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shing work on Imperial Armour Volume 3,
lly turned to what Imperial Armour 4 might be. My
ginal plan was to deal with a massive siege-based campaign,
d it came down to a toss-up between Orks and Chaos for the
ch book will always be ‘Imperium versus’, as the
mperium is the natural viewpoint from which to see the
Vs b i mer 40,000 universe. The reason for this decision is that
story from the point of view of an alien race is (I believe)
sible. They are aliens, they don't think like humans, so how

we understand what motivates them? It has been tried
efore and, in my opinion, always fails, because the aliens just
ome across as humans that look different, and not very, well
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After long discussions it was decided to go with Tyranids — the
reasons are too esoteric and long lost in the mists of time (I don't
actually re-call why!). In the end my synopsis for the siege
‘campaign book was filed away for another day, in favour of a
campaign on a very different scale. In IA3 we dealt with a full-
blown war, a conventional conflict of tanks, artillery and aircraft.
This time we have focussed on a far smaller, more personal
peration. Armies do not do battle on Beta Anphelion |V
~platoons and squads do. Actually this scale of operations is far
- better suited to Warhammer 40,000 games, being of about the

size the rules deals with.

- This campaign features the Tyranids fighting in the mist
~ enshrouded jungles and swamps of Beta Anphelion IV's Cird
Xenos research facility. The story is told through
" Inguisitorial reports and via narrative text. This -
| an experiment for me, telling the story of a comp:
- Such a way has proved problematic. Will the rez
‘what is happening, as well as when and whe
- Understand because | created it, but | do think
- readers have managed to stay with the story, so hops
- book’s complexities will not put off too many readers.

‘ lion itself is an environment designed with the Tyranids in
“mind. Itis a dark and horrid planet, cold and damp, shrouded in
- mists, with a dangerous atmosphere, and eerily silent. The kind
of place you would set a horror film.

AS ever, the book is made by the great models. Firstly, the
Anphelion base itself. It brings a whole new dimension to
Warhammer 40,000 games. Corridor combat — veterans who
- recall Space Hulk will remember, is an exciting addition to 40K.
Stalking corridors and clearing rooms of Tyranid nasties makes
for great games, and the base looks fantastatic — a great spur to
e imagination. Of course we are well aware that there are
ifi""“ O cannot afford to use the Anphelion base, so we have

e I

icluded floorplans in the Appendices. These can be

ohotocopied, enlarging from A4 to A3 (141%), to get the correct

Size. Once mounted on cardboard and cutout they can be used
create maps inside which corridor combats can take place.
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f.ff;.-;_i:: us to add new models to our Elysian

3 'r"éf*:i-; 5 there was no time for orginally, like shotgun
veterans ‘and special equipment like long-range ground
. We did the same with the Cadians, the conversion

G respirator heads all came about as part of the
“foject, as did Red Scorpions’, and many new Tyranid
1 1arge and small. We looked hard at the Tyranids,
ehance to add not just more super killing-machines,
bile creatures like the Malanthrope and Ripper

st not being Carnifex-like in their battlefield

elp flesh-out more background on the

- [
1-' I

very different way of playing. In {ﬁ" L v
has no chance. For example. in
cannot ‘win’, the challenge

e =

to bend the forces to match their miniatures coljar * Teel frgg
as players swap like-for-like, it won't mat?:rci?“:cg?p#ﬁe
arn:led with a venom cannon or more scythin ""‘::T.."Eff-"
Chimera’s main weapon is changed. As long gas
change forces to be WYSIWYG, then it's OK. Dp —1
Chimeras for Leman Russes. o '1'-;.21

Readers should be aware that the events deta
: , alled e
Important in the great scheme of the W o i

: arhammer 49 oo
universe. The great Lords of Terra will never hear "

évents, or even care. Nothing is at stake save one Ordo Xenes

Inquisitor and his forces. In the Imperium, they will not be
missed... T

It would be remiss of me not to thank all those who have helpas
In the course of writing this book. Feedback to the Impe
Armour inbox is always useful when writing rules. As ever, the
book supports a fantastic model range, without which this book
couldn’t exist. | think all these models have added great depth
and detail to the Warhammer 40,000 universe, from the smallest
Hipper Swarm to the superb Anphelion Base itself gaming
‘ables inspired by the Anphelion Project will make for great
70 games that are fun for both Imperial and Tyranid players.

|

Warwick Kinrade

Feb 2006.
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This book is not a stand-alone supplement, reference I o
other Warhammer 40,000 publications and you !!Il_:_-' :
helpful to have read these before reading this boalfl-, "o I :
book in games of Warhammer 40,000 you Wil odayes
Warhammer 40,000 rulebook and the following %
Imperial Guard, Tyranids and Space Marines. Sor ‘ Ve rules
vehicle mentioned in this book and used in Sce_ﬂﬂg;_s gt
that appear in Imperial Armour Volume 1: Impe 2 e Mall
Imperial Navy, and Imperial Armour Volume 2: pace
and Forces of the Inquisition. Having these f

playing the scenarios and enriching the backgrott™

¥
E S
.

For updates on this book and other Imperial ArmOUf ==
our website at www.forgeworid.co.uk.
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med W m m ed ons 6th company. -
s mulmati etthe Rct[ ifz::::ad throughout the campaign
3 orbacl: - s:grt for the company’s 9th Tactic
This vehicle was the tran
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5_ ty of the Immortal hmperor of Communications have been forﬂardﬁd
.f i !”fim mission briefing (and any Legio Astartes Red Scorpions' batble
3NSC 1pt thereof ), are classified Auel's Bane,

with a request for assi Stang
It is our understanding that a str'ika

has been assembled and will be placed a:t;
the Inquisitor's service,

r-:u*" for Ordo Xenos Inquisitor
‘“ lomon Lok (or his duly appointed
| deputies), eyes-only.
Priority Grade: Omega-Absolutun

L

The transport vessel Cephestus has alsar 0
eta Anphelion IV been seconded to the Inquisitor's service
-"m{ '35971350 MLl routine astropathic {‘I_JH .L. d:: wimarked freighiber UBdSs the |
,,,cation with the research facility o command of Captain Mordin. ‘fhe Inquisitor's

“ 'l! ll 31101'1 IV was brOkBIl. IleDCuLL_J _ uLCl ﬁ"lbdlﬂk fOI‘ AnDhEllon IO 13.1;31‘ L

SC.ML1, and B
5 to re-establish contact 1..1“. A s Jt.h ; Salsce bESt' c?u;:e 11:'0
11 ‘ﬁy's command complex have failec: " r":"]h,),_;'i,e ;es t,e;or;;g;sth er:;ttlel i
S a matter of some urgency that co: i X .I‘ th =
-.’;‘.....,1_ ablished, and to this end - aKe COUNSS Har i

-'-q.l_- L &

; __:._:_-.-.: -1

gation team is to be assembled _'j'“f' 615L850.1b1.
er mnr command, and dispatched to egin no later than
-Hf— :tan System in order that this
"f}‘:“w and rectified.

4 r

3
L

1S mission briefing is the

L survey ot of ;»:_':;'
SRS Y Suspicion that the facil ity at ok T DA ;J‘; ize :ﬁ: E:E;gifz?ntorsg”
wl - 313.32 ﬁ:rg::c:f e:ctt’.he tJ: Ocstlm‘ Ok it c;‘a;ely ; all the information availabl
dements within the ﬁga{usj has been included. Special notice should be
Departmento Biologis. ‘The holv made of the highly dangerous and possi Ly
_' } the Emperor's I‘af‘ot' h J prohibited nature of the work being | ﬁ_
,j«is ch, but the In Bieitor should undertaken on Beta Anphelion IV, and the
B o readin and 7 e, Hoohns alien climate his forces will be *"‘
m -ous nafure ogu T e X for the duration of this mission. Erbr e
BT 2 BRSAOL, caution should be exercised at all times.
”ﬁ_ its have been assigned to -
tor Lok! ?-L command for the duration: On arrival at the target location you
Jadian 266t 1 regi --;_-t (see should investigate the reasons : w ?*
ey o TR or commmicat.ions and seek proe th
e baﬂn taking Plaﬂe Gn Hﬁ“ﬁa Anph -“-*‘r“ 1V
-‘i‘] achment D-39 (see e:t‘i'""_;___{_-‘-; s shoul me recover any
8 ;-I.q:i'“_‘_.-r."_‘.-“r,:_ -;_.., lread, bean . j‘_:' '.f‘;.-n.'_li.-_.‘“‘ir" .
-'Ir‘._"“y‘i“‘:";h: F-‘ II_ll':J‘ aﬁY nl‘M_‘;_, :-:--_:.-:J;ii“-’i'i“"”'
1: ';;1:-.. =y " |II II r,-__u_r ”1 'f.fk “ |' vﬂ"g"‘{'!‘ﬁj”]iy‘__%.\f
us ,“, . _‘ T :: _~1. _ |



Autosav ant _:Yassil

;:\_.L,.rf £ -m ardars confirmed.

‘38 by request of fwrther
, I'eagarding the nature of the

(our orders refer to 'the dangerous

:_H 11 the mission' and 'that

nger an;:l unsanctioned research m..,

f' ta * place on Beta Anphelion IV'

nrat. illmnixmte any further exactly

_“ is. 1 must recuest f‘L_ her
w“ bzlem 86 that the natur X 7

Wr ;' am to encounter is cle

c “f’?ﬂ only assume that by the i
-’f “'":c G Astartes strike forc
ﬁ'-’_:.“? ﬁiﬂg is extreme. A sh

oy

generally indicate
i:...ie-'ri_:;:_'-::‘._: ”1': 'not be worthy of

s .-_':-- nest troobs,; and
-y fﬂr ba it from me
he _ar your Lordship,

ot the Astartes Red Sc

eaﬂuan the basis of the
Ling, until I receive your

Inguisitor Lok,
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ihgt[nn: 3 planets (Alpha, Beta, Gamma). None
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upBnitec. | AN-
surveved: The rded survey of the Anphelion system ( :
Eh:sﬂlr:tMre;so by Rogue Trader Count Van Meer during
expedition through the Ordon Rift. |
cummary: Twin low-density, hydrogen/helium rich gas giants.
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ngle ice world. No indigenous life.
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II ~ Inne '.-l'biamts: Alpha Anphelion - gas giant
;- Beta Anphelion - gas giant

Gamma Anphelion - iceball, no atmosphere.

Alpha Anphelion -3
Beta Anphelion - 4
Gamma Anphelion - 0

| Mrolds: Two main asteroid belts separate Alpha Anphelion from

| the sun, and Beta Anphelion from Gamma Anphelion. At this time no
| survey has been made of these asteroid belts for mineral resources.

g Comets: 2 major, 2 minor.
; BETA ANPHELION IV
~ Beta Anphelion: Type R hydrogen/helium gas giant.
| Satellite: Fourth moon of Beta Anphelion.
| Size: Equatorial distances 1,600 kms
Gravity: .99 G
- Population: 0. The Research facility supports approximately 1,500
. personnel.
~ Rotation speed: 1,600 mph. The moon’s high rotation speed

~ makes for short days, but its orbit around the parent planet means it

~ is normally exposed to reflected sunlight, with only short periods of
~direct sunlight.

. Orbit: Distance of the orbital ellipse varies between 270,000 kms at
~ Its closest to 310,000 kms its most distant. All of Beta Anphelion's
| satellites have a retrograde orbital route, travelling in the opposite
| direction to the parent planet's rotation. This suggests that the
| satellites were originally large astral bodies that have become

~ Quter Planets:

=

Satellites:

- rapped in Beta Anphelion’s gravitational pull.
 Climate classification: Cold — Exotic. Ammonia-based.

+
-

_ ean Surface Temperature: -2 to +4°C
:'I,-".'.f;._f,"heric Composition: Nitrogen 78%, Oxygen 19%, Argon
| ﬁ;,_...-mmnnia 0.2%, Argon 1%, Ozone 0.8%, Carbon dioxide 0.2%

— b
7L ——

Climate: Cool to Very Cold. The climate is highly changeable,
| ©ePending upon the moon’s position relative to the sun and its

parent planet.
Ne moon's orbital ellipse exposes it to short periods of direct
r: \__.__-:;wha,n thg mean temperature rises dramatically, to
. mataly 5-10°C. Exact temperature is dependant upon the
s relative distance from the sun, based upon the parent

'S position on its own orbital -
 position ¢ _ route. Reflected light from the
; g!antsxposas half the moon to a weak sunlight, helping
6 pianet's day- il ature around 2°C . The short
=190 caused by the moon’s own rotation sees the
: to significantly below zero. During this period

- Special cold-weather protective equipment must
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Polar Caps: Southern and northermn polar car
o ops: Southern and northern polar caps

naffost with ton nermic activity. The polar
totally o mperatures falli as low as

YV Nostile to meast 3 . .
t{,:ﬁ&ilt._c.d,%:ﬁ 0 most forms of life.
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vatlghm;gm e swamplands. This water can

deposits. These form the vital nutrients and the components of
proteins, nucleaic acids and other cell constituents suitable for plant-
life and its supporting bacteria, enabling them to flourish, For the
moon's ammonia-bazed flora (see below) these are rich organic
compounds that ac: ke fertilizer, allowing the plant-life to flourish in
areas that are ! »t. On Beta Anphelion IV the higher ground
IS commonly ¢ ‘anse jungle-like flora.

Climatic Ph monia clouds.

Mists are | oon's rotation, distance from the parent
planet and ir pressure to rise. Micro increases in
ground leve cause liquid ammonia to turn into gas,
and falling 1 Il cause atmospheric water vapour 10
condense. T ‘'orming a low-lying heavy fog, with the
ing odour of ammonia. These low-lying

distinctive shar;
mists can form and vanish within the space of a few hours.

Clouds are formed in the same fashion, but the clouds are
effectively huge fog banks, which can takes several days to clear.
Within the fogs ammonia concentrations will rise to dangerous
levels, and personnel must wear full protective suiting and respirator
equipment to operate inside a cloud bank.

Inside large fog banks the ammonia level in the atmosphere rises 10
dangerous levels (for a human), where prolonged exposure to the
corrosive mist will cause skin irritation and burning to the eyes:
Inhalation will cause burning to the throat and lungs and prolonged

expose will eventually cause death due to the respiratory tract
failure.

Flora: The moon has a wide variety of ammonia-based flora, thgz.
flourish on the highly fertile nitrogen rich soil. The flora's qm:no-BClce-
are built on liquid ammonia and cesium based salts which repla

the potassium and sodium based salts of terrestrial life-forms. Fﬁg'
this exotic biochemistry trees, vines and bushes have evolved W e
do not photosynthesis to the same extent as other flora. They ]
exposed to very little sunlight or heat and as a result and do -
contain the chemicals to create the lush green canopies Seab';m A
other jungle worlds. Instead, the flora is generally very dark._ an "
predominantly grey, black and brown in colouring, and lﬂd"_";'-g'm';' g g,
abundance of leaf growth. Algae and vine growth is moreé comm m@? g
To untrained eyes, the flora of Beta Anphelion IV would look s
dead, shrivelled and decaying. In fact the flora is incredibly monfﬁi“’"
surviving in low temperatures and thriving on the heavy ami=E

rich mists and clouds which also help feed them. N
Fauna: No native fauna has been recorded. |
Economy: None.

Society: None. The research facility includes

Technicians, Servitors, Menials, and a garrison of 300 men- |
Water Supply: Water is present in large quantities !f

‘atmosphere and surface water (heavily polluted with amm=

: e %:im *"h:u;. =~ 11
urified for human cansumption. Part of the research (&%
s ure includes water purification. PR |

= 1
! - - i i

R A =
JOris: None,
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fwhjff jtor Solomon Lok, as recorded and secure them for our Subsequant '-' !
‘"'f" 1gyal Autosavant Wassily. landings ‘.-i
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3 *‘ o o 3 Anphelion Systen}_ AS well & Lhe u—'UdCE L’;arlnes, 't-he_ J “'; _:_
& hin my force havﬁ lsg t
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: === ' 1T'00Pp **eglment},,.l [
b "'h lion Systemn and Dzenalatlwr Lor L gt to f"”” !
Ao | s for “oth Cadian reginenbi Sl
; v-_;rﬁt investigations into the fate br i uecurlty ofu ;vﬁﬁf
k - Oof Beta Anphelion IV have begun. Bi Leam and my OHﬁEK =3 ‘
. Pite repeated attempts, the r B 8 ;u;?ace. Idof : 3
) Bephestiis has failed to make contact PhTRC ~stion to last JongSESENN
& | . writ A the control centre on Beta :1r  | 'f“*.L“J"d“f;Plan*li;“;% |
- }Z;E'iz;px IV. From this I must conclude w?lF” bime bie LepnesisE has-'ﬁﬁ??é;ﬁi‘
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MISSION TIME: 8 198 850.M41

LOCATION: Anphelion Base Command Compis
TEMPERATURE: 2°C

VISIBILITY: 100m - falling

AMMONIA READING: 0.17% — low

The great armoured bulk of the Red Scorpic
descended the Thunderhawk's front ram;
darkness and mists of Beta Anphelion IV, 1iit
the gunship’s landing lights and their Tact
armour’s integral spotlights. Each heavy i1
deadened by the thick white fog. Helme
crackled into life as storm bolters and assaui:
the surrounding jungle for targets.

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

The three squads moved out, one after another, moving with
well-rehearsed coordination as they approach the command
complex’s outer buildings. Emerging through the mist, the
Tgnmnators identified an entrance and closed in. All was
silent. All was still. The base seemed deserted, no lights
shone, no machinery whined, there was no sign of power.

At the sealed doorway his battle brothers stood sentry whilst
Sergeant Darak activated his chainfist. With an angry growl
the diamantine tipped blades roared into life, @ whirring blur
as the white lightning of its powerfield crackled In
coruscating patterns about it. The metal of the doorway
screamed its resistance in a shower of sparks. The din
shattered the silence as the chainfist sliced deep, clean
through the door. Four seconds, five seconds, six seconds

~ Passed as the sergeant cut a new entrance for his squad.

.- er\ a resounding clang the old door fell inwards, revealing

‘only a pitch-black corridor beyond.

~ "Squad Darak advance. Brother Dayn, take point,” ordered
- Commander Culln, and without a word his squad moved in

Ron e. Brother Dayn’s assault cannon nosed through the

Anphelion Project
|

'.. gy =
| .:. ?‘-.: ;
{. . AN

1ill smoking doorway as he stepped into the command
qolex. The other squad members followed behind in
file, the corridor being just wide enough to
nodate one of the massive armoured suits at a time.
Iy they moved forwards, checking every corner and

' as they advanced.

e Terminator squads moved forwards, corridor-by-
yom-by-room, with only their spotlights to guide

rough the darkness. Slowly, methodically, and with
~ised ease of decades in combat, they advanced in

of the control centre. Without any power supply each
had to be noisily cut down, but nothing within stirred.

= Terminator sergeant’s in-built auspexes remained clear.

No contact.

The three veteran squads moved deeper into the control
complex, until Commander Culin and Squad Darak located
the command centre. It too was deserted; no lights blinked
on the control panels. Culln checked the air purity, his visor
display flickering to show the chemical breakdown of the air
sample. “Air is within breathable parameters”, he announced
as he broke his helmet seal with a repressurizing hiss, and
pulled it off. The air was dank and cold, with the faint taste of
ammonia, but it was nothing his enhanced metabolic system
wouldn't cope with. His communicator crackled into life.

«Al| stations, Raum. Garrison sector secured. No contact, but
there are signs of combat. Blast doors have been sealed,
there is some impact damage, and also what could be
corrosive damage. There was a fight here, but no signs of

bodies. Over.”

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

“«Commander, we have swept the lower level, no contact.
This facility is deserted. Squad standing-by. Over”

“Confirmed. Raum, secure the perimeter. Rael regroup at
the command centre.”
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RED SCORPIONS’ TERMINATOR T

This is Brother Dayn, veteran S '

' \ pace Marine of the Red
Soqrprons Chapter, 1st Company, Squad Darak.
During dep!oy(nenr on Beta Anphelion IV he was

accredited with 42 confirmed kills.

1. Terminator Armour

Brother Dayn wears a suit of Tactical Dreadnought exo-
armour, otherwise known as Terminator armour.
Originally exo-armour was developed for working inside
!he high-pressure casings of plasma reactor shields or
in the extremely corrosive environments inside the
hOId§ of bulk chemical transports. It was the suit's
survivability (suitably enhanced by Chapter armourers

with extra systems), that created near invulnerable
combat armour.

In many ways a Terminator suit has much in common
with powered armour, only of far heavier construction.
Made from heavy gauge plasteel covered in a layer of

shaped adamantium and bonded plasteel
plates, coated in a ceramite ablative layer,
a Terminator suit can withstand even the

colossal impacts ¢ 1h speed orbital
dE’b”S Trh:!" SLI - -";*i;'yiﬂﬂor
armour m i 10 the
Mo:! IHKEe
(S,
er assault cannon can pour out thousands of shells. Carried
| e by Space Marine Terminators for rapid room and corridor
e Most clearance, it is a weapon with a fearsome reputation.
Chapt t even The weapon’s barrels are forged of a tempered ceramite
the vaun \pany alloy, which is resistant to the heat generated by the fast
of the Dark poast spinning motor and the wear of the thousands of shells
a hundred suits. M i fewer. being fired. Despite their heat resistance, the barrels are
Each suit is a revered item ! i previous disposable, and wear usually requires them to be
users and regarded as N A Space replaced after each mission. The assault cannon Is not
Marine that has completec ing will be an the most reliable of weapons, problems with motor failure
honoured battle brother, a veteran of many campaigns and and the high speed ammunition feeds result in It bemg{
as such, upon his death, his wargear becomes sacred. prone to jamming. Its effectiveness, holwe:e;. has mean
: C Terminatus. the honour- that these problems are generally overlooked.
All Terminators bear the Crux . : _ _ :
* cartridge round with a dense
badge that marks them out as the Chapter's most ;r;etamgaggpe fggie?egx?nd aanon-?netallic sheath with a

: experienced warriors. Legend has it that within each

badge is bound a tiny fragment of the suit of armour worn

by Emperor during the Siege of Terra, in his fight against flight ballistics at

badge on the right shoulder pad, and the company

: ine ti ‘ is gives stable
.amantine tip for armour penetration. This gives _

g X the short ranges the weapon IS
the rounds small for increased

: number (1st company) on the left knee-pad. When included in a Terminator suit the E?i%?r?pg::ls 2:;9:
B gyroscopic stabilisation, along with recoll e
built into the suit, 10 assist the gunner In p

i 2. Helmet

Like powered armour the suit's helmet contains IS

d to as auto-senses, features weapon on target.

combat systems. Referre .
- : - i -status read- infist o -
include thought-activated comms link, DiO-Ste 4. Chainfist ‘« his chainfist. A chainfist
T4 outs, full diagnostic and self repair functions, nligr?ep;;?veé Brother 3?3;3 S ich:r?igtwﬁ:;%n?gh‘z tting through heavy
. ifi _orotectors and an aulo- is a modified p :
: amplifiers, ear-pro the dazzling effect of bulkheads or reinforced airlocks.

. photochromatic visor to prevent thé Uaes t= = , : 70cm
= : - lugaed into his suit (a 1ong : diamantine teeth in an /7t
mnu?enugvrt‘:ichhg?:auﬁ):: ?hg aigclgof several tech-adepts), The weapon itself has:is optimised with  vibration

: : and :
tactical information such as cutting bladeautomatic anajoning and an ac celeration

the i displays L ‘ | _
9 the suit's visor ﬂsiarkgrsy sompass, target recognition compensators cutting power, should it be required.
R HEDS, Way-pol finder information and gives drive for exira old rator
i friend or foe and range-ince werfist itself contains a small powerfield generars-
iesee 1o ail the suils sySIomS: w:eﬁoactivated t wreaths the glove and ht?lad?fti:t:
R , - isrupts anything ni
3. Assault Cannon ‘cad. multi-barrel, self- crackling energy field. This iﬂ?il;l d:;:!l]lgur peﬁtetrastlion.
- The assault cannon IS a rnc;;arls.?I ‘ternal motor the molecular level, greatly assis g |
oading al . Driven by a =
i autocannon gall
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--—Hi;r_w* lion base. Beta Anphelion IV

‘hmnh ™
e

~ The ‘_:i._l_ii‘blal investigation tean
_hr"’}h "ﬂ” Ed the base's control cor
‘;‘" i-‘f- ‘has been no contact it

bltan’os. 'Phe control comp

}'5 lmd $0 be deserted. All th

—&c:ﬂ! shut down, including a con
“'""afa ce field generator grid that

sy

O y summise formed containment

h.-:'._.

The: ‘e ‘Were some signs of combat,
“have been found, and the
t.y r'emains intact.
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-
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e |
" -.h.fud:-‘. "g'

~transferred to the surface to

‘pgﬁ,g -; ect command there. Descending
. Via tle I have had my first sight
“~;g¢h*uf Annhelion.lv. From orbit much

"'h?‘ﬁ "'_ -

- -Ll\-,ub

thﬂ cloud layer I was faced
vith -;_ gloomy world of matted and
deca, ing _@ezatat:.on. Upon landing, I
-af;w' ‘M the surface is dark, dank
Lra gel -ﬂaj.lant. This is no fecund
g, bt a ¢ _'..V place of dead
A ammnia-rich mists
~silencing |

' Peace is n@; .--:':";m:-:-f._;-e
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iy

chemical readers and are under
L0 carry respirators at all t.
These are to be worn when the ‘h'uq
readings reach hazardous 1ewels

Ox .L.:: s have now been issued tﬂ ﬁhe

:rial Guard commanders to begin
ovm landing operations. Prig';::_

*1ven to the Elysian i‘erce&.gn .;:.-___'

.| ]

rdin of the uephestus ~ i S

loading and boarding
and the first landing
is at 198.

‘¢ selt my team to work on finding
ietailed plans of the facitity on Bata..
Anphelion IV, as our location remainses
u;*};n“.m vo me, and tactical planning
for further operations will depernd UPORES
finding a schematic of the base.,ﬁb?
seenms this facility consists of a:' ¥
command complex, now secured, *
attached landing field. - TR
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Above: Terminators of Squad Raum conduct a search and destroy operation through the corri
the command centre
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eft._A Terminator finds
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Above: An unidentified Red Scorpions” Terminator

conducts a search of laboratory complex Delta.
Whilst these operations were succesful in securing
the base, a subsequent attack overwhelmed the

Cadian garrison.

Left: An Elyisan Drop Trooper stands sentry at an
entrance to the command facility.
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- Above: Proceed with extreme cauti j
P _ caution. An Elysian patrol checks every corner
i mﬂleyseamh the base’s buildings for lurking aﬁerfs. &
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~ Mission Time: 8 200 850.M41

LOCATION: Anphelion Base Labo
casatl rato

" TEMPERATURE: 0°C

L Eira VISIBILITY: 800m

AMMONIA READING: 0.2% - medium

Rael. Contact. Enemy movement 200 metres and closing.”

The sudden communication fro
: m Sergeant Rael
attention of everybody in Culin's force, - got the

Raum. | confirm commander. Contact is closing fast.”

‘Enemy to the front. All s
| . quads move to engage.”
Commander Culln instructed, and before he had finish?edgthe

command Sergeant Darak was on the move, hi
directly behind him. , his men

ry Complex Delta

Over the comms-net all heard the familiar sound of storm
bolters opening fire — the distinctive bark, bark, bark of the
rounds launching, followed a split second later by the crumb
of the explosive warhead detonating.

“Rael. | see them Commander. Identified as Genestealers,
closing from the east, 100 metres. Numbers unknown.
Squad engaging. For the Emperor!”. Behind Sergeant Rael’s
brief report was the sound of battle. The assault cannon

sounded like the tearing of fabri 1 fire. The battle
brothers of Squad Rael | that cut the
Tyranids down like Qi ngle was
torn to shreds by th lintered
trees, set smouldering | blasted
Genestealers into pulp : rounds
punched through their chit > within.
It was carnage, and in a f

“Rael. Target eliminated, f:

*Raum. Auspex reads mu ngaging.”
Now it was Raum’s squac ‘ed again
as his men blasted the nev lzalers were
coming. They were closin ction, and the
Red Scorpions’ Terminaic ‘he laboratory

narrels steaming
. . Culln organised
the entrances.

buildings, fighting all the way
from the heat of firing. Inside
his five battle brothers to cover &l

At the western doorway Brother Dayn watched down the
blacked-out corridor as the first aliens reached the sealed

blast door, claws impacting outside, buckling the plasteel

and gouging huge rends as the Genestealers baﬂered their

way through. For just living flesh and muscle-tissue, the

power in their claws was awesome. In a frenzied attack the

big door was torn apart like it was made of parchment. As the
Genestealers tore through, Dayn engaged hiS assault

cannon’s motor, the weapon's six barrels spinning into a_blur.

The first Genestealers were leaping through now. With a

o brief litany to the weapon’s spirit — “Death to the foes of thﬁ
e Emperor’ — he pressed the trigger. The assault ﬁan??st
Bl roared, loosing a stream of rounds that_turned t 3 | g
Genestealer in the doorway into a fine mist of bloo lr:mt
ichor. The second, third and fourth also died as they elgg
forwards. More were at the doorway, scrambling inside,

ee : aited within. Dayn fired
heedless of the certain death that aw ted W nestealers

~ a second sustained burst, and a thir
 died, arms and claws flailing as if in defiance &3 the rounds
shredded through them.

& i his
B o nin fired, the ammunition co_unter on _
S w to keep up as the assault C&ﬂ_nﬂg
"= stream of shells into the swarm. The runes tur_rl'l:.
peanlys m s 1 red ashlsammunm‘-"“ ran low. 1he

- - | A The corridor between

Brother Dayn and the d Annh alion .'".:!r.i:i,,:- el
door o CIRCTRE
slaughterhouse of st Bgnv:;s filed with the dead, 1t yag -

S

-

ammunition-wammg rune blinﬁ:a dshrﬂddaﬂ.; a“m:_.l ;

remained. Dayn stepped backwards—, Ifssssthﬂa‘gl}w?rﬁ

! s L !
PP
\

, but his adamantine and c'eram

Then the Genestealers’ furious, reckless attack stopped. As

, the Genestealers were gone.
0 entranc_e to be gained here,
away to find another way in? |

Meanwhile, outside, Squads Rael and R

' , : aum were fighti
their way back to the laboratory complex. The;lgE:;r:g
pounding across the soft ground, blasting left and right as

;Tli{v lumbered along, as fast as their bulky armour would

only destruction, and scurried

Sergeant_ Raum brought up the rear of his squad, sweeping
behind his men with short bursts of fire. The Genestealers
launched themselves from their cover, sprinting out of the
darkness with ferocious speed. Even the veteran sergeant’s
well-honed reactions were no match for the bio-engineered
Killing-machines of claws and bone.

Unseen from his right a Genestealer pounced, all raking
claws and exposed fangs as it barrelled the sergeant over.
lts claws raked across his armour, furiously scrambling for
purchase on the adamantine plates.

The sergeant fought back, his powerfist crackling lightning
as he grasped for the Genestealer’s head. Already a second,
third and fourth Genestealer were closing in for the Kill.
Raum'’s groping fist caught the first Genestealer. Its head in
his grasp, the crushing fingers of his powerglove squeezed
hard. The resistance of the Genestealer’s hardened bones
made the servos squeal, before the bone cracked and t_he
Genestealer’'s skull burst like an over-ripe fruit, splattering
Raum with blood and brains. He staggered to his feet, on_ly
n the time for the second Genestealer to impact, square In
the chest, and both fell backwards in a mass of arms, legs

and claws.

r Vialka turned to see his sergeant grappling on the
Slrglzr:l%. Hje took aim, blasted the clo_ses; Genestealer in -?ﬁlf
with a burst of fire, and ran back to aid his squad Ieadde;. g
swarm was closing in all around them now, claws an teaal}gr
bared. Vjalka launched hims.eh‘ at another Gegesed thé
swinging his powerfist in I:)r;m arclnlg igfrti :;?grg'neat p[::suhg o

e off its feet with bone Spiintet F ),
g;e;:\u;r genestealer struck, driving its clau;f dlre:;g 3tmr:::
visor. The powerful blow s_hattel:ed the ga:: | irov
onwards, into the Terminator's face.f M
cheekbone and gouging the flesh from his iace.

by the terrible wound, his helmet filling wri:'h I?Izc;od.agd%;ggg |
crushing blow blind.-sided theBSoptog:? V]a?l?a siumb'led' o i
leaked from under his armour. Br Viaka S, but b

fell, wildly firing his Storm balal d disorientated,
Genestealers werr? u |

they tore him apart. | NI

overwhelming Sergean

estealers were also OVEIWIEHL (e = o

geagyht:: isgnnaln of blows his armour e‘-‘?"‘“ﬁ“}’éﬁ of his

A to the ground, but fighting hard with 1 before the

pinne led bravely before the

th the sergeant struggies = o el
. L . . : r | L -', A :L:.{_'l"*'l_'-;_;l."’:_ll‘; i |
his helmet display COMMATZE =4 Brother Vialk
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flat line. His first casualties. They had died honourably, as
every Space Marine must, and would soon join their
Emperor. No time for litanies to the dead, first he must take
vengeance for the lost.

Despite their losses, the Terminators regrouped, and
directed by Commander Culln they mounted a stout
defence, holding back the Genestealers until they withdrew,
back into the jungle darkness. After the din of battle, silence
descended again. In all, Culln had lost two battle brothers to
the sudden ferocious attack, and four more were wounded,
one seriously.

Commander Culln called down the rest of his strike force.
He needed reinforcing, and rearming. Minutes later the
Thunderhawks emerged through the clouds to touch down,
disgorging squads of Space Marines along with their
Dreadnought, Brother Halar. Behind them followed the
transporters, Rhinos and Razorbacks carried under their
bellies. The Red Scorpions quickly strengthened their hold
on the laboratory complex. The Tyranids would not have
gone far, and no doubt at this very moment they were
gathering their strength for a new attack. It was now a race
against time. The Tyranids were coming and the
containment fence must be activated.

Mission Time: 8 200 850.M41

LOCATION: Anphelion Base Command Complex
TEMPERATURE: 2°C

VISIBILITY: 900m

AMMONIA READING: 0.18% - low

Whilst the Space Marines began their operation (i«

the three laboratory complexes, it was vilal
containment fence network be reactivated. Nobody

how many Tyranids might be lurking out there in the sw

and jungles. It was not likely to be many, with the plane!
housing enough Tyranids as samples for experimentalx
but even so, without the containment fences Beta Anphelior
IV could rapidly become a death trap for anybody on (he
surface,

Inquisitor Lok had given the Elysian Drop Troops the
mission of restarting the power grid. They would need 1o
secure all four power generators and reactivate them. 1o
assist each platoon he detailed a technical servitor, pre-
programmed with all the information it needed, to
accompany the Drop Troops. From the command centre
Major Durra and the Inquisitor would oversee the operation.

The Drop Troopers had to move quickly, for every minute
lost was a chance for the Tyranid creatures to close in. Major
Durra collected his men and briefed them on the operation.
There would be one platoon detailed to capture each
generator. The technical servitor they needed to restart the
power grid would accompany each platoon. Each platoon
would also be under the cover of a Vulture gunship, should
they encounter the enemy.

After a hu_rried briefing and weapons preparation, the four
platoons lifted off and eased out into the gloom, vanishing
from sight as each aircraft was embraced by the encircling
mists. Moving low and slow over the canopy, flying in close
formation, each platoon headed for its target. From each
Valkyrie heavy bolter barrels protruded from the open side

doorways, each door gunner scanning the ground for the
enemy.

The journey to the target was brief, but in his t

_ . ransport

Iﬁl‘sut_anant Jurev had time to rehearse the plan of attack in
s mind. When the aircrew confirmed they were over the

target his men would rappel down and surround the

2
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generator building, supported by a Sentinel
keep any lurking enemy at bbyay.‘ m ‘aron 4
command squad, and the technomat servitor
hybrid, half-machine, half-man that currently . (2 strange
lifeless in the comer), would touch down -"
generator building, and move swiftly inside. It had 10 the
any damage and work fast to get the generator 10 assesy
The Emperor alone knew what horrors were W.

there for Jurev and his men, but the | waiting down
stayed on the ground, the greater the
become. Major Durra had emphasised that this was l;'UIH .
rapid operation — drop in, get the job done, and qui bea
out, back to the relative safety of the command W""’m;. ]

=3 e
o i1

Through his helmet Jurev could listen to the comms
as the pilots and aircrew talked over their link. He could

hear Major Durra, overseeing the entire operation back
at the Operational HQ. g

By the time the Valkyries had dropped down over the jungle

for their final approach, the Vulture gunship was al

closing on the target and taking up position for its attack un,

should the ground troops call for it. Each gunship was fully "%

laden with rockets and autocannons, as the short distance

to their target meant that additional fuel tanks were

unnecessary. The Vulture would remain on-call for the

duration of the operation, like a protective angel hovering

tenant Jurev's men. Following the drop the Vulture

awaiting targets, whilst the Valkyries climbed
-led at a safe distance, to await the mission-
>uation order.

8 200 850.M41
aneratorum IV ;
RE: 2°2C '
o0m 3
{(EADING: 0.2% - medium

=5 flared to a halt at about 30 metres altitude,
. rappel ropes spiralled down 1o the ground below.
'he door gunners yelling, “Go! Gol" From both doors, one
after another, the Drop Troops leapt onto the ropeé and slid .
downwards. Friction heat burnt through the troopers’ jump
gloves, warming their palms before they impacted hard on
the ground and rolled away. During the deployment, the
platoon was vulnerable, SO speed was of_the gssence. :
Squads regrouped to the calls of their s;-argeanlsi
instructions yelled through the howl of engines IILOGI';:
overhead. They fanned out as men grasped for :
weapons and scurried 10 take cover. Three‘Santln;s
plunged to the ground, their grav-chutes cushlonlﬂ%n -
impact on their legs. Pistons extended and the Sen pel
erected themselves. Pilots ran quick system checks,

activated their weaponry. of
d with the stench -

lasquns’ inbuilt flashlights cut through the gloom. |

flicl?ed on their surve)gror units, short-range tracker dﬂm 4
built into their helmets to seek for possible enemy tﬂpﬁfh‘??' :
For the moment, all was clear. The chemical reader :s Jiratol
their uniforms read safe, but many retained thei;c:r % long
units anyway, avoiding the noxious atmosphere :

as possible. onsive )
As the squads and Sentinels formed their ggﬂ down
perimeter, Lieutenant Jurev's Valkyrie swooﬁl . reraft
behind them, the rear ramp already dropping as ungle ool
hovered low, its powerful jet engines blasting ﬂ;" wuad leapt
into a swirl of mud and debris. The commaFn squa® = o

the final metre or so onto the ground, along with the b
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 Lieutenant Jurev indicated the way to the gen
Lt T U | erator hous
~and set off at a flat run, his men directly beﬁind him. -
'8 = M

! i ‘ '|-x 1 " . "
- In a scene replicated at each of the generator sites
El ']_'. b ‘ the
e L lan squads deployed and prepared for battle. The
ol I.I |::£'I i I

i
i

- Tyra_nlds_had not remained inactive. Already, long, slender
. claws and fanged maws, that oozed poisonous bile were
s being flexed. Um_ier the directions of a Hive Mind the
_Tyranigis moved wnth_stanling speed to react to the Elysians'
incurs:oq._ It was as if they knew, by some strange force of
precognitive power, that the generator sites would be
important to the humans. They had not left them unguarded.
Invisible sentries were hidden close by, and now moved
stealthily into position to strike.

The first.Jurev knew about the Tyranid attack was a sudden
penetrating scream that echoed off the trees and through
the vines, then slowly died in a strangled gurgle. Suddenly
the comms-net was alive with shouted reports. Men were
down. Firing started, the rapid staccato snap, snap of
lasguns from left and right. The lieutenant called his vox-
caster bearer to him and grabbed the handset to raise his air
support. His men were under attack, as yet from exactly
what, or where, was unclear, but the firing was growing in
intensity. The explosion of a grenade sounded in the
distance. As If out of nowhere the Tyranids were ambushing
his perimeter squads. The sguad-net wa: chaos of
shouted reports and calls of “Trooper dov
As the battle flared Jurev gathered b
building and ordered a lascutier ic
doorway. “Cut the door.” he cris
. the lascutter powered into life. |

worked the powerful cutter ove:
| molten metal as he cut a bright
| the doorway. After maybe fifteen =«

inwards with a resounding clang ¢

Jurev indicated a squad membe

him duck into the darkness wiih

_ sluggish techno-servitor through

| entrance. Urgently, torch bean: |

' the corners for lurking enemie:

an explosion of movement, 1

| slashed downwards with inhurm J of the
lieutenant Trooper Radric screame: sened fire, as
did the squad member next to him. Las Liasts impacted on
the metal walls and ricocheted in crazy patterns. He couldn't
see if he had hit anything or not, and fired again just in case.
Was the creature still in here? Kneeling now, the lieutenant
carefully scanned the darkness, something moved,
blindingly fast, but before he could react a deafening blast of
heat beside him sent Jurev sprawling. He flet his skin
singeing. With a roar of super-heated air the melta gun hit,
and whatever it was lurking in the darkness died, turning into
a slimy pile of 0ozing ichor by temperatures that could melt
plasteel in a fraction of second. Jurev lit a flare and tossed it
in to reveal the scene. Trooper Radric had been ambushed
by a Lictor. Its claw had punched a hole clean through his

i guts and made a gaping wound in his back that sprayed

~ blood and flesh on the ground. Radric had fallen, and when

- . his companions dragged him away he left a smear of blood
~ on the grilled metal floor. To Jurev, Radric already looked
- dead - pale, in shock, his eyes unblinking. The Lictor had
. "t. ~ taken the full force of the melta gun hit at point-blank range,
~ and been turned into molten slag in an instant. its 10XiC
~ remains steamed, filling the room with a foul stench.
‘Unaware and uncaring of the horrible scene within, the
m itor went quickly to work, locking its multiple cable Ieadsl
nto the power generators control console. The pane

| e P Sl e J
ickered into life
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s all happening in a rueh e -
of the Vulture gunship overlagad ngeTaﬁi;u Sh. The sound -
rockets and cannons flailed the jungle below&- roar a& its
veteran .Drop Troopers were fighting hard Thzm:,,?m he

¥
i
|

b

pieces before anybody had seen i ' o e
on the squad sergeant's surveyort‘hr:ﬁ::? gT:ﬁ e - =
Gaunts, bounding out of the darkness écythe-li?mt:lm )
pumping. They had emerged from their éubterrane:n b R
nests, roused from their hibernation angd eager t 'mk{i:‘;:l
Surveyors'were_s suddenly swamped with targets TheOD ;
Troopers fired, illuminating the jungle with the Iigl:lt of las 0

fire and the muzzle flash of shotguns. Fearless and withg;ul:

ause the Ga '
Sown. unts leapt forward, and the Elysians shot them

This foe, brutal and single-minded, would never b

V_lctory here could only be won by those willing toa{izlgrﬁo;nd
die to the last. It was ugly, but the men of D company had all
fought the Tyranids before and what they faced now came
as no surprise. There would be no quarter given here, no
tactical withdrawals, no surrenders, only death, and rr;ore
death, until either one side or the other had no one left
standing. That was the mindset that the men who faced the
Tyranids had to have, and Lieutenant Jurev's platoon had all
seen it before. Lesser men would have run in fear, but not
these men. They Kkilled, and killed again, with lasgun,
shotgun and grenade, whilst overhead their Vulture air cover
'aunched volley after volley into the swarms. Volleys that
felled trees with the force of their explosions, the rounds
Kicking up dirt and creating a shock wave that knocked the
Gaunts off their feet. With grim resolution the Elysians
scourged the jungle until the tide turned and the Tyranid
swarms stopped coming.

Meanwhile, the servitor completed its programming and the
nower generator station slowly came to life again. Power
began to hum and fizz through the great cables. Dial
needles twitched and moved, indicating to Lieutenant Jurev
that the power grid, in this sector, was up and running again.
The servitor disconnected itself from the console, and with
its strange mechanical voice pronounced “Programme
complete.” With his men hard pressed it was all Jurev
needed to hear. It was time to leave before any more of his
men died. He called his comms-man over again and got on
the vox-net, “All squads, all squads. Fall back on my position
for immediate withdrawal and evacuation.”

The Valkyries also heard the order and banked down to
meet the men now retreating to the landing zone. Emerging
from the jungle the battle-scarred survivors — some walking
wounded, other dragging badly injured casualties — n:lade
for the Valkyries now approaching. Covered by the Sentinels
and the still fit survivors, Lieutenant Jurev's men embarked
into their aircraft, which lifted off one by one. Once airborne,
Lieutenant Jurev called through to Major Durra to report that
his mission had been successful. Power gengrator two was
online again, and the containment fence in this sector could

be reactivated.

Back in the command complex the I_nquisitor‘s team were
awaiting that confirmation. Confirmation was received from
each platoon, one by oné all the generators were work!ng
again. They immediately set about the task of reactivating
the containment fences. It would keep the Tyranids out, and

was their best defence against this enemy.




| ||_|'

I
SR -
=

'ﬁi L:

- This is veteran Drop Trooper Loh

.
a3 - &
‘ I I

~ ELYSIAN DROP TROOPER

19:) gan, plasma qunner of
1st squad, 2nd platoon, D-company, 99th l:gysian

regiment, currently seconded to Inquisitor Solomon Lok.
Trooper Lohgan was killed in action
on Beta Anphelion V.

1. Armour and Helmet

This Drop Trooper wears the standard pattern armour and
type S-pressure helmet issued to Imperial Guardsmen
recruited on the planet of Elysia. The basic helmet
Incorporates pressure equalizing ear protectors for high
altitude grav-drops, as well as a short-range
communications receiver, and a reflective flash
suppression visor. It is constructed of reinforced plas-
steel with extra plates added to the front. This makes the

helmet heavy and uncomfortable, but affords good
protection.

A variant of the type 5 pressure helmets Incorporates a
data display screen. Used by some squad sergeants for
displaying tactical data and information relayed from
scanner units. The screen fits over the visor and one eye

The body armour is constructed of lightweight synth

to help reduce the Drop Trooper's overall encu

The underarm air hose line runs to the troope; s

(not visible here) from a small oxygen sup;

required for high altitude drops where oxygen

supply. It can be employed as a standard re:

for a short period. The back plate includes the !.

for the trooper’s grav-chute. This includes a =
mechanism so that a grav-chute can be quickly ¢

on landing. During the Beta Anphelion IV deployrer
unit did not use grav-chutes, instead being deployed
directly from their Valkyrie transports via rappelling ropes.

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

against Tyranids on numerous occasions before
deployment to Beta Anphelion V.

2. Clothing

This Drop Trooper wears a PT-38 jumpsuit in mid-green.
Made of hardwearing synthi-canvas, with impact pads on
the upper leg and upper arms. The jumpsuit is worn with
a thermal liner for warmth at high altitudes, but also
proves useful in Beta Anphelion 1V cold climate.

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

| The trooper's heavy jump boots provide extra ankle
| protection upon landing and his jump gloves provide

protection during free fall from windburn.

a main weapon is his Accatran pattern, mark
| plasma gun. This bulky squad support weapon fires
ngnly energized hydrogen along a linear magnetic

. A A = e i e

rato :7:1 e super-heated plasma explodes on

o1, with devastating results. This pattern includes a

od for stable firing when prone. The more common

ark Il version of this weapon has been modified o
include a carrying handle.

Plasma guns are infamously unreliable, suffering from
many overheating problems, and this veteran has leam_t_f'
that a secondary weapon is needed. He has proc:t_lre(;l_ﬂ::
sawn-off shotgun — just in case. This weapon I$ rﬂeﬁi
standard issue and is the sort of illegally _manufactu ‘.
weapon common to street gangs and cnrmr}als on many

planets. Officers of detachment D-99 ignore such
breaches of standard procedure. i

As a last resort the trooper carries a staru:!a-.mti:1 ;;5”;
combat knife. Used for close combat It nas €
40 cm blade. .

|
4. Webbing

The trooper’s distinctiveTElysians
clearly shown. Drop Trooper
equipr);ent than a normal Guardsman, D_Bza:iz r:} lines,
often result in them being dropped behin O arrios. 8
where resupplying is difficult. This trm?qnlng-éﬁ"}
canteen and three belt pouches, each conhael K plate:
plasma flask. The backpack fits onto tTha haversack
hanging around the grav-chute locator.l  spare
and large pouches car?;a r?:ésfgd‘}: kit and
ipment like weapon C O s suchies
?a?t?oﬂs and the like. Other heavfgr Igﬂ';}::.; ;li“‘
demolition charges can be carrieedii__mﬁ rsion of the
haversack. Squad medics carry & me el

haversack.

68 pattern webbi_
have to carry Mm%
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"Defeat is nev

an option"
Autosavant *.‘fassﬂy
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té'ie official report and journal of sites will soon be secure,

ui&itoi“ oolomon Lok, as recorded by Mwo Cadian companig e prepa.r 3

~loyal Autosavant Wassily. S g 1ic
ieave Lo arl‘lS::]n areas Gam[ﬂﬂ amL

meliﬂn base. Beta Anphelion IV mce nmander Culln repﬂrts i‘.h: 5 |

We have successfully reactivated the A e
feontainment fences. All generatorum arc "y of Magos Biologis '}

8 BoW working, and a garrison of LJ ndings follows: i
_nbeen posted at each site fo n Beta Anphelicl IV e ,-;;;J

‘agos Arthon on inforg ation

' -Ti’yranids are bpresent on Beta from datacore 7520_09 3

melion IV in, as yet, unknown ) .
S One of Magos Biologis Arthon' | lat'ngeb:;g‘]zszczgsﬁ
ks 4Ss using the facility's data- 5
T L1y at least. iWithin the
}Westn.mate the size of the e S P I‘yranld
estation, although I suspect the W - ~*L“1.L 4 to. develdas A ferr zﬂ
. have attacked us with their Hac beehl SiaONEE S
LryS experimental samples had been rel
§trEngt.h, and been repulsed with rd observed.Nbat BAdtiiEs ._.
~ he 105535. The conitainment fence will A CODS G :,._::._;-,__
i =-=1= | at bay until the conclusion of within the Comiad e  fa
| ‘ s surprised everybody. From only m;;-f
initial organisms their numbers SOSE
t@ry Area 1 the Hed Scorpions started to multiple rapidly, and
elaared the laboratory complex, and racial strains began to diverSIiyiiee
__'::f:’"" dian Lth company are on their way astounding speed, but only ko X
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~ Mission Time: 8 201 850.M41

LOCATION: Anphelion Base Laboratory Complex Delta
TEMPERATURE: 1°2C

VISIBILITY: 1300m

AMMONIA READING: 0.12% - very low

The 4th company of Cadian infantry were on the move,
loaded up inside, and hanging onto the outside, of their
Chimera carriers. With supporting Sentinels leading the way,
they moved out, engines gunning them through the tangled
jungles and splashing through shallow swamplands,
headlights and spotlights illuminating the gloomy jungles as
the Guardsmen inside jostled their way over land. The going
was slow, but the column forced its passage through the
entangling vines. Wherever a path could not be forced by
dozer blades, a Hellhound flame-thrower tank simply
incinerated the jungle to clear the way.

By the time the Cadians linked up with the Space Marines’
remaining security outpost the fighting was long over. The
Cadians rolled in, and debussed to take over, posting men
around the perimeter and sighting heavy weapon teams with
good fields of fire. They felt safe behind their perimeter
fence which hummed with invisible power not far from the
laboratory buildings. Also arriving was Magos Biologis
Arthon and his servitors. The squat, square-nosed little
transport shuttle emerged from the darkness, landing lights
winking as it set down. The cargo ramp opened and ou
| strode the Magos with his retinue of servitors just behir:
Cadian troops rushed in behind them to grab the e
supply crates of heavy bolter and missile launch
ammunition inside. Magos Arthon immediately movecd
begin an analysis of the laboratory’s datacore and reco:
any surviving samples, to be returned for furthi
investigation.
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| Mission Time: 8 202 850.M41

| LOCATION: Anphelion Base Laboratory Complex Theta
] TEMPERATURE: 2°C

VISIBILITY: 1200m

AMMONIA READING: 0.14% -low

At laboratory area theta Commander Culln’s surviving
veteran Terminators began as before, deploying from a
Thunderhawk gunship and sweeping the deserted corridors
and rooms. Behind the Terminator vanguard followed the
Tactical squads of 6th company.

“Darak to Culin. Commander, | have a reading, movement at
300 metres. Advancing to contact.”

Sergeant Darak led his squad into the laboratory complex
first. He paused as he watched the auspex readings. The
enemy was ahead of him. He moved on, storm bolter at the
ready. Behind him the bulk of his men advanced, power
Senvos whining with each heavy footfall of their Terminator
armour. The door ahead was sealed. All was silent and dark.

The sergeant’s chainfist made short work of the doorway.
Beyond lay a bio-laboratory, and in the center was a
,‘ ‘macabre operating table, complete with a cluster of remote
- Cutting arms. The walls were lined with stasis tanks,
tylindrical flasks inside which dead samples were
suspended. He shone his suit light over the tanks — inside
2re the embryonic forms of Tyranid creatures, shrivelled
- ©sser versions of their lethal adult equivalents. Several of
- Wielanks were cracked and empty.

ples may have escaped.” he alerted his squad
o '9€rS. "Heading is at 100 metres.” His suit's auspex was
1eKIng the target; it was coming this way.
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‘Brothers Njans and Malek, get the western door. Dayn
you're rearguard. Zakir with me.” The sergeant advanced
across the room to another doorway, wedged the blade of
his chainfist into the gap and levered it hard open. Before
him the corridor was black. His suit light showed a
crossroads ahead. “Readings at 60 metres.” He stepped
forward again, moving purposefully, Brother Zakir at his
shoulder. 40 metres. They were getting closer. 30 metres. 20
metres. He reached the junction of corridors, and swung his
heavy suit round to cover left. Zakir covered right, still no
targets. His suit light illuminated the corridor, but the grilled
metal floor was gone, instead there was just a black hole
leading downwards. 10 metres. The enemy was right on

them, they would appear at any moment. “They're below
us!” Darak warned at the last second.

Zakir fired first, a short burst of bolts roared and detonated.
In the darkness ahead something screamed and died. He
fired again. The dark hole ahead of Sergeant Darak was a
sudden explosion of movement, claws and arms flashing in
his spotlight beam. At this range Darak couldn’t miss. He
fired a sustained burst downwards and felt the micro-
explosions of his storm bolters warheads rock him in his suit.
There were more creatures coming. He fired again, but
there were too many to stop.

& laboratory,” he ordered Zakir, who stepped
iking with precise strides as he fell back. At
rother Malek appeared, the barrel of his

=lled on the corridor. Meanwhile Sergeant

nself. He fired another long burst, then

=rging Genestealers flung themselves at

oile splashed over his armoured suit.

zaler leapt down onto the sergeant from

clambering along the ceiling, above his

pact of claws on adamantium armour

:choed, instantly a second Genestealer

« fired the last of his ammuniton, stumbling

veight of the Genestealer now clinging to him,

trying the prize open his armour. A third creature leapt at

him, pounding a blow square into his chest-plate that left him
reeling against the wall.

Zakir stepped passed Malek in the doorway, and the air in
the corridor was suddenly an inferno. Roaring orange flames
engulfed the corridor, incinerating the Genestealers and
spilling burning fuel all over Sergeant Darak. Despite the
intense furnace-like heat Darak was safe inside his armour,
it would resist the flames long enough for him to escape the
Genestealer’s clutches. He threw the flaming, blackened
body of a Genestealer off his shoulders and stepped past
Malek into the laboratory room. His armour was still alight in
places, but it would not burn for long, even the paint was fire
retardant for just such an eventuality. The whole episode
hadn’t even phased the veteran sergeant. “Hold them here.”
he ordered Brothers Malek and Zakir, who sprayed the
burning, smoke-filled corridor with more fire to keep the

Genestealers at bay.

“Darak to Culln. Commander, the enemy are in force in this
sector. Request reinforcments. We are holding them at,” he
glanced down at the sign on the doorway, now lying on the
floor were it had fallen after his chainfist had cut through it.

“laboratory theta-two.”

“Culln confirms sergeant.” came the distant crackling reply.
“Hold your position. Squad Rael will move up through
laboratory theta-three and approach the crossroads from the
east. Once they are in position your squad is to advance
again and you will have the enemy trapped between you.
Clear the sector then report in. Over."
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“Darak__confirms Commander. Over.” He flipped the
ammunition qatchl on his storm bolter and the weapon's
empty magazine hit the floor with a clang. He replaced it with

a new one, and turned to his men. “Hold these two doorways
until | give the order to advance”.

The Red Scorpions’ Terminators, supported by their
powered armoured brethren of 6th company, swept the
laboratory complex room by room, corridor by corridor.
destroying the lurking Genestealer broods which had been
quietly waiting for the enemy to arrive. By 203, all three of
the laboratory facilities were clear of enemies and secured.

Whilst the Space Marines and Imperial Guard were on the
move, so were the Tyranids. Deep in the jungles the Hive
Mind had stirred them to action. Unknown to the men of 4th
Cadian company, their convoy had been spotted, and the
aliens where now closing behind them.

S0 far the containment fences had kept the Tyranids out, but
the Hive Mind had not sat idle whilst the Imperial forces
completed their mission. On Beta Anphelion IV the Tyranids'
response to being imprisoned was patient and simple.
Secretly, in dark recesses deep in the swamplands, hidden
In underground brood nests, the Hive Mind had begun to
evolve to counter its imprisonment. It had taken time. but the
Hive Mind was patient, very patient. It had the infinite
patience of an alien race that had spanned the Inter-galactic
void, of a hungry hunter that knew easy prey would soon be
In reach. Now, where once had grown weapon-carrying
imbs, or razor sharp claws, grew wings.

Mission Time: 8 202 850.M41

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

VISIBILITY: 500m

AMMONIA READING: 2.1% - medium

Central to the defence of the laboratory perimeter was 4

company's long-range ground surveyor unit and searchligh
teams. To alleviate the problems of fighting in darkness the
regiment deployed a number of ground-mounted
searchlights with which to illuminate the surrounding jungle,
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Right: A Cadian
Hellhound rolls into
position on the
perimeter. The
vehicle’s inferno
cannon proved
highly effective in
the swampy jungles
and against
attacking Tyranid

hence making targeting a : '

detect Tyranids, tﬁe regin?gn?tx?:: '2 : Tyra“ids far adgl
ground surveyors. This equipment mu i
headquarters unit, was much |ike g
often carried by sergeants and | 3

far longer range. It would 0""’9"3.&

Guardsmen'’s perimeter Undetected mScha

Suddenly, at 202, the s ’
with multiple enemy contacts a8 filley
of Tyranids had appeared from ccmtainmus;:ﬁw“hﬁwBa
alarm was raised. Men SCrambled to manntthar‘ea C1. The
jumping into their weapon pits or behind sand ®Ir Weapgn,
at the ready, whilst the Searchlights came on ba_gs, 25qun
the area with beams that it the jungle in poo!’ g 103Sing
Mortars fired a volley of flares in a hi > Of Whitg Ighi.

. 5 el )L gh archin :
Into the sky. The illumination rounds . R
light. eXpoded in a by

llluminated by the flares, flying just aboy

swarms of Gargoyles flitting over the contai fra
if it did not exist. In the bli%k of an eye 'fi?;n?;g:l_
nside the perimeter. Heavy weapons ang Sentry aum
started to fire, but too late, the Tyranids were airea nd
the Guardsmen, dropping down to Savage the unsuspect l,,
soldiers with claws and fangs. Captain Ryesk was in s,
His strong perimeter had been compromised so quickly. The
fence was active, but it had not helped. |

e the canopy rame.

nd the swarming Gargoyles came the larger, wingeﬁ:':
5, dropping down amongst the Guardsmens
. living weapons spitting acid and bile, raking st
vith poisonous clawed talons. Behind them camé
1g shadow of a Hive Tyrant, its massive leathery
iting as it dropped to the ground, powerful talons
ut to eviscerate two hapless Guardsmen in ongs
- roared its triumph into the sky, summoning mofes
S 1O It. _'

re’s light faded. In the darkness confusion reignedas |

> men tried to stand and fight, other fled, most died
eaming. Captain Ryesk saw his entire COpoﬂ |
disappear in under five minutes. The containment fié |
not saved them at all, the Tyranids had already € ...
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running for their lives as fast as they cou!
' | imagined safety of the laboratory complex

. late. More Gargoyles were behind them, ¢
retreat. To his right a Hellhound flame-t
sending burning wreckage and white-i
raining down all around them. Men were

torches screaming as they stumbled clea;
3 burning.

; beyond that defence. The Cadian Guart
{
T

, Fire from the Tyranid weapons was cr'«
, complex, living ammunition that screamec
and upon impact burrowed into the skin ¢
desperately waving his sword and laspis s
fleeing men, felt a round hit him, square in N cara,
chest-plate. The impact forced all the air out of fum. With
horror he saw the acidic round eating away at his armour.
His chest was burning from the heat, he felt like he was on
fire. “Get it off!" he screamed, to nobody in particular, as he
fumbled with the support straps. Too late. The ammunition
had cut through the armour and into his flesh. Blood boiling-
up in the Captain's throat spilled forth from his nose and
mouth. He collapsed backwards convulsing with pain, trying
to scream in agony, but only spewing a fountain of blood
until his face was drenched in it. Contorted in pain he died
as the burrowing creature ate into his heart.
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Others died just as grimly, or worse. It was a slaughter
without mercy. Those that ran locked themselves inside the
laboratories, but it would not take long for the Tyranids
outside to break in.

Biologis Arthon looked up from his magnatrope viewer as

i the door to the laboratory was thrown open. A bleeding,
' ~ mud-spattered Guardsman, half crazed with fear, fell inside.
- Outside Arthon could hear the sounds of battle; he had been
80 engrossed in his studies he hadn’t even noticed the
fighting. “What is the meaning of this intrusion?” he
- demanded, his voice a rasping electronic hiss through his
ox-implant. Another Guardsman followed the first. "Get
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Left: Gaunts attem
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1 something about ‘being under attack’, ‘being

. ‘'everybody dead’. Suddenly, all the lights went out,

ng everybody into pitched darkness. Someone

.ned. Arthon recalibrated his bionically enhanced eyes
fra-vision, and at the doorway, where the Guardsmen

ust been stood, was a looming monster. Wings folded

nd it, claws and fangs already drenched in blood, it
rad a challenge. With a quick sweep of its claw the last
ardsman flew across the room, crashing into the
wchinery, leaving a bloody stain. The Warrior ducked
rough the doorway, hissing as it locked the Biologis in its
gaze. Backing away, Arthon fumbled for his laspistol. The
creature stalked after him, barging aside laboratory
equipment, that crashed to the floor. The Biologis drew his
pistol. Too late, a long, thin claw flicked out, impallpg him
through the stomach. The claw wretched him off his feet.
The Biologis was choking on his last breathes as the
creature lifted him closer. Face to face with the ‘_l'yranld
Warrior the Biologis could smell its acrid stench, feel its cold
breathe from its fang-filled maw. lts eyes were black pits,
cold lifeless orbs that betrayed no emotion or intelligence.
Like an automaton or servitor it was just machine, designed
only for killing. For a brief moment the creature stared back,
inspecting him. Then, with a flick of its claw, flung t_he two
separate halves of the Biologis across the room, screeching

in triumph.

Their heavy weapons abandoned or destroyed,_ {th
company had been all but annihilated by the surprise aerial
attack. Inquisitor Lok and Colonel Schqklr tried to raise 4th
company and Biologis Arthon to find out what was
happening, but the vox-net was a jumble of garbled cnesl_far
help and screaming terror. Then it was silent, just static. The
company was gone, and the Biologis with tham. Both
commanders knew that laboratory site delta had been lost;
there would be no survivors.
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Right: Enemy closing
Genestealers scuttl
through the corridors of
the Anphelion base. The
Red Scomions
lerminators would
systemalically sweep the
base s facilities clear of
alien infestation
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- Mission Time: 8 203 850.M41
~ LOCATION: Anphelion Base Command Complex

TEMPERATURE: -2°C
VISIBILITY: 200m
AMMONIA READING: 2.6% - high

At the main control complex Elysian Guardsmen manned
the perimeter defences. The report of the surprise attack at
laboratory one meant everybody was already on full alert.
Surely it would not be long before the winged Tyranid swarm
descended upon them. Eyes and weapons scanned the
skies for the first signs of an attack. Their surveyor units
read all clear.

However, it was not from above that the expected attack
came. The Hive Mind would not be so easily predictable as
to repeat the same trick. It knew that a new attack would be
expected, but not one from below. The key to the humans'’
defence was their containment fence, and it must be
destroyed.

Without warning, the ground below the Guardsmen began to
vibrate. A moment of confusion was ended when the earth
below their fleet exploded upwards, followed by the fangs
and claws of a Ravener. The first Guardsman hit was lifted
clear into the sky, arms and legs flailing as he fell into a
bloody heap. Another Ravener, and then another, exploded
upwards in a whirl of scything claws.

The Guardsmen opened fire as the Ravener brood tore into
them. As one brood emerged from the ground an Elysian
Drop Trooper darted forwards and slung a heavy demolition
charge at it. As the creatures freed themselves from the
ground the charge exploded in a fountain of earth, hunks of
flesh and a red mist of blood as the Raveners were torn
apart. Now the creatures were sliding across the ground on
their powerfully muscular tails, deathspitters and spinefists

belching living ammunition. In return, the Elysians were
fighting grimly.

Again the Tyranids were upon them before the Guardsmen
could bring heavy weapons to bear. Again the Hive Mind
was one step ahead. Suddenly the Raveners were
everywhere; men were fighting for their lives, the well-
prepared defences thrown into chaos in an instant. But the
Elysians quickly regrouped and poured the fire of lasguns,
plasma guns and meltaguns at their slithering attackers. The
Raveners flung themselves at the Guardsmen — many died
screaming as claws tore them apart, or bio-ammunition ate
through their flesh, but the steaming, fetid corpses of the

Flavenegrs also littered the battlefield. The surprise attack
was being repulsed.

At the containment fence’s control roo
squad had found cover beside a s
pouring fire into the advancing Rav

m, Sergeant Orosz’s
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Mission Time: 8 203 850.M41
LOCATION: Anphelion Base Command Complex |
TEMPERATURE: -2°C E
VISIBILITY: 300m

AMMONIA READING: 2.6% - high

“Enemv contact closing fast” the surveyor controller warmned
ove! net. In response, the Cadian gunners manned
the 1s, the base’s reactivated defence turrels
S position as new enemy targets approached S
fa: nding fields men were at work, rearming and=
re 1lkyries and Vultures, preparing them for their |
M l
- |
Thi Jrop Troopers saw the enemy late, as iney
skit of the mists, low over the jungle and the=s
defu: ains of the containment fence. Huge leather =

wings drove them towards their targets, great scythe-like
claws glistened under their long serpentine torsos, as ifé
Harridans swooped in.

The autocannons opened fire, explosive rounds det&ﬂﬁ.
about the targets as they banked and dived. AS_ the ‘*
streaked overhead the Elysian aircrews 0N the s
scattered, running for cover. The first Harridan SWO%P?I:. p
over the ground, its claws flashing out 10 sm:gbolif_
Valkyrie with a blow so powerful and fast it Sever e
tail booms as the aircraft was flipped over.

A second Harridan struck, smashing aircaft
and right, slashing and hacking. The groun
defenceless. Valkyries and Vultures began [0 omplete,
and ammunition ignited. Their first attack run ﬁi h as e
two Harridans wheeled away, qhmbmg o?:t “rear
autocannon turrets tracked them, still barking ced down
of shells. The creatures banked, l}ggeads i o A
again, in a headlong dive, screaml . o the firs
second fly past caused as much devastatmlal 3;-’&”& risS
Aircraft were damaged and wrecked as thgm 4 down 863"
crossed the landing field. As one creature ;!f:i..:-'}'
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wings and torso. Terribly wounded ﬂ,‘fﬁ destruction: &
again, and in one last reckless act O the ground
headlong into the airfield, crashing 1""? 'd: to reek M
still slashing in a suicidal attempl®® 'y gjgrafl T
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~ As fast as the attack had come, it was over. Their raid
complete, the Harridans flapped their wings hard and
climbed away into the sky. Behind them the landing field was
a scene of devastation. Smashed and crippled aircraft were
scattered about, flames were spreading and engulfing more
aircraft. Ammunition was exploding. Shocked, the survivors
emerged from their cover. Some aircraft might be

salvageable, but the sudden attack had left most as
smouldering wreckage.

Mission Time: 8 203 850.M41

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

VISIBILITY: 700m
AMMONIA READING: 0.19% - medium

Commander Culin's search and destroy missions were
complete, but the situation on the ground had changed. The
loss of laboratory area delta and the Biologis team had
invalidated much of his men's work. He had received the
communication to withdraw back to the command centre to
regroup with the rest of his men, and quickly re-embarked
onto the Thunderhawk for the short journey back.

As Commander Culin's Thunderhawk raced through the
gloomy atmosphere the crew suddenly found themselves
flying into a dark tangled cloud. Thousands of spore mines,
drifting high, with long tentacles dangling grotesquely below
them, were suddenly all around them like great fetid
balloons full of acid, bloated and ready to explode. The
aircraft jolted suddenly as a big spore mine exploded clos:
by and set off a chain reaction. One after another the driftinc
spores detonated, sending bio-acid and shrapnel spraying
out, tearing into the aircraft's hull and melting its armour
plating. The Thunderhawk's airframe was rocked hard, and
rocked again, as one after another the cloud's spores
spontaneously exploded. The pilot banked hard to dive out
of the cloud but with the spores’ long tentacles slapping
against the nose and windscreen as the airborne mines
homed in. The Thunderhawk was their prey, and driven by
some unknown force the spore mines gave chase,
exploding close by. The assault was relentless.

As the control complex tracked the Thunderhawk’s position
they received an emergency distress call. The message was
garbled and the voices heavily hidden by a static haze. but
they could ascertain that the Thunderhawk had been badly
damaged and was going to attempt a crash landing.

The Tﬁunderhawk’s warning beacons blared as the heavy
gunsh!p plunged out of control towards the swamps below.
. The pilot and co-pilot wrestled to regain control, but their
. ship was critically damaged. They were going down too fast.
The Spore mine explosions had damaged the engines, and
large sections of the tail had been torn away. Losing power,
alititude and control, the pilot and co-pilot fought with the
flight controls. The co-pilot managed to shut down the fusion
- reactor, reducing power in an attempt to slow their descent;
Rl iha piiot got the Thunderhawk’s nose up, aiming for a flat

- landing. Engines screaming, the gunship raced towards the

-arﬂal;pluma-of muddy swamp water over 100 tonnes of
' j armed and armoured drop ship plunged nose first
nes tr
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Mo the swamps. Crashing through trees and tearing up the
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Jines the stricken aircraft ploughed through the water on its
=Y. Wings and weapons were torn off in the impact.
orvbedy o 2Nesses buckled and broke, sending

-
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Culln immediately ordered the twisted pla

Mission Time: 8 203 850,41 .
LOCATION: Anphelion Base '
TEMPERATURE: 3°C
VISIBILITY: 800m

AMMONIA READING: 0.15% - low
‘Odds are there will be no surnvi

Command Compe.

VOrs from the araen

more men out to look for them in the : Sale
those men to death as well. |t is aefﬁ',ﬂg'es 'S Condemp oper;
sanction any rescue mission, Our pri: w Will e Comn
survival until an evacuation can be er?ty Must be g to finc
complete the mission.” ecled. We How
N infest
f{gothq?ary Rael glowered at the Inquisitor barring his ya enoug
ve will not leave our brothers to rot in this place Naas’ defen
alive, they must return to the Chapter, The é"“ - Dead gy salva
have its dues.” The Space Marine growled hi" m -
and before the Inquisitor could answer, snapped N”"'m' Missi
into place. AT LOC?
“This mission is under my command. You, and your brot blowe.
are under my orders. The power of the Emperor is invested viSiE
In me. Dare you gainsay the word of an Inquisitor?” ;‘ , -? AMM
Lok. . The j
The Apothecary simply ignored him, flicking his comms e
channel open. "Squads Rael and Avna rendezvous on me®
| “ his men to him, brushing past the Inquisitor as 1
qument was over. -
space Marine go, but not without a final waming
our Chapter have not heard the last of the™
on.” The blast door slid shut behind the Space ™
stepped out into the darkness.
Rael's men rushed to their vehicles and
\board. The Thunderhawk’s locating beacon s |
weak signal, but it was enough for them fo homé==
Once everybody was onboard, the convoyoes
Razorbacks and Rhinos headed off into the jungles.
Mission Time: 8 204 850.M41 -
LOCATION: The vicinity of containment area Omega
TEMPERATURE: 0°C
VISIBILITY: 600m | it
AMMONIA READING: 0.19% - medium y U ol
Super-heated engines steamed in the wateras the m s ;muld_
spray cleared. P cﬂf,.'&e
: ' t everything was again 34 |
After the violence of the impact, and from Wil gauntls
and still. Slowly a side door cracked Opeﬂ-w “ved the @l After {
emerged the Space Marines that had Seud belly plates would
landing. The Thunderhawk’s thick armour \led and torm: 24 ::lcoq
taken the brunt of the crash. They had rl?_UC T me:
they had saved the Space Marines within. . ,;_':'-"3 gﬁ to
] rb 19 T __ throu
The survivors emerged into the dark :ﬂgb';g and silent: r d.rurngé
Helmet lights flickered on. It was da h’e o Was ¢ angé * saw B
mists swirled about them. The jungle e twisted forwarc
seemingly dead plants had becom veral huge P it
h spines. Close by sé nd. AN -. “"“ P
growths of long sharp sp the groun closest
had thrust their way upwards from " Soc mall P opensg
spire-like plant was lazily billowing changing; 1t 192, ekl

into the air. The jungle itself wasThelr' Lrange, wistel
become infected by the Tyranids. 10 : :_ ;-

biology was taking over the planet and ﬁmﬁﬁﬁ .
own needs. »

with a flame-thrower, whilst the SUTR e anfi
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~ drumbeat of rapid explosions. His final hour had begun. He

U
the Thunderhawk's location, but the comms had been
reduced to a pile of sparking wires and fuses in the impact.
~ Other battle brothers were at working cutting their
~ Dreadnought, Brother Halar, from the wreckage. The
~ Dreadnought had survived the crash, but was trapped inside

- the forward hold. Gradually the Space Marines managed to
e hold’s front ramp and the Dreadnought was freed.

~ Commander Culln knew it would not take the Tyranids long

- to find them. Fifteen Space Marines and one Dreadnought.

) How long could they expect to survive in this Tyranid-
infested jungle? Culln was determined to make it long
enough for a rescue mission to reach them. He organised a
defence of the crash site, whilst the flight crew set about
salvaging what they could from the wreckage.

Mission Time: 8 204 850.M41

LOCATION: The vicinity of containment area Omega
TEMPERATURE: 0°C

VISIBILITY: 700m

AMMONIA READING: 0.19% - low

The journey of ten kilometres would not take long, but the
jungle terrain made the going difficult. Despite this,
Apothecary Raels’ convoy smashed through the
undergrowth in a helter-skelter ride, tracks churning the
muddy ground as the Razorbacks and Rhinos wallowed
through the wet swamplands. Less than a kilometre to go
now, he watched the Rhino’s control screen as the locator
beacon’s winking light drew ever closer. Still no
communication with the Thunderhawk or his commander
The auspex read-out showed multiple targets just ahead
The armoured convoy raced into the battle. weaporn

blazing.

Mission Time: 8 204 850.M41

LOCATION: The vicinity of containment area Omega
TEMPERATURE: 0°C

VISIBILITY: 700m

AMMONIA READING: 0.19% - low

Meanwhile, at the crash site, Commander Culln, Brothe
Halar, and their men were surrounded. The Tyranids hadn'’
taken long to find them, and they were cautiously closing in
for the kill. Culln checked his ammunition counter one last
time — it wasn't enough. When the Tyranids came the fight
would be short and brutal and he did not expect to live long,
but he would take as many of the Tyranids with him as he
could. He would tear them apart with his own power-
gauntleted hands until the last of his strength was spent.
After two hundred years of service, today the Emperor
would finally embrace him. He did not fear death, he
welcomed it. He feared nothing, and without fear, death had

- Nnomeaning.

- Off fo his right a boltgun sounded. A burst of fire ripped
the

firough the surrounding undergrowth followed by
- 28w Brother Halar, knee deep in swampy water wade
iy ?:ii%%ff 'ds, his inferno cannon lit and aimed.

N placed the sight reticule of his helmet display on the
ttarget, Gaunts sliding through the undergrowth, and
lire. The storm bolter barked and roared, its bolt
Utting into a Gaunt and exploding within, tearing the

- —awre apart in a fountain of flesh and blood. He fired
“29il, nen again. The crescendo of battle rose about him,
0 cannon roared a flaming jet of burning

SOl lﬁyﬁau._rits screeched as the flames

# them into blacken husks. The Dreadnought
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waded forwards again as the survivors pounced on hi :

pc:;verﬂs; caught ?fne Gaunt and crushed it effortlessty
Others bounced off the Dreadnought's reat weight as it
clubbed left and right. S welght as it ;

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

Commander Culln could see the titanic clash of adamantium
and steel against flesh and hardened bone. Both were
‘=rmibly wounded and on fire. The Dreadnought staggered,
Jackwards as if it might fall, as blow after blow

7im. The Commander was powerless to

nother wave of Tyranids were massing.

ystems were failing, his responses

omplex life support systems that

©d sarcophagus were badly

50 dying, weakened by its

Jrrounded them. Halar

d fire at point-range,

> enemy. The Carnifex

orant of the damage

hunks of armour and

_ rength it drove a long

claw at the Draad: .S, puncturing the front

glacis, barbs ripping ¢ ini nner workings. Impaled,

Brother Halar staggered, then fell as the weight of the

creature pushed him backwards. The Carnifex also toppled

forwards, locked in a deathly embrace. Crashing into the

swampy water both came to rest, dead. Brother Halar was
gone, and Commander Culin knew the end was near. ..
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---------- you can win. Faith is | ;
necessary before any victory" | _1
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I:Fix-iEfWith deep regret that I must

.Jﬁ7£nranm you that the reinforcements 1

) had ordered to your aid have had to be

8 re-called as a matter of utmost
urgency. 1 can no longer offer any
assistance in this matter and trust

Y only in the Emperor to deliver you
from this terrible predicament.

Praise the Emperor.
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a a,sferward.ﬁ This creature was killed in combat with Brother Halar,

f th fm’ corpions’ Dreadnought-armoured battle brother.
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Sica Hierodule Domitor

This illustration shows a Scythed Hierodule, as

" encountered at laboratory complex theta.

/ fter first contact with the Tyranid race on the Exploritas
FP\outpost of Tyran, and their subsequent attack
| \Zﬁsignated as Hive Fleet Behemoth), the Imperium
| bagan to realise the true nature of the threat they f:_;ar.?ed
" from the Tyranids. Mainly due to the work of Inquisitor
" Kryptman, it was realised that Hive Fleet B_ehemoth had
Bﬂly been the vanguard of a far larger invasion. Th‘e
Tyranids, after long eons, had crossed the inter-galactic
void and arrived in vast numbers with the single objective
of consuming and incorporating all the genetic maten_al In
this galaxy into their own genepool. Savage, merciless
and driven by an insatiable desire, the Tyranids would stop
at nothing in their urge for new genetic material. Mankind
faces a war of annihilation against the Tyranids. It is either

them or us.

Since the first engagements the Tyranids have constantly
sought to evolve to overcome the Imperium’s defences
and weapons. The Hierodules were first encountered
during the defence of Hamman's World, where their huge
bulk and thick armour allowed them to wade through
heavy fire and smash the Planetary Defence Force’s
strong points. It is thought that the Hierodule is broadly
equivalent to the Imperium’s own Super-heavy tanks, and
fulfils a similar role, deployed into the heart of battle where
it can inflict maximum damage whilst absorbing heavy
enemy fire.

| Physically, the Hierodule is a massive creature, standing
I almost 5 metres tall and 14 metres long, in excess of 25
A _t?ns. of armoured, muscled bulk. Notable physiological
i features (many of which were first researched by Magos
Y Biologis Salik at the NewHallefuss research station),
ol include the creature's external carapace, with its

E 1 g]_?gggted and _thickened head crest. A study across the
| Vvarious Tyranid genii has identified that carapace

i-‘ thickness increases exponentially with body mass, the
] :
|

)
I
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!
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thickest carapaces belonging to the |arn k

W G :'-..
o = i |

Internal skeleton density also increases i v
external, allowing the body’s inner structy "N ling yig
extra weight gain. This gives the Hierodulr&* Supp
Tyranids) a unique internal and extarna[& ;ir’
allowing little in the way of space for ‘1:’:.4;:;‘-5.:_._ e
making it exceptionally resistant to damam:l!ﬂl Jans, by
skeleton is composed of a dense, silicatggf'%,
which is both strong and flexible. '-’i-ff-f"-_;_.;
research work led to the identification of WB:R"
Tyranid creatures, information that the Ordo Xer Ponts o
to distribute to Imperial Guard High :‘-“';?;_-_'
troops on the battlefield with targeting.
hypothesis, the weak points on the Hierodule Sl'?ouldg"-
eyes and mouth, and the rear and lower sides of'me"'i
Significant damage to those areas should reai -
catastrophic failure of the creature's central |

system, and a rapid death.

nenvous
This Hierodule will have fewer internal organs as we wouk
commonly understand them. No discernable liver kidnas
or digestive tract exist. Hierodules have no need for them
they do not eat for sustenance. Instead, the space is used

for exira muscle mass and adrenaline or toxin secreting
gland ‘her enhancing the Hierodule as a pue
bioit ‘g machine. |
Ti nain offensive weapons are its four claws. =

cms) scything blades of hardened chiit =

le of penetrating up to 40 cm of heay
at the charge. Its secondary weapol
Sy hiote creature, a parasite that lives off tié
Nost This creature excretes a potent organ =
acid a. ural defensive response to enemies in close
proximity. The Hierodule's others weapons inglud&aﬂ.?-‘l 1
fanged mouth. With multiple fangs up to 43 cms if lengit
it is easily capable of tearing a man to shreds with aSi._... |
well-aimed bite. It also has numerous spines ant_:l ltlﬂfhs
over its head, thorax and tail, which are effectivé

creature barges its way through a crowd; Gaises
g 4 = making @

lacerations without the creature
deliberate attack.
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Mission Time: 8 205 850.M41

LOCATION: Anphelion Base Command Complex
TEMPERATURE: 1°C

VISIBILITY: 500m

AMMONIA READING: 0.3% - very high

“Surveyor readings are off the scale, Lord" reported the
Guardsman gravely as he peered at the surveyor screen, a
growing look of alarm on his face.

Lok knew what was coming. Out there, in the jungles, the
Tyranids were massing, and soon they would come to finish
him off. Their raids had weakened his defences, but he had
to hold on in case an evacuation could be effected. Whoever
had issued the Cephestus new instructions had made a bad
mistake, and if he escaped from this death trap, he would
see they paid for it.

For now, however, he looked to his defences. His inventory
of men made solemn reading. Half of the Elysians’ D
company had been eliminated. The Space Marines had
disobeyed his orders and were now pursuing their own
agenda — another matter that would need punishing upon
his return.

The Cadians had also taken heavy losses; three companies
had already been annihilated, the others had taken some
losses. In all his force consisted of no more than three
hundred men. Yet they must hold out.

Just then he heard the first sound of firing, the clear snap of
lasgun shots and the heavy bark of the bases autocannon
defence turrets. The enemy were coming. Inquisitor Lok
levelled his bolt pistol and took careful aim into the jungle.
He saw a Gaunt's snarling face, its weapon convulsing and
spitting maggot-like shells. Squeezing the trigger he felt the
heavy pistol recoil as the shell launched, and watched as the

Gaunt's head was smashed apart by the micro-explosion of
the warhead. He took aim and fired again.

The Tyranids came in hordes, Gaunts first, wave after wave
of the Creatures, baring their fangs, filing the air with
screaming bio-ammunition. From their defensive positions in
gun pits and behind sandbags, the Guardsmen, Cadians
and Elysians side by side, returned fire. This was just the
start, a probe to see where his defences were strongest
They would look for a weak spot, and attack in strengtﬁ

there. Wherever that attack came, Inquisitor L
: 5 ) 0O
holding the line for all the Guardsmenqto see. it fo

The Elysians showed remark
closed in, some leapt up,
them back, screaming |i
training manual ever ta

able Courage. As the Gaunts
combat knives in hand and rushed
ke banshees. |t was rash, and no

grappling with a Termagant plungi : -

g L ler : ging his knif

?t?ggz rtgéscgeaai |L wnthedd on the floor, tail IashiﬁgrQTP:: tr?gr}:
» Covered in his own blood bi

beast he had iust b 0d and the bile of the

Lot J utchered, then launched himself at

From all around the perij .
weapons opened fire? ‘meter the Imperial Guard's heavy

the smoky traj issi
lancing into the yn S rail of missile launchers
: ro
rattling a stream of shellg, thh 1o explode, heavy bolters

R T I —

&
that had splashes over it. The firet ~ B
than a heap of sticky entrails arr;t E;ewmqﬁ. Vs figy.
eaten him away. The seco Ne, the yann. & Mme

his skull was exposed were hj
away. Ignoring the sickening s;tenc|~|c‘:|~,ha"'i been go
his magazine, tossed a fra ' N8 Inquisite o

of Rippers, reloaded, then grpneennetgt;ﬁg g:;a’i‘gd J*
To his left he saw a Hellho by
grinding the soft ground tour:ﬂu&umebrlﬁslo into
belching fumes. Its turret siowly ro'tateg Te throbbing -t
jungle tree line. Lok felt the heat waye hi r?' take aim o g
cannon fired. A stream of flaming prometr:mas infeng
splashing the foliage with fiery liquid Th:"'n arched gy
brightly in the gloom. He saw flaming Tyran o c. Oueg
stumble from their cover. many were stilly; Lt Ures

charged forwards, heedless of the ﬂamgsﬁrtﬁa?% :

engulfing them. Others fell dead, shri . Worg
heat. The Hellhound fired again,hn;;glsl,;e:gbg the nengg
promethium across the tree line to become 2 ﬂamﬁ::m@ ]
From the jungle’s cover the burning vines were s i
flung apart as a massive bulky form charged L;'gd”"' |
through the flames. It was huge; six metres tall all b
tusks and claws. It ran forward through a slonﬁ of lasqur
fire, smouldering from the flames, and smashed headios

into the front of the Hellhound. The forty tonne armouts

cdllras

vehicie *-fz.--.-arfedl by its attacker, was lifted clear off e
grot (ne Impact, and the beast's massive clays
pUT wn, clean through the front glacis to where the

dr - be sat. From the turret hatch the vehick$
vailled out, jumping clear as the beast stk
ain. It seemed unstoppable. They had fofat
:mselves more room. Lok gave the orderover™
: t, and shouted out for those around fo follow
hi irdsmen rose from their firing positions and
jo " a sprint back towards the buildings, stil filng

lef ' as they ran. Looking over his shnu‘lderhesaii
the n rous creature discard the Hellhound like a chigs
toy, highly volatile liquid leaking from its ruptured fuel fank

The still-smouldering beast screamed a challenge &%
lumbered on.

The Inquisitor and his ragged bunch of sunvivors r:luslﬂﬂd
around a doorway. The Hierodule was coming stral:
them. He aimed again and squeezed off a stream of wyi
which exploded, chipping away lumps of carapace "
beast did not even break stride. Lok drew his PORSECE

and thumbed the tiny powerfield generator If the.
pommel into life, which throbbed and crackled nd it
“With me,” he instructed the Guardsmen ”“::_L; ;
preparing to charge. As he did so, the crgaturgeam ol 4

sideways under an impact. The blinding .
lascannon slashed through the darkness, S tes. It

creature and burning through its thick aﬂ'ﬂouh oadlights?®
roared, either in pain or frustration. He SaW the o cked 010

a Razorback approaching, its turret weaponﬁéd again, 3¢
the monster in front of him. The lascannons ﬁl’ecl in a 50
this time the creature staggered, then colia oAbt
of bile and ichor. Lok seized his chance. Fé S i@
and plunged his powersword point first if  ining &5 1
leviathan’s head. The powerfield spark ._'.:-a-:'
sword thrust deep. The Hierodule writhed &
Lok ducked clear of its flailing claws.

The Red Scorpions had returned. A Cﬂlumrgadr into *
transports, Rhinos and Razorbacks, cam® "2 ¢ “pollt
perimeter. Space Marines debussed bY 5:8__ argeted
blazing. The Razorbacks' heavy weapamr;
larger creatures. Amidst them the ’"q“dlm fre-
Commander Culln, still issuing orders and === =
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assault had been repulsed, but others would soon follow.

Mission Time: 8 206 850.M41

LOCATION: Anphelion Base Command Complex
TEMPERATURE: 1°C

- VISIBILITY: 800m

- AMMONIA READING: 0.24% - high

“My authority now supersedes yours, Lord Inquisitor”

Commander Culin stood upon the ramp of his Thunderhawk
gunship. Behind him a Thunderhawk transporter was raising

two Razorbacks on its loading claws, the last of the Red
Scorpions strike force to be loaded.

“My orders are to evacuate the planet surface. The situation
here means my priorities have changed. My men are no
longer under at your command. We are not expendable
assets.” Culln betrayed no emotions, he had orders, they
must be followed. The Inquisitor's anger at his decision to
evacuate had not swayed him for a second. He felt no pity.

Inquisitor Lok was furious, “This is treachery commander,
your strike force still has a mission to complete, the authority
of the Emperor is invested in me, | am a bearer of the
Inquisitorial mandate. The Conclave of Har will hear of this

-

ASNing ; pe _'Qi}ﬂtﬁraﬂatenﬁes’. It is believed that there were no survivors.

vo "'-.jf;_,_',j_.__Jﬁn:t_uan_Hiemdule- closes with the defenders of laboratory theta. The
Y€ DUlk and thick armour absorbed all the fire the Cadians could throw at it

hase treachery, and you and your Chapter will face the
severest of retributions. In the name of Emperor, | command

your men to stand fast.”

“vour mission is irrelevant.” Culin declared and turned and
walked up the ramp. Inside the Thunderhawk his men where
awaiting his order to launch. Powerless to intervene, Lok
watched as the nose ramp slammed closed, and the
gunship's engine pitch rose. The Thunderhawk lifted off, the
engines boomed and it rocketed skywards towards orbit. It

was soon out of sight.

| ok surveyed the base, at the tired, wounded, sallow-eyed
Guardsmen still dug-in around his shrinking perimeter. He
knew now that he had been betrayed, not just by the Red
Scorpions, but also by some higher authority still. His
authority had been undermined, and now it seemed he was
to be sacrificed on Beta Anphelion IV. He trudged back to
the control centre, resigned to his fate. All that was left to do
was make a final log entry. He doubted it would ever reach
the Conclave's Advocate Judge. The shadow in the Warp
was so dense now, Astropath Zameck was unsure if
anything was getting through. It was 1 a last try, if only
because the Conclave would ; his fate, and
retribution could be ! /no had plotted
against him.
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Speed, a swarm of Hormagaunts rushes forwards.
battle, a
Malanthrope appears through the mists to scavenge corpses.
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Anphelion base. Beta Anphelion IV
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Mission Time: 8 207 850.M41

LOCATION: Anphelion Base Command Complex
TEMPERATURE: 1°C

VISIBILITY: 200m

AMMONIA READING: 0.32% - very high

Even as he finished his dictation to Autosavant Wassily, the
Inquisitor heard the faint sound of firing. The Tyranids were
attacking again. As an Inquisitor of the Ordo Xenos it was his
sworn duty to purge the galaxy of any alien threat to
Mankind. He would do so with his dying breathe. He drew
his powersword from its scabbard. “Sign off the log entry
with, death to the alien.” he instructed his scribe, and made

for the exit.

Outside the fog had gathered about the base, it lent the
battle a strange, surreal, detached air. Respirator-faced
soldiers emerged from the thick white blanket to scurry by.
Searchlight beams reflected a white wall of swirling mist.
Lasgun blasts made the fog cloud glow from the inside, like
a living entity. He felt the first slight burning sensation of the
ammonia in his throat and pulled his own helmet into place.

At the perimeter he ducked behind the wreckage of a
Valkyrie, destroyed on its landing pad. A squad of Cadians
were crouching close by, firing into the jungle. The screams
and cries of the Tyranid monsters echoed through the fog.
As he watched a brood of Hormagaunts bounded from the
undergrowth with dazzling speed, straight at them. Their
reckless charge was cut down by lasgun blasts, but more
followed, He took aim, his last clip of bolt pistol ammunition
already loaded. He added his own shots to the Cadians
firepower.

Behind the Hormagaunts came taller Warriors, stalking the
jungles on their back limbs, erect above the heads of the
smaller Gaunts. Still further back something large and heavy
was crashing through the jungle. Its footfalls made the
ground tremble. The skeins of drifting fog parted long
enough for Inquisitor Lok to see the approaching Hierophant
that towered above the trees on long spiny limbs, its huge
ugly head full of fangs which dripped bile and mandibles that
gleamed with acid. The biotitan was massive, how could it
have avoided being detected?

“All fire, target the biotitan.” He ordered, directing the fire of
his remaining squads. Las blasts simply glanced off its
carapace, but the Cadians’ lascannons blew huge,
smouldering chunks out of the beast. It roared, and
smashed its way towards them. Lok ducked
behind some sandbags and reached to his
belt. From it he pulled all six krak grenades,
and quickly bound them together. Heavy
weapons fire was slashing over his head, the
biotitan came closer. Lok pulled out his
powersword once again, and prepared
himself for one last heroic effort. The
creature was so tall it easily passed over the
top of him. Looking up he saw its hideous
maw drooling poison, clouds of spores
spewed from rends in its thick armour plates.
Leaping to his feet Lok aimed the krak
grenade bundle. As he did, long stringy
tendrils lashed out from the biotitan’s belly,
barbed hooks slashing at him. He parried

Right: The end is nigh! A biotitan
- approaches through the swarmps to
‘Overwhelm Inquisitor Lok’s last few

 desperate survivors.
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hard with his sword, cutting two tendrils clean off, a third
hooked him and with effortless force, flipped him sideways
through the air. He hit the ground hard, dropping his sword
and grenades. The bio-killer stamped down hard, trying to
impale him with its clawed feet. He rolled away, just in time,
grasping for the grenades. As he did so another lascannon
impact rocked the creature, great gobettes of rank blood and
ichor rained down on the Inquisitor, his armour sizzled with
acid burns. Seizing his chance he grabbed the grenade
bundle, and with his last remaining strength stuffed it
between two of the creature’s chitin plates. As he did so, the
lash whip tendrils slashed out again. Wounded, Lok fell,
sprawling in the mud. He tried to crawl but could not move.
Above him the biotitan loomed massive — and then it was
gone. The massive explosion ripped away the underside of
the creature, spilling its slimy internal organs out in a torrent
od bile. Its legs buckled, and with a last strangled scream
the titan collapsed, dead.

Exhausted and in pain Lok lay in the mud looking skywards.
His beautiful, ornate armour was rent and torn, acid had
burned clean through in places, his helmet had been torn
off. Inside his body was ruined and broken. As he tried to
pulled himself up two Cadian Guardsmen ran to his aid. With
their help he staggered to his feet, coughing up blood, his
face singed and melted. He looked down for his
powersword, lacking the strength to wield it, it might at least
act as the prop. “Lord?” one Guardsman inquired. LOK

looked up at him, both men were looking past him, into the
SKy. A 1| | vas coming? Reinforcements hac
arrivea? |

Slo

Fen

Knew

Hive |

never sii antiy :

for prey, it needsd o kil and consume. in &
moments, as the Tyranid swarms broke in and the |z

men were dying around him, Inquisitor Lok saw the full

horror of the truth. The Tyranids could not be stopped, there
could be no victory for the Imperium in this war. In his last
moments, as the bio-killers closed in, Lok felt cold-hearted
despair. This small force stood for all of Mankind, and they

would inevitably be annihilated. Mankind would fight on, but
it was already doomed.
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Top: The wacher. A Genestealer patiently awaits the arrival of new prey.
ge as it seeks a new target.

Above: A Barbed Hierodule crushes the jungle folia
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Valkyrie airborne assaul )t D company, 99th Elysian regiment.
This aircraf 1 vehicle for 2nd platoon.

jan regiment
Tarantula sentry gun with lascannons of 99th Elysia

defences
This weapon was deployed as part of the perimeter
of the control complex.

Drop Sentinel with m 2
Sentinel squadron. This veh; e i rest o
during the mission to secu; Ao

the containment fence 9
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Valkyrie airborne assault carrier. This aircraft is the fifth vehi '
, ; icle of third platoon.
The company’s 21 Valkyries were all destroyed during the course of the ?ighti(l:g

Cyclops remote controlled demolition vehicle.
. The company’s attempts to use these vehicle against the Tyranids
proved unsuccessful.

\ /> o

Vultyr
© Qunship. This is the 3rd aircraft of the company’s attack squadron.
A55-31 is the aircraft’s registration number.
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Graia pattern Hellhound flame-thrower tank of the Cadian 266th regiment.
This vehicle ‘estroyed defending laboratory complex alpha.

er in the turret.

; ith a heavy flam
Chimera armoured carrier of the Cadian 266th regl_ment, grme(:r ghimeraS-
The regiment employed a wide variety O

‘ S. en
Tarantula sentry gun with hea‘t’l}:ebg::; in a point def
Sentry guns proved effective when deployed inside
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Chimera armoured carrier of the Cadian 266th regiment.
This vehicle, of second squad, second platoon, was part of the convoy that reached laboratory complex delta.

Sentinel scout walker, 2661
regiment, sixth vehicle of the r:
Sentinel ¢

Sentinel scout walker, 266th Cadian

regiment, eighth vehicle of the regiment’s

e
mpany. These two walkers ar
i+ fpron}: the same squadron (E).
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RED
SCORPIONS

Rhino of the Red Scorpions

Chapter, sixth (tactical)
company. This is the Codex
Astartes ‘Chapter Approved’

colour scheme.

There are no squad
the vehicle, SO which tactical

squad it transports is
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Tarantula sentry gun of the Red
Scorpions Chapter. Transportable
inside a Rhino or Razorback,
sentry guns provided useful
Support during search and
destroy operations.

MkIV Dreadnought of the Red
Scorpions Chapter. Brother Halar,
formerly a commander of 2nd
company, was attacheq to 6th .
company, for this mission, but stil
bears his original company number
on his leg. He is armed.with .':mt -
inferno cannon, powerfist gnddsi :
bolter. Brother Halar was killed |
action on Beta Anphelion IV.
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Razorback of the Red Scorpions Chapter. This i
operating as the transport for Demi-squad

S the darmoury’s seventh vehicle
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lled ™ Apothecary Rhino of the Red Scorpions Chapter, 6th company. Note: no weapons are included.
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Rhino of the Red Scorpions Chapter, 6th company:
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Tarantula sentr
) : y gun of the Re
g Scorpions Chapter. Lascannon armeg

: sentry guns were found to be of little
value against the Tyranid
swarms they encountered.
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Trojan tractor found at

but must have been used during the base’s da
was never
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Arvus lighter. This shuttle was used by Inquisitor Lok to transfer from his trans
to the planet’s surface, and subsequently to move men and supplies between

port vessel Cephestus
the base’s facilities.
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! by Inqui rkin " i ta. Itw
Sitor Lok’ g order on a landing pad at laboratory facility theta.
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id raid.
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Hive Tyrant with 5, observed at laboratory theta.

< Spore, identified by Red Scorpions Tyranid Warrior armed W
during Thunderhawk operations. Killed during fi¢



Trygon. Identific
ifie oyed at laboratory complex alpha

Gaunt armed with a devourer.
Killed at laboratory complex theta. -
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Scythed Hi /as part of a force that attacked the command complex.
. killed by Inquisitor Lok.
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Scythed Hierodule. This creature was part of a force tli1a s
and destroyed the Cadian garrison.




T uring
Ygon. This Creature destroyed the containment fence controll ::,ntr e d
4 Surprise attack on the Anphelion command compie:
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he Hive Tyrant is a large a vely powerful Tyranid

creature: the closest thing to a leader of a battlefiela
swarm yet encountered. Like many Tyranids they are aple
to mutate rapidly, and several different physical
characteristics have been reported.

\Various hive fleet and splinter fleets have exhibited different
physical characteristics and slight differences in
physiognomy. The Imperium's Magos Biologis have put this
down to each fleets own rapid evolutionary development,
with each new world conquered adding more genetic
material to the bio-mass, the Hive Mina can bioengineer
new creature strains and evolve again. Within larger hive
fleets. such as Kraken or Leviathan, it I likely that creatures
will remain broadly similar, but some Hive Tyrants identified
amongst splinter fleets have larger heads, different
configuration of claws, talons, tails etc. This is likely to be

because the genetic material available to a more isolatea
fleet dictates a different development path.

Even within these different ‘types’ there is mutation and
physical alterations. Different weapons are common, but the
bio-morphication also changes the Hive Tyrant. So mutable
is the Hive Tyrant genus, that only rarely are two found the
same. On Beta Anphelion IV several Hive Tyrants weré
encountered, including those that had evolved wings. This
was the first confirmed sighting of a winged Hive Tyrant,
although since the ill-fated expedition to the Anphelion
system, other Hive Tyrants across the hive fleets have also

been identified with wings.

Hive Tyrants encountered on the battlefield carr‘,fwﬂf
array of symbiote weapons, with venom cannof ﬂam
strangler, lash whips and boneswords all being wmaw
The Hive Tyrant seems able 10 wield aﬂwam
configuration. Some are only armed with their 0 i
scything talons, whilst others.evolve 10 C;”gutnwt*
deathspitters. The reasons for this are upkngh';t*nemm
the result of evolutionary adaptations aime

any threat to the Hive Tyrant.

: * h ‘
All Hive Tyrants are highly psychiC: et~ - rrants
the Hive Mind is very close. Although ive Tyral
the Hive Mind completely, et every Hive
i ind in any way: has
does not harm the Hive Mind autopsy M8 =
killed and subjecte i a:e nBMUrkwﬂiP‘ b

ded synap=*®_ ;
d to have a vastly expar i< highly :
foun | ork is N9 opc*“”-

act ter Hi |
he directives of th grea of neay
fs used to overruie the patu;a:; S|to : t"'waﬁf @
creatures, allowing IUﬁ’;eaBtfur < the ,;ﬂtsh;:sﬂﬁ

, e |
automatons, to Tyran i
domination that make H‘Jn bya Hla terﬂfr‘:n ; n'i-d:
targets for Imperial forces !  ha weTY W'”
a ginst the hive fleets soon leam N2 isrupte
qgickiy destroyed 10 achieve
Hive Mind.
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Imperial Armour

ﬁig;dimWE;[lors have been identified as amongst the
S thep |aa”t Tyranid creatures on the battlefield. Not
B thoy alsg f rlge and powerful fighters in their own right
2 el u ltl a pivotal role In Tyranid attack swarmsi
savchic bond afc as psychnp resonators, amplifying the
e e Dd the Hive Mind and transmitting it to the
Ofﬁcers’ S eveloped creatures around them. Like
L inti bconvenﬁtlongl army, they lead the lesser
e nid" gttle, directing their actions and adapting the
yranid's battlefield tactics to the situation they face

ggl;r;ee E{;&;ﬁ: Si?;c;g+s aCt'Lcjia“y believe Tyranid Warriors 10
yranid race, and that other -
are evolved from these taller C 1 o0 bi ke
are O balieve that Warr reatures, to do their bidding.
riors and Hive Tyrants h
from lesser Gaunts, and th : VB avohies
m 1€ : at eventually the aim of '
Mind is for all Gaunts to b U i ihe,
ecome Warriors, with th

strong synapse network that ’ S
; allows more inde endent

?:?sgm r;md action. Qne issue that the Biologis cairz; agree
i lata fthna Hive Mind has adopted a standard six-limbed
oy I? e for all its creatures. Warriors, like other creatures
on their back legs, and can use two symbiote weaponé

in their upper limbs.

'll:"yrt?‘md weapons technology is referred to as symbiotes.
ather than being weapons as we might know them, their
;afnged weapons are in fact living creatures that exist as part

the host creature. The creature and the weapon are

melded together from inception, two parts of a whole =

when the host creature is killed, the S
Tyranid weapons are just an extens

ymbiote dies wih LA
on of their D0G<=

4 claw, talon or a tail. Ranged weapons like ded
omplex M*

creatures, whic
eatures, burrowing organisms,

. or diamond-hard spmes.
instinctive reactions

fist and strike an 0

maggot-like Cf
volatile bio-acid
wielded with the

might use t0 clench his

outpost on the Eastern Frin

first arrived N

hibernation, crossing the
void, the horror o)

same

Tyranid Warriors Were encount
| ¢ [nquisttor

trapped within PO
Hive Mind selecti
Not only did i
hide its new tra
strength fo
years of wa
to realise that
intelligence far in

r an overw

r against the
the Hive
of
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ne H!EI'E;IL_'?"'=..-_:' nideous creature,
tlo.wermg ovel tling with spines,
tendrils and SymbIOl re amongst the

gst the swarms
and power 1o an

largest bio-creatures yet enco
of the hive fleets, comparanit
Imperial Titan.

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

The Hierophant is the Tyranids’ largest shock troop, armed
with massive bio-cannons, multiple claws and chitin blades,
and armoured with a thick chitinous hide that exudes
poisonous spores from rends in the plates.

As well as its many razor sharp claws and spines which
cover its body, head and tail, the Hierophant is also armed
with two long bio-cannons. These symbiote weapons aré
triggered by a massive electro-chemical shock from the host
creature, the bio-cannon creature then spews forth a hail of
highly corrosive maggot-like organisms. These venomous
and highly acidic organisms then impact upon the target,
splattering gobbets of bio-acid and poison, that melt through
plasteel, ferrocrete, flesh and bone in seconds, reducing the
unfortunate victim to a steaming pile of bubbling goo.

As well as its main weapons, the creature's vulnerable belly
is protected by many spiny tendrils that lash out in all
directions to entangle enemies which get too close. These
lash whips are also symbiote creatures, living ropes of

muscle and sinew which can entangle, bind and strangé,s
if with a will of their own.

The Hierophant also has one last line of defence. Fior
rends in its armour plates and body the Hieropns
constantly exudes a cloud of highly toxic poisoncis Spores
These are lethal to all non-Tyranid creatures forming
drifting vapour about the Hierophant that chokes and 0
anybody without proper protection that is brave enougi®
get close 10 the creature.

iofi ahie ¥
| | biotitan seems 1028
Like all Tyranid creatures, the o m

mutate rapidly, evolving new weapons 32 o centfel®
variants of the Hierophant biotitan have _ke e o
huge crushing claws or long scythe-like

spines and other bio-weapons: o =
: jotitans ™.
Deep in the jungles of Beta Anphehonl I:', O e it
growing. Erom only & few initial sampleS: T et
managed 10 multiply and grow i
with alarming speed, from the is i
biotitans, and soon the planet:; e
Tyranid creatures. The develop

: 0
constructs remains @ T_:f;?o: rnifex Cf::uld‘5
iIst it seems & Hive : o there 15
o Tyranld Wwarr o e Hierop'ﬂ‘:

further evolution of @ oature ,
connection from any other ¢ yam er of %f,—
Combating HieroPna"™> i;l.-avir‘lljatlige ordn "Ce:,i?; ot
heaviest firepower avallsi f. ved the

e

heavy artillery hav
weapons In destroy!




3"
'--l-..;ﬂji.qx-nr.’v.-
o e 7 o

_.’ R3S e -?_‘: i

J' Mﬂt-\.-—-ﬂh.-‘l‘.—— e -

T = T T e — " N

=t - h'\ r
-1.: o s ;51
.;‘.*.'_,.- IR VAl
T i S e )

'\,......I‘,.-ln.i--.. Bl i i
e PR s o
A

"""-

R R LS R R LT

%_‘....uiti '

L L
LAl i L L]

1 r“lim“iiiiitll-ililil

:ﬂ——-—-—

- i
j = .
ﬁl (S
1 : -
' SRR e L * i
. - .-,-‘i.b;u-'ﬁ-rli;.h_-\- 1
’ e i R g L, T
e = SR L
- o . b o -

L e




e P —— "

O e S

Imperial Armour

he Scythed Hierodule was recorded during the invasion
| of Hamman’'s World, a small Imperial colony close to oné
of the tendrils of Hive Fleet Kraken. Hamman's World was
attacked soon after the Kraken's defeat on Ichar IV, as the
hive fleet began to splinter. Nothing like the Hierodule had
ever been reported before. It is armed with four huge razor-
sharp claws, each capable of slicing clean through a battle
tank. and heavily protected by chitin plates, in places up to
30 cm thick. A Hierodule is far larger than a Carnifex, a
monstrous-killing machine, even by Tyranid standards.

World put up a brave defence.

The garrison of Hamman's
colony, the Scythed

During the bloody battles for the
Hierodule played a major role in the vanguard of Tyranid

aﬁac_:ks. leading swarms of lesser Gaunts into battle,
particularly against the sirong points and prepared
ferrocrete defences occupied Dy the Planetary Defence

Forces.

After the battles and subsequent evacuation
World, a detailed study of the campaign was
newly arrived Xenos-Biologis teams. Although their findings
were kept secrel, they did not believe that the Hierodule
acted as a focus for Hive Mind activity, or Is a synapse
creature — all the attacks were still accompanied by the
usual Tyranid Warriors and Hive Tyrants who seemed 10

control the actions of the lesser creatures.

of Hamman's
carried out by

As well as its claws, the Scythed Hierodule ais:rbeﬁif
symbiote creature, which appears to live in the HIEMORS:

back, growing out between the armour plates. TS =%
Hack, squiring 3#&

creature helps defend its host from a

potent mutagenic acid against any enemy

close. No samples of @ Scythed Hierodule hh:zw
ch. Thosé creatures thal 1

killed have all been destrqyed py large Wed
few remains for laboratory INVes

As yet, the Scythe

ithi | tendril O
within a singlé i ~andful of Wﬂ”ds'dva‘@drﬁ"
' ga aﬁ‘;

only encountere :
: rowing. _
presence on the hattlefield 1S 9 srodules jeadind i

Xeno-biologls
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ollowing the loss of Hamman’s World to the swarms of
Hive Fleet Kraken, the Imperial forces were evacuated
and moved to the neighbouring Moran system.

Reinforcements, originally intended for Hamman's World,
were redirected to the main planets of the Moran system. A
strong defence was rapidly established In anticipation of a
new Tyranid invasion.

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

Several Scythed Hierodules had been killed during the final
days of battle on Hamman's World as the Imperial
defenders learned to bring their heaviest ordnance 10 bear
at maximum range. The Hive Mind had recognised IS
weakness, and with dazzling speed had responded with a
newly evolved response.

The Barbed Hierodule (as the troops on Moran soon came
1o know it), had replaced two of its four huge scythe-like
claws with massive bio-cannons. The symbiote acid
creature was gone, and the Hierodule's frontal chitinous

armour plates had grown and thickened for extra profecier
Given the creature’s new hattlefield role, it & mad
chillingly logical sense 10 the soldiers on the gros

the alien Hive Mind leaming and adapting fastéf

anybody thought possible?
hed Hierodue P

| ‘ Ba
Like the Scythed Hierodule, the Be s
spread throughout the hive fleets. During the he .

des
on Dantris, 26 Hieroduierslwere recorded as counieﬁ“
Beta Anphelion IV Inquisitor > e Lok
least four Hierodules of both typeds- m:ql:!twas st
was responsible for killing one, an ﬁ; bt
by concentrated heavy weapﬂ”-’;heta pefore 41
defending laboratory complex MEEL (85

ranid Cré
aventually overrun by a swarm of Ty

second Hierodule.

,and
Where these creatures came from e 10 #ﬂi"

that a few rogude Sa;" _
anid ass .
largest of Tyr it seems that TY"‘-"':: van q smal oy

time span involved, o
Capab?e of rapidly reproducing

raid might bé aple to
relatively short time.




el ‘ﬂr'ﬂ'i ’- Ay

SRR Y ¥ 00 *;
AL TIPS 3T '\ e T """--I
ol L'Jl—

1 ¥
1-_|l"'

=
i
i

i

lli'
e liss
H

il

shnERvnand SRR ERRARASSRRARERE

L]
I

o A i

- T—-q-—-qu-—-- —T T

.:1:-.- ef"iu n'ritlﬁ : ....[..:{.‘.........'.'.,...-.;..-1-:---.:_

o
-
-
-

_'-"".'w'TJ'.l. J

SRER IS SR

T
1

I
i\,iuu 'I L TR

§ p———

CYKTLI

1L er ",“"".“"“.uitpuﬂnhﬂ""

! "y r--r rl ’l 4 o im";uqu-n-lllﬂl_"r‘mﬂt’ﬁ“lﬁl-

-q,-fu.- <

1Al
||.1IIJ '||rr..

‘“J";iﬂ“r”‘:




Imperial Armour

_— ‘L = . 3
— AT - —— )

arridans are the largest flying Tyranid creatures the

_Imperium has yet encountered in its bitter war against
the inter-galactic alien menace. Circling high above, soaring
on the warm thermals of battie on its great outstretched
leathery wings, the Harridan waits patiently before diving
down over the battlefield, strafing its foes with bio-cannons
or swooping low to rake a tank with its two massive Claws,
or snapping its massive fanged jaws around an infantrymarn.
The Harridan's fearsome armament means it is capable of
attacking just about any target, and the high-speed impact
of its two main claws are capable of punching through just

about any armour.

Being a living creature and relying upon wings rather than
jt_'at engines the Harridan cannot match an aircraft for straight
line speed, but its lithe, twisting body is far more
manoeuvrable, allowing it to twist and turn to avoid enemy
fighters or ground fire. A Harridan lacks the speed tO
dogfight effectively with Imperial flyers, although Imperial
pilot's after action reports tell tales of Harridans intercepting
aircraft that fly too close, or of them sacrificing themselves
in suicidal mid-air collisions that destroys both the aircraft

and the Harridan.

Harridans seem to act as brood mothe
Gargoyles. It is thought that Gargoyles lack the endurance
for very long distance movement, but it is known that they
can hitch a lift on a Harridan, using their hooks and claws o
attach themselves to the larger creature. With a Gargoyle

86

brood attached a Harridan's belly appear to constanty
writhe with hideous clusters of scaly limbs anc leathery

wings, writhing over the mother's skin and chitinous amo
the hattlefield thé

plates. AS the Harridan soars over i
Gargoyles will detach themselves and flap oft tos e
enemy. When Harridan's gather fora large aftacs,

, M
of Gargoyles will usually darken the skies around the

' ' idans have
Magos Biologis have noted that Harrioa !

encountered in @ vari S ingspan o
| ith a win
of 30 metres IN length W 0 niified. The reason

far smaller Harridans have also bé |
this is unknown.

The Harridan has no legs of
been theorised that once airbo

land, spending

biologists believe
: ts belly, like @ snake,

slithering on | d

has been proven. a uﬂta;gi
sitor LOK'S forces © }

On Beta Anphelion IV Inquis! sal c0 5

arridans, When st the
east two H qerial atté k 892 orM

devastating surprise jestroyed ‘
ianding fields. € two cr_ealufiesin a dehb_erale o

almost all theé Elysian’§ aircra® o a
cripple the Drop Trc:u:ipsdI’I’l'K’r'f‘i::‘l.:g";i e
for the landing grou P
Harridans.
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téeajrgglon is to the Ravener what the Harridan is 10 a
S hols grc?ozs— E; gonstrousltunnellmg bio-killer that leads
Trygon are E aveners into battle. Ihe origins of the
creature’s I:;T| nown, although on Beta Anphefion IV the
i ~abi ity to tunnel allowing it to easily escape from
e ainment areas. It is thought that this may be the

rigins of the Tyranid evolution of tunnelling creatures, as a

response 1o imprisonment.

!r’-\n a{gig?n s claws can burrow through just about any
e t' carving out pnderground tunnels as it passes by.
Tl irL:ntl’;‘elS are utl‘hsed by other Tyranid creatures, which
o on e Trygons walfe and move without detection.
o means 2 Trygon'’s appearance is a precursor to a
r larger Tyranid attack, as SCOrées of smaller creatures pour
out of the hole in the ground left by the Trygon. On Moran,
Space Marine Terminators of the Death Strike Chapter
launched an operation 10 investigate the tunnels left behind
after Trygon attacks. Savage subterranean fighting resulted
in few gains, and eventually all the identified entrances were
sealed and virus weapons were detonated underground.

Their acute senses can detect enemy lifeforms above, and

the Trygon will burrow upwards, exploding through the

ground underneath its unsuspecting target with devastating
nd vehicles. It

%"W- it's huge claws scything through men &
| powerful enough 10 easily smash through buildings and

bunkers.

Alongside its huge powerful claws, the Trygon &t
generates a strong bio-electric field or aura. Created
constant micro-vibrations across the Trygons
chitinous armour, this energy can build up 10 @
levels for anybody 100 close, discharging In @ Sudo
o \Whilst the e ®

powerful arc that is strong enough Kill. W%
building up, it creates a low frequency magnetic g

the creature, which will disrupt the energy of €2
acting like @ protectivé shield:

The similarities be
cannot be ignored,

reports Of encoun
first misidentifications © a Trygo

e Ravener an
mber Of f
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are

Rrec;yntisyeggéntge Malanthrope's existence has on'y
was a total myst iscovered. For a long time the creature
Esid of Kﬂotﬂ;le{j ery to Imperial forces. The reason for this
S d bohi %e was that the creature's role meant it only
survived lon R attack swarm. Few Iroops
if the Tyran?denough to witness a Malanthrope at work of
R Wiooes ﬁw?{;m was destroyed in battle, then no
against the T rou_d 2 e Agetita pattles were fought
were often mqsyt akm Sf 5wt describing the Malanthrope
until Inquisito Ba en for sightings of Zoanthropes. It was not
S St fho Or ach encountered a Malanthrope Ofl Moloch
7 anédo Xenos realised this was d distinct new
investiga'te Tha Xenos-Hunter team was dispatched 10
s eir subsequent report is the main source of

ge about these mysterious creatures.

it |
is well known that once a battle is over and a Tyranid

?C;It;i‘inha?n mov$d on, then the Ripper swarms move in,
oA Tr?ese f e‘ yranid's wake, devouring anything in their
b : az‘ldo:{-up swarms are sometimes accompanied
m:"_ange ideous Malanthropes. The Malanthrope's

seems 1o be 1o selectively collect and process genetic

matenal from -

alono . fallen enemies, before itself being reabsorbed
The with the Ripper swarms ‘o the Tyranid biomass.
create more complex

piomass is then used to

creatures. The Malanthropes full role 1S not yet untlelfﬁm‘;uit

but some Magos Biologis believe that it IS 9 ,
g new Tyre

unique genetic ma
monsters. If so, they are very dan

as they may be responsible 10

evolve. The destruction of Malanthropes

been given top priority Dy the Ordo Xenos: .
i

Those that have witnessed 2 Ma_laﬂmrﬂps iﬂl"‘;ﬂmw
that the creature grasps dead, injure a:rilh ts Sting
ing tendrils, sguns.them inis al ¥

with its long groping e

consumes them, feeding them IN 0l . ,

. The Malanthropeé ’Z:ﬂwﬂaﬂ‘
oxic @

dextrous arms
venomous, cardiotoXIC,

poison, injecte

creature it causes ex 08 oate 5
- - " t &

before absorbing itin Aot terﬂb'em o

its genetic material |
noud

anybody unlucky € —
- atigent
ly intellld meclosgdd

\anthrope is als@ a highly
A Malanthrop 1 5 the Hive Mind. L

with a strong I :
7oanthrope, @ Malanthrope c i
im over the grour™
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The smallest Tyranid creatures are referred to as Rippers,
and vary from tiny creatures only @ few centimetres long
to those up to two metre In length. Rippers follow Tyranid
attack swarms en masse, and perform an important function
for the Hive Mind.

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

Although consumption is their primary role. a Ripper swarm
is still a dangerous foe. Aggressive and persistent, @ Ripper
swarm IS easily capable of pulling down creatures many
times their own size. During a Tyranid attack, millions of
these small ‘anklebiters’ (as the Imperial Guard refer 10
them), consume all biological material in their path. Rippers
will often be found crawling and leaping arounad the feet of
larger creatures, aiding the quicK consumption of a dead
enemy’s genetic material. Each individual Ripper will
eventually return to a digestion pool, 10 be reabsorbed into
the biomass. They live a very short life-cycle, existing only
to consume until they are sated. Once re-absorbed, another
R'Dﬁr swarm is created and unleashed upon the next
world.

, . : | Were
Some Magos Biologis originally pelieved thal ?fdppt;; a

the starting point for all Tyranid creatures am_ ot
these small creatures all others were Qmw“'o e
“ow widely regarded as Wrons by e S g

- 0

Space Mariné scout forces, undef 10, &
~hive ships and Wt

managed 10 board Tyramd hiyg hpnd. pespie Y20 1%

workings of the ships al fire
casualty rates, the Space_M | A
of thousands of creatures IN hibe na+he-re s
the Hive Mind to stir them to act re;rge eal
of Rippers being tr
this misplaced pelief dO b
biological material will Dé

complex creatures.




Dasastsrts 50 s e b

¥
£k . I

x.Ye

7.5, 8

et e e e e

- — AR N e R




First encountere -

s it ThDUgh?tsnbijitgat g?phellon IV, Meiotic Spores Meiotic Spores have also been enco:
after a Red Scorpions’ Thunde %e SpOIR I It was only ground, drifting around just like standard Sporé Minés.
rhawk gunship was forced to Unlike spore mines, which can contain & variety of @

crash land due ioti .
e was realitseg Meiotic Spore explosion that their true material, all the MeiotC Spores Y€ |
L : cull of bio-acid. They seem to be essentialy mntjr;gsﬁ
i jo-aci | | napse Créd
cewtin S%naﬁpore sacks are full of _buo-amd and toxins ana Creatlures.dcontqollgqﬁpy the :Trgﬁafigﬁg gﬂ gt
er spore mines within them. Trailing long f'mpt}f endlessly drifting abot
: arget.

groping tendrils, which writhe in search of target, Meiotic
Spores act much like a larger versions of the comm&nn spore
mine clusters. Once their tendrils sense an enemy nearby
they detonate, showering the area with razor-sharp chitin
and bone shrapnel, toxic gases and corrosive juices. Unlike
other spore mines. Meiotic Spores also have gas-filled
sacks, which allow them to rise high into the sKy and drift on
the winds, forming floating minefields. The sensitive tendrils
seem to detect incoming aircraft and allow the MeiotiC
Spore 10 home-in. Propelled by a gaseous release the
Meiotic spore attempts 10 intercept the target aircraft,
seeking 10 explode in close proximity 10 it The force of an
explosion, much greater than that of a normal spore mine.
is often enough 10 critically damage an aircraft.

Meiotic Spores also carry other spore mines inside them.

o When the sack detonates many of these mines are
he explosion, however the

destroyed, adding 10 the force of t
ved in such a way that some

big spore seems to have evo
spore mines will be flung clear and will continué drifting 10
' iotic Spore is not
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hen. a p >ked by Tyranids, during the

subjugatio: 10re and more spores infect the
planet. These spores have many effects, but one seems to
be to allow Tyranid organisms to rapidly flourish. Brood
nests are one such organism, providing an invading Tyranid

swarm with instant reinforcements.

Hidden safely underground, Tyranid creatures are nurtured
inside the brood nests. On the surface a brood nest only
appears to be a series of entrance holes, but underneath
will be a complex of womb-like caverns, inside which the
bio-killers grow. Once fully grown they remain in a state of
hibernation until the Hive Mind requires them, at which time
they are awakened and claw their way to the surface,
exploding from the brood nest entrance, still covered in
amniotic slime and mucus, fully grown and ready to kill. The
brood nests so far encountered vary widely in size, from
small nests with just a few creatures inside, to huge
complexes full of hundreds of growing creatures, with many

different entrances.

Within the heat of the brood nest Tyranid creatures grow al
a terrifying rate and gestation periods are short. In a matter
of just a few days a brood nest will be packed with fully
grown monsters. They may then wait in hibernation for
months until needed, but once born they are instantly under

the Hive Mind’s control. Magos Biologis who have studied
they do not

the development of Tyranid organisms note that they
have the equivalent of a human growth cycle, from m'fancy
to mm to maturity — Tyranid's aré always birthed
NC been reported.

] s’ ‘ fully mature. No Tyranid infants have ever

Larger creatures are believed to be grown inside the i
ships, these are then deposited onto a planet's surface V&
mycetic spores or down the long probiscus’ of Hive ships
low orbit. On Beta Anphelion IV larger creatures appeass
despite no hive ships being present Brood nests &%
enough to nurture Hierodules and Hierophants must &?

have been present.

When fighting Tyranid
learned to destroy brood N | 5
monsters. If a large brood nest IS Iog:l?li gépw o
Marines or other rapia strike fonfcels g;ngerous 4

destroy them. This can result in hignty sl

' Vi
deep behind Tyranid lines, IN areas already heavily

invasions Impera forces hae
ests in order to stem the






The Carnifex is a large, powerful creature, evolved for shock
assaults, where it can smash through enemy lines as fire
pounces off its thicklv armoured carapace and reinforced
exoskeleton 's heavy armour protection, a
Carnifex i: maximum destruction to the

- e i

' to
The smallest recognisable Tyranid creatures are referred

: lent cunning,
a8 Gaunis. Aglle, fast and win m:ézg) are deadly

Gaunts (commonly referred to as C 0!
m;éﬁ?rrgmgu glze. Gaunts fulfill the role of thehcf;;ﬂzlﬂe’;
foot soldier, and swarms of them will be found where &

GAUNT

enemy. Carrying massive claws, tusks, mace-head tais
multitude of barbs, hooks and spines and venom cannons
devourers, or bio-plasma, Carnifex are used in reckless
headlong assaults against the strongest enemy positions.

k. T
the Tyranids attack.
expend thousands ©
ammunition supplies.

a small weapon that’
its target.




oons of Ymgarl, where they were
i encoug t:;eiicigégitﬂ life form, Ggenestealers form the
m|stakerr:iat a Tyranid attack. They seem to have been
e t geek out and undermine potential prey worlds by
Fre_ate€§i . Genestealer infestation is a threat to many
:ﬁmt;?n\;forlds, as these creatures are able to operate

Rl o

. A€ experts in stealth, infiltration and hit-and;ﬁg

hao - 1€y are a Tyranid swarm's far roving sco“t?',mm

per ed the nicknames ‘Stalker' and 'Lurker ol

v as Uardsmen, Chameleonic scales n}akee?n sLthev

' - *"."?'_I'.'_ tho n&ked eye' and it ?:Grnsewes
“ Gevelopec properties to help disgulse

LICTOR

, Genestealers have spread far
across the galaxy. They are legendarily ferocious in close

combat, with lightning fast reflexes and diamond-hard claws
capable of tearing through heavy gauge plasteel.
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Raveners are specially adapted Tyranid Warriors with Sensing vibrations on the surface, thaylunnelu

powerful snake-like bodies, that have evolved the ability to Into enemy positions in a spra Peipgy | Gargo
burrow. They can dig with great speed, clawing their way symbiote weapons in their th%raa:t ﬂl'!iaizﬁ:mw ' Tyrani
through almost any substance with their spade-like talons. Snakes or Slither-slashers) attack without warning, e v:'clous
y claw a
- sowing
| fleshbc

ZOANTHROPE

ly see ' ‘."thrapes, or 'Brains’, are the most recently forces, Zaanthrﬂpﬂﬁ appeal er
! ) mmrded and amongst the strangest. 'battleﬁﬁld ﬂnd unle Ay  be.
_ | psykers, apparently engineered from  Zoanthr es also SO0t
| fmm create a focus for the Hive
y h ” ophied bor ﬁﬁ-‘ﬂﬂﬂ ]Lmbg’ wjth ﬁbujm
5 :-:._.:"i.f.gr‘:;:-m':;afp’hu -] 'I or &'|Engrg] yﬂ%ﬂmﬁ

I._'hJ-
“mii




Gargoyles derive from the Gaunt genus and, like the larger
Tyranid Warriors, have evolved flight. Flitting like giant
vicious bats, swarms of Gargoyles swoop down to rake and
claw at the enemy with their talons and long, barbed tail,
sowing fear and confusion. They are also armed with
fleshborers and bio-plasma, which they spit down upon the

selves to the
10 be transported over

BIOVORE

DA3:22:01B

------

_ o | rance
T : vore’s recent appear

o £-elatively recent evolution from the Tyranid gene- i i likely that they we
Slovores are walking weapons. They V°m¥‘ josa£p Orﬁ gﬁingsa]tth'esrﬂeslgmw from this galaxy.
. aré nurtured inside its own body. They launc |

9 Powerful muscle spasms, lobbing bio-acidic of
— "0 Ihe enemy ranks, where they can causeé

11
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Pts/model

Scythed Hierodule 445

Brood: 1 Scythed Hierodule.
Mass Points: 2

SPECIAL RULES

g:i;ga:tuaarn C;'eature: As a gargantuan creature, all the rules for mon
g a gargantuan creature, a Hierodule never has to fall back when In combat with 0 the Hierodyie
d war machi |

creature can still be fired upon in the shooti
ooting phase when engaged in ; 'ne. A gargantyz,
It counts as 20 models for the purposes of calculating enemygmgrale a?t';? :ia:sns::::: = N SRR

The Horror: Any enemy unit wishin |
o _ g to assault it must make a Morale check. | it fai o
the horrifying psychic presence of the Tyranid Hive Mind and may not make émf g;eseﬂ;ttﬁlgf tut?ne i

Bio-acid Spray: Range Str AP Type
Template 5 3 Assault 1

Barbed Hierodule

Brood: 1 Barbed Hierod
Mass Points: 2

L i0-cannons (counts &
Bio-weapons: The Barbed Hierodule has two scything talons (+1 Attack). It also has two bio-can
twin-linked). It may not have any other weapons.

Heavy Support: A Barbed Hierodule is a Heavy Support choice for a Tyranid army.
SPECIAL RULES

Gargantuan Creature: As a gargan

Being a gargantuan creature, a Hiero )
creature can still be fired upon in the shooting phase when enga

It counts as 20 models for the purposes of calculating enemy m
. they are Fearless.

Fearless: Almost nothing can stop a rampaging Hierodule; 8
40(090 rulebook. . o o rale check “ [. thal
The Horror: Any enemy unit wishing to assault the Barbed Hlerodulﬁi Lguﬁlr?:ia-ah 4 may not make an &=

then it quails before the horrifying psychic presence of the Tyranid | _

Str AP Type Fiad
48" 10 3  Assaulti, Large blast

tures apply
rules for monstrous cr_ea o Agalgdr
tuan creature, all the ' in combat with @ war machine. Ag¢'3

r has to fall back wh . arqantuan cre8s
dule neve ged in an assault with a non 9 g B

orale after an assault. i
See page 74 ©f the W !




Anpheﬁan Project

HIEROPHANT
\ Pts/model WS

Hierophant 835

Brood: 1-3 Hierophant

Mass Points: 3

e
Bio-weapons: It has two scything talons and two bio-cannons. |t

Options: The Hierophant may be upgraded to take lash whips.

_ Detachment: A Hierophant must be taken as a secon
’ Super-heavy war machines. They are taken as a single choice -3 Hierophants, like other

SPECIAL RULES nd act independenty

Gargantuan Creature: As a gargantuan creature all the rules for monstr
antuan creature a Hierophant never has to fall back when in combat ?vtilfhcares;l:r;iapply t0 1he Hierophant. As a

| ' - : : hine, even if it di
| the war machine. A gargantuan creature can still be fired upon in the shoot e didn't destroy
~ withanon gargantuan creature. It counts as 30 models for the purposes of callgglgt?sgs Z when engaged in an assault

; AT v nemy morale aft
Fearless: Almost nothing can stop a bio-titan; it is Fearless. See page 74 of the Wattared oooe:u a'n :oss:utL
' eD00K.

Fleet: The Hierophant moves using the Fleet special rules. It may move 6", use the ‘fleet’ rules, and assault 6"

The Horror: Any enemy unit wishing to assault the Heirophant must make a Morale ch it fai
: e : eck. -
quails before the horrifying psychic presence of the Tyranid Hive Mind and may not makecanlilg;:? Ittl'uf:lts;r;h el

I Warp Field: The Hierophant is protected by a warp field, giving it an invulnerable save of 5+,

Poisonous Spore Clouds: The Hierophant is surrounded by a cloud of poisonous spores which spe

' ‘ _ w from r
in its hideous body. These toxic, corrosive fumes affect anybody in base contact with the creaturep. At the st:rr;dosf
the assault phase, each model_ takes a hit with a Strength equal to its Toughness (so are always wounded on a
4+) with AP-. Open-topped vehicles take an automatic glancing hit. Other vehicles are unaffected.

Lash Whips: Lash whips are spiny tendrils that writhe from the creatures body to entangle those close by. All
creatures in base contact with the Hierophant reduce their Attacks by 1, to a minimum of 1.

Regenerate: The biotitan can regenerate lost wounds. At the start of the biotitan’s turn roll a D6 for each wound
the creature has lost, on a 6 it recovers a wound. Note, the biotitan cannot recover mass points, only wounds.

Bio-cannon: Range Str AP Type

IS also Surrounded by a

Poisonous s
Lash whips cost +30 pts. pore cloud.

48" 10 3 wssault1, Large blast
Notes on base contact: Establishing base the Hierophant can be difficult, as it stands on four claws and could h_avg a base
of any size. To determine if an enemy is I draw an imaginary line between the four feet and assume that anything In

contact with that line is in contact with the !

’ | | to the
Points: A Brood Nest’s points values Is equa
e aumber of wounds nesting inside, times 3. Sgorf :0
- A Brood Nest can be bought as upgrade for the Genestealers are inside, the Brood Nest chtSOd Npezi
following Tyranid Broods: If 32 Hormagaunts are inside, then the Bro

~ Broodlord + Genestealers, Gaunts, Hormagaunts, costs 96 pts. can be attacked

" Geneste : ine cluster. a Brood Nest: A Brood Nest
' Genestealers, Ripper Swarms, Spore Mine ¢ Destroyinged O the nsting brood has emerged. A

-t

I
I
.

| Ifa Brood takes a Brood Nest, then they automatically ~ and destroy | re exactly like any
- Degin the game in reserve (hidden within the nest).  Brood Nest mi?eﬁ;ga:t%dabf%ﬁ:{:g gtat line: !
When the Brood arrive from reserve they will enter the other enemy unit. {th ' |
table from the Brood Nest. When the nesting brc;;ad il SW g:
affive, deploy them within 6” of the nest. They may firé <N ' A .- ed 4
e deploy them within 6 e ad 1o 0 Wounds it is destroyed - 1
ons in the run they arrive, but may not assault. If a Brood _Nﬂsti-ls.tﬁ?r?ﬁfg%g longer use it as an entry :

)

i 4
-1' "
|

ment: A Brood Infiltrate. It may be set  and the Brood within may T3 & 82 the Tyranid's :
anywhere Br tﬂabTm: more than 12" from an point. The nestin -;‘?1;"23.’ A m". ol A J
Y unit, if no deployed enemy unit can draw @ line  own board edge insteat: i |
= 10 I Alternatively they ma be set up anywhere Ao Y - e SR o o ey ’

Cr 2 et i 3 y e 1 i i LS : : ) 'I.- ;
.ABrood Nestcan always Infitrale . .0 4 GERatt il vl e B
cenario special rules beingused. ~————
- - b ' x i =g = . . _'-.L .p_ 71 _-*: . - . - e ‘ll .-!-E'_‘- __-_ — -
N T (R T =
105

[
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1
!
\

Brood: 1 Trygon.
Mass Points: 1

Bio-weapons: Two pairs of scything talons (+2 | |

attacks) and a g . | |
B L rygon is a Heavy Support - : as a big. % . |
Trygon if it also includes at least 1 Brogd ofpggveﬁgfge for a Tyranid army. A Tyranig o felg, |

SPECIAL RULES ™ ey only clude 5

as such f
rulebook. olowe tha rules forttis Beasts on Page 57 of the w

Gargantuan Creature: As a gargantuan creature, all
& gargantuan creature, a Trygon never has to fall bac
can still be fired upon in the shooting phase when en
as 10 models for the purposes of calculating enemy

Fearless: Almost nothing can stop a rampaging T -
R P Paging lrygon; they are Fearless. See page 74 of the Warhammer

Deep Strike: The Trygon can Deep Strike (tunnellin
\ _ S g up from below). It :
special rules in missions where that special rule is being used. b 1t maysiics Play using the Deep Strike

aioelectric Figld: The Trygcnj generates a potent bio-electric field which it can use in one of two ways |
either use thg fle!d as a dgfenswe parrier, giving it a 6+ invulnerable save, or use it in the shooting phaseytc;alu?i
an enemy unit with following stats. Declare at the start of the Trygon’s turn how it will use its field.

Range Str AP Type
12" 4 5 Assault D6

Scythe-tail: The Tryoo ‘nake a special close combat attack each turn if it is in combat with more than 4 Ta
enemy models at i e assault phase. The attack is conducted at Initiative 1, with D3 attacks made

an
at Strength 4 (half ath). De
Subterranean Tu:: s large enough to carve underground tunnels along which other smaler Fe
Tyranid creatures ~on is Deep Striking, then the Tyranid player may place a single brood “g
Gaunts, Hormagaunts, | Hipper Swarm in reserve with the Trygon. Once the Trygon ernerg'ese;:I : —
Brood will automatically follow ir: the next turn, moving on to the table from the point where the TWQE? ar:::e o
this means they would enter the table directly into an enemy unit, then they will move on in the assau'' p

count as assaulting as normal.

' 's si if | ithin 1” model (
Such is the Trygon's size and power that if it emerges within 1 of an enemy out of the W
be destroyed), it is not destroyed but instead it is placed as normal, move any er;eaﬂifal;’n?::':mmy‘ i the Trygen
still place them in base contact with the Trygon. The Trygon counts as r_1.r:tw1tc,;}|1 aa: o estroyed as nomél
I emerges within 1” of a Super-heavy vehicle or a creature with mass points,

= E S S B OOTD SO R0 O EC T T mm-n\ —..\ = \

and would therefore normally

J—

s the Spore ¥

n-Tyranid weapon hit wttar etc, thef &=

A Spore Chimney is impassable terrain that cannot be Spore Mlnessagera ey, The W'ﬂ][“d |

m&eﬂ over by skimmers or jump pack troops. The centre of the p-betore rolling for mﬂe R
~chimney pum s out spores to pollute the atmosphere. choose the typé mékﬁs an excelleM = it
At the start of each Tyranid player’s turn roll a dice; on The Spore Chlm#;ywl th the Tyranld.ﬂ--ﬁﬂfﬂ W™
; a6 the Spore Chimney releases 2D6 Spore Mines, In sabotage scenario, W
 clusters of up to 3 spores, scattering from the centre of
 the chimney. ‘g:e Tyranid player can choose the type

e Criumm =)
T e e m‘-
8- m 'y 8
[ P“"'l \.'_J. e
. i

W
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Pts/model

Meilotic Spore 35 1

Brood: 1-3 Meiotic Spores

- Fast Attack: Meiotic Spores ar

‘ast / © a Fast
' are deployed and act independently, Attack choice for Tyranid ar
' SPECIAL RULES - They ars taken ag o
Singla choice
but

Meiotic Spore  Strength: 5 Ap; 3 Type: Lar
Due to their bio-acid, Meiotic Spores ro|| 2D6+5 to ge blast,
~ take a Pinning test. Penetrate vehigja arm

Altitude: Meiotic Spores can float at two |eyels:
units. Floating high they can only attack aircraﬁigﬁ':i"-:ﬂd or high. At ground |
level each of his Spores will float at. A Meioti ° >art of the game

2F* C Spore will
Movement: A Meiotic Spore moves like a
scatter dice. On a Hit result the Tyranid p

lic Spore cannot move in the assault phase.

Self-destruct: Meiotic Spores can be detonated dyrin
. t .
into contact with an enemy model. If an enemy model wi?hizez;rgfraamd .

Targeting: If Meiotic Spores are floating high, add 12" to the ran
an aircraft. They are not fast moving like aircraft, and therefore a unit uses its normal BS to hit a Meiotic Spo
re.

Deep Strike: Meiotic Spores must always enter play by Deep Strike. regardiess of the mission special rules

Fearless: Being essentially mindless, a Meiotic Spore is Fearless, as detailed on page 74 of the Warhammer
40,000 rulebook. For the same reason, they cannot capture table quarters, hold objectives or count as scoring units.

ge of any unit targeting a Meiotic Spore, as if targeting

| Blomorph: The Malanthrope alway- ' s feeder tendrils. ture and The Horror.

3§ S T W Il A Ld  Sv

10

Brood: 1 Malanthrope

. . : Crea
“Hive Mind Powers: A Malanthrope 2/ways has the psychic pOwWers: Warp. i Syn;'::mhmpe in your army you
‘Headquarters: A Malanthrope is an HQ choice for a Tyranid army. T0 noilcs &
MIUSt aiso include at least 1 Ripper Swarm.
PECIAL RULES taniry without a Target Priorty check.
S8 Target: The Malanthrope is a large target. It can be targeted
et of Tendril: The Malanthrope glides along at a terriying raie |
SSSCiDed on page 74 of the Warhammer 40,000 rulebook. S
w y *h: The Matanthrope has a random number of aﬂﬂmm;.? gtrtépmﬂ tendrils. The Malanthrope d0es
8 6 and add 1:Il'aisll'lommberolanack.slrommam|3"“' Death, This
S WOM +1 Attack if it assaults an enemy unit. Inatant LSS or
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E

HARRIDAN
Pts/model WS Bs S

Harridan 636 5 3 8 -

Brood: 1 Harridan
Mass Points: 3

Bio-weapons: The Harridan has two scything talons (+1 attack

linked). It may not have any other weapons. )- It also has two mﬁn
Optlons.: A Harridan may carry a Brood of Gargoyles, clinging to its bog ( % i, \
at 12 points each. These are part of the Harridan’s detachment. Y- The Broog Consists o 820 |

Heavy Support: A Harridan must be taken as a second detach
- me t - o
machines. They are taken as a single choice but are deplo o of 13 Harridan

yed and act ind S, like other sy
SPECIAL RULES SRRl Perheay v

Gargantuan Creature: As a gargantuan creature, all the rules for monstr

gargantuan creature can still be fired upon in the shooting phase when en aged i
gargantuan creature. It counts as 30 models for the purposes of calculating eneif ;Or‘;‘i an

Fearless: Harridans are Fearless, see page 74 of the Warhammer 40,000 rulebook

Flyer: The Harridan is a flyer and uses the Flyer rules, as described on page 162 of this boo
glides over the battlefield, units firing at the Harridan always hit using their normal BS
standard aircraft. ’

OUS Creatures aPPlY 10 the v
w%mmea'Al
e after an assay non |

K. Because

tfla '
rather than gn VA

a6 asfy |

Scything Claws: Instead of firing its bio-cannons, a Harridan may use its scything claws to SWOOP down

enemy and attack in close combat. To do this, the Harridan is moved into contact with an enemy unit-n;:m,e
be fired at as normal. It then makes its two attacks with the long scything claws. After the attacks are resolved %
the creature’s Strength of 8 and rolling 2D6 for penetration, the Harridan then flies off using the normal Flyer rules

Gargoyle Brood: If it is carrying a Gargoyle Brood they may detach themselves from the Harridan and flap off at any
point during the Harridan’s movement. This is treated as disembarking from a vehicle; place the Gargoyle Biood s
the table within 2" of the Harridan. They may move as normal in the Tyranid player’s next tumn,

If the Harridan is hit by a blast weapon whilst carrying Gargoyles then the Gargoyle Brood are aiso hit. If ihe

Harridan is shot down then the Gargoyles immediately flap off, Deploy them from the point where the Harridan s
destroyed.
Bio-cannon: | tvr AP Type .
3 Assault1, Large blast |
— ; r abaw :
| - WA If there are 3 or more Capillary TU‘*‘:';;S *;Ee Mid
CAPILLARY TOWERS then the entire area 9°lfr?;sv3:£?up§n it N‘W::hf |
Capillary Towers are impassable terrain. Skimmers; pOTe;rggs Sﬁ?ﬁ:ﬁﬁzmy uring “Ie A%??:ﬁj;nm |
and jump pack or jet pack equipped troops may no tests DA inting the 1o west rol. ny |
| move over a Capillary Tower, and it blocks line of sight. on SDrésults e nulified, and the po .
The presence of Capillary Towers on the table shows }f:ﬁfs R e dl|
that the world the battle is being fought on ‘r? IT—I iig Capilary Towers ¢an 2150 -biiﬂﬁ ke ﬁ,ﬁ 1
advanced state of infestation. The power of the Destroy mission Wb Lo yiee

ing | ' k an :
Mind is starting to take over, casting it shadow 1IN ?e iﬁ%d A esiroy al the Capilary

q m. =
e o e
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ed armour

thl‘lo of
the Red :
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eased survivability whilst on campaign.




he Hellhound is a flamer-thrower tani

versatile Chimera hull. Armed with
cannon to burn enemy troops out of cove
deployment as a terror weapon during ¢
such as street-fighting.

Most Hellhounds have a crew of three Impe
a driver, a commander and a main gunne

pattern reduces this to two crew as it has
operated turret.

Hellhounds are issued to dedicated Hellhound
companies or as squadrons of support vehicles to Armoured
Fist and Tank companies. Although some regiments are
lucky enough to include entire Hellhound companies, many
Impenal Guard commanders on the ground use a flexible
approach to the deployment of Hellhounds. Commanders
find Hellhounds more useful as independent vehicles,
attached in an adhoc fashion to battle groups or assault
groups as needed. Hellhounds do not tend to fight as
complete companies in their own right, as many Leman
Russ companies practise.

As with other Imperial Guard vehicles, there are a variety of
patterns of Hellhound. These patterns have cosmetic or
minor differences, but all have the same basic features. All
have the large armoured fuel tank, carrying the huge supply
of promethium required to keep the inferno cannon in action
during an extend battle. Many flame-thrower weapons suffer
from a lack of ammunition capacity, and any flame-thrower
requires a lot of fuel. The Hellhound overcomes this
drawback by carrying a huge supply. In turn, this makes

"o

each vehicle a potential death trap for its crew, as enemy fire
can easlly detonate the promethium store in a huge, super-
eated fireball. Crews of Hellhounds have a well-eamed
putation for foolhardy bravery. In an attempt to avoid
strophic damage, all Hellhounds have thicker armour to

ect the fuel tank.

Artemia pattern includes a remotely operated turret

it on many patterns, including the Mars pattern, the fue!

s inside the Chimera’s standard hull, filling tne

sport compartment. Many commanders :wrefer_ these

tterns. as the vehicle’'s shape ana profile remam very

similar to a standard Chimera, making identification moré

difficult for the enemy. Being such a lethal weapon anti:;

Imperial Guard commanders aré well qwgre thatag;mymg
chance, enemy forces will give priority 10

Hellhounas.

: h
. :-n the Cadian 266!
During the Beta Anphelion IV campaigr, any, dviding e

regiment fielded a Hellhound Tank comp Y diect s
tanks between the infantry companies *aluable on e
support in the jungles. As well as proglpagtion operalions -
battlefield, they were also used for det ;?nlgugh net foliage
clearing lines of fire, or burning a path s Hellnound$ were
for following Chimeras. All the regimen

| nids.
destroyed in the fighting against the Tyra

G
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Imperial Armoy,

Artemia Pattern Hellhound

Points Front Armour  Side Armour  Rear Armour BS
| Hellhound 115 12 12 10 3
|
Type: Tank.
Crew: (3) Imperia! G

~non and a hull-mounta(;l; -‘ avy bolter. Bl
- Opt = ~ any of the following from the Imperial Guard Codex: camo-netting, exraamou, s
."ﬁ ;_m er-killer rii Tine sweeper, pintle-mounte
t_;‘ rain modlfmd_m i-ards, smoke -Iauncheré;,

:'”"#’ "u:- k: The i
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he Imperial Navy commonl | |

| y employs a wide variety of
| smaller craft apoard its vessels, from brigs, dories gand
pinnaces to couriers and lighters. One such lighter (a
lightweight cargo shuttle) is the Arvus class

The Arvus is a small utility cargo shuttle, u h |
::‘“ t;f: Imperial Navy for transferring carg jlizgl%?
Whilstu{::ts of personnel from ship-to-ship. -planet.
nady el Aquila lander Is a well-appoin juipped
5 anz Uﬁh_uttle.‘ specifically designec porting
e ﬁw retinues, the Arvus is a reliable
s foria uttle. Squat and durable, wi nowerful
b 'r‘ryrlng heavy loads. As standard, ©.» ATVUS has
ent; it is not a combat vehicle and is not expected

1o engag

launch d:cge ?nemy, The Arvus is commonly seen on the

runs from surfo large Imperial Navy ships, or making repeat
ace to ship, transporting supplies and men.

The A |

lighter: lg,:t:;:" %”'Y one of a wide variety of shuttles and
range patrols ; e modified. Imperial Navy crews on long-
o Paliols must adapted their vessels to thelr own
carmying tanker v us lighters have been converted into fuel-
Cargo capacit (arlants. or have longer hulls for increased
have a"ze; ?d reduced speed and handling). Some
worlds, but this | or self-defence when operating on hostile
involved a fight is discouraged as it tempts pilots to get

that they should avoid.

Anphelion Project

At need, the Awug can be employed as a stand-in assault
boat, although it is not designed for this purpose. It can
transport a squad of infantry or a small Imperial Navy
boarding party in only basic comfort

The interior of the Arvus is very basic, and does not include
many advanced systems beyond standard navigational and
sensor equipment and proximity alarms. The single pilot has
small cramped cockpit. The cockpit's screen swings up to
allow the pilot access from the front. There is also a small
hatchway to allow the pilot acCcess to the cargo compartment

should he need it.

The Arvus is the Imperial Navy's equivalent of the Imperial
Guard's Trojan, and fulfils many of the same roles. Like its
ground-based relative, it also has affectionate nicknames
amongst its Crews, such as the ‘Hog', the ‘Little Pig' and ‘the
Onager’. The reasons for this title are unknown, but
superstition amongst the Imperial Navy believes the
machine-spirit of the Arvus lighter to Dbe truculent and

stubborn.

On Beta Anphelion IV the Arvus Was used to transport men

and then to move
he other facilities,
ifficult process of travel through the
d ammonia swamps.

its from the command complex tot

thus avoiding the d
creature-lnlested jungle an
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Bakka pattern Arvus lighter

A ————
4] o
1
=4 o |
) =%
Lo ] (=] ol
b

i _

=

, B
-"I.L :r?r-‘.

3 ru B
-w’-\.; -.

Al

-

!
f
E®

N R LT T TR T




Points Front Armour  Side Armour  Rear Armour BS
Arvus 75 10 10 10 3

Type: Flyer, orbital lander
Crew: (1) Imperial Navy
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On Beta Anpheliol mploved a
; L IOV EWU C
variety Of eqgulpl fand the

perimeter of the labol

first line of defence wa -
powerful forcefield 10 | :
the containment fence 1

to operate, but at full |

foolhardy enough to try 1G

is likely to be vapourized

pylon to pylon, each relayi

energy be disrupted then tnat St
overloaded by the power and cut Oui, fesu
the fence.

Containment fences are only used 10 defend important

locations. Due to the amount of power required to keep a
fance activated they are not common, and only very
sensitive areas use them. Unlike smaller stasis fences, the
containment fence is not mobile, and cannot be quickly set
up or broken down; construction of the containment fence IS
likely to take months. On Beta Anphelion IV the Tyranid
holding areas were surrounded by containment fences, and
each laboratory complex was also protected by a fence,

should the bio-killers escape.

also deployed their own equipment 0
These were long-range ground
nd Sabre gun platforms.

r. more powerful versions of
ed to officers and squad

The Imperial Guard
defend the perimeter.
scanners, searchlight teams a

Long-range scanners are large
the hand-held scanners ISSU

116

Ieaders. These units, manned by an Imperal Guard
spepnahst. are set up as part of Imperial Guard defensive
positions, and are used to monitor the surrounding are for
the enemy. They can provide a wide array of useful data on
enemy movements and locations, which can tnen De

disseminated over the voXx-network.

anner unit cannot be moved. Lenginy

recalibration of the scanner makes it impossible 10 Move
during a battle, and this limits the scanner's usefulness on
an open battlefield, but makes + a valuable piece 0
equipment as part of static defences. As advanced aﬁt{
sophisticated equipment, long-range scanners are nclna
common amongst the Imperial Guard, and are usually oM

deployed to defend vital locations.

- t
gmund mount
ess. gearchlights arc often

: 1S
. ding ground targ*
for find! ggbm they can

Once set up, the sC

A searchlight team Is @ large,
for illuminating targets In darkn
attached to heavy weapon teams 1€ e
and to illuminate targets for anti-aircra |

| d. |
also be vehicle mounte o S

orms are static e

mounted on a
s C
vi_aircraft defen o issued ©

abre platiorms %% G adard
* cread of e > e
ns (NS 1 means

Sabre gun platf
With multiple weapons o
are commonly used for light an

for engaging ground targets. S

|atoo
some heavy weapons P : obilty |
heavy weapons, but the reduction lﬂgs prz.gg
weapons are only deployed W atiorms 2 o Use
static defensive positions. Sabre P
orces
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Twin-linked autocannons

Quad heavy stubbers ]
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Anphelion Project

- Points
Sabre Platform 40
Type: Immobile ° i
Crew: (2) Imperial Guard
Weapons: Twin-linked heavy bolters. Both Guardsm
. en
Options: The heavy bolters may be upgraded to ) Mhavs lasguns,
A platform may replace its twin-|; mount f
-link or +1
AA mounted for an additional +10 petg. heavy bolters with twin-linkeg éix
A platform may replace its twin-link aUtocannons ¢
- ed or +1
upgraded to AA mounted for an additiohneaw bolters with two twin.i O Pis; this may be y
A platform ma | al +10 pts. tWin-linked heavy st s
mgunted y replace its twin-linked heavy bolters ubbers for +1g Pts; th
with twin-linkeq e » IS may be
Heavy Support: You may take a Sab Nons for +20 ps
reé gun platf PIS. These ma
of 1-3 gun platforms re : orm batte y not be AA
gunp places a single Support unit. Iy as part of g Heavy Wears
SPECIAL RULES NS Platoon, in which case a batt
ery
AA Mount: If weapo
2 = thp ns are AA mounted, they may roll to hit aircraft using |
amage: Treat the platform and crew as artillery and ' 'Ng Its normal BS of 3 rath
56 of the; Wal:hammer 40,000 rulebook. The platf randomise hits betwee er than needing s to hit
penetrating hit destroys it. platiorm has an Armour v N the weapon and t '
r Value of 10 all round. ang Ne crew, as per page
nd any glancing or

0-1 LONG-RANGE GROUND SCANNER

Points Front Armour  Side Armour  Rear Armour BS
10 10 10 3

Scanner 65

Type: Immobile

Crew: (1) Imperial Guard

Weapons: None. The Guardsman has a lasgun.

Options: None.
HQ: 0-1 long-range ground scanner is a HQ choice for an Imperial Guard army.

SPECIAL RULES
detailed below. You must decide which mode

ms?nner Modgs: The scanner =t up in one of two modes, as
scanner will be set up in b ame starts. You cannot change the mode once you have decided, it remains

in that mode for the rest of the
t difficult to get close to the Imperial

~er in this mode, enemy units will find i
st first roll a dice. On @ 4+

Long-Range Sweep: VW
Guard's positions withou! cted. Any enemy unit that wishes 0 Infiltrate mu
they may Infiltrate as nor \, other result they cannot Infiltrate and must be set-up as normal, with the
rest of their army. |

within 12", but

an Imperial Guard unit within 12" of the scanner.
re-roll any To Hit dice that miss in the shooting phase. A unit with a voyg-caster doe ;
Imperial Guard unit chosen to receive the targeting

can be anywhere on the table. The
ach turn. The targeting data does not affect ordnance or barrageé weapons. e
e hits between the scanner and the crew,

10 all round, and any

| ﬂlmw Treat the scanner and operator as artillery  Value of
' per page 56 of the Warhammer 40,000 rulebook. T

~|ur"', lancing or penetrating hit destroys it.
I‘I' bt
&*

Short-Range Lock: The =

imperial Guard unit. Nominale s not have to be

ata can be changed

and crew and randomis
he scanner has an Armou

119
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Points Front Armor
20 10

Searchlight

10

Type: Immobile

Crew: (2) Imperial Guard

Weapons: None. Both Guardsmen hay

e lasguns,
Options: None.

r, t y uard yn;
» because they can see the light shining in tl:; ﬁzg‘fghhght leam g:;
Damage: Treat the searchlight and operators as arti : o '

Crew, as per page 56 of the Warhammer 40,000 rulebook. The searchli |
any glancing or penetrating hit destroys it. chlight has an Armo

Crossing the Fence: If any model in a unit tries to cross an activated containment fence then the unit will take a D6

Strength 8. AP 2 hits. If a 6 is rolled, then the damage is still inflicted, but the section of fence overloads and stops working
from now nitray continue its move through an overloaded fence. If the fence does not overload then it remains
Impass ¢ halt and try again next turn. A monstrous creature that survives crossing the fence may

CC ' rmal

vill take a single Strength 9 hit to the front. Roll 2D6 and choose the highest dice for
wur, If a 6 is rolled then the damage is still inflicted, but the fence overioads and siops

sing the fence may continue to move as normal.
«s or jet packs, can move between pylons without being damaged, as they can simpe

' it will be
e power of the fence that most of the energy of weapons fired through

5 the | &
ses through the fence gains a 3+ cover save. Vehicles count as.an obscured target

I due to the force
- ' have an Armour Value of 14 ( .
. targeted in the shooting phase. They stroyed then any sections of a fence it

rating hit destroys the pylon. If a pylon Is de

fleid). Any ¢
generaiing arc aﬁ&Cks-Wm s

‘ solving any
Assaulting Pylons: A unit that assaults a nylon takes D6 Strength 9 hits before re g

Value of 14. oG
as power weapons. The pylon has an Armour containment eNcs:
[Eis SO £5 9 ¥ an take fortifications, they can buy @ it must run in @

| | layer € é _
Fortifications: In a scenario where the Imperial Guard play be positioned 12 apart. The fence

A containment fence costs 25 pts per pylon, and pylons must .
straight line between pylons. g
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- Gowing Ok

‘Camoufiage is the co

| have no fear of death. My colours | wea
-

Oﬂgorigins of the Red Scorpions are a complete mystery

ords remain of the Qhapters founding, or from whi

ggmfi‘;e netor Chapter their geneseed was first taken‘.‘v;"lt%g
mystery has led to some distrust amongst the Imperium's
hierarchy, who feel that_ a Chapter with a ‘Questionable
history May have questionable onalty. In five thousand
ears of service the Gh_apter Ijave disproved this, fighting in
defence of the Imperium with steadfast .onalty to their
Emperor. They have responded to calls for aid on thousands
of 0ccasions, and been willing to assist the Imperium's
agents whenever jeedecs

One well recorded incident in the Chapter's history was
during 857.M38, when the Chapter was called to assist in
the prolonged siege of the traitor stronghold of Helios. The
Chapter deployed in force, but their mistrust of the Imperial
Guard regiments already involved meant they lacked the
heavy artillery needed to breach the walls for their assault.
The Red Scorpions’ Commander refused all aid, being
determined that the Chapter would not be tainted by those
forces which had already been exposed to the traitor's
corruption during the siege. To solve the Chapter’s artillery
problem the Master of the Forge came up with a solution —
mounting extra Whirlwind launchers on their Land Raiders to
assist in the preliminary bombardment. This proved
effective, and the Land Raider Helios was born, firing
salvoes into the fortress before moving forwards to
disembark Assault squads and Terminators into the breach.

At the end of M.39 the Red Scorpions undertook the Ordon
Crusade. It saw the entire Chapter deployed deep into the
wildemness space of the Ordon Rift in Segmentum

Iempestus, operating entirely independently for over 300
years. The circumstances surrounding extendead
expedition remain unknown. For 300 years ! apter was
outof contact and many thought it destroye when the
Chapter declared the crusade at an enc resume
tommunications and return to the Impe: /hatever
happened within the Ordon Rift remains 't within
the Chapter,

Upon their return the Red Scorpions took part . e Badab

the fE\:nhen ine Tiger Claws Chapter led a rebellion against
Marmpem" and Space Marine Chapter fought Space
Ship-to-shi . The_Chapter was involved in several bloody
E"Bﬁ'ﬂoné':s boarding actions against the renegade
Succesgfy| Chapters. More recently they have also seen

Operations against Hive Fleet Kraken and the

K Empire of Urgok the Unstoppable.

lour of fear.. |

[T} 0
l'am proud to fjye

Secret, F

Scorions’
: ew (e Orpions’ b
Administrat. n&) Xcept for h _batt

currently based
recruits from.

» OF W

Ordon Rift Bef aebus system IS isol *
. Before estapliah ated deep in the
Permanent base the Fibe!ghmg e Chapter at this sem-

homeworld, for they were alw Y5 o the 29 10 permanent

moon of the newborn'’s life it
anq placed upon the templ
believe that the gods look d

ig presented to the High Priest
€s stone altar. The tribesmen

_ ‘ own from the moon in judgement
upon their children. In the night, those that aregiudged

madequgte die (usually from exposure). Most are allowed to
live, the ‘mfant being returned to its father at dawn to begin a
normal life amongst the tribe. A few — those judged to be the
very beﬁst by the High Priest — are taken by the gods. For a
tribe this is the greatest honour and shows they have the
gods’ blessing. All tribes hope that their children will be
taken, to live amongst the gods as one of them.

Of course those children that go missing are indeed taken,

selected by the Chapter's Apothecary, (after vigorous

genetic screening) to begin the process of becoming a
Space Marine. As these newborn recruits have had no
experience of their primitive culture they carry none of this
cultural baggage with them. As they grow they will have no
memory of their parents, background or culture, and life
within the Chapter will be all each recruit ever l':ﬁ-::n.v.rsc.l
Because recruits are inducted at an early age, the I;‘e

Scorpions exhibit no cultural influence, unlike otner

Chapters that recruit from primitive cultures.

Organisation
The Chapter conforms
companies. First compan

f ten
to the standard Codex pattern O
y being Veterans and Tm.arrmu!lr}at::;;gssa:l
2in company are Balle cerbeneh, S ovastator
ies. 8th is an Assau . .
222322;?51 Oth is the (reduced strength) Scout company

of the Red Scorpions are

| o ‘ ter
The Captains of each comp Ol er' The 2
honorary title O ‘ : i 5

:/T;:::r ?syt:gcaﬁlionally called the ‘Lord High Comm
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a matter of tradition, the Chapter's second-in-com :
always the Master of the Apothecary. mand-ie

Geneseed

Remarkably, the Red Scorpions shows very little in the wa
of geneseed corruption, a fact they are rightly proud of ang
have gone to great lengths to ensure continues for another
five thousand years. The Red Scorpions have a fanatical
belief in their own purity, and this has led to the Chapter's
isolationism. They believe that geneseed corruption
weakens the Chapter, and as the protectors of Humanity, in
turn this weakens the Imperium. Protecting the Chaptér's
purity is their core belief.

Beliefs

The Red Scorpions’ beliefs remain something of a mystery
They do not seem to venerate any Primarch above any}
other, preferring instead to venerate only the Emperor. They
revere Roboute Guilleman as the author of the Codex
Astartes, and this has been taken to indicate that the Red
Scorpion may be a successor of the Ultramarines, but there
is little evidence to support this, and without detailed
comparative investigation into the Chapter's geneseed,
(prescribed by the Chapter itself), no evidence can be
gathered.

The Red Scorpions are strict adherents to the Codex
Astartes, although their Chaplain’'s have their own
interpretation of the text. As they see it, they do not deviate
from it in any way. Those Chapters that deviate are suspect
in the Red Scorpions’ eyes. As a Chapter they are extremely
xenophobic, hating all aliens and all deviation from the pure
human form. They will not serve alongside abhumans, and
have little liking for other fighting forces, which they view as
inferior and untrustworthy.

Chapter Colours

The Chapter's armour is a very dark charcoal grey. They
always have a mustard yellow/sandy yellow broad helmet
stripe. Other trim such as shoulder pad edging, chest eagles
and a knee-pad can also be in the same yellow, and this
varies betwen individuals. The shoulder pads are black. The
left shoulder pad bears the Chapter symbol of a red scorpion
in a white circle. The right shoulder pad bears squad
markings, name scrolls etc.

Traits

Minor Divergence, Pious

Trait Advantage: Puri
: ty abo
The Chapter believes its ?e#tlalseed {
0

untai
ainted, and regard any genetic deviation:s RoTe ang

heresy. They have little liki dange
_ ng f
become tainted, such as i:t]hn’i.j'r g::;hae;ecr\;?g]?mmm‘ s
es

Ceones ! e et e Dy e
. Nd corrupti

Apothecary enforce this screening m‘fﬁg':;mlhe Chapters

and regularly .deploy. Its members to monitoi ?}?ana" :

battle and be immediately on hand to recover the Y]

valuable progenoid glands. Any Red Scorpi gl

Veteran squad may upgrade its O Tactica] gy
for +25 pts. ’ Sergeantioan Apothecary

Minor Drawback: Have Pride in your Colours

The Red Scorpions shun the use of camouflage, and |
att;andant tactics such as covert operations s.lez’.-,u;tﬂh‘mls
infiltration. These are the tactics of cowardice: and ha'«reaml
place amongst the honoured ranks of the Red Soorpinn[nt:
No Red Scorpions may use the Infiltrators or Scouts specél
rules. Red Scorpions Scout squads must deploy just like any
other units.

In addition, Scout squads become a 0-1 choice for a Red
Scorpions army. Scout Bike squadrons also become a (-1

choice.

Red Scorpions Tactic:

Pts S
Space Marine 15 4
Vet Sergeant +15 4
Apothecary +25 4
Vet Apothecary +35 4

Number/squad: 1 Sergeant and 4 to 9 Space Marines
Weapons: Boltgun. The Sergeant may replace his bolt
Options: The squad may be equipped with frag gren

weapon from the following list; flamer at +6 pt

may select equipment from the Space Marine Armoury. Alt

given Terminator Honours for +10 pts. If the Apothecary h
from the Space Marine Armoury.

Transport: A Tactical squad which numbers six mode
number ten models or less may select a Rhino transport.

gun with a bolt pistol and close comba

ades at +1 pt per model and/or krak gren
e 410 pa: Jscannon al + e n at +20 pts. One Space Marine can

r multi-melta at +10 pts; lascannon at +15 pts; plasma canno
. : j s, meltagun or plasma gun at +10 pts.

" to a Veteran Sergean
Character: The Sergeant may be upgraded to S atively, the Sergean

s or less may select & Razo

T w | A Ld Sv
4 1 4 1 8 3+
4 1 4 2 9 3+
4 1 4 1 8 3+
4 1 4 2 9 3+
t weapon for free.

des at +2 pts Pef
5 5 pts; missile launchéf

the following list: heavy bolter at + o armed Wi 3

‘ at +15
d given Terminator Honours e
b e t may be upgré ed to aary e

' e v l
pistol, narthecium and reductor. ay also seloct equipmen

for +25 pts. The Apothecary is always equipped with a bol;s O ator Honours then he m

ds thet
rback transport Tactical 59U

st
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Headquarters
LS Apothecarion
1st Company
n X3 Apmhecary
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X1
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! Personnel S
y 1 Commander
v 8 3 Apothecaries
8 Sergeants
¥ 93 Other ranks x10
¥ 105 total
Vehicles
5 Rhinos
|
6 Razorbacks o
4 Sentry Guns
3 Thunderhawk Gunships
y 3 Thunderhawk Transporters
'y 1 Oreadnought
:T‘:» 5; ' | i
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1. Veteran Sergeant Raum
Squad Commander. 109 Missions.
KIA on Beta Anphelion IV.

TERMINATOR WEAPONS
1-4. Storm Bolter. (Umbra pattern)

Storm bolters are a development of the standard boltgun, designed for
close quarters combat. With twin barrels they have a higher rate of fire

than the standard bol ut correspondingly have a drop-off in

accuracy c ' erocious recoil whilst rapid firing. The

storm baiter | reactive, armour-piercing, high-

explosiv | ns. Its dual magazine design

means it has I this pattern, 40 bolts are held.

5. Assai

A wez e Terrminators, the assault

canno! autocannon. It fires a fixed ‘
cartridg llic core. The round also has a

non- diamantine tip for extra armour ’
penetra’ ght ballistics at short ranges.

The weapon's ° ‘e makes it perfect for tunnel fighting

notor generates immense heat when firing,

and room clearance. its :
y, are disposable

and the barrels, forged from a tempered ceramite allo
and are changed after each mission. Motor

and barrel failure are common problems

with the assault cannon, but despite these
drawbacks, and its limited ammunition
availability, it is still a fearsome weapon.

When combined with a Terminator suit th_e
assault cannon includes gyroscopic
stablisation and recoil compensators as well
as targeter links to the suit's autosenses.




2. Veteran Brother Vjalka 3; Veter:-?n Brf)_trfr Thain
h“_‘i.h ;'._" ."- _—3__ 4% :;-“1-.?:-.
68 Missions Squat ISSi
KIA on Beta Anphelion IV

2

| &
L]

e

4. Veteran Brother Neahn
25 Missions. 58
WIA on Beta Anphelion 1V.
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In ifice oy 3
artific th Iron Halo

ONS
1. Powersword zna : 'n)

Within many Space Marine Chapters <. 1n of seniority. As a squad
leader, a veteran battle brother may choose 1o carry a sword rathef than a bolt-
gun. This hand-and-a-half sword (wielded in one or two hands), contains a
*_srnall powerfield generator in the pommel. VWWhen activateq, it wreaths the blade
In a.cr_ackiing energy field that disrupts anything hit at a molecular level, greatly
assisting armour penetration. The sergeant also carries a bolt pistol as a back-
up weapon. Its magazine holds just ten bolts.

2-4. Boltgun (MkIV Ultra pattern).

Boltguns are the Codex issue armament of all Space Marine Chapters.
Boltguns fire self-propelled bolts that detonate after penetrating a target, literally
blowing it apart from within. They are superbly made, constructed Dy skilled
artisans of the Chapter’s armoury, and many weapons are ancient artefacts of
the Chapter. These weapons provide each Space Marine with ferocious short-
ranged firepower, and each Is easily capable of destroying light vehicles.

This pattern’s magazine holds 25 rounds and includes many advanced
systems, with targeter and ammunition-counter links to a Space Marine's

autosenses and palm-print genetic identification coding.

5. Plasma gun (MkV Mars pattern).

Plasma guns are ancient weapons ultilising technology that is
little understood today. Most Chapters retain and revere them
as weapons from a former age. The gun fires highly energised
hydrogen plasma, accelerating the ‘plasma bolt’ via a linear
magnetic accelerator. Upon impact with a target the plasma
explodes with the destructive heat of a small sun. Plasma guns
are deployed as squad support weapons.

Whilst effective, plasma weapons are Very unreliable. The
colossal energies generated by the weapon must be contained
within a magnetic field. Failure of this field can, however result
in the weapon over heating in a catastrophic meltdown. This
can be as dangerous to the firer as the enemy, and it is an

honoured task to be a squad's plasma gunner.

0 UHE

———————




2. Brother Kalz

In MklV armour with modified chesty
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33 Missions

4. Brother Zohran
VIl armour. 12 Missions.
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3. Brother Mawdri
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5. Brother

In MkVII armour
WIA on Beta
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18 Missions.
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lightweight materials, and to further reduce the encumberance,

=

o ——————

1. Veteran Brother Auhr
In Mkl armour. 54 Missions.

TACTICAL SQUAD WEAPONS

1. Plasma pistol (Mkll Mars pattern).

The plasma pistol uses the same al | qy as the plasma gun and,
whilst devastating at close quariers he reliability drawbacks of

its larger cousins. The weapons ! -ells are only capable of
supplying enough fuel for five sl ne reloaded. This Is a
time-consuming action in the n this, plasma pistols are
favoured weapons for Assaull & at close quarters and

always carry other close comb:

2-3 Boltgun (MkIV Ultra patiern;
See previous page.

4. Boltgun with ‘Dark-Eye’ nightscope (Mikil Uitra pattern).

This boltgun includes the ‘Dark-Eye’ nigniscope, a modification sometimes
favoured by Space Marines that have earned the Marksman’s Honour. It
provides enhanced low-light sighting via the weapon’s link to the powered
armour's autosenses. Increased magnification and powerful infra-targeting
make this scope a useful addition to a squad operating in darkness of engaging
the enemy at longer ranges. The scope itself is of little use at close
range, where it can actually be a hinderance and must be

disabled.

5. Missile launcher (Mklll Mars pattern).

This man-portable tactical missile launcher provides the squad
with flexible heavy weapons fire support. It is capable _of
eliminating hard targets and enemy vehicles at long range with its
armour-piercing krak missiles (also shown), or can provide anti-
infantry suppressive fire power with fragmentation missiles.

Despite its size and bulk, the missile launcher is constructed of

spare missiles are carried by other squad members as well the
operator himself. This pattern missile launcher 1s a single shot

el J!.:Fr'
== |-I- Y
Fa

apon, and must be reloaded after each shot. Other patterns
ude a short magazine of missiles.

x \-I - —
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2. Brother Dalan
In MkVII armour 18 Missions 3. Brother Aric
WIA on Beta Anphelion |V In MkVII armour. 27 Missions

. % Brother Etche 5. Brother Maun

I“?I

--.'1.”'. Vil an o1 =
_ .gﬂnoun 40 Missions. In MkVII armour. 21 Missions.
i KIA on Beta Anphelion IV
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without protection. The forge w

3 hellish war zone, he'em.rilyginfest':;rjf:ii
i organisms, and the Adeptus
o e perately to‘ save It. The Lostock troops
and drug-secreting glands incorporated into

their bodies |

increaSO:c!jesam an effort to boost their combat abilities, such as

cystams AfEtlgl'Bssweness and strengthened immunological
: er heavy losses, Dantris Ill was eventually

cleansed of the Tyrani
the fighting. yranids. The Lostock 23rd was destroyed in

lstu ﬁéﬁ!i@\;&ﬁa rtt?eat ;:I)nlg hthrer:z of the Lostock experiments
, all of these Guardsmen we b

turned over to the Inquisition. O S i

. One was Sergeant Stone, who

would go on to serve as part of Inquisitor Tyrus’ retinue. Another

was Guardsman Hanri, who .
- : a .
Inquisitor-Lord Varius. passediifiorietservice fof

Ihe 99'th Elysian _Dmp ‘Troop regiment was also engaged in
eavy fighting against Hive Fleet Kraken on the Eastern Fringe
After repeated_combat drops on Moloch, Hamman's World and
Moran, thg regiment was down to its last reserves of manpower.
The survivors were reformed into a single over-strength
company under the command of the regiment’s highest ranking
officer, Major Durra of D ‘Dragon’ company.

Thelveteran company was then inducted into Inquisitorial
service, under the code-name Detachment D-99, and has
remalnec_j so ever since. Currently, they are in the service of
Lord Varius.

When Inquisitor Solomon Lok received orders tc assemble a

force to investigate Beta Anphelion |V, his orders also placed

special unit D-99 & his command

Doctrines

Surgi

New Doctrine: Surgical =ni=

The unit has been surgically expe

glands in the Guardsman'’s system and
2rs 10

boost their morale. They never suffer any negative moc
their Leadership characteristics and, if they fail a Morale check
for taking 25% casualties, then the unit becomes pinned rather
than falls back.

New Wargear: Lascutter (5 pts)

A lascutter is a powerful piece of mining equipment converted
for military use. It is used for cutting through doors and

bulkheads. It has a very short range (literally a couple of feet),
so can only be used in an assault. A model armed with a

lascutter automatically inflicts 1 Str 10 hit in close combat, and
he does not have to roll to hit.

through its target and
immobile
immobile

A lascutter requires some time 10 cut
therefore can only be used against stationary or

targets. It can be used against bunkers, doors, |
nt such as gun emplacements, or against a stationary

or immobilised vehicle. It cannot be used against any infantry or
creatures, or vehicles which moved last turn.

NT bD.g
oop VETEnius

New War
argear: Auxila
atncher L0 Grenade fmorenade Lay
I Mounted und ne
ert
:rak: grenade and yseq :: barre| of & lag
gainst hard targets and |i 4 squad g

: ht i Ose Sy
its lasgun or grenade ‘aUnEhe:enh;?Es' A model PO Weap,
- Oth,

Range:12" Str i

- : 6 : .
. AP: 4 Type:Assayp Note |
Dsing Detachment D-g99 in games 8: Single sho

etachment D-99
are a iali
veterans. As the remrmards;.suzi;’;E Z'a"sed force of Tyr
n

n W

As an army to | benal Guard fOr‘ceélaChans' this
Drop Troo; - ;ﬂﬁﬁt’“ lacks the fyl| array of a i,
squads and their ® 1100ps types, being Testrictn - Elysian
advantage in support, but it retajns the eu‘?‘fataran
: mobility and firepower proyta. SANS rea
ransports and Vulture gunships. Provided by v

Kyrie

are ba‘ttlg-hardened veterans,
army list is for a small, elite lr:n

The army list allows a ‘
player interested in fielq
. I
i:my to collect and play with a smaller force ﬁfﬁg‘g an Elysian
en is a vete:ran (with attendant points cc;st 1 €ach of hig
army will suit smaller games, and mi Torase). The

detachment in larger games allj il tm{]r .

| | allied to other ‘ GSE "

forces. Lacking a variety of troop types tryin:;] tpoe Tj?iay luam
arge

games with Elysian veterans will require a lot of repetition

Detachment D-99 are a special forces uni

anq as such should not be mixed with glﬁ;:ﬁ?ng;ﬂzlxénu&
regiments or Elysian regiments in the same detachment T#ar'd
a stand-alone army list, and should be taken as its f#ﬁ
detachment. Any of these units maybe taken as Indentured
troops by an Ordo Xenos Inquisitor. Wargear for characters
should be taken from the Imperial Guard Codex with the
additions above. Upgrades for the aircraft are aiso listed beiow.

Of course, this campaign describes the anninilation ol
Detachment D-99 on Beta Anphelion |V, but this does not meen
that players should feel this is any restriction on using the
detachment in games. Before the Anphelion Project e
detachment had a long history of other actions in the service of
the Ordo Xenos. Who is to say that other rogue elements withi
the Ordo Xenos would not be interested in developing their own

super-soldiers 10 combat the alien threat?
IMPERIAL NAVY AIRCRAFT UPGRADES

Ejector Seats (10 pts) : o
Slhould the aircraft be hit, the ejector seat fires thﬁhgf:ﬁgw
crew if present), out of the aircraft and grav-chutes

to ground. If the aircraft is destquiF:l tgegna :
. e crewman is Killed; ,
crewman. On a 1-3,th oIl a Scatter dice2

manages o successfully eject. ,
" away from the aircra an i

direction and distance
::r;zw%an lands. Roll separately for each crevr«:n;?t;-a[a spidh
crewman counts a single Imperial Guardsm?h o e Y
They are considered to beé below half strenge ey are_\'“‘ﬁ;
of morale checks, claiming table f:|uzr.1rtﬁcr*|:":e.W cunivelh ,a;.y
no Victory Points on their own but if any s of the Vict

0se
only counts as damaged for the purp
Points total.




COMPANY TO & E

Personnel

1 Major

3 Captains

9 Lieutenants
28 Sergeants
279 Other ranks

320 total

Vehicles

22 Valkyries

4 Vulture gunships
12 Sentinels

6 Sentry guns

6 Cyclops

~ re or Chatf Launcher (5 pts)
il;dtdlaﬂ are launched to fool enemy fire : ' the
v iakes a Vehicle Immobilised damage r the
-gﬁ then re-roll the result. The second nust

- _i'ﬂanmher Irnmobi_lised result. The fla haff
182d again WOrks once. Once it has been used it ¢ /10t be

oW st m“'m the cockpit helps to keep the pilot
en, C h:""""g fire. If the aircraft takes a Crew
1100 2 dice roy . Pilot Shaken result on the damage
e ol 4+ the effect is ignored.
S s b, o),
PG mMission, the 1o fight at night. When used in a
B0 o C Aircraft can re-roll the dice for the

R over g at Y |
ok .“m“www abide by the

.‘u

lllum Flare (3 pts)

The aircraft carries a bright
the battlefield at night. The llilum
where the rules for night fighting are u
unit spotted by the aircraft to be fired
other ground forces that are in range an

heme or Decals (10 pts)

inctive Paint Sc *
! d the aircraft in such a wa

The crew have painte
stand out. Commonly,

face of a mon
flashes or similar deco

to recognise it, giving them
Imperial Navy I8 at hand.

In the player's
ponent’s turn,

test. The unit must

distinctiv
model.

ster, or the

ration.
the morale bOOS

own turn, after the
the first unit to fail @

flare, which is dropped to illuminate
flare can be used in missions
sed. They allow one enemy
at in the next tum by any
d have a line of sight.

y as to make it




HEADQUARTERS
VETERAN COMMAND HQ ...................

P WS BS 0§ T . w . g TeEe cost of squad

Veteran g 3 4 3 ?3- ;N : A Ld S
Veteran Officer 60 4 4 3 3 5 < 1 8 o,
. Vet' Senior Officer 75 4 4 3 5 3 g 3 8 =

3 g

S+

Number/squad: A command squad consists of one Officer,

: ch :
four Guardsmen. The Officer's points cost include the basic e e

cost of his squad, Pove, and a squad of

Weapons: All are armed with lasguns. The Officer ma

replace hi - :
combat weapon for free. Y replace his lasgun with a laspistol and close

Characters: The Ofﬁce_r Is an independent character. However he must
command squad at all times and may not leave it. If it is wiped out, the
independent character.

remain within 2” of his
Officer reverts to being an

Options: All Officers have access to the Imperial Guard Armoury.

The squad can be equipped with frag grenades at +5 pts and/or krak grenades at +10 pts

Two Guardsmen may form a single Heavy Weapons team armed with one of the

. f ' :
heavy bolter at +10 pts; missile launcher at +15 pts. ollowing weapons:

Any Guardsma_n not acting as heavy weapon crew may be armed with one of the special weapons
from the following list: meltagun at +10 pts; plasma gun at +10 pts; grenade launcher at +8 pts, flamer
at +6 pts, lascutter at +5 pts. :

One Guardsman not equipped with a heavy weapon or a special weapon may be equipped with a vox-
caster at +5 pts. This may be upgraded to a master-vox for +20 pts.

One Guardsman not equipped with a heavy weapon, special weapon or vox-caster may be equipped
with a medi-pack for +5 pts.

Transport: The command squad may be mounted in a Valkyrie airborne carrier at +140 pts. See the
Valkyrie entry for more details.

SPECIAL RULES

Iron Discipline: Elysian Drop Troops are led by superb officers, veterans of many battles, trained to
lead from the front by example. Any unit using the [.eadership characteristics of an Officer ignores the
-1 modifier for a Morale or Pinning test for being ui nalf etrength and, may regroup even if below
half strength.

Deep Strike: Any Elysian Drop Troop infai cle may Deep Strike, if the
mission permits, using the grav-chutes ic

Leadership: Any Elysian unit within 12 srship when taking Morale and
Leadership tests as long as he isn't in i ad.

Xenos-Fighters: The unit has fought Iy ; combat with any Tyranid
creature they hit on a 3+ regardless of rest.

Surgical Enhancement: The drugs secrete 2MS give them +1 Initiative
(included in the stat line above) and boost the suffer any negative modifiers t0

their Leadership characteristics, and if they fail a ~king 25% casualties, then the unit

becomes pinned rather than falls back.

Each of the

~ Platoong jg

led by a
SQuad. Dy, m;“, .
unit's s Due t the

these Pfamonm

Organiseq A S are

different jjp

Imperig G:;,;o Other

regiments, ap,
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mannﬂr the ofrmer

sees fit,
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officers are fan
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of the Tyranmc Vr?a’z

facing

ELITES
NETERANISNIPER TEAMS - i . - 2cciicsnssmasanannnsannsanssnssnssssaanenanassss 30 pts
WS BS S T W I A Ld Sv
Veteran 3 4 3 3 1 4 1 8 5+

Number/squad: 1-3 Sniper teams. Each Sniper team consists of two Veteran Guardsmen. Each team
may deploy and act independantly.

Weapons: 1 Veteran has a Sniper rifle. 1 Veteran has a lasgun.
Options: The squad can be equipped with frag grenades at +2 pts and/or krak grenades at + 4 pts.

SPECIAL RULES

Iron Discipline: Elysian Drop Troops are led by superb officers, v
lead from the front by example. Any unit using the Leadership char
-1 modifier for a Morale or Pinning test for being under half strength, and may re
half strength.

. Dee Strike: Any Elysian Drop Troop infantry without a transport vehicle may Dee

=
5

mission permits, using the grav-chutes to land on the battlefield.

e: Sniper teams that do not Deep Strike onto the board may Infiltrate, if the mi
s are already on the ground ahead of the main attack).

eterans of many battles, trained 10

acteristics of an Officer ignores the
group even if below

p Strike, if the

ssion being used
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Nummr;aquad: The squad consists of six veteran Guardsmen

weapons: Lasguns. Up to three Guardsmen may replace their

9 pts; meltagun +15 pts; maximum of one demolition charge lasguns wi

th
j : at +10 pts. one of the following: flamer
options: The squad can be equipped with frag grenades at +6 pts and/or

sport: The command squad may be mounted |
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VTélml?Yﬁe entry for more details. Kyrie airborne
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TRANSPORT OPTION

Valkyrie Airborne Assault CRITIOE iooisivwn isivimm & o i & i e e R T 140 + wpns + upgrades
Pts Front Side Rear BS

Valkyrie 140+wpns 11 11 10 3

Type: Flyer, orbital lander

Crew: 4. Imperial Navy

Weapons: The Valkyrie is armed with a hull-mounted multi-laser and two door-mounted heavy
i bolters.

Options: The multi-laser maybe upgraded to ¢ innon for +10 pts.
The Valkyrie has two external fuel tanks. The may exchange both the fuel tanks for one of
- | the following: two hellstrike missiles for +20 p Jltiple rocket pods for +50 pts.
, | '-.' ;-‘-_\-Valkyrie may take any of the following Impe: Ajrcraft upgl"ades:.Ejector seats, flz-.u'.eI or chaff
- imn armoured cockpit, infra-red targeting. -res, distinctive paint scheme or decals.
e : A Valkyrie can transport up to 12 mo: . Valkyrie is always selected as a Transport

POrade for another unit and may only transport 1 it it was bought for. Independegt ctti\:erlaclel‘s
|~ Jona unit with a Valkyrie may also travel in it. A Valkyrie can also carry @ single Sentinel,
| +PPS Orsentry gun.

|1r'. rpan T
| ||;:',. o
Ili. = -

i T'P"‘mﬂ: Passengers exit via the two side doors and the exit ramp att
! ju! Nﬂﬂe_

et o in on the
- over Mode: The Valkyrie can choose to engage its VTOL hover mode to remain O dix Il.
0 ful details of the rukl}és for flyers and VTOE hgover mode see the Flyer rules in APPEN

: e n then it must be

e i I 2 Valkyrie ig : try gu
oed v e _2IKYTI€ IS carrying either a Sentinel, Cyclops or sentry d _
' .f"Bl tanks.gWhilst equipped with fuel tanks a Valkyrie may not cary

i
L]

f il
4 - ‘. = .
I L J
=l &
. F I

I M

b B
g™ e R
e 34

e
e

-

he back of the fuselage.

hellstrike

The Valkyrie airborne
assault carrier is the
standard transport
vehicle of Elysian Drop
Troops. Used for high
altitude drops or low
level insertions, and
armed for fire support
during missions, the
Valkyrie is also versatile
enough to be used in
many roles, be it
dropping in heavier
equipment such as
Drop Sentinels,
Cyclops, sentry guns or
drop cannisters full of

extra supplies.
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TROOPS e s
0,29 a1 s g
UAD ------------------------------------------- cost of ’quad vEtemns. AI[ hm
VETERANS SQUAD ......- et Ty A Pavo facg,
Pts WS BS S T w | A Ld Sv nuUmerous oceae:. ﬁ
Veteran 10 3 4 3 3 1 4 1 8 5+ and are gjyen a-:aﬂa x L
Veteran Sgt 15 3 4 3 3 1 4 2 8 5+ -::1:11?1 of frae re fg{nwzg "
Squad/Numbers: The squad consists of one Veteran Sergeant and between four and nine Veteran oh tfeeb:?ﬂ g:?, to
Guardsmen, with grav-chutes. of these Squafi:'am Many '
] .
Weapons: Lasgun or shotgun. ;Sf?l:;egi g’;’hﬂg K
Options: Up to two models may be armed with one of the following: ﬂamg( at +6 pts, meltagun at +10 repfﬂﬂﬂfﬂen}s &: no
pts; plasma gun at +10 pts; grenade launcher at + 8 pts; up to one demolition charge at +10 pts. available, re

Two models may form a Heavy Weapons team equipped with either a heavy bolter at +10 pts, or a
missile launcher at +15 pts.

One model may be equipped with a lascutter at +5 pts.

One model may be given a vox-caster at +5 pts.

The entire squad may be given frag grenades at +1 pt per model. The entire squad may be given krak
grenades at +2 pts per model. The entire squad may be given melta bombs at +4 pts per model.

Characters: The Hardened Veteran Sergeant has access to the Imperial Guard Armoury and may
select ‘Officer only’ items.

Transport: A Veteran squad may be mounted in a Valkyrie airborne carrier at +140 pts. See the
Valkyrie entry for more details.

SPECIAL RULES .

Iron Discipline: Elysian Drop Troops are led by superb officers, veterans of many battles, trained to
lead from the front by example. Any unit using the Leadership characteristics of an Officer ignores the
-1 modifier for a Morale or Pinning test for being under half strength and, may regroup even if below

half strength.

Deep Strike: Any Elysian Drop Troop infantry without a transport vehicle may Deep Strike, if the
mission permits, using the grav-chutes to land on the battlefield.

Xenos-Fighters: The unit has fought Tyranids many times. When in close combat with any Tyranid
creature they hit on a 3+ regardless of respective Weapon Skills.

Surgical Enhancement: The drugs secreted into the Guardsmen’s systems give them +1 Initiative
(included in the stat line above) and boost their morale. The unit never suffer any negative modifiers to
their Leadership characteristics, and if they fail a Morale check for taking 25% casualties, then the unit
becomes pinned rather than falls back.

FAST ATTACK ! a8
Elysian squads on
DROP SENTINEL SQUADRON . ..............o0oooo st of vehicles g,ﬂund are supported
by Drop Sentinel
squadrons, which carmy
Sertinel Pts WS  BS S Front Side Rear | A ﬂ?e bulk of the :
ne 35 3 3 5 10 10 10 3 1 company’s heaVYD ;
- Type: Walker, open topped. Crew. 1. Guardsman ggﬁgﬁg,;gfgf{;, A
L_ Squadron: The squadron consists of between one and three Sentinels. deployed as scout units,
~ Weapons: Each Sentinel must be armed with one of the following weapon d tain e direct:’gfﬂ
 differe nt weapons) g pons (a squadron may con ﬁ;ﬁﬁm’ [
g Heavy bolter +5 pts Multi-melta +20 pts

Pgrades: armoured crew compartment, camo-
 Improved comms, searchlight, smoke launchers.

Transport: A sing:e Sentinel may be mounted in a Valk
R ort. / | el yrie airborne assault carrier. See the Valkyrie
e whtseoat and more details. Squadrons of more than 1 Sentinel must Deep Strike.

"1“1 }.-,, a Valkyrie may Deep Strike, if the mission permits, using their grav-

- - L W w
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) M" Tank (may not Tank Shock) Crew: 1 e 3
i ' _ iy {1 f

\Weapons: 1 Demolition charge. The OPerator carrieq . laap;:: ?““’daman

- rt: A Cyt:ﬂﬂﬂsclrntra3;!l be mounted in 4 Valkyrie ajrpy,, ol.

points cost and more details. Me assay AT

SPECIAL RULES ) ". See the ik

For complete special rules see Imperiaj Armour Vol entry for

: UM 1: Imperig, G
strike: A Cyclops and its operator. without

a .
nn their grav-chutes to land on the battlefielq. Valkyr,e' Mmay p

¥ m '
e ifthe pi.
VUI.TUHE BRSNS e i L
PIS: e e e 100
100 + wpns I:"ont Side Rea BS ¥ Wens 4 UPgradeg ulty
5 With thei :
Type: Fver 1 0e, e
Crew: 2. Imperial Navy direct <y in
weapons: Nose-mounted heavy bolter.

at +20 pts.

A Vulture may take any of the following Imperial Na
launcher; armoured cockpit; infra-red targeting; illu

SPECIAL RULES

¥TOL Hover Mode: The Valkyrie can choose to engage
ror full details of the rules for flyers and VTOL hover mo

vy Aircraft upgrades: Ejector seat,

U flare or chaff
m flares; distinctive paint scheme o :

r decals.

Its VTOL hover mode t0 remain on the table.
de see the Flyer rules in Appendix 1.

Multiple Rocket Pods: Multiple rocket pods saturate a tar
missiles. They are an effective anti

get area with rapid firing, small fragmentation
-infantry weapon used against swarms of lightly armed troops.

Range: 24" Str:4 AP:6 Type: Heavy2, Blast

SENTRYGUNBATTERY ............. oo 15 pts per gun Sentry guns are small
Front Side BS zn"ffpgmdge g
Sentry Gun 10 10 2 firepower to the
{ - _1'00'%011 1o 3 sentry guns. ﬂmmg?:?o
‘#ﬂm. Twin-inked heavy bolters. o hep fzggfg?nm
_ rm: Asentry gun may exchange its twin-iir<ed heavy bolters for twin-linked lascannons for + ﬁﬂ,r%";u; has been
- captured.

R | . See the Valkyrie
3 ‘hlt A single sentry gun may be mounted in a Valkyrie airborne assaull;:ag;z; ?_-,“?rike.
£y ﬁrm 0st and more details. A battery of more than 1 Sentry gun mu

_ T CRULES

88n Sieir . el Lt rmits, using
i e Suty without a Valkyrie may Deep Strike, if the mission pe

their grav-
guns
on the
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)
ELYSIAN DROP TROOP WEAPONS \/

Examples taken from 99th regiment, D company

1. Laspistol. Accatran pattern, Mkj) Hea
laspistol utilising the same powerce

: : Il as
Only issued to officers and Specialists &0 lasgun,

2. Lasgun. Accatran pattern, MkIV. ‘Bullpup design to
reduce weapon length and weight. This is a semi-
automatic weapon. Powercell capacity of 50 shots.
This also powers the weapon’s built-in flashlight

3. Lasgun. Accatran pattern, MkIVc. The same w
as the MklV, but with integral single-shot auxiliary
grenade launcher under the barrel.

eapon
Krak

4. Lasgun. Accatran pattern, MklVe. Modified sniper
version with integral bipod, extended barrel with a flash
supressor, and an image-intensifying low-light scope.

5. Pl \ccatran pattern, Mkil. Includes integral
bipod g handle, which also incorporates the
wear "‘wo photonic

nyarog ils screw in underneath the weapon.

6. Grenade Launcher. Voss pattern, MkV. Automatic
grenadt? launcher with a 6 shot revolving drum magazine.
Often disliked due to the weapon’s poor accuracy.

. MkVIIL With integral

. - gh
bipod, carrying handle and sight. Reinforced hig

8. Combat Shotgun. Accatran pattern, model 34. Self- pressure flask contains fuel for 5 shots
| _ _-lﬂﬂﬂ_ Ing, semi-automatic weapon with an 8-round internal
e - ‘magazine. Features an extending stock and pistol grip.

——— :

7. Meltagun. Accatran patie




< e
S ¢

9. Flamer. Accatran pattern Mkic. py :
are worn on the back insteaqd of the ;;:g";t:; |

Fuel supply good for 12 Seéconds worth of re,‘bb'”.g Pack,
gauge mounted on top of weapon. ling. Pressyrg

12. Heavy Bolter. Accatran pattern, MkVd.
R With integral bipod for sustained fire. Carrying

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

13. Mortar. Accatran pattem, Mk[x . This auton;a;;;e o
mortar is preloaded with @ fevofv_mg drum mii e
rounds, and once sel up ff IS ;:mfn.realr.f-;ca'h».;:s;l1 -é:-ange
ranged remote control unit. Usec{ fc;; sh G ﬁr'e- £
indirect fire support, the weapon s Nig

the
moderated by the timé !akpn to refoadaigirﬂ AR
magazine is emply Carrying handles

moved by two mer.

.
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ORDO XENOS INQUISITOR
SOLOMON LOK & RETINUE

training with Gruberman he would

vaunted Inquisitor Lord's many |emu:_‘a?eo atten
threat. On the orders of Inquisitor Lorg Vari
received instructions to lead the mission tq t#s, Lok hag
system. e A"Dhe!ion

uccess in this campaign led to missions against many of Like most Inquisitors, _L{?k 'S accompanied by
tShe Imperium’s greatgstgtjhreats, combating alien aggression retinue of '°5éa| helpers.l his Autosavant, Wasgj| ?pgﬁo
and domination, including Eldar Exodites on Tirathain, the Zarneck, and a 99’_‘9“_'3 PUrpose servo-skull, Th el
Ork Empire of Charadon and, assisted by the Dark Hands augm_ented by specialists seconded to his cOmmand for 4,
Space Marine Chapter, fighting the Chincare HI':Ud duration of the mission — M_ajor Durra of the 99th Elys; e
Infestation. He has recently been recalled from front line regiment, and Magos Biologis Arthon, )

. . tus . s
service in Segmentem Obscuras to Segmentum Tempes As a veteran Inquisitor Lok must not only plan
as part of the Ordo Xenos' build-up 10 stop the the entire mission, but is also expected to lgad fraon;ﬂ ;ueei,?eﬁ
ont

encroachment of the Tyranid hive fleets. His experience on the battlefield should his presence be ne
against Tyranids is limited, although as part of his long eded.

Solomon Lok is a veteran Inquisitor of the Ordo _X_enos, the
alien-hunters. Originally an Acolyte of Inquisitor Lord
Gruberman, he served under his former mentor on the
stormy ocean planet of Tyrama Secundus, against the

mysterious inhabitants of its murky deeps.

Inquisitor Solomon Lok
Pts WS BS S T w | A Ld Sv

Solomon Lok 160 5 2 3 3 2 - 2 8 24 (54)

Equipment: Artificer armour, refractor field, auspex, digital weapons, master-crafted powersword,
bolt pistol, purity seals, krak grenades.

RETINUE
Sage: Autosavant Wassily

Equipment: Laspistol and close combat weapon.
Special Rules: The Autosavant's rapid calculations and access 10 battlefield information give Lok +1 to his BS
(already included in his stat line above)

Mystic: Astropath Zarneck
Equipment: Emperor’s Tarot and laspistol.

Special Rules: As well as providing an interstellar communications link, the Astropath's psychic_ qbilities allow him
some power to predict the future. If a Deep Striking unit enters the Jithin 4D6” of the Inquisitor, both he and
the rest of his retinue may take a ‘free’ shot at them.

Familiar: Servo-skull
Equipment: counts as close combat weapon.

Special rules: The Inquisitor's servo-skull is a general purpose rrying messages, acting as a sentry
efc. It confers a +1 | bonus to the Inquisitor (already included &!

Warrior: Imperial Guard Veteran, Major Durra, D company 99th Elysi ant
Equipment: Lasgun with auxiliary krak grenade launcher, bionics, k& grenades.

Special Rules: Major Durra is the commander of D company, 99th Elysian regiment, and has been secpndedtg
Lok’s retinue for the duration of the mission. His presence increases the Inquisitor's WS by +1 (already include -
above). He has the stats of a Veteran Senior Officer. He is armed and armoured as the rest of the Drop Troopers.

OTHER SERVANTS

For the duration of this mission, the Magos Biologis and his technical servitors are part of the Inquisitor's retiﬂueabie
act as separate unit on the battlefield. They confer no benefit to the Inquisitor himself. Arthons main role is to analy

the experimental data recovered from the base, not to engage in combat, although he is equipped should he need 10
defend himself.

Techpriest Magos Biologis Arthon

Pts WS BS S T w 1 A Ld SV
80 3 3 3 3 1 3 1 8 3+

Equipment: Powered armour, laspistol, power weapon (axe), servo-arm, bionics. 4 X Technical servitors.

i e e e a B U e e




Heavy fla

Commo mer unit from a Red Scorpions’ Terminator armour suit.

sup::y used by Terminator squads for tunnel fighting, its promethium
Ply restricts the flamer to only 9 seconds of continuous firing,

but generates heats in excess of 900° C.
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SNENARIO SEARCH AND DESTROY Wika e .
The Battl mw ' .
ne battie A N ] i r:
Sarmandor Gui TYRANID FORCES g m
mmander Culin and his veteran battle brothers were the first to land 1 Broodlord -
on Beta Anphelion IV. A search team of Terminators from the first with acid maw and flesh hooks T
company landed by Thunderhawk gunship and set about sweeping biomorphs 9"'
through the command complex. They found nothing, and moved on to Retinue of 4 Genestealers fo¥
laboratory complex alpha. Acid maw biomorphs tec
It did not take the Tyranids long to detect the trespassers, and hidden 10 Genestealers %
in the surrounding jungles and swamps, lurking creatures began to stir. with scuttlers biomorph e
The first the Red Scorpions knew of the Tyranids' presence was the oS
warning bleep of their suit auspexes. Something was out there, and it 10 Genestealers mar
was coming this way fast. Culln and his men moved swiftly into with acid maw biomorph cont
position, holding the doorways and corridors against the broods of
Genestealers and Gaunts. In the tightly packed corridors the fire of Reserves Afte!
assault cannons and storm bolters could not miss, tearing through the cad
swarms of aliens and leaving them as ragged piles of ichor and bone. 10 Genestealers The
For an hour the base resounded to the explosion of bolter shells, as with implant attack biomorph e
Culln's men dispatched the attackers with ruthless precision and well- e
practiced tactics. With casualties mounting the Tyranids withdrew back 10 Hormagaunts in the
into the jungle. Culln's squads had lost just 3 brothers in the fighting, with toxin sacs biomorph I
and had achieved a kill-ratio of greater than 10:1. - el
uﬁ'
The Wargame | fheir
This game recreates the battle fought by the Red Scorpions’ anyW
Terminators against the Tyranids to secure the lab complex. Play the tums-
game on a 6'x4' board. There should be plenty of buildings and Eysia
corridors to represent Laboratory Complex Alpha. Outside are a few : * via De
patches of swamp and jungle bushes. s AN\ 4 fyranh
1Y : |
The Tyranid player should choose a single long edge as his table edge. 1) i map. (
e e
The Tyranid player may deploy his squads within 6" of his table edge or b BV o Specie
either of the two short table edges (the Tyranids are approaching from <€ 35 Beta A
different directions). The Tyranid player deploys all his forces first. The " . '5 h frough
Broodlord may not Infiltrate in this scenario. The Space Marine player - ;i;_;-_h:;,;;;,ﬁtm 1-.:}';“ .'ﬁﬁ raes.
then deploys his forces, anywhere on the table, but not within 12" of et RO FUET 1
any Tyranid models. HEET I ?:} 4::“ g m
Roll a dice: the player that scores highest takes the first turn. Play for & i :-'-} 1'*:;‘-“4— R geneat
tumns, then start rolling for random game length. It Y} hese 3
4 ‘ L
Special Rules | SN ) t"f” :‘ mm
Use the Anphelion base special rules for this scenario. Also use the | — e gene
Random Game Length scenario special rule. St the
o, undil ;
Objectives s conducted three search and destroy operations 10
The Space Marines must destroy all the Tyranid forces to win. Likewise, complexes, so you could easily replay this scenano
the Tyranid player must wipe out the Space Marines to win. If both { Space Marine player to regenerate his Temwma:l 3
forces still have forces fighting at the end of the game, it is a draw. not & 55 removed from the table would be dead. | suggest o9 Plat
east 50% of casualties are regained after each battié, P ; ‘h
FORCES OF THE IMPERIUM for Space Marine's super-physique. o o g
Commander Carab Culin The Tyranid forces should be restricted to Genestealers and 2 ', h&
Space Marine Captain in Terminator armour with Terminator Honours, HoragRUIA O interesting hh..
purity seals, master-crafted storm bolter, master-crafted powersword. For terrain. the more corridors and rooms you use, the MO =4 S e &
. the game will become, as the Space Marines dvanc&w This game | NM
Terminator Squad Darak complex fighting off the Genestealers as they a | M
Sergeant Darak with storm bolter, chainfist, purity seals could also easily be played using Space Hulk il - gy

 and auspex.

. Terminator with assault cannon and chainfist.

- Terminator with heavy flamer and powerfist.

' -ﬂgmwll'!mtmbonmam powerfists.

s |_ minator Squad Raum
Sergeant Raum with storm bolter, powerfist and auspex.

—

 Terminator with assault cannon and powerfist

—

"l;"".f:l'!-‘ R

5 . — ; 020 -
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GCENARIO 2

ke ion was to

e Elysians’ first miss secure t
Th _ buildings so the fences could pe r %ag?‘"‘“'"mant fence’
oNe atoons was given a generatorum 16 taka vated, Eaq e's

L'T ?_ “Mtor got the generators working aga;n_and hold, Whilst g

r -

-
-

b
HL:J

" od in their Valkyrie transports the Elysians stuc

,;_*k « had each site guarded by Lictors, and K SWiftly, by t
r:.%rfl::jul of the IUI"IQIB. Each pl?tOc’n lﬂurs'lzui :};‘IBI' Crﬁatures
wmrs ﬂght, surrounded, and N a hostijlg anviri I oy
0se 1o hold out lopg enough to get the 9eneratorg 0 N, byt
inment fence working again. Working ang
e driving the Tyranids back, they evacuated to
md gan.won force. be replaceq by a

‘ B I
- e
d
'

=

g: should be played on a 6' x 4' table. The te

. . “ r "

ge with lots of bushes and vines and few densar:::;ﬁ é“"gle and
- mm of the table is the generatorum building S Of trees
A Eiysians take the first turn and Deep Strike their injy
m table. The Tyranids take the second turn :,l-,aJ deploymen

onto the table. The Brood Nest may thenDt?ep Strike

. yads and the Drop Sentinel in Reserve deploy ontg the
f”-sqsmk g, except the command squad which arrives in 5 Vaﬁ??i;d

. forces move on from a random table edge; as markeg
m pm-selected unit may deploy from the Brood Nest, e

" Betm Anphelion [V is dark and misty. Use the Night Fighting r |
i _:_ﬂ hout this scenario. Also use the Deep Strike scenario gsp:c?asl

. nes.
:mﬂ '_M have 3 objectives: start the generator, hold the
, wmun building, and destroy the Tyranids. If they achieve 2 of

fese 3 objectives they win.

* The Impenal player must get the technical servitor into the generatorum
4 reboot the system. Once inside, the servitor can start work getting

e generator running again. Roll a dice; on his first attempt roll a 6 to
gt the generator on the second turn roll a 5+, on the third 4+ and so
* on, until 2 2+ is needed.

FORCES OF THE IMPERIUM
' First Platoon, D Company, 99th Elysian regiment

Squad 1

Sergeant  Shotgun, scanner
Suarusmar Meita gun

AaEnsman Plasma gun

Heavy Bolter
Vox-caster, shotgun
Las-cutter

Shotguns

i i

=1

Il |

n .
-

Lasgun, auxiliary krak grenade cher
Flamer

Demolition charge
Missile launcher
Vox-caster

L  lasgun

=i w smoke launcher, hunter-killer missile

i,

TAKE AND
HOLp

Reserves

Tyranid Warriors

3 Warriors with enha
: nced sens ;
deathspitter and SCything \‘;ah::rnsE # W18S), bo-plasma

Tyranid Warriors

3 Warriors with adrenal
SR glands (+1W
spinefists and lash whip (+TWS), flesh hooks

Gaunts
15 Gaunts with fleshborers and toxin sacs

Gaunts
15 Gaunts with fleshborers and toxin sacs

Hormaguants
12 Hormagaunts with toxin sacs (+15)

Hormagaunts
12 Hormagaunts with flesh hooks

1 Brood Nest
Select a Reserve unit to place inside the Brood Nest



SCENARIO 3 WINGS OF DEATH

The Battle TYRANID FORCES

After the Red Scorpions had conducted their searci; an;:labtfs:rﬂv Initial Deployment

operation, 4th company of the Cadian regiment moved into ratory _

facility alpha as the new garrison. Protected by the newly operational Tyranid anhméBw'

containment fence they set up a defensive perimeter, whilst Biologis 3 Warriors eathspitters, rending claws
Arthon and his team went to work. Winged and toxin sacs (+1S) biomorphs

Captain Ryesk's force was taken totally by surprise when a Tyranid 9 Gargoyles ,
swarm suddenly attacked. Unknown to the Imperial ‘forces. all the 9 Gargoyles ’ﬁ
Tyranids had evolved wings, and they flew straight over the

containment fence. Dropping in out of the sky they tore the Imperial Reserves i‘ 2
Guardsmen apart, leaving no survivors. Winged Hive Tyrant P
The Wargame Scything Talons, venom cannon P oﬁ
This game recreates the battle fought by the Cadian garrison against a};gggzﬂ ;:;ar::{egrlég?j :?E%gag :Ialded _, ,ﬁ -1'
i L ' 1 anc SEI'IS Ly ':
the winged Tyranids to protect lab complex alpha | : (+18), adrenal glands (+11). e (+1BS), toxin Scas . 'ﬁi
Play the game along the length of a 6' x 4’ table. At the Imperium's end o
of the table are a few out-buildings of the lab complex. Roughly 12 Tyranid War_l;ilfg Brt't:;t:vd_tt : 1
from the Tyranid table edge, and running across the width of the table, 3 Warriors with deathspitters, rending claws b it
is the containment fence. The rest of the terrain is a few scattered Winged and toxin sacs (+1S) biomorphs 5' p

patches of jungle bushes, trees and swamps. Tyranid Warrior Brood Ip’ g
-

Deploy the Imperial Guard's forces first. They may be placed anywhere 2 Warriors with deathspitters, rending claws e
on the table, inside the containment fence. They may have a few (3 or 1 Warrior with venom cannon, rending claws N

4) sandbagged positions for additional cover. Imperial Guard Reserves Winged and toxin sacs (+1S) biomorphs E _.
enter from their table edge. 12 Gargoyles ,'iﬁ;i
The Tyranids take the first turn, deploying their initial forces via Deep 9 Gargoyles s
Strike. All the Tyranid Reserve forces enter via the Tyranid's table edge. o
The game lasts 7 turns. “g : 3 g"‘i_"‘_ : -
Special Rules g a8 ..

Use the Anphelion base special rules for this scenario. Also use the ;f_.:__'l'_'_:;* i & > g

Deep Strike and Night Fighting scenario special rules. o IR i-"* .

Objectives ok R B A

e sy

The Tyranids must wipe out the Imperial Guard. They have 7 turns in
which to do this. If there are any Imperial Guard forces left fighting at

the end of turn 7, they win.

FORCES OF THE IMPERIUM

Initial Deployment
4th Company Command HQ

Command HQ Capt*+ 4 men plasma gun, master-vox, medi-pack

Captain Ryesk is a Senior Officer with a laspistol, power sword,
medallion crimson and krak grenades.

Fire Support Squad 6 men 3 heavy bolters
Searchlight Team with 2 men
Ground Scanner with 1 man

Infantry Platoon Notes sing itinote
Command Section Lt +4 men missile launcher, medi-pack This a very specialised Tyranid force, all able to fly, SO m:ts of this force
Squad 10 men  melta-gun games is more difficult than with standard forces. Elerg:tnes o anemy
Squad 10 men  grenade launcher will come in useful in other scenarios, and in fulure

Squad 10 men  plasma gun will relish fighting such a fast moving Tyranid army.

Is with multi-laser. Searchlight

nulti-laser. Search

i
1 "

light
- H“mﬂl':ﬁ“ﬂl‘ missile.



Vit~ e containment fences contro|

bay, the

e fﬂhcea,

gon f h
trol centre to pieces. The loss of the fence | Hosetll
to further attacks. et the perimergy
; N 'm the length of a 6' x 4' tape. At
piay this .- of the command complex — nominataogﬁ oo Place a
W OB hent fence control centre, At the o

Pposit
f_oont'amment fence. POsite end

I.I.
i

i = Imperial Guard defenders first, positioneq anywhe
QIR .; the fence. They may have a few (3 of 4) sanr;bgn oL
abée, ' as additional cover. Their reserves enter from their taple e
pOSINONS

edge.
—nids take the first turn. Their forces deploy via Dee

from underground. All Tyranids Reserves arrive v?a Sgg;%

.;'.-..-l_' 4
 Sike.
s ] 6 mms'

gpecial Rules ial rules for thi

BR= se special ruies 1or this scenar
Use the Wmlmmbaspecigl rules. -
Dear W Soend

_ ide must destroy the containment fence control centre. The

ated control centre building has an Armour value of 13 all round
- track of how many penetrating hits the building has taken. Three
Srating hits on the building destroys the controls. Glancing hits are

Also use the

' ;'mntre is still functioning at the end of th

o
R e i
S b e =

€ game the
al Guard win. If it is destroyed, the Tyranids win,

FORCES OF THE IMPERIUM

tlysian Hardened Veterans Squad
eant plasma pistol, bionics
melta gun
plasma gun
heavy bolter
vox-caster, shotgun
shotguns
an Hardened Veterans Squad
seisergeant  lasgun, auxiliary krak grenade launcher
alt __.E,;"'-,'L{ flamer
an demolition charge
Vox-caster, lasgun
lasguns .

E N 5. ads have frag and krak grenades.

=
s
=

el} '-j'urlth d

_;. with mrchlight, rough terrain

. _ centre. |, ® Hive
raid to destroy it, and thus disabje ur.;' Iau"““‘"ﬂ a aur:::::

€ building 5
s
of the tabje

Notes

Again this a very different type of Tyrani

AC : yranid force, all tunnelers, so reusin
it in _other games is more difficult than with standard forces. Elamentg
of this force will come in useful in other scenarios, and in future battles
no enemy would relish fighting such a unpredictable Tyranid army,
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~ SCENARIO 5

~ Returning from his final seek and destroy mission, Commander Culin's
Thunderhawk was forced to crash-land in the ammonia swamps by
floating Tyranid spores. The emergency locator beacon on the
‘Thunderhawk immediately broadcast the wreck’s location and a relief
‘column, under the command of Apothecary Rael, raced out to rescue
any survivors.
)e Tyranids had quickly surrounded the survivors, and Commander
gu..ﬁn and his men Evere lglready fighting heroically to keep them at bay
when Rael's column arrived, all guns blazing.

The Wargame
This game recreates the battle fought to rescue the stranded
Space Marines.
Play the game along the length of a 6' X 4' table. At one end, in the

centre of the table edge is the crashed Thunderhawk. The rest of the
table is covered in swamps, and dense jungle trees and bushes. Some

Capillary towers have started to grow.

Deploy the Space Marines at the crash site first, placing them within 12"
of their table edge.

Deploy the Tyranids second. Place them anywhere on the table, but not
within 24" of any Space Marine unit. The Tyranids take first turn.

The Space Marine relief column enters from the opposite short table
edge to the crash site. This is the relief force;s table edge, from which

edge the Space Marines must escape.

There is no turn limit: play until either all the Space Marines have
escaped or have been Killed.

Special Rules

Rhino Transports: For the purposes of this scenario up 1o 5
Terminators may fit in the back of a Rhino. This is for emergency
transportation purposes only, and would not usually be consmgred as
a viable battlefield option, given the cramped conditions and difficulty In
embarking/ disembarking.

Objectives

Rescue the trapped Space Marines and escape back off the relief
column'’s table edge. The more forces that escape the better the Space
Marines have done.

FORCES OF THE IMPERIUM

Deployed at the Crash site

Commander Carab Culin
Space Marine Captain in Terminator armour, with Terminator Honours,
purity seals, master-crafted storm bolter, master-crafted powersword.

Thunderhawk crew
4 Space Marines with bolt pistols.

Terminator Squad Darak
| Sergeant Darak with storm bolter, chainfist, purity seals and auspex.
Terminator with assault cannon and chainfist.
Terminator with heavy flamer and powerfist.
2 x Terminators with storm bolters and powerfists.

Brother Halar

searchlight.
Reserves — Relief Column

~ arrive or none.
. ﬂpﬂnwry Rael with 5 veterans with multi-melta, flamer.
| Razorback with twin-linked lascannons.
Sovpear ant! S5 Space Marines with missile launcher, plasma gun.
~ In Razorback with twin-linked heavy bolters.

‘ and 5 Space Marines with heavy bolter, melta gun.

THUNDERHAWK DOWN

Mk IV Dreadnought with inferno cannon, powerfist, storm bolter and

- Armriving from Reserve. Roll once for all the entire column — either all

Rhino with storm bolter, searchlight
Rhino with storm bolter, searchlight

TYRANID FORCES

Initial Deployment

Tyranid Warriors
4 Warriors with flesh hooks, deathspitter and rending claws

10 Gaunts with adrenal glands (+1WS) and fleshborers
10 Gaunts with adrenal glands (+1WS) and fleshborers

1 Brood Nest

Reinforcements

Random Tyranid Forces

The Tyranid reinforcements arrive adhoc, being drawn to the sounds of
battle. From turn 2, at the start of each Tyranid turn, roll once gn th
random force table. From turn 8 onwards roll twice on the random inrr.::

table.

These units enter from either of the long board edges; roll randomly for
which one. Units that can may Deep Strike onto the table. During the
game a single Brood unit may emerge from the Brood Nest

1 - 2. No Tyranid forces arrive this turn.

3 - 4. Brood. Roll again.
1-2. 3D6 Gaunts with fleshborers.

3-4. 3D6 Hormagaunts.
5. 3D6 Gargoyles.
6. 2D6 Genestealers.

5 - 6. Large Creature(s). Roll again.

1. 1D6 Raveners with scything talons, rending claws
spinefists.

2. 1 Biovore with bio-acid spore mines.

3. 1D6+3 Tyranid Warriors with scything talons,
deathspitters.

4. 1 Zoanthrope with Psychic Scream, Synapse Creature,
Warp Blast.

5. 1 Carnifex with scything talons and barbed strangler.
6. 1 Hive Tyrant with scything talons and venom cannon.
:

b 1 1 'i-‘,'!';f “‘ 1
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Notes

The random forces in this scenario mean that replaying It IS ﬁ;’:
enjoyable, you won't get the same battle twice. This is a large

and requires both players to have a large collection of “:oardrw :
Although a 6'x 4' table will be large enough, the larger the boa™
better this game will be. Victory conditions havenot been .
the payers will have to decide how well the Space Marines have 0.

WARHAMMER 40009
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\gles. Without any hoﬁﬁfaumundad by the Tyra. d:gonrgh :
L ardsmen were c ¢ off, and were 500N mak Or religf, e ng in
The merciless s-,zmxf?ag?e:s:%u“ed in waveg anr:’g y daapamtempﬁ_rla[
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. i'mﬂal Guard. The Imperial Guard may inCﬁjJIﬁmaE . Starting With the

%d&s and sandbagged positions for additiona| LE; (3 or 4) aghoe
er.

Roll for which player will take the first tyrn The game |

_ jal Rules
Spe cthe Anphelion base special rujes for t

B se ; : hi
| geep Strike and Infiltrate scenario specig] rul:sscen

Objectives
jyrani ds must “‘_'ipef ou_t the Imperial Guard. |f
Guard forces still fighting at the end of SiX turns then th

Guard win.

asts 6 tumg.

ario. Alsg use the

FORCES OF THE IMPER|uMm

1st Company, Cadian 266th regiment
command HQ
command HQ flamer, medi-pack

The Captain carries a laspistol and pPowersword, an
Macharian Cross. The squad has frag grenades and a masctjer?fsx L3

Capt*+4 men

Anti-Tank squad 6 men 3 lascannons

Fire Support squad 6 men 3 heavy bolters
Special Weapons squad 6 men 3 sniper rifles
Infantry Platoon

Command HQ Lt"+4 men meltagun, medi-pack
Squad 10 men flamer, autocannon

Squad 10 men melta gun, missile launcher
Squad 10 men  plasma gun, lascannon
Squad 10 men  grenade launcher, mortar

All squads have frag grenades. Each squad has a vox-caster.

Armoured Fist Squad
Squad 10 men grenade launcher, heavy bolter

Veteran Sergeant carries a laspistol, close combat weapon and
scanner. The squad has frag and krak grenades.

in a Chimera
with multi-laser, heavy bolter, rc rrain modification, hunter-killer
‘missile, searchlight and smoke rs.

E 5 e

- with track guards, searchlight, unted heavy stubber,
smoke launchers

1 Sentry gun with heavy bolters
1 Sentry gun with lascannons
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Notes

This scenario is an example of the sort of attack the Cadian garrisons
had to face. You can replay it for each location, with similar terrain and
forces. Slight changes to the Imperial Guard forces might be to include
sabre weapon platforms instead of the Heavy Weapon teams. The
Tyranids might replace the Hierodule with a Trygon, and some of the

Warriors with Raveners.




‘-}I' ) 8 y :' evacuation Red Scorplons left Inquisitor Lok and the
emaining Imperial au.ﬂ.‘ﬁ.':n'.?mm and facing the full weight of
ve Tyranids without hope of reinforcements or rescue. Lok knew his

Hﬁ* ) ' but was determined to fight until the last round.

i e

time command complex had been attacked several times,
i IIII:':! with the detritus of battie. The Imperial Guardsmen
md to a few ragged bands, with most of the officers already
‘dead and many of the vehicles and aircraft destroyed.
For rial

or mperial Guard there was no hope of survival, all that remained
Wm duty to take as many Tyranid creatures with them as they

o
¥

PWWWW across the width of a 6' x 4' table. The terrain should

( ! f scattered
few buildings of the command complex, and lots o

mw. :f g:ms Desgtfoyad Chimeras, Valkyries, craters etc. There are

also a few scattered areas of swamps, and jungle bushes and trees.

Tha area is also littered with the remains of the Imperial Guard's

defences, barricades and sandbagged positions

" from their own table
Both sides have a deployment zone of up to 12
Gﬂaa. Roll a dice. Starting with the player that rolls lowest, the players
take tumns deploying a unit at a time until both armies are fully

deployed.

Roll another dice, the highest score gets 10 take the first turn.
The game last for six turns, then roll for the random game length.

lal Rules | |
Use the Anphelion base special rules for this scenario. Also use the

Deep Strike, Infiltrate, Random Game Length and Sustained Attack
scenario special rules.
Due to the darkness and thick mists the Night Fighting special rules are
used throughout this scenario.

Objectives ‘
: The Tyranids must wipe the defenders out. If any Imperial Guard forces

are still fighting at the end of the game, then they win.

o FORCES OF THE IMPERIUM

i Inquisitor Lok and retinue
: (see page 140 for details).

= Cadian and Elysian survivors
uE (most of these squads are reduced in strength due to casualties).

Elysian Hardened Veterans Squad
Veteran Sergeant plasma pistol, bionics

K Guardsman meltagun

, Guardsman plasma gun
. 2 x Guardsmen  heavy bolter
- 3 x Guardsmen shotguns

Elysian Hardened Veterans Squad
Veteran Sergeant lasgun and auxiliary krak grenade launcher

) Guardsman grenade launcher
- Guardsman flamer
, 2 x Guardsmen  missile launcher
‘ 3 x Guardsmen  lasguns
i Elya!an Special Weapons Squad
I- 3 Guardsmen lasguns
2 Guardsmen flamers
- Guardsman demolition charge
~ Cadian Infantry Squad
- 6Guardsmen plasma gun, heavy bolter

- Cadian Infantry Squad
7 Guardsme flamer, missile launcher
an Infantry Squad
ardsme: grenade launcher, autocannon
Anti-Tank team
me 2 lascannons
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INQUISITOR LOK’'S LAST STAND

Cadian Fire Support Team
6 Guardsmen 3 heavy bolters

Searchlight Teams
4 Guardsmen with 2 searchlights.

Long-Range Ground Scanner Team
1 Guardsman with a long-range ground scanner.

Sentry Gun Battery

Sentry gun with heavy bolters
Sentry gun with lascannons

Anphelion Base Defence Turret (mounted on a building)

Front Side Rear BS
Turret 11 1" 11 3

Type: Immobile.

Weapons: Twin-linked long-barrelled autocannons on an AA mount

Crew: 1. Imperial Guardsman. )
TYRANID FORCES

Tyranid Warriors

3 Warriors with enhanced senses (+1BS), bio-plasma
Deathspitter and scything talons

Tyranid Warriors

3 Warriors with enhanced senses (+1BS), bio-plasma
Deathspitter and scything talons

12 Genestealers with Acid Maw biomorph
16 Gaunts with toxin sacs, fleshborers
16 Hormagaunts with toxin sacs (+1S)
4 Ripper Swarms with leaping biomorph

2 Biovores with bio-acid spore mines

Reserves (entering from the Tyranid's table edge).
1 Malanthrope

Tyranid Warriors

2 Warriors with devourers and rending claws
1 Warrior with venom cannon and rending claws
Adrenal glands (+1WS), toxin sacs (+1S)

Raveners
4 x Raveners with scything talons and rending claws, and spinefists

Hierophant Bio-titan
with lash tendrils.




d complex's defences.

| 5%
fence turret, this is the second weapons system of the comman




he Anphelion base is a standard modular construction,

made by interlocking pre-constructed building units
together. These modular buildings are manufactured to a
standard pattern, and used across the Imperium to rapidly
bulld outposts for many different purposes. Phaeton patiern
bases are used as military barracks, habitation blocks for
colonists, laboratory complexes or Administratum buildings.

The pattern for this type of base was re-discovered in the
archives of Phaeton forgeworld during M.37, and since then
the pattern has been passed to the great central standard
tempilate construction repository on Mars. Several other
for_ge worids now also build this pattern of modular
bulldings, from where they are transported, in their
constituent parts, to wherever the Administratum needs
them. Although meant as temporary buildings, they often
become permanent constructions.

Ihe complexes are constructed by Departmento Munitorum
iabour corps, under the direction of Administratum engineer-
adepits. Once a site is chosen and cleared, the building units
are fanded and then careful positioned to the engineer-
adepts plans, before being locked in place by driving the
SUDDOR pistons into the ground. Over the course of several
WBeKRS a complex of rooms and inter-connecting corridors

will siowly appear

G@ I position, the Phaeton pattern base can then be
QuUIPPed as neeced Being used ma nly on remote frontier

the base usually needs its own defences.
Autocannon-armed defence turrets are locked onto the roof,
or can be ground mounted close by. Other defences, such

as containment fence pylons, gun emplacements or
farrocrete bunkers, are positioned with good fields of fire to

worlds,

defend the base. Landing pads, control and

communications facilities, are also added. Ultimately, it will
take several months before a base becomes operational.

The Anphelion base was a series of four seperate
complexes, each containing sub-complexes of habitation
areas. barracks, control complexes, storehouses and
laboratories. All of these had to searched by the Space
Marines before the Imperial Guard moved in to garrison the

complex and ma fensive perimeter.



151




KEY
1. Defence turret (Phaeton pattern).

2. Piling piston.
3. Communications Array (Phaeton pattern).

4. Roof access hatch.
9. Landing pad (Phaeton pattern).

6. Access ramp.
/. Landing light stanchion.

8. Exterior Entrance.
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Imperial Armour

ANPHELION BASE

RULES FOR FIGHTING INSIDE THE ANPHELION BASE IN GAMES OF WARHAMMER 40,000

USING THE ANPHELION BASE

Fighting through the tight confines of the Anphelion base is brutal,
short-ranged combat. There is little room for manoeuvre or
tactics. This is the realm of short-ranged firepower and bold
assaults. It will be swift and bloody. The Anphelion base adds a
whole new dimension to games of Warhammer 40,000, as troops
stalk through rooms, charge along corridors and desperately hold
doorways. The roofs of the Anphelion base are removable, and
this not only allows you to place miniatures inside, but also to hide
forces within without your opponent knowing, until he enters the
room or corridor, at which point the roof is removed and the horror
of whatever is lurking inside is revealed.

ame Tip: The Anphelion base model has been designed soO
hat the roof and doors block an opponent’s view of what is
..-__ Players should agree that they will not look in rooms
I before their squads enter them, and should an opponent wish to
deploy a unit in the Anphelion base, they can do so without their
| - opponent watching. This will increase the tension caused by
t" f-ﬂﬂﬁng infiltrators, which are only revealed when a door is
,";_ )ened and the roof removed. Alternatively, players can simply
.lmmaﬂ the roofs and allow both players to see everything that
 is moving.

DEPLOYING IN THE ANPHELION BASE
Model Size

Only infantry can enter the Anphelion base. That is any model on
a standard 25mm base. Some models on a 40mm base may
enter the Anphelion base, such as Terminators, Tyranid Warriors,
Lictors, Ogryn and Swarms. In the end players will have to use
their common sense here.

As an example, the model of the Lictor will not fit inside due to its
large claws. This should not stop the model entering the building,

as in real life it can fold its claws away, crouch and even crawl if
it has to!

Some examples of models on 40mm bases that could not enter
the base are; Tau Crisis and Broadside battlesuits, Necron
Destroyers and any Cavalry models. Models on 65mm bases
cannot enter the Anphelion base. No vehicles can enter the

Anphelion base, except to enter a garage area through its main
doors.

Deployment

A unit may deploy directly into the Anphelion base if it is in their
deployment zone. In which case they may be deployed secretly,
80 that your opponent cannot see what is lurking inside until
either you choose to reveal it (by moving them), or until his own
forces enter that part of the complex.

infiltrators may deploy into an Anphelion base complex, in which
€ase aiso do this in secret. The unit remains secret until you
choose 1o reveal the models (by moving them) or until an enemy
unit reveals them by entering the area and the roof is removed.

MOVEMENT

(Moving around inside buildings is considerable harder than
MoVIng In the open. There are many objects in the way, doors to

open, every dark comer needs checkin

- , g. and dist
short sprinting is impossible. ances arg g,

To represents the cramped conditions inside the
no model may use the Jump Infantry, Fleet o
rule. Inside the Anphelion base all models
Assault 6”. No other special movement rules

SHOOTING

To Hit

Inside the Anphelion base ranges will be short an
difficult, but when firing along a corridor it is ditfi
weapons fire inside the Anphelion base hit on a 2
the firer's BS. This rule applies to all armies an
brutal | know!).

Anphelion bagg

F Beasts speg; \
will move g a:d
Mmay be useq.

d lines of sight
Cult to miss,
+: 'egardiess of
d weapons (Very

This only applies to units inside the Anphelion bas
target inside the Anphelion base. Shots taken fro
target outside, or the opposite way round, are r

e hnng at a
M Inside at 5
esolved Using

normal BS's.
Cover Saves: Models in corridors are in the open and get quu
cover save. Model inside a room get a 6+ cover save 1r:n guﬂ
furniture and alcoves. Models sheltering at corners or iuncuc:n Gen
get a 4+ cover save. i coml
Blast weapons: A confined space contains and intensifies a The
weapon's blast, making it more powerful than in the open. No 4), |
cover saves are allowed against blast weapons inside the polt
Anphelion base. Barrage weapons cannot be fired inside the laul
Anphelion base, due to the lack of headroom. 41
pla
ASSAULTS i
Stand and Fire be
In such cramped conditions assaults will be commonplace. but L
rushing along a corridor or breaking into a defended room is very E
risky. If a unit is assaulted it may declare that it will ‘Stand and A
Fire’, blasting away at point-blank range as the chargers rush f

them, rather than fight in close combat. A squad may only stand
and fire on the turn it is assaulted, not in subsequent turns, and
may not stand and fire if it is already engaged in hand-to-hand

combat with another unit,

A unit that declares it will ‘Stand and Fire' foregoes its normal
hand-to-hand attacks to take a shot from each engaged model
(ie. if a model would have fought in close combat, it can stand
and fire). The shot is resolved at double the model's normal

Initiative (n wum of 10). Roll to hit as normal (using the
defende 3S). Roll to wound and save as normal.
Models lled are removed as per hand to hand
comba

Models q when they stand and fire. Any weapon
with a 1st cannot be used (including Assault
.emplate). So, rapid fire weapons get 2
| firing, assault weapons get their normal

making them highly effective in this
| A flamer could

a template.

weapons W
shot when

numober ol
environment, which is what they are designed for
not be used to stand and fire with because it has




%

st ke a squad, resoive |
S Sentry guns may fire heavy
they may only stand and fire |

E,mmple 1
A squad of five Space Marines, armed with 3 bolt
guns, a plasma

d a missile launch

qun an er, are assaulted :

Genestealers and opt to stand and fire rather rht;ﬁ :ghtin_u of 6
N close

wﬂbaf.
» firing iS resolved at Initiative 8 (doubl
e the Space Mari
arine’s

4). before the Genestealers attack tiati
) uns, an'd 1 shot from the p?ars'm’;a”gzenﬁ_bmey can ﬁre 6
jguncher (being a heavy weapon) cannot fire. N eed’rhe missile
4 poltguns and the plasma gun shot hit. 2 bolt Ing 3+ to hit,
sma gun shot causes woundas. With no armour S%LL”S and _the
“e fo the weapons’ AP values, 3 Genestealers ares possible

pefore they get a chance to attack. The Space Marin eeS; eumagvei
wi

not now fight back in hand-to-hand combat.

Example 2
A squad of Terminators, armed with 3 storm bolters, a heavy

flamer and an assault pannon. are assaulted by 6 Genestealers
and opt to stand and fire rather than fight in close combat

The firing is resolved at Initiative 8 (double the Terminators 4)

They can fire 6
assault cannon (Terminators

weapons). The heavy flamer
Needing 3’ to hit, 4 storm
shots hit. 2 storm bolter sh
both assault cannon shol
After firing, 2 Genesteale
glose combat.

Sentry Guns

Sentry guns deployed In |
nd and fire al Initiativ

wveal ons
| ff'u:.:'f ASS

U arc. In Sentry mode they mdy stand and fire reg

geection they are assaulted from

shots from the storm bolters and 4 shots from the
~an move and fire with heavy

‘nnot fire as it has a template.
hots and 2 assault cannon
killing 2 Genestealers, and

ng 2 more Genestealers.

ttack the Terminators In

ridors may stand and fire
e 10.
- |n Point Defence mode

aulted from within their
ardless of the

Note that th
. € rooms and
give the defe d corners count as co
during an as::j{ a:._ i_ﬂltlatiue of 10 (unless g‘::;;nedsthereiore
)- This represents the defenders hidina;i;:;i

corners doo .
' rways, in :
advantage. alcoves and using any furniture to their

Psychic Powers

Psychic

ﬂogmal. g{?rwsori o b? used inside the Anphelion base as

not extend be B;S which use a template, the template should

G RO Vt:fn the walls. Only models inside the Anphelion
" a gcted. The reverse is also true, so a psychic

power used outside the Anphelion base cannot affected models

inside the Anphelion base.

ATTACKING THE ANPHELION BASE

Doors
On the Anphelion base model

unsealed. Neither player will kn
within 1" of a door. Roll & dice. On

opens (remove It from play). On a
destroyed.

To destroy a S
glancing Or penetrating hit against

The door is then removed from play.
assaulted as if they were @ stationary

remove the door from play.

closed doors may be sealed Of
ow which until a model moves 10
a 6, the door 1S unsealed and
1-5, 1tis sealed and must be

ust inflict a sing\e

Armour Value of 12.
red at, Of

attacker m

the door's
Doors may be fi

ealed door an

vehicle. Once destroyed,




BASE DEFENCE TURRET

Points Front Armour Side Armour  Rear Armour BS
Defence Turret 80 11 11 11 3

Type: Immobile.

Crew: (1) Imperial Guard.

Weapons: Turret-mounted twin-linked long-barrelled autocannons, on an anti-aircraft mount.
Options: The turret may be given any of the following from the Imperial Guard Codex: Searchlight.

Troops: The Defence Turret is a Troops choice for any Imperial Guard army. It can be taken as part of the Anphelion
base, or ground mounted separately.

SPECIAL RULES
Long-barrelled Autocannon
lx Range: 12°-72" Strength: 7 AP: 4 Type: He
Damage: As a static emplacement, any Immobilised damag: iment Destroyed damage result.
158




are commonly equipped

e launcher.

‘he Red Scorpions 6th company. Tactical sqauds
portable

r for fire support instead of a missil

Heavy
d armour, the heavy bolter becomes a man-

| h a heavy bolte
d by his powere
weapon in the hand

s of a Space Marine.




Impenal Armour

" SUPER-H

The battlefields of the 41st millennium are home to some truly
awesome war machines. These huge vehicles tower over the
battlefield and carry enough weapons to wipe out a typical 40K
army in a round or two of shooting! I've yet to meet a 40K player
who didn't secretly want to include such a vehicle in their own
army, and the following rules allow you to do just that.

Be warned! Super-heavy Tanks will dominate any game they are
used in, and because of this it should be saved up for special

occasions, rather than being wheeled out willy-nilly for every
battle that is playe

USING SUPER-HEAVY TANKS

Super-heavy Tanks fight in their own army’, fighting alongside
another army as a Separate detachment, as described in the 40K
rules., In addition, you may only include one Super-heavy Tank
detachment in your army for each ‘normal’ detachment that you
field. This limits the use of Super-heavy Tanks to large games of
over 2,000 points, as is appropriate for such rare and potentially
devastating machines. Of course, players that wish to may
ignore this restriction and use Super-heavy Tanks in smaller
games, but only if they get their opponent's consent first. Super-
heavy Tanks may only be used in tournament games if the
tournament instructions Specifically say they may be used.

Super-heavy Tank detachments and Super-heavy Flyer
detachments consist Up to three machines of (more or less) the
Sdme type. Baneblades and Shadowswords are considered
Similar enough to be mixed into the same detachment. as are
Marauders and Marauder destroyers.

STRUCTURE POINTS

Super-heavy Tanks are SO large that they can absorb damage
that would destroy another vehicle. To represent this, they must

be given 2 or more structure points, which equate roughly to

wounds for other models. Basically, the more structure points a
vehicle has, the bigger it is.

ORDNANCE

Super-heavy vehicles may fire ordnance and still fire other
weapons. They may fire ordnance even if they move.

TARGETING

Super-heavy vehicles Can engage more than one target unit if
desired. Instead of pPicking a target for the Super-heavy vehicle,
pick a target for each weapon on the Super-heavy Tank. You
must declare all of the Super-heavy vehicle's targets before

resolving any fire (you can’t see how one of its weapons did
before deciding what the others are firing at).

SUPER-HEAVY TANK SHOCK

Enemy infantry must test at -1 to their Leadership if they are Tank
Shocked by a Super-heavy Tank.

LUMBERING VEHICLES

Lumbering vehicles grind along at a slow and steady pace. They
can move up to 6" a turn. They must always move straight
- a@head, but can pivot Oy up to 90° at the end of the move.
L vehicles can fire all of their weapons even if they

L
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EAVY VEHIC

RULES FOR USING SUPER-HEAVY VEHICLES IN GAMES OF WARHAMMER 40,000

WAR ENGINES AND DIFFICULT TERRAIN '__

Super-heavy Tanks treat difficult terrain difterently 1o

vehicles. For a stant, they can ignore low walls, Nedges bn.:m“e'J
and rubble — there’s no need to test for these at 5 u

:
through other difficult terrain they test as normal Il Gﬁing !

: - H
they roll a 1, they are not automatically immﬁbilis,aduw?va" r
they lose D3" of movement, just as if they hag o NSteay

Engines Damaged result on the damage tables (seq laftferaﬂ an |

er). 1
CLOSE COMBAT ATTACKS

Super-heavy lanks can Tank Shock an enemy in t
phase. If the enemy pass the Morale check, then the §
heavy Tank moves into contact with the enemy unijt and i
fight a close combat against it in the assault phase This is
only way that Super-heavy Tanks can enter close the
(though they can be assaulted by enemy units in the en
turn as normal). Being in close combat does not Stop the Su
heavy Tank shooting, and it may fire at the unit it | 35
desired.

e MOVemens

Super-heavy Tanks are allowed to barge into’ enemy infan
units rather than stopping when they contact the first e“em“f
model. Keep moving the Super-heavy Tank until It completas it
move, moving enemy models out of the way as requireq Ans
models moved out of the way should be Placed back on the 1abli
so that they are touching the Super-heavy Tank as Close as
possible to their starting location before they were ‘bargeq
Super-heavy Tanks can't barge other Super-heavy Tanks out of |
the way.

In the assault phase, a Super-heavy Tank that Tank Shockeg the I|
enemy receives a number of bonus close combat attacks. These |
attacks represent the chance of the victim either getting stompeg |
upon or crushed under the tank tracks, wheels or what ever, ang
are only ever received in the Super-heavy Tank's turn; if the |
Super-heavy Tank is assaulted by the enemy in the enemy turn ]
then it does not receive any bonus attacks. \

The number of bonus attacks is equal to the number of enemy \
models or vehicles that are in base contact with the Super-heavy |
Tank (ie, each enemy touching the war machine is attacked

once). All bonus attacks count as having a WS of 1 and 3 |
strength of 6. Roll to hit and damage normally. All Super-heavy |
Tank close combat attacks ignore armour saves, and roll 2D6 for

Armour Penetration. \

Opponents that fight a round of close comba@ against a Super-
heavy Tank and fail to destroy it (quite a .Ilkely occurrence!)
automatically fall back unless they are a vehicle or another war

- ——
cem————
I —

machine. Super-heavy Tanks may never pursue or consolidate -
they rem anary.

NEVY | RULES

Co-z A ‘co-axial' weapon is one that‘is lfixed
besid on of a different type, a bit like a twin-linked
w YADO! ~o different types of weapon are used. For

ht have a turret-mounted autocannon with a
Co-axial h er mounted beside it. Any type of ’»4»'~.'4az::lp0nast
may be fillec - a ‘co-axial’ mount. Both weapons must fire
the same target unit, even if fitted to a war machine.

example




s
, I
)

| 3 Pilot

1 Gun Crew Shaken — One weapon
may not shoot (chosen by opponent).

2 Gun Crew Shaken — One weapon
may not shoot (chosen by opponent).

Shaken — Roll a D6
immediately. On a 1-3, the aircraft

turns 45° left; on a 4-6, the aircraft
turns 45° right. The flyer may not turn
again for the remainder of this turn,
and must remain facing in this
direction when it shoots and moves off

the table.

4 Engines Damaged — From now on
there is a -1 modifier to the dice roll

made to see if this flyer returns to the

table after each run. The

modifier is cumulat lyer which

suffered two Engin d results

would suffer a -2 ! .

5 Field or Weapc :d — One

weapon or field C! sonent IS

destroyed.

6 Major Damage | Structure
Penetrating

Point and roll again

Hits table. If reduced to ‘0" Structure
Points then roll on the Catastrophic

Damage table instead

IR

H
- v
ROLL EQUALS aheaq)
(5+D6 = g ARMOUR vaLyg, 2:a°’~ "MEMS it et Move
may not shoot next turn (chose Pon e Vehigler Aged _
nent). n by o a 5 Knock
oppo Mova & (veh D3+
Crew Shak SKimmer %8s reqyoan |
. 2 GUI"I aKen — One we 3 S dEEt are i Ucaﬂ
| may not shoot next turn (ChOSeipgn Fleld o, W yed). MObiligg,y
nt). ea : fucty the
: opponent) y destfgn or fiajg nsD“"“’f&d- 88t i 1apey 0Nt is damage, ang |
| 3 Driver Stunned — May noy 4 yed, ®N by appg One again Your anoPared’. if e |
| next turn. move Major p nent is you a this tapie S t must roy | |
E-. n Point an Mage Lose Y%.r;?mﬂ Dﬂmagg cOn‘lrr:la? Qive
| 4 Engines Damaged — Knock D3" oy table, |f cii again on yp, 1 Structyrg = UCky!) test, if |
the vehicle’s move (vehicles reqy roll on 1 Uced g g S G'ﬁncing Hit Wi €slroyeqy ;
a move of 0 | cea © Catastronp. TuCture P ecked. Ma The vehic| |
|t are immobiliseq: 5 Maj rophic p Oints, With cotran o the desty e s |
| skimmers are destroyed). ' it :r Damage ™ dMage tah)q 45 On wool or ¢ mw":i“;,;“
|t nd — LOse ' xpl ¥
5 Field or Weapon Destroyed =) lable, | rBT0I| 4gain on lhe(; tn.um““i Suffer {?n:alnn = Models withi " .
apon or field cho L roll duced 1o q ‘ancing (Sa wound on g 8
weap sen by opponent js On the Catast Structure pg; ) u ¥ing throws gliy 08 1ol of 4
destroyed. 6 Chain R rophic Damage nis Naffected. Otheryi )- Vehicles are
6 Major Damage — Lose -1 S oint a action — | ogq s 6 Huge Expl NS
. BT , _ tructure red nd rol| again -1 Structyr vVaporised | osion - The vehicle |
Point and roll again on this tap)| uced to g On this tap, N a huge explos o
i : e. |f th SthCtu ; e. If Per ori plosion. Roll a
reduced to ‘0" Structure Points then € Catastrophic Daf Points, roll gn daterminenginal Structure Point 1o
roll on the Catastrophic Damage table. Mmage table extends in ?:;egafmiha explosion
Sufter a wound on : Ouels in ran
aving throw: : ;1?::;;)4+ \E'Annour
suff : . Vehicl
era glancmg hit on a roll of 4: =
GLANCING HIT
PENETRAT]
L NG HIT S i
(S+D6 ROLL EQUALS ARMOUR VALUE) (S+D6 ROLL BEATS AR UPER HEAVY FLYER
MOUR VALUE) DAMAGE TABLES

j Pilot Shaken -

Immediately, On a 1-3 F:t?g ;rcrzi
turns 45° left; on a 4-6 the aircraft
turns 45° right. The flyer may not tumn
again for the remainder of this tumn
apd Irnust remain facing in this'
direction when it shoots and moves off
the table.

2 Engines Damaged — From now on
there is a -1 modifier to the dice roll
made to see if this flyer returns to the
table after each attack run. The
modifier is cumulative, so a flyer which
suffered two Engine Damaged results
would suffer a -2 modifier, etc.

3 Field or Weapon Destroyed - One
weapon or field chosen by opponent is
destroyed.
4 Major Damage — Lose -1 Structure
Point and roll again on this table. |f
reduced to 0 Damage Points, roll on

the Catastrophic Damage table.
se -1 Structure

5 Major Damage - Lose -1

Point and roll again on thls table. |f
reduced to 0 Structure Points, roll on
the Catastrophic Damage table.

6 Chain Reaction - Lose -1 Structure

Roll on the following tables for hits on a
Super-heavy Flyer. As a flyer, all hits are
Glancing. Ordnance also rolls on these
tables, not the Ordnance Damage tables.

CATASTROPHIC DAMAGE
(S+D6 ROLL BEATS ARMOUR VALUE)

1 Damage Control — The player
controlling the vehicle must take a Ld
test for it (use the ‘standard’ Ld for the
army, ie, 7 for Imperial Guard). If the
Ld test is passed then the damage
control systems on the Super-heavy
Flyer have contained the damage, and
1 Structure Point is ‘repaired'. If the
test is failed your opponent must (oli
again on this table (which may give
you another Damage Control test, if
you're lucky!).
2.5 Crash — The flyer crashes into the |
table 206" away in a random q1r§mlor1
and then explodes. Models within D6

f 4+
ne wound on & D6 rg\\ 0
it s allowed). Vehicles aré

Point and roll again 0
reduced 10 0 Structuré

the CatastrophiC Damage table.

n this table. If
Points, roll on

(Saving tl:]row

unaftected.

6 Huge EX losion - The t::;er 1; '.
vaporised in a h* Qe explosrrgu nd L
does not affect units c:n the 9 mm
other flyers Wi in D" suffer ‘aa g by
hit. Remove the flyer from P y.




' APPENDIX 11

FLYERS

RULES FOR USING AIRCRAFT IN GAMES OF WARHAMMER 40,000

Measure the range from the flyer's base to the tar
not add 12" to the range this time (the flyer's a“ag:‘:. Dut gy
ﬂuﬁaﬁt

: t

='I Imperial Armour introduces a new type of vehicle to the
Warhammer 40,000 rules, called a Flyer. These vehicles are
similar to skimmers in that they are capable of flight. The main have to work against gravity!). Then make the atta
difference between a skimmer and a flyer is that flyers tend to normal shooting rules. After the flyer has made 5 HSIng the
make an ‘attack run’, flying on at one table edge and then flies in a straight line off the table. s altack i
hurtling in a straight line very fast over the table before
zooming off another table edge, all in the course of less than a SECOND STRIKE
The flyer can make further attack runs. Roll a pg at the st
n of

the next friendly player’s turn, and position the flye
table edge in the same manner as when it first appear On the
D6 roll of 2+. On a roll of 1, the flyer doesn't retyrm trr?d on 3
but you may roll again for it in your next player turn 'S tum,

NEW WEAPONS

These weapons may only be fitted to flyers:

turn, while a skimmer can ‘loiter' and stays in play.

FLYERS

Flying vehicles require rather a lot of special rules to cover
their movement. They start the game off the table, and then
basically carry out an ‘attack run’ by flying over the table in a
straight line. The following rules explain how this works in a

game of 40K.

& ' Bombs: Bombs have the same effect as mo .
ON-STATION! . AP6, Heavy 1 blast, may pin). If a flyer release:z:ué?a‘ra d N
_Flyers always start the game ‘on-station’, ie, in reserve, even at the same time, count each as a separate m bﬂmbs
In scenarios that do not normally allow reserves to be used. ‘battery’. Each bomb carried may be used once onar in a
Roll a dice for them each turn, starting with the second turn, as Bombs costs 5 pts each. Per battle.
you would normally for a reserve unit. When the flyer appears, ,
place it on any table edge, facing in the direction you wish it to Heavy Bombs: These work in the same manner as 3 normal
fly. It will not actually move until the opponent's turn, but bomb, but it has the effect of a Griffon mortar (G12-4g» gae
placing it like this equates to the opposing army hearing and AP4, Ordnance 1 blast). Heavy bombs cost 20 pts eachy =
seeing the flyer appearing on the horizon! Because it's not Rockets: Rockets have the same cost and effect
rea'llg got to the table yet, the flyer may not shoot or be shot at killer missiles (unlimited range, S8, APS3, Heavyai)humer*
until it makes its attack run. rocket carried may be used once per battle. RockeisE(;aCh

10 pts each. ot

Smart Bombs: A bomb or heavy bomb can be upgraded g 5

ATTACK RUN
A flyer makes its attack run after your opposing player’s o
movement phase, but before their shooting phase — in effect smart bomb for +50% cost. A smart bomb Works in the same
you ‘interrupt’ their turn to let the flyer make its move, (if way as a normal bomb, except you may re-roll the scatter dice
several flyers all arrive at the same time, make their moves in you d'ont ike telistIestittyontc] accept the second o
any order you like and then move onto the shooting phase). thouagh')‘.TD turn a bomb or heavy bomb into a smart bomb add
Move the flyer in a straight line any distance you like across FodvalailisistahdatcpoIRtCeis:
the table. The flyer will get |

y I get to make Iits attack at the end of the ANTI‘A‘RCRAFT MOUNT

An anti-aircraft mount, as its name implies, is a mount that

opponent's shooting phase, after he has had a chance to fire
allows a weapon to be fired at flyers more easily than would

at it.
After making the move, play returns to r nt’ :
shooting phagé;e. Enemy unitz s}l{moot normally, };?ucar? ?E?r(;r;?trtw: ngrmally be: the case. .AW weapon may be fitted in an anti-
fiyer if preferred. The flyer can be shot at by any weapons aircraft mount. Aﬁ ahti-alrcraﬁ mount allows the weapon to
apart from ordnance and barrage weapons, which may only shoot at flyers using its normal BS, rather than only himr}g on
a 6. It also allows ordnance and barrage weapons to fire at
fliers. For ordnance or barrage AA weapons, roll the scatter

target flyers if they are in an AA mount.

Measure the range to the flyer's base, or to any position the
‘ﬂ)g:ifﬁoorfcypi;d d;:ring its move before it reached its final Do not roll for scatter.

ie
the aircra(aﬁ'moevzdits'rﬁzg baz.;l Sf;ﬂf)dt;z r:.z\:; ;a;eenagtized atz Weapons fitted in anti-aircraft mounts may not fire at all if the
the base to find the range to the flier. Roll to hit the flyer, but vehicle moved, and preclude the use 0i any OineFWeapOISGH
because it is moving so fast it will only be hit on a roll of 6, no o turn that they fired, unless they are fitted o

dice — on a ‘Hit’ result the flyer is hit, otherwise the shot misses.

matter what the BS of the model making the attack is. Then roll

for damage normally, counting the flyer as a fast-movi "FLYERS

skimmer (ie, all hits are glancing). Stunned and Shaken re:

Slop the fiyer from attacking but have no other eff a Super-heavy Flyer, and all of the rules

immobolised results destroy the flyer. Note that the LOS heavy Tanks apply to it also. Note that

never be blocked between a flyer and a target, either wi rhawk is a flyer it can't Tank Shock enerly

attacks or when it is shot at. em! Thunderhawks are Supe"g:awbzgl t;
‘ = | ' nt’, as descr

3, Assuming the ﬂyer.rsn't shot down or suffers a Stunne UDer-| | \;;;’1:;: ”r:l::. ie'tl'ict:‘nnclzmaw“ detachment

Shaken result, then it can make its attacks after your oppor ~an consist of between 1-3 Thunderhawk aircraft. Any types o

hunderhawk variant may be included in fthe same

;;mw s shooting phase. The flyer may pivot up to 4 UG
*bﬁn or after making the attack (but not both). A flyer detachment.
_ shoot all of its weapons. even though it has moved

=T
F ey -
Yi 5




WS

within 2" of ACCes “Mm!
M"mmﬁi. noon T The n,;,“"“
meaﬁﬂﬂweremﬂ%mna“d%;:
she table in a straight line) "8 an anae, At

fun fle
new passangers wish to emMbari
;W) through is sides next turn N$£YET mMusy land
the flyer and embark using the 55‘5"'96-‘1'5 m

nﬁfﬂ"]a[ r
gr cannot move, but may shoot ulesg

Nl ga )
. wea b - Ndeq,
A fiyer may not fire rockets or drop t.l'l?r?};i E:E d. NOrMal vei
fiyer is fired upon whilst landed then the ame.

[
normal, they 0o not need tg oy 68 10 hit =Nemy roil 10 hit 2

Exampleé |

A Va{kyne_ lransporting a Storm Trooper St

reserve. It is placed on the edge of the boarg ynti
the enemy’s movement ph

turn. After g Phase the Valkyrie m

the point where it wishes to drop off the Storm Trgopersﬁ s.;isr r:;

et the Valkyrie

rd. It may retyr

n next
on a 2+ roll as per the Flyer rules. turn

flies away 1o gain
in the E:nc-:rn?

height and speed for it

S anack run. Wwill retum
turn on az

¥ @s per the normal Flyer rules.
Example

Squadg arrives from
rd until the enemy’s
enemy movement phase, the Valkyrie moves to
| Ishes to drop its troops off and declares it is
activating VTOL hover mode In the enemy Shooting phase they
can target the Valkyrie, using there normal BS, adding 12" to the
fange and only scoring glancing hits. After the shooting, but
before the assauit phase, the Valkyrie deploys its troops within

2" of the access points. The Valkyrie then remains on the board,

and can fire in its own shooting phase before deactivating VTOL
mode and leaving the board at the end of its turn. The Storm
Troopers can move normally in their turn.




B APPENDIX HI

GARGANTUAN CREATURES

OR USING LARGE TYRANID CREATURES IN GAMES OF WARHAMMER 40,000

RULES F

e creatures, which are the equivalent size of war machines,
are referred to as gargantuan creatures to distinguish them from
monstrous creatures. TO represent their immense Dulk,
gargantuan creatures have mass points. Mass points serve a
similar purpose to war machine's structure points.

eature is attacked, the weapon used may
ge to such a large
be reduced

Larg

When a gargantuan cr
not be capable of inflicting serious dama

creature, A gargantuan creature's mass points must
to 0 before any normal wounds can be lost. Mass points are lost

by inflicting serious wounds. Each serious wound inflicts 1 mass
point of damage. A titan-killer weapon inflicts D3 mass points

‘ damage.
The severity of a wound is only considered after a successful
wound roll is made and a saving throw (if any) attempted.
Ordnance, massive or mega-weapons with a Strength equal to
or greater than the creature's Toughness will always inflict
serious wounds. Other weapons with Strength equal 1o or
greater than the creature’s Toughness will inflict serious wounds

on a 4+. In all other circumstances the wound is serious on a b.
s . . Example
This is summarized on the wound severity table below. | |
A Scythed Hierodule is fighting against an Imperial Guard army
WOUND SEVERITY TABLE fofS fﬁfQ&;EU b}éa;';!"’*”r“‘fiﬂ‘; squad Wgh I:Tree lascannons and a
: eman Russ battle tank firing Its battie can intle-
Ordnance, Massive, Other monted heavy stibbek ’ non - aRcapiig
Mega or Lethal weapon Weapon |
Two of the lascannons hit. The tank’s battle cannon also hits, as
Attack’s strength | does one shot from the heavy stubber. Rolling to wound against
is equal to or Always a Serious wound the Hierodule’s Toughness of 8, one lascannon wounds, as does
Serious wound on a 4+ the battle cannon, but with only a Strength of 4 the heavy stubber

greater than

target's toughness cannot wound, and bounces off harmlessly.

To see if these wounds are serious, the battle cannon has a

“r

Attack’s strength Seri |
¢ erious wound Serious wound . : .
is less than e SN A e Strength equal to the Hierodule’s Toughness and is ordnance. it
causes an automatic serious wound. The lascannon has a
hut is not ordnance, so it will cause a serious

target’'s toughness
}*],{-'_;.r 127 Stri
vounda "he dice roll succeeds, and another serious

Once a gargantuan creature has no mass points remaining it 4 \t the end of that turn theHierodule has lost
starts to take wounds as normal. Once it has no wounds Next turn it will takes wounds as normal.
remaining the creature is killed.

Notes on Lethal Weapons. It is impossible to list them all here,
but lethal weapons include those which have a special effect,
such as; Dark Eldar stingers, shrieker cannons, plague swords
and knives, force weapons, wraithcannons, the Fleshy Curse,
Drach’'nyen, the Rod of Torment, direswords, Blades of Reason
etc. Weapons that inflict a special damage, such as a
Thgndemammer’s stun effect, only work if a serious wound is
inflicted. Lethal weapons which have no Strength value always

inflict a serious wound on a roll of a 6.
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his 288-page hardback book provides detailed

Tinforrnation on the war engines and weapons of the
41st millennium. From Leman Russ battle tanks, Chimera
armoured carriers and Basilisk self-propelled artillery, to
Tarantula sentry guns, Thunderbolt fighter aircraft and
Super-heavy Tanks like the Baneblade and Shadowsword.

this book describes them all in superb detail.

It contains information, in exacting detail, on 32 vehicles.
weapons and aircraft. There is background, interior detzils
technical specifications, colour schemes and rules ic
using all these vehicles in games of Warhammer 40.00¢

l-!eavily illustrated with over 120 colour and black and whi:.
pictures, 200 full-colour vehicle profiles, over 120 technica!

LEMAN RUSS

BATTLE TANK

drawings, plus organisation charts, combat formations,
battle reports and tactics, to add depth and character to the

Warhammer 40,000 universe.

In addition to all this, there is a new army list for Imperial
Guard Armoured Battlegroups, background and rules for
variable ammunition types and rules for four of the Imperial

Guard’s most famous tank aces.

ces contain all the rules you will need to use
v vehicles and aircraft in your games, as well
‘'ormation on Imperial camouflage schemes,

- and a general description of how vehicles
nd built in the 41st millennium.

AVAILABLE NOW
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personnel carriers and Whirlwi issi

nd missile layn
to Tarantula sentry guns, Dreadnought arrnDuf:rh;-3~rs,
Syper-heavy alrcraft, like the Thunderhawk AL
this book describes them a]| in superb detal gunship,

It cpmains Information, in exacting detaij|

_n.,rehu.:les, weapons and aircraft. There is back‘ ?on 3d0
Interior details, technical specifications illust’?atilz@o”ﬂI !
colour schemes and rules for using all tr‘wese vehic?SI
In games of Warhammer 40.000. .

He_avify llustrated with 100 colour and black and
white pictures, 150 full-colour vehicle profiles. over
130. technical drawings, plus organisation ciwarts
tactics and combat formations to add new depth and
character to the Warhammer 40.000 universe.

Appendices contain all the rules you will need to use
Super-heavy vehicles and aircraft in your games, as
well as detailed information on Space Marine colour
schemes and markings, unit numbering and a
general description of how Space Marine vehicles

are designed and built in the 41st millennium.

T'his book provides the definitive overview of the
armoured fighting veh f the Space Marines, the
Inquisition and the S Sattle for Warhammer
40,0 iSIS.

-

AVAILABLE NOW
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en the Imperium discovers that the Planetary
Wgovernor of Taros has been illicitly trading with the alien
Tau Empire, selling valuable mineral resources, the Imperium
are forced to remove the traitor. The Tau respond in force,
and the desert mining world of Taros plunges into war. This
book details the history of that war, the units Involved, the
strategies employed and the battles won and lost.

This 320 page hardback book provides in exacting detail,
information on Tau vehicles, aircraft, their allies and the Tau
fleet. Also covered are new fighting machines of the
~ Imperium. There is background, interior details, technical

specifications, illustrations, colour schemes and rules for

using all these vehicles and aircraft in games of
Warhammer 40,000.

—
.
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——

Heavily lllustrated with 120 colour and black and whie |
pictures, 110 full-colour vehicle profiles, over 80 technica |
drawings, plus organisation charts, tactics and scenarios tg

add new depth to the Warhammer 40,000 universe.

There are also army lists for the Elysian Drop Troops, the
Tau forces in Epic, and additions to the Tallarn Imperia|
Guard regiments and Tau forces in Warhammer 40,000,
Appendices contain all the rules you will need to use
Super-heavy vehicles and aircraft in your games, as well
as detailed information on Tau colour schemes, markings
and aircraf! '

AVAILABLE NOW
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IMPERIAL ARMOUR

VOLUME FOUR
THE ANPHELION PROJECT

When Ordo Xenos Inquisitor Solomon Lok receives orders to investigate

the loss of astropathic communications from a moon in the Anphelion

system, he begins a journey into darkness, horror and treachery. Assisted
by Space Marines of the Red Scorpions Chapter, Elysian Drop Troops of
Special Detachment D-99 and Cadian Guardsmen of 266th regiment,

Lok’s forces are faced by mist-enshrouded swamps and a deserted
laboratory facility. They set about discovering the secrets within.

Unknown to the Imperium’s forces they are not alone. Soon Lok and his

men encounter the horror of the laboratory’s escaped subjects — the
Tyranids. Amongst the ammonia-swamps of Beta Anphelion IV, and along

; - the corridors of the Anphelion base, Lok must fight to recover the lab’s
' secret data and escape before being overrun by the Tyranids

'_ lurking outside.

‘ But even as Lok fights for his very survival, all is not as it seems within

4 the ranks of the Ordo Xenos...

’ Inside this book yau'i!l ind information, lnexacting detail, on new Tyranid

: creatures spawned Hive ! Alan covered are new fighting

l machines of the | b i .‘ There - kground information, interior

4 details, technicz | spe _-§_'-~;= ;f'j';'-'?i_‘;}' yat __% "@lgur schemes and rules

: for using all these crea tures, vehicles and koép types in games of

2 Warhammer 40,000 :- r* | Sy % 2

il s M‘ *"" / h

B Heavily illustr: 4} ‘ymlte pietures, full-colour

i vehicle and creatu ::* | _pltls organisation charts
his arhammer 40,000 universe.

g andscenarlos; lél .
| ian Drog Troop veterans of

There is also aﬁ r

xfor the Red Scorp:ons
tis retinue.
% i..r.:

Detachment D-99, ne e\ w
Chapter and details (o} h

you 1*- need to use Super-heavy

"‘ an creatures, and play games set

i TR
Appendices conta{n al! i es yo
vehicles, aircraft, Tyranld

inside the Anphelion Base. e

For Warhammer 40,000 enthusiasts, this book provides a complete
overview of the battle for Beta Anphelion IV.

ISBN 1 84154 784 0

| forge Warld




