehicls, including Skimmers,
Ao ot ot 3 G n e treat a Zone Mortalis as both difficult
terrain in
Tather than +1. its entirety.

Only a model that can physically fit
within the space on the tabletop can
ove through or nto a Zone Mortals,
regardiess of its type. Ths is a common
sense distinction which must b folowed.

n




¥

Blind Panic >
f, while falling back, & unit moves  ~
through {ie., within 1* of) anather
‘own units, the unit
through must fake an
i fal

themselves. Fearless units are not
s.E«uinnsmm

The confined spaces of a Zone Mortalis
‘make for deadly, close range fire-fights,
where a spit "

efough o gun dov g

Making a Reaction Fire A
A Reaction Fire attack i carried out
exactly like an Overwatch attack except
that the unit in question must firstroll
‘equal to or under its majority Initiative
score on a D6. If successful, it may fire
its weapons at the assaulti

‘with their full Balstic Skil. f the test

is unsuccessful, the unit may stil

make a normal Overwatch attack (ie.,
snapshots at BS 1) instead,

A unit may not se the Counter Attack
special rule i it Fire

Scatter rofftakes a blast
point into contact with,

out
. In order o represent

his, this specil ule allows uns being

assaulted a chance to fie their ranged

weapons when they are assaulted

with a superior chane of hitting the

foe than normal Overwatch fire would

ht

this spot; The portion of the
thahcrosses and e beyond the

ose combat and ot Faing Back may
attempt Reaction Fire

* Only Pistol, Assault and Rapid Fire
Weapons may be used for Reaction
Fire attacks. Heavy weapons may

AopmioNAL

SeeciaL Rutes

‘The following are a number of optional
specal rules for use in your games of
Zone Mortals. The use of any or al of
these optional Zone Mortals specal
ules should be agreed on before play

Attition

This i a special rule which reflects

the bloody nature of a Zone Mortalis

confiict and affects the conditions of

victory, Whenever a mission resut is for

any reason a draw, then the force which

suffered the least number of destroyed
victor

40,000 to be trapped
heir avenues of retreat

if the model carrying them has the.
rule.

weapons in the squad may stil make
normal Overwatch snap fire attempts,
if they are eligible, alongside the rest
. ofthe anis Reaction i

mm Reaction Fire attacks.

assault may e-rol
mgpmg Advance resultif they wish

cnmmryi\sma usual rules for falling
 back, immediately on faiing a Morale
checka units firt fall back move is

" et Fre atacs  th Reacton
Fire rol i successful (see opposite),
rather than placing the template, D3
hits are inflicted upon the charging
unit by each Template weapon fired
by the unit.

y o y. and
subsequent moves are towards the

| % & nedrest exit unblocked by the presence
of enemy models.f a unit s trapped
by enemy models while faling back
and cannot escape, then itis
immediately destroyed.

- Aunit
Reaction Fire attack against the
first unit they are assaulted by in
any given turn

« A Reaction fire attack is mad after
a charge is declared, but before.
charging models have moved.
Casaltes resul

One of the peris of battle underground
or within a building in a warzon

is the isk of bringing the roof down
on yourself and being buried alive

or crushed under tonnes of earth

or masony.

These effects are represented i the
game by the Catastrophic Damage
Buried Alive! table. When this special
uleis in effect, in every tun after the
first each player should roll a D6 at the
beginning of the tum. Add the scores
together and apply the resus on the
following chart. In addition, f any
ordnance weapon has been used on the
preceding turm add +1 to the total

Note that this specia rle brings a
hugely unpredictable (and enjoyably

may cause an assault to fail.

10 your games, and
should be treated as such.
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outt:
Large Blast (5°) temp

deadftal. Roll for scatter just as for an indirect fre /m

caught under the template suffers a Strength 5 AP 4 hit. Units with
Armour value are struck on their Rear armour:

89 Dust
choking,
Skl and mw;m reduced by -1 (to a minimum of 1).

Cluuds of dust are shaken loose and filthe area with a

10 Tremor: hivers and he:

For this tun only all models have thei Ballsic |,

cellings and walls near
them. Al clear terrain counts as difficult terain for this turn only

11 Cavein: The players rol z

(S'nmw'nmywheemlmmnummmlmhllim

scatter just as for

i’ AP 4 hit and

Poring check, Unis wth an

B

12+ Quake: very modelon the table must pass a Stength testor

automatically destroyed Lhuned under tonnes of ubbl or earth).
Independent Characters may re-rol thistest if it is failed. If a 12+ is
rolled again, treat ths as having no effect.

represent

ﬁ\(ed ‘with poisonous gas, ct

weﬂ asmu«-m nlwwmgy
ised drea of a space vessel

gunng a hourdng action.

i oy isineffec, w v
apoly

following
inknown ‘The use of this optional special rule = All weapons and attacks
Whie he Night Fighting rules as requires a fitle more work than usual Strength of 4 or higher gain
players, i unless theip '
mlehnek ep y targe
. this can Hardened Amou, has an
" rothing compared 0 the sbyssal a st of numbered counters (or bips)
durtrasof fhting dep underycund  _ sficr o the mmi? o kst
o within the tortuous confines of has in s force. Each number m

a space hulk, where even the finest

correspond to a particular unit Vi

auguries and sensors

their force,

y y
useless. fusion of ths kind of
fighting can be represented by using
counters on the table to represent
units outside visual range of the enemy
rather than models, as the enemy’s true
disposition and strength wil remain
unknown unti your forces are face-to-
face in batle.

ga It these
counters that are deployed rather than
the units on the table.

As the game progresses, the ‘bip"
counters are moved in place of units
untlthey move within ine of sight

which = *
already have the Rending special rile
now rend on a roll of § or 6, W\lﬁs 5
their target has Hardened Armour
o s ardeed ATRUAHB G
Armour value (AV) of has a save of
2+.In the case of attacks against
‘mixed units, apply these rending
wounds to

y
in shooting or close combat attacks.

%

targets first.

o Viedhocs and ks W CE
special rule also now cause,

pnnmnmanmam &



u‘qmyw;u outin an agreed

Objectives
o G Biir ol

Wipe-out!
Regardless of e othecconda -1
at the end of

Mwmqnmﬂdbereﬂmmdby
or marker on a 20mm base of
: titable alterative

Scoring Units
In the Zone Mortalis assault mission,
units drawn from either the Troops or
Eles allowance count as scoring units.
where this i called for by the mission. A
unit may only ever caim one objective
ata time

Ending the Game

as o unit eft on the table o o
are victorious!

Deployment
Before the game begins; both sides
should dvide their forces into two
roughly equal groups based on their
number of units. They must then decide
‘which of these two forces is o be their
spearhead and which s 10 be their
reserve. This arrangement represents
an Attacking force working s way
through th Zone Mortals, and the

liying to meet them.

fashion o, aternativey, the players may
take i th

it point per player

per a Standard Mission (see page 122 of
the Warhammer 40,000 rulebook).

“The gaming table s then divided into
four quarters, and both players roll

off to choose a deployment zone.

The winner then picks which i to be
their deployment zone and deploys
their spearhead force anywhere in this
area, but not within 6° of the centre of
the board,



Jof these i the Dark Marches Crusade, commanded

5 Hal Orpheus, lineal descendant of the
house that had first explored the region’s
smaches milennia previously

136: The Dawni

imore than a century and a half after ts outset, the
[Mdarches Crusade is over. Dedlared

83 A',‘iyt‘ ¢y
VRV
hive warlds of the Uhulis and Warre
souls is deemed insufficient.'Soon furthé
are redirected by the Administratum to th

forces of the Imperium, it has scourged cou
B ccered ove i e ks for 1he God-
Gominion. These worlds and systems, spread in an
5 across the border of the Veiled Region, are by
s =% oy Terra subdvided into four newly-founded sectors
‘Segmentum Tempestus: the Haxan, Leyak, Eurydice
pheus sectors

Smundiing Orpheus Sector is secured through the ancient
i s akes mach o ol (e o
Pimpenial outpost havi

A colonisation fleet of over a score of ark

some sixteen milion souls, dispatched o foundan

on the verdant fen-covered planet of Tlaloc disappeat

route. No traces of the fleet are ever found. Tlaloc i
ket by foch,

later without any further incident.

B oo e o e s et
jmoris becomes the seat of the Orpheus Sector first
e+l Orpheus, now a failing shadow of his past
Qe st ol by e i of 4 onic
= Adeptus Mechanicus savants. Other newly-
worids such as Arcantis, Gedrid and Midwinter
== 25 glorious feward to favoured Imperial Guard
or their sevice during the Crusade, while the
<e-rch but lfeless Myre system i sealed in perpetuity
Adetus Mechanicus for their part in the Crusade.
= colonists and settlers flood into the new-born
Soth wilingly , fror

andyeaamwdmow
founding is celebrated by the.

of Lord Tempestus

of the now well-establi

tis crusade flagship, the

; e sect s
by the Adeptus Ministorum, resulting i great celebratio
commoner, noble and ordinate alike. Many holy mitacles
and visions of faith are reported in the wake of the relic-




Reserves arrive normall, entering the
board from any table edge in their
ayer's deployment zone:

FirstTurn

e player or side which deployed first
unless their oppone:
Seze the Initiatve.

Mission GOALs

Before the game begins, either
mutually agree or roll a D6 to
determine the goal of the Zone
Mortalis assault on the following chart
his goal constitutes the mission's
rimary Objective and determines its

ictory Conditions,

D6 Result
12 Search and Destroy
34 force the Breach!
56 Sabotage

Secondary Objectives

Slay the Warlord, First Blood (see

page 122 of the Warhammer 40,000
Jebook

Mission SpeciaL Rutes
Zone Mortalis Special Rules & Reserves.

Search and Destroy

als tvoudB |
y yan ces in detail. Kill points:

used to determine the v Kill point scored for each enemy unit; |

Independent Character or Walker destroyed. At the end of the batt, the side - |

|

5

with tha highest tal of Kl pints s he et

Force the Breach!

This represents the Defenders rying to maintain hold of a vital area of the
Zone Mortals, wist the Attacker must wrest i from them, The Defender
places three objectives: one i their own deployment zone and one n eachof

they are the winner. If any other

esult s the case, the Defender is the winner.

Sabotage

The Attacker’ goal s to destroy vital systems within the Zone Mortals, The
Defender piaces D3+2 sabotage objective markers on the table. These markers
represent control panels and systems junctions vital to ths area. The markers
may be placed anywhere o the table other than within 6" of a table edge o
12" of each other. They also may not be placed in impassable terrain,

The Attacker must attempt
an

troy these objectives by any means they
has an Armour value of 11, and

be destroyed by any successful
glancing hitor penetrating hit scored against them. Because their Attackers ]
cannot be certain of destroying them properly at distance, these objectives
count as having a 4+ invulnerable save against any shooting attack or blast
damage they suffer, and cannot be harmed by events on the Catastrophic
Damage table.

At the end of the gan
ve destroyed, a
onthe &

point for each sabotage
ctory pont for each sabotage
ost Victory points is the winner.




& amodel or marker on a 20m;

Safmisslon represans.
e forces advancing through

Ending the

The game nas a variable game length as
pera Standard mission (see page 122 of

the Combatant Force
t for this mission.

n
they may b cither laid out in an agreed
casmm o alteratively the players may
g boards 50 that they
B
able edge has at least one
iyfexit point per player.

es
mugon e sidioca ol

urther on),

ket
that ead

Wipe-out!

Regardless of any other condition, if
at the end of the game your enemy
as no unitsleft 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 thei
number of units, They must then
decide which of these two forces s to
bethei spearhead and which s to be
their reserve. This represents the larger
force moving through the Zone Mortas
without knowledge of enemy contact,

The players (or sides) rol off, the winner
choosing which of the table edges s to
and

e e ok b rereeni by
im base or
asutable alternative.
dn-g it
«fva Zone Mortalis encounter mission,
drawn from efther the Troops or
allowance count as scoring units
wmmms B cled fo by the mission. A

nd deploys
their spearhead force within 6" of
their table edge. Then their opponent
deploys their spearhead force within 6°
of the opposte table edge.

FirstTu

“The player or side which deployed first
as the fist turn unless their opponent
can Seize the Intiative

Mission Goats

Before the game begins, ether
‘mutually agree o roll a D6 to
determine the goal of the Zone
Mortalis assault on the following chart
This goal constitutes the mission’s
Primary Objective and determines its
Victory Conditions.

D6 Result
12 Search and Destroy
34 Capture Ground
56 Invasion

Secondary Objectives

Slay The Warlord & First Blood
(see page 122 of the Warhammer
40,000 rulebook).

Mission Seeciat Rutes.
Zone Mortals Special Rules, Reserves &
Night Fighting.

]




Search and Destroy

Invasion
Capture Ground




ZONE MORTALIS STRATAGEMS

(OpmionaL Rute For Zone MorTAus Missions)

Zone Mortal al  taking which role has been det s and
ule that aliow b forces are deployed or e they d
tactics, terrain and equipment to play  the missic fediaeione e game

aart inyour Zone Mortalis You may eve tose mission
005 vou o fepicate the concitions 2" 58oing o b the Attacke and who 33 an allowance
of fighting in the shattered advanceof the  point, plus an extra 1 Strata
sewers and bunker networks of a game i you can /50 you know what for eyl 500 bt e forc
battlecavaged city or the dark winding. models 10 b 502 1,000 poi s orce
c@nfines of a'space station under siege would have 3 § to
by an enemy fo ere are many possible stratagems, pend, etc

and only a handful are listed here

o i Declaring the use of Stratagems

ould endeavour to represent
sitably on the gaming Unless specified
table, and make absolutely sure your each stratagem may only be
opponent knows what they are, as this  once per force

Stratagem Points




GENERAL STRATAGEMS

Tunnel Access [Terrain] (3 5P]

Declared when P

Your forces have gained access to the
conduits and service tunnels in this area

of the Zone Mortals, providing you with
a significant advantage — just 50 long as
collapse frst

ey don

a Wit the nfarry s
reserve may enter the game via the
Deep Strike rules using one of the
hatches only as their chosen arrival
point. From this entry point the

Breacher Charges [Gear] 1 5P]

ch equipp
gle breacher charge, a combat
explosive device designed for breaking
into bunkers and blasting apart
bulkheads,

 Charges can be

Sooxiend “SnefEit s 2
Doty bt o
g Zone sl Do ol deploy automated

weapons system 10 provide them with fire support, usually covering a vital ared
o important access chamber. This weapon s a light artliery mount equivalent

| to an Imperial Tarantula, heavy gun servitor or defence platform. It may ot
move once deployed, but may freely engage enery.targets in the Shooting
phase with a 360 degree arc of fire, so chodse its location wisely! Ithas no cre.
but s self-targeting and 5o in the control of the controlling player. The Sentry
Gun may make an Overwatch snap shot f assaulted.

Uit Type Wargear
« Arillery (6¢

mm base « Choose one of the following
weapons
- Twin-inked heavy bolter

f

Wargear I’
- Twin-inked heavy flamer |
J

« Searchigh

- Twin-linked assault cannon

Flanking Counter Assault (Tactic] 2 SP)  Lascutter (Gear] [1 5P %
Choose a single infantry model other
thar pendent Character, and.
s not already equipped with this
weapon bought as a unit upgrade. This
uipped
a powerful industrial tool that can be:
used for cutting through armoured
reserve to be bulkheads or asa m
e this unit deva

enemy f ope 9
them off, enabling them to be isolated
and des

Before the game begins
nominate (by writi
unit that is to be held

the player may
I

down) a single:

180

The Lascutter stratagem may be taken
multiple times.




té force approach of blasting out
fervening fesfocrete and earth with
P wves e Aacker ks o
breach in either the celing, floor
A o which they have tro0ps
poised to make a sigr assault

During the Attacker irst turn they may
place a Blast (3°) marker anywhere on
the boayd thatis not eithr touching an

Fire Wasp (Unit] {1 SP]
ire Wasp is an Adeptus Mechanicus-produced combat drone used since
| the eary years of the Great Crusade in Zone Morta actions to venture ahead
s e
fntended. the Fire
10bustdevice, i a poo fahter. Most standard pattems are equipped with an
inbuilt flmer weapon and searchlght device to aid i their mission.

The Fire Wasp i a single model with the following profile which s deployed in
addition to the player's spearhead forces

| ws BS S T W I A W sv
Fire Wasp 2R 3Ms RN 10 4
| unit composition Wargear
* 1 ire Wasp « Flamer
« Searchlight

Unit Type « Close combat weapon
« Infantry (40mm base)

eriemy aydgel, impassable terrain or an Special Rules
objective) This then scatters D6 (with « Fearless
the Hit yiibol indicating the breach s « Move Through Cover
hﬂngoﬂhvg(-n 1fthis scatters off the * scout

smply Lo AL
m 63 cosads pssic why fom
thelterrain.or board edge. This blast

marker now represents the breach point
and remains n place for the rest of the
batle. Up to one infantry unit per turn
arriving as reserves may use ths breach
10 enter play as normal

Sustained Assault [Tactic] 3 5P
The forces of the Attacker greatly
outnumber those of the Defender,
allawing them to press on heedless

of casualties with reinforcements close
athand

Before the game, the Attacker may
choose a single infantry unit taken as a
Troops choice for the army and secretly.
marks it down. Should that unit be
wiped out or fall back, the Attacker may
reveal thi stratager and remove the
o gy 18 presen)an ST




Dmum s SleucEMs

Defensive Strongpoint [Terrain] 3 SP)

Traps [Terrain] (2 5P

Barricades [Terrain) (1 5P]

The Defender has had enough time
10 get ahead of their Attackers and
meet them on prepared ground,

other barriersas

loyment areas are worked out
iny models are deployed, t
minate one enciosed

e strongholds power generator.

Defending troops within the strongpoint

ately as previously stated), models
i the strongpoint may re-roll failed
ting attacks which rolla 1 10 hit

e Defending side gets +1 10 all
rves rols.

protected positions and kiling zones.

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 models 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

The Barricades stratagem may be taken
multiple times.

The Defender has been able torseed
e area with anti-personfiel mifies,
tripwire-bombs, rad-fields and hidden
deadfalls, making it a potential death

trap for Attacking forces

The Traps stratagem may be taken
multiple times.

The Defending playe gais s e
markers (you can use modes on.
20mm base, poker chips or any o

on the board after the deployment
areas have been decded, but before
‘any models are deployed. ¥

Any model moving within 2° b the
centre point of one of these markers
during the game has achancedf setting
off a trap. In the case of squads, mave
the whole squad before seeing if the:
1rap goes of. I this happens (0l 3 D6
and apply th following effect:

D6 Result
1

fect
Remove the marker from play.

23 Not this time
Nothing happens, but the
marker remains where it is

46 Boom! Place the Large Blast
(5) template centred on
the centre point of the trap
marker. All models caught
in the blast suffer a Strength
4APS hit. Models with an
Armour value (AV) are hit on
tne Rea amaur The 12 g

s removed from play.




1. Death Korps Guardsman 17%/221"
Siege Regiment

2. Death Korps Grenadier 17°/221"
Siege Regiment

3. Krieg Patter Mk 7/9 Grenade
Launching Carbine.

4. Voss ‘Sun Lance’ Pattern Lascannon
with Trench Carmiage



APOCALYPSE RULES
APPENDIX '




behave on the batlefield in the same

PHASE
vehices are lumbering brutes, slower than
é5 - they Can only move at Combat Speed unless
herwise'specified in their profile.

APPENDIX SUPER-HEAVY VEHICLES

For example, a Superheavy vehicle has aleady suffered two
glancing its and lost 2 HullPoints. o farit has not ost any
h g hi

This brings the total to 3 HullPoints, 5o it loses 1 Structure
Point, and the Hull Point count i reset to zero- The rollon
the Vehicle Damage table for the Penetrating Hit causes an
Explodes! result, causing the loss of another Structure Point,
andthamotherial s rade o the Wi amage i

and
vehicles, i la

Crew Shaken resut. The Super-
o el Tosta toalof 2 thucture Ponts and
Crew Shakes

CATASTROPHIC DAMAGE

Ordnance) each turnat their full Balstic il They fre as i
they had been stationary, regardess of how far they moved.
Each wea be fired at a different target (each target
mist iri the weapon's fire arc).

Because, ﬂ.pahuvy vehicles vary greatly in size, for the
puigoses of establishing ine of sight from a Super-heavy

fe, use real line of sight as normal, working this out from
the bartel of the weapon they are firing, The rules for area
tertain apply as normal.

11 the same way, always use the real fine of sight when enemy
units are targeting Super-heavy Vehicles. Again, the rules for
area terrain apply as nomal.

a vehicle oses ts last Structure Point, roll
D6 and refer to the table below. No modifiers apply 1o the
dice roll.

D6 Result
13 Wrecked. The vehicle is destroyed. The model i left
in place and becomes a wreck.

45 Explodes! The vehicle s destroyed. Nearby units
ffr 3 Stengih 3 A. it for each model i
D6 of the vehicle (rol for the distance once,
regardless of how many times the resultis inflcted).
The vehicle is then removed.

6 Apocalypic Explosion! All models within 6° of the
vehicle suffer a Srength 10 AP 1 hit. Models within
* of the vehicle suffer a Strength 3 AP- ht.
The vehicle is then removed

DRIVE DAMAGE
2 Super-heavy vehicle suffersits first Immobilsed
result on the Vehicle Damage chart, it counts as being Drive.

i e datasoes thy re

This means tht the vehices marimum
movement ly halved, If a second Immobil

.du\xwe
‘of Structure Points (sometimes shortened to sP ) with each

¥

& ‘Against Super-heavy vehicles enemies rollto it and to
53 penétiate armour exactly as with normal vefices; 1 Sructure
" Poirit being lost for every 3 full Hull Points of damage me

result is suffered, then its effects apply to the Super hewy
vehicle as normal

An Immobilised Super-heavy Walker has its Attacks
reduced by -1 (to a minimum of 1) and may not use its
Stomp special attack

PRIMARY WEAPONS.

3% vellc sufes Keentrackof the nnmhs

y

The humbét oS

has remaining m«y {ime s third Hull Point st

In addition, each time the vehicie suffers an Explodes! result
00 the Vehicle Damage table, tloses 1 Structure Point instead
of uffering the effectsIsted for an Explodes! resul

of other special ules such as Armourbane, for eample.

n addition, whenever a mqusaﬂmbn
Crew Shaken, Crew Stunned or Weapon

Destroyed resl
meoﬂ)me

the
modifiers that applied to the fir Iy
orial

camage resl has o effect on the Primary Wepon.
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RESISTANCES
Voo e s e a1 g1y

s either friendly or enemy) withithe exception
ot Tt e s w3 v St ek which
affect them normally.

Entropic Ske:Supecheavy veices ol suffer theloss of
Armour value from attacks with the Entropic Strike rule on a
ol of a 6 rather than 4+ as would normally be the case:

Haywire Attacks: Instead of using the normal Haywire damage
chart, attacks with this special rule only inflict @ Glancing hit
on a roll of 6 against a Super-heavy vehidie.

DAMAGE CONTROL
At the beginning of any of their turns, the controlling player

doing absolutely nothing for the duration of the tun (e, no
moving, shooting or assaulting). This cannot be attempted by
a Super-heavy Walker that is engaged in combat with another
Super-heavy Walker o a Gargantuan Creature.

The player immediately rolls a D6 for each Structure Point
the vehicle has left. For each result of a 54, the player
can repair one weapon that suffered a Weapon Destroyed
resuit o remove the effect of the Drive Damaged result,
or repair’ a fully Immabilised Super-heavy vehicle back to
being Drive Damaged

SUPER-HEAVY VEHICLE TYPES

All Super-heavy vehicies belong to one (or more) vehicie type,
just ike normai vehicles. Super-heavy vehicies can be Open-
topped, Fast, Tanks, Skimmers and Walkers. These vehicles
follow the rules attached 1o their vehicle type given in the
Warhammer 40,000 rulebook, with the exceptions as follows
for ead

Superheavy Fast Vehicles
These vehicles may move at Cruising Speed unike normal

Super-heavy vehicies and make a Flat Out move of 6* (instead
of shooting in the Shooting phase).

Super-heavy Tanks
Kl ral ek hoted ES LR
Morale check with an extra -1 10 1s Lea val

Superheavy Skimmers

Super-heavy SKImMers move as normal SKimmers n terms &
of speed; and conform to all the listed rules for Skimmers
found on page 83 of the Warhammer 40,000 ruiebodk.f.
Superheavy SKimmer becomes wrecked due to crashing,
immediately on the Catastrophic Damage table.

SUPER-HEAVY TRANSPORTS
Some Super-heavy vehicles have a transport capacity, often s
allowing them to transport multiple friendly units and even
other fiendly vehices!

These vehices' transport capacity is expressed s a number;. =
(30, for example) and friendiy infanitry models

normally count as a single model (s the vehicle in the

example could carry up to 30 infantry models). Large

{ancly modeswiake up pcpctoraly RSl BeF §

the Buiky and Very Bulky, et, special ule) in the Warhamme

Unless othenwise specified, each access poirt on a Super-
ety Tarsport e slovs et Ut o e/

ok . he v s Operopped,
ot s ey et S0

Passengers onboard a damaged Super-heavy Transport aré.
affected just as described as normal for a transported unit
- see page 80 of the Warhammer 40,000 tulebook, except
that should a Super-heavy Transport suffer an Apocalyptic
Explosion result on the Catastrophic Damage tableit
is immediately destroyed, with no saves of invulnerable

4
saves allowed,
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¢ IMPERIAL ARMOUR — AERONAUTICA
ADDITIONAL RULES FOR FLYERS IN WARHAMMER 40,000
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IMPERIAL ARMOUR - THE BADAB WAR

% - IMPERIAL ARMOUR — VOLUME NINE
e THE BADAB WAR - PART ONE

Chawar and the M s
the ride and ambiton of one man, Lugft Huron, Master of the AstralClaws
Space Mariies nd selFyled Trant of Badab, turns brother against brother in
Geadty confict

T yeor 4903581 and Lugft Huron d
from the iperium, taing with him

IMPERIAL ARMOUR — VOLUME TEN
THE BADAB WAR - PART TWO

Savage warrages thoughout the Maeistrom Zone. Th
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IMPERIAL ARMOUR

VOLUME TWELVE
THE FALL OF ORPHEUS

At the dark reaches of the galaxy an ancient horror wakes. On the edge of the Segmentum
Tempestus, the Orpheus Sector has stood as a bulwark against the outer darkness for
millennia. Forged in war and preserved by the blood of the Imperium’s soldiers, it has stood
against the privations of the Orks from without and the treachery of Chaos from within, but
the terror that rises to engulf it is beyond anything it has faced before.

From their cold tombs deep beneath dead and forbidden worlds, the Necron Overlords of the
ancient Maynarkh Dynasty, tainted by madness and hungry for war, have risen and with them
stand the undying machine legions and fearsome war engines of a lost age. Their goal is the
conquest of the Orpheus Sector and the extermination of the human vermin that now infest
their former domains there. Already, hundreds of worlds have fallen and billions have died
before their seemingly unstoppable onslaught, but the Imperium has not been slow to react
and a vast Crusade force has been rallied to battle for the Orpheus Sector's heartiands.

The fate of an entire Imperial sector hangs on a knife-edge, but can even the superhuman
warriors of the Minotaurs Chapter and the relentless armies of the Death Korps of Krieg
stand before the nightmare that has come to Orpheus?

In this book you will find a detailed history of the horrors of the Orphean War and
the forces involved. This includes a new variant Necrons army list - The Dark Harvest,
representing the forces of the tainted Maynarkh Dynasty alongside new Necron units
such as the Canoptek Acanthrites, the Night Shroud Bomber and the mighty Tomb Citadel
fortification. Also contained within this book is a new Death Korps of Krieg Assault Bri
army list, and updated background and units for the Minotaurs Chapter of the Space
Marines, and rules for numerous Warhammer 40,000 Space Marine units such as the Spartan
Heavy Assault Tank, the Storm Eagle Gunship and the Predator Infernus.

Product code 60040187024
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 Chapters, confronts and
amajor Ok invasion force n a nineteen

battle before it can fully penetrate the
is finally curbed when its lagship

in a savage boarding action led

he Deluvian subvsector

8 5.05: T T of Revol
- s the Orpheus Sector has been bled
wartare, torn between contributi

er to nearby

cgh heaviy o
1or's greatest threat of these times, howeve

is to come not from
feared, but fro
the fine of Orpheus has long since died, 1
by the House 6f Laan; gistrusted and renowned for thelf &=
intrigues and excesses: Tensions over tthes and the costOf:
the ongoing war flare fist nto campaigns of assassination’
and vendetta between the tangled web of nobles, gmem@
and chartist captains that rule the sector butina shart
span of years grow nto outright open confiict Bétwaen
worl cwide cvil war Js ignited fully
e honour-lans of the Drucilan Cluster overthiow
i secession G the sectoRE
b their cause and fatally

Elsewhere

vesteneify itseighbous e GRS
pariament of Amvaphel brings it xénos MRICRACEE1D
Conduc  pre-emptive stike againd s o ol
10/ind theyhave it a spinterweb of e KghlAgio
theit mids. Th foul alensdevour their minds Snd o e
planets ulers 0 stock thl larders, nt they re stvvered
§ purged by an Adep e upriingls

tus Ministon

nd brushfire confiic

" pread across the Orphals
Sector, itis soon revealed tha the malign hand of Chaos &
ind the instigation of the revolt, just as it had béen in the:
nearby Haxan Sector. Imperial Guard regiments ae deployed
nto the fegion in incréasing numbers o bring the sector
under control, but find themselves facing fouf Daemons arid
hordes of mutants alongside the rebels, and maciness stalks
thewords of Apolyon and Skt s hey ol ey
way of the Ruinous Powers. The threat

ey anoEd
and soon the battle

903-922.M39: The Orphean War of Faith
With the military and ruling classes set against gachother
7 bloody internecine confiict, and the Orpheus Sector tself
balanced on the edge of the abyss, a ramshackle fleet arrves.
at Amarah bringing with it unexpected aid—a crusade force:
of Imper s, miltia, Guardsmen and pilgrims driven
vour by the preachings and ecstatic Visions of
fessor \ f Helvamon. Marduk dediares a

o More mportant o the loyaiss
cause even than the one hundred thousand fanatic e brings
with him s the presence of the Arch-Confessor himself; the
Adeptus Ministorum preacher providing both a figurehead
and  aling pont or th resstance aganst th dark powers
that have torn the sector asunder, quickly checking the tide

of herey

id i quickly sought
Imperium, Further reinforcements in the form of the Angels




he lnquisiton smnglhens the Imperial cause, as do
countes volunteersfrom the st of those worlds as

3 so
75 he Orphean War o Fait, a biter confic tnat il
for nearly twenty years and see a fulfifth o the sector's

population slain by s end, and countless moe ruined,

maimed and displaced

921,M39: The Bane of Saint Marduk

BY/921.M39 the Orphean War of Fath is effectively won by

theorces of the Imperium, with al the major Traitor-held

worlds either reconguered or lid waste save one, the Chaos

stronghold of Colkasth. This hive world had been fortified
and corrupted into a lving hel, its population used s raw

materils by the Death Mongers Warpsmihs o fashion

efenders of Colksth with fith and fire, and had succeeded
in forcing multipe landing zones on the planet’ surface,
when Astropathic communication with the besieging
Imperal fieet abruptly ceased and the alarm was raised.

The Angels Revenant strike cruiser ntercessor, which first
responded to the raised alarm, is attacked and severely
damaged on its arrival on the systems edge by two small
but extremely powerful void craft of unknown (presumed
xenos) origin. The Space Marine vessel is damaged before
destroying one attacker and driving the other off, Those
on the near crippled Infercessor witness a great star battle
erupting across the inner system on their long range
auguries, but are themselves unable o intervene. By the
time they have limped into orbit around Colkast, the
unknown attacking force has departed, leaving a twisted
field of burning hulks drifting in orbit around the world,
its fortresses and cities shattered and seething with

10 defend thei prize with. -\ga inst these dark forces are
ranged thE besieging armies of the Arch-Confessor, who
laims the final victory for himself and the pilgrim wartiors

of the Imerial Guard at his command. Instead of involing
them i the siege, he dispatches his Adeptus Astartes and
Adepta Sororitas allies to harry and destroy the other fleeing
f@mnants of the Traitor forces elsewhere. It s known from the
last signals recelved from the warzone that Marduk forces
were making headway, matching the fury of the warp-tainted

e fire below, There are, however,
Scattered knots of sunvors amid the wreckage and falout
Those that bear the stigmata of Chaos and treachery,

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




19.M40: The Sector
the successful ws«mmn e Orphean War of Faith, *

any other world withn thesector nc
capital word of Amarah mmn

Sector rebuilds under it surviving ¢
oy special dispensation, many regiments of the Imperial <

Qi e st iSO eu kEigen

| Sowed to settle its worlds, either laying down their arms

‘processing of refugees and purging of suspected tait from
‘worids that had been subjected to renegade conquest and
Apollyon, which had seen several thwarted warp breaches

practice the
with its ancier lhlonmﬂaanﬂ e

it, Décapolis emains eéﬂpse
gt

sector capital, ith the long erm aim b o

is given 10 their
‘perpetuity. Likewise, the minor colony world of Libethra,

cemetery for the war's millons of glorious and blessed

Gead. Overlordship of the Shrine World is given over to the
Angels Revenant, until now a fieet-based Chapter, as ther
domain, with a

f Orphieus. Such plans include
and covert funding and arming of politcal disen
smuggling rings, heretical groups, and me mdo
campaigns of targeted assassination:

i discovered when the Ordo. Hemnmsnbh!]n
subject the members of a captured cuit cell

1o interrogation, and heivy weapons m»ge\

sem' e

duty for
= reiquaries nd cerements-—the Space Marins’ permanent
resdence further strengthening

traced back
sweeps down tpon me hive ww\d and mnd
trials

Centuries of consolidation and rebuilding are to follow and
espite the constant threat posed by raiders from without and
imscious conspiacy and clt acttyfrom within, he Orpheus
Sector and itsfar flung in.

years, which ulumately prevents outright
only through ruthless oppression and speed.

Punive fnes gm trade and transit restrictions p\acsdn

aga
‘guardians remain ever vigiant, both against ks dangms
2nd aganst the unknown, wm:n s ien up from the

darkness time and 0 of threat

worlds by a
b el bl purge serve only toncrease .m
Fouiid hardship in the sector. The'exposure-of the

ttle 10 alleviate the unrest it has fiel

B e e ey S e A
2nd iving memory fades, the ‘Sleepers of Orpheus'—to us
the name coined for the i the whispers of the Amarahite
Court—fade into myth and dark legend once more.

319.M40: The Death of Badrok

“The forces of the Evil Sunz warboss and infamous raider
Badrok Gutgouga, who had unified the Orks of the Shattered
Deeps and threatened Waaagh!, are cornered and brought
0 battle at Lysmarchus, By counter-invasion the Orks are
encicled and crushed utterly under the tracks of the Imperial
Guard’s Koenig Armoured regiments, backed up by Orpheus.
Sector defence forces, n a grueling seven-month campaign
of annifilation. The warboss' broken carcass i later taken to
hang from the spire of the Red Cathedral of Amraphel, and
the Deluvian sub-sector is given over to great rejoicing.

580-591.M40: The Emperor's Due

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

619.M40: The Decapolis Conspiracy is Uncovered
Decapolis

the point where its economic output and

Amarah, which has now taken on ife of s own. Dz
and distrust settles like a pall across the sector's major

worlds,ending what many istorans consder the Orpheys
Sector's golden age

the region, with even major and established routes a“mil’pg‘ £
little protection from the fury of the Empyrean. With this.
comes an increase in disasers both of natural and unnatural
origin across the sector, while psyker-daemon incusion 4nd

cult activity reaches its highest peak since the dark days.

of the Time of Revolt. On many worlds latent psykers and
sensitives report recurring nightmares featuring common
scenes of dead cities and rising darkness, of pale figures
treading the dust of slent worlds and endless labyinths
haunted by unseen malignancy. Knowledge of this epideric
of nightmares is ruthlessly suppressed, and numbers of
Ordo Hereticus and Ordo Malleus agents active in the
region are greatly increased where practicable. The worlds
of the Orpheus Sector grow ever more isolated and insular
during this time and the control that Amarah holds over the
sector wanes, despite is efforts to maintain its supremacy
Only the vigiance of Battlefleet Orpheus and the Angels
Revenant Chapter, isking the peris of the Warp, sustain .
widespread Imperial rule and succeed in holding &
resurgent Eldar Corsair attacks from the Hesod Neubla from




Howling Vortex

but ocalised warp-storm, designated the Howiing
B0tBx by the sector's Navigators, engulfs the region known
5 the Baften Stars, and in doing so compltely cuts off the
. Miairos {achrymal penitentiary world from contact with the

st of the sector, Al transmissions and void traffic from the
mperiapenal coony cease and the ate of the lat prson
£ ks entoute rom the Decapols prges o M

Driven by the storm, it suffers multiple breaches of ts Geller
field and i assailed by Daemons. The screams and pleas of
whispers and promises of those that devoured them, echo
throughout the psychic effiuvia of the Capitoline sub-sector
for the next several decades.

811.Ma1:

g x? inknown, s does that of Morros' thrteen millon prisoners

744.M41: The Kellerman Murders

Astring of mmm and thefts at the Kellerman Scholam on
posed as part of a wider plot involving the Cult

Celestari reqavqu fesearch nto xenos artefacs recovered

The badly damaged void dromon Wayward Son, once an
escort vessel belonging to the petty Rogue Trader Caleb
Sk Nt e St e s aeiol th
Adeptus Mechanicus outpost’s defence perimeter at Harrow
Watch. Garbled communications from the ship's crew claim
it s suffred severe damage from hastie xenos acton

d

segtor space over Afierce
qun battle between the Adeptus Arbites and cult members
Jeaves the Scholam s lttle more than a charred ruin, with the
loss of scores of fives. After-action testimony from witnesses
elds several reports of a fire-shrouded figure walking
thiough the flames to retrieve several unknown artefacts
from the/burning complex, seemingly unaffected by the
blaze. Forensic examination of the scene is unable to establish
‘which of the Scholam's extensive collection of xeno artefacts
‘were taken rather than simply being incinerated in the fire.

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

ains incoherent warnings about Gilderoy's
expedition encountering a ‘terror from beyond space
destroyed the Rogue Traders flotill, ending in pleadings of
immediate sanctuary for the stricken ship. The Wayward Son
has no dlearance to enter Harrow Watch's exclusion zone,
and when the ship refuses to turn back, it i fired upon and
destroyed as a potential threat. Small amounts of wreckage
are collected and placed under strict quarantine conditions
for examination.

ch

819.M41:The Shadow of the Beggar King

lisig hive, on the industrial world of Chemarium Il is
overcome by an outbreak of contagious madness and
despair; thousands die, succumbing to suicidal mania by




1o the planet’s tox

rom the anarchy a
s of Chaos, Ranker
r King’, arses to lead
e rthrow the manufactora-
1. Casting down the authorities and

hing apparatus.

by a shockwave in
Vortex remaining. The violent Empyreal squall sees sgores
ot s path itir hro fr i g
y smashed to flinders. All across the sector, Astiopaths,
psykers and witches are subjected to sudden and
inexplicable deaths or are hopelessly mind-burned. Reports
of syl Socplael munien, iaoosfage
and mania s the worlds of tha

rrupting the planetary defence forces

orids of the system, madness riding like a
s wake. Hampered in bringing in sufficient

ents by conditions in the Warp, Imperial forces
contain but cannot defeat the renegades who
1 the ash-wastes and underhives of Chemarium
murderous cults bearing names such as
de’ and the ‘Crawiing Darkness’ conduct
3 campaigns of terror against those manufactora
erial control. An exclusion

0.M41,

Warp t  that has held sway across the
o o te Orpheus Seckor fo oot ha e
3 standard years i rapidly and suddenly extinguished

Cold Vel andthe Droclan ubrsector The Ordlo Malleus of
Conclave Orpheus, based on Apollyon, issues an order for.
maximum vigilance to all Imperial authorities, believing the.
Warp disturbance and its attendant phenomena are but a
precursor to a major daemonic incursion into the sector

The Adeptus Mechanicus' deep range observation station
at Harrow Watch reports the binary stars of the prohibited ‘
Caracol system at the edge of the Velled Region have. !
both unexpectedly been e by supernova, the event

comi the storm-ending &
o THes e i ey et

This stellar catastrophe, an event portended in the Aidden
writings of the Cult Celes ngside the rise in kost ships
the sec e seen as unheeded omens of
\e nightmare to come, signs that if acted upon swiftly and
with sufficient force may have mitigated or perhaps entirely \
prevented the deaths of billons.

s edge, ca
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4+ Exteact of the Mastee's Log of his Divine Emperor’s vessel, Thetis,
Cruiser of the First Rate, Squadron Vanguardaeven, Batteflect Orpheust+

0 " Condirions i thie Warp iave made or progres fur slower tian usuall our Navigator-insits
it sfe fias never fnoson s region of the Ewpyrean so Gecalined of current or edy that we
migit s to speed our passage. As maters stand we are now three weeks out of Epirus iy
fis cinnograph, and yer fave nor readed tic primary channel o the Hesod Nebufa as

it ave expected o in a thind this period. Astropathic commuication remains clusive
ar st and alieadi contact with Batdleficr Command ar Amarafi i proving diffcuts, wihife
tuficwith our frontierstarions is afl ut wntenalble, with mere fingmentary allegorics and
images, some echio-ghost signals,all tar can e dereted.”

. Notation of course ciange appended We are now mafing Ges spee to Bessarion on te
bl Gonfer, fiaving recived an emenjency asnopaic distess signal that e afony is

wnder susained aggression by xenos marauder fores and'is an presed. Desoyer squadion
Aju-tiree fas abo signalle s esponse and Emperor willing, we shall car tie afin filh
lafore they feinto the darfoss.”

. glorious victory! The Eifar corsair vessls were engaged andtseveral destroyedin action,
gl wallowing in tie planer's graviy rafer than lecing s is ticir normal wont. Several
madle to engage s il the ounsports made asvay, Gt were no marc for a warsfip

of e Sunar Class suc as we. 3t is marfed. howwever, tiat these peridious fiff ingered in
e attack on Bessarion in a manner1 fave sedom encounterad with tiem...eports from
the planer's surface would poromy thems dilgentty sipping e cofony of every fving soul;
provision and catel ey could funt our and carying i off. as if i v need of provender,.”

“six sidereal days out of Bessarion in pursuir of Ftfieric tace of damaged corsair vessel
dasing on suspected auspex signal in the fefess Hex-Gul-34.4-5 systen...some warse fate tian
e Emperor’s vengeance found tem, te e sip fad Geen arppled and Goanfed, weapon
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te of the Thetis
te Wary

signamres unfonoron..all afoant were dead xenos and fuaman prisoner afike, flayed; mear

stipped from Gone..learf te work of e servans of the Ruinous Poswers..some of the Efr
_found in a sealed comparmment..ritual suicide Gefore thcir attackers coulil reach them, walls

scsoled with some afien gilieris s ifin woarding.. iave ondeved the full sautled it charges.
proceading on original cowrse..”

*mafing fest peed to Harrowo Watch, progress osoever s and et with mischance,

“The Wany's sifence continues o cause difculty, Navigators report te Cighe of the Blessed
Astronomicon unusually dim—an ill-omen indeed. No Astropathic communications received in
103 fours, fctir our own signals are themsefves feant vemains unkonowon.. Morale suffring.
marked inaease in system maffunction and data-cornuption interference deected, iave onfered the
sites o teci-exorcism 1o be increased and a series of figh masses for te aw...”

. Harvoww Watch system condon will e seached in six days sidereal if our curvent progress can i
‘maintained. It is my immediate intention to_petiion the Magos of the Warch for their assistance
in puging te vessel of whatever maleic prsence ias ontaminated its systems, o pesence tat

feel sure ltcfed onto us diring our investgation of the corsair ulk. Enginscer Prime Fevoright
assures me it is this machine-ause that is o Glame for a sting of malfunctions and calamities
that fiave beset us, most recently the catastophic faifire of the Gife support systems in the ventral
gun decks. Tt is onfy byt tirfess pains of Fensorigfie and fis acolyes tar te primary powver
and dive systems fiave yemained secure of contamination, and that our Gelar Field fas remained”
thanfully strong..”

. commend te soulsof my bruve crw andmine ovon unwworthy spivit t tic Keaping of e
God-Empeor, assured by the Knovwledge thar in the our thar soon approadies we shaflsel

our fves dearfy in the fiest omdisions of e Imperial Nav and e Bareficer Tempesrus...
Femorigt, wounded as fie is, has managed to restore weapons pooer and partial void sficlfing,
alifougfi our ditve systems remain inevocafly dead—swe cannot escape. Gut may yer make a
fgfit of it.we were [ed v, diwson to our deaths and crippled; 1 am sure ofit. Harroro Watch
is destroyed and eve now 1 se e auspex-gliosts ofthe strunge sickle-sfips dancing like canion
vwws througf i seefing,plasma fires and wreckage storm of this once mighiny Gastion staton.
They fiave not cone for us yet, u ticy surel wil.

Harrow Watch systeme ++




but it was this factor more than any other that threw ther
. nt0'a poliy of paicked preporatory defence ather than

y—sninvasion
lwold draqm'm\,hu ores
.?qwswna damams, anattof égmmauon
glout with shockin

“responding they might have.

As preparations for War were hastily undertaken, long-range

Giied o
=4 vest

theric surveyors and even optical scopes
across the remaining Orphean worlds were turned upon
the newdead zone with furious intent but saw nothing.
Piquet squadrons and troops were sent to reinforce Drucilla
Meajoris and Midwinter, both vital and heavily populate
systems that once had been deemed secure but now found
themselves on a new frontier of darkness. Amarah, itself
directly threatened, drew armies and warships to its breast
hungrly from the coreward sector. By dictatorial command
the sector governor—Calibron Laan—progressively stripped
itk 3w of o s b

ru meter of
m% hih befel thém. Of thefate of the heavy

SE Khoonesof Palaste T s v
Landrre [cudil world of Ayrith and the ancient agri-
s and of more than sixty others, nothing may
i save that the invaders came, and they

e sl fortress wordof Apglon
, burned

efence
vessels into a massing il Bame"sel
Orpheus anchorage at the Amarah systems ed

The tense hours and frantic alarm that had followed the
warning from Apollyon first stretched into days and the days
then into weeks and then months, and nothing but silence
folovied. Tesio-ayed nerves and the warlke impule of
the stained at th eash and Laan faced

stem to stern, broke ot e fury that had

from his nobles and
to.act, not mpuy o s sl Pl were
drawn up for every measure of aggressive action, from

fleetcal raconmaisanc nforce by he Imperal awyto

Astropathic warning images and verified by the
Inquisition's senior brethren on Amarah Prime, the general
5.ats being immediately signalled. Planetary defence

ékly retasked and redeployed. As the sector capital rose
Ine 1o war, increasing difficulties in communications
Kly necessitated the use of fast warp-capable ships to
ity the drum-beat of warning to such worlds core-ward
tslumbered.in ignorance of what nightmare had already
‘come to pass, and it was only as reports from these
emissaries began to come in, that the true and almost
- unithaginable scale of the assault was revealed.

tll yet.at this time was the true nature of the threat
= unkfiown—the authorities had no definite after-action
R i e smbolc andategolial.

while any vessel that attempted to pass a ine of darkness
i ieched scos the scor o eeying Scinfar ke
arc from Tlaloc to Epirus simply did not retun. Perha
mst disquieting of al was the silence of Libethra, forvess
mohastery of the Angels Revenant Space Marine Chapter, a
force of the Adeptus Astartes who have long served s the
sector's stawart defenders and most powerful of warriors.
For Libethra also to be struck sient by this mysterious doom
sent a splinter of cold panic into the hearts of the Orphean
t they dared led

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

pollyon—a great power in his own right, Nishona was firm
in his belief that the onslaught that had engulfed them was
malefic in nature and the work of the Ruinous Powers; who
else, he reasoned, could 50 becalm the Warp and command
the tempests of the fathomless deeps to aid their plans?
Who else could srike 5o swiftly and wrap the sars into
silence like a corpse’s shroud to hide their actions? As soon
as Apollyon had fallen silent Nishona had called for aid of
his own, and now he counselied the Sector Governor in no
uncertain terms that no aggressive action was to be taken
until that aid arrived.

The Slence Rent

3806991.M41

Where the watching eyes of the Imperium had before

spied only darkness, suddenly there was a blaze of savage

light, an overwhelming tumult of signal and data-storm

flaring across super-uminal auguries and blinding celestial
atchposts in a blizard of information. Astropaths reeled

against a tangled, overlapping cacophony of distress calls and

the echoing psychic screams of the dying, distorted to near

incomprehensibilty and folded in overlapping time, asif the

panicked cres of the doomed had been frozen in ice only to



be unleashed in a single moment. Riding on thi tide were
other, far stranger, cals; blazing pillrs of energy spiking into
the Ather on the edge of the Veiled Region.

Pulsing like beacons these fountainheads of power spilled off
howling gales of radiation and charged particle storms that
seemed free to transcend the gulfs of distance between stars
n mere moments. These flaring storms of energy danced

Iike satic discharge along Warp routes and clung in ghostly
cold ire o the huls of ships. The seething electromagnetic

The Last Broadcast
491799141

the Druclan Sbrsuasnd ne o Koy

Orpheus Sectar,the sun failed to ise. All ont

fleet vessels was abruptly lost and the fading vor trffic -
broadcast by the Astropathic elay nearby spoke of alifing
cold settling upan the hive world, whie strange basalt =
obelisks and jaqged pyramids of blackly giteri

erupted from the surface of the dying planet.

contagion they brougt
tongues that invaded vox channel

, fresh calls for aid

from

n 0 be heard from mn‘p

agonised screams following in their wake. With it one
phrase in Imperial Gothic repeated again and again,
ynarkh comes”

Havoc followed wherever the malign signal went as
machinery s plagued with sudden falure and mafuncton,

f the asthe mﬁ

Fortess Tarrs, he powerfl Ramiescassstar fort tat stoa
T g el A ter, reported

ssive on the system by unknown vessels, and
i Teak fres (asmonedas.vp«m of death”
9 rpetrati

were locked in
oo o s g s ehed o v
apopleny. The nomal saeguardsagainst malfic nrusion of

e e and sient.
Calibron Laan, governor of a sector now crur
Mo, sl s £ s aqoresieBcf

al but worthie

e ming sinal ar e e o1 ek
toscou oo afected mstrménts, s mthod whch,

though damagingly crude, was a leat efective in creating

a firebreak against the malignancy. It was only now that the
shroud was lfted that the true scale of the devastation was
revsled Livethr, where a e baslcs had been rased
10 honour the blessed dead and where the

below his court pal
it oo b s oo menend‘
‘women under arms and hundreds of warships—held at "
station, stood in impotent guardianship of the sector capit
One-by-one the systerns around Amarah sent out cies fort «
help and all went unanswered, theisignals cut off into
silence that was soon replaced by a blazing corposant pulse
of el fr it ko anl am marking each in turn a
ealm

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

s the news spread and the vox networks of a dozen worlds
continued to intermittently tumble and swirl with strange
Ficksing il nd schong s of pan. ferreac:
rioting and outbreaks of mass hystera catching like brushifires
on Midvinter and Amraphel,bringing them near the point of
civil collapse as the forces of order and Imperal ule fought
10 curb the ising tide of anarchy. Help however was
way a5  forerunner taskforce of warships
e Sector was known to be
s t0o it and oo late.

the only
S o bt o ecbied rn theCamiting S Ml

re Amarah's own pleas for aid from the wider Imperiurt
as an other signals were themselves eventually corrupted then.
cut off, The ‘Bloody Hundred’ was over, and the Orphets
Sector had been cut n half









The Fate of the Angels Revenant

/ the final fute of the Angels Revenant Space Marine Chaper, little can b said for
definite. Noble if aloof by reputation even for the warriors of the Adeptus Astares, this

Chapter o the 8th Founding, and of the proud lincage of the Uliramarines, had spent much

ofits long history o crusade throughout the western Imperium. During this fime it had

gained great fame in the battles of the Great Purge of the Jakart Cluster and the Occlusiad

War, the Chapter's fortunes waxing and waning over the millennia unfil it was given home at

Libethra after ts glorious role in the Orphean War o Faith. The Angels Revenant had taken

this opportunity to rebuild their strength after the losses they had sustained against the forces

of the Chaos rencgades and the degencrate hordes they had put to the sword during the Saint

Marduk's War and, as stern supporters o the Ecclesiarchy and the Imperial Creed, the bounty

of the Orphean Ministorum was given freely to the construction of the Chapter's fortress

‘monastery, while the hardy feral worlders of Patara formed the basis of new generations i
of neophytes for the Chapter. The presence of the Angels Revenant in the Orpheus Sector

proved an Emperor-sent blessing, and contributed greatly 10 its tability and the defence and

expansion of he huma coloies s edg-ward extet, Wil compltl atonomous o 4

asprotectors, their. the
(Cold Veil, while their strike cruisers and cobra squadrons plied tirelessly the borders of the
Hesod Nebula and the Barren Stars, hunting down and slaughtering the xenas corsairs and
‘marauders that had long made these trackless regions their lair.

Such scattered and fragmentary evidence that has been uncovered about their final hour

suggests unsurprisingly that they fought to the last against the overwhelming forces unleashed
against them, the Libethra system being found ittered with the radiation: ghosts of deadly void
combat and spreading clouds of micro-wreckage. Furthermore,the ancient hull ofat least ane
of the vast Necron tomb ships that were later sighted above Amarah hld fresh scars consistent
with the unique signature of Space Marint bombardment cannon strikes at extreme closc

range. Indeed it may be the case that such was the resistance the Angels Revenant put up that g -
the invaders resorted o breaking through Libethra's crust and unleashing the planet's molten = :
core o sal e fte conlusively. 5 3
When news of the Chapter’s martyrdom reached the Synod Tempestus a Seqmentum-wide i

day of requiem was decreed, the bels of a thousand worlds tolling to mark their passing. It is
§ thought now that no more than a few hundred Angels Revenant, far from the Orpheus Sector
on crusade, perhaps surviv.

++ See sealed file m{zrmmw -
+++ Ribasu Incident +++
+++ Case Omega Vermilion +++




Presented here as an exemplar of his Chapter,
this rendition of Battie-brother Marival is taken

-class walker dunng a void
‘assault action.

Chapter Wargear

The Angels Revenant Chapter conformed
closely 1o the tenets of the Codex Astartes in
organisation and wargear. Thanks t 1 long
history of independent Crusade operations,
‘where resupply was uncertain, the Chapter
preferred to rely on the more common patterns
of Adeptus Astartes wargear, and placed as high
avalue on restoring and repairing the wargear of
it falen as it did i venerating Its dead. This served
10 provide a close spirtual link between successive
‘generations of the Chapter's warrors.

1. Maximus’ Pattern Power Armour: The Chapter
maintained a venerated core of ths relic armour
throughout it long history.

2. Angels Revenant Chapter Icon: Common
Armorial use

3. Uhtima MKkllic Combi-flamer: Special ssue.
close assauht and boarding operations

4. Uhtima Pottern Bolt Pistol: Standard
Chapter issue.
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2 . 0% Amarah
Lamisda Compans, Amarah Planetary Defence Forces++
-+ Annocation: S
S by oo, Sanc Terto Grade, Ordo X
++ Testimony Beginst+
i « The il were
fresh, inly-boil i Wemere
ifle section.”
loterrogator] - Descibe your psition before the artack.
s thone.
i
rodways.
was bigh, we were'. weren't asd, The Eaperor protects.”
[esrogator] - Were you sware of the ature of the foc!
5 e erth...
inhuman... moasers...ivader.”
Subject Spontancous Termination Incressed 0 -+
Dnterrogator] - How did theattack begin!
Thenie
el cold someio.
Then..
elow, We coulda's FEny
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Termination Likelibood

Tdon'tke
wers wreckage,
b % i

lterrogator] - Descibe thestacking ceftin more detil?

“Ldou'c know,

Some of them, the alcn i

anhing like

enos screaming past, it was  nightmare.”

d f

i ke 2 custng torch to 8w effigyof & tank-

human..

Tt o & D Mokl el peeiog vl

dida’twant to believe..”

Likelibood of lmminent Termination 5T+
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ntesrogator] - What was the sound?

“No. 1 don't want ..

lteerogator] - What was the sound? Answeel

“Death! , A i
. they didi' blank skl fces, g

0 diiee, il me of i What happend? Report, Gusrdsman’

“What? e, ye...Siet

bombs, stubler rounds like they wee
reasembling themselves.
heyfeed,
Hax! The bucked and
s Theee
Hour Rest Peciods+
e, halfburied,
bl The
= b che dead, 1 had t... T had to et out.
Ldon' i allyou could e
v line, s it forcover,
Lstumbled. {tknow how lon: e dark,
dhem e, kit i o L could, but the paim 1

‘couldu’tsay focusd, came in and outof .

1 i

i s the pit. 1 el cambled, e

. ot
my shoulder, | screamed, Eamperor how | screamed, | couldn’tsop myel..”

Warnings+



The FaLL oF OreHeus

Has Becun
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[ FEstimony:
“The pit, . Thad

[eerogaror] - Whe, Seltman? Who was watchiog you!
“No...Ldon't want 0 remembe”

lerrogator] - T "

“The lond...ch lordof deat
in hishand, i old, .

Liwent mad then... for atime.

The guns,
i lines. eI the dead, 1 had

anything was st than the pit and. . b
The het,the nois ch.. my egs v way, | hink s i Tent down, between the.
o T pldanT o st i e cold
dead,the oulles ... the Necrons.”
“Lknew e Barse
canme for me... He protsce”

v Subject ce
Reanimation Impossibles+

44 Tosimony Endse+







- s Technology Necrontyr collation/presumptive
St Tramtor - Adeptus Mechanicus Emissary
maciognte s

= o machne-xenoform on the battefeld. Acting in

. 2t war machines wth exacting precrson. they

e econ evaders.

= weny mapor warzone and conflct of the Orphean War,

# f ahes-action reports, mortis-cortical wanscripts and.
panor anahyss by the Ordo Xenos, it has been possible
-—q“-_mwm

“houses’ - powerful
itany ace teritorial factions within the Necron race.

i 2 otal, eternal,

“personality”
- e of weartare in battle — which, however alen 10 the

camying i, the resurrection orb & a powerful electromagnetic/
25 with much

= cmaied a5 the Maynarkh. At Amarah and several other
e

from universal suppositon that, even
forthe Necrons themseives, these devices may be difficit

preferring to attack at

will from the oper

‘a5 well as factions of ‘eite’ Necron troops, these weapons,
designated

10 understand. Postulations
—--.hmnmdmmw

disruption . but
on afar higher order of magnitude. Ths s used in

appear 1 ‘phase
level

e et ox present

equals

— far the
et ceramite amour of the Adeptus Astartes, and may

vehicle armour i utterly ineffective



oy lies, but he

eth the heartofthe enemy, hath o wmicm 0 slay‘eth al before him in their measure.”

~The Sermons of Saint Marduk
s 12-84

now began to arive in response to Laans calsfor help

lis&%: Orphean.war, and the fargm Eonfied |

lving.
ntum Tempestus. If would also become

were to the build-up at Amarah.
Other ocal units from the worlds of the Arcantis Cluster and
eastern portions of the sector, as yet ntouched by the war,
were stripped wholesale from their defensive positions and

" The Battié of Amarah confirmed, without a shadow of a
okt the i derttyan st senit o e oot vas

by the. ’mpmum and this account s therefore more
i those that have preceded it n this record, being,
compiedand colaed rom afterction repots of fighing

15 Amaral, wésefing the prteconof
their home worlds; an act which damaged greatly morale
and plontary ol stabiityeding 1o otnght mutiy
on several occasions which needed to be brutally dealt with
by the Commissariat. Within a quarter-span of a standard
year the forces arrayed at Amarah had grown to colossal
proportons, with over nineteen milion Imperial Guardsmen
in place, with perhaps ten times that amount of reservists

i p?ghv via moricortical lralvs(nprby the Ordo Xenas;

25 A ~Inquis Ha'Vass

F,

:Samz Ma1 The Eve of Destructior
 oniiiot hat hod consomes mior@hon i ofthe
*~inbiabited sar ystems that made up the Orpheus Sector had

i ¥
‘AtAmarah, under the oversight of Sector Commander and
Governor-general Calibron Laan and his miltary coundi, al

under emerge d and
equipped with the Cadian pattern o the stictest provsions

tr00ps drawn from the Death Korps of Krieg, spearheaded by
the veteran 17" Line Korps under the command of Marshal
Karis Venner.

Additionall, several Space Marine Chapters had answered
the Orphean Sector' cal to arms, including the entirety of
the Minotaurs Chapter, its vanguard elements now sweeping
through the northern Orpheus Sector alongside a company
of the Marauders Chapter which had also deployed to the
Amarah system, while detachments of the Red Seraphs and
Nemesis Chapters were known to be en route. The armada
massed in Amarah's voidspace at this time was no less
impressive, comprising several hundred escort-<lass vessels
and more than sixty rated cruisers and capital vessels of the
Imperial Navy, including seven primus-grade battleships and

ralléd with haste, none knowing just how long this pause in
the attack would continue. As time wore on and no attad
came, Laan's growing paranoia and seeming intabilty—at
the fime‘unknown i its particular cause—weighed heaviy in
‘the battle plans and dispositions of force that were enacted

four with the ancient and storied
Arica Dorminus 3 thei fogip Se\dom in the history of the
Imperium had such overwhelming force been seen in the
dateca o bt a singe s e

MiuTaris TempesTus BATTLE GROUP ‘SALVATION'

- Adeptus Astartes Minotaurs Chapter — 10 Companes
\deptus Astartes Marauders Chapter — 1 Company
ath Korps of Krieg: 177 & 60° Line Korps

~Tekarn Armoured Battalions - 7 Battalions

= Jopal Indentured Guard - 4 Regiments

<5yndZan Bloodsworn - 2 Legions

Necromundan Guard - 2 Regiments

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

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

- Ordo Xenos Cadre [Classified]

- Deathwatch Kill Teams [Classified]
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“+++ Released post-mortem o the Conclave of Eurydice +++
e seal of Scarman Ha'Vass +++
+++ Inguisitor Ordo Xenos +++
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Dacman and the Hereti, a mere preamble fora greater theat that was fo cme. In s errin, intelligence
ofvtal imp ot given ts proper impo

Ordo Xenos where its full meaning I

paid the butcher's bil for Nishona's failure

In case of p is handling of s
o is cause. Following the bginningof whatwe now know to have beenthe W 5 i
o

ag by masked.
il d clad in the golden and i

and princes’, Set before them is an opulent service o platters and dishes on which layalternately grey

dust, and raw ty meat. At the head of the table is “more

fervible than the rest, o fearful 1 knew my heart would fail i 1 fooked directly upon him

In this horr i t deathly
court looked on, all watching him in malignant slence save one, draped in rav skins that ravened af the

eat

with agons o steaning blood it ould nf rink. When,in hedrean, L coud ot stand any moreof
out 1o be let 4o, a hooded and = whispes

to him, “These are the worlds that were once aurs, the worlds that you trespassed upon and are now ours.

again. The worlds on

extermination, Maynarkh comes and the banguet shall b served again’

Daemons,

loation of afuraeassaul, romicalyin indsigh, andgiven the atur of the ider Necron hra 0 the
now only being , cverything told, 5o far

g ly
reported elsewhere by Inquisitors Boas, Straker and Valeria, it is likely that Laan, despite being Imperial
Commander and. protections as

the head of N ign it damaged his mind in
such a fashion that he trauma of it caused his consciousness fo block it out.

By accident or design,
what
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o defend Afnarah seemed no longer so pressing

26 on any
o the lost egions of Orphean
¥ pice, o even conduct reconnaissance inforce o ascertain
BBt rivors il fousht on s0ated ang slone or even
1:€spy enemy movements and sirength. A datk veil had
Sbien craim 3cfossthe sector's lost workds which Laan and
== higconfdants seemed loath to disturt
%5 9

3§70992.M41.The Black Fleet
TheBatleof Amaah bogan wiout presmbie o
g deep.range augysy foretold of the Necrons cor
andno Astropath or seer prophesied their pre
cufens of the Empyrean. At 1534202, loca timescale.

a massive-graviationalflux sprang into being near the
‘Amarahstar, 1 shockwaves causing the sun to violently
eject plasima and radiation o space in a series of massive
oM GRATHY . of this injored star was suh it reached,
a5 far as e oIbit of the system’s innermst planet, Auric
‘and flasifincinerated everything on is day-side in an nstant
Actgss the Amarah system sensor-nets and auspex scanners
were blinded, vox traffic was drowned out andunshielded
instruments rendered useless in the electromagnetic how!

of the tortured star. Such was the confusion and tumult
created by the sudden solar storm that it was not untl the
Sertinel4 batlle station; in deep orbit around Amarah Prme,
exploded i a rapidly expanding ballof burning gasses and
molten wreckage, that t was realsed that the long-looked
for attack had finally come—the Necron host had unleashed
their wrath

ence inthe

T vastimperial battefieet on-staton further

&+ fieetanchorage at Laymon (Amara I, posted at
contentional wisdom

0 best ntercept ships tansating

Warp, quickly brought back

online to view 1

theiimage of a black fle

atthe

ated

e dest

aised ts mighty engines fron

".a proc
could i afford, th
were forced to wats of
emerald ight fickered around Amarah as orbital minei
and weapons platforms were swept aside by the black
scythe blade and spear-lke shapes of thie alien inva
Systematically, Amarah Prime was stripped of the defences
that s0 much blood, treasure and time had forged, and
Sentinel-2 then Sentinel-1—each a battle station with the
firepower of an entire cruiser squadron in its own right
were blasted into a pyre of burning wreckage and left to
hang like fiery omens in Amarah Prime’s night sky. The
capital world of the Orpheus Sector lay open for attack

ne that Amarah Prime

3971992.M41 Planetfall
By the time the orbital defence batteries th

acces unnels below, devouring evenything n their pat
9 the troop shuttles and gunships on their
Slipways from wihin

Elsewhere the hive city of New Vassburg, the largest of
Amarah Prime’s arcologies, was 10 be destroyed from the air
as the sleek shapes of Doom Scythe and Night Shroud ¢
attack ships fell upon it rom the storm-wracked skies above.
The antimatter bombs released as lightless-black contaiment
spheres by the Night Shrouds shattered on con h their




ded passagew
and confuse any atacker, but

machine-dea

as refuge. Assailed by mournful

arques that rose from the black waters bearin

om th

watery streets echoi

metallic wariors and scissor-handed
e shadows to do murder, soon
heights of Tritonus were

unstoppable

. tearing apart

with ashng blasts of energy and

down the

need to breathe

2 vast army had st

Outmatched by a

everywhere and

of thin ai, the defenders of Amarah, though thr

against the invacs

unrelenting barrag

d sica glass where once
od ralling for war

nemy that seemed to be suddenly
had the power simply to materialise out

wn into
eless fought back and fought back hard
At Callowsheen the massacring legions
ks of the Tekarn 234" Armoured
small arms.

wgh'm'h( unliving ranks of the Necron
ards them, the Tekarn opened fire in an
 SE e 1 o e it WhEE
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fothing could hope o survive. Even as ank upon rank were
biasted apart and shattered warrors were sent spinning

Inta fragments, more took thei place and yet more st
dragged themselves up from the broken ground and began
10 e-assemble themselves to haul thei metal bodies forward
again. The Tekarn, seeing with horror that thei fury was
Going no mor than holding the tde back, could not reent
theic barrage and kept iring unti their cannon barels began
10 glow dullrec with heat as shells were brought up with
back-breaking haste to feed the guns. A savage stalernate of
sorts had been achieved. t was one the Tekarn officers knew
thel could not sustain long, but ltle did they know the
would not get the chance to see how far their determination
and munitions could last against so implacable a foe.

For the valiant guardsmen of Tekarn, death came from both
above and below. Testimony from the single survivor of the

action, a trooper named Yeon Bak, then employed as part
of the shell-carrying train, reports that the danger went
unnoticed at first owing 1o the thunderous din of their own
‘quns, The first he saw of their plight was when a lance of
burning heat—ike the blast from a meltagun, only far more
focused and prolonged—instantly incinerated the troopers in
front of him and bisected a Sentinel power-oader nearby in
a single sweeping arc. Bak attributes to luck the fact that he
and his fellows were on the return to retrieve more shels or
the munitions would have surely gnited and he would have
been instantly killed. He describes a huge black shape buzzing
past directly over his head as he threw himself into cover,

and looking up i shock he saw the sides of the spire-towers
around the armoured column crawling with multi-segmented
robotic insects of nightmarish size. dentified by the logisters
of the Ordo Xenos as ‘Acanthrites', these machine constructs
propelled themselves downwards onto the trapped Tekarn







forces on tenebrous wings of shadowy force, slicing
apart armoured vehicles with their cutting beams before

offering others the chance forg
ot e Ve cammaneibce

mash and hack apart

d&znded on the Tekar a5, tapped so odoseto ea:h other,
mar

noeure o bring
s atoue A oot s oot ot
o fess than general slaughter ensuing. Tekar Commando
unit, attached to the armoured battalion, sought to counter
the attack with concentrated bursts of hellgun fire and

The msnuvneg’neat Korps Y;mps, veteraps
broken battlefielgs asmarah had b omS

man-portable this counter attack was
Quickly ovenwhelmed when huge, rapidy moving athropod-
like constructs erupted from the ground beneath the Tekarn
and sealed the trap. These kiling machines, moving with
blurring speed, were able to pass through solid matter at
will Switly they completed the massacre, smashing through
the remaining battle tanks, the Tekarn

every tumbledown ri
concealing snipers a i !

ad. In the days that followed, ighting againgt the
forces was flerce, the armoured bodies d‘gppge my pio :2
all but impervious to s fire and their implacable war

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

0y Weapon
in the Imperial arsenal. The Death Korps, However, mor

o fight, no matter the odds, and quickly.they shi
t0.a combination of long range indirect bor

trooper Yeon Bak sunviving by crawling into a sewer culvert
way, later for
cowardice in the face of the enemy.

Kieg
In the days following the initial assault, Amarah Prime had
been blasted into a burning ruin and each of the main
hives had fallen to the invaders, the Necron hosts taking
0 prisoners and affering o quarer, Imperia restanc,
however, was. Qar !rem en\»re\y SDM( and as (he havoc of
the initial

, denying the
‘own long rang firepower as much as possble,

engineers, skilled in generations of tunnelfighting, Gsed
seismic detectors to shield thei burkers and tunnels vmm‘ﬂr
it of the Necrons' Canopte

e S fomid o o spzved either by
accident or design from the destruction that had been visted
upon the world. Out on the Karalsa industrial plains, which
ranged for tens of kilometres to the west of the shattered
uins at New Vassburg hive, the Death Korps of Krieg were
waiting. A late arrva to the muster at Amarah, and with
their reputation preceding them, the Death Korps had been
deployed to several out-hive areas across the planet, well
away from the local forces’ barrack stations. On the Karalsa
i e 178 e ot b i s s

with flamer and melta squads kept in permanent e
respond to fombelow. -~ .

Marshal Venner knew that such gains s his forces h 3
were at best tanstory and with no hope of einfor 2
arriving, and with the Necrons in command of much.of ng
planet’ surface, it was only a matter of time before is forces Vo
were solated, surrounded and destroyed as so0n as they

were deemed a sufficient threat, Venner decided ma: i
than see his command bled and destoyedt

o stesd stk e s mar oA dogol

hundred
t0 house their forces. Fmdmg these structures farless secure
than was meted by their doctrine, they had proceeded to

‘explot the underground utity tunnels that ciss-crossed the

destruction of the Emperor's enemies. All he needed was.
target, p ore.

Reconnaissance by elements of the Minotaurs Chapter,
trapped on the planet’s surface during the attack, had

area, setting g them to create:
ams dumps and refuges.

‘When the onslaught came, this foresight saw the Line Korps

resolute in their determination to dnve back the invaders.

the rubble of New Vassburg hive -
somethin alen had manifested n the darkness WHeRE
wreckage had been strewn hours previously, a step-pyramid
of strangely-angled green-black stone, riven with veins of
pulsing emerald light, now rose up into the night, drawing
bolt after bolt of lightning from the troubled skies above
1o srike its apex and causing it to bur with glimmering
hest e A s yanid d formed leser il

The Death Korps first dispersed i the
industrial plain, sweeping memadnca\ly across the shattered
ground, engaging the enemy, liking up with other Imperial
survivor groups and recovering armour and munitions
‘wherever they coud be found. It was Marshal Venner of

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

arcane weapons emplacements and strange battlements
connected o the main structure by angular trenches fed=
with glowing fog. Around the pyramid complex the skeletal

scarabs and other constructs swarmed in and out, dragging-
amulttude of corpses, and wreckage fragments with them
o feed the pyramids hunger. Against this stronghold of







NECRON ‘PYLON’ TYPE ARTILLERY CONSTRUCTS

The principal static heavy ordnance deployed by the
Necrons is a series of autonomous energy weapon
constructs, which display both formidable resilience
and adaptabilty as wel as firepower in orders of
magnitude up to titan-Killng levels at extreme
range. The principles of operation of these weapon
systems remain outside the capacity of the Adeptus
Mechanicus to understand, and reports of their
deployment to the battiefield through teleportation
devices remain unconfirmed by the Ordo Xenos.

1. Gauss Pyion

2. Sentry Pylon




M' : oF 3
c of alien

on |he left: ﬂan'k a squadmn of Macharius. Dmega plasma

in ﬂ;un!oopm storm above the pyramid

s the
3 de'farl:e pylons; ecnen o werhealmg g
" their determination to strip the citadel of its defences, While.
on the right, Centar carriers sped forth through a storm
of gauss fire, which blasted scores of them to shrapnel, in
‘order to deploy their quad launchers as close as possible
to the enemy. Thousands fell, tanks erupted into fire and
a biizzard of shells was hurled against the black pyramid
which began to break and crack, smoke billowing and

actinic sickly across ts splintering surface.

Behind the Imperial lines the companies of troops left
behind to defend the artillery position found themselves
beset and in a d battle to stave off twisted, blade-

handed flayers that came for them from the shadows, just
35 Necron attac crat shrieked from th sk to safe them

walls of nif_:nam S5 7 ck e mdvncng
power visibly lhrmg along the strange Necron
Haro feors of

into oblvion of Imperial L
Avengers that tore through the night to intercept the. feta
Night Scythes of the Necrons were feu, but bravely they
dove straight into the heart of the enemy squadrons, their

encing tonnes of shells nto
artofal ml: syt ot trges

in the darkness, each pilot commending
* their soul to the Emperor and knowing that this would be
their final battle,

The die was cast, the battle was held in the balance and
there could be no holding back. Already tens of thousands
ay dead on the blasted plain before him, but Venner did
ot falter in ordering forth the second wave. Raising his
sword high and leading the charge himself across the
deadly ground, the Death Korps filled the battlefield lie

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

the remaining Canoptek Stalkers that barred their path,
trampling the scattered scarabsinto the eath, The Death

d ina
mantie of flame as hundreds of shells burst against the alien
feture. The pyramid flickered for a moment lice a mirage:
ihe horizon before becoming solid once again, one of
i

srcing lightning. Soon, as the bombardment lashed out
£ again, great chunks of black masonry were torn free from
thestructure and an eerie how! cut across the battefild,
clearly audible even over the thunder of the shelfire. The
Necfon firépower was quickly redirected upwards, sweeping
the skies and blasting apart the shell before they could reach
R o e ok ooty o e e

spéed |hvough the Death Korps lines towards their £ e
As the Imperial troops closed to a few hundred m

g ifosthe cadet bt open ki e
anoptek constructs directly nto the oncoming Death Korps

uoops. The huge articulated bodies of the stakers rose up

and tore through the lines, whilst hundieds of smallr scarabs

diagged men down, stripping the flesh-from their bones

were met with bayonet and lasgun, flamer and frag
grenade, and the Death Korps flowed ke a tide around the

¥ % killing machines while the tank companies entered range and
i

‘opened fire with their battle cannon into the ranks of the
shambiing Necron warriors that were beginning to stream
from the citadels.

d the outer citadels of the pyramid complex
just as their own shellfre began at fast to fater, but for
the Necrons it was t0o late, the enemy was already upon
them, the human Soldiers swarming like ants across the
alien fortfications. Surrounded, the Necron Warriors were

in murderous crossfires and the machine-
creatures were diiven back and destroyed one by one, as
for every Krleg the Necrons saughtered, a dozen more
00K their place. Everywhere across the structure breacher
charges were slammed into place and melta bombs were
hurled into energy conduits and cracks in the armoured
edifice. The violent detonation of the black pyramid blinded
onlookers five kilometres distant and carved an ash-white
crater out of the wasteland that was clearly visible to vessels
in orbit above the battle-savaged world

Although elsewhere the Imperial defenders also saw degrees
of success, holding off if not repelling the invaders, the
Necron invasion had been murderously effective. Each of
the three major hive cities was in ruins, the planet’s principal
star port was overrun and it keystone defence facilties had
been reduced to rubble. The death toll had climbed into
billions and Amarah Prime burned



1 The Minotaur and the Reaper
itslethal cargo deployed to the surface dnd the
of the planet well undenway, the Necron fieet had
it attentions again to interplanetary space, leaving
Prime covered in boiling black storms and riven with

the captains of many battle-hunary ¢
baulked at the order, they knew that the
forfeit 0 thefr own sipboard comrmisats

wake. The Imperial

in a vast echelon formation and on full burn towards
iner system, detected their movement and its captains
momentarily, belieing the invaders would lee before
‘e armadas cataclysmic gathered might, leaving them no
e toavenge hei falure (0 preent the biack et rom
Brnging about the deaths of so many on the

“The Impetial agmada 8

Hundreds. et%: uksam‘;o

massed destroyers, frigat

blazing straight and true on p.nms o
fleet that awaited then. The Necrons came. o
and as the

‘They were wrong. The Necron ships, turning with o
‘emtemptuous grace, formed themselves intoa perfect
‘=scent-shaped attack formation and locked onto a direct
immercept trajectory with the heart of the Imperial armatla,

thly
eouid ever have hoped to match

battleshi

10 alter course pr evade, and as mnmmmwu
Kilometres of distance was eaten away t

o avoidance manoeuvres nof counter ﬁogsgfgd
‘ominous xenos warships

O the fag bridge of the
e G Al Gecty ot KrighCcongce
‘o Battlefleet Orpheus, watched

Showing

Mo s et avenge o et ok
suffered in the past months and the affront to the world
e had been solernly sworn to protect, unlike many of
‘Shse under his command he would not et his wrath blind
. The firepower ol the et a s disposalvas of an

wmr\ess by some. agen{y me Imperial batﬂe ausy
ot even detect, while others sef-desiructed or spun
off course as if blinded, The few that flew-true were:
‘avoided with contemptuous ease by'the Necr
which sped past ther at ungusaue velodi

shattering entire werms lhrough brute force alone; a fact that
e believed his foe was more than aware of. Now, with the
imperial battle auspexes repaired, he could ascertain that the
Biack fleet possessed less than a quarter of his own number
‘of vessels and, by Imperialstandards, ar lessin tonnage, the
Bk comprising what would comparably be of the escort
‘s in Imperialterms, The larger vessels, some twenty in
mumber, were, according to the tohim

their atomic spite
ofthegrea tom ships, oo few to have any réalef
the Necron hips, blackeryet against the darkness of
void, came on.

Within mere moments the two fleets neared the edge o
fance range an the Necrons fired. O the bridges of
farm sirens howi:d a5 massi

By the Orco Xenos, dertifed as ‘harvest i, whie the oo
matched his eleven "

e own. Together, anchoring the cenm of the ammng

them for what they werkﬁagmems oftexigin Do S a3

‘cescent, these ‘tomb ships’ were gigant

‘Sfteen kilometres in span and i ebartert strange

‘Byramic-lke structures that threw off incomprehensible

‘=nergy readings which baffied and alarmed his Magos. They

= zlready been (udmed S et be Doy
ind marked as

Boe 10l witin e armada The fore reprecentdd

‘Carew determined to give then the respect they deserved.
#421ng conferred with the sinister Asterion Moloc, Chapter
Master of the Minotaurs Space Marines, the Minotaurs
Chapter fleet, commanded by the lumbering relic assault
ship Daedelos Krata, itself shielded by a dozen escorting
e e i depoped o e achelon some

w2y behind the armada’s main line of bat

e  Kiling bow atr e ek had i o o xmerwpl
‘2 breakthrough force were the enemy's plan to punch

bolts of oblivion bright actinic flash
and tore open the ships within with savage ease, and
down the Impeial line, ships both great and smallsimply
flashed out of existence. Alongside the Arica Dominus the
it nntack nich s RS
since before the Great Crusade, was struck amidships and -
exploded, bathing the armada’s flagship in fire and debris,
shaking her to her core. Despite the tumult around him
Carew issued the order for the armata to come abolit to
broadside and fire at will, and the closing void between
the two fleets became a blinding storm of blazing lance
beams and plasma fire, hurtiing macro-cannon shells and
roaring missles whilst the Necrons answered with a fury al

of their own as blasts of emerald and amber light Ty
out to spinter hulls and strip away decks. The two fleet

and parted, s

they passed and Carewwatched in hortor as the holo-sphere
resolved the chaotic details of the battle into some: s«eﬂlbhi’:e
of order, the casualty lists flickering on it a5 stra
Meharicla s ool oo i augmemeu
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Amarah,
= tecome  dark legend among his kind long before the

o siaughter and caried out in the Emperor'
wame. Thes legend was further shadowed by rumours of
—lﬂ

e of the Orphean War, Asterion Moloc had, to many

s prsondy the Minotaurs Chaper el w;-'v'mv-
~~~m-‘limh“

—--—umuun-mnam
~a 1aken place

¥ the true character and history of Asterion Moloc the man

at
ek, 3nd a5 with much of his Chapter such tas that abide
== shwouded in mystery, rumour and contradiction. What

actons and use h
both n the mpenum's poitcal and martl spheres

certain s that he

.

“mapter Masters of the Adeptus Astartes, alongside
e ranks of Ork warbosses, xenos corsair princes and
the Dark

he

is  highly modified
anificer suit of Tactical Dreadnought armour, considered to
be based upon the Tartaros pattern Terminator sut design.
The Tartaros itself s 3 relic design among its kind, developed
n the latter stages of the Great Crusade, and s marked
for being lighter and more streamlined in its construction
‘without reduction in i

-
= the Necron tomb ship designated ‘Dead Hand', where he
améronted,

sazymarkh,
‘e woud and later recovered by the remaining ships of his.
et in this last incident,

2. Heraldic Storm Shield

Further improving his armour's already formidable defences,
Moloc carries as part of his wargear a storm shield which
generaes 3 defensive energy feki apable of annuling

‘ hawe been lost and remained so for some time, which

(m- s part of this heraldry, archaic Terran Helac

the last Chapter
‘stases 5 thought to have been killed only to later reappear
LS L

use in the Chapter.
However, these do not translate directly into High or Low
‘Gothic as expected and are likely once again to reflect some
hapter

‘e very high level of cybernetic rebuild their master is

e 10 have undergone, has led to the rather extreme

‘sspposition by some observers that Asterion Moloc has

=t been ane Space Marine, but many down the centuries,

‘=ach mheriting not only a name and panoply as some
also,

‘Oners, dismiss this as a slanderous accusation of the use of
sostiden technology designed to smear a Chapter whose
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Taratus’ attached nption Armoury to the Amarah Prime
Force. A relic of the Great Crusade era, the Spartan & an Taskforce, Lost In Action, New Vassburg Hive Counter-
immensely resiient armoured assault carmer.t s used to Assault. The Damodies is equipped with extensive auspex
carry Terminator squads. ult troops and is used

annihilate most armoured vehicles.







hammered her from stem to sterr, sptog o ascied
e deck in fire

compared 1050 few of the enemy, 50 very
o Horor 5 ekl s he Necrn

it ineftia and turned back
. was anuter mposibity and vt happened
& 3&

e ansiie et e e Arc Do tumbled
wildly i the darkness, the bodies of her crew and frozen air
trailing behind her as she fell

Through the camage the Necron ships wheeled and fell
like carrion birds at the feast. The two reat tomb ships.
olded majestc and niciate through the heatof e storm,
that came ft whie the s and

Imperil ships, caught unexpectedly from
Vnerah!e rear ans—ohnd M(mkd by

ency order o

i i ot S ot
fear or found their ships had become cold tombs for iy
their power draining away to nothing, It was into this bloody
melee that the Minotaurs Chapter feet plunged headiong

battle on his own holo-sp!

Tal in of
Gr W before the Sun Kilr and sheared n half by
s, wsmys vnmlnahe heavy cruiser Mendicatus was pulled
‘of Necron raiders like 2 wounded
petweer pradator e
#dﬂy fractured and broke apart, ships flaring
ke starsin the darkness, the Survvors now
us(;mg Qn\y all about them with broadside and battery
‘spiliing fighters and bombers into the void, often
cuf apart by the defensive fusilades put 4p by thei
brethren. The Arica Dominus herself turried as closely
expért crew could grant her and caught a harvest
roadside, the black hullrippling like water and finally

nothingness in its wake, but the roars of lnumph cn me
short lived as the
B i o o e Bt e
WM Her void shields down, the drge-ships

here.
Asterion Moo, the besk master of the Minotaurs, quickly
realised that engaging the Necron ships with their superior
firepower, manoeuvrabilty and range was suicidal folly, and
nstead issued orders for close assault without quarter
reservation of force. Their target was to be the Dead Hand,
which the machine-arimus of his own ancient assault ship
had discemed had been the first vesselto leave the orbit
of strcken Amarah, and the fist to fire upon the fleet. This
\ew in his warror’ heart was the master of the foe
their flagship, the throne of their commander, and it was
this the Minotaurs meant to destroy. Adopting an attack
formation in the shape of a buls head—with the Daedalos
Krata forming the protected skull the Chapter' three battle
9es the jaw, and it eight strike cruisers the horns—the
Chapter fleet smashed into the heart of the battle, engines
at full burn and fire held until the ast moment, As they
unleashed hell from their bombardment cannon and plasma
batteris, the Chapter's war vessels did 5o heedless of
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\heever oy in their path, as stricken Imperial ships caught akiomete acros that ay beneath the Black yram
Seaecn them and hei goa were shredded ust a were any  towned the tomb ship.Here,amid the Chl it ¢
ed aside on the fleet of at the centre of ranks of whispering

e i T i B i Sarcophag) wreathed incorposant ghostg, arosea
pened fire into the onrushing Space Marine vessels. dais upon which stood the

Soit hparlos o s nhoionweikse e ma\ani P
Bacab W, fror

s\augh\erw thiem vurmew\ransgmssmn Butit would be. "?’ %
enough—the signal had been s

s own weapons spoke and shattered the portside.

ine Fedeltas Lamboa, and senta o of strke crusers Al but dose enough now to cash into the tom s

on A it Hork e b erpedos, U the Do it Lol S0 cecand TSl
m the launch per cefe aniet cponed gyl her
it it e o TR R ol e T oot it point blan heir targeting

o s clos scorts,th sip a thl bk Sl saluin ntiHeg by i biblon Gy e il o
selessly at the prey, hoping to open up hul rents  macro-shelis ruptured the Dead Hand's hull, exposing the
ders to explot. vault chamber within to open space in a serearming vortex of

decompression. The Dead Hand bucked away like a wounded
t craft managed to pierce the hull skin of animal, one vast arc of its crescent superstructure catching the
n flagship and found within a charnel house of lica

blood reeking air, darkened corridors and black alien
Malevolent scarab-engines were everywhere and

andin that instant the ancient teleporter engines of the  ~
had fired and cargo.

As the pulsing shockwave of the teleport transit cleared,
Asterion Moloc and his bodyguard of thity of his Chapter's
Terminator armoured veterarss, alongside two Contemptor
Dreadnoughts of the Chapter, stood amid the black gale of
Ventingstmsphes i corfne the ot f 1 ec
host. Between them there was no preamble, no warriors
salute or decaration of challenge or intent, instead Moloc




s a
- s
deal the blow just P
impacts, plasma
hissiig howl, not of yod'byaw el s

s
the mpmg nce allng rorm o high, g
e dark

the ancient device b«kag 2 blow that would have dnved

it finally shorted and spa
quickly coming st s the et wid Mows of the
world

d they
parted, Moloc feeling the burning cold hate of the deathiess
the

broken, skeletal figure

puua@pn bkequ away with the i
vians

m(ealed into the darkness. The master of the Minotaurs

" the height of smantheir gided and corrode death masks
glimmering gold and crmson i the fire-flsh light of the

pons:In their hands they bore arcane saff
fig with ghastly flame with which 1o blast their

pt out into the void, surrounded by
e bodies of s dead warors s f caught n  whifool

The darkness shimmered as the vast shape of the stricken

Dead Hand tured and blotted out the stars with ts transit

and began to accelerate away, fevealing the burning hlk of
The

5, ar great
10 fepel the deadiest fire. Soon the Minotaurs
, ashrinking circe of warris who had
'accounted far twice their number only 1o see the.
from ruin or be replaced by

had been to ram
20 had 2t s cosed encuch damage b0 b the oo
ships retreat. With their master’s vessel on the move, the
black fleet disengaged, driven off but himly defeated, leaving
only death and fire behind them, whilst in a move completely
unanticipated, the Sun Killr and a dozen escorting raiders

unexpectedly spiit from the body of the black fleet and made
g Auri, was soon

Master, leaving a trail of rent and
tors in his wake, until suddenly the tomb

¥ and pulses of unnatural radiance.

The rest of the surviving Necron ships and the wounded Dead

Hand simply vanished without trace from the auguries of

the handful of Imperial warships still abl to track them; one

second they registered, and the next they were gone. The
host,ifnot defeated, had been checked, but for most

of the survivors that was a pyrhic vitory at best. Battefleet

‘m\m Oveofiwas trown un:mmamam, e
andHooming there above him was Ancient Geryon, the
. Contemptor Dieadnought’ great fist aised to stk the

Tess than ten per cent of its vessels
were stillin anything resembling fighting order and every

single one carred the scars o the batte. As to the restof the
armada, it ay in vast i oy louds of sl burning huls and

that
in tfie now airess vault. The hammer-blow fell but the
reapers blade was there to meet it and the Dreadnoughts

- foream exploded in flame and spinning shrapnel. The tomb
ship tlted further still and Geryon reeled and staggered,

e for f the
s bl Bt entoe e e

Amarah Prime, although rd of its principal invasion force,

burned stil and was now the graveyard for billions; such

victories that had been claimed there had been bought at the
all A [

the Dreadnought’s huge armoured feet skidding and losing
puichase. ground

and
two-handed slashes, sending spintered ceramite and showers
i fowaning fom the wounded Dssdnoug.

ed po:
pulled back 1o the outer worlds of Laymon and Calama to
fegroup, while the femnants of the civilan population there

Geryon fel, o
Sve i i eokingfrom (e s i armour. The
Oxerlord rose up to delver the final blow and the Black Spear
fouind him. Moloc punched the ancient relic-weapon ciean

glyph that was blazoned across the Necron's chst, wreathed
‘pale flame and amber lightning. Transfixed, the Overlord
spasmed upon the spear, ts death-mask thrown back as ifin
a sient scream.

g 1o their fate,

‘The Battle of Amarah was over.



the Londs Temparal, Martial and Ecclesiarhical of
the Most Divine and Righteous Iperium of Mankind,
Witness and Obey

express order of the Cha

tnquisition, and under the writ an

to the High Lords of Terra. should
iown as the Orphear

e aforesaid sector
the Emperor's blessing. M , gics be Tong
bleed from the foc of humanity its i and number, and
may their souls find their reward:ir the hereaffer. By this decree
1l a cordon be enforced betsween the former sectar know as
Orpheus, whose stars b forbidden-on pain of death and the sector
of Eurydice s worlds and places of sirength be raised to

maintain its waich, under the sspice and directionofthe Ordo
X

(enos uhio this sacreil charge

Addendurn the First

That the forces of the Minotaurs Chapter of the Adeptus Astartes and the
remaining warships of the Battlflect Orpheus, uporn their immediate refttini
wid yearming for the purpose of mmand.and grierous du

¢ puration and Exerminar A

fe and bringis r

provide spur or succour to the enemy n the
















r Badab War campaign, for

Mh ‘here youwill find familiar. Rather than

nghm}wemmug e e’ sequence of phass
However, a number o separate ‘warzones' are fought over

across 2 score of star systems at roughly,

the Emperor, the scions of Terra. We are dominion and.
ignoran

- Lord Inquisitor Aedrick Mantel of the Ordo Xenos

. Address tothe Council Miitant at the outset of the Orphean Salvation Campaign

out the campaign. The campaign system i this book lso
encompasses just about any kind of game of Warhammer
40,000 you might want t0 pay, s wel s other games such
as Batilefieet Gothic, and presents a rumber of ifferent
options for you to choose from.

Note that the particular narrative focus of this campaign

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

Value. Here then the sides.

o b ke Neci Tion

deadly confic, the true outcome of which will
0 o 1 e el o sach pagoncivfate
, and even then the fickle hand of Fate may undo
dent. 2

est all you need 1o run the campaig s two wiling
5 with two appropriate Warhammer 40,000 forces
theizstandins1), but it s expandable enough to
used by large groups such as dazens of players at
#gaming club or more, for exampl. ftis possible to
<complete the campaign by playing a single game for
‘each of the warzones lsted and 5o, atminimum, you
Will need the time to play five games. Of course if you
have more players, and more time,

et the ., and the
ominous ullin the m;nmg et olower Historicaly—so
to speak—the Imperium's forces principally involved in these
battles were the Minotaurs Space Marines Chapter (alongside
elements of the Marauders and later the Red Seraphs and
Nemesis Chapters) and more than a score of Imperial Guard
regiments, most notably the Death Korps of Krieg, Tekarn
and Necromundans. But there s o reason that you couldr't
s o b chosen castof s 0 vakanty hokd bck the
instead. Just as equally,
o vimoonas using the framovesk pesentsd er fnd e
information in the Warhammer 40,000 rlebook) you could
shift the focus of the action to the terrible days of the Bloody
Hundred during the initial Necron attack o even fight for the
fate of the Chemarium system or the Shattered Deeps, where
it s not the Imperium that must do battle against the horror
of the Maynarkh war machine, but the forces of Chaos and
the Orks respectively!

How THE ORPHEAN SALVATION CAMPAIGN WORKS

‘The Orphean Salvation campaign is played in a faction format

between two sides (or teams) of players - one side represents
the.

i f g o e cxch

five warzones

B Rt o oprs vy st
fvolvement, and can be run for several months’ worth
of gamesif desied. This large scale campaign requires
alarger collection of terrain, gaming faciltes, player

commitment, and a greater amount of effort o bring
toasatisfactory conclusion. Such a large campaign will
2150 benefit from having one participant as referee and

lines o battie for the Orpheus Sector,
and the two sides play one or more games against each

other, representing the batte to control each of these pivotal
warzones; each zone having ts own particular characterisics
and value to the wider campaign. At the end of the
predetermined number of batles fought for each warzone,
the resus o the games played determine which side has won
‘overall contro of it Each warzone is fought for separately
and thisstructure allows advantage to swing between the

proaniser, rather than player, t help things run smoothly
3 record the resul

voived shoud be at pains to help out and support, not
tometion thank!). O course the result of such  grand
“campaign can be truly memorable and is one of the most
satisying of gaming experiences,

vicory before
the campaigns conclusion. In war, it is certain and so the
overalstrategic worth of each warzone is not determined unti
allthe warzones have been fought for, and unless the unlikely
outcome of a single sde taking victory in every warzone
oceurs, overalvictory i far from precicable il the last.



e Dycce ofthe campdn fecon S s

the number of players ‘per
fessly o moes-cuauafvmgnmwmrmm

a7 ‘players just
means mal the side with the fewer players s going to end
o having to which we're sure

20 one would view as a hardship! Also, you can have ‘quest”
o i v i e g ot
the campaign, 5o long as their result

in m «ghung mwghl have to the beleaguered Img
1. Puiacs % sty oo comb
. be

The ARMIES

s g
the Chemarium system. Chaos has long dug \uymsmd

A% players in the Orphean have
2n army ideally drawn from either the

R Geke umerbeﬂy, and in recentyears has -
al _w.&

or imperium (Defender) side. The particular ‘historical”
forces involved in this savage invasion are, on one side,

the benighted Necron dynasty of the Maynarkh and their

and subservient Necron forces, represented by the

Dark Harvest army st found on page 102 of this book

2nd the army s found in Codex Necrons. Th defenders

the Orpheus Sector, on the other hand, are the forces
B Imperium. n particular these are represented by the
Minotaurs Space Marine Chapter, as detailed on page 131,
2nd the massed forces of the Death Korps of Krieg. These
may be represented by the Assauit Brigade army lst found

0 page 172, and the Death Korps Siege Regiment and
Asmoured Company lists found in the Imperial Armour books
over the Siege of Vraks (i, Volumes 5, 6 and 7). Regular
imperia forces represented by Codex Imperial Guard, as well
25 contingents from other Space Marine Chapters can also be
G into the rapidly escalating conflict 3 you wish.

n starting your campaign, you may want to consider
strict (or noY you wish t0 be in regards 1o players taking
armies from forces other than those listed previously. but
should strve to have a roughly equal number of players
o ech side. For example, while the Necrons are the great
foe that has lain waste t0 the Orpheus Sector, they have also
iven before them a number of raider and corsar forces

content 10 reave havoc on the Imperium, effectively siding
wih the invaders by simply taking advantage of the anarchy
e collapse of Imperial rule has afforded.

eflent candidates for additional forces involved in the
phean war are the Dark Edar and Eldar Corsars driven
£om the Hesod Nebula. The Orks of the Shattered Deeps
116 2150 be strong enough 1o take an active part n the war
203 might see this as an almighty scrap they refuse to be left
ot o, as well as a chance to repay the Imperium for their
sevious defeats. Another option may be the widespread use
o captured or enslaved human forces by the Necrons taken
#om the worlds they have conquered. While this features
aweady in the Legendary mission — The Walking Dead on
229¢ 80 you might, with the agreement of your fellow
siayers, make more widespread use of the ‘The Walking
Dead' special rule found in that mission and apply it to an

even horifically !nslaved members of the Inquisition taken
members of the Adepta Sorortas
B e et by srices Yoon Mo
Orphean Pigrimage route.

conquere, bt the Runous Powers nd ek MmQII
not be willng to give up the souls of the Orpheus Sector
fighty 10 the soulless invaders.

“Hear us..,lsten...lsten... your corpse god wil ot
save you, the reapers You. AS the summer crop.
St o b s s e o
abandoned by your cokd masters... We. wem%w
only make the sign. saylhewoldsw%
shalcome for you.. ave you... make you forever 4
embace... us... calland we shall... come...” %

- Fragment of 3 transmisson deemed to be a Classdi |
Mora Threat

3
- Detected; multiple attended systems within 1//x/sec
Chernariu



ection o
no 91the Orphean Salvation campaign s a reat excuse
new army o ustre-purpose or add to one you
There's nothing to stop you going the whole

‘each side Campaign Points (or CPS). The side with the highest
total of Campaign Points when all the games alloted to each
warzone have been piayed out wins victory in that warzone.
Once all five warzones have been fought for, the campaign
concludes and the overall strategic victory s determined for
either the Invader or the Defender

You
proxy.an n 0 sheady have for one of the
B e cont o the compatgn nd rove
y!_wm walbn‘!s and armies fight the battie!

of War.

eenatively you may wish to play out your version of the
events f the Orphean war with an alterative ‘cast” or use:
the campaign system presented here to fght a campaign
detailing a different deadly invasion entirely. For example,
you could select the assault of Waaagh! Garaghak on the
Forsar Sector, which would see the Orks a the Invaders, and
(MR Guard and Aurora Chapters of the Space Marines

"&" i iran imerl Guard egmens o

ourse possible o simply use this campaign's
lework and adapt it to an entrly different story setting,
thaugh this may take considerable extra work. I this

choices taking part or tailor allance

the Orphean Sah h
oS o et et o oy o
worlds and spheres of battie n the savage on-going war
the fate of the Orpheus Sector. These warzones are

« The Nightmare of Amarah
« The Arcantis Cluster
 The Bounty of Hydroghast
 The Ruins of Thamyris

« The Void War

As each of these warzones is being fought over at
approsimately the same time, there is o partcular order

in which they must be played out; although for ease of
organisation and dlariy it s ecommended that you play o
each warzones confics separately (and the ules preserted
here assume you will o 5o throughout), and it s quite
possible or you to randomly determine the locaton of your
games, n ths case a warzone might ‘deactivate’ and become
unavailbie when a certain number of random games have

events 10 your particular gaming group and the forces you
have available—it s entirely up 10 you. Whichever approach
you take, ultimately don't et too much get in the way of
having fun.

THe Warz
0 Oibhean Sahaton campoin s idd o e vrzooes
and each of these represents a vital theatre of the conflit.

has ts own theme
that cary through the narrative of the war onto the gaming
table. Thefate of a warzone, which side comes to dominate
it and meet with victory there s decided a5 games are played,
‘oz real world time passes. The outcome o the games
played in the struggle 1o control a particular warzone grant

as.alocation, y
when all the warzones have been exhausted. This latter
approach, while somewhat more complex (and needing

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

Campaign Length and Warzone Battles.
The confiictto control a particular warzone lasts until ether
an agreed number of games has been played for i, or unt

a specified length of time has passed. Once either of these
conditions has been reached, the battle for that warzone hs
ended, Campaign Points for both sides are then totalled nd
the side which has gained dominion over that warzone is
determined. The battle for the next warzone then begins
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rumber of games, or maximur time duration Spent in
gwarzone, must be agreed before the start of the campaign
s constant throughout it ~ you may set the number of
g=mes and maximum duration as you like. As a guide, the
ber of games to ply for each warzone works well f it s
elow the number of players in the campaign. A good
duration in time is equal to how long you think it
ke to play the number of games you've settled on if all
es well based on your experience and your player group.
# you have set your warzones' fate to be decided by
== Battles each, and you reckon your group can easily play
== games in two weeks, set the time limit for the warzone
| == 3o weeks, The reason for having both a time fimit and
‘usmer of games to be played in a warzone is that it keeps
‘e campaign moving forwards if there is 3 brief Il in pla.

Other Battles and other Victories

A campaign is made up of games being playg

people, andjsn't exduswely limited to the gz

have presented heret If you and your friends Wi

additional missionsf your own devising, orse 0

Warhammer 40,000 supplements, aameum Go

etc, you can do s0. The Orphean Sal pﬁ
n accommdate any ty

combatants spread:actoss an entire sector. mnga.
widespread war there s room for you t play.any types
of game you wish. Victory in any gamnq this type will
grant 1 CP 1o the victor' side.

o 3

o four of his fiends. Between them they reckon they

e ooy roughly three games every two weeks. an sets
e number of warzone battles needed to decide the fate
a2 warzone as three games, or until two weeks have

= I the first week of the campaign the group, seized

'8y xctement, plays five games in a single day. The first
mazone's fate has then

Special Rules and Warzone Traits

Each warzone has its own special rules or WarzoneTrats
that are applied to all games played:as part of the

It may be that these rules are not compatible With ns.
published outside this book or those from the War

e games have been played for control of it In the second.
maxzone the group reaches the end of two weeks with only
3w games played, and 5o control of the second warzone is

< based on these two games’ outcomes, because the

. 1f this happens feel free to not i
Special fules fo that game.

Changing Sides.
Sometimes, durmgaumpangn itisquite possble for an -

Iy

es played for control over each warzone gain each
Campaign Points (CPS), and when allof the designated
es for that warzone have been fough, the side with
er of Campaign Points has won overall
o of that warzone. If both sides have an equal number
i Campaign Points at the end of a warzone's designated
ber of battles, then neither side has achieved advantage
oh 1o have gained control of it and it counts as being
Cantested (which s to say it has no overall victor and neither
S gains any Strategic Points for controlling it

sumber of Campaign Points gained from a game varies
ending on the mission played. Some missions are worth

imbalance to yers or for somedne 5. .
drop out completely for ' gl

people to be added). In this case it s fine f alf parties agree

for a player with an appropriate force at their disposal 0.

swap sides to balance things out. It s recommi -
partcular player only does this once during the campaign and
pteeably oEgen g for i different warzones to.

confusion. This can also be a good way of rebalancing the
number of people or active pleye:s on each side during thi=
‘games played for a particular warzone. e

'WINNING THE CAMPAIGN.
Oneside ot the other acheves vitoy i the campaign by»‘v
having the greater number of Strategic Points (5F) at thend.
of the campaign. Srategic Points ae gained by triumphing
in each particular warzone and by other factors suctras
character fataites and secret campaign objectives should

P This

n particular warzones than others and some grant
for di

paign Points

is is not,

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

£ warzone also has a Legendary Mission attached to
L9 battle represents a pivotal moment in the ongoing
of the Orphean war. These should always be played
your sequence of battles for each warzone, and victory

Lgendary Mission is worth a large number of Campaign
be asuperb theendofa

however, . both
‘warzones favour the Invader and some the Defender, while"
the vicisstudes of war are uncertain and a prize may suddenly.

ve not to be
to obtain it!

worth the price in blood and effort expended
The values of each warzone in terms of Strategic Points o the
victorious side are as follows: 4

Warzone Defend »{ 4

ones confiict.

A
The Arcantis Cluster
The Bounty of Hydrg

- The Ruins of Tha
Void )




CPTIONAL CAMPAIGN RULES

AT el e o gty of

I ot utcan add even richer detaland en/oymem to the experience for the player

presided over the largest number of victories gains +D3
Strategic Points.
» Keep atally of how many Assigned Characters have m

with the Fatality resuit on the Character Squal i Vor

y result your
e e 2R e emm

" these named ct
53 i o iacies oo i once an o pt ot
of getic ion they,may not be used again in the battles for their

addiion, (l\:se characters become a finte resource in the
Htheir use an potentialy urn the tde o battle

ardctes make for excellent modeling an

opportunites, and are a fantastic way of ueatmg

rratives and personalising your armies in order to
your games unique.

muese 10 uskthisgptional ue, te folowing
ects apy

h side gets one Assigned Character per player, and
one addiional Assigned Character per warzone to make
thelc poolof Assigned Characters (eg, in a campaign
iarzones and three players a side, each side can
& christruct a pool of 8 (5+3) Assigned Characters.
Eﬂgmd Characters may be either unique characters
gmwe for your army's HQ (such as Kutlakh or Asterion
foch from this book) or standard independent characters
. éligible to be faken as HQ selections from your army lst
B oten Assoned Characier Augments e

.. opposite),
" Assigned Character pools are created after sides have
.. “been determined, but before any games are played. In
c ’1‘ theinterests of fai play,a st of each side’s Assigned
R o,

trategic Point

Assigned Character Augments
To reate an Assigned Character for the Orphean Salvation
campaign, select a non-Unique independent character*
eligible as a HQ choice from one of the armies that will be:
used in the campaign and apply the following modifications:

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

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

« Select one of the character’s eligible Warlord Traits
tables and roll 306, re-rolling any duplicate results. You
then select one of these Warlord traits to be that of the
character's permanently (e, they willuse this tait rather
than rolling randomly at the start of each game for the
entire campaign).

o hiscars okt cotis pamanenty e by 420
points to reflect their augme

« e caracter st B g an appropite rame b itch
both you and your foes shall know them!

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

campaign be

+ Qther than as Assigned Characters, characters with the
“Unique’ type may not be used in games In the campaign,
{whereas ‘generic' HQ choices may be).

s Bow Assigned Characters are used in your games, and by
who, is entirly up to you over the course of a warzone's
battles, but @ partcular Assigned Character should not
be used more than once in any two games being played
simultaneously by your group. In the aftermath of a battle
where an Assigned Character has been ‘kiled', ol on the
Character Survival chart (see page 69) to determine their
fate. The results of the POt ety e
known to the opposin

S all of e bates mmvmg your Assigned

aracters across all warzones and whether or not they

Have been victorius for your side. At the end of the

campaign, the side whose Assigned Characters have

Assigned Ct Table
Roll a D6. Where two effects are lsted, the controling player
may choose one to apply. Re-roll any results that duplicate
ules the character aready possesses.

D6 Effect

Masterful Warrior: +1 WS or +1 S

2 Remorseless: The character gais either the
Stubborn or Crusader specia rule

3 strong Minded: The character gains either the
Adamantine Wil specal rule or +1 Ld (to @
maximum of 10).

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

5 Hardto Kill: The character gains the Feel No Pain
(6+) specal ule

6 Lightning War: The player may add +1 to the result

of any of their Reserves rolls



Sesgned Character Survival between Games

extra exciting element
ate of a particular special character
hey fallen never
h a vengeance?

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

e roll.

S cludes proxies such as your Imperial Guard
rsion of Commissar Yarrick, etc. Remember you

<=+ have more than one of each unique character if
eing used,

25 Result
#2 Feulity:Thecharacier may ot be used agan n his

battles and counts as a campaign fatalty
8).

3 Wnunded The character must start the next game

used in with one Wound fewer than

al (10 a minimum

Shaken: The character e fight the next game

y are used in with -

Survived: The character has escaped permanent
ury, and may be used again freely if you wish in

bsequent games in this warzone.

Opionaw RuLE: The Hioben CampaiGy OBiEcTV =
FoRTunes oF War

In war, beyond the obvious clash of survival and-conquesti
each side will have their own vital objectives wiich, for
teasons both practical and arcane, they will fight and strive
for, often without thei foe ever knowing their psychological
or materal importance unti after the last drop of biood
isspit.

If you opt to use a hidden campaign objective, each side
selects a Fortune of War in secret at the start of the campaign
before any games are played. I the interests of fair play.(and!
drama) ths should be either sealed in an envelope and givel
10 the GM or a third party o kept inviolate by some other
mutually agreed means until the end of the campaign wher
the Strategic Points are tallied up. At this point the Fortunes
of War are unveiled and applied!

The two Fortunes of War are as follows and only one is
chosen by each sde. I the crteria of the Fortune of War is
met then its Strategic Point effect is applied. I not, fhen it
has no effect on the outcome of the campaigr.

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

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

The Ashes of Martyrdom

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









++ WARZONE ONE: THE NIGHTMARE OF AMARAH ++

afmomms.mx mmw-hsmwm

Optional Battle

‘The Blood of Martyrs (see page 354 of the Warhammer
40,000 rulebook). with the imperium as the Defenders and
the Necrons as the Attackers (nvaders).

Warzone Traits - Battle Missions.
Roll 3 D6 at the start of the game:

1.0r 2 Models which Go to Ground suffer an
‘automatic Strength 1 hit for doing so.

34 Shroud of Smoke and Ash: The Night Fighting rules
are in effect throughout the whole game, and
hills and craters are classed as dangerous terrain
for infantry (any type)

56 Burning Skies: Fiyers in Zoom mode must 1ol a D6
at the start of each move they make while on the
table, and suifer asingle Hull Point of damage on
aresultof 1

The massive

its defences and the armies concentrated there. but could
mmmmmmmdmm

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

for 3 time. 6 CP for 3 victory.
rages. reckage and the.
bodes vital 5C type)
Iymchpin of the confict, 3cPior type)
a flame.
the Alien

4CPfor avctory
W 6 s b e it b city 0CPfor a draw
landscapes and mMmmaﬂmm
ash an
result ruins, wreckage, wm.nuw 3CP for avictory
buidings, and craters afe the most appropriate sett 1 CPfor a draw

The victor gains 1 CP for their side
0CPforadraw



Select by mutual agreement or roll on the following
chart 10 determine which battes you wil play. See the.

for
and deployment types unless specified othenwse.

‘Warzone Traits - Battle Missions
Rolt 3 D6 at the start of the game:

06 Resuit

12 Sub-Zero: Dangerous Terrain rolls on the
‘battiefield are failed on the score of a 1 or 2.
‘Weapons with the Gets Hot special rue ose it for
this game

34 Verdant Plant Growth: Open ground offers a cover
have yet of s
a of war; they have been sheltered for many years
56 w
‘avenwhelmed by planet-covering hive ities. Despite this bjectives the mission uses, a single additional
the frontline objec 1o the
rioe by centre of their deployment zone as possible.
advance. However, This i an Archeotech 106 of
Control of
2 resource-rich worids can be tumed into a fortress ‘each of these counts as a secondary obiective for
aganst the adhancing foe. the game.
Thematic Terrain Campaign Points.
“The worlds of the Arcantis Cluster are possessed of The C gar

‘dverse and relatively unspoit biospheres, ranging from as follows:
2 burgeoning colony-settements, as well a alen ruins Legendary Mission - The Walking Dead

of lost ages. v
atueal elements
4.CP for a victory
2CPloradaw
Other Battle Missions.
3.CP for a victory
1 CPfor a draw

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



++ WARZONE THREE: THE BOUNTY OF HYDROGHAST ++

Sector's surviving human inhabitants. A massive planer.

‘Warzone Traits - Battle Missions
‘The following Warzone traits are in effect in al battie
missions played in this warzone

missions,
‘more points in their force than that of the Invader.

High Gravity: All non-template weapon ranges are treated
as bewng 6" shorter for the duration of the game. Grenades
and pistols are not affected - use ther normal ranges

In addition, ail Jump units can only move 9° -l-uuw

u-uanmdmuﬁn—mm
fesultobal, e

o ey R o On 2 et

of a6, it applies from the fourth turn onwards.

ground is treated as both

gravitational forces of three suns, it s 3 place of roaring.
‘oceans hundreds of kiometres deep, and its only land

duration of the game. Allrivers and waer features on
Bikes
‘and Beasts for the duration of the game.

The C. gan
as follows:

Emperor's Will
4 CPfor avictory
2 CPor a draw

Other Battle Missions
3CPfor avictory
1CPforadraw

Select by mert or ol g
chart to determine which batiles you will play. See the

‘and deployment types unless specified otherwise.
12 The Emperor's Will

34 The Big Guns never Tire
Crusade

6 Purge the Alien

mmg—svcrmw*
ocPfora:



++ WARZONE FOUR: THE RUINS OF THAMYRIS ++

I — e

‘Battle Missions.
mmn—-—-ﬁnmﬁmm--&
‘missions played in this warzone:

‘Dark Stars: Defender armies may not take Fortfications

mission 2% :
their force than that of the Defender.

this warzone. mxunﬁasomﬂ-mm

hamyrs is a barren dead world where no imperial trait applies for this game:
sertlement has ever succeeded in fully taking root, despite
p his battle, all
proved. a Peris of the Warp result
Thamyrs has , whether successfu or not.
n addtion, double
et wisdom regarcing this ancient workd Strange any rolled distance (hts remain on target and are
‘megaiths and obelisks have risen from its shifting sands unaffected).
whie
i aurora trouble s skies. The Ce games.
s follows:
& Thamyeis 2 tomb workd that has yet o fully awaken,
power
Regardess. the 6CPfor
2cPfor
and unleash whatever secret s hidden there. But such a Purge the Alien
3 CP for a vitory
e imader 0.CP for a draw
Thematic Terrain Other Battle Missions
Tramyns s covered in a desert wasteland and suitable 2P for a victory
sesvain 10 represent it an be pieces such as dune hls, 1CPfor adraw.

bible, rawines and buttresses, and crags of jutting rock

of mine complexes and prospector dens,
‘and the strange and alien architecture of the lost Necron
‘empre. rising from the shifting sands

The victor gains 1 CP for their side.
0CPforadraw




++ WARZONE 5: THE VOID WAR ++

found on page 210 of this book.

For other standard batties, use the rules found for
‘generating batties in the Warhammer 40,000 ruiebook

the st found on page 368 of the Warhammer 40,000

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

and the Necrons asthe Attackers (nvagers)

Campaign Points
asollows; & 3
Legendary Mission - Tomb Raid
6 CP for a Defender victory
2 CP for an Invader victory
major systems, as ita as the battlegrounds of Amarah and 3.CP for a victory
1 cpforadraw
workds, and in hundreds of deadly ship-to-ship combats
4.CP for avctory -
the balance of vctory one way or the other OCPforadaw |
Thematic Terrain Barleiet Gthic
Mortals rules and unique set-up, representing ship-to- SOl =
shwp boarding atacks, isclated void stations and deeply
sunk
‘Whereother batties-3re fought, this might represent a. ‘The victor gains 1 CP for their side

‘worlds up and the Orpheus Sector, furnished with
terrain in any way you desice Aternatvely, they can be
used 1o represent barrenworkds on the edge of vial star

greater forces mangeuvring for atvantage in the wider war




Legendary ¢
- Legendary Mrwwl mwwgm

- Legendary ision:The Hurted Place.
lagnday i Tomb .

12
Storm Eagle Assault Gunship.
Sorn e (ot m Pattern .
ine Sty Gun Batter

4 " -
- Space Marine Deimos Pattern Predator Executioner .
Tak..... o

~Centaur Carrer
hooe Siagiiant
Fast At

- Death Rider Squadron

Tank Sattey
Rasies Laser DestroyerBatery Do K ey Vespons Piton

Dealbmps Leman Russ Tark Sq\udﬂxl
- Death Korps Ordnance Tank Bat

 imperil Newy A Support Squadion

Apocalypse Rules Appendix. .
Appendix: Super-heavy Vefices
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-ﬂ'ks NIGHTMARE OF AMARAH

L

iRl : ;
ENDARY MISSION — CITY OF THE DAMNED

ATTLEFIELD
“This mission is played on a recommended table size of 8' x 4"
There are two deployment zones, each covering a long table
edge of the battlefield and extending 8" into it

igh
s3vage stalemate and for the remainder of the
h was a place of unrelenting batdle, a meat-

e Bastion or similarly
sized structure should be placed at the centre point of the
table before any B Bpiced The players should

cityscapes,
ered with storms oldebris which'rained down on
healready ravaged world, bringing even more destruction
ey mymmnamy on e mmbaran!s below.

e City of the Damned is a large scale Warhammer 40,000
Batle mision reresenting o major meeting engagenert on
the deadly battefieds of Amarah,

then tal of six ruins or buildings
orsmiararge terain s o h bl Ech of hese
special pieces of terrain must be placed no further than 18"
away from either the central Bastion or another o their
kind, and no closer than 8" away from either the central
bastion, another of their kind o the long table ediges of the
alfied. Tnes terain ieces are subject 0 the e for

e rins. As such it is also suitable for use as a
desired, asweH as a large head-to-head match-
fofce total or

later in this mission.

Additional Scenery Placement: D6+3 other pieces of smaller

Arwies

ssionis fought between two large forces, with

asliggested force size of 3,000 points each with the
ﬁ%wmg provisions:

 » Neither side 3y ke Fortfcos s pat o he
~ - Bothsides may take a single Super-heavy Vehicle or War

ine, comprising no more than 25% of their total

%._ vﬁms«« lue.

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

DepLovment
Once terrain is set up, both sides rollfor their Warlord trats.

Each side then rolsoff. The winner may select which long

of their units except those held in reserve in it. Their opponent
then does the same in the opposite deployment zone.




first gets the firs turh
can Seize the Initiatve. 2
LencTH

turns or until

v CONDITIONS
the end of the game, the player with the most Victory
has won the game. I both players have the same
of Victory points then the game i a draw.

ralready hnen

Gestroyed within the Myst
*Strugture orwithin 6° of its edge. This
usir rules for Deep Strike, but
e #fino unit of the ¢

e 78). Exchis worth 1
e sicethat has  scoring unit occupying i at the end of
the game. The bastion at the centre of the table is worth 3
oints at the end of the game for a side that has a
‘scoring unit occupying it, and 1 Victory point if held as a rin.

instantry units of any kind made up of six models or more:
‘are the only units that are dassed as being scoring units in
s game

Objectives
the Warlord: Each Warlord slain during the game is worth
1 Victory point.

Killr: A side which destroys an enemy super-heavy
fe gains 1 Victory point.

Wnstoppable Force: A side which has a sunviving super-heavy.
‘on the battlefield at the end of the game gains
Victory point

SpeciaL Rutes

Skies: During the game, flyers in Zoom mode must
306 at the start of each move they make while on
table, and suffer a single Hull Point of I

2

Ordnance Cache: The. s(vuuum\m smg
cache of ammunition and wes

behind reinforced biast doors. Aing

the structure (or within 2* of the

Charnel Haiuse:The bodiesof the dea il the

structure, dragged there for harvesting by Necrofi -

scarabs and Canoptek sevitors, Necron units within

6" gain the Stubborn special rule and Flayed

units may Deep Strike within 6° of this srqp%
ithout deviation. Imperial units within 6 1@&

strctureare 1 - Leadersip unless Feares=

The structure is heavily.fo
designed o resist assault, being a former.
Adenms ‘Arbites watchtower or an ai raid shelter
forimodels:

1

e Wrackaga szt the nd o gae s 2. 4 a0
both sides rol off. The

\nsm: it

Observation Point: The structure presents.

‘esch strike). Vehicles are hit on their lowest Armour Value.

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

25 being Amour Value 13 due to its dilapidated state. It

s equipped with a quad gun and infitrators may not be
Gepioyed nto it before the game begins. The Bastion is also
‘subject o the rules for being a Mysterious Structure. Roll
on the following table to find out s nature the first time it
s entered.

‘wellsituated fields of defensive fire. Models within
the trcture gon th Nigh Vison specal e and
may re-roll Snap Shots fired from within. & -

Unexploded Ordnance: The structure hides an
undetonated bomb or shell I disturbed, there s
a chance it will detonate, Roll a D6 s soon as this
esultis rolled. On a 5+ the borb detonates. f the
bomb does not detanate,roll again at the start of
$och e an e detonits or kg

e bomb detonates, every unit withia
model wihin 6 of e stocur akes o vengh
AP 4 hit and the structure i replaced by rubbe of
acuater.




Wanzone ~ THe ArcanTis CLUSTER

The colony worids of the Arcantis Cluster were Jargely

. unprepared for the horror that was to befall them, spar
= S they had been up until then by the Necron onslaught. When
theiattack came, the insidious and nightmarish means th

¥ Necrons chose was to turn the former defenders of lost worids
against ther erstwhle comrades n a seres of surprise assaults
with devastating consequences. These ‘walking dead were
hideous flesh-puppets reanimated and dirccted by infestations
ekl scaabsan fomed from the tched ogethe
and mutiated remains of the Imperium's des

This mission represents a surprise night attack by the
invading forces, who use the enslaved remains of Imperial
r00ps 10 close within striking distance of their enemy, al
but undetected

The Asnies
The Imperal ide has 1,750 point from which to select s
arty andls fee 1o do 50 a5 normal for a Batte mission

i Necrons force is comprised of two separate forces of

750 points each. One of these forces s selected as normal
for's Battie mission but may not take Allied or Fortification
etachments. The secondis a special Walking Dead force ~
Seeihisson Special Rules opposte.

LEGENDARY MISSION: THE WALKING DEAD

THE BATTLEFIELD.

T FaN Ao 4 e b
6'x 4" The table is divided diagonally

Sinke deployment ype i the Warharmer 40,000 ebool

The table represents a mitary staging area on an important
colony world, and so intact buildings, heavy machinery or
refinery type structures, statuary, comims towers, fuel dumps
and landing areas are all appropriate terrain, as wel as

ural features such as woods and hils, etc, depending or
your table set-up. The Mysterious Terrain rules should not
used for this mission

DepLoyment
Once terrain i set up, both sides roll for their Warlord traits

The Imperial player then selects one of the two deployment
Zones to be theirs and sets up three objectives within their

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

Deployment Zone A




Osjectives

n Assault

3 Victory points e

fain during the game is worth

unit destroyed in the game is worth
that destroys it
The side which has destroyed the most

nd of the game gains 1 Victory point

Mission Stmn Rutes
Night Assault
ing rules

played with the Night

Murder in the Dark: Tne Necrons have prefigured their
attack by infilating swarms of bloodswarm scarabs into

the ares, nfecting systems with corrosive energy surges and
fanding murderous flayers n the midst of their enemy At te
start of the firstturn, the Necrons player may select D3+1
targets to suffer a Murder in the Dark attack.

Any unit, fortification or vehicle, including any held in reserve,
with the exception of independent
thout an Armour Value suffer D6 Strength
ehicie or buiding suffers a single
Hayw janed as the attacked player
wishes on the affected unit, and have no effect other than to
cause casualties or damage.

‘The Walking Dead: The Walking Dead army must be chasen
{fom one o th armies avalabe tothe Defender i
campaign. However, al units, other than vehidles, 1ose all
special rules not originating from their wargear andiinstead
gain the Fearless, Slow and Purposeful (replacing Reléntigss

if present) and Feel No Pain (6+) special rules. Their Weaport
Skill and Ballstic Skil characteristcs are reduced by -1 (to
minimum of 1), and their Initative scores are reduced to 2in;
all cases. Models taken from a Walking Dead army may not
use Psychic powers.

Example: A Terminator squad chosen from Codex Space
Marines as part of a Walking Dead force retains the abilltyto
Deep Strike and their invulnerable save (as these are provided
by their Terminator armour), but lose their lsted rufes of
And They Shall Know No Fear, Combat Squads and Combat.
Tactics, while gaining Fearless, Slow and Purposeful and Feel
No fain (6+) +




THE BATTLERIELD.
m; mission i played on a recommended table size of 6' x 4'

up into three sections, with the middle

the Imperial outpost.

ik e e

#@e atiacks there, :ney B et dy v o
- black swamps during the midst of a massive storm.

o cainst

 who then goes on
{o plce thr Frications aywher ey wh s s
central area

From the

2 fortfid miltary utpost. The Imperial side as the Defender
, but holds a strong defensive position, so the

Negron Attacker will ot have things easy!

The Armies

0 B oo et b b
10ns)should have twice he forces at ther

cispes Mipeirenens

The remaining hould each feature D3+2 terrain
features appropriate to Hydroghast, such as sinkholes, junge
trees, rock piles, marshes and ruins set up in a mutually
agreed fashion.

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

the gamels for the Defender to have 1,000 Domts at mw
dispesal and the Attacker 2,000 points. The Atacker may not
- takeortfcatons i ths mison-

deploys their forces into the central zone
f e bt Only Imperial forces capable of deploying

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

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

two end sections of the table, but not within 12" of one
of the Defender' units o fortifications. The rest of the
Attacker's army then deploys from reserve, however it does
S0 commencing the start of the first tun (rather than the
second). The Attacker' reserves, unless entering via Deep
Stike, may do so from either short table edge.




Mission Speciat Rutes
Night Fighting: This e applies to the fifstturn of the
(s page 124 of the Wormammér 40,000 uebaokISs

s has the first turn In this mission

3
jmession uses variable game length (see page 122 of the High Gravity: All non-template weapon ranges are. unmis A
40,000 rulebook), bei i

jame the player with the most Victory in addi

wony the game. I both players have the same jump pam ather than 12" Jetbikes and sk

Viiory points, then the game s a draw. move a maximun of 9* in the Movement
Turbo-boosts and Moying Fiat Out are unatfected):”

s mision s amnhatonfoc the Attacke From the Mire: All of the Attacker units wih the Infanty -
fender. At the end of the game, the type have the Deep Strike special rule for ffis mission.f they
I e Vi) ot o sch eney i o ot already do so. However, they may only electto Deep.
i e compi e destroyed. The Defender gains 2 Victory - Strike into one.of the table’s two end sectionsyrather thaty
 their units that survived the battle, Units the central section.
= faing back at the end of the game of that are in

as having been destroyed Fortified Position: For each full 1,000 points i the Attacker
army, the Defender may take up 10100 points of additional
Fortfications —muliple Fortfication choices may B@éelect

fary Objectives
Sy e Warlord: £ach Warlord slain during the game is worth
ey pont



The BaTTiERELD
‘This mission is played on a recommended table size of 6'x 4.

up into four equal quarters.

The stone
(O et i e s ok

jumns, obelisks and fallen statuary are al
appropriate a ate ravines, rock piles and mesas

DepLovMENT
Once terrain is set up, both sides rollfor their Warlord trais.

lhﬂhunlad Palace, while battiing against a Necron vanguard
force intent on using the power nodes to actvate the stasis

tomb fa below.
The
The Imy ‘player has 1,750 points available to them,

chosen
ortica
The Necrons player has 2,000 points of forces available
e, chosen as normal for a Batte mission with the
exception that they may ot take more than a single Heavy
Support choice but they may, N d!!lt!d take an additional
‘Fast Attack choice as part of

ormal for a Battle mission, but may not take
ion detachment.

Both hold half the unitsin their force
(numerically) in reserve. Units which must begin the game
in reserve anyway (such as Fiyers) are not counted when
determining this number.

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

After the forces have been deployed (ncluding any
infitraors), two objective markers are placed at the centre
of each non- dep\uymen\ falequer, nd n adtonsd

“The Nectons force may not \ike an allied detachment for
this mission.

the table
e s w06 s it
direction from their starting location. f this would leave any
objective marker less than 6 away from any other, within
impassable terrain, or a terain feature designated as a
buiding, or offthe table, then scatter it again.




iside which deployed first has the first turn unless their
grment can Seze the Intiative

Lenath
mssion uses. vanab\e s length (see page 122 of the
faemmer 40,000 rub

cromy CONDITIONS

fShe end of the game, the player with the most Victory
= a5 won the game. If both players have the same.

meer of Victory points then the game is a draw.

s
jectives in this game are worth a variable
ctory points depending upon what they are -~
= ot uncovered until a unit comes into contact with them
e Mission Special Rules).

‘Secandary Objectives

S Warlord siain during
Bcory pont

‘= Biood: The first unit destroyed in the game is worth
% Wicsory oot o the side that destroys it

=t Man Standing: The side with the most units remaining

Mlssu:m Speciat RuLe
Wastes, slumumg Guardians: All Reserves 10
madt by either side i this warzone must be re-mlled.(

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

from play.

Archeotech Artefact: See page |
Warhammer 40,000 rulebook. o objectie s -
worth 2 Victory points. A

Deathtrap: Al urits within 206" must passa
Leadership test or be removed from play. Vehicles
instead suffer a single Haywire hit. Afterwards, the
‘objective is worth 1 Victory point.

Resurrection Node: Necron models within 6° may
fe-oll failed Resurrection Protocol tests.Iperial
untsn possession of this cbjective at the tartf
their player turn may instead opt 1o destroy the
node by rolling a 4+ on D6, f this s done the.
objective is removed from play. The objective fs
worth 3 Victory points f held by either side, or

5 Victoy poins o the impera player i destoyed.

hen asmmumumm«w h—



LEGENDARY MISSION: TOMB RAID

The BaTTLERELD

This mission uses a 4'x 4" playing area divided into quarters,
just as for a standard Zone Mortalis Spearhead mission.
Terrai fo the game s st p as standard for the e

, with the exception

en located either deep within  tomb complex or on-board
pmhamr whose destruction might turn the tide
shatch victory from the jaws of certain defeat.

Thes mission uses the Zone Morta fules found on page 210,
arid Unless noted hare the Zone Mortali rules 3pply 1o the
mission inall cases.

The Anies

‘The Imperial force, which takes on the role of the Attacker
Here, has 1,000 points available o it with the usual
cam@!‘ posed on the Alm:kev in a Zone Mortalis

{52 3p8iehes foce and a eseve, s pe asancard Zone
Morals Assault mission.

{The Necrons, who take on the role of the Defender, have 800
points available to them, with the usual restrictions imposed
on the Defender in a Zone Mortals Assault mision (see page
216). In addition to thi, a single Cryptek Vizier is added to the
Nectons force at no cost (see Mission Special Rules opposite).
This force should be dided into a spearhead force

eserve, a5 per a standard Zone Mortals Assault mission

ints of Zone Mortals stratagems are available to each
side in this mission

b cane o e
ottt 2 possle,pefrahy sround 12* e and with
multipe access points,

A single objective marker representing a vital component
of the Necron tomb or invading vessel, etc, i placed in the
centre of the open central zone

Dertovment

The Necrons player picks any two table quarters as their
deployment zones and deploys first, placing their spearhead
force anywhere within this area. They aso deploy the Crypiek
Vizier anywhere within 6 of the central objective

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

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

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

Deployment
ZoneD




CLASSIFYING THE ENTRIES IN THIS BOOK

000 Apocalypse Unit: Uits with this stamp.
ed for games of Apocalypse and larger games of

L

‘Warhammer 40,000 Unit: This unit is intended o be used
in‘standard” Warhammer 40,000 games, within the usual

E:m;a use super-heavies and other highly
units. v

limitations of C

charts. As with al of our models these should be
considered ‘official", but as they may be unknown to your
opponent, i best to make sure they are happy o play a
game using Forge World models before you sart




Mission SpeciaL Rutes
has the first turn by defaultin this Cold Void: See page 215
iperial player may Seize the Initative by
taking the frst turn instead ive: The obijective has a Toug! A
3 Wounds and'a 3+ Armour Save. Al Necron models withil
67 of it have the Fearless special rue.

il the Imperial player has
ve and the Cryptek Vizier. ‘The Cryptek Vizier: This model has the profile of & standard'
Necron Cryptek (see page 32, Codex Necrons), and is
Wicsosy Conomons equipped with a Staffof Light and a Phase Shiftr.

- me, the player with the most V

f both players have U

y poins, the game is a draw.

tory points
Cryptek Vizier
2 Victory points o the

‘ Z
e s destored, he 5 worth 2 Vitory
Sy Objecives 3
oot 7 :

 first side to destroy an enemy unit gains,

Jemion Assault: The side which has destroyed the most









the

denied to them. Then there are those who have awoken
undone in mind or body and, ingued and despairing over

come 1oits
i e

i ancient
preferred

theirlot,

the Destroyers, who abandon et enmm
‘or become the most abhorred amongst the Necrons, the.
Flayed Ones. Withi these terifying creatures is a madness

a strange
forces them to feast uselessly on the flesh of the fallen, their

b ek ciiatnevb st axx;m their
g-annihiation of i oot Methey

b hat also

corrupts their self-repair protocols so that they re-fashion

their bodies into forms more suited to their murderous

procivities. It s o thislatter and most terrble curse that the
ong been most singulary pry.

séclamation of what were. lhe outer mnges
domam avolume of s

Heaven, the dynasty of the Maynarkh
held a sinister reputation among it brethren. While their

1 of thefrierraches o mg Orpheus

 of what was waking in the outer darkness, «w
of

nou e was a savagery
and malr(e about them that the othr RoyalCourt found

ruthlessness howeve of great use to e swm King
anu blmramlevente did not purge the darkness within

nia; nd distractedby its own stife and insular de:ay,
jf&tnpemm s woefully Unprepared for what has befalien
Quing

it, emptying them of anything
it may once have kept it i check. Due to the

'

y . signi
ters of billons. Now an invasion on an apocalypic scae is
jwith scores of worlds simuhaneously attacked and
the Necrons without warning, and with a speed
<rushing force that has sent the entire sector into
and out. Theskies of the worids ofthe rpheus Sector
the sinister crescent
. warstips, mountans have been shattred and contpents o
whie by
legions of silent
nae unliving legions care nothing for iy fealty or
of those they kil nor do they find pleasure in such
allife

3 beﬁive them s extinguished
Touched by Madness.
The

5 %‘ -
¢ JTpEGcseses a st of pover ealid by any
7 of the younger races that now squabble over the carcass of
B iy i v thamiaves up o the et barin
of

tyranny of the command protocols implanted during their
. the Maynarkh unflagging

Soders i the war againtthe C'an an the rec-handed

agents of the Sient King's wil

Not even the great overlords of the Necron crownworlds
wellremember the batles against the star gods, for causalty
el s cmopnd bt fresurisahd o dsmenbr
the C'tan, and the Silent King was wont to
o the treadil wespors enployed o s
\wariorsaer e fac 1 ea of hat mghtater be e
with them. But legend has it that it was at the hands of the
Maynarh, an by the wil of the Slent King, hat the Can
Liandu'gor, the Flayer, was not
ot ot 4] st the moment of hisdeath he visted 3
5, who were infcted with an echo of
this dark entity's pe hunger for ife.

This may hold some slver of truth or may be no more than
an outright fabrication whispered by the rivals and enemies
of thaMamskt Dyt efoma e, Regardes st |

it fthe st msvameswmc-mmw

et ife, the petty.
fraiftes of flesh. Their millennia-iong slumber 100 has led

Fayer
Maynarkh and its legions. M!h\s affliction runs deep. nd

o slow decay and
and catastrophe. Even those, such s the powerful Sautekh
Dynasty, who have survived the sleep of sixty million years
largely unscathed and have resumed the ways of Necron

often pi igh their ranks, rotting the dynasty.
101is black-hearted core. The ‘stench of blood that attends
10 them therefore saw them all but outcast from their kindred
during the aftermath of the C'tan's defeat and their domains.

hafbout those among their hierarchy whose minds have

become eroded or who have been corrupted mentally by the

weight of acons. Some are subject to delusions of what once
was, are amnesiac or suffer from sudden bouts of paranoia or

and turbulent reaches of the galactic
south-west at the edge of the beyond where once, in the
cold darkness, they had hunted across dead worlds to purge
the last remnants of the Old Ones' servants during the dying
ages of the War in Heaven. Even when the Great Sieep was




kh and the Atun

estruction, 5o
\em once and for all.

m yet and ensured
y from interlopers, but

their machine-minds
horror, the Maynarkh
ot far behind the
tary might, they
and supremacy by the
ei ill-fame. Such indeed
uid set aside feuds
temporarily, to ensure that the
ver-prosper in the endless rounds
and intrigues that typified the
before and after they gave up their
" turn led the Maynarkh 1o take what they
inrelenting aggression where more
rred to them, and what client dynasties
-  to their power they did with the threat

ors of other dynasties might have
Maynarkh's legions and nobies for lack of
ic elegance, none could deny the brutal
armies of the Maynarkh Dynasty.

- vorsened as time progressed and
ibers of the Maynarkh's upper echelons

= 10 fact, In proportion than the near-mindless

uled) began to fallto the Curse of the

Mayrarkh that didingt
nstead began a tortuously siow descent;
into homicidal madness, unti only the twisted echoes of
the ancient wa codes and vaunted honour of the Necrons
remained. Lostlike ghosts in the matries of their android
systems, the rtualised patterns of warfare to which they
had once fanatically adhered now formed compulsiofs 10 £
be dealt with before a fresh genocidal saughter could be
enacted. Meanwhile, the Maynarkh Overlords themseives
demanded ever greater numbers of a bewildering variety
of war machines from their Cryptek servants with whichito
/2ge war and maintain their outward strength against theig
many enernies

succumb outright

Dreaming in Darkness

It might have been supposed, not least of al by the Maynarkh
themselves, that the Great Sleep when it came might spel
the long, siow death knellof their dynasty. That, in the silence
of the stasis-crypts over immeasurabe time the curse would
have its way and what would awaken at last would B no
more than a tide of mindless ghoul-automata without cause
or reason but to slake 2 hunger that could never beisatisied.
This indeed had happened unexpectedly elsewhere through
the vicissitudes of dark fate, such as with the Bone Kingdom
of Drazak or, in the case of the benighted Oroskh Dynasty,by.
the insidious instigation of the Eldar. This was not, hiowever,
tobe,

The worlds of the Maynarkh slept hidden to all but the
Triarch Praetorians, set to stand watch over them by the
Silent King, and the sleepless malice that had fashioned their
layer after layer of concealments and murderous defences.
Founded on the galactic rim in an area routinely troubled by
violent celestial phenomena, particular attention was paid 10




worids with solar manipulator
lux generators, at greatcost, to -

" perhaps though their own inherent bloodiust, some of the
y and istance,

perh
8l sk, ForGon 4 e

w‘sxméhh forces of mua«mm&z ‘Wil e

“would take hold in mm hours, in some years and in others

fitteto it centuries come to
r.xq!wfm fruition, but al bore the Mark of the Flayer upon them like a
stain. Howeverin the mind of each Necron Lord and Cryptek
o S realsation that even
ol an organic form might well be
dmndmlmnbimemmﬂbbui“ﬂwvmandma
\ and truly they were lost

o dbeﬂswmdws&k locate and destroy any
on gentre or star vessel o that no wiries or
m would remain. Such a plan could have

Many fled from this reaisation into delusion and madness;
some embraced a nihilstic hatred of alife, while others gave
themselves over to carnage wholescale, embracing their own
end. But what saved the Maynarkh Dynasty from falling into
a spia of sef-destructive anarchy was the inviolable willof
its ulers as the deepest and most heavily protected tombs
opened at ast and names were uttered aloud for the first

time in sixty s thl ‘which had once

R biatotekh the Jackal m-gemqw hunter of the void;
e

10 summon thei awakening, 3 configuration of
jal movement, 3 sign in the black heavens which the
e of the Canoptek nteligences would register im’

roc; Maktlan Kutiakh—
hewors Kitr an naly Phaeak K blythe Mother
of Oblivion.

js mark an end to their aeons-long vi
Binarysars.Here 10 Nectonssimbered, but on m

order 10 the awakening
tomb workis and tock mw\se\ from the corroded and time-

t0od vigil down the corridor of
e he Chroneamances he s o hes strange

heser by h i b ot Shent K,
tion of other, more nightmarish, forces or simple
€osmic chance, in the year 990.M41 by the Imperium's
ning the Caracolbinary stars went supernova. Their
shredded the ancient haunted worlds m.u orbited

the veils of space and distance. In arless
black vaults of kiling cold they took stock of their domains
and the upstart vermin which had infested the stars in the
age in which they had awoken. Slumbering tomb worlds of
other dynasties nearby would either bend the knee or be
abelled ihemselves and dealt "

s memmmergy that, because of the Boinen cat
vlf transmitted as a shockwave of blind lcl(e
‘ini@the Warp beyond, The pattern of the stars was forever
. changed and the cursed Maynarkh rose.

the Silent Ki g

o , and nothing
p the Maynarkh from

Their course of action was clear—genocide; the systematic
anninilation of al lfe that opposed them, but first they would
display the patience of a spider spinning its web. Borders
would be probed, legions marshalled, war engines tested,
enemies isolated and identified and plans lid. Al this would

Onslaught
The Maynarkh coreworlds awoke and hungered. While
screarmi

andinsane for blood and flesh, many more quickly
* succumbed in the aftermath of the great

that had been usurped by
the vermin dentied s Mankind” were awoken beneath
the

the stasis-crypts, forming ravening packs of Flayed Ones
that haunted the shadows in a fruitless quest for siaughter
However, hundreds of thousands of Maynarkh, from warrior
10 Lychguard, were spared that immediate fate and rose from
their armoured tombs in serred ranks ready for war. The
Curse of the Fayer had ot undone themn al, but instead in

thought them theirs. Only
then would the legions be unleaxhed hundreds of thousands
of warriors, millions of Canoptek constructs and warships.

t an honoured

foe, but a dark harvest of the lving—an extermination
campaign on an interstella scale and the spois of war—the
flesh and the blood of the slain would be harvested and gven

Siging e ronancy
flections of itself and corrupting

remained of the personaities and drives of the. o proud
warriors of the Maynarkh Dynasty.

10 appease the the Maynarkh as a mercy.
for the affiicted... and no other reason, the souless nobles of
the court told themselves, no other reason at al.
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‘simila size.

Pylons s a ong range ‘ontinuous beam’ moleculr dsruption

cannon (see Ordo Xenos file ‘Gauss

Weaponry). Alternative
armament types, including coherent thermic ray and particle
reported
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The majority of the Necron forces operating in the
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