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: CLASSIFYING THE ENTRIES IN THIS BOOK
Impenal Atrmour Volume Three — Second Edition: The Taros Campaign focuses on Forge World's Tau Empire, Imperial Guard and Space Manine ranges |
in games of Wathammer 40,000, Apocalypse and Battiefleet Gothic. It is not a stand-alone supplement and to make full use of this bock you willalsa ;
nead 1o refer to several other Games Workshop and Forge World publications. In order to make it clear at a glance which game system the models and.
scenanos in this book are associated with, and which books may be required to use them, the following ‘stamps’ have been used:

Warhammer 40,000 Apocalypse: Units ~ Warhammer 40,000; This unit or scenario

and scenarios with this stamp are intended - i< intended 1o te used in ‘standar

for games of Apocalypse and larger games of Warhammer 40,000, within the usual

of Warhammer 40,000 where there is an |

agreament between players in advance to
| use super-heavies and other extremely
 powerful units.

Battlefleet Gothic: This unit o scenaro s
d' games intended to be used in "standard’ gamesof

; Battlefleet Gothic, within the usual fimitatons
I|m|tar:oﬂ_5 of Codex selection and force according to the rules of that gam"sﬂmgm" .
nf?amsanon charts. In addition to the In addition to the Battleieet Gothic ulzboth
Warbammer 40,000 rulebook, you will also you will also need a copy of gara‘emf'g"m
need a copy of either Codex: Tay Empire, Armada to use many of the models mdm!éd
gde;éﬂpmaf Quaraj Codex: Space Marines,  in this book. As with all of our made:sﬂ'iﬂ'ﬂ :
; r‘ﬁ; il r_msour. Aeronautica or Imperiai should be considered ‘official’, but owing
il Defclohnd Edn.rmn._‘ Imperial Guard to the fact they may be “"kmm!? i
sl y & models included in this opponent, it's best to make b Uy

- As with all of our models thesa should happy to play a game using Farge M

be 1:rms:derecl ‘offical’, but as they may be models before you start.
HRRNOWN 10 your opponent, it's best 1o make .

sure they are happy to play a game using

Forge World models before you start
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din yourtwnds a new edition of an mportanl paece of Forge World's h:s{ory ?be Taros Camps N,
rial Armour books o build upon the format of the onginal ImpenaiArmour books, which provided g
) nery of war deployed in the grim darkness of the far future, by adding a narrative campaign. This o
new and old, as well a5 engaging stories that expanded the Warhammer 40,000 universe, have become the standard temp&ate fe

sies, with the success of The Tarps Campaign setting the stage for those books that followed.

: W'thm this edition of The Taros Campaign, we have updated the original material, bringing it into line mlh the Iatesl Warhamrmr '
 taken to preserve the original feel of the book during the updating process. This ensures that, just as with the oniginal, players are cnnfmnteﬂ-

missions that often feature uneven sides.

As with its first incamation, impenial Armour 3  Second Edition. The Taros Campaign is a book whase focus is the emerging Tau Empire. We '.
every profile not covered in Codex: Tau Empire, allowing Tau Empire players to bring the full firepower of the Forge World Tau Empire range to bear
opponents. As well as those Tau units included in the original The Taros Campaign, this book also includes profiles for all of those models reieased

making n the ultimate Forge World Tau Empire reference book.

While the main focus of The Taros Campaignis the armies of the Tau Empire, the Elysian Drop Troops have long been one of the most iconic rmmatur
ranges produced by Farge World: As such it would be impossible for us not to have included a full rules update for the Drop Troops army list, bnng ing. th
back to the gaming table for the 6" edition of Warhammer 40,000. In addition, Imperial Armour 3 - Second Edition: The Taros Campaign alsa includes m'tes

for. {epresenimg Tallam regiments using Codex: Imperial Guard.

Finally, it is through the efforts of Forge World's Book Production team and Studio that this new edition of The Taras Campaign has come to be. Spare them
a thought in thanks as you explore the Imperium’s attempts to wrest control of Taros back from the clutches of the Tau Empire — both within the covers. of '

this book and on the gaming tabla!

The Forge World Team
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The Imperium of dankind is vast, comprising over a millian planets
scattered the length and breadth of the galaxy. It is the greatest empire

in human history, but for all the worlds its armies and battlefleets have
conquered and the countless xenos races it has cast into ablivion, the
tersible truth few men are privy Lo is that the Imperium’s millennia long
battle for survival may be failing. For the galaxy is a dark and terrible place
and, beset by external wars and internal divisions, Mankind's existence
hangs on a knife edge.

in ignarance the wider military might of the imperium battles on, in part
because it knows no altemnative, but also because the forces at its disposal
are legion. From the colossal firepower of the Titans of the Adeptus
Mechanicus to the formidable Space Marines, the elite warriors of the
Adepius Astartes, there is little that can oppose its fearsome gods of war.
However effective they are though, their numbers are limited and itis
ultimately upon the common man that the burden of war must fall the
heaviest; those of the Hammer of the Emperor — the Imperial Guard.

Congisting of billions of men and millions of fighting vehicles, the Imperial
Guard is deployed to warzenes and gamisons across the galaxy. Atany

ane time it regiments may be engaged in thousands, maybe even tens of
thousands of conflicts, and each and every Guardsman requires a constant
supply of foed and water, weapons and ammunition, and a myriad of other
£quipment to survive. To manage this logistical nightmare the Departmento
Munitorum was created and for millennia it has overseen the supply of men
and war materiels to the Imperium’s largest armed force This has always
been a vast and complex task. but when the Imperial Guard Is mustered

en masse to counter an enemy that poses a threat to the Imperium at
large such as an/Ork Waaagh! or Tyranid hive fleet, the duties it must
paiform 1o ensure the smooth functioning of the Emperor's armies grow

10 €pic proportions.

~ CHAPTER ONE

THE ROAD 10 WAR

The Return of an Old Foe

As the end of the 41* Millennium drew near, those within the Imperium = =
who were sensitive to such things became aware of an increase in omens
and portents warning of an old enemy returning to threaten the empire of
Mankind. They foretold that within the Eye of Terror — where wam space
and real space overlap and the worshippers of tha dark gods rule — the
Warmaster of Chaos, Abaddon the Arch-traitor, the Destroyer of Worlds, was
gathering his strength for a new assault upon the Impenum.

Driven by the bloody desires of his insane gods and a thirst for vengeance
which had not been quenched by ten thousand years of war, Abaddon's
13 Black Crusade would be the largest yet. Like Horus, his master, before
himy, Abaddan sought the overthrowing of the Emperor's rile and the
destruction of the Imperium. To do this he must eventualiy assault Terra and
the capture of thie Cadian Gate in the Segmentum Obscurus would fikely be
his first objective on the road to accomplishing this.

The Cadian Gate however has long been one of the key lynchpins in the
strategic defence of Holy Terra. The closest imperial planet to that much
conlested reqion of space, Cadia s a fortress world and one ¢f the most
militaristic in the Imperium, Due 1o its proximity to the Eye of Terror it is g
protecied by fleets of the Imperial Nawy, orbited by powerful space stations,
and defended by the strongest bastions, each garrisoned by regiments of
hardy. Cadian Guardsmen. The surrounding systems are also well protected,

to the extent that the capture of the Cadian Gate would require an assault
on a monumental scale by any eneny force and would plunge the Imperium
into its largest single war since the arival of Hive Fleet Krakenonthe
distant £astern Fringe. When Abaddon’s 13 Black Crusade struck therefore,
a war would ensue of titanic proportions that would require the full weight
of the Imperium's resources to be deployed for it m stand any. cham:e
repelhng his unholy masses, 7



wanched rulships ceep

on what was occurting inside What

upper echelons of mgzlmperium-

o1ds of Terra, the council that govers the Imperium in
debated for days what course of action to take. When
sortied tpon an agreement, orders were issued and the
the Departmento Munitorum and various other institutions
Imperium were set into motion. The region arcund the Cadian
s to be immediately strengthened, reserves were to be found and
od, weapos, ammunition and supplies were to be stockpiled on
worlds, and all avatlable Space Marine Chapters In thie vicinity
ke ready and be {n a posilion to respond to the attack when it

Supplying the War Effort
. Rreparations to counter Abaddon's 13™ Black Crusade would directly
‘affect nearly every part of the Segmentum Obscurus and would expand
far out into the widet Imperium, whether it was demands for new Imperial
- Guard regiments from its many tithed worlds or increased production
~ quotas placed upon Forge Worlds to meet supply demands. In the Ultima
Segmentum, the fargest of the five great Segmentums that divide the
- Imperium, the effects would be felt as far away as the Eastern Fringe on
its furthest barders. There, in the Vulcanis system and covering the entire
surface of the exghth moon of the ringed gas giant Stygles, was the Forge
World of Stygles VIl Oneé of the most productive in that region in terms
- ofworth 1o the Imperial war effort, Stygies Vill stood in the second tier of
* Forge Worlds, with Mars alone out-produdng It

. As a Forge World Stygies VIl does nat pay tithes as other worlds within the
Impenum do, instead it Is batind to supply arms, munitions and equipment
10, amongst others, the massed armies of the Imperial Guard. Being of
such vital importance, a Forge World's productivity is carefully monitored

to meet demand forecasts. Should the Forge World fall behind it will likely
have far reaching consequences for those who rely on it to supply them.

To prevent this, the Departmento Munitorum devotes a great measure of
its time and resources o making sure this does not happen, and as the
threat of war with Abaddon increased, a party of Departmenta Munitorum
officials, including a High Prefect carrying the authority of the Master of the
Administratum, arrived on Stygies Vill with a new set of production figures
and targets. The preparations 1o stave off the toming Black Crusade meant
that many new Imperial Guard regiments were being raised and these
fighting men needed equipping. This would, in part, fall to the Forge World
and immediately the representatives of the Priesthood of Mais on Stygies ?
Vili and the Departmento Munitorum High Prefect met in council 1o begin
1o draw together their plans to meet the new TEqUirements,

At this council, the Tech-Priests of Stygles Vil informed the High Prafect
that if production was to be increased then more raw and refined
matetiais would need to be found. The lifeblcod of any Forge World s the
matertal it consumes; and for production an the scale achievable by the
manufactorums of Stygies VIII, vast amounts of minerals and chenai)rcal;
are constantly requited. Mining planets across the imperium suppil the:
demands and the task of finding new sources as these in current Js 3 5
- are exhausted is never ending Therefore, ance the party of De a.r{ml,
Kunitorum efficials had returned from Stygies Vill and subm rttid m;::m

2 was during this process of evaluation and cross-refers

planet of Taros came once again to the Administratur

mining world deep In the Ultima Segmentum, previous audiss &

1 as unremarkable save for two things: firstly the estimated spe ¢
planet’s untapped mineral wezlth was imm_ense and secon s
proximity to the ever-expanding borders of the xenos Tau Empire

Armed with the ancient audit, compiled in the 38 Kilennium by of
collecting data for just such crcumstances, a Departmento Missionas.
assessment squad was dispatched to the region, Led by Auditos s
Nymus Dree, its orders were to inform the Planetory Govermor of fargs.
of his new increased production targets and to ensure that plars eee
immediately put into place to ensure these targets could best be met Drie
was authorised to use the Departmento Munitosum's ultimats sanchen o
make sure that they were as, under the conditions of the Paximperiaie ¥
the Planetary Governor could not, or would not, meet the increased targes.
then he would be replaced by one whe could S

An Unexpected Arrival on Taros R
A functionary temporarily reporting directly ta the upper eniks ofthe
Departmento Munitorum in the region, Auditor-prime Nymus Dree was
accompanied on his mission by a High Magos Metallurgicus, an expeit
in the study of metals. Given the age of the report and the urgencrel
tha'matter, Dree wanted immediate confirmation that its figures and
calculations were still accurate and would satisfy the needs of Syges Vit
Knowing that records kept by those placed in charge of such respondioiites
were not always well maintained or reflected the whole trith, he heidbatk
fram announcing his arrival to those in charge of the mining word. The st
therefore that Taros' Planetary Governor and mining cartel represertaties
knew of the delegation was when the transport containing Dree ané bis
team, and its two accompanying imperial Navy frigates, unexpeciedy
arrived in-system e

After a long and arduous warp journey, the three ships safely
orbit around Taros. Boarding a fiight of Aquila shuttles, Dree’
transferred down to the space port at Taros City {also known
the planet’s only city, where the Planetary Governoy, Lord
advisors and officials had already hastily gathered to aweit
With due ceremony satisfied, the entire entourage then t2
Planetary Governor's Palace, where an official mezting had
scheduled for Dree to inform him of the Adeptits Admink
plans for the mining world. From there Dree would beg
mining works 1o interview each of the mining cartels’
Parson whilst the High Mages Metaliurgicus and his

the quality and purity of the ore currently being supplied

Initial Conclusions

When the first meating between the representatives of

and Auditor-prime Dree had concluded, Planetary Governat
accepted that, with the Departmento Munitorum’s quidas
productivity levels could be increased and that the new (argats |
Supply additional resouices to Stygies Vil were achievable. H
do all in his power to meet the targets and, in alf respedts,
convivial host to the Imperium's officials, and therefare t
aroused no suspicion within the deiégaﬁdﬂ. &
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,stmeﬂm grnwmncemed about mining operations on Taros. He first
t there were many abandoned mining sites scarming the deserts,
considerably more than had been anticipated given the amount of work
previously sanctioned by the planet’s tithe quotas. As his suspicions grew.
ree tried to investigate further, attempting to visit some of the sites, but
| time was told that the lode of ore seam had been mined out and

‘the operation had moved an, leaving lttle for him to inspect. To the mine

owners' representatives this was clearly evidence of industrious hard work,

i -but 10 the Auditor-prime it was procf that the planet’s estimated reserves

were being eaten into of were not as large as had been originally claimed
in the ancient audit

As Diee's tour continued, the extent of activity on Taros became dearer

‘Where the mines were still active, he observed its work gangs blasting ore
out In huge strip mining operations ori a far larger scale than expected

when the ore had been separated, it was shipped to the space port at
Tarokeen and only then did Dree get a true idea of how much of Taros'
resources were being plundered. As his entourage approached the facility,
vast piles of ore could be seen throughout the space port, filling its yards to
overflowing before yet more emply transparts armved to carry it away to be
processed elsewhere.

Determined to get an accurate picture of just how much ore had left the

planet compared to the mining cartels’ actual quotas and what the original
audit had estimated was on Taros, each mine was ordered to hand over

productivity statements going back two decades. From those who provided
their accounts, the Auditor-prime noting for future investigation those that

did not, he began 1o get an overall picture of just how many unsanctioned
‘ore shipments had left Taros and, at the current rates of extraction, the
far-reaching effects this could have, in particular, for the resources Stygies
Vill was expecting. For now, however, Auditor-prime Dree kept what he had

learned to himself.

It took Dree:mi Weeks 10 gather
the end of ms irrmﬁganon it was n'

and Stygles Viil itself had been mmiuily met, the rest of mh f v
Because there had never been any let-up in the tithed smpfy{?md n
been rioticed, however, try as he might to find aut whbra it had all g
for Dree the trail had now gone cold and no docl.nment he had seen

and seek an exp1anauon although chances were that the senior Imperial
representative had been kept just as much in the dark as to what ]
had been up to. .

Aulis did indeed claim ignorance: As far as he was concerned quctas

been met and shipments had been made on time. He didn't concern
with the day-to-day running of the mines — that was the job of the cartel
families. Aulis’ rather abrupt response was fof the Auditor-pime o ° "Ack
them himself!”. So Dree did just that, ordering the owners of the largest
mines 10 each attend an investigative hearing to explain their actions.
Unsurprisingly, they provided no explanation. They had just dug and blasted
and then dug some more; all the ore they delivered being readily taken off
their hands. lgnorance was their defence. Getting nowhere, and suspecting
a conspiracy of silence, Dree decided more drastic action was required

Conspiracy on Taros

Unknown 1o Dree, his investigations had struck a nerve with the
conspirators on Taros. The arrival of his delegation had, to the casual: ,
observer, been gracefully received, but his presence had caused widespread
concern throughout Taros” ruling elite. The roots of their betrayal had been
seeded decades before the wider Imperium had once again wimed its
attention to the abundant resources on their world as, like the Imperium;
the nearby Tau Empire too had an interest in what Taros had to offet
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Taws fedging inhahitants were saved when the Imperial Navy fle

clear the planet wax destroyed in a freakand violent warp .no;s.:: S
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mo\.ftd on, n-eutuil_ly forgetting about the new race it had discovered.

7 erndicntion by Iuck or fate, the Tau {Ilevclllrpud z:upigly..-'q.ﬁlrh_lha course o
“few thousand years their race _eid!v’gé, developing a sophisticated culture

system baxed on dynamic expansion and a bulist_ic p..l/l']_?os_l?ph!:'nf‘.‘ﬂ%_
towards one end’. Driven by their idenl of the ‘Grearer Good’, th? Tan m
rapid strides in science and technology until, by the ,_?1" Millenni

n space-faring race with a small but burgeoning empire/As the

_into the cosmos it was inevitable that they would eventually co;

the ITmperium of Man once more, and in their quict backwater o e Es

the Tau finally encountered the Impgerium again, one of the more natable asions
being when one of their spacecraft, probably innacet_itly, entered a system contaitin
an Imperial Navy resupply base. gk i 4 SN )

i b

+ Disregarding or misunderstanding all communications regarding it t';lzg_ce'

intentions, the Tau vessel was attacked by the system’s defence shipyand was un

to make an cscape before being destroyed by them. News. of the incident caused &l
within that formidable organisation’s hierarchy. Who was this xenos race which
suddenly appeared in the region with suck advanced technology? Adeptus Mechanicus
gencators investugating DNA taken from the destroyed ship discovered that :
materinl was the same as that originally found on T'au six millennia efore.

the primitive alien race that had sv narrowly escaped extinction had rapis

Rogue traders and merchant captuins were dispatched to the Enstern Fringe to

investigne_ further, only to discover that the Tau had ali cady exj}aﬂﬂi’d."’ ﬁ't"fxn_-

home world and started colonising other worlds throughout the small but den
ound 1t. lon 3 :

owing empire, but worse still, seversl of

Imperium’s worlds had alse started trading with the xenos race, whos

had Jearned human languages and customs, und busied themiselves ma

contact with surraunding worlds. It was a threat that. co'n!ti-nin beig :

Imperium, fearful of xenos contamination and what thi"n new race might

E@pe:nr's hold on the region, prepared an attack to de'u!'r_hf.-.the Tau,

Good’ eventually halted ¢
Tau Empire had survived

; its first . ; A Lid.
large part of its fleer, and great threat, but at the cost of thousan

the effective cessation of the Second Sphere E
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“they evolved to stand and mu\.r wuhont the use orihclr hca]n. 3

- DEPARTMENTO ANALYTI(U:» PMLORD

‘_ TAU SOCIETY .'

Inc.rcd:hl'.y homosenous and charlctcrmcd by an ethos of ‘togetherness’, one of ﬂm
race’s grontest strtnglhs is that its members will always work together rar the gaud af
all Tau. To foster this their society ix divided into five castes, each with its own braad
aress of specialisution and responsibility. The Water custe are generally dlplumnti.
politicians and administrators, the Earth caste are artisans, constructors and
lshourers, and the Air caste are pilots, messengers and spaceship créw. The Fire caste
nre warriors and protectors, and selective breeding within this caste has developed
Tau which are slightly larger snd stronger than othera. The final, and smallest, caate
are the Ethereals, These are n group of counsellors and advisors who seem to have

a strong, almost religious, hold over all other Tau. They are regardéd with awe and .
veneration by thc members of other castes and act as guides to the castes’ leadtxﬁ

Unlike many oi'f.h'r races tncouulcrcd by \‘Iankmd, the Tau are riot naturally hostile
or nggresswc Their dynamie, young and cncrgetic socieiy means that theirrapid
expansion has brought them into cantact with other alien races and itis known,

for example, that Fau military forces have fought and defeated several large Ork
Waaaghsl. They have also recently encountered the Tyranid hive flests, which are
beginning to threaten the borders of their empire. A

“The Imperium secs the Tau Empire as a thrent (all be it not its greatest threat), and

its commanders will not stand by and let a foul xenos race 1ake over the Emperor's
worlds or see its citizens forced to submit to. itx domination. The Imperium has
therefore vowed to combn't all Tau expansion, and no doubt, in time, the twelve High
Lords of Terra would like to see this minor annoysnceiquashed altogerher, A genocidal
crusade to exterminate the Tau would therefore be welcomed in some Imperial
circles. Indeed, the Ecclesiarch of the Adeptus Ministorum has already drafted several
sermons on this very subject; Currently such a crusade is just not possible. Also

the Tau Empire, although small by the Imperium’s standards; still consists of some
hundred worlds and the forces required to conguer them all would be immense. The
Tau military have alrendy proven themselves a match for the Imperial Guard, and
there are too many other more pressing matters, not least the threat of the Tyranid’
hive fleets, which are a huge drain on the Impeérium’s maopower: Lately, lhcre is nlso
the threat of Ahnddon s 13 Black Crusade.

In response thl: Tnu sre guite willing to match fire with fire. Whea diplomatic means
fail, they are becoming well-versed and more confident in the use of militury power to
opbtain their own ends, and raiding, brush-Fire wars, invasjons and counter-invasions
are becoming increasingly common along the borders of Tauw Empire spuce..

TAU PHYSIOLOGY:

The Tan are a roughly humanoid, bipedal race and Fire W:rnura in particular appear
to possess muny qualitics hroadly similar to humen norms, such us endurance levels
and pain tolerances. They are gencrally smaller in statare than humans and posisess
less bady weight and muscle mass, Like most humangids thoy have two eves u:ld n
mouih but a numbcr of other features nre significantly different.

‘To begin with, a Tau s skin hul a greyishrgreen or blue hue, they’ bpve nao olwunm
olfactory or suditory organs, and each hand has three digits and & :mglvoppnsﬂpla
thumb, The bone structure of their Iuwer legs, ankles and feetnlsy differ. Tau have
far shorter tibin and fibin bopes than a human but their feet kave :longuled talus wnd
cuneiform bones and two Inrge- central, weight-bearing toes, mewsning at some paint
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s one majar drawback. Since thei
learned that the Empire
med in their Emperor’s name Aty

d likely bring forth a swift respanse, meaniing that

13 themsalves would involve a major wai, and the Ethereals

‘2 did not befieve the gains outweighed the risks. For now there were
jeier Largars 5o initial plans for an invasion were shelved, but Taras

ead of calling upon the Fire caste 1o capture Taros. the Tau Empire
council fitst tumed to the Water caste who in the past had been able o
fesalve similar situations through diplomacy without a single shot being
 The Imperium's worlds usually refused all contact with any xenos
Tace and the Water caste had learned through bitter experience that raany
planetary governors would avoid entering into negotiations with them for
 fearof repercussions from elsewhere in the Imperium. However deals and
~ small trades could be arranged if everything was kept discreet. Merchant
(58 -'gﬁlldmaste:s and the leaders of trading cartels were on the whele greedy
~ men, and a chance to trade with a race that offered them riches they could
not find easily anywhere else on the Eastern Fringe was something few had
30 far turned down.

A delegation of the most experienced Water caste diplomats was sent 10
~ Taros therefore to sock a meeting with its rulers, including amongst them
human representatives from other worlds already sympathetic to the Tau
£ause. Armed with assurances that the Tau Empire had no ambitions to
expand further in thelr region of space and that Taros was completely safe
- from attack, the diplomats began to weave their story that they were only
 there to seek small trading contracts. All they sought were some very small
~ @maunts of ore in exchange for water purification and recycling technology,
- aswell as some minor luxury goods; items that ¢ould make the harsh way
" of life on Taros that much easier for its social elite.

At first the Planetary Governor baulked at the Water caste's approaches.
He kaew full well that trading with xenos races was strictly off limits, but
the Water caste was prepared for this and over the following months
gradually wore down his resolve; a small shipment demonsrranng Just how
beneficial the trade would be for certain interested parties sealing the deal
When Governor Aulis talked to the mine owners and merchants, it took
significantly fess time for them to come to a decision, each immediate ly
seeing the chance to line their pockets in ways not available (a them under
the current system: Also, the Imperium’s quotas had not heen changed

in generations, the mining operations were working efficiently and the
Administratum was content Who veould know or care if some extra
fmanganese of vanadium ore was blasted cut and sald on eisewhere. All
knew that other kuman worlds had grown rich from such operations, the
men and women who accompanied the Water caste representatives :.arere
proaf of that; plus, in the long run, good relations might help keep Tau
expansionism at bay, What did they have to lose?

Negotiations were completed soms twenty years pri
The agreement started very small, ng mote than
manganess and vanadium ore a year but gradua
Governor and the mining cartels arew used to the benefits they received

. from the amangement, the amounts supplied increased, Over the n x:t
years the Tau also slowly gained an increasing say in how mining u;e;;;zn;

of 1o Dree's amival
a single shipment of
I'y, 25 the Planetary

14

~Empetor's worlds.

* exotic Iruits from Au'taal.

yealthy on the lict rade and for almost two decades
hureaucrats remained ignorant of what was happening onone

The unexpected arrival of the Departmento Munitorum delegstion therere,
caused much concern amongst the inner circle of Taros' ruling elte s
Governor Aulis urged them to act with caution, arguing that they MM

it out by claiming ignorance and working together to cover uw ‘Wﬂ&k
activities. He believed the delegation would merely perform it‘:‘}‘“ﬁ S
increased tithes could still be met and nothing need ever be foung gy A X
too hastily and the conspiracy would be uncovered, However, the Pladars.
Governos did nat reckon on the thoroughness of Auditor-prime Dree,

Under his close scrutiny cracks in the cover-up quickly began to 2paes: A
Dree dug even further concern grew until, for the conspirators, the situatas
was quickly becoming desperate; some mine owners even advocating
assassinating the entire delegation and blaming the Tau for theit deatie
The Planetary Governor however forbade it. If any harm were to come fa
the delegation it would only be worse for them alf in the long tem. Hs
intentions were 1o find some way of discrediting Auditor-prime Dres's
report, continuing to bluff it out until the Emperor’s men had left, but
unknown to him events far away, and beyend his control, in the Densh
system vwould reveal all. ..

The Denab Incident 3
Unrelated to any events arcund the Eye of Terror or Taros, the Imperial
Navy's Patrol Group Ravanor was conducting a routine anti-pirate sweep.

through the Denab system, 2n area of wilderness space on the edgeof

the Damacles Gulf The five-ship patrol, cperating under standing orders &
attack and seize suspected pirate vessels or conduct harrying raids saast
Tau Empire targets of opportunity, was under the command of Capten :
Darillian of the Dauntless light cruiser Lord Ravanor The patrol had alieady
been out for several months with litle success and Captain Darllianwas
preparing to returm to base and report that pirate activity in the ares

was minimal when the Sword class frigate VCS-6of Scadryn squadion.
positioned well ahead of the main line, reported sensor contact wilhthies
unidentified transport vessels. Suspecting these might be the pirate shigshe.
was hunting, Captain Darillian began a cautious pursuit.

Pattol Group Ravanor stalked the three vessels through the Denab asteod
belt, maintaining a distance that would not reveal their presence and. ¢
making maximurn use of the asteroid belt’s cover For three daysthef
maintainad the pursuit, hoping the three vessels wauld fead themtoa
Pifate base o a rendezvous point, and a far greates prize Eventuaily @
seemed that Captain Darillian’s patience had patd off when MW '
the convoy making for a small deep space facility on the edge of the’

Denab belt. As the ships approached it was revealed ta be no pirate
base but instead surveyor readings from his leading ship showed e
Presence of a Tau waystation. Captain Darillian had experience operetind
around the Damacles Gulf and had encountered such facilities b2

scattered in remote locations, but why would three transportft
rendezvousing with such a place? Positioning the frigate ¥C5:6

the surveillance. the captain withdrew 1o report back what he had

his commanders, ASKE AN

WHhilst the Lord Ravanor was avay, VCS-6 watched lhE '
{ransports dock at the waystation and a single Tau vessel, of
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~ords: Hidden within the asteroid belt VES 6.
s aetropathicsent report reached
were cqually in the dla:jk r;gzlrfttsg the
I iitios (o the three transport ships had revedjed abs
" - Mh&%&w ’oet::f:geegm ?fw’a's obvious they were consorting
Face, and that was an unforgivabre crime against the
: J oicers were swiftly issued to Patrol Group Ravanor —d
the Tsu Empire waystation and capture the transports, anyone left alive,
. qeator or 72U, was to be defivered to the sector’s fleet headquarters for
further fnvestigation.

'z'-w.rd Ravanorretutned 10 rendezvous with VCS-6 and prepared to

rﬂ + attack. The patrol group would slowly approach the station through the

Ssterold belt and then attack at all ahead full. The Lord Ravanor would

engage the waystation whilst the escorts puisued any transports that

. tried 10 Hlea After crippling the waystation, the Lord Ravanos would then
- grapple alongside a transport and board her to take her as a prize and

- capture the crew

 The briefing complete, the great plasma reactors of the five Imperial Navy
ships roared inta ife, accelerating them out of the asteroid belt in line
astern and directly towards the waystation. With surpnise on their side the
patrol group raced past the xenos abemination, unleashing a full broadside
al short range. Lance batteries and macro cannon roared into the void,

The Tau waysiation, hidden on the edge of the

el Denab system asr )
{tveas destroped by imperial Navy forces o : S bt

frer ils facaty

O Was Ling
by Fairol Group Ravanor e

destroy:

: impacl,ﬁ_'fd up&ﬁ_:h'e'Ta&_Emﬁé :

onboard it attempted to returr fire 3s be

One transport was immediately hit and o

a5 predicted, attempted to disengage and fles
was immediately In pursutt: :

it appeared that his surprise attack had worked,
parillian could issue the command to Degin:

onboard his ship reported more Tau vessels appr
convay of trangports, accompanied by an esco;
warships, appeared on their surveyors, Suddenly, fram
patrol Group Ravanor now had a real fight on its hany
new situation the captain recalled his escorts fro

new course ta intercept the @pproaching Tau Empite vesse

The gruff old captain ordered a new attack, calculating
firepower to sea the Tau convoy off or desirdy it en

escorts closing in behind her, the Lord Ravanorplo

Tau convay, broadsides blazing from both starboard and
return the Tau vessels peppered her back, shields flaring.
under the impacts of hits from both railquns and ton canaar
and hard fought battle performed at close range, with b
heavy damage during the engagement. The Sword class
VES-7were both crippled, and by the end of the battle the i
was limping with engine damage and fires on several di
convoy was scattered, leaving one drifting transport as
Castellans, the targets of the Lord Ravanor s heaviest guns, a
hulks. To the cheers of her qun crews, Patrol Group Ravanar
best of it and decisively won the skirmish, with onfy two of the reque
transports escaping

Captain Darillian gathered his battered but victorious officers andistizd.
orders for the post-battle operations. Boarding parties wete o be ested
o enter the waystation and crippled transport, with all prisonafs bretght
directly to him. A second party was to board the Tat transpor and seze &
cargo whilst the ships VCS-8 and VCS-9wetre to rescue suniving (e iz
the patrol group’s two crippled escorts. After this was complete thej wavd
leave the Denab system and head home, battle-scarred but VIEIoIIous:

Aboard the Tau transport the hoarding party found only empty holds 18
waystation had been badly damaged and a final bombardment befoe
departing would estroy it beyond salvage Crewmen fiom the cippes.
fogue transpart were captured after a brief skirmiish with sunvivers, Bt
upon interrogation it seemed they had no knowledge of the ship$ 2G5 =
Their vessel's log recorded that their last port of call had been Taros an
crewmen dlaimed not to know why they had diverted to the wajstalot &
why their cargo was being unloaded by the Tau, They were just folowrg
arders, but orders from whom? That was somathing others wiﬁlﬂ“‘_min
exteact such information would find out, the prisoners being ll!fﬂ*jé-‘,‘",‘?‘m"_ :
Inquisiterial intesrogators once the Loref Ravanor had retumed 1 9

ljfpc'” his return Captain Darillian was awarded the Order of the Wﬁ A
o' Damadles and promoted to captain of the cruiser Hammer af IV

NS part in Winning the engagement. He filed a full report abodt B€ =2

» But the truth behind its events remained a mysteny 12 ﬂ_ﬁ.’"—‘*’i.::r

Been there and was to do so until the report landed on the desk 81748
prime Dree :

For Dree, Patrol Gr
of Taros!
transpor

oup Ravanor's discovery was evidence of
cartels and Planetary Governor he had been hining 054
t had been carrying a cargo of manganese, vanadim %%




The Lord Ravanor and her escost group whilst on a routipe anti-pirate patrol. Unknown to those involved,
the Denab Incident would reveal the truth about events on Taros, and provoke the imperium’s relabiation

ore which investigations had shown had been loaded at Taros and was
originally destined for refineries which in turn supplied Stygies VIll, but
part of that cargo it appears was destined to be transferred to Tau vessels
and transporied back into the Tau Empire for their own use, This would not
have been the first time valuable resources had been given, or more likely
sold, 10 that perfidious race. The patrol group’s luck in stumbling across the
convoy and waystation had given the Departmento Munitorum official the
damning evidence he needed. There was a conspiracy on Taros, a secret deal
weith the Tau Empire to syphon off mingral resources which belonged to the
impenum. Dree was sure that the Planetary Governor must be at the heart
of the conspiracy. Lerd Aulis might be all industrious loyalty on the outside,
butwithin there was beating the black heart of a aitor to the Imperium

Swift Retribution

Auditorprime Dree presented his report to his superiors for consideration
iatters were now out of his hands. He had no power to decide what 1o

00 aboul Taros, only an Inquisitor would have stich sweeping powers 10
intervene Knowing it could take months, perhaps even years, for his repont
10 be seen by anybody with real authonty, Dree departed Taros and returned
0 his dlay-to-day functions. Eventually, bis report came 1o the attention of
1fie Master of the Departmento Munitorum’s Office. Such a repart, claiming
serigus breaches of the Pax Imperialis and of Impenal representatives
€anspiring with a xenos race, sent shockwaves through that great
institution, and Dree was summoned to a hearing to explain his findings.

Upen leamning of the <eriousness of the situation on Taros, the hearing
eoncided that action needed to be taken immediately, starting with the
removal of the curtent Planetary Governor, who would be replaced with 2
frioee trustworthy candidate To effect this the Administratum considered

its options, The first and most obvious resolution was o approach the
Offico Assassinorum who could dispatch one of the Imperium’s most lethal
weapons to Taros to deal swiftly with the traitor, but the simple death of
the Planetary Gevernor would not solve the problem: Taros was close to
the Tau Empire, and was obviously viewed by them as a future prospect for
Tau expansionist ambitions. The Imperiim needed to send their foe a strang
message — their interference on Taros would not be tolerated The matter io
be resolved therefore was nat just the removal of the Planetary Govarnor,

it was also how to deal with the Tau, and simply assassinating Planetary
Governor Lord Aulis would not likely be enough to deter their ambitions.

The Officio Assassinorum was ruled out in favour of a bolder and much
larger plan - a coup d'etat A strike force viould target both the Planetary
Governor and his supporters, and using maximum force they would
demonstrate to the Tau Empire that the Emperor’s will to hold on 1o Tares
could be matched by His ability to do so. Then, once the operation was
complete, the strike force would be replaced by other troops, forming a
temporary garrison to deter any Tau counter-attacks. There was one force
capabte of such a mission at short notice, the Adeptus Astartes.

The Space Marines would be the Emperor’s Instrument of divine justice

on Taros. During the Damodles Gulf Crusade, the Tau had learned to fear
Mankind's finest warriors and a strike force would send an unmisiakable
message ~ the Impenium would do everything it could to hold on to Taros.
A Space Marine Chapter was quickly identified {or the coup d'etat mission
and a high level delegation with the relevant intelligence information was
immediately dispatched to the Chapter monastery of the Avenging Sons,
along with a request, signed by the Master of the Administratum’s office,
beseaching the Chapter Master for his assistance
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TAROS PLANETARY SURVEY

=i B I - 2 | ! | |3
| Taros System: Four planets (I-1V] lomipantly referred Ly

One inhabitable world {Taros 1T, pred
‘to as ‘Taros’) ! .

i

| Gravicy: 960 : i
Satellites: Two moons . | : 3
Population: 12,000,000 approx (haman and abhuman}
Rotation Speed: 1,931 kph ¢
Glimnte Classification: Extreme ~ hyper nrrtl
Post Tereaform Composition: Nitrogen 76%, oxygen
20%, argon 2%, ozone 1%, carhon dioxide 0'2."'. :
Planetary Governor: Lord Uphir Aulix~ 19/* Rulér
House Aulis i ol
Climnte: Mean average temperate in the coastal sea
region is 35°C (95°F), rising to over 50°C (122°F) in the

| deep deserts. Recorded precipitation minimaul - less
than 1| mm per annum.

Climatic Regions) Taros is divided into four principal |
climatic regions: mountains, arid deserts, semi-arid
deserts and oceses. Shilting sands and bare rock cover
almost 95% of the surface. Low mountainous highlands
cover 40% of that area, with no major throughroutes or
settlements. The planet is mostly unexplored.

‘The semi-arid regions, which are concentrated around
the coasts, are mostly barren rocky badlands. At ground
level strong, sand-filled winds are common, with the
seas helping to mediate Taros’ extreme temperntures.
Sumun#ing‘tﬁe smull sens are the inhabited areas of
semi-wrid desert [see the Aestus], These regions are
home to the planet’s hydro-farmers.

There nre the two seas on Taros: the Ak-sai and Em-sai.
These small landbound seas are Taras’ only source of
surfuce water, and arc believed to have been artificially
crested s part of the planct’s terraforming during the
Dark Age of Technology, The seas are highly nlkaline,
but provide two thirds of the population’s water supply
via hydro-processing.
l_:;]jmatic Phenomenon: High altivude nir streawms mnd
‘Sand Devils', Hot air rising from the deep deserts
collides with the £ooler air from over the polar highland
fnuun_;ginbm regions, causing n high-speed river of air
in the upper atmosphere which can reach up to 644 kph
Ifstorm clonds meet une of thess air streams, they :f.. 3
forin into & hurricane which cai ETOW 10 Cover a'wuﬁ
aren, lasting for days and sucking up large amouniy
nf_u‘nni*. u".camal_lgf becoming  ‘Sand Devil® [uuiﬂ,—
designation]. Most blow the mselvex out in the deep

deserts, but occusianally 3
it ¥r one will destroy w
or mining fRalities in jis path. TSt facmy

Economy: Almaost 12,000,000 souls, most]
Tars City [Txrokeen) and the semi-urid
surrounding the small seas, Taros Gi
J\exrus_ region, where severs] sm
8" only surface water,

¥ in or argund
regions

ty i situnted in
allinland seps form

" DEPARINE NTGANALYTICUSR

#ad molybdenite. Used in alloys wil

Tarokeen is ;i'lc single largest ‘uﬂlwlm.lhl‘l‘ﬂ

location of the planet’s only sptace‘pmél fn.dlityl }

The general population comprises moatly miy
working long tours of duty at strip mines nnd
quarries located inithe desert. Other major
industrics include water processing and hydeo-
farming, : S T

¥

il

Ogryn Labour Force: Severeal lholilsqnd Ogryny were
shipped en-masse to Taros in M38 to wark lﬂﬂiﬁ?l'ﬁ o
mines that were sited in the most inhospitable
desert regions. Ogryns are still used by man
as part of the workforce to this day.

Saciety: Mostly mineworkers and lubourers
operating in ‘work gangs’. A high level of t
is maintained, with many tasks being automated
Ministorum Galaxia missionaries report | tele in
way of genetic mutation, ST 3

Water Supply: Hydro faxming is an important
industry, as is hydro-processing from il alir
seas, with all water trade centrally ¢

by the Planetary Gavernor through his
‘water-agents’, Sk .

Principal Exports; Mine_'r;i._di-_e.'s__fol‘ ferre
lead, Vﬂnkdidm, r_hgnium and m‘“._'ng

N 1

Vinadium; A toxic ailvery'-ﬁi_l:_it_;f metalli -
oceurning in vanadinite, which is a re fyellow
br.i.:wnl :P: _l'nin&i'll' formed by the .W'-"-*he‘
lead ores in desert climates, Used in at el
Strengihen and improve durability :
B3 & catalyst in other alloys.

i LD

Rhenium: A da_.,g,’ silvery-white mi tullic el

with a high melting point, QOccurrin;

high lempernture:bearing thermoco
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Principal l'mpnri.s: Food and water.

Local Food Supply: Many buildings hn’v: their own

hydroponic facilitics, but the largest are situnted
around Tarckeen and in the constal regions,
pmwdmg B0% of the food supply; with'the viher
20% beitlg imported from surronnding Imperisl
worlds. Principal crops are variants of millet and
sorghum plants, and ground nuts. Other sources
of vitamins and protein come from algae and
marine micro-organisms, harvesied from the scas
and chemically processed to make an edible gruel
called ‘Kreml® by the natives. This is lhe staple dict
of the miners und vther workers.

Urbanisation: Tarus City (Tarokéen] has s
population of approximately 4,000,000, It acts as an

_ore transportation peint, the centre of the planet’s

administration, & distribution centre for water

and food supplies, and contains other smalier
industries. The surrounding hinterland (see The
Acstus) has the bighest dengity of hydro-farms and
water processing plants and mines — there are very
few other Inrge settlements. Those that do exist are
towns huilt up around the largest strip mining and
quarrying operations,

The Aestus: The hinterland of Tarckeen and the
populated pren around the seas is called ‘the
Aestuy’, and 1s home to approximately 6,000,000 of
Tnros' population. Living on scattered hydro-farms
and temporary mining seitlements around the
mining facilities such ns Tungusta Station; Fornax,
Tyndaris, Gaidamak, Sarych Station, Deucalion and
Erebus. This arcn has the most temperate climate
on the planet due to the proximity of the seas and
the prtvlulins wind l;:undin'nn!i, hence most of the
;;apull:iu_n reside here.

Other Geological Fentures :
Iracucda Isthmus: The sirip of land between the
Ak-sni and Em-sui, on which Tarokeen is situnted
It 1% part of the hinterland of Tarokeen nnd the
most densely populated area outside that city.

 Great Sand Scai A vast desert cmpty except for

rolling sand dunes, Huge mineral deposits may st;ll
remuin uadiscovered here,

Thg'Furnace. An aren of desert surrounded on: all

 wides by mountains. It is mocessible only by air., The

highest. tempnnmru an Taros occur here.

The: Phyy:rn,_Ht_sigh.ts_.'. An area of rocky hadlands.
‘and Iow hills with ' reputation for banditry, The:

“Heights-contain lucrutive mineral deposits which

gyve yer to be fully exploited.

Known History of Taros

Moutly likoly the planet was discovered in the eacly
yeirs of the Dark Age of Technology. No records
have been located which specifically refer to the
system, but it is known that many systems on <
the Eastern Fringe were first explored hy.hutnnn
colonists at this rime.

Early explorers must have noted that although
lifeless at that time, the planot's ccosysiem was not
far from being life sustuining. Temperatnres were
high [in'the great deserts very highl, but not m.l‘,ﬂé'
point of making the world uninhabitable, Thert was
som¢ atmospheric moisture and the planet was rich
in mineral wenlth,

The draw of the org deposits made the planet a
vinble prospect for terraforming. Aided by long
forgotten advanced science and technology,
Mankind set about terraforming the lifeless desert
world into something habitable, and over 5,000
years water was introduced to the planet’s surface
in the form of seas. ;

The firat confirmed mention of Taros in Imperial
archives is in M30, after the Age of Strife. The
planet was rediscovered by the armics of the new
Imperium as they spread out from Terra, The
descendents of the original colenists had barely
survived on Taros, degenerating into savage Stone
Age tribal groups. The population, probably never
large, had dwindled to less than 1,000,000, and in
another thousand years all humun life on the planet
was estimated to have hecome extinet.

Rediscovery of the planct’s mineral wealth resulted.
in the Imperium re-colonising Taros, The original
population were extermipated and new colonists
moved in, establishing mining stations and & star
port. Over the past ten thousand years under the
Imperium’s rule, Taros® population has steadily
Erawn to its current l:vcl of ;pproxlmattly
12,000,000 souls.

Imperial Guard Recrnitment: Taros has raised only
cight Imperial Guard regiments, The Taronian 1%
was annibilated during the 3™ Black Crusade. The
Taronian 2°% and 3" served as part of the

5t Suen Crusade and were eventually dishanded,
with survivers being absorbed into another i
Imperial Guacd regiment. The fate of the Taronian
4" and 5™ iw unknown. The Taronian 6 was heoavily,

7 zngagmi ugninst Ork forces during Waaagh! Badun

and later disbanded, with the surviving mznpower
heing turned overto the 13% Cadian regiment as

replacements, The '™ regiment was lost ns part of
Rogue Trader Foulway Tor’s third expedition into

the Easteen Fringe. The 8 regiment is culrﬂnWh’-f’

* active as part ofthe garrison fornc on Hellion &1‘
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The Avenging Sons responded swiftly to the Administratum’s request for
punitive action to be taken against Taros. After receiving the Administratum
delegation, the Chapter Master summoned his company commanders and
hrieled them on the missicn

“Now hear these words. News has come 1o us that the Flanetary Governor
of the Taros system has foreswom the sacred aaths of the Fax Impenals,
He has colluded with xenas scum and put the Just and good rule of our
Emperot in jeopardy, For these cimes it is Juaged that his punishmant shall
be death, The Avenging Sons have been chosen (o be the instruments of
that senfence, i¥e are hopoured to accept

ft:shall f3il to 2% Company and Caplain Armacos fo do the Chapter’s duty
Frepare your beethien Brother Captain, but know yeu are not alone in this
mission. The Master of the Forge shalf ready the machine spints of tha

Ammoury 1o assist you, and battle-bro thers of the 19 ¢ ompany end. 107

Company shall alsa aid you. The Master of 1he Fleet shall ready the strike
cruiser Proxima Justus and by sund '
embarked. & '

71 0N (De second day you shall b
aIp see you

Emperor Walch over your souls i the com

¥ 1he tices of the §

salelyto Jaros, and may the

ing battle.

Fou are to unieash His dvine wrath upan this miscreant. Quash 3l
fesistance, Leave none thar stands against i '
frorm Taros for all to hear The Emperor stands | s
Nows, fat us all say the second Prayer of Vengeance t ks
brethren depart *

9- Send out a message

and shalf nop ¢

Heanie (ogethe befose our

With that 2™ Company readied themselves for battle. Boitguns asd
power armour were anointed and blessed by the Company Chaplaif,
whilst Brothers Hakael and Caim were awoken from their siumbers &nd
their Dreadnought systems checked and declarad fully functioning B
Techmarines. Over the course of twenty four hours the chapter-monasiy
prepared to depart for war as the 2 Company, assisted by 3 Sqﬂad'?f 5
the Veteran 1+ Company and Scouts of the 10 Company, mustered i
full strength.

Captain Amaros and his men embarked onto the Avenging Sons Cazsist
stiike cruiser Proxima Justus which, accompanied by a single escait! o5
made best speed out of the system before engaging s pawerul a0
engines, There wauld be time enough on the month-long jouney f“_ =
briefing and training, meanwhile the Taros Intervention force vias 01 &
way to battle :

Planning ;
Whilst bound for the Taros system Captain Armaros began planet

Planetary Governor Aulis. The operation, however was aiso ‘Gbﬁ;ﬁﬁ
show of force: swift, ruthless and brutal in which ail opposifien Vst

fﬁﬂm'r'ed en sight. It was the kind of mission that Space Marine St
i

anc Auditor-prime Dree could provide, the Captain had plan
in delaj

ngh o
attack. The mission's objective was straightforward — fosate and el yiie

(&s excelled at and, armed with all the intelligence the Ad edthew {o e




ifst, he would need o locate the Planetary Governor, whose position
*was not cutrently confirmed. The maost obvious target to hit would be
the Planetary Govemar’s Palace, Lard Aulis’ main residence. Armaros had
detailed layouts of the complex with which to plan the assault. if the
Planetary Governor had already escaped from there or was not present,
then the attack would move into a second phase — @ search & destroy
operation. This would involve moving the heavier equipment and vehicles
onto the ground from orbit and making a sweep through the city and,
incase the Planetary Governor had managed 10 escape from the city before
the search began, other likely hiding places were also earmatked for
immediate follow-up raids.

During the second phase of the operation Armaros would also need the aid
of the Proxima Justus in low orbit, utilising its powerful surveillance and
sensor equipment and, should resistance be experienced, the strike cruiser's
weapons for any orbital bombardments. As a show of force the Imperium's
willingness to flatten Tarokeen would send a strong message to the Tau,

s wiell as help 10'subdue the local populatian. If Tarckeen’s inhabitants
felt that they were all suffering for Lord Aulis® crimes then they might turn
against him and reveal his hiding place. It was a brutel tactic, but Captain
Armaros was a Space Marine with a lifetime of indoctrination and hypno-
sugqestion that meant he cared not one bit. His duty to the Emperor was all
that mattered. In his mind there wére na innocents on Taras any more

Rather than a single building, the Planetary Governor’s Palace was a
complex of various gavernment buildings, but Aulis’ private residence would
be the first target. To ensure speed and surprise Armaros planned a drop
pod assault, and all of 2% Company’s manpower, aided by the teleporting
Terminator vetesans of 1% Company, weuld play their part.

First, four of the six Tactical squads were assigned thelr roles. Under cover
of darkness each would establish a blocking position then, landing clase to
their target, they would form a roadblock, holding key locations to prevent

squad. He wﬁuld be res ponﬂb!e for hoidmg'hese Iacalténs} !ﬂw}ﬂg
between them as he saw fit to_reinforce anvarea if that position cams
heavy enemy attack. Armaros, briefing Sergeant Einem, faltthis
35 the entire rission was planned as a swift strike The Captain did
intend ta be waiting around long enough for the enemy to reac

Isolated by the four blocking squads the Banle Company’s mﬁmult
sniiads, supported by the two remaining Tactical squads, wau%d Jand within
the complex just after a Deathistorm drop pod, which wolild be the first
impact, unleashing its lethal cargo of missiles indiscriminately upon landing.
The assault units would then overcome any remaining fesistance al the
palatial residence before sweeping through it to locate Lard Aulis. Captain.
Armaraos himself would lead this assault, along with Chaplain Baragel.

The 1% Company's Terminators would be the ultimate instrument of justice:
Once his force had located the Planetary Governor vaithin the palace,
Armaros would use his Teleport homer to summon the waiting Terminialors:
Arriving via teleporter, the Terminators would then appear at the location
and use their massive close range firepower to eliminate the target.

Immediately upon their success, the codeword "Justice’ would be given

and the operation could move into the evacuation phase. Should it not be
received after one hour or the override codeword "Malevolent’ be broadcast
instead, this would mean the target was not present or had escaped, and
all squads would then move on to phase two — search and destroy

During the first phase there would be a small reserve force consisting of

both Devastator squads, the two Dreadnoughts and the Scout squad Their
primary mission would be to cover the company’s withdrawal and then form -
the backbone of a secure perimeter around the Planetary Governor's Palace
whilst an evacuation was conduicted by Thundethawk Gunship: &
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~ whilst the ground assault was
\when required.

; s and o major preparatery  gave the ordet to launch the first drop pod wave
oo : importantly. Was the element of surprise. own diop pod o fead Ih? second viave The la hop
enery wete lkely expecting an attack, but id not know when, where. . djodawork precision. Gne after :another_the_d;_pplm
how. Secondhy, Taros: main defenders comprised only Planetary Defence  qirive cruiser, burning through the atmosphere
oeal mlitia; low quality troops with litle discipline and were, retro- thrusters re-orientating each pod so tha
. standatds, poorly equipped. Their morale wauld 2lso be programmed landing coordinates.
o and Armaros expected that, after a swift initial strike, any organized : &
 would soon crumble. Thirdly, they possessed an overwhelming oer front the inner ooyt n 00t of Planat aot et
tration of forces — the Avenaina Sans” strike force fighting as one, sidents.the sy above was $00h sHeaked L AN
orchestrated, unit. The enemy would need to call in reinforcements, dtop pods burned through the atmosphere. The dési;pt
: g Armaros time to complete the pnission. Success would require ot roshing wind qulckly gréw ToUder hen i LIS IR
mlmmemimam speed, and the Space Marines had all in abundance, s retro jets went into full bum to sl the vl desiant
approaching drop pods. Next came a ground-shiaking

~ Battle for the Planetary Governor's Palace 3 : ksl
- The Avenging Sons' strike cruiser Praxima Justus disengaged its warp shatiered nearby windows and created a rising plume af thick

‘drives and plunged back nto real space fust beyond the Taras system,
where it immediately came to battle stations and made best course for
“Taros 1. Like most Imperial planets Taros was not undefended against an
attack from space and had a network of surface-to-orbit missiles and a :
- single squadron of three system defence monitors. It was a force, however, Stunned onlookers watched as the dust cleared to reveal the
incapable of matching a heavily armed and armoured Space Manine strike drop pod’s lethal contents, the courtyard quickly becoming
ceuiser, and although the monitors were given orders to engage it, all three  as its missiles shot out in all directions. A cacaphany of explosicrs
- ship captains refused to and mutinied rather than face almost certain the palace, one after anather, pulverising masonry and desvmg&d
destruction. The Space Marines’ reputation had travelled before them, path. The bombardment was brief but intense, tuming't'h'é'_
~ ensuring that the Proxima Justus“approach to Taros was unimpeded hell of shrapnel and flames. 4

allowing the armoured sections they held in place to open.

Lommencing the main ES3UME the Dag

the Fianetary Governar's Falace soving

..'hsm:m drap Pod unleashes indiscriminate fire M S
POC and confusion amongst the un 2 e
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_The i huidln&hihc Goverubr's privaie residence llu:i!‘ & spacious palace mastly delved into the surrounding
rocky hillside, Other impartant buildings inetude the | mlls of Justice, Taros' highest legal court; the Senate Hall the
tkbubrs l.‘hl!rbﬁ'm' lll‘t Givernor's .u.’n‘:m lhc Mcn.nnh}n :1:|Ii where the Merchint Gluldcrs mcd the Cha pel

plLy Mz{n Katchouse

2, Outer plazy. 3 ]
2. Adiinisteatim offides W
4. Servanis quarters 5 e 3
5. Hydeoponics girdens R
6. Dumping station and :
Y SETeTAONLM

7. Rescrve waler tanks:
8, Water recyvling plant
9, Shutike landing ped

11. Chapet of the Divine Emperor
12 Halls of Justice
13, Senate Halls
14 Inner phm
15, Gevernor's private residence
! (mostly undenground)
16, Falace spires
17. Planetary, Defenee Force burracks
18, Mercantile Hall
19. Parade square
20. Covered walkway
21, Flanetary Defenee Force HQ

This was only the beginning as, amidst the sudden missile attack, the fiery
contrails of the second wave of drop peds appeared in the sky, Having
discharged its missiles, the Deathstorm drop pod fell sifent, but then the
roar of retro-engines was again heard. With a crashing, jarring impact the
new wave of drop pods landed ane after anothey, splitting open to disgorge
squads of power armoured giants who moved with intense purpose through
the dust, smoke and flames. The battle for the Planetary Governor's Palace
had begun in eatnest, stunning the defenders who had already borne the
brunt of the first attack. Several of those caught in the open had been killed
in the initial crassfire, their bodies tossed through the air like rag dolls ta lie
broken upon the courtyard's now rubble-strewn ground

Asnitial resistance waned, Captain Atmaroes issued commands over his
heimet's comm-link and moved towards the target bullding. Ahead of him
the Assault squads were running, bolt pistols drawn, chainswords and frag
grenades held ready to assauit the building entrance. The distinctive bark
and thunderclap exploston of beltgun shells could already be heard as the
few defenders who had survived attempted to retum fire, lasguns flashing
at their foe with little effect.

Those guards that stood their ground to defend the entrance 1o the palace
residence died screaming as the Avenging Sons Assault squads mercilessly
tore through them, leaving their victims as little more than bleody offal
Meita charges destroyed the armoured doors and theough the explosion

 leapt the Assault squads. After seeing the results of their initial attack,

nobody inside had the metal to stand and fight, and all fled rather than face
the Emperor’s ‘Angels of Death’,

Captain Armaros and his squads swept through the Planetary Govemur s
residence 1oam-by-room, thiowing frag grenades and clearing sections with
- bussts of boft pistol fire: Their training doctrines were second nature Anyane

who did not escape fast enough was cut down until eventually the lead
squads broke into an inner council chamber where a group of officials and
guards had sought sanctuary. The guards opened fire, more in desperation
and self-defence than in any hope of wictory, denying the Space Marines
access to the room. Assuming that Planetary Governor Aulis might be there
because the rest of the building had already been cleared, from outside

the chamber doorway Armaros activated his teleport homer. The signal was
received onboard the Proxima fustus and in its teleport chamber five heavily
armoured Terminators immediately moved to respond fo the summans,

Each was equipped with a storm bolter and power fist, except for one who
carried the assault cannon and Veteran Sergeant Foras who wielded the
squad’s chainfist, a power weapon capable of cutting through just about
anything the defenders on Taros might use as cover, The titanic energies of
the teleporter made the vessel's room thob with power, lightning flashing
and arcing across it as the Tech-Priests of the Adeptus Mechanicus made
final adjustments and issued fervent prayers to the spirit of the ancient
machime. Their prayers did not fail

In a bfinding flash of white liaht the Terminator squad vanished, briefly
being cast across the Warp before reappearing amidst crackling lightning
in the coundil chamber on Taros far below. The firefight was aver in a
fraction of 3 second as the Avenging Sons’ assault cannon whirred into life,
raking the rest of the room with a devastating harrage of shells which tore
up desks and walls. The Avenging Sens storm bolters sgon joined in the
slaughter, fising their own explosive rounds into the officials and guards
Once the smoke had cleared, none were left standing

Captain Armaros ordered Apothacary Actium to cross-check DNA samples
from the bodies with the Order Famulous records of House Aulis' gene
codes. It was information'the Administratum had provided at the beginning
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A Thunderhawk’s eye-view. Tau Empire forces mustering
for the assauft on the Planetary Governor's Palace.

af the mission and the test would confirm whether the mission had been
2 success. Meanwhile, the Assault squads and Terminators deployed into
holding positions and began to engage the barracks troops who were
unaware that they were arriving already too late to save those who had
been stationed inside

Apothecary Actium set about his task, using his narthecium to check the
regged, bloody corpses one by ane. Frustratingly, but nat unsurprisingly,
all failed the gene matching test and Actum informed his captain that
Planetary Governar Aulis was not amongst the dead. He must have
escaped, or by some stroke of kuck, never have been there at all Captain
Armaros cursed and issued the codeword ‘Malevolent! over the comm-
net. The mission’s objective had eluded them It was time for all under his
command 10 prepare to advance to phase two.

Blocking Position Three
Meanwhile, beyond the PIane;ary Governar's Palace, the four Space Marine
blocking positions had been formed y p. Veteran Sergeant Einem had the
squads well organised sa that upon landing resistance had been syift}
gispalched, but their dominance of the target zone i
for long. After a quiet coupte of minutes the sound
be heard approaching as overhead the dark W
Empire Manta swooped over
Avenging Sons battle-brother
did not have long 1o walt for
inercilessty upon them

did not remain o

af jet engines could
Ept-wing outline of a Tay
the aty, skimming low over its rooftops. The

5 ateach pasition taok aim up the street and
the full fury of the Tay Empire 1o ba Unleashed

‘Hammerhead gunships, follovied by Crisis ba o

Hunter Cadre was bearing down on the Space
relnforce the defenders of the Planetary Governor's %

At B!bck'mg Position Three the street was suddenly criss-crossed bo
and pulse riffe fire, smokey cantrails obscuring “ms;g_fig__amm
missile launcher sent its payload screaming.u;? the street. The
impacted upon the front of the Hammerhead in a_bﬁn;m!
buckled and scorched its armour, but did little to halt the

tank. It opened fire immediately in return, pungh_ing_ through
blasts from its long railgun, sending masonry crashing to the

The opening skirmish was a ane-sided affait, but the Avenging Sons
their ground and hammered out round after round. refusing to fail
Sergeant Einem ordered the squad at Blocking Position Two, the pesr :
Space Marines to Blocking Position Three, to move out and reimfcsza ey
battle-brothers. The Tactical squad pounded down the streets fowards
the sounds of fighting now echoing off the buildings of Tarokeen

© Position Three the situation was deteriorating rapidly. \With

and weight of numbers on their side, the Tau quickly advanced
street. Fire Warriors dodged from doorway to doonway uncer

fire of battlesuits and the Hammerhead. It was fierce and it
remaining Avenging Sons knew they must hold — the fonger

the more time they bought their captain to complete: his mis A
several battle-brothers had been killed by heavy weapons fire and
were badly wounded but remained fighting on regardiess. Serge

of the Third Tactical squad was amongst the dead, his broken body
buried under fallen masonry after a railgun round impacted next

The arrival of Tactical Squad Two did little to change the ba!ance’df 3
battle, the Tau Hunter cadre was just too strong. Their fit

the roads clear, forcing the Space Marines into the cover

damaged buildings whilst the Crisis battlesuits led the fi

down the street on jetpacks to rake the buildings with flamer
cannon fire Unable to win such a one-sided affair, the survag

two and three were ordered to disengage and fall back to the Planet
Governor's Palace. The remaining Tactical squads at Pos :
were also recalled to the palace as Captain Armaros regrots
strength. Ten out of the twenty battle-brothers involved in

Position Three had heen killed in the firefight; six more w

heavy losses for Einem’s force. Meanwhile, the Tau had &

cordon and, leaving a few units to secure the area, m

objective, the Planetary Governor's Palace.

Defence of the Planetary Governor's Palace
Pre-wamed of the approaching Tau Hunter Cadre &

2t Blocking Position Three, Captain Armiaros set about (e-0
forces. Governor Aulis had rot been found and time was
Présence of strong Tau Empire forces already on had
and unplanned for. Their swift counter-attack had set
from the Space Marines and put them on the defensive
Avenging Sons were now reacting to whatever the
Armaros’ immediate task was clear: repel the counts

forces he had at his disposal. Phase two of the mission an
Planetary Governor would now have to wait, o




aing. Sbns Space Marines, each finding positions {ram which to
0rrmmmgaltack

. Captain Amaros had few illusions; this would be a stern test of his men.
‘He was now heavily outgunned by the Tau and when it hit, their attack
would be powerful and well-coordinated, it would be deadly close quarters
‘combat, building to building, room to room, but this would be to his battle-

 brothers’ advantage. Any Space Marine was easily a match for a Tau Warrier

- atdoserange.

= The ground fighting followed close behind the Tau's air strike with Tau
o infantry swiftly infiltrating through the buildings and rail rifle-armed
= marksmen moving into position at any high points overloaking the paace
5 courtyards they could get to. Firefights started to break out as perimeter
3 squadis were engaged by pulse tifle fire and along the surrounding streets
came Devilfish transports, from which disembarked Fire Wamtor units who
attempted to root out the Space Manines with photon grenades and burst
~  cannon fire: Soon each squad was fighting its own small but deadly battle,
~ and as the Tau attempted to press forwards, the Space Marines stood firm
 and threw them back. inflicting heavy losses in the brutal close quarters
combat. The Terminators and Assault squads bore the brunt of the attacks,
Statkmg from room to soom through the now empty and burning barracks
' bulldmgs they ;epearedly charged the enemy, chainswords whirring and

et

-
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As night fe!! the. nemainmg Avengin: Scm .

but casualties were mountmg and the _supﬁ slmanon was 3 cor

feelmg the strain of battle 4s the Hunter Cadre had been mauled by-t’h'e
Space Marines' stoic defence After a day of fighting there was finally
pause. For the first time since the drop pods had landed, Tarokeen did r
resound to the thud and boom of qun fire and explasrons. .
The second night did not pass without sporadic tomhats breakingou! /
The Tau sent cut small teams to infiltrate into new firing positions,
the darkness as cover, but the Space Marines had their own roving patta
moving through the rubble in pairs or threes. In the darkness short firefights
would suddenly erupt when two patrols clashed, only for the Tau to qu
withdraw, and it was now that the Space Marines began to show their ime
worth. They did not need to sleep like an unaugmented human warrior
would have, their power armour supplying them with all they needed to
keep fighting at peak.efficiency, Their endurance and superior powers: of
recovery meant that after a day and a night on their feet, they were ali
still as ready for the fight as the:moment they had landed; many bearing
wounds that would have killed mere men, but still fighting on regardless.

Defence of the Planetary Governor’s Palace - Day 2 e
The second day dawned wuith the red haze of fires illuminating the smoke-
blackened sky over Tarokeen. Except for the sporadic patrol clashes, the




quiet - dawn would see that chiange. Their infantry- fed:

. had boen repulsed the day before so the Tau now mpved Ehc" o
Weapons into position to fead the cpcénd attack With jet engin

I whirring, Hammerheads, Devillish and battlesuits moved slowly thicugh

overing the buildings as they
{anetary Goveinor's Palace. It
then they

streats, drone-controlied burst cannon ¢
manoeuvred into position to bormbard the P
‘csemed that if the Tau could not drive the Space Marines ou t
would annihilate them instead

£or the Avenging Sons the battle for the Planetary Governior 's Palace was now

a bitter struggle for sunvival, but their mission was not complete ard Captain
e At

Anmarcs Was determined to fight on. To da so he needed assistance and

. called on the Prowma Justus Its hangar decks were full with Thund erhawk
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gunships and transparters loaded with armeured fighting vehicles, all -.f,-.3|elng
fior the order to launch; but with only a small secure penmeter to land in,
sending in the transporters was judged to be too risky. The Thunderna wks,
atmed for a ground artack mission, woukd be of great assistane, but with
Tau Barracudas patrolling over the combat zone, they would be particularly

Vulnerable to an airborne attack: For naw, therefore, the Thunderhawks would

have (o be kept safely in reserve incase an evacuation mission was ordered.
Only if Armaros' situation became critical would they be called upon

The lirst day of the battle had been fierce — day two would see its intensity
mcrease even further. The Tau had used the night-time full to reinforce their
mauled Hunter Cadre. Now they would throw everything they had at the
Space Marines in order to destray them. At first light the Barracudas were
ready for new strikes on the Planetary Governor's Palace, then the ground
assault would resume. Attacks would commence from all directions, but
the main welght of the day's assault would be aimed at the gate, Crush
resisiance there and the Space Marines would be broken up into small
pockets to be mopped up later,

The Honoure:

< oo
eioiner Caim sta

Giit armoured battle-brothear

The Dreadng

uld fap

ks the rujns of the Plane

2 testroyed Curing

s on day one the Tau attack was presaged by a fight of g

missiles and burst cannon strafed the Space Marines’ positione ‘%ﬂ

the rubble. Lacking any form of anti-aircraft defence, the wat'r;u&;.g-ﬁ*
Emperor could do little against the Barracudas except stay !f?ﬂr-'mﬁﬁ,,-

nd wait for the attack to end Alter several low passes, the Bars, iﬁ‘ﬁ

departed to re-arm and the Tau ground bombardment began, Wi ﬁ"e&
distirictive whip-crack sound, raigun rounds soon slammed ints hﬂé;3' 4
then burst cannon pulses ficocheted off walls and rubbls 4 P"-ahrr;ag'
keavy fite hammered the palace, round after round, relantless e

The Tau were biasting at the Space Marines from a distanca. Erha%ﬂ;ng el

building being targeted. Roofs collapsed, walls cracked and roinde sy

through masonry to explode within, The noise was deaferingashe

buildings of the Planetary Governar's Palace were systematicall Gesonsa.
followed by a choking cloud of dust which rose up 10 shroud the §agens
Opposite the main gate, iwo Hammerheads srqﬂiy manoetred dﬂ«ﬁ i
the streets constantly firing on the move, until eventually, under me-s&'&_
weight of fire the gatehouse collapsed. The Devastator squad within Sad

attempted to retaliate with their missile launchers and lascansion, Sortte

veeight of fire had kept them pinned dov. 1t was punishment ot eten e
mighty Space Marines could withstand for long and it seemed tha Tay were
attempting to match their foe's legendary merciless brutality

The bombardment lasted all morning and well into the aftemoon Cagtas
Armaros had little to respond with except his own man-pan-:-bfeheaff,.
weapons. It was an uneven match and with no other option ogen fo fism
the Space Manine Captain contacted the Proxima Jusius 10 requestal
support. It was a risk, but the situation on the ground was deténosties
An air strike by the Thunderhawks' bombs and missiles was quickly
planned, but with the Barracudas still in the sky overhead they 100 would
be prime targets

fary Governor’s Palace
the defence of the palace gates
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All five Thunderhawk qunships onboard the strike cruiser launched and
made for the Planelary Governor's Palace. It was a powerful strike force,
encugh to keep the Tau at bay, but first it would have to run the gauntlet of
the Barracuda fighters.

As the squadron vectored in on Tarckeen, descending rapidly wath their
weapons piimed, the Barracudas chimbed to intercept. The Thunderhawks
dove through the fighter screen, heavy bolters blazing as the Tau craft
opened fire with burst cannon Despite the repeated impact of pulse rounds
the formation did not waver, keeping their formation tight and on course,
and trusting to their thick ceramite armour plating; The Barracudas' fire
was Inaffective as the Space Marine pilots calmly kept their ajrcraft on
course untll they were over the city, whilst the gunners located targets and
piepared 1o open fire with their main weaponry

The flight of Thunderhawks roared down onta the city, strafing its streets
wilh battle cannon; turbo-lasers and heavy bolters before releasing their
tombs. In a firestosmy they ripped into the palace’s sunraundings, explosions
tearing through the buildings, gouging great hotes in roofs and walls,
{Hlames and shrapnel engulfing whole blacks. Across the city buildings were
rocked by the concussion of the bombing, the destruction was radiating
outwards from the palace

The air strike appeared to be a success, s in the aftermath the Tau
attacks died dowin 10 sporadic sniping and skirmishing. What damage to
thetr forces it had actually caused was unknown, but as the roar of the |
Thunderhawks faded, the Tau withdrew again. 1t was a bnef lull in the
battle and did not last fong, bur it bought Captain Armaros’ men precious
Ume to reorganise their defences.

As incoming fire from the Tau force impacts all around, the Avenging Sons strugale to hofd the palace gates.
Savage fighting would eventually see the Tau thrown back, but not without heavy losses amongst the Space Marines,

It was at the gate that the hammer blow eventually fell,. Hammerheads
and battlesuits led the way, attacking at full speed they crashed through =
the rubble of the gatehouse. The lead Hammerhead was immediately hithy
lascannon fire and exploded in a blossoming orange fireball, but weapons
fire from the second grav-tank killed the lascannon gqunner in retum: A krak
missile destroyed a Broadside battlesuit but, after the brief firefight, only
three Devastator squad members were able to withdraw whilst Devilfish-
mounted infantry closed in behind the armoured vanguard

Captain Armaros realised that he was losing his hold on the situation and -
his perimeter was in danger of breaking up. Faced with no other choicehe
committed the Terminator squad to the fight. Wading through blazing fite

and blinding smoke the veterans met the Crisis battlesuits in a head'on.
exchange of fire In which both sides suffered heavy losses. The Space
Marines fought for every inch; but the Tau's heavier weapons could not

be matched Three of the veteran Terminators died in the fighting, as did
four battlesuits. Brothers Hakael and Caim joined the battle, destroying
the second Hammerhead with their heavy Dreadnought weapons before
Brother Caim sustained a hit which tore off his feft leq, toppling the CE
Dreadnought 1o the ground and leaving it vulnerable to enemy attack.

For an hour the battle at the gate raged and, led by Chaplain Baraqel the
defenders tought on herojcally, The pressure ranged against them was

intense and, with the commitment of the Dreadnoughts and Terminators,
there were no more reinforcements avalable. Bolter rounds and missiles
shot though the air, holding the Fire Warniors at bay, meanwhile the Tau.
continued to launch secondary attacks alf around the perimeter; pinning the
Avengmg Sens Spam Marine squads in position, units that could mlgemk&. /



a lack of ammu ere

¢ only cotiise open o im if
ed him, but resistance here was ncw
atch, and still he had ro idea of the

men might hotd out for days only
ihers, and at what gain? The
nor of Taros was now beyond his reach and the Avenging
ere facing annihifation Armaros needed o evacuzte the SUNVIVOTS
e what he could from the mission.

rief command meeting In the ruins of the Planetary Governor's
esidence. Armaras informed the Proxinia Justus of his decision 10 evacuate
\t rightfall the Thunderhawks were to be launched for an extraction
csion and orders were givert ta all the squad leaders, or stand-in leaders
those squads that had lost their sergeants. At nighitfall there would
¢ a staggered withdrawal to the inner courtyard, where one by one the
erhawks would land, load up and carry.them back to their strike

i

i c?uiser 1t was an operation fraught with difficulty, one which had to be

{ormed swiftly o as to give the encircling Tau forces the minimum time
i _:f_Q fﬁpﬁﬂd

- Evacuation

o As night fell over the battlefield, the Spate Marine commander again
- took stock of the situation, His force had been reduced to approximately

forty battle-worthy brothers and one Dreadnought, requiring only two
Thunderhawk gunships for the extraction. The ather gunships would fly
aiound the complex to provide covering fire, and once they had been

) * reatmed and re-fuslled, the Thunderhawks set about their new missian

Apathecary Actium started recovering the progenold glands from all of the
- fallen battle-brothers he could locate, although some had been buried deep
" under the ruins of fallen buildings and were beyond reach It was a vital

task ;:fltﬁg:_éhapiéi-‘s heavy

of any gene-seed would be keen
lfoosrsﬂ?:?{:yag as he stood over the ffeless form of Brother ¢
proud war machine and a hero of the Chapter, he was iy
than a smoking wreck of twisted metal and wires, .’ as_.ng_ .
wha had died over the last few days, his death ""’afrthemgsg -
2+ Company. s . 3

Captain Armaros took command of an understrength T'Bctiqal.w-&.ﬁ
the remaining Scouts as the rearguard, and gave u'de.mﬁ-ﬁﬁﬁr'sz'm-__
— including Brother Hakael, Apothecary Actium and Chaplaiy Botacel
<tand ready to withdraw to the first Thunderhawk when it toucher T
After they had blasted off, the second wave was then to abandon ﬂ'u ARF
positions, covered by the rearguard, and make for the landing L
all the evacuation operation should take no more thas ten minutes— e

enough time for even the swift forces of the Tau to react in stength,

The distant sound of Thunderhawk engines approached and {he eva
began. Moving slowly through the darkness, crunching oves rubhie snd
broken plas-glass, battle-scarred, scorched and wounded, he s
loaded into the waiting Thunderhawk’s hold. Overhead four o

arcled. Brother Hakael was the last to climb the ramp and it clssed
him as the second Thunderhawk began its approach, the first aca
away from the battlefield at speed. I |

Alerted by the noise, Tau patrols cautiously crept forwards to
Where once Space Marines had barred thelr advance with bl
there was nothing. Meanwhile the second transport had alreat

landing zone, bringing up the rear of his squad, boltgun in'hand ready s
fire. He ran up the ramp and hit the door mechanism to dlose it usts :
Thunderhaw’s triple engines boomed into life and thiust it skywards &
The battle was over — the mission had failed

Vo

- Every world under the rule of the Imperium has its own Adeptus
. Aibites Precinct Houses or Fortified Courthouse. The Arbitrators are the
. Imperium’s police and enforcers, tasked with combating and punishing
<nmes made against the Impenum. Prior to the Avenging Sons” aftack,
_thg_jmag_i_ster commanding the Adeptus Arbites precinct in Ta rokeen
feceived a secure astro-telepathic communication warning him of events
. about 1o unfold. it akse instructed his precinct to Carny out a simultaneous
- Operation to armest the wealthiest mine owners, These men betanged fo
the hereditary noble class which had run the mines for generations, hut
| fiow thety had been found quilty of coliuding with the Planetary Governor
- and the Tau Empire, and must also face ustice, They were 1o be arrestad
- Imprisoned in the Precinct Housa and then tuined aver 10 the Space :
~ Manne comancer.

- Mger'mivi_r_@ his instrictions, Magister Skalka knew that his Precingt
- House was i great danger. f the Planetary Governor was Planning en
r-:be!&ng 2gamst the Imperium then, as the representatives of Imperial
ai.J!.?_\orllry, the Arbites would have to be disposed of first - an attack
therelcre could come at'any time The Arbites commander did not kn
~een the Space Marine assault would come, but he ang his o
| prepared 0 act quickly when itdid. ¢ edyits

ADEPTUS ARBITES OPERATIONS ON TAROS

As the Space Marines fought the Tau around the
moved against the mine owners. Av 1

deserts, fearsome Arbites arrest uni
armed with shotguns, riot mauls and

 enseles o
mine workers and riots rapidly broke

to disperse, What hadn’t heen counted
were incredibly loyal to their e
masters, and at each mine

 planet, feaving Magister Skalka's
-and now heavily outnum

butto stand fitm in the name o

The Tarokeen Precinct H G

the Avenging Sons' evacuatior




5 'fhe Fim Taras Intervention had been a costly defeat for the Imperium
— the Tau haang inflicted serlous damage on the'Avenging Sans In two
’ r.iays of intense combat The damage meted out in return on the xenos force
\was unknown; but must have also been significant. There had beea many
confirmed kills and the battlefield was littered with the wrecks of Tau grav-
“tanks and battlesuits.

The Avenging Sons ook the defeat badly The Chapter's fortress-monastery
was filled with battle-brothers who mourned the dead, and its great bell
tolled once for each of their own that lost their lives on Taros. Space Marine
Chapters enjoy a glorious reputation as the Shield of Humanity' and defeat
is never taken lightly, the death of Dreadnought Brother Caim weighing

iy heavily upon them all.

Events on Taros, the failure of the Intervention Force and the confirmed
report of Tau in strang numbers fighting m defence of the Planetary
Governor, farced a change in attitude by officials of the Administratum
towards the Taros situation. News of defeat was bad enough, but it seemed
that the Tau had already staked a claim to one of the Emperor’s worlds,
What should have been a minar skirmish proved that there was now a

might be demanding many of the Impeﬂmn
occurred on Téros could niot, and would not

up by Planetary Governor Aulis, and his actions now made him not ]u
ariminal but also a traitor. Also, it wias obyious that the Tau were aireaﬂj
Taros in force and they must be e]eﬂed

The Master of the Administratum signed an edict stating just tims as weﬂ
as listing the Planetary Governor's arimes {over one hundred in ali; most
punishable by death). The document, called the ‘Taronian Dedlaration”, was
a licence to action a new and significantly larger attack against thase who
would dare to wrest Taros from the Imperium and next time the attack
would not be a surgical strike by a single force of Space Manines, instead it
would require the involvement of all those fighting arms of the Impefium
capable of committing forces to repel the xenos aggression. :

The decision made, the retaking of Taras was set in motion:

e The last Tbundahawk Gunshfp races skywards. Caplain Armaros was forced to evacuate is forces from the palace even :hoqqh his
240 .__'_mlssf’oa was mmmpafete, Una‘e.' the. pmteaion of the Tay, the Planetary Govemar had emped. and the' Space Maring r:aptafns m:ssm had failed,




' construction are incredibly resdient to penietration weapens and Jightweight

. compared to mote conventional materals, such as plasteel

'-'ﬂte'}cﬁwucﬁon techniques involved in ts creation are unknownlm the
imperium - the Adeptus Mechanicus being forbidden from investigating

- slich allen technology by order of the Ordo Xenos.

| The elongated and thickened left shoulder pad acts as an additional protective  weapon, detonating with a powerful sonic blast and multi-spectrum fight

As \ﬁll a5 the knife itself, the Fire Warriors of bDndEdfeam ﬂﬁ& . i
incarporate the knife symbol onto their armour. Here it s Peset o g,
\Warrior's right thigh guard. U S

" ) : : ; 4. Equipment & 7
!ﬂ"sﬁﬂés' atmour is constructed i hwo layers, The outer surface is a hard, From his belt hangs a sensor tnit. The purpose of this devic s koo

ultra-dense nanocrystalline metal bonded to an inner layer of high- o« e commonty e to teamfeaders and i thxg R
”‘Wﬁ“"?‘ﬁ""ﬁ’ﬂﬁi{’ %h:?:\}g:f hlrr::\etrl[r:{l:jcl;s;;m of sensor and tracking equipment. Hanging irom the ""ebl?mﬁ'bmca‘ ﬂ :" i
U pladiad st b sl dvaniced materials used in its pouches for additional pulse powercelis and two smaller signal flate palere
{rom high velocity impacts, and the highly advanced m s These have not been encountered by the Imperium’s forces befora and 2=
believed to be used for visual communications ot as a back-Up 1o Standag
communications for marking his team's lccation. :

The standard issue webbing belt contains pouches for extra powercells and 5
cantainer for pheton grenades, These can be armed and thrown by hand oo
Joaded into the grenade launcher. A photon grenade is primarily a defensve

shield, espacially when the Fire Warrior 1s kneeling with his weapon at his which dazzles and disarientates the enemy. Although non-fethal. the effacs
shoulder, cavering that side of the warrior's body with extra armour, can be severe and long lasting.

2. Helmet Ha has also been issued with EMP grenades. These weapons emit a biefhu
{Eis thought that the distinctive domed Tau combat helmet includes powerful electro-magnetic pulse which overloads dircuitry, causing metdonns
many systems such as communications equipment, night vision sensors, and malfunctions. EMP grenades cannot be fired from the grenadelauscher
targeting and range-finder information, and access to the Tau command
nehwerk. [t believed that the helmet includes some form of visual relay,
buit this is unconfirmed. The markings on his helmet are rank insignia,
indicating the Fire Warrior is of the rank of shas'ui (believed to be broadly
equivalent to that of an Impenal Guard sergeant)

3, Pulse Carbine
This Tau's personal weapon is his pulse carbine. A short-barrelled,
lightweight versian of the more cammon pulse rifle often issued to scout
units and for special operations, The carbine saarifices range for pontability
and is especially useful at close quarters.

The weapon generates its own induction field, which is used to propel a
particle which reacts to the field by breaking down into a plasma state
(referred 10 as a pulse). Power is provided by a powercell, which must
be replaced after fifty shots, with Tau powercells believed to be a standard
fit for all weapons. !

The pulse carbine includes an undeislung photon grenade launcher as
standard, with the single shot grenade launcher firing a standard izsue
phaton grenade over a short distance, The pulse carbine also mounts

a remote thermic sight which, combined with the vreapon's advanced
stabilisers and recail reduction, make it highly accurate during aimed fire b
Its operator !
This Fire Warmior's onfy other weapon is his banding knifa. N
for combat, the ceremonial knife is 2 symbel that this
have parformed the Ta'lissera titual, and th
bonded together It & a rite of deep significance to members of the F
caste, who pledge themselves to fight together until tha fast warrlmr v
tomman Fire caste saying is ‘Oniy in death are the bonded parted’ s

Ot intended
viarnor and his team
at all members of the tearn are

e
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5, fatigues
The Fire Warrior's one-piece coveralls are consttucted of a composite
nanocular thread woven into @ microscopic super-dense mest of fibres
that hetp prevent projectile punctures and penetration by bladed weapons,
whilst remaining flexible. The material the fatigues are constiucted from

is also.chemically treated to retard flames and the effects of most irtitant
gases or chemicais. The fatigues are hard wearing and suitable for most
enwonments, and are Issued in a variety of colours.

6. Evaporator Unit
This warncr also carries an unusual item never seen before by the
Imperfum, a bulky container believed to be a water evaporator and storage
unit. Each team was 1ssued with this equipment for the Taros Campaign to
provide an emergency reserve of water in the planet’s desert conditions,
ATau's physical capabilities to resist the effects of dehydration are
unknown, but believed to be far in excess of human norms.

This is Shas'ui Ta’she, leader of a Fire Warrior feam
of Shas'el K'imi's Hunter Cadre. He is shown equipped
for a pight time. raid on Impenial forces around the
Pianetary Govemor's Palace. Although the mission was
successiul, Ta'sho was kitled in the action,

3




Biother Hakael, a Mk iV Dreadnought of the Avenging Sons Chapter; aimed
With & poveerfist and twin-inked heavy bolters. He bears a Litany of Devation
and purity seal, as well as the 2% Company badge on his right leg.

This drop pod bears a skull command bad e, it m,
used by 2= Company’s Caplain Armaras. Alternat
the Deathstorm drep pod used g |

ay have been the pod
-L"} It may h')u /@ boen
fead the attack

Brother Caim, a Mk V Dreadnought of the Avenging Sons Chapler aimed with s
powerfist and twin-linked autocannon. Brother Caim was destioyed dunng the
battle for the Planetary Governor’s Falace

fro"’ pod used by the First Taros Intervention Force dining the K
lanetary Governor's Palace. This pod bears the badge of the Cuﬂw‘ﬂ

Assault sguad.
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Hammerhead gunship armed with a railgun. This vehicle took part in the baitie
at Blocking Position Three. and is camouflaged for night-time operation

=

Devilfish troop carrier § i prepared
ifish troc er irom the battle for the pis

_ & Ure Planetary Governor's Pal '

st % anetary Governor’s Palac i
O Rght:time aperanions, This vehicis wa T

s destrayed duning the fighting.
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The recapture of Taros was instrumental to the continued operations of the
Forge World of Stygies VIll and, to a lesser extent, other dependant forge
Worlds, during the nising war effort against Abaddon's 13" Black Crusade
To ensure its return as swiftly as possible, the appointment of 2 senior
Adeptus Administratum command staff was undertaken immediately to
organise and oversee the planning of the operation

The person chosen to lead them, and also take command of the entire
invasion operation, was Lord High Commander Otto lvan Gustavus; a man
with a long military record who had nsen from the officer ranks of the
impenial Guard to the upper levels of the Imperium’s military huerarchy
Gustavus' first task was to appomnt his own command staff and prepare for
the invasion. In doing this he would set his men two questions to answer:
when could the force they were putting together be feady to invade Taros,
and where should that attack fali? His instructions would make the matter
clear: the retaking of the Emperor's world from the xenos Tay should
nappen as soof as possible

Appointing his staff was no simple matter The upper echelons of the
Impenum’s military hierarchy is rife with politics, nirguing, favours owed
debts to repay and self-interest. Gustavus had nat risen this high w:rhou{
making a few enemies or without cafling on a few favours that he was naw
In a position 1o repay. ¢

Selecting his command staff took several weeks of hard w
drawn-out negotiations. The first position to be filled was not of Gustavys!
own choosing however. Commissar General Mordred Van Horcic wauld be
Gustavus' shadow and right-hand man for the duration of the Ean‘-pww
The high-ranking Comsmissar was tasked with making sure all the é!;ic‘i{s of

Grk and iong

Gustavus' force did their duty, or faced the consequences. A powerful man
in his own right, Van Horcic would have the power of life and death eig
many of the Imperial servants invalved in the Taros campaign.

Whether by choice or coercion over the subsequent weeks, Gustavus fiked
the various appointments. Not all were men he liked of even trusted,
many were deaisions forced upon him by other political factors, butit 9
Gustavus' job to bring all these factions together and make them ok &
one towards ultimate victory for the Imperium

The High Command staff would ultimately include Venerated High
Magos Zadakine Volta, 3 high-ranking Adeptus Mechanicus represeniaiie -
from Stygies Vil Fleet Admiral Kotto, appointed by the autharitiesan
Kar Duniash to command the invasion fleat, Lord Marshal De Stael, the 200
overail commander of all Imperial Guard regiments, whose men: voud beaf i
the brunt of the fighting, and the newly titled Provisionerprime Ryts.

Oree from the Departmento Munitorum, who had bem'gmﬂ‘?d'?'P@-e 3
on the High Command staff in recognition of his initial investgation Mo

events on Taros. Others included Aif Marshal Denvels, Staff Colonel SRS

Deacon Gotz, the appointed representative of Cardinal Astrat Velas
and Curator Adept Skel Many athers would follow: including any Space

Marine commanders or Titan Legjon princeps who would be invoived il
the fighting, R

The High Command would be tasked with organising and planning th8
nvasion, each member having his own area of responsibility and S
staff aides or retinue to assist them: In all, the High Cummﬂﬁﬁ'ﬁ?gﬁﬂ
the invasion, including all the sub-departments and functionaries; 4"

number dpproximately three thousand souls.




A ; mihtan( plans could be put in place, first Gustavus and his staff
SER needed 1o know what they were facing. None amongst them, except Dree,
- had ever heard of Taros before, let alone knew anything about the planet

o its system. Gustavus wanted all the information he could get about the
mining world: its climate, population, industrial capacity, the ruling body,
tapography. and fistory; anything which might give him an advantage ovet

what would now in all likelihood be a well-entrenched enemy it was a
huge research task to be undertaken by the Adepts of the Administratum
and in charge of the information gathering would be Curator Adept Skel,
an Administratum official promated from the Archive Histaticus, Curator
Adept Skel had access to thousands of archives throughout the Segmentum
and acrass the Impenium, including copies of documents from the great
archwes on Terma itself In those vast repositories of information, thousands
of curators, prefects, archivists and mental workers went to work seeking
out anything about Taros, and from those andent recards a detailed plan
of the planet and its population was slowly compiled. From tithe levels
and tax records a picture of the planet’s mining industry was built, whilst
old censuses sevealed the planet's population growth — no piece of data
concerning Taios was 10 be consicered too trivial,

A team of lexmechanics and logis, under the command of Magos Valta,
was also assigned to the information gathering task. They worked with
inhuman speed to compile all the data Skel was producing and with it the
Adeptus Mechanicus' pari-human, part-machine servants began to forecast
the planet’s population growth, climate, volcanic activity, atmospheric
conditions and orbital cycles. Information stretching back as far as the
Great Crusade was analysed, even a scrap of the original Exploritas report
on the planet’s suitability for terralorming and colonisation was located,
catalogued and considered In all, millions of fragments of information were
gathered tegether satellite survey images, language studies, missionary
reports, iournals of long dead Imperial servants who had visited or been

e stationed on Taros 1o name but a few. There were old genetic studies on
the population and the ruling households carried out by the Ordo Famulous
seeking evidence of genatic deviation or mutation, and Adeptus Arbites
analysis reports providing detalls on the crime rate, as well as more up to
date geological and seismic surveys. No detail was ignored and anything
that might inform Gustavus' staff's decisions was included and it took six
months 1o compile all the information the High Command staff required
bafore the actual invasion planning could get under way.

With this Gustavus had as good a picture of what was facing him as the
data gatherers could provide He knew what the planet was like, the extent
of its poputation, and how this might translate inta the Planetary Defence
52 Force’s military strength given the equipment that had been supplied to
Taros down the years. He knew how the planet might be able to re-equip
t of Tesupply its forces, or even create new units He even had 8 forecast of
4 what the criminal population of Taras was likely to be {often the first source
ol manpawer for replacement troops). What he didn’t know, however, was
anything about the Tau's strength on Taros.

Finding mformation about what the Tau Empire might be planning was far
harder, and not a task the Adeptus Administratum could help with. The man
- onthe Lord High Commander’s staff assigned to this therefore was Staff
Colonel Scheja, Gustavus’ Directar of Intelligence. A secretive Individual,
Scheja was a spy master with former experience of warking with members
of the inguisition, The Tau, with their philosophy of the ‘Greater Good', were
2 difficult prospect, and there were few informers or sples on the inside of
:__ the Tau Empire. There were some hurans, mostly metcharits or mercenaries,
F il ~ whpse loyalty could be bought by the Imperium, but most men and women
: % wﬁhm me'rau Emp;re wyere simply consuiered fraitors who had abandoned

at how strong Tau fmces rmght he on Ta;as, bmwiﬂmtpeop!ee
ground. there could be o confirmation of whal an lmpcn
might face. :

Whilst the information gatheting was progressing, the other membw -
of the High Command staff were niot idle, The Departmento Munitoru
afficials on the staff began the long process of sourcing the fighting ‘Ion:lzs
and supplies needed for the invasion. Imperial Guard regiments had Iifhe
raised, trained and transported across the Impenum and this was no easy
task The demand for 1roops in the build-up around the Cadian Gate was
vast, particularly now as the ‘Plague of Unbelief* around the Eye of Terror
continued to spread. The Imperial Guard might be huge, but demand for
regiments was always far greater than could be supplied.

To counter the effects of increased demand, Gustavus devised a scheme
to overestimate the troops' strengths needed. He knew all along that he
would not get all the forces he requested, but this way he might get close
1o his actual requirements. As yet he could give no definitive numbers, but
he set the logis adepts to work making an initial statistical analysis, and this
gave him a starting point. Before it was submitted the numbers would be
modified and gradually evolve into a final figure; but for now it was enough
10 have a number on which the Deparimenio Munitorum could base its
work on and thus get the slow turning wheels of its bureaucracy rolling:

The 4621* Imperial Guard Army

When the Imperial Guard force needed for the invasion of Tatos was
founded, it was designated the 4621 Imperial Guard army. it was placed
under the command of Lord Marshal De Stael, bearing the honorific title
‘Chief of Arms', who would be in overall command of all Imperial Guard
ground forces on Taros, meaning that all the generals and coloneis of thet
Imperial Guard regiments constituting the 4621% Army wauld repm to him
and his staff 5

Gustavus, in consultation with De Stael, began to draw.up detailed orders
for the forces he would need for a successful outcome to the offensive The
Imperial Guard might be vast, but with demand for regiments curfently
s0 high, it was not infinite. No commander ever recaives enough troops,
and Gustavus and De Stael were no different. De Stael’s initial request 1o
Gustavus for twenty one regiments had been turmned down immediately A
force of that size could not be found in the tight timescale that Gustavus
had devised for the invasion, De Stael, rebuked, had to revise his figures.

The Lord Marshal retuined with a more moderate twelve regiment request,
which Gustavus accepted, taking it in turn to the Departmento Munitorsm.
However they refused the number, offering an absalute maximum of ten 2
régiments. After much bartering with Munitorum officiels, Gustavus only
agreed to attempt the invasion with ten regiments: after receiving an aath 3
from High Magos Volta that at feast one Titan legion would be committed
to the invasion force, Reassured by this promise, Gustavus informed De 3
Stael that the 4621 Army would comprise ten regiments and, for ease of
adminisiration, the army should be divided into two corps desfgnatedx -

Corps and XI Corps.

After the prolonged argume’nt.ﬁ over the size of the Imperial 'Guafd'ft:rca %
Gustavus and De Stael got down to the speaifics of buliding it. The firs
regiments Gustavus requested were those recruited from Tallamn.
Taros' desert cimate, the men of Tallarn (itself a desert wodd) would qu
adapt 1o the conditions, Ihw would make the most eﬂecme soldiers
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VAN GUSTAVUS

A large, barrel-chested, walrus of :
“hailing from Valhulla, Gustavus was granted
supreme comuand of the Turos invasion af Ml‘:‘{“

* successful command during the Vauss Schiso
He has hod s long and steady rise through the
upper ranks of the Imperial Guard, in his youth
Gustavus first served as » licutenant cum_n‘ndiﬂg
an Armoured Fist platoon, eventually rising to
cammand his regiment, and then being prumufe-i
hevond field command into the ranks of the High

. Command staff. Wounded in action scveral times,
and still proudly bearing the scars, his personal
experience and bravery is undoubted.s Gustavus 1s
the commandér of the entire Taros operation; he
commands no actual forces, but bas the power to |
sanction or veto any plans his stafl make.

‘Gustavus' rotund appearance and loud, hellicose
munner hides s razor sharp political mind, These.
are the skills he will have to deaw upan heavily in
a combined operation such as this invasion. With

a full cntourage of nide-de-camps; staff officers,
Commissars, Adeptus Mechanicus advisors,
bureaucrats, ete, he will have to juggle their
competing demands for supplies and favour, us
well as make straregic decisions that will send tens
of thousands of Gaardsmen into bhattle,

§

COMMISS5AR GENERAL MORDRED VAN HORCIC
Gustavus’ shadow and right-hand man, Van Horcic
1% tnsked with making sure all the officers within
the invadion force do their duty, that or face
summary justice. In this he is aided by a large
cadre of Commissars attached to every Imperial
Guard regiment and Imperial Navy vessel. Van
Horeic 18 a fearful figure, having been serivusly
disfigured by a melta blast whilst leading an
offensive in the Hellblade Mountains on Rynn’s
World, and now relies on virious sugments to keep
him alive. He is the ultimate arbitrator of justice
amongst the invasion force and has the power
oflife and death over many Imperial servants
lexcluding those of the Adeptus Astartes and
Adeptus Mechanicus). As Commissar, General
Van Horelc 1s empowered to take over command
ufnn?a Imperial Guard regiment that is deemed to
be failing and appoint & new commander or lead it
personally. All Commissars in the inyvasion force
report to Van Horcic, who in tarn Teparis to and ;
advises Lord High Commuander Gustavus.

GAPTAIN ORELIUS,

3 COM PANY, RAPTORS CHAPTER

"I‘lu.- bighest ranking Space Marine officer in th

mvnlsi_nﬁ force, Orelius is a lnng-s:wéng Sery 2

of hix Chaprer, having fought in muny wars a:‘l‘

crusndes for the pust hundred years. Hi 7

::x:;ps.l_:y un}l ﬂi;,ppoﬂ units have been ¢
einvasicn hi i

although Gustav el e

S entire
ommitted
and

us 1% the supreme tommander 5
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HIGH CO

n octualicy he B

n mbn, originally of Orelius and B

dthe t_rpuihl‘ib:k_l;

\"himi..qaluﬁd mem_b’ér.f_n_f the com

forces will not b'u‘in_‘mfvegl ;

campuign and once their mission is
Sp_nre'.}\!arinen_\fill be '\{iiith_dl' wn. s

barge to prepare for their next deployment, A
commander of 3™ Compuny, und the more bafile: -
experienced; Omliuil'liﬁl_fﬁ eni ty over Capt
Kunedes although they share th o

Ax befifs his Chapter's heritage,

aguressive comniander, who always s

the battle to the enemy and leads from s

 LORD MARSHAL DE sum.;-cﬁmﬁ

COMMANDER OF 4621*  IMPERIAL GU.

As the overall commaader of all Imperial Guz
ground forces on Taros, all gene olan
of the Imperial Guard regime

and his staff. Although small ;

‘has a keen strategic mind, born of ¢

detailed study of the Tnfl’_!" a fmperialis

studious man with an eye for detuil; De Sta

to plan carefully belfore com iy 13
meticulous (some would say can

campaigns and bateles has caused frustrat

more aggressive commanders in the past.
earshof other commanders have nic

‘the Clerk’, but De Stael’s studicus manner hi

nn inner ruthless streak and iron resolve utterly |
devoted to serving the Emperor. i3

De Stael is responsible for putting Gustavus' ba
plan into action on the ground, Although
overall command of the 46217, qn's_'t,i'nili

the Imperial Guard ground forces for th

of Taros, as such Space Marine Ghupters ;
Legio Ignatum forces do not fail under b

promoted ta Fleet Admiral, He g
campaigns agninst Ork pirates, Tyranids on
Efm,tern Fringe and Chaos raiders, but this
his first command against the E:

As well as overall commsnd

Kotto and bis staff are char
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Lord Marshal De Stael’s forces from orbit 1o the
planet’s surface. During the planning stage, Kotto
: " #nd his staff strugpled to acquire eneugh landing
; : corafr to simull-nupunl}- transport tl’u’rq‘ Impcrial.
Guard regiments; the minimum required by De
IR Stael's invasion plan,

o

Canfident that hax fleet, aided by the Space Marine
Chapter's vessels, has eaough fircpawer to Tight
their way intd orbit against any defences thar Taros
or the Tau can muster, the landings and subsequent
L fliow of supplies are Kotto’s primary concern when

| planning flect operations. Once all the Tmperial
Guard troops are on the graund, relnfnrnng them
and keeping them supplied, especially with water,
will become one of his highelst priorities.

VENERATED HIGH MAGOS ZADAKINE VOLTA
The High Magos sits upon the ruling council of
Stvgies VIII, and is the highest ranking Adeptus

4 Mechanicus representaxive on Gustavas’ staff. He °
¢ is the supreme commander of all technical support
¢ fortheinvasion and is the Command stafl’s main
liaison between its commander and those of Stygies
VIIE Volta has his own lurge entourage of logis!
adepts, Rune Priests, lexmechanics and servitors,

g and utilises their skills with ruthless logic.

CAPTAIN KAEDES,

G* COMPANY, RAPTORS CHAPTER

Kaedes! role is to provide support nnd battlefield
replacoments to Orelius’ 3™ Company, As such
he 15 sub-ordinate to Orelius and should Orelius
become cuanult}', Kaedes 1s fully able to step

in and lead the Raptors battle-brothers on the
battlefield, Whilst not as experienced as Orelius,
he is stall a Space Marine Captain, and has all the
respect that rank demands within Gustavus® staff.

AR

STAFF COLONEL SCHEJA,
DIRECTOR OF INTELLIGENCE
The brillinnt Golonel Scheja has been a.:cum.led
from his regiment, the Valhallan 28°%, o ot as
the top intelligonce officer in Gustavus® High
Commund staff, His own staff officers study and
i‘ callate information from all sources: Imperial
Guard regiments in the field, Imperial Navy
{ reporis, sconting Titans, any and every source tho
% Jmperivm has available. He hus an overview ofihe
B whder strategic situstion, nol just the fighting on
| the ground on Taros. He is Gustavus’ spy master,
_§ asecretive individual operating in the shadows,
S syith a greater degree of independence than ether |
commuanders. Scheja hus previously worked with
g Inguisitor Hector Rex as part of kis persannl
i retinue doring the Judgement of Hellanus, an
operation which made the Colonel’s reputation
“and ralnpultﬂl him from a‘mere’ prospect as the
- Yegimgntal communder of the Valhallan 28 into
', the upper ranks of the Imperial Guayd's commuad
i structure, despite him stillbeing ouly & Colonel.

NTO ANAL\'TICUS: R ,-CDRD

I FPHE et =) PR i -~W--w.:__._“=_lﬂw__7.w___ e n
- ' i U7l : ﬁ\"\‘ ;
ORDO XENOS' &

PROVISIONER-PRIME NYMUS DREE, \

. pare 2/2
X ~ sl

i

i ®
\.\3’ ¥4

I

MASTER OF THE VICTUALS . .

A high-ranking bureaucrat from the Depar:menta)
Munitorum, Dréc’s job 1s to sapply the invasion
force with evervthing it needs, from replacement
men, tanks and shells to water, food, tents, etc, and
he has a small army of Departmento Munitarum i
functionaries, clerks and prefects 1o assist him, He,
was granted his position on the High Command staff
afier he requested it, following his investigation

into events on Taros which have fed up to the war
Although he commands nio fighting forces, Dree too
is n vital member of Gustavus’ stafll =

CARDINAL ASTRAL VELAS

1t is Cardinal Astral Velas' diocese Taros lies
within, along with many (_rr.hc'r scittered planets
and systems, on the Eastern Fringe, Although

‘His Worshipfulness’ can, by rights, command a
place on the High Command stalf; in Facr, after
the first staff meeting hie returned to his cardinal
world and left a representative to deal with his
responsibilities for the coming war. The Cardinal’s
envoy on the command stafl is Deacon Gotz who
is the highest ranking Adeptus Ministorum official
involved in the campaign, Confessors and Pricsts
attuched to Imperial Guard snd Imperial Navy

8 i e b

[
unils report to the Cardinal via Deacon Gorz. T:
AIR MARSHAL DENVELT el L ¢
Supreme Commander of all the Imperial Navy Bl vE 9
fighter, bomber and tactical squadrons and their. i Eogh? : :
operations inside Taros® atmosphere, Denvelt isin LR

charge of planning fighter caver, bomber strikes,
transport missions and maintaining the Imperial
Navy's logistical situation,

PRINCEPS JERNAY ] ; ol
Jernay is the Adeptus Mechanicus Divisio Militaris -
commander in the field, a servant of the Legio j
[gnatum and commander of the Warhound Titan Yol
Advensis Primaris. Reporting to Magas Volta, ;
Jernay is nctually a servant of the Lords of Mars,
ant ax such would follow their orders in nny clash
of interest, creating problems in the command
structure, with the Titans not nctually being
directly cantrelled by the High Command araﬁ'._ 2

4
<
4

GURATOR ADEPT SKEL

A high-ranking Administratum official, Skel is
the High Command's link 1o the Administratum’s
extensive ul‘ehwcs and all their anciant rem}rda
r:gnrdmg Taros.
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S S be_gcmgiaséﬁ'd?-tfieoiﬁe gimerts th
byt ﬁun%fmm could commit to the Taros campaign Five:

med, and any

a single wotld, with  Jimited supply of men, Most of
were alfeady committed to other warzones and
ats could not simply be raised from there alone — the
ot allow for such a suddeh massive drain of resources.
. 3 sinole new regiment could be ordered from Tallarn and that
ass was immediately instigated The Tallam 331° regiment would be
equipped and shipped to Taros to see its first action, They would

tithe

the'only troops the desert wor

three other Tallam regiments could be withdrawn from their current
* commitments and embarked for Taros, although all had recently been
“engaged in battles and also needed replacement men and equ i?me nt
focating A fifth regiment, the Tallarn 3% Armoured, was currently on
garrison duty on Balle Prime. If a replacement garmison force could be
~ found, it too would join the invasion force. In all, half the imperial Guard
-~ regiments destined for Taros would be from Tallam, and these would be

i combined to form X Corps.

o s and wats
perial Guardsmen

fons, but the famed Desert Raiders,

1d would send to Taros, however,

needed to be found — the first being the 23 Eysian Drop Tin
. They were unfike any other in the 462 1% Affﬁ)"igrder of bat

mobile unit equipped with Valkyrie airborne assault carne i

mobility would be essential as, with their Manfas;and ¥ Bsporide \ ‘9“&3{

grav-tanks, drones and battlesuits, they were both a fast and

enemy. Conventional infantry and armoured regiments could poy hope

match their speed, and because of this, they would be continally for i

o fight on Tau terms. A Drop Troop regiment, although lightly eqg ioped .

airborne operations, would help redress the balance and give Lo Marghs

De Stael the chance to match the Tau's mobility on a strategic jeval

The second unit was one of De Stael's own request. The Sarennian Assauy
Engineers were, in his opinion, some of the most useful troops in the -
Seqmentum, They were trained and equipped for clase quarters combat ra
for assaulting fortified positions, clearing minefields as well as breaching
delence lines, Although few in number, the Sarennians would not b
required to fight as one regiment but, before the invasion began, would
be sub-divided into platoans and companies and attached to all 'themhgg

regiments of the 4621%. This would provide a core of assatlt troops when
as predicted, the time for hard street fighting in Tarokeeri amrived, =

* IMPERIAL GUARD ARMY
s
17" Tallar Desert Raiders Regiment
9" Taflam Desert Raiders Regiment
3377 Tallam Desert Raiders Regiment
- 3% Tallarn Armoured Regiment
-\..i"}‘" {é@nﬁmréd Regiment
23567 Storm Troopers Company
- 2378 Storm Troopars Compeny

XlCorps
- 23% Eiyslan Drop Troops Reqiment
I 118 Sarennizn Assault Engineers
£ 1140 Cadhan Shock Troops Regiment
19 Krieg Armoured Regiment *
| 8% Brmlock Dragoons *

Imperial Navy

Fighiter Wings (4): 837 386", 1002 & 2774+

Bomber Wings (2): 5017 & 24247
Tactical Wing (1); 715

| Adeptus Astartes

. Avenging Sons
1 Company Toros Intervention' Force”
Raptars Chapter

=2 Companies Strike Furca Orelis

‘Adeptus Mechanicus
Enginseers Teams .

Ondnance Toams . Lo

FORCE

DISPOSITION

Listing of all units which were committed to the Taros Cai‘npaig_n

Legio Titanicus

Legio lgrnatum Scout Titan Batiiegroup.. .

Departmento Munitorum
Labour Corps
Engineer Corps. .

: Supr_ﬁy Columns

Officio Assassinorum
Agenis.

Imperial Fleet
Fleel-ground Lizison Teams

Ministorum

Ordo Haspitalle Field Hospice .

Escorts

Errant Squadron. o o

Invineis Squadron: ..

Omna Squadron, s el
s Novem Squadron ... i
IS g

78 Transports -

dmperius Javelin, .. .o L A
Imperius Gauntiet.. ...
JmpeﬁusAm:':'.
Graf Derzki - vl

.. Classified

Ordo Dislogus interpreter Teams, . |

Administratum
Mertuary Teams

Adeptus Archisss

Statisticlan Teams. .,

TAROS INVASION FLEET
Ships of the Line
Righteous Power
Starof Cassiopera
Block Duka .
Hammer of Thace
224 AUGUST s

o A&7 Cerebus
“Despite being ;*.urr of the 462 |

————

coii e Overiged Class,

S Tirant Class

W Didtator Class

i __......tvnar({a.s's

< Dauvtitiess Class
s Davtitless Class.
“Amy, these two regiments

S PEVSE v acion on Taios.

i




Culone! Stranski Then would come the 8% Brinnlock

. & regiment with experience of fighting against Tau raiders

3 sund the Damocles Gulf The final regiment was harder to place, several
\were considered and either rejected or found 10 no fonger exist. The 12”
‘Marininen Rangers regiment was assigned for transport, but on arrival
 turned out to be only the strength of a reinforced company. On Commissar
General Van Horcic's orders the regiment was disbanded and the survivors
merged into the Tallam rank and file. The 42" Mordian regiment was also
embarked for Taros, only to be diverted to face Hive Fleet Kraken on the

Eastern fringe Gustavus' deadline for the invasion Was rapidly approaching,

and the tenth regiment remained elusive. Eventually, the 19" Krieg
Armoured regiment was located, but it would take tme to get new orders
10 them and transport them to Taros, meaning they would not be available
for the initial invasion

% Corps would also be reinforced by two companies of Storm Troopers.
These troops wete the elite saldiers of the imper:al Guard, equally well
trained and equipped. They would provide a useful strengthening of the
front line regiments and, like the Sarennians, the two companies would
be divided as squads amongst the various other Imperial Guard regiments
fighting for possession of Taros.

In De Stael’s strategic plan for the campaign, X| Corps would act as the
support to X Corps. The Tallarn regiments would be required to do the

btk of the initial fighting, and would also lead the landings. XI Corps

waolld follow on close behind and be fed into the ground campaign once
it had started and as required. The actual invasion fleet would only be

cairying X Corps when it arrived in the Taros system. It would be the Tallarn

Guardsmen'’s job 10 get a secure lodgement area established on the planet
fior XI Corps to reinforce. Once the entirety of X Corps was established, the
next priority would be to get the 23" Elysians in position ta give 4621%

- Army the ability to strike just about anywhere and at anytime. Behind them

would come the Cadians, the Brimlock Dragoons and eventually, the men

Dther Fortes ' :
The Impenial Guard are not the only figh
Imperium When the Adeptus Administratunt an
of Taros, it also SEni :equemthrnugham the othef thung a:m :

thelr defeat on the Tau. The other Chapter to make forces avai!ab!b was
the Raptors. A strike force of two companies and a battle barge from the
Chapter would contribute significantly to the Imperium’s combat resources,
bath on the ground and with the fleet. .

Next, High Magos Zadakine Volta had already promised the assistance
of aTitan legion, but delivering on the oatfi proved more difficult: Srmies
VIl was the natural Forge World to provide aid in the form of the Legia
Honorum, but the legion was already fully committed and there were ao.
battlegroups available to lend their suppont. To futhl his eath, Volta had !hE
difficult task of finding replacements. In the end he tumed to the overlords.
of Mars, conversing with the heart of the Cuft of the Machine to personally
request the aid of the Fabricator General. He had only limited success as the.
Titan battlegroups were already being committed to the Cadian Gate, the
need for the Imperium’s greatest fighting machines was pressing if the tide
of Chaos was to be stemmed. Volta argued that he had swomn the aid of &
legion, and the Adeptus Mechanicus stood to gain much from the recapture
of Taros. In the end, the intervention of the Fabricator General secured

Volta a small battlearoup from the Legio Ignatum under the command of
Princeps Jernay. The main fighting force of the battlegroup was a maniple of
four Warhound Titans, hardly the number he had hoped for, but enough to e
satisfy Volta's oath to Gustavus. o

The Departmento Munitorum, as well as raising and transporting regiments,
could also provide assistance in the form of indentured engineeringand -
labour corps. These were not combat troops but units for the rear area  °
whose primary role was to dig and build. It was hard, unforgiving work, but
their presence helped release Imperial Guard infantry from stch srduous J:
and time consuming duties.

Tau Empire infiifrators and stealth toops monted constant raids on Imperial positions, .
 damaging and destioying vital logistical equipment stich as this Trojan support vehicle.




The backbone of the Imperium’s assault. Tafiam Armoured companies
would match their firepower and armour against that of the Tau.

~ The Ministorum could also provide assistance, but not in the form of combat ~ The Location of the Attack : :
 troops. Cardinal Astral Velas was not inclined to lend military aid to the Gustavus’ command staff had been almost a year in pre-invasion.
- Taros Invasion Force. He had only attended the first High Command meeting  information gathering and mustering of forces; now the time had come.
in person, and after that he left a representative to speak for him, planning the actual attack on Taros. How would they commit the
Deacon Gotz The Cardinal made it clear he was nat in favour of this they had requested, and how would they keep them supplied o:
expedition To hiim it vias a waste of resources that could be put to better ground? One immediate consideration for Gustavus was that the
- Use fighting heresy elsewhere in his diocese Taros was a dust bowl planet he spent planning and mustering, the more likely it was that in
of just twelve million souls and its pumbers paled into insigniticance might feak out A traitor from within his ranks with access (o
compared to wars that needed to be fought on hive worlds to save the information might sell it to the Tau for a vast price or the promise
souls of billions there. The Cardinal felt that 1t was only the malign influence  within their empire. Pre-wamed the Tau would be in a far better pf&l
of the Adeptus Mechanicus lobby that had forced the Adeptus Tera into to defeat his attack. Security around the invasion's planni needs

sanctioning this attack; and he did not fully trust the Cult of the Machine tight. Colonel Scheja, whase efforts sa far to infiltiate s
God and their mysterious ways. £ ;

come 10 nought, was given the task of maintaining intert
: : : campaign. He would establish a network of informers and ¢
‘Ijhe l’.ssrdmaij thf;ffore would $Lépp[y no fighting ferces, but would do the Command and the Imperial Guard ::g?menm' peopfé paa?g

uty required of him. Priests and Cenfessors would be found for each their eyes 2 ina RO
of the regiments to maintain watch over the sauls of the men of the him alga:s& S anﬁhlqg_augrqom_ﬁ
Imperial Guard The Orders Dizlogus would supply vital supportin the £
form of Tau language experts, the few that were available and the Ord i

: _ i ] er To aid with i ordered that
Hosfi_;:a!h_ar would proﬁde a In"t‘easu re of medical care for the injured, but ts force should"::::ﬂbai igitzz‘rfl::;?::?;d?;déﬁn &
contribution was, in truth, pitiful. scanlere_d about surraunding sectors. '.(hls'wéf it woul
SR Il warzones were being relnfarced and. in 1

Power palitics within the upper ranks of the Ecclesiarch o g {Sorced and

j ; y probably had | i it :
!Tllid’l _to do with the _Cardmai Astial’s reticence' A powerful man :'1 fis own ::;:;Ez{“;‘ﬂotrced until it was too I_al,_e-_-T_his.m
gt 1n shadowy cofners it was said that Velas w. 3 commanders would not be infor

: 25 N0t & supporter of the
current Ecclesiarch and to be landing aid 1o the invasion might be seen to e vl

be responding 1o the Esclesiarch's recent anti-xenos sermons. The Cardinal
liked 10 think of himself as hus own man, with far greater concems than
twelve million wretched miners. He might also be seeking favour

- factions within the Ministorum that had their ewn plane
10 1he Ecclesiarchal Thrane on Tena.

Erawjn& 0n the good work of the prevms
‘ #g2n the invasion planning process. In
withthose  Imperial Guard regimental commanders and

Plass for the succession key objectives had to be considered.

i Quickly capture an operational spaceport. If




marntaining the fiow of supplaes needed by the forces on the ground
e jomed

 Secondly, the invasion should be underiaken by at least three Imperial
 Guard regiments simultaneously This would be a force laige enough
10 ovenshetm all but the strongest resistance and would mean a firm
bﬂdgehead could be established between orbit and the planet’s surface,
strong enough to tesist all immediate enemy counter-attacks. Without a
secure fodgment area, the Imperium’s invasion could be defeated in its first
few days.

‘m}r{fry was the question of the water supply on the planet. On a desert

s ‘world such as Taros, water was a valuable commodity, and was supplied

4 via hydro-plants and recycling facifities. The ground forces weuld need a

y secure supply of water rapidly, or anyone fighting there would be unable to
operate affectively for long.

i These three objectives contributed much to the planning process. Firstly

Taros had only onie spacepor, in Tarakeen, Hence a direct assault on the city
was considered In some detail Tarokeen was also the centre of the planet’s
industry and administration. If the war was to be won then Tarokeen would
have 1o be captured, Whilst the traitors or the Tau held the city, the war
would continue and the mineral resources needed for Stygies VIl would be
‘unable to leave the planet. The enemy also undoubtedly knew this. Tarckeen
and ifs immediate hinterland, the fracunda Isthmus, would be the strongest
deferided part of the entire planet. A direct assault, under the guns
defending the city, would invite disaster Too many enemy ground farces
would be waiting for them and too many orbital defences could threaten
‘the invasion fleat. The direct approach was disregarded as being too much
of a risk.

The landing zone would have to be close enough to the ultimate objective

: to keep supply lines short, but not so dose as 1o risk too much enemy
reststance The practicalities of landing on the far side of the planet

and then transporting every man, gun and shell around the world were
impassible to overcome With the invasion fleet in orbit, it was only prudent
10 get as close to the final objective as possible. As for the spaceport, it
would be the priority once sufficient forces had landed. In the meantime

an entire Engineer corps would be tasked with constructing a landing site
suitabie for the delivery of supply ships.

¥ Secondly, the main restriction on the initial attack would be the number
“of drop ships and assault transports available to the Guardsmen. Fleet
Admiral Kotto had the task of organising the Imperial Nayy fleet’s role in
. the invaston. He had to find the landing craft needed, but this was no easy
task and it was unlikely that enough could be found to simultaneously land
threa regiments. Gustavus, however, wasn't convinced it was needed. Three
 regiments would give the invasion force the flexibility 1o attack several
Ications at once. De Stael argued for this plan but Gustavus overruled
“fim. To split their forces would be to give up their biggest advanlage
s attackers. Even if Taros was expecting such an attack - a reasonable
“assumption - they would have to defend every possible location where an
invasion might fall, This would cause Taros' defenders and the Tau to spread
: ~ their forces thinly, Gustavus’ plan would allow their forces o concentrate at
M A _s}!_}gf_e paint in bvenwhelming numbers.

iﬂm fanding was 1o succeed then the Imperium had to hit one lacation
56 hard, its attack could not be repulsed, Although it might be a tempting
opian, even if only used as a diversion to draw away enemy forces,
Siﬂ{lmg !he:' ,wn;! forces over several Iandmg 0Mes would mean each

tegiment tasked becoming isclated from suppm and desff{md
subsequent battles. In the end, a'single fanding zone strateqy wo
on and would include as many troops as F feet Ad miral Kotto mulfl.fmd
transports for

The invasion's pnmary focation stll needed to be wnsadcred SomeMHE

within the Aestus, elther north or south of the city, was the best option
North would mean increased exposure to the bigh temperatures and violent 3
storms of the Great Sand Sea. South waould be siightly cooler and more ;
stable, but the enemy had probably alieady recognised this and would likely

be better prepared there In the end, Gustavus preferred the latteroptionof -~ =
the two. e

Thirdly, the water supply situation was a aritical consideration: An
unopposed landing in the uninhabited and undefended deep deserts with ik
their high temperatures and lack of any water supply, as well as the tisk of
desert storms and the massive distance 1o the abjective, rapidiy ruled this
option out. Wherever the landings eventually occurred, water would have
to be supplied from off-woild, then shipped in on the heavy tankers in vast
quantities at least until sufficient supplies could be captured: Standing
orders were to be issued to all regiments that any moisture extraction
equipment or hydro-plants captured during the campaign were 10 be left
undamaged and turned over to High Command. In this way the advance
could help meet some of its own water requirements, There was no easy
answer to this tricky problem. Life on Taros was harsh because water was
50 scarce, 5o it would have to be rationed immediately until a secure supply
fine from off-world could be provided. Extra water evaporation equipment
would also be loaded to help alleviate the situation in the short term

A map showing ‘the Agstus . the temperate zone bordering Taros’
ma;or seds, which would be the focus of the invasion and the
* subsequent campaign. All the fighting took place within these four mdhon
square kifometres of rugged desert.



At 2392998 M41 the Taros Invasion Fleet officially came into existence
under the command of Fleet Admiral Kotto, who raised his flag onboard the
Overlord class battle cruiser Righteous Power The six ships of the line, their
escort squadrons and the troop transparts began assembling, and the holds
of the transports were loaded with Imperial Guardsmen, artillery pieces,
vehicles, tanks and vast supplies of fuel, food, ammunition and, most vitally,
water, The fleet rendezvaused over the course of thiee days, each transport
and its escarts amwving from different systems and forming up into Jine
astern to create the invasion amada

Each Imperial Guard regiment had been embarked on its assigned
Iransports to a carefully devised timescale, so that all the transports were
brouaht together at the rendezvous pointat the same time. As the flest
readied, only X Corps was present. The reqiments of X1 Corps would follow
behind as a second wave after the fleer had fought its way in-system,
landed the invasian forces and established 3 secure lodgement area on the

surface Also not yet present was the Legio lanatum Titan battlegroup, but
thie fleet could not wait for stragglers,

Already waiting at the rendezvaus paint, and forming the head of the
. column, were the armada‘s twa largest ships, the batjle Cruiser Righte

oUs
Poveer and the Raptors Chapter battle barge War Talon, These two shf;‘)-s

and their close escorts, would be the first to arrive in the Taos system. :
They would be the spearhead of the invasion farce, fighting theirway =

system towards the abjective. The three other cruisers of the line wouldbe

following close behind, forming a potent battlegroup in the W‘d“'ﬂ*
Invasion force. Behind them would come the flotilfa of Uanspott_s.-\'-*fh._ :
escort of light cruisers and frigates for close defence.

Admiral Kotto was in supreme command of all the Imperial ﬂmm
of the invasion plan. He did not know what resistance (o expect Wit
Taros system but, from the formation of his fizet, he was piepaing 1o

Tau ships in a fleat action and to use his fargest ships asa shield et
smaller, vulnerable transports.

"

AL 2404998 M41 the astro-telepathic signal was sent 1o the bridge i
Righteaus Power instructing the fleet to get under way. SNP s
engaged its main thrusters and began to fallow the lead vessels

Taros. The long planned-for invasion had finally bequn.

The Taros System , '

After three weeks navigating the fickle tides of warp $pac
Fower disengaged its Warp engines and fell back through the
of reality, and out of the Immaterium.Its crew immedia




bla{ed Ihﬂ)l.Igh the decks, Directly behind the
the War Talon ~ the vanguard of the invasion had
found no enemy ﬂeel wamng 50 Adm:rai Kotto set

A -s'fnps in the wnmty as it advanced The Space Marines verified this, the
=53 powerful surveyors onboard their vessel could find no enemy targets.

In 'tﬁe' vangu'ar'd s wake fallowed the aruiser-group, the mainstay of Kotto's
ﬁgmmg force As the Star of Cassiope/a, Black Duke and Hammer of Thrace
powered towards their objective, no attack came. The Tau fleet was simply
nowhere to be found. In response, several of the escort squadions were
detached to begin patrolling for enemy vessels, but they found nothing too.

~ ‘Maybe the Tau had abandoned the system 1o its fate, fearing to face the
‘miaht of the Imperial Navy, or maybe it was a trap? Regardless, Admiral
“Kotto proceeded towards Taros with due caution.

- Theexpected fight to gain low orbit and allow the invasion forces to
~ disembark never matenialised, and the Imperial fleet moved steadily
R onwards. It seemed there would be no attempt by the Tau to halt the

invasion in space, as with each passing minute it became clearer that
there was no Tau fleet around Freed from defensive duties, the War Talon
powered up and raced ahead, the Raptors commanders keen to begin their
planetiall operations. The War Talonand her escort were the first to arrive
in fov orbit over Taros, the rest of the flest keeping a safe distance until the
Space Marines had completed their mission

Missile Silo Decima
For the fandings on Tarcs, the Raptors Chapter had pledged its 39 and 6™
- Companies o the Taros invasion force. Under the command of Captain
‘Orelius, the strike force would also be supported by elements of the
* Chapter's armoury and fleet, including the firepower of the battle barge
“War Talon.

“The mission assigned 1o, and accepted by, the Raptors was of critical
‘impartance to the Iandings. They were to.ensure that a planetary defence
- missile silo, the only one identified in a position to threaten the invasion
lleet as it held a geo-stationary orbit above the landing zone, was
destroyed. Code named *Decima’ for the operation, the silo was targeted
for destruction.

SRS e e

landings or the foliowing campatgn. It was a fisk thnt could rto! :
Silo Decima must be netralised before the main Impeuai Guard landings

the danger of even a single opetational sit suniving and then sconing
a successful hit on a troop transport meant that a strike foice had 16 be
asmgned 10 make sure no silos were able to fire on the invasion fieel. Il

was no guarantee of success unless there were troops on the groﬂnd. Tha.
underground silos were designed to withstand the heaviest bombardmen

the missiles within beyond use. High Command deemed Silo Decima ta be
the single greatest threat to the invasion forces and it fell to the Raptors™
battle-brothers to lead the way and destroy it

The commanders agreed that Sifo Decima would have to be taken by
ground assault: The Raptors would be the first Imperial troops to land on-
Taros, and the 3 Company of the Raptors Chapter, led by Captain Qrelius,
and later reinforced by the 6% Company, would be respansible for this

vital mission. Only when Silo Decima was eliminated could the Guardsmen ;
waiting in orbit start landing AL

The operation was to be a swift surgical strike directly from orbit; there
would be no supparting armoured vehicles to assist those on the ground.
The objective was simple, to destroy the missile silos at all costs. Once
destroyed, the 'Objective Achieved' signal would summon the Chapters
remaining landing craft to reinforce the ground forces with the 6™
Company and heavier armour, Once landed, the Space Marines would be
ready to strike overland or counter-attack any enemy maoving against the
landing zone,
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 whale mission In [eopardy. Before the ma
 therefore, the Hydra turtet would need to

“The 37 Battle Company, being of standard €

ntelligence Gathering
With fiis invasion mission now confirmed, Captain Orelius set about
gathenng all the intelligence he could about the target and its defences.

; 7 "an_mﬂm.ﬂigh Command staif’s earlier work there was already some

-~ relevant information available to aid the Space Marines' attack.

i ﬁ_r_;e of the documents unearthed by Curator Adept Skel's search was a

- Departmenta Munitorum construction report that was almost a thousand

~ years old, and described the construction of a missile site by a penal labour
oips. It gave detalls of what the site contained: two underground missile
. slos; a command bunker and two personnel shelters with enough room
. fora hundred strong silo crew and security staff. Extemal defence works
 included a minefield, ditches and razor wire, 2nd an anti-aircraft position
equipped with a Hydra turret, as well as other vehicle shelters and stores.
- Most of these would be below ground, making them difficult to destroy
‘with conventional artillery; even the War Talon's bombardment cannons
- might not penetrate deep enough. Amongst the data recovered wera also
thiee faded vid-slate images of an inspection made by the then Planetary

- Governor of the site after it came into service. from these images and the

construction report, a relatively accurate map could be created of the target.

Altacking the site based on only second hand ancient information was nisky
‘What if the regime or the Tau had upgraded the defences or increased the
size or the number of silos? It was not unreasonable to assume that, given
the planet’s renegade status, the Planetary Governor would seek to increase
his defences against an outside attack. Captain Orelius needed some first
hand information he could rely on

Before any of his battle-brothers were comiitted 1o the assault, he would
send the available Scouts to the surface to reconnoitre the site and relay
their findings. His strike force was supported by only ana Scou squad and
they would be the first 1o deploy, before any sombardment of tha target
began. The Scouts’ mission would be 1o survey the site from 3 distance and
relay that information back to the War 7alon for final adiustments to the
attack plan,

Planning and Training

?n board the Wer Talon, Orelius and bus senior battle-bro
0f the coming battle. This assault was the sort i i

for alf thelr lives, but it still required detailed p|aorfnr:;;?[?;§a ?;?;r;.ned
training in the use of melta-bambs and demolition charges, 25 veell : i
fire and movement routines and Thunderhawk disembarkation driii .5.
practiced time and again aboard 1 i
his men were ready.

thers prepared

o the anti-aircraft defences. These w
S thawk gunship fult of

odex Ast;

contained two Assault squads trained to use jurip :

cperatibns from high or low ahitudg.,_q single ﬂtsiauitsqsmf .
committed 10 attack the Hydra emplacement and they woulc s
wave, led by Veteran Sergeant lgis and deploying from 3 Thundamans
gunship at high altitude: Such deployments are usually mada
altitude, to avoid the worst effects of any ground fire, it given:

of the target, Orellus cammanded that the Thunderhawk stay ;

the maximum known range of the Hydra’s autocannon. This way
Thunderhawk carrying the Assault squad could approach with ikl
The risk of the Space Marines being hit whilst In free fall was judged
than that of a Thunderhawk being destroyed or so badiy damaged

be forced to abandon its mission. R

The Assault squad was fo land as close to therr target as Was ;eaﬁm
possible, rapidly overcome any Tau or traitor resistance and set melta-
charges on the Hydra’s turret. The time the Assault squad jumoed from
Thunderhawi would be designated as Z-haur and then alt other timngs G
the operation against Silo Decimus would be taken with Zhout 35 the
from which to count from. The Scouts would faunch in drop pndsz
-105 and land at Z-hour -102, gving them less than an hour minutes
after landing to get into position, observe the taiget and report back
findings. The second wave was scheduled to attack at Z-hous +6, giving
Veteran Sergeant Igis and his nine Space Marines just six minutes 1o
out the AA turret. A T

The second wave would comprise the main strike forces two Thunderhesk
gunships each carrying two Tactical squads and a Deyastator squag,
designated as Strike Forces B and C respectively. The Thunderhawks woud
land their cargoes inside the battery perimeter, then the squads we
disembark 10 attack the missile silos themselves. A third Thunderhawk
would land just behind them carrying Captain Orelius and his Cammian
squad, along with other vital support such as Apothecary, Techmarines,
eIC, and a reserve force of 3' Company's remaining two Taclical

This was designated as Strike Force D and had a flexible role ~

either of the attacks should they mest with stiff resistanc I

plan they would not be needed for the main assault and could)

establish a secure perimeter an the ground after the silos were

The final squad of his company, the second Assault squad, was

the War Talon to deploy with 6 Company :

The plan for Strike Farces B and C was simple. The two Tactical
would advance on the silos under dedicated covering firé fio
*upporting Devastator squads. Once close enaugh they wol
demolition charges on the silos" roofs, then fall b

the squad sergeant would datonate the charges,

Prevent any missiles being launched. -

With their primary objective complete, 3" Company would
thrr_:ugh the rest of the silo site, eliminate any resista
pedmeter biefore reinforcements and vehicles from 67

all; it vas estimated the entire operaﬁon"mu ake jus

Z-hout to complete and secure alf objectives.




simple mapping-up operation. W’th luck; the demolition charges would not
b needed atall and the War Talon’s big quns would knock out the missile

* silos with direct hits. This was unlikely though, over such long distances
‘destroying & small armoured target would be difficutt

_'.wm!st lhe gunners prepared, the flight decks and launch bays of the War
Talon were a mass of activity. Four Raptors Thunderhawks stood ready to
begin the invasion of Ta:os, their fuel tanks full, every system checked and

~ double-checked, Each individual Space Marine was also prepared for battle.

Hs power armour sult was calibrated for desert environments, adjusting

10 99% =fficiency regards water recycling and maximum heat dissipation
Bolters and heavy weapons wete test fired on the ship's range before being

.lssued and extra ammunition, grenadeas, knives, chamnswords and balt

pmis were handed out to the files of armoured battle-brothers. Finally,
cach Tactical squad was issued with two bulky demolition charges, with the
squad sergeants being given the detdnators so that if any of them were

~ slain in battle, the mission still stood some chance of success.

:-B_éfpfg embarkation, the entirety of 3 Company stood shoulder-to-shoulder
in ranks as Captain Orelius addressed them. In a rousing speech he ordered

Thundethaws gunshaps 10 aviait launch.

Planetfall

Before the bombardment started, operations had already begunwit’n the
Scaut squad in their drop pod launching on schedule. it made planetfall
safely and the Scouts moved out across the sun-scorched landscape,
disquised by their cameleoline cloaks and carrying heavy suwelllam:e
equipment, as well as their sniper rifles.

Once in position, the squad set up their equipment and began beaming

a secure transmission back to the War Talon's operations room. fnitial
intelligence was correct, the site contained two silos and an AA turfet, hut
the outer ring of defences had been improved with the addition of turret
gun emplacements. These heavy weapons might pose a major threat to
landing Thunderhawks so, as Captain Orelius watched the relays aboﬂrd hrs
vessel, he adjusted his plans accordingly.

Raplm Scouts land in the desert ahead of the majn attack
i_!?.wirmﬁs}m was 1o report on fhe missife ss."as defences and then observe the. orbﬂa! bombardmmr




Power Armour
This Space Marine wears a suit of Mk VIl power armour, sometimes

 ieferred 1o as Armorum Impetor’ or ‘Aquila’ pattern armour, although on

particular set of armour the Chapier’s artificers have replaced the
tplate with one converted from an older Mk V sult, with the re-
igation of the chest eagle and the power cables relocated to the interior.

- All marks of Space Matine armour have many variants, Some do niot retain

all their original features; others, &s in this case, utilise parts from different
marks of armour. Each set is usually personalised by each Space Marine,

R

-~ and s revered a5 a holy relic of the Chapter Suits, or parts of suits, can be
- very old and have often been reused many times.

Like all power armour, this suit contains an exoskeletal array of actuators
and fibre bundles which replicate muscular commands via a neurone
interface that literally plugs into the wearer's spinal column (via his black
Garapace) to his motor nervaus system Through this interface the heavy

- armour becomes part of the wearer and responds to his movements and
-~ mind-impulse controls without adding any encumbrance despite the

suits weight when inert. The muscle fibre bundles and actuators actually
Increase tfe (already considerable) strength of the wearer, allowing him
to lift heavier loads or jump greater distances than when not wearing the
SUit, 50 that whilst appearing heavy and unwieldy, this Space Marine will
experience little burden regards weight as he fights and retains almost his
full array of movement and agility,

The outer layer of this powered armour consists of shaped admantium and
plasteel plates, encased in a ceramite ablative layer, designed to deflect as
well as absorb the energy of incoming blows. The shoulder pads of this suit
also contain small auto-responsive plates, which burst outwards due 1o a
micro-explosion to counteract the energy of an incoming attack
Beneath this layer of armoured protection lies the intemnal workings of
the suit's life support and combat systems. The lower back holds a liquid
high protein food store which, when combined with the Space Marine's
genetically enhanced metabolism, produces na waste and keaps a Space
Maring's bady functioning without the need for any other nourishment
During battle there is therefore rio need for this Space Marine ta stop 1o eat
o drink as the suit provides all his nutrition. On top of this, the suit also has
its own back-up power supply and a solar array to recharge this, meaning
the suit can operate for a shart time without its backpack

A detox injector with five doses is also built into th
armour. This will counteract the effects of most COmmon poisons and

10uins. The infecior can alsa be used for stimulants and, in contravention

ot Codex Astartes quidelines, some Chapt /8 Use
j : 1€s, some Crapters have used it to adming
combat drugs. o

e 5pace Manne’s power

The palm of the gauntlet centains sensors 10 read infirm
vieapons held in the Space Marine’s hands, and tn pass
{dzntification codes to the weapons. Without the proper
Marine's boltgun will nat function. The soles of the boat

ation from
genetic

code, this Space
5 are magnetic, as

50

e A

\PTORS TACTICAL

so

wall as being constructed of a micropore adherent COMPOUN; reanee _
a Space Marine il not slip on even the slickest surfaces. This Magete
function can be turned on or off as needed, R
2. Backpack

The main power source for the power armour iS situated in 115 backpack Tra
highly efficient sub-atomic core within this provides the power for af of the o
power armour’s internal systems. The suit also contains a reserve %m :
a back-up micro-solar panel array in case of emergencies. The reserve ower
source can be recharged via the solar panel, and when fully charged st
be enotgh to last a month {with all non-vital systems used by the Space
Marine disabled) without the need for major maintenance o 1esupplying

Thermal waste dissipaters form the characteristic nozzles an the backpack asd
the thermal waste from these can be used as limited manoeuvring thrusters

in zero gravity. The backpack also contains this suit’s oxygen supply andas
purification system which aliows the wearer ta breathe in toxic ervironmente.
Combined with a Space Marine's multi-lung implanit, the wearet can opefate
unhindeted in any atmosphere, as well as underwater and In hard vacuum Ar
intakes are also situated on the backpack.

e AL By s
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The lower part of the backpack is the
temperature regulating system. In combat,
with the suit functioning at maximum
capacty, hieat can build up rapldly and
cause problems for the Space Marine
Settings for heat control can be adjusted
depending upon what environment the
suit Is operating in, obviously retaining
more heat in cold conditions or in

the -278°C of deap space than in

hot canditions. On Taros, this suit will

he optimised for the planet's mean
average temperature. Within the

armour the wearer will experience enly
minor temperature fluctuations as the

suit maintains the comrect temperature

to keap the Space Marine operating at
peak physical efficiency

3. Boltgun

As a member of a Tectical squad, this Space
Manine's principal weapon s the boltgun This
weapon is a standard model Mk IV with a sickle
magazins tontaining twenty balts, Each bolt s a
rockel propelled, armour-piercing, mass reactive
explasive round. Bolts explode after penetrating

a target and are capable of destroying small
vehicles, as weell as having a devastating effect on
infantry, The weapon has single shot and semi-
automatic settings, firing a burst of three bolts in
quick succession. The boltgun also includes a palm
print sensor for genetic identification cading

Biother Kalius of the Raptors Chapter 37
Company. He is a veteran brother of 272
Tactical squad, seen here deplayed for the
atlack on Silo Deama,
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an al Comfms
to block enemy attempts to lisien in
ht eve als includes a range finder,
‘or foe! Upgrades 1o the helmet's
jon in Devastator squads, but not

nation including maps, waypoint markers
can be used to call up weapons data that is passed
the weapan's grp and the palm of the glove. Primarily, this would
munition counter display, but it also gives emergency wamings
ting and other malfunctions: This helmet also incorporates
aification up to x4 which, when combined with the wearer's
 Implant, means a Space Marine sees very well in most conditions.
or also includes basic infra-red scanning.

his auto-senses, the Space Marine can access the full diagnosis
fie armolir’s operating slatus and relay information about the external
ehiironment.suth:as atmospheric composition, barometric pressure and
the presence of harmful chemicals and toxins, etc. Diagnostic sensors are
positiened in various places on the suit to scan for such information

The helmet can also display biological information about the Space Marine
imself such as his current heart rate {for both hearts — Space Marines have
- two), blood pressure, toxin levels and the workings of the Larraman’s organ
L Of O_oiitic Kidney 10 assess internal damage These hio-status read-outs can
 aka be broadcast ta Space Marine command units for monitoring each
. battle-brother during battle and training.

- Aswell 35 containing the communications equipment, the helmet's

- earpieces screen the wearer from sonic attacks and include amplifiers 1o the
Space Matine's Lyman's ear, giving sharper hearing and allowing the Space
harine to fiiter out or enhance specific sounds. The benefits of the Lyman’s
ear also means a Spaca Marine is unlikely to bacome dizzy or disorientated,
even when hit by strong blast waves. ;

The grill on the helmet contains a microphone, allowing the wearer to talk
normally through the helmet or amplify his voice over a shart distance,
semetimes useful in the din of battle. If the atmosphere allows, the grill can
open to fet the wearer breathe it instead, thus preseryi ng his air purification
equipment or intemal air supply until it s required

Finally, the helmet visor incorperates an auto-reactive phato-chrematic visar
that protects the wearer from light level changes, dimming or blacking out
completely should the wearer be exposed to sudden, dazzling light

5. Relic and Insignia

Strapped ta the left shoulder pad are two engraved skulls. These are hol
relics which may have been added by {or in recognition of) the former 4
awners of the armour, fellow squad members killed in bartle or are those of
worthy foes caried as tophies, Many such sub-cults exist th reughout 1h- :
myriad of Space Marine Chapters, with each following its own riua' z
traditions, often inherited from the Chapter's recruitment world The?earz!ics

will be gjhi from the Cor pany Chapiﬂ;l’l fewards fo lon
Wigdg s f i 3
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 The lastonchst el o  the symbolof s
1o the Emperor. Such chest eagles are common

'me"napmis Chapter badge is a white eagle’s head, Itis
shoulder pad (the beak is just visible) and is repeated on

The right shoulder pads bear the Tactical squad markings {jar !
and the squad number in rornan numerals, in this case the second [ 3y
squad. Underneath this is a name scroll. This personal cloth seral

the Space Marine's name and, like all the HOH‘COdexl adﬂi'iims i
armour, will have been assigned by the Company Chaplain 1o e
the Space Marine's faith and morale _ ;

The badge of the Taros Campaign (ie, crossed spears on a red dise) m

been temporarily stencilled onto the left leg greave and helmet 1hs i

symbol would be carried by all the Emperor’s forces fighting on Tars,
regardless of which fighting arm or organisation they were fmm,h@mg-__:
to identify the forces as loyal duning combined coerations, ft willba
remaved at the conclusion of the campaign. :

As a veteran this Space Marine bears his own personal heraldry: a shislf.
pinned to the right shoulder pad, bearing a sun symbol. The meaning of -
this is unknown, but it may hark back to a time before this Soace Marine
was recruited s

Finally, this Space Marine’s boltgun has twelve kill markings scored ofto
the weapon's case, probably from previous missions. :

6. Grenades and Equipment

in addition to his boltgun, Brother Kalius carries cthermmbat‘equﬁpn@d‘ !
as hanging from his utility belt are two fragmentation grenades. Haalss
carries three spare magazine pouches for his boltgun. The cylindsical _
object hanging from his back, below the backpack, is harder to identify
Given the nature of the Raptors’ first mission on Taros, this may wellbes
shaped demolition charge carried to destroy the missile silos. Not visble :
here the Space Marines would also have been carrying krak grenades.
and may well also carry a bolt pistol as a secondary weapon e

7. Combat Knife i
The Space Marine's last weapon, and his only close combat weapon, it
his combat knife This highly ornate piece, bearing a dedicational e2ge
crassquard, heavy pommel and a half metre blade is almost a shait
sword. Used for hand-to-hand combat, it is kept honed to a keen edge:

Its also used during the Chapter's ceremonies and rituals, and el
have been blessed before battle. [t is not a bayonet, cannot be fitted
10 the boltgun and must therefore be wielded by hand. Hand 1o
combat and knife fighting are part of every Space Maring's basic

instilling skills which will continue to be honed thioughout Brathet
SBIVICe 10 the Emperar
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10y
ds would take over Strike Force B's part of the mission This left
,_ﬂ ible. Teserve umhe ground 1o counter unexpecied enemy

C pan?was already on standby to re.nfcrce the assault and instead of
for 3% Company to secure the landing zane, Orelius requested two
'tt}cal squads immediately prepare for a drop pad launch and stand by

- Shozdd he need reinforcing at short notice:

lass m}nure ad) ustments to the plan comptete. Orelius boarded his own

 Thundethawk. the ramp closing behind him, The planning was aver, now it
- was time 1o fight, Dawn on the surface the Scout squads watched from a

safe distance as the orbital bombardment began 1o impact on the surface.

 Huge clouds of smoke and dust were thrown up in the desert as the flashes

of lance beams and great explosions tore through Taros” surface, It lasted
exactly half an hour as an area for five kilometres around the site was
smothered in heayy explosions. What damage had actually been done to
1he silo site was impossible to tell though through the veil of thick dust.

Onhoard the War falon the four Thunderhawks recelved clearance to

~ faunch. Rocket engines blasted into life as one after the other the gunships

sped from the Isunch bay and headed for the surface. The first Thunderhawk
1o pass through the heat cf atmospheric entry was that carrying Strike

Force A, Inside, ten heavily armed Assault troops, each with a jump pack,
chainsword, holstered bolt pistol and a bandolier of melta bombs stood
ready. Following instructions from the cockpit, each battle-brother waited in
silerice for the order 1o jump,

Its nase still red hot from the stress of atmospheric entry, the forward hold's

rear ramn was lowered, blasting all inside with a rush of air. The first squad

* members stepped forward to the edoe, each powering up their jump pack

The impact uf hmmg it was severe, a-nd pach man foug
flipped to tumble unmntroliahly by it As the. fnrces of 9: ;

the plunging descent, the braking power of the jump pa(k werting huge ;
gravitational pressure on them, pressure that would crush a normal man,
but prmected within his power armour and by hts genetkal'r; enhanced

his descent. Using the jump pack’s thruster controls, he could the qu
himself directly onto the target to a safe landing. From jump fo plane’t(&ﬁ, f
the descent took no more than sixty seconds.

The Assault on Silo Decima
As Strike Force A landed, they came under sustained fire from the Hydra

smplacement, Explosive autocannon raunds began to kick up the dust
and tracers flashed past the Assault troops. Unable to hit their attackers
in the sky, the AA gunners had waited and now rained down a hail of

shells, all four barrels of the quad-mount thundering. Despite the heavy
orbital shelling, it seemed most of the defences had remained intact, as

had the silos. The area was scarred with smoking impact craters, butthe

bombardment had scored no direct hits. All svas not lost though as the
craters would provide vital cover for the followang assault

On landing, Veteran Sergeant Igis found himself in one such crater Twa
of his squad had already been seriously wounded and there was no time




A Raptars Tectical squad mops us resistance after destroying Missile Silo Decima, clearing the way for the invasion fleet to move intp ortit.

- 1o waste. The qrater offered vital coves, but his Assault troops needed to
* silence the gun before the other Thunderhawks arrived. Gathering the
. men immediately around him, Veteran Sergeant lgis ordered them to
maove fonwards belore Iaunching himself over the arater’s rim. The heavy
 fire was intense, the autocannon barking as their grazing fire flashed
across the desert. As the Space Marines rushed forwards, several more
“were hit, the force of the rounds knocking each one clean off his feet.
« Weteran Sergeant Igis was the first to amive, bolk pistol in one hand,
" melta:bomb in the other. in one mighty power-armoured leap he cleared
the emplacement parapet, ducked under the red hot qun barrels and
rofied 1 the base of the turret. He was quickly joined by two of his men
Igis activated his melta-bomb and slapped the magnetic disk to the turret
“Six seconds! ", he wamed over the comm as the otheis placed their
tharges and rolled away.

Within the turet the gun crew kniew what (o expect when they heard the
metalfic clang of the melta charge being fixed outside. The commander
threw open the hatch and leapt dear 25 the melta ¢harges detonated in
sequente; a tripie explosion that tumed the innards of the Hydra turret into
& feging inferno. Molten metal sprayed the compartment witkin, killing the
remaning crew before igniting the ammunition store. fragments of the gun
tuiret were thiown high into the air as it was ripped apart from the inside
Igis and his men dived for cover, thei power armour peppered with flames
and shrapnel, but most of the lethal hlast deared them. The first part of

the mission was complete. In all three Assault brothers had been Seriously
wiounded in the headlong antack. The others who had been hit were not
senously wounded, each had been saved by the admantium shell of his
amaour and would centinue the fight

how the distant sound of Thunderhawk jets could be heard growing louder,
and the sila’s security platoon, who had survived the orbital bombardment
In their undarground shelter began to emerge. A first they faced litte fire
only the bolt pistol rounds of gis' sunviving battle-brothers, wha werg nm:e
dlustered sround the brightly buming wietkege of the AA turret Then a5
the triple jet rear grew closer, hieavy bolter fire beaan 10.5ween the an;a
Following it the Thunderhawks raced in, slowed, then their hydraulic lana'ng

gear lowered and the aircraft flared back their nases before.‘m‘mgm
their ramps already opening and crashing down 10 reveal the Space ila
within. The Tactical squads rushed down the ramp and inta the batle,
boltguns levelled, bolter rounds slashing across the sila campuun;t il

The Planetary Defence Force security squads had seen enough and several
raced away rather than face the wrath of the infamcus Space Mannes. As
explosive rounds datonated ail around them, the rest saught mmufﬁﬂ_i’- .

Meanwhile, the Tactical squads advanced steadily upon their targets whikt

the Devestator squads took up their firing positions. Only seconds affer
landing, the Thunderhawk behind them powered skywards again, leavinga
thickening pall of dust swirling in its wake. e

Underground, in the silo command bunker, the weapon's controilers wes
frantically trying to arm and prepare the missiles for launch, it was stif@
face against time, however, as 1o whether the command bunker had 2 &
1arget, the War Talon stationed in low orbit above it. But could they et
their missiles launched before the silos were destroyed? e

Qvercoming resistance on the ground was simple encugh. The s

platoon had not offered much in the way of a fight after the first uneven
exchanges of fire. The attacking Tactical squads had lile to fear

lasqun fire, but the perimeter turret emplacements were a dif

These weapons were sighted to defend the base against 2 ground at

but they could also sweep the sila site with tremendous firepowe

Orelius had diverted Strike Farce 8 to engage them, hoping to use
Devastators’ heayy weapons to destroy the well-aimoured guns, 939 s
¥Were 5000 engaged in a keayy exchange of weapens fie. '

Meanwhile, against only light resistance, Strike Force C had reacit
12iget silo. Having cut through the encircling razor wite with their
knives, the squads were planting and fusing demolition charges.
silo was doomed, The second silo however was holding out due
of the turiet em placements, but as the Devastator 53 10
€793g2ment, destroying the turrets with kiak m

the Assault units were closing in on it toa.




e f1he fisst sila bemg destroyed, The shaped
xplosions 0 ma‘dermﬁu&n charges sphnte:ed the reinforced plascrete silo
it o collapse and choking the missile Jauncher tube within
: Any attempt o launch now wou!d be a catastrophe, causing
i the mrss to explode inside. Realising they had the fost the race, the
mmand hunker crew abandoned their posts and fled. Soon the Raptars
Space Marines would be blasting in the bunker doors and Sweeping the
interior with boltgun fire, and the command crew had decided to flee rather
than face certain death

Target Decima had been taken. The second silo was destroyed soon after
the first: the last remnants of resistance either surrendering or fleeing. It
had been a frantc baitle but the Raptors” casualties had been light: one
dead. five seriously wounded and twelve lightly wounded. Captain Orelius
suveyed the smoke-blackened scens, the dead lying scattered in the sand
where they had fallen, his Space Marines moving quickly into new positions
1o defend the site’s perimeter. Upon hearing each squad report in-and
declare their area of the perimeter secure, he contacted the War Talon with
instructions 1o faunch 6% Campany

Reinforcements

The rest of the Raptors 6 Company arrived in a flight of Thunderhawk
Gunships and transporters, setting down inside the silo site perimeter to
unload men, vehldes and fresh ammunition supplies. They had run the same
operation countless times in the past, and quickly, smoothly and without

a hitch, the Space Marines prepared for the invasion following behind

them They had cleared the way with the kind of ruthless efficiency only the
Adeptus Astares could provide

Even as the custodians of the strike forces’ vehicles climbed aboard their
charges and awcke the machine spirits within to life, the Taros invasion fleet
weas moving into'position in orbit. As it did so, Orelius and Kaedes awaited
new orders. Their task now was 10 sit tight, and should any enemy force
threaten 1o attack the landing site, they would launch a fast, armoured,
counter-attack into them. They had cleared the way for the Impenal Guard -
transports, now they must act as a spcurity shield around the landing zene

Imperial Guard Landings
With the mission objective complete, the signal fram Captain Orelius was
the cue for the first invasion transports to move into low orbit and begin
thair own landings. The first Impenal Guard treeps to land in enemy termtory
on Taros were 1o be infantry companies of the 171" Tallam regiment. Many
ielt the elite Storm Trooper companies, specially trained to spearhead

- the inyasion, should be deployed, but this faction in De Stael's staff was
overruled, Lord Marshal De Stael wanted a rapid build-up, more men, more
heavy weapons, mare vehicles and tanks. A Storm Trooper company offered
good infantry, but could not provide the heavier equipment. General Barim-
Abas of the 17" Tallarn felt that his men had the experience, training and
equipment to perform this mission admirably.

The original plan had required encugh landing craft to put dowr three
entire Imperial Guard regiments in the first wave. Fleet Admiral Kotto had
been unable 1o supply the vast numbers of landing craft required 1o fulfit
that plan, instead, the fleet had enough fanding craft for just over one
!egln‘enl The others would have to wait their turm

Bnboard the sister transports fn'penus Javelin, Gauntlet and Aavil, in excess
ol ten thousand men of the 177 Taliam regiment were being transferred from
their berths to the landing craft and, as well as the men, came their vehicles,
N@mmt and supplies. The men destined for the first wave were equipped
wath full combat loads, armour, grenades, extra ammunition, rations and

the back of each assault company was a Cnmmmar , bringing up tt_te |
force any malingerers out of the fanding craft and into battle.

Whilst the three tiansperts moved into low orbit, the fieet’s escoﬂ ships
tock up patrol stations and the larger cruisers piquetted the Surrwndmg
region of space to defend the waiting fransports against any sudden atlack.
The Righteous Pawer herself stayed in low orbit watfy the lead transports,
ready 1o provide orbital bombardment. Aboard several of the landing craft
were Imperial Navy shore parties, led by Navy officers from the Rightecus
Power They were there 10 act as llaison between the Impenial Guard and
the fleet and as fire control teams should resistance be strong enough for
the Righteous Power’s guns to be needed. Also onbeard the battle crulser
was Lord Marshal De Stael, in place to oversee landing operations unti he
could transfer his headquarters 1o the surface

After a bumpy dascent through the atmasphere, it seemed De Stael fiad
chosen his southern landing ground weell In the deserts of Taros’ Aestus,
there was no resistance and the landing craft, each packed with men and
equipment, were not fired upon, meaning that when the great Ioading
doors opened and the ramps fell, crashing into the desert sand, the men

of the Tallarn 17" marched out into scorching Temperatures and bright
sunlight to find there was no battle, infact the enemy Was nowhere to be
seen. As the landings proceeded, not a single shot was fired and file by file
the lead companies of Imperial Guardsmen marched down the ramps and
into the savage, dry heat of Taros. With their officers barking orders the
disembarkation was orderly and quick and, immediately upon landing, the
companies began to move forwards to begin forming a defensive perimeter.

Following the lead infantry came the first tanks. One after anather Leman.
Russ rumbled down the ramps and follawed the men to form strorgpoints
in the new perimeter. De Stael listened to the reports from the surface of
an unopposed landing — so far so gaod, but the enemy might already be
reacting and mustering a counter-attack force. De Stael needed ta seize this
opportunity and reinforce as rapidly as possible, he didn't know how long

it might last. Company by company the 17" Tallar landed. disembarked
and marched away from the landing zone. Once unloaded, the landing craft
blasted off and returned to dock with the other transports now moving into
low orbit to begin the process again: The 89" Tallarn would be the next
regiment to land and wath them the transports repaated the same process

it had instigated with the 17" Tallam The invasion force had its {oothold:
Now it needed the extra forces and supplies to continue ta hold it

Whilst the regiments of X Corps began the long process of transferming
everything from orbit 10 the landing zones, the Raptors Chapter had already
completed its landings. The entirety of the 3 and 6™ Companies, and all
their vehicles, were In position surrounding Sile Decima. Captains Orelius
and Kaedes placed themselves next to the task force’s Damodles Rhino and
listened 1o the incoming reports. The invasicn was progressing as planned.
No engmy contact had been reported —yet.

As [t turnied out, the Raptors assault on Decima was the only combat

on the first day of the Taros invasion. It seemed that the enemy had

been caught by surprise by the landings and had no forces positioned

for an immediate counter-attack The second day might see the expected
attack materialise, but the longer the enemy left it, the stronger the
Imperium's forces would become on the planet, and the harder it wau!d
be to remove them.
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: bagged posmcns, their artillery batteries
Russ half buried in the sand, ‘were ordered 1o begin
ance operatians, The Sentinel companies and selected infantry
squads were to launch long range patrols out into the surrounding desert
could find any evidence of enemy activity or bulld-up. The
sffort was to be concentrated northwards, the direction the eventual
advance would ao. As well a3 reporting enemy sightings, the patrols would
also provide useful information about the terrain the regiments faced and

i 'thefrm‘ﬂles ofadvance.

: Meam\m:la, behind the 17" Tallarn’ s front lines, the landing zone was a
hive of activity. Landing craft were cantinually touching down or taking off,
with Sentinel powerlifters stomping to and fra carrying ammunition crates

~ and fuel drums. Trojans were dragging fuel and water bowsers between

the ships and the supply dumps, and through all this marched columns of
men, mostly Tallasn infantry or Storm Trooper platcons, heavily laden with
their own fighting kit, or wretched Departmento labour squads, dressed in
rags and carrying shovels and picks whilst tanks and Chimera squadrons
rumbled through the desert in neat lines. De Stael’s build-up was now in
full fiow.

On day four, the first of the Munitorum labour corps was landed and
immediately set 1o work constructing an aircraft landing field. The first of
the Imperial Navy fighter squadrons, the 386", was awaiting onboard the
Hammer of Thrace for supplies to be put in place before they could transfer
to the surface, This was a prionity task as the addition of an Impenal Navy

- Fighter squadron would add greatly to the invasion force’s reconnaissance
assets. Able to range far and wide over the desert, they could seek out
enemy forces at far greater ranges than the Sentinels or Armoured Fist
squiads already operating there,

for De Stael the landing was a trumph of organisation as the feared Tau
counter-attack had never come. The force build-up was going well and,

of course, there were problems to be solved: congestion in the landing

* zone men of landing craft becoming lost or arriving at the wrong location.
Already water supplies were a problem, but the 1anker Empress of Svedeg
was now in orbit and unloading 1,000 tonnes of water a day. At this rate it

many from the Tallam regiments on the perimeter to aid althe ‘
zone. The knock-0n effect ot this vias that the TaHarn regimm!s had

hated of duties, but whilst the enemy mdn‘t-ana_ci, this I_ri_elﬁc_lem Use 0
combat manpower was not a problem for the 4621* Army,

Supplies of all kinds were now pouring onto Taros: fuel, food, medical
supplies, communications equipment, sandbags (by the thousand),
replacement vehicles, feed for Rough Rider squadrons, tents — small,
medium and large powercells of all kinds, spare track links, spades,
pickaxes, jerry cans by the pallet load, razor wire by the kilometre, mines
and fuses, right down to boxes of shiny new medals. The landing operatian.
was vast, but even with his first threa regiments now in position De Stael
was in no hurry to start operations on the ground, The more menand
supplies he got in place, the better his ultimate chance of success. (n afl It :
took nearly two weeks to move everything down to the planet’s surface;
two weeks in which the enemy made no sign of attacking

After being on standby for three days, the Raptors Space Marines were
withdrawn back to their battle barge. They had completed their mission
and enough Impenal Guard forces were now in place to resist any attack
long enough for the Raptors to re-deploy if needed. The only Space Marine
squad to remain on the surface was the lone Scout squad, who were to
assist in the pre-offensive intelligence gathering. '

The Imperium’s forces were now securely on Taros and, amazingly, barely a
shot had been fired Reconnaissance reports indicated some enemy activity
in the deserts — traces of Tau movement or accupation were found, but as*
yet there were no definite sightings. If the Tau were out there in the desert
then they were playing a patient waiting game, It was De Stagl's next task
to find them and bring them 1o battle.




Qice 3 secure fanding zone had been established on Taros, the Imperium
.~ did not make its move immediately. Instead its forces set u p a strong
delensive perimeter around the landing zone and began to reinforce and
stockpile supplies; a process that lasted two weeks in the oppressive heat
In the meantime, the Tallam regiments launched Sentinels and long-range
infantry parols into the desert {o reconnoitre along expected routes of
advance They encountered nothing. Wherever the enemy were, they were
obviously husbanding their strength and refusing to commit to battle

The second weak's build-up saw other Imperial Guard regiments and more
Departmento Munitorum units land. Airhases were rapidly constructed by
hundreds of indentured workers shipped-in temporarily - forming work
crews that toiled day and night, they cleared vast stretches of the rocky
landscape upon which landed Imperial Navy aircraft deployed from their
cartiers in orbit. The 23" Elysian Drop Troop regiment were amongst

the first to arvive and started the long process of transferring their three
thousand men and one hundred and eighty aircraft to the surface.

Only when everything was in order, X Corps was in place and the supply
stackpiles were large enough would Lord Marshal De Stael mave from his
defensive posture 1o an offensive one. The agreed objective of the ground
offensive was to capture Tarckeen and the starport, and his secondary
objectives were 10 find and kill the Planetary Governor and destroy all Tay
forces on Targs.

The city of Tarckeen wes situated on the Iracunda Isthmus, a strip of land
between Taros’ two major seas. Iis location gave De Stael's planners 3
problem as the city was cnly approachable by graund forces from the west
or the east. The eastein end of the lracunda Isthmus was very narrow (less
than fifteen kilometres wide) and fepresented a dangeroys bottleneck for

the largest regiments. Tau forces could easily block this route of adyance

and force a stalemate, and with no room to manoeuvre, only costly direct.
assaults would break through to the city beyand and De Stael did nat
believe he had the men required for such brutal, attritional wariare He
decided instead to concentrate his efforts on the western end af the =
isthmus, which was wider and should allow the Imperial Guard's numbers
and firepower to tell. S

Before the offensive could begin there was a High Command staff
meeting onboard the Righteous Power which Lord Commander Gustawss
attended in person. He was concerned that not threatening the eastem
end of the isthmus would allow the defenders to mass their forces at the
western end and make any breakthrough far harder te achieve. Gustavis
believed a diversion was required to draw any enemy forces away fiom
the isthmus and pin them down, if not by action, then at least by the
threat of imminent action

After a long discussion, it was agreed that a second aftack was ’Eq”ﬂd '
and De Stael adjusted his plans accordingly. For this new task the Lord
Marshal requested Space Marine Captain Orelius attend his next planie
council as the Raptars Chapter would be required again, thistimeto
launch a major armoured strike from the landing zone eastwards, cicid
araund the south of the scuthen sea The Space Marines” objective wat
be to draw Tau forces to them, and defenders to the eastemn end °f

the Iracunda Isthmus. The Space Marines need not seek to engage It
enemy in a decisive battle, but the threat of the Space Marines

if only for a while, would help the main northwards advance by
away resistance. : R

Captain Orelius and his felfow officers stronqly disagreed. His battle:

brothers were not being usefully employed if they were to

1y force! Vehemently opposed to such a waste




Captain Orelius declined the mission, but did offer to include his Space
- nes alongside the main advance, even to form the spearhead of the
~ first armoured thrust, rather than be *under-employed in a sidestow fo
the main campaign”, as he described it in his report. Qutraged by Captain
 Orelius’ refusal to sanction De Stael's plan, but unwilling to nisk the
complete ioss of his valuable Space Marines allies, Gustavus insisted De
‘Stael revise his plan,

g5 Instead of the Space Marines making the diversionary eastward thrust,

g the honour would fall upon the raw recruits that comprised the 3314
Tallar regiment; the conflict on Taros being their first action since being
founded. As unblocded troops, the 331 were best given an easier
introduction to war against a cunning xenos foe than be thrown into
the crucible on the front line. The objective would remain the same as
for the Space Marines, but their advance, being mostly on foot, would
be somewhat slower Stll; the whole of the regiment's men and tanks
matching through the desert should draw the Tau Empire forces to them
and out of the path of the main advance. Colonel Usfal Hamid, the
commanding offices of the 331, was summoned and given his orders
by De Stael, advance eastwards for thirty days then establish a new
defensive blocking position anchored against the south coast of the
Em-sal. The 331° regiment’s advance would begin on the same day as
the mawn offensive and should be pushed forward with both vigour and
agaression. Ultimately, the diversion had to look like it was the real thing

With the issue of the diversionary spearhead resolved, De Stael turned

10 planning his main northward offensive. It would advance on a wide

front, dnving north across the desert and then swing east onto the

Iracunda Isthmus, Rather than concentrate all his combat power 1n

one place, De Stael elected to spread it out. This would seem to go

Nt against the teachings of the Tactica Imperialis, but so far all De Stael's

intelligance reponts sugaested the Tau forces would not be numerous

=k enough to stop him everywhere If one sector of the advance was halted
by the Tau’s actions, then another would advance unimpeded. Overall,
the offensive would keep moving forwards. A broad advance with the
Tallarn regiments side-by-side would make for steady gains sa De Stael’s
offensive timetable called for the Tallam regiments to make an ambitious
twenty kilometres a day, but he expected that in some sectors along the
front, the Tau would stand and fight, and that sector would naturally be
sfiowed down or halted by combat. If the Tau committed their forces to
battle in one sector, then other sectots would be able to move faster. De
Stael’s staft believed an average of twenty kilometres a day should be
sustainable, especially as the Tallarn units would be operating in a familiar
enyironment. At this rate it would take sixty days of advancing to reach
the ouiskirts of Tarpkeen

With hils offensive timetable complete, De Stael turned to his supply
officers, enough ammunition, food and, most importantly, water must
be stockpiled to enable the plan 10 work. Reports shiowed that available
stockpiles were currently at approximately half this, enough for thirty
days, but supplies continued to flow from orbit unimpeded De Stael
decided that thirty days of supplies was enough to begin with, the rest

. would continue 1o follow as the offensive progressed. In hindsignt some
; - would guestion such an unwise move.

De Stael’s offensive strateqy would see X Corps of 46217 Army 1ake the
lead role It would involve the Tallarn Infantry regiments advancing, using
théir own Armoured companies and artillery to support the fead infantry
- platoons, The 12 Tallam At moured regiment would be on the right flank
 and the 3¢ Armoured regiment would be kept behind the front e as the
= Corps reserves, for deployment only if the oifensive started 1o stall.

17¢ Tallamn regiment on the west, 89" T&Hazn regimm

12% Armoured régiment on the east. Behinid them would fuilnw"ﬂ;e‘ 1
Armoured regiment and striking eastwards would be the 331 Tallar
tegiment. The other Impenal Guard regiments of X1 Corps, once they
had been landed, would be held as the stiategic reserve. Should this
offensive fail to reach Tarckeen, then De Stael wou.d turn 1o these umsf--
and a new plan.

The difficult attack on the eastem end of the Iracunda (sthmus would be
spearheaded by the Raptors Space Marines, with the Warhound Titans of:
Legio Ignatum, who at this point were still enroute, and the Tallara tanks
in support. The weight of this attack should catry the offensive through it
the bottleneck and on to the outskints of Tarokeen itself. Once in position:
around the city, De Stael would besiege the enemy, cutting off any water
supplies they had so far secured before the final assault with the fresh
regiments from X1 Corps.

For the thousands of men from Tallarn it would be @ long, hard march

in brutally hot conditions, but they would have tank support and their
artillery would constantly move up to keep the front lines in range. In the
air above them, the Imperial Navy would be flying combat air patrols and
bombing raids as required from their newly established airbases. The Tau
might slow them down and even gain minof victories, but the offensive
would press on, grinding ever forwards by its sheer weight of numbers.

The First Offensive — Sixty Days to Tarokeen, Day One

At 514998 M41 De Stael ordered his regimental commanders 1o begin
the long push towards Tarokeen, The offensive began with a sustained
rolling artillery bombardment all along the Imperium’s front fine as
mortars, battie cannon, Earthshaker cannon and Griffons leapt into life
and sent forth an intense barrage. Thunderaus explosions rolled across the
desert, the blasts coming so thick and fast that they merged into a single:
roar Pillars of smoke and flame shat skywards in a wall of high explosive
which crept, metre by metre, across the desert The relling barrage [asted
for thirty minutes befare the infantry began their advance, and even as
they rose from their dug-in positions the cutgoing artillery shells were still
whining and screaming overhead. Then, as suddenly as it had started, the
barrage ceased

Strung out in line abreast, the lead infantry squads began to move - da 8
forwards at a steady rate and alongside, or just behind them, followed the :
tanks, Leman Russ grinding across the desert sanid, engines rewving and
belching black fumes into the air When the front line reached the barrage
area, it was a landscape scarred by still smauldering shell craters, The sand
had been scorched black, boulders had been shattered lnto rubble, but
there was no evidence that the opening bombardment had hit anything.
other than the barren desert.

Regardless, the advance moved deeper into the parched wilderness,

a steady march that continued all day with still no sign of enemy

resistance. Some of the less experienced Guardsmen staited to think that
parhaps the Tau had already given up on Taros, and that the campaign
would be a walk over From the evidence so far they could have easily

be forgiven such an assumption and by nightfall on the first day the

forward units had covered the requisite twenty kilometres. As darkness

fell, the artillery pieces began to move forwards into new firing positians

— already the advance had outpaced their range and it would prove to be
a night-long task 1o drive or drag the weapons forwards, dig new firing =~
positions and prepare for the next day with fresh ammunition supplies « =«
from the stockpiles. s
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Leman Russ of the 37 Tallam Armoured regiment. This vehicle, the first of third squadon, was engaged during
the Battfe of Gladamak, and subsequently abandoned due to lack of fuel during the regiment’s withdiawal il

Chimera of the 174 Tallam regiment. This vehicle Is part of the regiment’s first Infantry company
{an Armoured Fist company). It is the second vehicle of third plataon,

1 Basilisk of the 331 Tallam Regiment. This vehicle has been painted a drab brown
in preparation for the war on the desert world of Taros.



A Basilisk and Bombard of the Tallam artillery regiments prepares for the beginning of the Tarokeen offensive

Day Two

The'night was as bitterly cold as the day had been stiflingly hot. Ice had

- quickly formed on many of the Imperial Guardsmen’s weapons during the
~ shorthours of darkness, but it would soon melt with the rising sun. Day
Two was little more than a repeat of day one, but without the pre-planned
‘olfing barrage. Such a high expenditure of ammunition could not be

i - maintained each day and instead the guns were put to a more efficient

use targeting locations it was believed the Tau might be occupying. As
the artillery and mortars opened fire once more, the infantry beqan their
advance: Morale was high as so far there had been no resistance, by mid-
morning, however, alf that changed,

The Tau were merely waiting for the (mperium’s forces to make their move,
Since the moment of the Imperial forces’ landing on Taros, their Pathfinder
squads and Stealthsuit units had been observing the deployment of the
Emperor's units, alerting the Hunter Cadre commanders as to thelr foe's
mast likely routes of advance. The Hunter Cadre com manders, following
shas'o R'myr’s instructions, were well hidden in the desert and waiting 1o
move forward and counter the advance They were formidably oquipped

for mebile desert warfare on Taros, with its wide open battlefields, and
engagements which commanly took place at long ranges, most notably with
raliguns and seeker missiles. Twenty four hours befara the offensive was

sel in motion crack Stealthsuit teams, operating in darkness and evading
Imperial Guard patrols, had observed the build-Up of equipment and stores,
and forecast that the Imperium’s forces wera feadying for an attack The Tay
fiad left no formations within artillery range, but their mecha nized Hunter
Cadres were well supplied with Devitfish fransports, meaning they could
move forwards and react quickly and decisively when ihe lime came

ttwas finally judged that the time had come on the second day of the

imperial oftansive for their initial assault- The Imperiat Guard infantry

and tanks had left their perimeter defences of sandbags, razar wire.
minefields behind and were now out in the open. All attacks would
swift and aimed at keeping the enemy at a distance, the objective vasto
inflict casualties then withdraw back into the desert and then reappéear
when it was most ad vantageous. With this in mind, the Tau forces e

in brief long range firefights all along the front on that second day, wit
the 17" Tallarn regiment suffering tha strongest counter-attack at an'
abandoned mining facility designated Tungusta Station. :

The Battle of Tungusta Station : i
At first light on the second day, the Tallam 17" regimen{_feswygid o
advance along its entire front The regiment's thrae Armotied e
formed the cutting edge of the advance, with squadrans of L
stretching out across the desert sands. Lacking Chimeras, the
would be set at the pace of the slowest element in the fot
Guardsmen themselves, and on the command of their officers 17
by the score from their hastily dug foxholes whilst alongside them:
gunined their engines and began to grind slowly forward. Behind
| the artillery once again opened fira from nie firin
pre-selected targets all along the front in another atten
destroy whatever might be waiting out in the desert.

As the combined forca of Armoured companies and Tallant inf
out, they encountered their first foe. In anticipation

: ped 1o intercept the Imperi
guided by Pathfindet teams which were already
Guard's preparations from a distance. The faster o 9
had also arrived in the vicinity of Tungusta Station only minufest
Imperial advance oy i




 and, using their markedzghts and seeker rnlssﬂes the Tau force’s return
fire immediately knocked it out, causing it to burn fiercely as the crew

- wmbled out of 1ts hatches and ran away out actoss the desert. Their
posiﬁtm compromised, the Pathfinders quickly withdrew on foot whilst
in the distance, on the edge of Tungusta Station, Hammerhead gunships

E i appeared and opened fire with their railguns. The whip-crack sound of the

: Tauweapom soon filled the air, foraing the sunviving Leman Russ to seek
cover, firing off smoke launchers and returning fire, their Vanquisher and
battle cannon matched against railguns in a deadly long-range duel With

 the armoured vehidles pre-nccupied in their own private battle, the Impenial
Guard infantry, led from the front by their commanding officer, Lieutenant
Kavir, pressed forward towards the buildings.

: :Ilf‘né"m_e_n'of 1 Platoon, 2> Company advanced towards the outskirts of
Tungusta Station only 1o encounter Fire Warriors supported by Devilfish
tioop cariers. A fierce fire fight ensued. Lieutenant Kavir was killed during

the attack as his command section was overrun and annihilated by counter-

attacking Crisis battlesuits, believed to have been the Cadre’s shas'el
‘commander in person. Without close armoured support, the Tallarn plateon
~ was heavily outgunned and called for urgent reinforcements, resulting

- in & Storm Trooper squad being ordered forwards to their location and a

" Thunderbolt fighter being scrambled 10 intercept any further incoming
enemy forces,

The armval of more Tau reinforcements, and alow flying Barracuda strafing
the batlefield, decisively swung the fight in the Tau's favour Out-matched,
1% Platoon fell back with heawy losses. Daspite the timely armval of the

As the Imperial Guardsmen withdrews frorn Tungu.ﬁa Statl
artilfery !'rre was directed onm !he bmldmgs. and fof sev

carrier behind. Next morning the advance resur_n_ed,_once mcte
Company’s 5 Platoon being ordered into the front line to re :
battle-weary survivors of 1*! Platoon; and before the marmng was ove
5™ Platoon’s cautious advance had captured the remains of Tbngusta
Station without further resistance.

temporarily stall them. As time wore on, such sudden, highly focu:
well- executed attacks all along X Corps’ front line became a daily hazat

12 Armoured Regiment's Advance 7
On the right flank, the 12" Armoured regiment was experiencing similar
problems. Tau Hammerheads and Broadsides, with their railguns and
mobility, excelled in these conditions and unbroken fields of fire allowed
them to target the Leman Russ squadrons first, before manoeuvring to
avoid return fire. Once the tanks were destroyed, the Chimeras carrying
infantry support were powerless to respond. Crews had to rely upon the
weight of the Leman Russ armour for sunvival, but against the fearsome.
railguns, it was not always enough. The ominous whip-crack of railguns
became a sound each Impenial Guardsman learned to hate and fear, The

i 5 Tau Mantas were umibyrau Emplze forces to drap haavy vehicles ;&e this
; _Hammdmd Guﬂsmp and Taur 8raads.‘de battlesui, behind knpenaffmes to candm'm:and !adearra{ki
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. the ganeral service uniform issued to all Guardsmen
g within Tallarn fmpenia! Guard regiments; regardiess of their specific
The fallarn desert smock is a piece of utility dlothing made of very
wearing natural materials which Usually hangs to just above the knee
nd cften has voluminous sleeves. This veteran commander has
smock by narfowing the sleeves, as unwieldy pieces of cloth are
when working within the confines of an armoured vebicle. The
o381t smock traditionally has no pockets; all items usually being carried in
Wwebbing pouches, backpacks of sling bags Issued to all ranks. Smocks
manufactured in 3 wide variety of cofours, including desert camouflage
ittems. Most are a brown or sandy yeflow colour, although there is little
standardisation even within the same regiment or company, whilst others
1ay be camoufiaged.

The traditional headscarf or ‘Shemagh', is the distinctive garmang of the
Tallam people and is wern by everybody from that world as a mas e G
social customn. The Shemagh acts as a protection againist the meﬂ fon
the sun’s rays, and In the hottest conditions is sometimes worn afies sy
soaked 1n water to help regulate body temperature and prevent eynas.
The scarf also doubles as a dust mask, wrapped across the face :': m‘ﬁuﬁ&,
the wearer inhaling dust and sand. Combined with gogales, this m”'
good protection against the worst effects of sandstorms. :

Other standard issue clothing (not visible here} includa a linien usdersbin
combat trousers, heavy-weight marching boots and feg bindings. i
Guardsmen waill also scavenge replacement equipment and on @npson
uniforms often display minor variations. '

This is Captain Sukara of the 7
Taliam Desert Raiders regiment
He is the commanding cficer

of the regiment’s 1* Armoured
company, and i a veleian
officer of the regiment, e
of the Yarant Iil campaign
and bearer of the Honoafid
Imperalis Armonua, Hewer:
also awarded the Medston
Crimson after being e
dunng the Batrie ol
Byron'’s Hil




) Equipment

This Tallam officer hias goggles that are made of tinted plexiglass based upon

3 leather construction rather than a metal frame, They are standard {ssue

{0 all Desert Raiders and provide protection against wind-blown sand and
‘dust. most irritent gases and the dazzling effect of strong sunlight. The lenises
are not photo-chromatic, and offer only minimal protection against sudden
fiashes, such as photon grenade explosions.

The officer stil wears his No 38 Mk IIl plasteel shoulder pads ~ the right
<houlder pad bears the winged skull symbol, showing that the reqiment is a
fully inducted member of the Imperial Guard. The shoulder pads attach via
small buckles to the webbing, and a front and rear plasteel chest and back
plate can also b attached to complete the armour. These solid blocks of
plasteel are regarded as too fieavy by most men and are rarely used, and the
protective shoulder pads are often discarded by tank crews wha find them
encumbering within the confines of an armoured vehidle where they feel
they have little need for personal protection.

His webbing and belts are made of leather and are used to hang general
eguipment, pouches, water canteens, scabbards and holsters from, and as

a fank crewman, the officer has little need of extra carrying pouches as his
personal kit vall be stowed aboard his vehicle. The triple pouch cross-belt
contains replacement powercells for his standard issue laspistol {his sidearm
is not visible in this piciure and is usually stored in the tank). He also has a
standard issue canteen, vital in Taros” parched climate.

The officer’s only visible weapon s his knife. The distinctive curved knife,
known on Tallarn as the ‘Khalig’, comes in many shapes and sizes, and is
preferred by natives of Tallam over standard issue knives or bayonets, For
most Tallam Guardsmen, 11 is their only close combat weapon and this is

a particularly fine example, with a cast lion’s-head pommel and ornate
scabbard. It was probably uniquely manufactured and awarded to the officer
in tecognition of a battlefield victory or a heroic action. The size of a Khalig
can vary from that of a small belt knife to those the size of a sword Tallarn
powerswords also mimic this distinctive shape.

3. Badges and Insignia

The officer bears the cloth badges of his regiment on his upper left arm, with
"Tallam 17’ belng a common shouider strip sewn onto all the men's smocks.
Undemeath this Is the regimental arm patch,  red fion rampant on a white
background This patch is issued to all men once their training is complete
and they become full members of the ‘Desert Lions' Given the badge’s size
and colour, many choose not ta sew it onto their smock as it can stand out
against thelr camo gear, and simply keep the badge amongst their personal
kit instead

imperial Guardsmen are often vary superstitious and many will carry
personal good luck totems, blessed by the regiment’s priests, ta help protect
them fiom misfortune or injury in battle These small items vary widely,

from the skins of animals native to their home world, to pendants or other
jewellery, 10 scrolis bearing passages from the Fede imperialis. This officer
wears the imperial Eagle badge on his nght sleeve, pledging his allegiance
10 the Emoerorin the belief He will protect him in battle.

3
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4. Medals

On his left breast this highly decorated officer displays his medals. The fargest
of them is the Honorifica Imperialis Armotum, commonly refesred to as the
‘Tank Bartle Badge' It is awarded for outstanding gallantry in the face of the
enemy whilst serving as crew in an armoured vehicle, and is rarely given out?
He also bears the Medallion Crimson for being wounded in the line of duty.

Within the 17" Tallarn regiment, it is traditional that any member of

the regiment who has served for over five years 1s awarded a silk sash,
regardless of rank Worn around the waist, under the belt, it is the mark of
a yeteran campaigner. Men who wear the sash are viewed as senlor to men
of the same rank who do not bear it. The sash is usually made of the best
quality material available and can come in any colour.
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Leman Russ Vanquisher of the 12" Tallam Armoured regiment,

With little cover to hide from the railguns, the desert war was proving costly
in terms of equipment and, after five days advancing, the 12™ Armoured
* regiment had lost approximately half of its tank strength amongst the
- fonvard deployed companies. In return they had inflicted some damage
on the enemy, but it was an uneven exchange. Replacement tanks could
~ be found, but not enough to make good all the losses. The regimental
commander, Colone! Ahsa-Bilad, recognising that his tank companies
needed the axtra support, deployed the Basilisks of his 1% Artillery regiment
forward to act as assault guns rather than conventional artillery; the big
\guns once again proving miore effective against ground targets than against
- the Teu's air support.

The tank engagements in those first few days settled'into a familiar pattern
. First the lead infantry platoons would be advancing in line abreast, directly
~supported by a Leman Russ. Lying in wait for them would be a single
small Tau Pathfinder team, well hidden amongst rocks, who would target
the Leman Russ with their markerlights. Then, far to the rear, a volley of
seeker missiles would be launched, locking onto the target tank via the
markerlight's signal and the firét the Imperial Guard cemmanders on the
scene would know about the attack would be the sudden destruction of
the tank under multiple missile impacts. [n response, other tanks would be
moved in 1o reinforce the area, only to come under fong range fire from
failguns as Hammesheads skimmed forwards into.fange. Then, a long range
exchange of fire would take place between the armoured vehicles, whilst
the Imperial Guard infantry attempted to press forwards whilst under
heavy fire.

The infantry in tur would be counter-attacked by Fire Warrior units facing
forwards in Devilfish transports, dismounting and 25ain endaging at long
range with pulse riffes. The Imperial Guardsmen were outgunned in the
infantry firefight, although their squad snipers did achieve some kills

With their longer ranged weapons. As the Guardsmen pressed forvards,
casualties mounting, they might be able to bring their heavy weapon
squads, mortar batteriss or, if a forward ohserver Was present, their heavy
artillery to bear and as Tallamn firepower began to build up, the Tau would
board their transport vehicles and withdraw rapicly, to be follawed by their
Hammerheads. Ultimately, the battlefield would remain in the Imperial
Guard's possession, but at a high cost in tanks and men, and more through
the Tau dioosing to withdraw than any skill on their part.

with a Conqueior and Support Sentinel in close attendance

Move and Counter-move ,
As the days passed, Lord Marshal De Stael’s staff began to analyse and )
understand the tactics the Tau had adopted and looked to counter them,
First of all the Pathfinder teams needed to be hunted down mare vigorausly -
and reconnaissance squads were reinforced with more Sentinef units to aid
them in this new mission — neutralise the Tau scouts and the long range
ambushes would be harder to achieve This had same success with scout
units regularly clashing in small skirmishes, but the light Sentinels still
proved to be vulnerable to the Tau’s weaponry and many weré fost during
these engagements. Each clash between the scout patrols meant though
that the front line behind would be free from the seeker missile smbishes :
and the osses in Sentinels was compensated for by the saving in fanks and
men behind them. i

Next, De Stael looked to his own mability to counter the Tau force's speed
and for this he turned to the imperial Navy. The Thunderbolts and Lightaings
of the Imperial Navy would provide the solution and if his tanks could not -
bring the Tau decisively to battle, then his aircraft could. Air patrols over.
the front line would be increased, with pilots given license to frealy lecale
and engage targets. Squadrans were put o standby ta scramble shouida
front line unit report contact with the enemy, who would then racetothe
front line and deliver devastating volleys of Hellstrike missiles. The Tau mght
outiun his artillery, but they could not so easily outrun the Imperial Nav.

As De Stael's tactics evolved, so naturally did the Tau's. For the comic
on both sides, the war was a lethal game of move and counter-moy
and counter-plan, and with the Imperia! Navy heavily active.

dqys aver the front line, the sky criss-crossed with vapour trails and it .
#ith the roar of jet engines The Imperial Navy's Thunderbelts
ground targets, scoring notable successas and inflicting heaw

the Tau than the ground forces had managed._me-Téu's_
commitits own air forces in increasing numbers and Barrad

bg seen aver the battlefield, net in a ground attack role,

high altitude to intercept the Imperium’s aircraft. From distan
Iracunda fsthmus, the Barracudas kept up patrols to defend

forces. The air war over Taros had begun and dogfights soon b
cammonplace between the nwo evenly matched forces. This

Imperial Navy's resources away from its ground attack role,

the Hunter Cadres were freed up for their 'pmbf




esca%a&on of the gtnund war into 'the skles,
ve continued to grind forwards. After ten days
made up to one hundred and fifty kilometres, it was behind
le by between thinty to fifty kilometres, but the broad front was
st mouing ncrihwards

: Stonnrng ﬂle Phyyra Heights
The ‘established pattern of the campaign continued as the imperial
Guard moved northwards, but within the first weeks the pace of the
advance started to siacken. After bwenty days the regiments had covered
approximately three hundred kilometres and all were reporting problermns
it their supply lines. Convoys were not making it to their destination as
- there was not enough fuel for all the vehicles. Only when it amved could the
regiment push on and attempt to make up for lost time. Water rationing was
also having 1o be strictly enforced, making offensive operations increasingly
difficult and slow.

On the front's left flank, the Tallam 17" regiment was approaching an
: upland area designated as the Phyyra Heights. These rugged escarpments
scarred the distant horizon with their steep slopes, and orders had
been received from De Stael’s headquarters for the reqiment to swing
slightly westwards and capture their higher ground, hepefully outflanking
U the majotity of the Tau defenders and opening a clearer path to the
iracunda Isthmus.

For the past seven days the 177 Tallan regiment’s advance towards the
Phyyra Heights had gone without incident The Tau had left the regiment
to its slow flank march and twenty five days after the oifensive began, the
lead platoons found themselves at the foot of a steep, rocky climb into
the highlands. The regiment’s reconnaissance squads had ariived several
days before the main body. moving on foot up the slopes at night, aiming
to seek out the best routes through the rocky terrain. Several prospective
rautes had been identified and the first probe by Sentinel units had not
peen altacked, The versatile walkers faired well on the steep hillsides, but

it was this type of terrain the regiment’s supporting tanks would find near

impossible to advance through.

e recon s uads had spotte@fe&’ '
pmcess sevelai men, had been m;ured by .) ck

on the humans and set rockslide boobyua;)s. tm the mram lartes ;
hiddzn, never exposing themselves 1o the human scouts, knowing that i
were spotted it would bring heavy artillery fire down Lipon 1
Kroot's Master Shaper was clever enough to know that in :
terrain his ferocious kindred and hounds would be at an advan

of the hills, in the open desert, they would stand little chance. |
advance was to be stopped, it would have to be here.

General Barim-Abas issued his orders to his men to capture the high groun
In scorching heat, the lead companies arid platoons set off on the ardud
climb, Scout squads and Sentinels leading the way. From their caves and 1
hiding places the Kroot emerged, hungry and ready to fight. They scurried
downhill to hide behind the first ridge line and, on each Shaper's commar
the warbands rose as one, sudden'y appearing on the ndge line above |
Guardsmen as a long howling line of warriors intent upon their destruction. :
With hounds baying and Knarlocs shrieking, the Kroat charged headiong

downhill. Leaping from rock to rock their momentum caried them mto the L
Imperial Guardsmen below. Suddenly, it was a desperate fight, with some
Tallam units fleeing rather than face the bloodthirsty savages, Meanwhile .
other squads sought cover, stood, fought and died on the Kroots’ bladesor ¥l
were savaged by their wild beasts. i

With his vanguard platoons under sudden and heavy enemy counter-attack
General Barim-Abas ordered all his artillery to open fire on the first ndge line.
Directed by forward observer teams on the hillside, mortars and Earthshaker”
cannon launched repeated barrages up it until fire, smoke and dust enqu
the ridge. The heavy fire gave the fead platoons encugh tima to withdas
and, mercifully, the Kroot did not follow, preferring to temain amongst ﬂm
dense cover on the higher ground.

 The ra:!gun mourited on :he Tay Hammerhead Gunsh.'p was u‘as terror af.tmpeﬁaf tank mpam :ap@bfgof 2
He) deﬂwymg a Leman Russ ﬁarﬂmnkmrh ease, at a&sums at which rhe .[rmemm 5 rapkscoafa‘ mngm fire.




! Mmcky Idefness f'ﬂlﬂe use 1o either side. For the 17 it was the

r.advance on Tarokeen, having so far capwred
ktlometres of desert

71 Tallarn regiment now involved in a protracted battle against
‘warbands to capture the Phyyta Heights, Lord Marshal De Stael
d to his other thres regiments to canry his stalling offensive to the
Ul of the iracunda Isthmus. He ordered his reserve regiment, the 3
-_Taﬂa 1 Armoured, to reinforce the 89% and 12" Armoured regiments,
adding fresh firepower to the front line. The 3" regiment, under Colonel
- Hasso Ras-Aziz, was divided nto three battlegroups, designated A, B and
£:C, BattlegroupA moved to reinfarce 12" Atrmoured, Battlegroup B moved
‘10 reinforce the 89% regiment and Battlegroup € remained as the reserve.
~ The new tanks added a fresh impetuous to the offensive and for a while
: the pace of the attacking force began to increase again

- A15969 BS,MM Battlegroup A, 3" Armoured, spearheaded a fresh attack
Amidst the heavy diesel stink and creaking tracks of armoured vehicles,
- the combined weight of the regiment’s 1 and 2™ tank companies
sstruck northwards with renewed vigour, a cloud of dust hanging over a
~wide area of the desert as the tanks passed through it, followed close
 behind by Chimera carriers and Basilisks. As ever the Tau were waiting,
picking off tanks with rallguns before falling back again, whilst all the
While the attrition continued, the first day alone costing the 3¢ regiment
six vehicles.

On the third day, the lead elements of Battlegroup A came into sight of
the large mining operation at Giadamak, where the land was scarred

: Battle of Giadamak
" Giadamak was a huge strip minie \ﬁrhere the gromd

centuries, its deep quariies feaving massive rents in the
surrounded by towering piles of waste rock. It was a des

 place, home to several thousand miners until the appr

forced most to flee for safety. The scattered quarries, buldinas

and equipment hid the defenders well, whilst the desen P’fﬂ\ﬁdeém ‘fﬂﬁ' ,
for any approaching attacking force. Where once the Sound of the clartes
and grinding of heavy machinery had rumbled across the desent, 51

now silent but not completely deserted as, aside from the fesy work

who had remained to defend their mine, hidden close by were

Fire Warrioss scanning the sauthern horizon for the tell-tale dus
approaching Impenial tanks.

Lord Marshal De Stael had suggested that General Ras-Aziz ignote

mining complex and instead strike for the bigger prize of the Iracunds
Isthmus, leaving the defenders isolated. The General disagreed as

he could not allow a strong Tau force to remain behind his front line. s
lead units might reach the Iracunda Isthmus, but the Giadamak defendar '
could then launch a patentially catastrophic counter-attack from ﬂsar i
strong point into the regiment’s vulnerable rear, In his opiien the mie
must be seized and the defenders killed, captured or forced to withdsa

An attack would clear the way for the continued advanca northwards,
something the veteran Tallarn General made clear during a briefing o

De Stael’s Leviathan The attack would begin at first light next day and, wifh
the briefing complete, General Ras-Aziz climbed aboard an Aquila shitle
and flew back to his forward command post to oversee its preparaﬁm&'

As the first rays of light crept over the dark horizon, the rumble o!hea\y
artillery fire once again rolled out across the desert, Earthshaker and monar
explosions blossoming all around Giadamak. Whilst the gun crews setto
work, other Guardsmen gathered ammunition, ration supplies and filled
canteens before cimbing aboard their vehicles. The regiment’s anadrﬂm
was simple: two tank companies would envelope the mines, circliag 18

the west and east. When the tank vanguards had met up again, W‘ﬂ‘m

g

Leman Russ tanks of the 12% Tallarn Armoured regiment awaitin

16g oiders in the desert, under the close protection of [he:r ﬁmdﬂmw




ed and cut off from reinforcements. Only then would
try would move in, racing forwards in Chimeras behind 2 rolling

rrage of artillery fire before dismounting and closing the ast part on foot.
"t would be the dismounted infantry that would roust the Tau from their
hidden positions. by way of close quarters isghtmg and under the covering
fire of their transports.

The attack started well, with the tanks moving cut to the left and right

unmolested by Tau fire. With the crack of artillery still rescunding, the

=8 Leman Russ columns rumbled forwards in two wide arcs whilst in the centre

% the Chimeras advanced in line abreast behind a wall of Earthshaker fire.

| With two hundred yards left, the artiflery screen lifted and men dismounted
to dash forwards and seize the objective. As the infantry closed in the Tau
opened fite, decimating the dismounted Tallam force with pulse rifle fire.
The Tau had created a killing zone in front of their position with interlocking
fields of fire and the leading Tallarn infantry were now caught in it. As
they attempted 1o advance through the dust storm the Tau's firepower had
Kicked up, they became little mate than indistinguishable dusty tan figures

running, falling, aawling and firing before rising and falling again. The

3 heavy pulse fire was punishing and soon the ground was littered with small

hummocks of dead and wounded men. Second company, the first to attack,

was repulsed with heavy losses until they were forced to retreat in disarray,

lsaving one hundred of thenr dead behind

His first assault defeated, General Ras-Aziz ordered a fresh Armoured

Fist company forwards. This time it would be 3'9 Company's tum Again
muzzle flashes erupted from the defenders’ lines, scouring the desert with
pulse rounds. Chimeras moved forwards 1o lend their support, multi-

lasers whining, heavy bolters chattering return fire. Leading the attack

: was Captain Hadid His own Chimera was hit thirty five times by pulse
A rounds, one eventually penetrating the front armour and killing his driver
Dismounting, the captain rallied his men and led the way on foot, closing

in on the objective. The welght of Chimera fire and the platoon’s supporting
miortars were having an effect, suppressing the defenders as the first Tallam
platoons reached the edge of Giadamak. Now the fighting would become
close and personal, and with knives and grenades in hand, squads began
stalking through the billowing smoke and rusting machinery, hunting down
the entrenched defenders.

Meanwhile, the encircling tanks had completed their envelopment against
- only light resistance, raking up positions to repel any attempted Tau

breakthrough to help the force now surrounded amongst the deep quariies
of Giadamak. For hours the battle remained at a stalemate, neither side
willing 1o engage the other en masse, knowing that reinforcements for
either side might be sighted on the horizon at any moment. For those

 Guardsmen fighting amongst the quarries, the conflict was more like street
fighting than desert warfare and for three houis the battle was a vicious
brawl fought out with grenades, knives and sometimes bare fists. The Tau
had little stomach for such combat and the Hunter Cadre commander called
for an evacuation. He had inflicted enough damage here, it Was now time
10 cut and run before his force was annihilated. There was fitile therefare
that the imperium’s tank commanders could do as, mid-afternoon, the Tau
launched an aenial evacuation of thelr surrounded squads and from the east
aformiation of four Orcas, surrounded by a defensive shield of Barracudas,
taced In, banked steaply towards the mine and came in 1o land.

As the Orcas swooped in, burst cannon raking the sand, the Fire Warrior
- teams withdrew under the cavering fire of their sacrificial rearguard. From
- bis command post, General Ras-Aziz watched futious through magraoculars
@5 pne by one the Orcas lifted off and banked away northwards, chased by
- sporadic Hydra flak fire whilst Bamacudas circled above.

rounding up the haggard wcunded and ;
three prisoners were taken whilst the 37 Tallarn regiment's losses s
2t three hundred and twenty two killed or wounded and eleven
destroyed. That evening, sixty three Tau badies were piled into a ngﬁ!_
grave and bulldozad over

After a day of heavy fiahting Giadamak was riow a fire scoured wﬂﬁemes
dotted with artillery impact craters, littered with spenl powercells, blmdy
bandages, smouldering wreckage and the dead of both sides. After ansther
fourteen days of advancing, faced by daily Tau sniping, the front line, !egi _
by Battlegroup A, had closed to within fifty kilometres of the cbjective, but.
they too were now runniig out of tanks, fuel and water, and as the front
line pushed forward, the lengthening supply lines felt the pressure. The =
second phase of Shas'o R'myr's plan was starting to reap its rewards. With -
50 many units committed to the rear echelon raids, the Tau commander
might no longer have enough Hunter Cadres to stop the offensive, butthe =
regiments of the Imperial Guard were slowly running out of momentum
anyway due to logistical needs that looked to soon cripple them

Tau Raiders

Whilst the 17 regiment fought for the Phyyra Helghts and De Stael
committed the 3% Armoured to give his offensive new momentum, the

Tau had begun to infiltrate deep into enemy territory. Operating meinly at
night, Tau Fire Warrior, Pathfinder and Stealth teams dropped via Orca inta
the desert and fanned out in search of targets of oppertunity. Night alter
night their craft flew secret fransport missions to drop:more teams, seeding
the Imperial Guards' rear area with raiding parties, under orders to identify
supply routes and dumps, headquarters and airfields. Other Pathfinder
teams were then dropped with Tetra speeders, allowing them to move with.
speed to each new target, attack quickly and retreat just as fast when they =
had inflicted maximum camage upon their human foe S

Pathfinder and Stealth teams operated in unison to attack Imperial Guard
supply columns of Trojans towing trailers full of water, fuel and ammunition,
Rear area security was mainly being conducted by Sentinef and Rough Rider
squadrons, but these proved Ineffective against the small, well-armed Tau.
teams, meaning that day after day convoy after convoy was ambushed:
Soon, supply routes were marked by the blackened hulks of destroyed
Trojans and trailers, or the slowly bleaching bones of beasts of burden.

In response security was increased, forcing Armoured Fist squads 1o be
withdrawn from front line duty 1o help defend the vulnerable convoys,
taking much needed heavy support away from the main battle.

One large supply dump was destroyed in a night-time raid without a
shot being fired, Pathfinder teams infiltrating past the dump's sentries ta
stealthily set charges amongst the fuel cans and ammunition crates. Just
before dawn a huge orange fireball rose out of the desert, waking even
Lord Marshal De Stael onboard his Leviathan command vehicle as a tall
mushroom cloud of dust and smoke marking the suppha dump’s location,
quickly rose high up into the sky )

By 640998.841 the offensve towards Tarokeen had ground to a halt,
lacking both replacements and supplies. The 12% Armoured, spearheaded
by Rattlegroup A of 3'° Armoured, had almost reached the mouth of the
Iracunda Isthmus, the other two infantry regiments on their flank were
however lagaing far behind. The 17" Tallarn was stuck in the Phyyra :
Heights and although they had made some small gains, no breakthrough
locked imminent. The 89 thinly fiiled the gap between the two flanks, and
far ta the south, the 331 had advanced to the southern shares of the Em
sal and was now digging in, but the Tau had not fallen for the feint.
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& miost nmerdus of the Tay Empire’s xenos allies. Natves
id of Pech, which lies withn the Tau Empire, the Kroet
comimenly sarve alongside the Tau Hunter Cadres. The detalls of this
k -“nggmeﬂt"a‘re ‘unknown, but seem to stem from a time whien Tau forces
|ibarated several Kroot endlaves from Ork domination. The Kroot have been

Physlologically, the Krot have many rotable features, They seem to have
evolved from an avian genus, and'still retain the vestiges of a beak and
possess a light skeletal structure. An average Kroot stands 2 3m tall with
§ 3 lean wiry build, which concezls an immense strength. As tree dwellers

. “they are naturally adept climbers and jumpers, and are able to cover great

- distances swaftly, Kroot have no ears of nose, but instead have evolved
- spine sensors from which they receive much of their serisory data. These
spines grow from the back of their head and pass information directly tc
their brain, and so sensitive are these sensor spines infact, it is difficult to
hide fram a Kroot, making them excellent sentries,

Kraot communicate i their own language, consisting of a series of hoats,
whistles and high pitched shrieks, and alsa seem to rely heavily on smell
1o communicate. Kroot excrete pungerit pheromones, all foul smelling to
htiman senses, but these aromas seem 1o have deeper meanings to other
Krcat and their related animals.

DER

On Pech Koot live in jagga trees, in tree houses constuctedipf
requrgitated dead wood. Their nest-hives are clustered together iy
family groups, called kindreds, each being led by a family elder cajeq
a Shaper. They are voracious carnivores and have evolved to kst 5
meal’s DNA inta their awn body, hence a Kroot can, over fime. take o
the characteristics of ts food. This is the Shaper's main role within tha
kindred: to direct their evolutionary develapment by selective feedin _

Kraat seem to be impervious 1o climate changes, cperating effectivey i j
anywhere from sub-zero ice worlds to humid jungles to parched deseric
Extremes of climate do not seem to bother them, infact their diet-baced
evolution has allowed them to adapt quickly. One kindred has even been
identified that has adapted itself 10 breathe normally in & toxic chisrine
atmosphere, Kroot also have the ability to enter hibernation, slowing their
badily functions to enter a deep sleep to conserve energy.and on Pach
kindreds hibernate together through many months of the year

2. Kroot Long Rifle

The Kroot's main weapon is the Kroot long rifle — a breech-loading
weapon which must be reloaded after each shot. It is essentially 3
primitive rifle which uses a chemical propellant to fire a projectile. and
until encountering the Tau it was the peak of the Kraot's technological
achievement. [t seems that the Tau have taken it upan themselves to
assist their allies by altering these weapons ta fire a charged pulse rognd.
which they supply in vast quantities ta Kroot kindreds in service with Tau
Empire farces.

Blades are often mounted on the stock and muzzle of the rifle, and the
length of the weapon allows it to be wielded as a staff in hand-to-hand
combat — a throwback to the Kraot tradition of stave fighting. Kroot
naturally excel In close combat and being tall, strong, agile and skilled
with their prefetred weapon, they are fearsome opponents, and it is these
qualities that the Tau prize. This Kroot also carries a large Kioot knifeas3
secondary weapon, but it is more often used as an eating utensi ot too!
than as a weapon :

3. Equipment

This Koot carries a variety of equipment whilst an campaign. Pouches and
sacks cary stores of food for the rider and mount, probably taken from
Prewious victims, and one pouch contains extra ammunition for the Kioat
rifle. Note that he does not carry  waterskin, vital for humans and Tau i
Taros” climate Other sacks will contain items looted from the battiefield

The Kroot do not utilise armour, although this Kroot wears a plasteel
snoulder pad taken from an imperial Guardsman, As in many primitive
Cultures, trophy taking is an important part of the Kroot’s watrior €2de
and items from vanquished foes are displayed with pride. Here the
Warrior also wears a necklace of Kroot Hound claws, pethaps displavind -
hounds he has raised and trained. . :




4, Knarloc
The planet Pech is abundant with life. Much of it originates from the same
genalic root as the Kroot, but has developed along a slightly different
evolutionary path. Some of these creatures adapt and thrive, others die
out, but most seem to develop as far as they can and become trapped in
an evolutionary cul-de-sac, such as the Kroat Hound and Krootox

As the name suggests Knarlocs are close relatives of the Great Knarloc
They are smaller, more sociable pack hunters and, as would be expected,
have much in'common with their larger relative, hunting in a similar way,
spnnging ambushes or using their stamina in long pursuits — the main
difference being they live and hunt in packs. Knarloc are voracious
hunters, who work together to attack and kill just about any sized

prey. Through cooperation they have developed a cunning intelligence,
and for this the Kroot seem to respect Knarlocs, révering them as
successful hunters,

Kroot only hunt and trap Knarlec young to tame and train

Amongst Kroat kindreds they are highly prized as cavalry mounts,
and it 1s thought fo be a symbol of high status within the kindred
to ride & Knarloc

This is an unknown Krool warrior mounted upon
2 Knarloc, as encountered during the 17 Tallarn
{egiment’s adyance into the Phyyra Heights.

T




4 TM dedse, freacherous krrafn of the Phyva Heights proved little obstacla to the Great Knarlocs of the Tau's bestial allies, the Koot

til now the air war over Taros had continued daily and was an evenly
hed duel, with both sides struggling to gain superiority. The Tau had
dge in numbers, but the imparium had the edga in experience and it
3 battle neither side could afford to lose. Unless the Tau dominated the
es, their defensive strateqy would seon falter If their Barracudas could
langer protect the Hunter Cadres then the Impenal forces would have
- an advantage in the ground war. The Hunter Cadres would be exposed to
peated air attacks and forced to rely on their Sky Rays for defence, which
‘proving themselves a potent weapon against ground targets when
d It conjunction with small Pathfinder teams. Also, Barracudas and
- Tiger Sharks were playing a big part in the second phase of the campaign,
strafing supply convoys. The Imperial Navy was stil putting up an alarming
- fight, and at this time it was the main threat to Shas'o R'myr's campaign
plan Urgent action was needed to swing the balance of the air war in their
* favour so the Tau launched a daring raid to destroy all Imperial Navy aircraft
still on the ground.

Small Stealthsuit teams had already infiltrated the Imperial Guard rear area.
Operating only at night their mission was to find and 1eport the location of
Imperial supply dumps and convoy routes, They had been under strict orders
1ot to engage the enemy, just 10 find potential targets for other strike forces
10 attack. Now they received new instructions: their mission was instead to
locate the airbases as their new highest priority targets,

When a patrolfing Stealth team teported the location of the forward airbase
Shas'el K'irri responded quickly. Utilising only his best Fire Warrior teams he‘
gathered an elite strike force. His plan was simple but very dangerous, In a
daring night-time raid, a single Orca loaded with iroops would fly low over
the dese(t and pass directly over the airstrip. The Fire Warrior teams and
their support units would jump out and, under the covering fire of drones
and Crisis battlesuits, destroy all the grounded aircraft w ith EMP grenades
Shas'el K'ira would lead the attack himself '

After the drop the Orca would circle round and retumn to land directly on the
alfield. Once the enemy aircraft were destrayed and the Orca hag landed
the teams would fall back to it and make a 1apid escape, covered bya il'g'hr
of Barracudas scrambled to Intercept any Impenal pursuit Surprisa wcu{.d
be on their side, but once the airbasa realised it was under attack they

would respond quickly and in force. K'irri warned all his chosen shagla thar
the chances of survival were low. They would be deep In enemy temitery and
should anything go wrong, they would be cut off. But should they succeed
then it could have a dramatic effect on the current balance of powerinthe
region. It was a risk worth taking for the Greater Good '

To start with the attack went as planned. The Orce, equipped with blacksin
filters and a disruption pod to make it difficult to track, approached the
airfield, skimming fast and low over the desert. On its final approachtothe
target the Orca attracted the attention of the aitbase’s anti-aircraft delences
and sustained several hits s its Hydra flak guns opened fire. This did hittle s

to affect the mission and once over the airfield, the rear ramp lowsredand
the Tau troops immediately went into action. As tracers fram the Hydia's
autocannon lit up the night sky, the Fire Warrior teams raced towards the
stationary aircraft whilst the Shas'el’s Crisis battlesuits leapt towards the
Hydra platforms, silencing them with multiple hits from plasma nfles and
missile pods. illuminated by the fires of the burning Hydra, an emplaced A
multi-laser quarding the perimeter fence found its range, destiofinga
battlesutt, which exploded in a shower of SPArks.

Pinned in their command post by fire from qun drones, the imperial Guerd
command section called for urgent assistance. Other security squads s
already rushing to their aid when first to arrve was 2 squadson °fl§9’i"m ]
attached to the airbase for rear area security duty. The already confused
night-fight escalated, pulse rounds and lasgun blasts criss crassi

airfield until, in a series of sudden bright explosions, one after

aircraft began 1o explode. In 3l six explosions in quick succession ITthe
darkness, fountaining flames and sparks from the cockpits grounded.
T_hunderbo[ts. The destruction of the aircraft did not see the endof the
fighting however The Orca had circled the base and returned (o'

the runway. Such a large target attracted a lot of ire fram the def

and it attempted to return fire with irs own burst canncn, on

by repeated IMpacts. One engine began 1o bum, crippling the 2

preventing it from taking off again. Gradually the flames engul

forcing the crew to abandon ship. e

The mission had achieved its objective, but for the ar.l'a;klf@‘-'... '

there was no fonger any escape back to their own forces D




atea Six-a_ir{raﬂ were now smouldering wrecks, along with the Hydra
rurrets that had attempted to protect them. in return. scattered across
the battlefield were the remains of Tau bartlesuits and the gutted Orca,
*flames still filckering from inside the stricken dropship. The airbase was
sh;qaded in acrid smoke and littered with the dead and wounded of both
ides, and was a scene of utter.devastation. The cost had been heavy on
both sudes. The Imperial Navy had suffered the loss of its aircraft and the
airbase was out of action unti! the debris could be cleared The Tau had
lost their entire raiding force in the strike What the overall effect an the
campaign would be, it was too early to tell

The Air War over Taros

The attack on the airbase was not the end of the Tau force's rards.

£ach night more supply dumps would be focated and then targeted by
pathfinders whilst convoys continued to be ambushed by stealth teams
or strafed by Barracudas. It was a plan designed to cripple the frontline
regiments by reducing their supplies to a trickle, and it was working.
Also of concern for De Stael was the Tau's growing air superiarity on
the mining world They had obviously established a network of airfields
on Taras, with smaller forward bases hidden in the deserts and larger
facilities claser to Tarokeen There they had assembled an unknown
guantity of aircraft, but Air Marshall Denvelt was estimating at least ten
squadron-sized groups, maybe ene hundred and twenty Barracudas and
forty Tiger Sharks.

=3 Despite fosses inflicted by Imperial Navy Fighter squadrons, the Tau were
— airborne relentlessly. The situation had nat been helped by the Tau raid
against one of Denvelt’s forward airbases and the loss of six fighter
aircraft in one night. In all the Imperial Navy had four fighter wings, two
bomber wings and one tactical wing committed fo the Tasos campaign. At
the start of the campaign Air Marshal Denvelt commanded seventy eight
fighters, of which the vast majority were Thunderbolts as well as twenty

The squadions were starting to feel the strain of pmlanged mmba
As well as aircraft and aircrew losses, the fuel situation was not good,
and air-dropped munitions were running low. Imperial airbases were
mostly situated far to the rear, close to the original landing zone where
Departmenta Munitorum Engineer and Labour corps had been mslrucwj.
10 construct them As the front advanced, this left the aicraft furthef end -
further behind, with langer flight times and therefore less time in the air
over the battlefield. An original plan to move fighter bases fonwards had
been cancelled Since the Tau raid it was considered teo risky 1o expose.
grounded alrcraft to roving Stealth teams. As it was all airbase security had
been increased, with forces being drawn from the forward imperial Guard
regiments to do so.

In the meantime, the bomber squadrons had hammered Tarokeen and the
{racunda lsthmus with repeated air raids, pounding the city and suspected

Tou bases. It seemed 10 be having little effect on the Tau. Attempts to hit
Tau Hunter Cadres in the desert expended a disproportionate amaunt of
munitions for slim results and bomber losses 1o the ever present Barracudas
had become alarming, reaching five in the first two days. Just like the :
ground war, the air war was slowly slipping away from the Emperor’s forces.:

Regardless of the losses in the air, what this meant for the Imperial
Guardsmen on the ground was that they now faced the ever-present danger
of low level Barracuda attacks. Advancing into enemy territory pretty much
unchallenged, the Tau aircraft flew Jow over the desen, hugging valleys

and ridge lines, only to tise suddenly in a whirl of 1on cannon fire, missiles
and burst cannon that raked up the sand and sent all enemy forces on the
ground diving for the nearest cover, which was always in limited supply.
Supply convoys were naturally a priarity target and suffered heavy losses * =
as, viithout reinfarcements, the Imperial Navy struggled to defend them By
the time Operation Comet was launched, Air Marshal Denvelt commanded
just thirty seven fighters, twelve bombers and thirteen Yalkyries. Still no
replacements had reached him, and none ever would
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Barracuda superionty fighter. The mainstay of the Tau Empire’s Ait caste forces on Taros,
This aircraft was sighted aver the Aestus desert by the 12* Tallam Armoured regiment.




Thunderbolt heavy fighter of 1002° Fighter wing, This is the wing’s sixth aircraft

Thunderbolt heavy fighter of 386" Fighter wing. This is the eighth aircraft of T* squadron.
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Thunderbolt heavy fighter of 834 Fighter wing, This is the wing s fourth aieralt
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Leman Russ of the 17 Tallam regiment. Second Armoured compant, se{oi:}d j?uafmn,
Jourth vehicle. It bears the regimental badge of a red fron rampant on the turret.

Basifisk of the |

7* Taflarn Regiment. This is the second gun of the first Artillery company.

SE’”!”?I' it IJ kar fl. i) '
.5.:0_;: waiker of the Tallarn 17 regiment. This is the regiment’s standard
fecennaissance vehicle which they afeo

heavly deploy for rear-echelon securty,




Leman Russ Vanquisher of the 177 Tallam regiment. This is the command vehicle of second
Armoured company. It was destrayad during the Tau's counter-attack at Tungusta Station

Leman Russ of the 12° Tallarn Armoured regiment, 2 Armoured company
37 sguadron. Note that it bears the crossed spears of the Taros Campaign badge.

; : Farthshaker artifiery platferm of the 8% Tallam tegiment.
i Many of the Taliarn regiment’s ariliery campanies relied Upon static weapons.



Leman Russ Exterminator of the 8% Tallam Regiment Most of the Tallam regiments utilised their
Exterminators as protection for supply convays, their &win autocannon proving effective as stopgap
anti-aircrait weapons due to their high rate of fire.

Basilisk of the 17 Tallarn Regiment. Batteries freely mixed the encfosed and ynenclose d guns
il

Support Sentinel of the 17 Tay; =
aln e 17 Ta‘iﬂ‘f?r %

Scout vehich © waif reqiment. Unifke I

t vehicles, instead bf-'ﬂg d"ﬁ”'ﬂj'{’d a".jﬁﬂgs;d other marks 0(58-’!;‘:;:9{5 these are not

i
© inlantry companies for direct fire L




{on cannon armed Hammerhead with smart missile system, part of Shas'el Phor'yinn’s Hunter Cadre.

Sky Ray missite defence gunship with smarfl missile system, part of Shas'el
Shi'Elci’s Hunter Cadve. This vehicle was identified at Tungusta Station.

3] .



Rallgun armed Hammerhead with smart missile system, part of Shas'el Ski'Eldi’s Hunter Cadre,
The railgun armed Hammerheads formed the backbone of the Tau's defence

Dewlfish transport, part of Shas'el ShiEldl's Hu

nier Cadra. This vehicle was dos troyed at Tunqusta Station
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XV84 hatttesuit, Commander Shas el Shi'Eid;, as identified during the XV83 bartlesuit, Commander Shas ‘el Fhor yinn, armed with fusion
Tungusta Station counter-attack and in subsequent actions. blaster and burst cannon. This 15 a personalised Commander suit and
colour scheme.

Dewitflish troop iransport of an unknown Hint

e Cadre. This was a Pathfinder

transport vehicle wivch was destroyed during the Battl of Giadamak




Tetra Scout speeder of an unknown Humler Cadre, identified
operating in the Aestus desert by the 8% Talfarn regiment.

Tetra Scout speeder of Hunter Cadre Shi'Eldi. ] A

‘Drone sentry turret encountered by the 12 Armoured Heavy Gun Drone of Hunter Cadre K'imi which was
regiment, It is camouflaged for deployment agains! a skyline. destroyed dusing a T2u force s raid on an Imperial Navy airbase.
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ILE FOR HYDRO-PROCESSING PLANT 23-30

Operation Comet; Overview of Battle

By 639998.M41 the war on Taros had been ongaing for forty two days.
The deserts were littered with the debris of the many battles and De
Stael’s men were now starting to feel the effects of the Tau Empire
strategy biting: They were weary and morale was low after weeks of
daily raids, ambushes, strafing runs and counter-attacks. The Tallam
regiments were drained of men and equipment, and there were no longer
any supply lines which could be considered secure. Almast all slockpiles
of food, fuel and, mast importantly, water were now categorised
dangerously low, with na prospect of guickly building them up again dus
to the near constant attacks by Tau Empire forces.on imperial canvoys,

The lack of fuel had stalled the offensive. The Leman Russ and Chimeras
were now strictly rationed. with each regiment trying to hushand its
dwindling supplies, but worse stifl was the lack of water. In the cruel heat
of the day the men could not operate without it, and although those from
Tallarn had a greater tolerance for dehydration than most, and knew how
best to conserve their water supplies, even they could not go for days in
such high temperatures with empty canteens.

Already, under the buming sun, Guardsmen had started to drap from

the effects of dehydration Growing numbers of casualties werp further
affecting the fighting strength of all regiments. For the tommanders of the
Taros Invasiori force, it was an ominous s1gn of worse to come The situation
wwas bad now, but it would only get worse unless a seqyre supply of water
could be found. Socn the Guardsmen would be faced v

_ Vith the prospect of
dying of thirst in the desert ot surrendering ta the Tau

and relying on their

mercy. Such a prospect could not even be considered, especally within
earshot of a Commissar, but unless drastic action was taken soon, De e
Stael's X Corps would have no regiments left to fight with, A logistical cris's
was engulfing the staff of the 462 1% Army and was becoming aitical

0n 640998 M41 a staff meeting was held onboard De Stael’s Lewathan
command vehicle, present were all the regimental commanders of the
army, along with representatives from Lord Commandet Gustawus'Hgh
Command. Pulled back temporarily from their pasitions, senior officers and
staff aowded into De Stael's map-filled briefing room, their objectiveta - -.
determine how to best continue the war given the current supply restidtions.

Amongst the heated debate it was General Syckava of the 23 Elysian

Drap Troop regiment that proposed the initial idea for Operation Come

(as it was later to he christened}. His idea was 1o seize Taros' mainmeans:
of producing water and turn it to their own se. As well asthe sm
hydra-farms the Tallam regiments had already captured — somé ;
had been put out of action by the Tau and sore which were sill abie
supply small amaunts of water — Syckava arqued that the 4621% AT
should change its objective and target the larger hydio-processing pia0tS
The coastal areas of the Aestus region were the location of the plangis
largest hydro-processing plants, which drew in the hughly ﬂfkdim? e
yrater and converted it into clean water before pumping it down p )
to Tarokeen. The largest processing facility an Taros was Hydia-Proc

Plant 23-30; situated towards the eastern end of the racenda .‘5“!-*“"“‘
and if they could capture the plant intact the the army would hav®
enough water to press.on to Tarokeen




Operation Comet gets underway, Valkyties transporting
the first lift 1ake off from their airbase.

ﬂwmg me injtial landings. Elysian Drop ﬁ'oaps faced frarce Sttacks from the Kroot Qaison.
 Notethe fncmmg Visfture gyns!vn pmvidmg !he sqvad’s heavy. !F.repmr




HYDRO'PLANT 23:-30

IRACUNDA ISTHMUS

BREAKTHROUGH

‘ ‘_ﬂ_&rl L

& TAROKEEN Cl

o The kacunda tsthaus, showing the advance of the | 14 Cadian regiment
2 . insuppert of the Elysian attack an Hydro-plant 23-30.

Syckava’s Plan
The task was of massive impartance to the continuation of the war, and
was therefore entrusted to General Syckava's men. The long idle Drop
Troops were impatient for action and De Stael had already tumed down
- three separate requests from Syckava for drops to aid the advance, but the
detenotating situation at the front now demanded that the Lord Marshall
commit his carefully husbanded reserves. The Elysians were an elite,
- nighly-trained, well-equipped regiment and General Syckava was keen to
“see them ge? involved. Operation Comet would be his chance and he was
given a threa-day deadiine ta plan and prepare the attack, which would
see his entire regiment dropped 1o capture the hydro-processing plant The
237 regiment would theri hiold the facility whilst a new offensive to push
through ento the Iracunda Isthmus moved to link up with the Elysians.

This new ground offensive ta break through onto the isthmus would force
De Stael to tum to the fast fresh forces he had. Firstly, there were the
Raptors Space Marines. From orbit they could directly aid the Elysians, but
being independent and separate from 4621* Army's supply problems they
would ba better deployed on the ground as an armoured breakthrough
force to lead the attack Neither the 3" or 12" Tallarn Armoured regiments
cutrently In the field were judged to still have the required combat power
for the bieakthrough.

I suppoit of the Space Marines would be the Warhound Titans of Legia
Ignatum. They had arrived lare and as yet had not been committed, but
nov/ these great war machines would fend their considerable weight to the
atiacic Their firepower and speed would difve them th rough the defenders
and aflow a fast moving relief column te reach Hydro-processing Plant
23-30 quickly, It was unkkely the Tau had ariything capable of stopping the
Warhounds on the planet.

The obvious choice for the relief colump itself was the 1 1Y Cadian
regiment, an entitely mechanised unit. As yet the Cadians had not seen

tambaton 'Talt'osh hut the 'cmmégb@me'm@,_,ﬁy would
a rapid advance. Colonel Stransk, the regiment . i
-giv'en his orders. The Cadians were the 1ast of De Stael's reserys fine v

; Corps, but i he did not commit his femaining fdr(gs to bt W,
* would surely lose the war. For the operation D Stael ordered tha the

be given top priority for fuel supplies and the Tallarn regim should
over any remaining stockpiles as well, feaving them with onfy emere
fual This arder effectively ended the five Tallam ngim@n'tsf'ca‘p;aW i
conduct offensive aperations, making the Desert Raiders mgm ;
defence force. - :

For the 23" Elysian Drop Troaps and General Syckava, thiee days was

an incredibly tight deadline to plan the operation, but his regiment hag
planned and executed many such attacks before and refied on that
experience to get Operation Comet off the around quickly The objective, 3
Syckava explained 10 his sub-officers, was ta seize Hydio-processing Plany
23-30 by a lightning assault performed with pinpaint accuracy, The bydio-
plant must be taken largely intact, with collateral damage restricted 19 2
minimum, The plant would be of no use to the war effort if in capturng i,
it was reduced to scrap metal. After the attack, the reqiment must hold the
faaility untif the relieving ground forces reached them to take aver.

To carry his forces to their objective, Syckava's staff quickly developed a
plan with three distinct airborne operations: transportation, protacticn
and re-supply. This process started by assessing the available aircraft The
23" regiment was only as mobile as it had enough aircraft to carry it The
regiment had approximately enough Valkyrie airborme assault camers

to commit half the regiment in one hift, but not all the carriers could be
dedicated to the transport mission. Some would be needed for the resupply
mission, whilst the regiment's own Vultures and the support of an Imperal
Navy Fighter wing would provide the protection The attack would have
to be split into separate lifts. Essential heavy equipment, such as heavy
weapons and Sentinels, would be included only on a strict priarity basic

A loading schedule was quickly compiled, including everything from the
initial assault platoons and their supporting heavy equipment, (o extra
ammunition, fuel and enough food and water for the squads to last an
estimated three days in combat

General Syckava was anxious that the second lift should take placeas:
quickly behind the first as it could, preferably on the same day. He knew
that with less than half his regiment deployed, and facking muck of thei

heavier equipment, his men would be vulnerable to a swift Tau coloter
attack. Once Operation Comet commenced, it would be assumed that

the Tau would move quickly to eliminate the new threat, the second it~
herefore would be a race against time The General was well awarethat

the Tau could mave their Manta-bame Hunter Cadres very quickly 0.
>yckava pressed for his second wave to be loaded and launched on
same day, but it was not possible. The distance fiom the Elysian i

the target was one thousand and fifty kilometres — meaning that

tnp would take between three to four hours. All the Valkyrie transpoits
would already require extra external fuel tanks to get them fo the tafget -
and back again, and once back. there would need to be maintenance a
battle damage repairs carried out, refuelling and a new loading sched
executed Inevitably, the loading schedule would be further defayed By o2
655 of aircraft and crews du ring the first ift. Two lifts in one cay

be possible. instead the second lift would have to foliow on day. -

General Syckava’s next decision was whether this should be a dayight
night-time attack. Night would help preserve surprise, but would ¢
€xtra problems for his men and pilots. Only a few aircrakt were fitted W
rIght vision equipment, and given the accuracy needed he could dt
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-' 8” BTOP m!arury Cempany
-sﬁSennnai Company
U _Senunei Company

rmanenﬁy Attached .
“709%  Storm Trooper Company
- 1344 Storm Troopers Company
184" Impenal Navy Tactical Wing

'tm-mbs and rockets would cause too much

into the area at night on gray: ‘chutes would dangter ass.

The plant was a large industrial complex; not an easy plac 36(;;1
daylight, and with restricted vision at night he would lose mert 4 the:
obstacles whilst landing. By attacking in daylight his forces could do‘

more accuracy. Night or day, losses in men and equipment were inevitable, -
but the advantages of daylight far outweighed the advantages ofas rpﬁse
night-time attack.

Amongst three days of hectic planning every task was urgent for the staff of
the Drop Troop regiment, but one important preparation for the attack was
target reconnaissance. General Syckava’s men needed o know what lhey y
would be facing when they hit the ground. Given the surprise nature of the -
operation, the General could nat afford to pre-empt the attack by dropping.
reconnaissance squads close to the target. Should the squads be spotted

or captured, he might lose his element of surprise There was no timeto. =
infiltrate squads on the ground so his only option was orbital surveillanice
and high-ahtitude aerial reconnaissance by a specally equipped Marauder
hamber of Z424™ Bomber wing. This limited the risk of alerting the
defenders to the imminent attack and could provide images of the target
area, which could be turned into maps, but they could ot give details of

any garnison force. Enemy strength would therefore remain a mystery until
the battle started, but General Syckava believed that his entire regiment

and thelr support would be enough to overwheim any gamison.

Detailed planning for the attack was also hurried through and the officers
to lead the assault were briefed. The priority targets of the first lift would
be the central control complex, the lifting station, pumping statians 1, 2
and 3 and the holding tanks, which should already contain huge quantities
of pure water. If the site was destroyed in the fighting, the holding tanks
would still be a valuable consolation prize.

Secondary targets would be the chlorination works, both the main and
reserve pumping stations, and the generator house, All were to be captured
by the first attack wave. The second wave would relnforce the first wave

me 242 5quad.fon Matauder on its surveillance mission. Cperation Comer wffered from a lack of
gmd mraﬂ.»genm Vetheut time for pmper reconnalssance, the Elysians jumped into the unknown.




itle e first lift too vulnerable to a Tau
s facked good reconnaissance and wntelligence
ormation, and-there was also the nsk of the relief forces” breakthrough
the lracunda Isthmus being delayed or seriously defeated. Even bad
: ffect the Drop Troops” ability to resupply. The 23 Elysian
egiment could easlly be heading for a disaster and, given the stakes, 3
sotched operation colild cost the Imperium's forces the war and the planet.

Despite the strong objections, General Syckava felt his mission was

-_- able with the forces at his disposal He was confident he could take

e processing plant and hold it for three days against whatever the Tau

threw at him. It was running no more risks than any drop operation ever

faced and With 2 water supply firmly in their hands, the 4621% Army's main
~ supply headache would be solved and the advance to Tarokeen could then
- continue Operation Comet was to be the turning point of the campaign.

First Lift

. Attheir barren desert airbase, surrounded by the small camo shelter-tents

that had bieen home to the 23 Elysian Drop Troop regiment for the past
- four weeks, the aircraft and men of the first lift were preparing for take-off.

alongside them stood squads of burly Storm Tr _
the first to land.

Meanwhile pllats, co-pllots and door-gunners were mounting their Valer:
carriers and Vulture gunships, and tunning through final pre-fiigh Pl
and powering up systems, One after another they fired up their

MV afterburning turbojets, the din fising to 4 crescends as tha
accelerated to full speed Engine tests completed they powered

engines idiing to a low: rumble before lowering the rear access ramps ana
awaiting the mission launch codeword e i

Squad by squad, platoon by platoon. company by company, the Drop 'Nﬁ e
marched into their transports, up the ramps and into their seating positions
Once each squad was in and secure the sergeant hit the ramp close buttas,
sealing the Guardsmen inside until the order to jump came. The atmosphess
was tense but this was it, after weeks of walting in the deserts the Elysians
were finally going to get into the war and fight the Tau. HEN

For the men assigned to the second lift, coolly awaiting their nﬁm, the lake-
off was an awesome spectacle, One hundred and sixty Valikyries and thiny, -7
Vultures simultaneously powered up their engines, creating a dezfeing i
roar that shook the ground and rolled out for kilometres across the flar
desert sands, One after another the aircraft began to slowly nise, kickng~
up swirling sand and dust as they lifted clear. To the observers it wasan
unstoppable airborne armada Wave after wave of Valkyries and Visftuses et

AValkyne rearms and refyels
Overhead, Vulture gunships head out

 eady 1o trensport the 1egiment’s second lift.
0n anather sortie in support of those already in battfe,




Hydro-plant 23-30 was defended by many drone sentry turrets, along with a human and Kroot garrison
Here, a turrel 1s engaged by a Hellstrike missile as Kroot advance to engage the Drop Troops.

climbed slowly to altitude and began fo circle, awaiting the other aircraft of
their formations before synchronising speeds and racing away northwards.
Fiying In platoon formations, one behind the other in a single stream of
aircraft, the carriers and gunships made for a marshalling point north of the
aitbase. There they would rendezvous with their air cover, fighters from the
i 10027 Fighter wing, whose role it was to protect the vulnerable air convoy
- . from enemy fighter attacks. Flying alongside and above the Valkyries, fifteen
Thunderbolts formed a shield around the Drop Troops.

Keeping low for maximum concealment, the entire armada swept low over
the desert floor On the around the rumble of so many approaching engines

* s00n became a roar that filled the sky with thunder. In the deserts below,
Tallatn impenal Guardsmen looked up to see the stream of aircraft soar
overhead, formation after formation crossing the sky and heading for the
distant hotizon. They were riot the only ones 1o see the Drop Troops heading
north, & from their hiding places scattered Tau Pathfinder and Stealthsuit
units also witnessed the air armada and quickly reported the sighting to
their commanders. A major attack was imminent, but as yet the Tau did not
know; where the blow would fail.

For the Storm Trooper squads in the vanguard of the air-train, the flight
10 the targef lasted two hours. The journey was not without incident as
~ 2n accidental mid-air collision destroyed two arcraft, One Valkyrie camer
suffered engine failure and was forced to make an emergency landing in
the desert and twice during the jourmey aircraft were targeted by seeker
missiles, locked-on by markerlights from the ground. Both times the missiles
_ impacted, destroying a Vulture and forcing another Valkyrie (this one
i W“F’“‘Q Captain Lohgan, the commander of 27 Company) to crash land.

e 'fﬂi!iﬁlés out from the target the Valkyries transporting the Elysian
- Squads dimbed to jump altitude, the engine pitch ising as the airaraft
: upwa:ds, Meanwhile the Storm Troopers kept a lower altitude,
uld deploy via fast ropes directly into battle, supported by Vulture
As the Yalkyrie formations climbed higher, squad sergeants raised
W'aﬂd readied them to jump, each man checking his grav-chute was

numbled aver the whine of hydraulic pistons as the
y were novi over the target the jump fights tumed

" It was mid-morning and the battle had begun The processing plant’s lifting

heavy lire, and with casualties mounting, the Storm Troopers deployed the-
securing his respirator and helmet visor in place With a last

As the Drop Troops jumped, the vanguard of the attack was alfeady arriving
over the processing plant. The approaching craft had been met by ground.
fire as the gamison, alerted by the thunder of approaching jet engines,
streamed out to meet their airtborne attackers, Lasgun rounds and heawy
bolter tracers snaked up to meet the low flying Valkyries and Vultures, shots
bouncing off nose cones and engine cowlings as the Valkyries slowed to
hover over their objectives. From the wing winch ropes descended, followed
by the Storm Troopers sliding down directly into battle Above them the
Vultures were strafing targets, retuming heawy bolter fire with their awn
heavy weapons, the Vulture gunners under strict orders to minimise
collateral damage meaning they could not unleash their full arsenal.

station and first pumping station were the objectives of the 239 regiment's”
31 Company, under the command of Captain Malik. His orders were to
capture both intact and hold them until relieved by troops from the second
lift. Malik's action to capture the objectives was typical of the batlles
fought throughout Hydro-processing Plant 23-30 during the first assault
Two Storm Trooper squads would be the first wave, deployed dnrecliy onto
the target from hovering Valkynies, with a Vulture gunship in close support,
The elite squads would set up homing beacons and take the brunt of the :
initial fighting as the test of Malik's company grav-chuted into the target =~~~
area, guided by the beacons. Once those squads reqrouped the captain
would lead 1% Platoon against the pumping station, whilst 2% Platoon
and 3 platoon attacked the lifting station. Fourth platoon would be held
in reserve, waiting on the ground to reinforce the defences once bath
were captured, The company's heayy weapons platoon was split between
the infantry platoons, a fire support squad with 2°* and 3™ platoons, the
martars with the reserve squads and the anti-tank teams with the Captain
for direct suppart during his main assault

As soon as they had landed; the two Sterm Trooper squads ame under
heavy fire from drone sentry turrets. The turrets, equipped with disruption-
field generators, had not been detected by the aerial reconnasssance. Taking

beacons but were quickly pinned down, The turrets were only silenced by
strikes fram the supporting Vulture gunship, but already they had inflicted a
heavy toll on the elite troops. This left the pumping station still stmngly ;
by a garison force of human auxiliaries.




e Drop Trooper’s helmiet is a Type 5 pressure helmet A oulky and
famously uncomfortable piece of equipment, it is worr for high-altitude
drops. As standard [t incorporates air fines which draw from dispensars
|In the trooper's grav-chute fo stabilise the trocper’s inner 23t pressure
A tangerous aspect of high-altitude jumping 15 the rapidly increasing ait
essure during the trooper’s descent, This pressure needs to be continually
Eﬂand pressure-equalizing ear protectors prevent the rapid increase
Hrom bursting the trooper's eardrums which, although not fatal, is painful
“enough to rerder a Drop Trooper a non-combatant

" The heavy helmet is corstructed of reinforced plasteel, with extra armour

 protection incorporated into the front of it. The basic helmet also contains

~ atinted flash suppression visor and 3 short-range communications receiver.
All vox-operators wear @ variant of the Type 5 helmet with comms-booster

4 equipment built in.

2. Armour

The Drop Trooper's armour is constructed of cast, lightweight synthi-

pias — this provides a good fevel of protection whilst keeping weight to
a minimum. As Drep Troops will often operate for extended periods away
from supply lines, they must carmy a lot of extra equipment themselves.
¥eight saving is important 1o reduce encumbrance during drops and to
allow space for extra ammunition, grenades, ration packs, etc

Each troop s 1ssued a chest and back plate, complete with respirator and
air hose attachments for the air supply (required at high altitude) and
attached shoulder pads. Separate elbow pads and knee pads give extra
protection in combat and on landing — some veteran troopers discard these
pads after landing to help reduce their overall weight, especially if operating
in difficult terrain, but mast troopers prefer the extra protection. On Taros all
armour was painted codex grey.

o

e e o oot

3. Clothing

The Guardsman wears a PT-38 jumpsuit, 3 cne piece reinforced tﬁ'-rerall i %
made of hard wearing synthi-canvas. It is supplied in a variety of cofoyrs

and camouflage schemes, and on Taros a sandy coloured jumpsuit was
ysed. The jumpsuit can be wom with 2 thermal liner for high allit ”dE'dmg;
where temperatures in the upper atmasphere are sub-zero. On Taros the
linlng was net issued due to the climate at grotind level and the alfituda of
the jumg. The jumpsuit is always worn with glaves and a respirator magk
which prevents wind burn on expased skin. Wind burn is a side effect of
rapid free fall, much like friction burns, but caused by friction with the zir

The jumpsult includes thick quilted pads on the upper arms and legs,
referred 1o as ‘impact pads® These nelp reduce the effects of blunt trayms
fram impacts and give additional protection during a ¢ollision or hard
landing, the pads being filled with foam to abserb and distribute the
of an impact The jumpsuit also includes a variety of pockets for extra
storage space. :

energy

The Drop Trooper also wears the distinctive tall jump boats of bis kind.
designed 1o give strong ankle support upon landing, and {ump gloves, ona
being pushed through the belt.

4. Lasgun

The trooper's Accatran pattern Mk IV lasgun is a fightweight weapan
manufactured on Forge World Accatran and supplied to the 23 Elysian
regiment. its overall length 1s shortened by its ‘bulloup’ design, with the
powercell positioned behind the handle. This is ideal for Drop Troops whe
must crowd into the troop compartment of 3 Valkyrie, camying all their kit
into battle, and wha often need more spare ammunition, rations, water, etc,
to operate beyond supply lines, as well as wearing a bulky grav-chite. Exira
carrying capacity and weight is always at a premium for Drop infantry.

To conserve ammunition and reduce wastage, the weapen only has a single
shot setting and cannot be used for automatic fire. It uses a standard power
pack, good for fifty shats, and operates in the 19 megathule range The
power pack can be recharged by exposing its thermal celis to heat or light,

but the recharging 1akes time, and cannot generally be done duning combat

50 extra power packs are always carried

The Mark IVc variant lasgun includes an auxifiary krak grenade launcher
mounted under the barrel. This is a short range, single shot weapon.
issued 1o officers and NCOs for additional squad level close support. The:
lasgun also has a carrying handle and solar converter for power pack

recharging. This model of lasgun daes not include a beyonet lug and Elfsien

Guardsmen must fight with their knife if engaged in ham‘rto-ha@"_"_""’a"

Many Elysian regiments prefer to squip themselyes with assaultshotguis
for extra close range combat upon landing. Although this is trus, Genera! i

Syckava (the commanding officer of the 23" regiment) believed ths
drastically reduced the regiment's firepower in the longer term Whist

defending an objective Some vateran troops sl chose to f2ke ashogen

but the rank-and-file were al issued lasquns as standard.
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‘5. Equipment _
The grav-chute {not shown here) is a complex piece of equipment isstied
solely to Drop Troop regiments and Storm Troopers for special missions.
ftis wom actoss the shoulders, above the backpack, and because of its
weight and bulk is usually discarded immediately upon landing, freeing up
the Drop Trooper to fight less encumbered. Grav-chutes only operate at a
se altitude and the troops are in free fall until theirs activates, controlling
their descent with their body’s position. The grav-chute slaws the final
descent, but impact with the ground is still hard and upon landing
traaps must roll with the impact to absorb the shock. Drop regiments
<pend much of their time training to control the free-fall descent;
ir"r collision avoidance and practicing landing procedure. Despite
this accidents are not uncommon and grav-chuting is inherently
angerous. During a high fevel jump from 10,000 feet, it will
take approximately two minutes to reach the ground

This is Trooper Hyde of
Support squad. Heavy Wi
&” Company, seen here g
Comet, wearing the standaid
armour and equipment issied
members of the 237 regiment
He was wounded in action on the
day of the battle, defending Hydro-
Frocessing Plant 23-30. It is cusrently
unkngym wihether he was killed in action
or became g prisoner of war.




is a respirator mask (wornon.
(incorporated into the back
this air supply 1s nat farge
vironments. The mask covers the
ich. cted by the helmet and the entire
unit 15 attached to the air supply via underarm pipes.

: : - Helmet front —
standar equ“‘rpmnt issued for Operation Comet and worn by the shandatd to all Drop Troops
Trooper includes two ammunition pouches, a water canteen, two
agmentation grenades, a krak grenade, a combat knife and the Elysian’s
wh tactical load-bearing backpack, wom under the grav-chute on the
back and complimented by two side pouches. Rations and personal
 also stored here.

‘6. Drop Canister

Eehind the trooper is a diop canister, These latge containers are used to .
% land a wide variety of equipment into a drop zone For heavy weapons Deop Trooper Right shoulder pad: Company Number
& teams they will contain the heavy weapon itself (heavy bolter, missile Left shoulder padt No making
_Iau_hdne_r or moitar) and spare ammunition, which must be recovered )

by the crew before gaing inta action. During an operation other drop

canisters will be landed containing spare ammunition; rations, water, fuel,

medical supplies and all manner of spare equipment.

. Due to their size, Elysian: Drop Troops refer to drop canisters as ‘coffins’,
and after a battle they are often put to this use

7. Insignia
The regimental insignia of the 239 Elysian regiment is a wingad spear
in front of a sun and this Drop Trooper bears it painted onto his chest
plate. The Taros Campaign badge has been temporarily stencilled onto
- the [eft knee pad, and this will be overpainted before the regiment's next
deployment,

Right shoulder pad: Company ;‘fgmﬁer
Left shoulder pad: Winged Skull.

The Drop Trooper wears his company number on the right shoulder pad
In this case 6" Company, whilst regimental command staff use the letter
C The left shoulder is blank for troopers and has a red stripe for veterans
(those with at least eight combat drops). Officers have a more decorative Lieutenant i i

d Right shoulder pad: Company Namber
left shoulder pad: the winged skull for low ranking officers {sergeants and Ig{ ft shauld £ d: Wf;g Skull
lieutenants) and a laurel-wreathed skull for high ranking officers (captains it
and abave),

A R

As a low ranking trooper this Guardsman's helmet remains codex arey
NCOs and officers use a system of stripes on the back of the halmet

10 identify themselves on the battlefield: sergeants use a white stripe,
lieutenants use a yellow stripe and higher-ranking officers use a yellow
stripe trimmed with red.

The_ cast skull badge worn on the left breast is 2n honorific and is 3 e Right shouiver pad: Campany ; : :-:'- £
regimental citation for the 23 Elysian regiment’s part in the Assault on Left m{damw"eamed#@f

Fart Moros. It can be worn by all members of the regiment; whether they
toak part in the operation or not.

The scratch marks on the side of the helmet are a personal addition to the
trooper’s kit, and many members of the regiment will record the number
of combat draps they have made in this way. Amongst the Elysians it is an
unofficial badge of seniority; the more draps survived, the mote serior th
trooper amongst his fellow squad membere, ; ¥
Colonel Right shoulder pad: Command €
Left shoulder pad: Wrﬁwm

s ramen.
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toim Toopers were engaging the enemy, Malik's men were hitting
\d, shaking off their grav-chute packs and reorganising into their
s each group of men rallying on their sergeant swiftly and efficiently,
 The piocessing plant was already echoing to the sounds of gunfire,
: Y explosians ard the roar of jet engines and, quickly fegrouping, it was
heredare up 10 1 Platoon to clear the defenders. Leading from the front,
.'m-tmmissa!,ﬁlaﬁi alongside him, Malik closed on the pumping station.
Engaging in afirefight he found the defenders were well entrenched and
fought tenadiously. Exchanging heavy fire the Captain looked to break
the deadlock and led 1* Platoon's assault. Yelling the regiment’s motto
*From the skies!” Malik rushed in. As fragmentation grenades exploded
~ alfaround, his assaulting squads set about clearing the pumping station
2 Intense dose quarters fight, only to find the pumping station was
 also oecugied by Kroot mercenaries, The assault had overrun the human
. defenders, but the bloadthirsty Kroot were a different proposition. With the
Czptain fighting desperately In hand-to-hand combat, 1% Platoon’s squads
~ were repolled, falling back before the savage aliens under the covering fire
of fizg and krak missiles. Captain Malik was killed during the confused
withdrawal, his mutilated and half-eaten body later reported seen hanging
from the pipe works. |

Their first assault blocdily repulsed and with their commanding officer
dead, Commissar Graal now took command of the Elysian attack He set
about rallying the forces, including the surviving Storm Troopers, Reports
weie airiving that the first Tau response 1o the attack, a flight of Tiger Shark
bombes, was closing rapidly. The battle was intensifying and damage was
maounting, The flight of Tiger Sharks overflew the plant, streaking low and
sgzttering clouds of drones in their wake. It seemed the Tau were deploying
any forces they had available to defend the site and, reinforced by the
drones, the Kroot defenders continued to fire from cover, It would take
another assault 1o clear them

To prepare for the second assault, Commissar Graal sent a runner back

1o the montar squad; be needed the defenders softening up with a
bombardment before attacking. Crouching in cover amongst the pipes,
storage tanks and detritus, the Elysian Guardsmen waited for the mortar
barrage 1o do its work before, driven forwards by their Commissar, they
iushed the pumping station a second time

Itwas haid fighting again, but the accurate mortar barrage had shaken the
Koot The sunviving Guardsmen swept in and overwhelmed the remaining
defendars, capturing the pumping station: Graal immediately called
forwards 4% Platoon to reinforce them In respanse the Kroat allied and
Tiled to charge back, but too many Guardsmen were now waiting for them,
ard most of their xenos foe were cut down by lasgun fire. The battle for
Pumping Station 3 had been costly Over half of 1% Platoon and the Storm
Troopers were dead or injured, and the objective itself had taken severe
damage in the attack and mortar shelling.

By dusk, after a day of combat, Hydro-processing Plant 23-30 was captured,
. and all the primary and secondary objectives were in the hands of _the
-+ Hysian Drop Troops, There were still some enemy stragglers and snipers
- hiding out amongst the industrial debiris, and Drop Trooper squa ds were
-~ @umiously patrolling through the holding tanks and pipelines hunting them
- 99wn The fighting had been fierce and the garrison had given a surprisingly
. Song arcount of themselves. Outnumbered and outgunned by the Elysian
fles i mobile firepower the human traitors could have easily broken and run,
~ Butitistead they, along with their Kroot allies, had fought mercilessly hard
 liday, and many focations had been badly damaged because of their
- Alrong defence, o

The entlre hft progess was repeated again on the second mormi;
second wave being loaded and lifting off to reinforce the first lift Ovet
the hydro plant had been secured, stragglers had been rounded up ot
penmeter established around the base The men of the second it would
now jump Into that perimeter and move ta reinforce it. Unlike the first
morning, the element of surprise had been fost, and the Tau were now
wailing. They were also mobilising 16 retake Hydro-processing Plant 23 30,
their Mantas loading up fresh Hunter Cadres.

The first lift had bypassed the Tau defences relatively unscathed, but
the second lift had a far harder task and the Tau diverted all available
Barracudas 1o intercept the air train. The Valkyries and Vultures, aithough'
potent weapons in their own right, were no match for high perfotmance
jet fighters in a dogfight, and flying in formation they were vulnerabile The
Imperial Navy continued to provide fighter protection and as the second
lift approached the target they encountered the incoming Barracudas.
Thunderbolts and Barracudas soon twisted and turned in the air, stafing
each other with autocannon and burst cannon as they wrestled for -
superiority. By now, the two sets of pilots were old foes, many having
already learned the other’s tricks. As dogfights raged around them, the
transports raced on towards the target, but those Barracudas that broke
through created havoc amongst the formations. Scattered like sheep before
wiolves the Valkyries tried 1o escape the Barracudas, but seven were quickly
shot down. The scattering of the formations would alse cause problems

over the target. Many units were expecling to be reinforced, but confusion
now reigned as squads became Jost and intermingled, but despite the
unexpected losses, the remaining Valkyries bravely flew on.

On the ground dawn had seen the start of the Tau counter-attack. Weary
from the previous day’s combat and with many units low on ammunition,
the Elysian platcons now dug-in around the hydro-plant saw the great
winged shadows of the dreaded Mantas approaching over the dasert.
Shimmering in the morning heat haze, the Mantas began to deploy their
cargoes, Tne Tau attack would come soon '

All around the perimeter — from buildings turned into heavy weapons
strong points, on walkways, behind barricades of steei piping. from slit
trenches dug in the sand or behind sandbagged pasitions — tense, dusty,
hollow-eyed Drop Troopers awaited the inevitable Tau attack. Isolated they
were now surrounded on three sides with their backs to the sea When it
came, the Tau attack could come from any direction. As they checked their
weapans or sharpened knives one last time, the Guardsmen were heartened
by the thought of the second lift winging its way closer by the minute,
Fallowing that drop would be the Imperial Guard relief column, even now
rumbling across the desert towards them The Elysian Guardsmen had 1o
fight hard and hang on until the reinforcements arrived.

The morning’s battle started with a wave of Tiger Shark bombers. Just as on
the day before the Tau Empire bombers raced in fow. This time rather than
dropping more drones, they unleashed missiles and ion cannons, blasting
the hydro-processing plant with massed fire. Regardiess of the damage they
were inflicting on the facility the Tau's ammunition pounded the Elysians, 5
preparing for their ground attack: As explosions mushroomed about them,
all the Guardsmen could do was hug their cover dlosely and wait for the
ordeal to end. As the noise of the aerial bombardment faded, the whine of
approaching jet engines grew. From all directions came Deviifish transparts |
and Hammerhead tanks, and Fire Warriors with their distinctive long pulse
rifles could be seen scurrying forwards into range, and with them came the
hanlesuits. The attack had bequn
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o The Tau attacked with a calm, n.rthless ferocity, blasting the Elysians with
.~ heavyweapons and massed pulse fire in a Iong range firefight They easily

- pingunned the Guardsmen, but the Elysians were not powerless to respond.

4 Tnelr own heavy weapons, mortars and Sentinels returned fire and rounds

g - slashed across the no-man's land between the two forces, but the Drop

' * Troops held their positions as the firefight intensified Well dug-in and
concealed the Elysians could not be moved by firepower alone. They would
“have 1o bz rocted out with grenades and in bloody hand-to-hand combat.
'Thef: attackers were reluctant to use such methods — yet

With the firefight still raging around the perimeter, the Valkyries and
escorting gunships of the second lift came into view over the-southern
‘horizon, Climbing to jump altitude the men inside were already waiting

la dépiﬂy directly into the battle — reinforcements had arrived to even up
the odds, ;
ﬁ The second fift jumped directly into the battle, but was exposed 1o the Tau's

Hheavest fire as they fell. Looking down from the rear ramp of his Valkyrie,
. General' Syckeva could see the panorama of battle laid out beneath him
 He could see the Tau armoured vehicles and infantry, and hear the hail of
 fite that now waited to greet his men A few moments later he was out of
* the door and falling through the weaving curtain of weapons fire thiown
~ upby theTau forces. As he fell he saw one Valkyrie, both engines gushing
- Mames, Pﬁlﬂgetmrds the ground toimpact in an orange fireball in the
M Another was hit by a misstle and nose dived into the sea. In their
m 10 avoid the Tau's anti-aircraft fire the pilots of the Yalkyries took
€10ency evasivé action, but 25 the transports manoeuvred the carefully

4
&

- “iounding the Larget.Some fell within the perimeter, other plunged into
‘}*'W sea and died screaming in agonty, whilst more fell aniongst | the
£ uforcea s!wzﬂmm asthey fell

A drone sentry turret burns as Drop Troaps fight in the smoke-blackened inferno of the wrecked hydro-plant

- ground dead. For the men of the firstlift it was a respite fiom the heavy

in to unleash rockets and autocannon rounds, but their fuel tanks would

Tormations of Drop Troops wete being scattered across the desert

The second lift had jumped into a storm of weapons fire. Already it was.
scattered and taking heavy losses. On the ground the fitefight had paused.

whilst the Tau turned every gun they had on the second lift Defenceless
men were being killed in mid-air, their bodies tumbling down to hit the

fire, but a heart-breaking disaster for the operation’s chances of success.
Hammered in the ajr the men of the second lift now had to try to fegroup,
find their way to defensive positions and get into the fight. -

General Syckava hit the ground within the perimeter on the southemn edge
of the hydro-plant. He ran for cover, still bearing the weight of his grav-.

chute and as he ran a stray pilse round struck him through the arm and
knacked him off his feet. Other men rai to ald their general and dragged -
him to safety out of the line of fire, A medic was called for, but as the batile
untolded, the regiment’s commanding officer was seriously wounded and
out of the fight

The surviving Valkyries sped away, many peppered with: hales or limpmg
on single engines. The Vultures had trigd 10 respond to the Tau, SWo0pIng

only allové them to linger for so long before they had te fetumn to refuel.
pilots did what they could fm the defendm heiore foﬂowmg the Vaikyries.
back to base.

The regments se(ondm-mmmand Colonel Bahch was ln!m_ned a!

flitting about the desert. dodgmg fire then popwngup .
o mIss:IQS. the Colonel reaitsed that air suppoﬂ was the ke




Chimeras of the Cadlan 114” Regiment advance towards the lracunda Isthmus along with Legio lgnatum
Warhound Titans. The Titan pictured on the night is the Advensis Primaris, later destroyed in the fighting.

4 priority communication to General De Stael's headquarters making just
such a request. * Holding objective, Suriounded by enemy forces in great
sirenqth. Urgently require air support 1o sustain perimeter. Please advise on
 tikely ETA of relief fosce”

" The message was heard loud and clear by both Lord Marshal De Stael and
~ the Tau commanders, who were listening in from within their Manta. As the
Imperial Navy scrambled a fighter wing to join the fray, the Tau Barracudas
* vectored in to intercept them. Now the effects of the Tau's earlier daring
1aid on the antbase were felt. Already most of the Imperial Navy's fighters
viere In the ai supporting the refief column and protecting the surviving
 airtrain returning to base. This third request stretched the Imperial Navy's
remaining resources. They had received no replacement aircraft since the
campaign hed started and fuel supplies were starting to run low. In all
only six air worthy Thunderbolts could be faund for the new mission — it
was 't enough. The six Thunderbolts encountered twelve Barracudas as they
approached the target and, after four arcraft were shot down, the SUIviving
Thunderbolts found themselves fleeing back to base. Colonel Balach did not
get his much needed air support and was now on his own

At Hydro-processing Flant 23-30 sporadic firefights continued for the rest
of the day and through the night, The Tau were content o sit back and
besiege the defenders, wearing them down with long range weapons fire
whilst husbanding their forces for a final assault to clear the plant.

Day Three — The End of 23-30

With the Imperial Navy unable to assist them, the 23 Elysians had to

fely on their own Yultures. After retuming to base the gunships re-armed
refuelled and set off again. They would provide constant rolling air (over‘
for the men on the ground, but the distance between their base and the
battle meant they could never stay for long. Still, throughout the day and
night the Vulture gunships skimmed in and unleashed their ficepower
before returning to base, the skies ilfuminated by the fiety streaks of missile
launchers and the distant crump of warhead impacts

been pounded into rubble. Tau heavy weapons and Elysian counter-fire i
reducing the area nto little more than a growing pile of junk metal itwas -
a ravaged landscape, pitted by mortar craters, covered vath the wieckage

of twisted and charred pipes, and littered with splintered steel, ash and

the bodies of the dead Tracks were barricaded with the husks of bumeds
out Sentinels and half-demolished water and chemical storage tanks, their
contents long since dashed upon the sand, stood sentry aver the battlefieli
Within this steel jungle crawled the survivors, crouching in cover thelr e
uniforms ragged, dirty and bloody. They were all tired, exhausted fom .
two days and nights of constant fighting, and the threat of a renewed Tl
offensive in the night had kept them all awake, meaning few had gatten
rest they so desperately needed. A

Alter the previous day’s fong range bombardment the surfounding Tat
forces now dlosed in to finish the job. Well aware of the reliet calumn
closing in, the Tau set about reducing the perimeter quickly: When dawtl
broke they mercilessly unleashed their biggest weapon and a Manta
swooped in aver the hydro-plant, casting an ominous shadow over the
Guardsmen beneath lixe a great bird of prey. The Elysians had no

the Manta's firepower its drone-controlled burst cannon i
site in a cascade of fire. With the Guardsmen pinned down by such ieavy
fire:the battlesuits then moved in, followed by Fire Warrior teaft

Under the wings of their Manta support, the Tau finally close
their heaviest weapons at point blank range. The Efysians fought back f2
But even with their Vulture air support attacking the they could
hope 1 win such an uneven batrle. Stowly the Tau cleared t

by section and the Elysians fought bravely, then fell back or di

small pockets of resistance remained around the control complex
causeway to the primary treatment centre. In the mid afterr ;
cemmander requested a ceasefire and asked that the emaining 08
surrender. He informed Colonel Balach that there was ¢

by continuing the pointlass slaughter The battle was




Vwas to die n vain. Colonel Balach, now wounded
surrender and vowed 1o fight on. By nightfall he was
_Elys n regiment had beeq all but annihilated.

sy Fire Warriors tounded up the few survivors, induding General
, disarmed them then loaded them into the holds of their Mantas.
i of th-e huge transports landed and began to callect the Hunter
o went They left behind a twisted, smoke shrouded
W bamgﬁe!d, hnefed with wreckage and the dead, Operation Comet was over
~it190 had falled

: Dparatioﬁ Cornet; Space Marine Breakthrough

 Since the offensive towards Tarokeen had stalled, there had been little
fighting between the Tallam regiments and the Tau, The Tallarns had made
small advances and continued harassing artillery fire but, short on supplies
and mtmaiiy low on water, they dug-in 1o conserve what supplies they
“had The men set about laying minefields and razor wire in front of their
positions and whilst the Impenial Guard were not advancing, the Tau did not
counter-attack With the Guardsmien marooned in the desert, the Hunter
Cadres conserved their own strength for the battles still 1o come.

It was -cnln;a] to'the success of Operation Comet, and maybe the outcome
of the war, that relief forces reached the Drop Troops in thee days. Before
any relief force could make its advance though, a breakthrough had ta be
made through the westem end of the isthmus. For the ground forces to
reach there, they would have to traverse the narrow strips of land between
the $mall seas and lakes in the region. Channelled by the terrain, any attack
would have to be directly into the teeth of the Hunter Cadres’ firepower,

The Tallarn reqiments were no longer fit for the offensive They had lost

100 many of their men and most of their tanks in the long drive north.
The war was entering a critical phase and had rested on Operation Comet

succeedmg De Stael wmed tame

1

be the spearhead of the thrust, su;;poﬂed Ezsg Titans of Legio i
The Warhounds were the. imperium’s largest war machines
unlikely tha Tau had any answer to them Between these wio
would srnash through the narrow \:errain, sweeplng aside w

the attack Thunderhawk transporters started Ihi!lf work, transf

Raiders, Predatars, Whithwinds and Rhinas from the Wer Tk _whﬂﬂw
whilst Techmarines armed and blessed the vehicles. The battle-bro :
of the 2 and 6" Companies mustered for an armoured engagement
Thunderhawk transporters plunged from orbit to land at the assigned
assembly area, just west of the northen end of the isthmus entrarce.

On board the transporters were Land Raiders, Predators, Whir‘}mndsa
Rhinos, all carrying the squads of 3¢ Company. The attack would corma
swiltly, giving the Tau minimum time to respand, and it would come in.
overwhelming force [t would be spearheaded by the armour of the
Chapter, supported by the firepower of the Warhound Titans, with the 114!
regiment awaiting the breakthrough to begin their own mission = the,

of Hydro-processing Plant 23-30. :

While the Space Marines assembled, the Warhound Titans of Legio
lgnatum were stalking north to join them, striding through the deserts
accompanied by the sprawling Chimera formations of the Cadian regiment.
For the first time in the campaign, the Tau weuld experience a true army

of the Imperium, the combined we rght of the Imperium's ﬁghtcng fnn:eS
committed as one.




metres tall ahove the desert as they stalked
reparéd for an attack and, as ever, their Hunter

[ ay'vmh the lmpenurn This would be a d.ﬁerent batt!e

he Warhiounds engaged the Hammerheads at maximum range, blazing
3Way with massive turbo-lasers. The Space Marines sped forwards, their
aiders feading the way with Whirlwinds in close support and
¢5.0n the flanks. Hoping to halt the assault the Tau could no longer
"sfmphr give ground befare the attack, they had to stand and fight, and this
wils 10 the Space Marines’ advantage The Raptors strike force could close
the distance and start to engage with their highly accurate lascannon and,

 conducted with speed, accuracy and their trade mark aggression, they

 tore into the Tau defenders, deploying Devastator squads from Rhinos to
lend thelr fire support. Suddenly the Tau were suffering heavy losses. With
. voud shields flaring against railgun hits, the Warhounds strode forwards,
* obliterating entire vehicles with a single hit from their weaponry and
. stomping on the wreckage as they advanced. For the first time on Taros the
Taul fell back having had the worst of an engagement, the desert marked

- by tell tale coltimns of smake rising from the burning hulks of their vehicles,

The Warhounds continually stalked forwards, obliterating anything in their

- path, and afong with the Space Marines now advancing about their feet,

 infast, skimming the desert $0 low it Gicked 1 upa du st cloud be.foml !

climbing over a shallow rise to open fire. Missiles fippled from the
arrcraft’s wings, flaring bright against Warhound Advensis Primaris’

void shields. The explosions overpowered the generators, which cut out
and the following shots from the Tiger Shark's twin railguns struck the
Warhound squarely in the hull With devastating power, twe hypersonie
shots tore through the thick armour plates in an explosion that shoumd
the surraundinig desert in malten shrapnel. Critically wounded, the
Warhound staggered backwards under the impacts, tottered and, to.

the astonishment of all, fell

Where once Imperial commanders had thought the Titans untmdxable

to all but a Manta's firepower, suddenly the Tau Empire hed aneyy
tactical weapon capable of bringing down their mighty war machines.
The wreckage of Advensis Primars lay billowing olly smoke as the sand
settled over her. Inside the crew lay dead at the controls, including High -
Princeps Jernay, killed by agonising bolts of pain that had fed directly
into his brain from the Titan's mind-impulse controls. It was @ bitterand
unexpected loss and the remaining three Titans withdrew rather than
face another strafing run. Their mission was 2lready complete; the 124* :
Cadians were now able 10 begin their strike northwards. '

The Space Marines and Warhounds had advanced the required fifty
kilometres in just a day of fighting. Skirmishing continued in the area A
all day, with Space Marine patrols hunting down any Tau stragglersor
Pathfinder teams bold enough to retum to the battlefield, whilst behind
them the 114™ Cadians roared their engines inta life.

Wreckage of the Tay defenders litters the desert 2 the Titans and Space Marines an\ﬁn&
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Despite the victory, the loss of Advensis Primaris was a worrying
development, the Tau had obviously learned from their previous experiences
fighting the Imperium's greatest war machines. In the past Hunter Cadres
had faired poorly against Titans, nows the Tau had developed a weapon
-capab!e of fighting back. The new Tiger Shark had been upgraded to carry
two heavy railquns, saarficing its standard payload and ion cannon for the
. kind of fi f'.r.epawer usually only mounted on Mantas or spacecraft

e

.-Uperalion Comet: Imperial Guard Reinforcements
The completion of the Raptors attack was the signal for the 1 14'“ Cadian
o M_tﬂ begtn its part of the operation. The regiment’s mission was (0
~ relevethe. ?Iysran Drop Troops who were already fighting to secure the

: arit, The Chimera-borme mechanised regiment was ta dash to fink
them and had two days to cover one hundred and fifty kilometres
j{pﬁenuaily.enemy infiltrated, desert:

18 Space Marines and Warhounds had cleared the way and now the

) under the direction of Colonel Stranski raced forwards.

 the force were reconnaissance roops, squadrons of Salamander
and behind them came the bulk of the regiment, infantry

3 in foymation in their own Chimera armoured carriers.
W‘MW"? was the regiment’s artillery support, Griffon montar cariers

' : asilisks. Colone! stranski had already decided that the

From bitter expenence fighting Titans in orher warzones, the Tau Empire upgraded the killing power of the Tiger Shatk. This newly modiiied craft, designated the i
“Tiger Shark AX- 1-07, destroyed an Impenal Varhound, forcing the Legia Ignatum to withdraw from the desents of Taros or face further dévastating fosses.

supported by Piranhas and Dewlﬂsb'muunled FireWarﬂos <

Basilisks should not take part in the operation, The artillery pieces could pot
keep up with the pace of the advance, indirect firepower would have to ba
provided by the mortars and the Imperial Navy, whose aircraft were again
overhead protecting the Chimera columns. The Elysians could ot afford
for the Cadians to be delayed by anything ~ this mission was a race
against time. :

The grinding tracks and rumbling engines of the Chimeras raised tall dust®
columns as the armioured infantry formations sped northwards - tall dust
columns that the Tau could easily spat and track The Tau had suffered their
heaviest fosses yet fighting the breakthrough and had already startedto
load Hunter Cadres into Mantas to move against the Elysian drop zone; the
Chimera columns new driving deep into their terrmory could not be stopped
and the Tau faced a difficult tactical problem ~ where to commit their
available troops? Should it be into stopping the columa or ovenwhelming
the Drop Troops? If the columi was attacked then the Elysians might hold
out. if the Elysians were desuuwd then the Chimera columns would anive
finding nothing fo relieve. So the Tau let the Cadians advance They would
not seek to halt ar destray the 114 aimoured columns, only to delay
them long enough for the battle at the processing plant to be won.

harass lhe calimn with ambushes and sniping, butwa:e _
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E ma}dwa!d: his reqiments advance, arrayed company behind company,
" witha rmna&sance screen in front. ftwas a majestic sight: Chimera after

. sky His: advance had started well and for the first day his men saw little

© . stung out but it would keep the advance moving. the Cadian Guardsmen searched the ruins for sunvivors. None were found
3 : Onthatsemnd morning alone ther were six separate Tau ambushes, each  Stranski ordered his regiment to mount up and withdraw back to the Taflam -

. the day before was now a stop-start running battle, and the 114" was be supplied from here. His men had fought over one hundred and fi fity
. being stalled. The delays caused the 114 regiment to fall behind schedule  kilometres for nothing. The missicn had failed

o

e  and by nightfall theymresn!i thlm,r kﬁomgre}_ 0
1eams on Tetra speeders raced into the area ahead of the, News from the processing plant was pot er

.thtfli movement and prepare the ground with Orca communications with Colonel Balach and hi 5 beleag i :
r towers, Meanwhile the main Hunter Cadres moved  had been lost. 4621% Army Command no fonger had any idea what
_stHydm-pmcmng Plant 23-30, with instructions to happening on the qround at Hydro- procassing Plant 23-30. 5

That night, in desperanon Stranski orgamsed a long range patmih
fn the cupo!a of his command Chimera, Colonal ‘Snake” Stranski out ahead of his main units. Under cover o{ darkmﬁs they rm.m Tﬁaﬁﬂ}‘e

himera qunning its engines and pounding headlong acioss the sands.
Qverhead the contrails of Imperial Navy Thunderbolts criss-crossed the

&mmm

(}ntne mmnd day, thal changed as his scouts and vanguard platoons came
- under surprise attack from concealed Tau forces. For the first time, Imperial
~ Guardsmen encountered distinctive all, thin Tau observation towers,
 following the sightings several Chimeras were destroyed by seeker missile detritus of battle and, crunching th rough the rubble, they found bumegi
su'lkes. seemingly launched out of nowhere and each time the Tau attacked  out Sentinels, Valkyrie crash sites, destroyed heavy weapons, wecked Tau
ruaused the thieatened units to halt, disembark troops and begin to hunt Devilfish and battlesuits, and the dead of both sides, Fires still raged, b
dmn the foe. This caused delays and the Colonel ordered only units that else was eerily quiet ;
. came under direct aftack 1o engage the enemy. Any following units should I
bypass the danger zone and move forwards, the regiment would become The main body of the 114* began amiving 2 few hours after dawn and

— the Tau had already dane the job thorouahly. By mid-aftermocn Colanel

- one causing losses and a delay What had been a glonious headiong charge  lines. There was no point in holding the shattered ruins, no water could

S0
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Valkyrle aishome assault carrier of the 237 Elysian Prop Troop regiment.
This s the regiment’s filth aircralt, camouflaged for Operation Corner

Vulture qunship of the 23 Elysian Drop Troop regiment - !
This is the regiment's twenly-second aircraft, camoulflaged for Operation Comet. |

Drop Sentine! of the 239 Ehves f ;
Op sentine: of the 23% Elysian regiment, armed with a multi-melta. This vehicle is in Codex grey.




Valkyre airborne assault carmer of the 23 Elysian Drop Troop regiment
This is aircraft 141, snot down duiing Operation Comet.

Vulture gunship of the 23 Elysian Drop Troop regiment. This is the regiment’s seventh dircraft,
camoutlaged for Operation Comet. Note that it has the ‘diving eagle” insignia on its nose mounting,
an unofficial addition to many aircralt by therr crews.

Tarantuls sentry qun, vath tascannons, of the 237 Elysian Droo Troop regiment. Small enough to be carrred
in a Valkyrie, sentry guns added valuabie heavy weapans suppor [0 the regiment’s defensive perimeter




Valkyrie airbome assault carner of the 23% Elysian Drop Troop regiment.
R This is the regiment’s twenty-fourth aircraft, camouflaged for Oﬂéf&f:@ Comet
e Due to the objective’s distance, alf Valkyries had o be equipped with additional fuel tanks,

Cydops remote-controlled demoliion vehicle. This small vehicle was most efiee vely
liansported mto position on the battlefields of Taras by Valkyries.

g Grifen mortar catir of the Cacian 114* tegiment, Due o their speec, Gifons S '
' provided the regiment's main artilry support during the push to Hydro-plant 23-30. Bl S TEN
108 AL
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[ Salamander Scout vehidle of the 114° Cadian regiment. £ Company,
eading the way, this vehicie was amongst the first to reach the Hydro-b:‘anr

sontinel of the 2577 Elysian Regiment, This s vehicle number 8 Al forty:two
ent's Sentinels were captured or destroyed duning Operation Comet.

; Drop
of the regim,
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Salamander Command vehiclz of the 12 Taljam Armoured Regiment, ]
equipped with a heavy flamer for the suppression of en emy infantry.

AT

Salamander scout vehicle of the 3¢ Tl

iait Armoured fegiment
undertook reconnaissance operations for the heavy tanks of the Impenial Aumoured reqiments.

Thesa highly manceuvrable vehicles




Bombard Heavy Seige Mortar. The 17 Tallarn regiment included a single heavy artillery company
of six Bombards, which saw sustained action during fighting in the Phyyra Heights.

e T

Earthshater Platform of the 17 Tallam regiment. Note the repiacement barrel, as yet unpainted,
an indication of the platform’s heavy use during the reqiment’s sdvance
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Damocles Command Rhino of 2 Company, used {o coordinate
the Chapter’s ground operations throughout the campaign

Predator Destructor with extra armous of the Raptars Chapter deployed during the racunda Breakthiough




Yarhound Titan Advensis Secundus, armed v

vith a plasma blastgun
and Wuican mega-boiteq as deplayed for the

lracunda Breakihrough,

=~

! 114




Hammerhead gunship, armed with twin missife pads. This vehicle befongs to an unknown Hunter Cadre,
but took part in the altack on Hydro-plant 23-30.

Devilfish transport, part of the same Hunter Cadre.
This velicle was destroyed during the Tau’s final assault.
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Drone seatry turrel with burst canpens.

Encountered and destroyed by the 114 Cadian regiment

Heavy Gun Drone with markerlight and a burst cannon,
Fart of the attack on Hydro-plant 23-30,

i Hmy Gun Dione vith twin bugst cannons.
‘Also part of the attack on Hydro-plant 23-30

Drone sentry turret with missife pods, encountered by
a Sentinel scout patrol of the 899 Tallam regiment,

Remote sensar tower with sky fne camouflage.
destioyed by the 114 Cadian regiment. |




bon TR Ee E T

iment’s push northwards.
Piranha with a busst cannon, identified during the 1142 Cadian regiment’s pu

Piranha of Hunter Cadve ShiElf;, oestiayed by the Taflarn 177 reqiment.
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~ CHAPTER SEVEN

E EVACUATION

The defeat of Operation Comet sent Lord Commander Gustavus' High
Command reeling. The war on Taros against the Tau had taken a tum

for the worse and the failure of the airborne operation would have wide
feaching <ensequences, most immediately within the command structure of
the 4621 Army itself

On board the Righteous Power, Commissar General Mordred Van Horeic
arrived to meet with Gustavus, intefrupting an Imperial Navy briefing
meeting with his demands to see the Lord Commander immediately,

The Guardsmen an the door had futilely tnied to bar his path, but the
Commissar would nat be held back and, threatening to have any man who
got in his way arrested, Van Horcic barged in

Gustavus sat impassively whilst the Commissar General delivered
instructions for the removal of the entire staff of the 4621 Army, They had
failed in their duty to the Emperor and whilst losses wera acceptable, failure
was not. The surface campaign had become a shambles and Taros was
slipping from the Imperium’s grasp. In particular Lord Marshal De Stael was
to be replaced, by no less than the Commissar General himself.

Unknown to the Commissar General, Gustavus had been well aware of

fis views fong before Van Horcic had made his dramatic entrance. One of
Colonel Scheja’s informets had leaked the news of Van Horcic's intentions,
and the Lord Commander was prepared. Gustavus knew that Commissar
Van Horcic was well within his tights o take command of the failing
operation, but Lord Marshal De Stael had been a layal and dutiful servant
of the Imperial Guard and deserved better than the summary execution that
now awaited him at the hands of Van Horcic

That morning Colonel Scheja had been dispatched to the surface canying
sealed orders for De Stael. It informed the Lord Marshal that he was o be
relieved of his command and that he faced two stark choices: tum himself
over as a pnsonef to Colonel Scheja, who wauld accompany him tn the beig
onboard the Righteous Power to await trial, or take command of & frontiine
platoon and lead an immediate counter-attack against the Tau, from which he
would likely not return Exhausted from his work and stung by the defeat of
Operation Comet, De Stael asked Colonel Scheja to await his decision outside,
he would be just a few moments. In the cramped cormidor of the Leviathan
Scheja wiaited patiently until the fow hum of the Leviathan's generators wes
broken by the sudden discharge of a laspistal from within the office. Rather
than face execution or be disgraced and condemned to a penal regiment,
Lord Marshal De Stael had found his own solution and taken the anly vy out
which kept his martial honour intact. i

The armival of Commissar General Van Horcic and his aides saw much of the
other top brass of the 4621% Army arrested. In a day of turmoil and confusien
six officers were executed after resisti ng arrest, and sixty twa other officeis
and aides would be given a chance o die well in the service of the Emperol
after being transported to a penal reqiment. After his purge Commissar
General Van Horcic was now in supreme command of 2l Imperial Guard

and Departmento Munitorum operations on Taros. It was his task to sahege
something from the faltering campaign, if only as many men as he could

The twimoil amongst High Command did little to help the fighting e oAt

ground. The supply situation was critical and fosses to dehydration were A2
farin excess of those from combat Without finding new water supplies fast
the remaining regiments would soon be beyond anything resembling combat
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1 Van Horclc oversaw his first briefing on the army's status,
Wts from all the regimental commanders stressed that without new
les thieit regiments would not Jast more than anather week, ten days
it r!:e most, and any sudden Tau attack might shatter them com pletely.

Van Romcs first order was to shorten the over stretched supply fines:
 Jt would mean a retreat, but better that than total destruction. At that
moment it was taking a Trojan bearing a fuel trailer on average three days

1o reach the front ine, ail the time running the gauntet of roving Stealth
. teams and strating Barracudas. The trails worn through the desert that

25 supply routes were now overshadowed with the burmed-out

hulks of Trojans and trailers, evidence of the Tau's strategy of attacking the
|mpenium’s support network in order to affect the rest of the army,

_ All of the regimental commanders were given licence to withdraw back

towards the landing zone Equipment that could not be moved would be

‘destroyed and Rough Rider squadrons were ordered to slaughter their

animals to conserve water. Next Van Horcic summoned Fleet Admiral
Kotto and informed him that his fleet would be required 1o escort a new

'series of convoys into the Taros system, carrying more water, fuel and new
‘replacement equipment, especially airceaft for the fighter squadrans, Should

these fail to arrive, the Admiral would also be replaced The ultimatum was
sinple, break the Tau blockade or face 3 firing squad.

A Fatal Mistake

- Seriously wounded and taken priscner by the Tau, General Syckava of
‘he 23" Elysian Drop Troop regiment was the highest ranking Imperial
- officer captured during the Taros campaign. His regiment had been all but
‘annihilated at Hydro-processing Piant 23-30, but he had survived. Because
“oihis rank the General had been singled out from the other prisoners by
hiis eaptors, given medical treatment on his shattered arm and transported
“Under guard to the headquarters of the Tau supreme commander an

Taros, Shas'o R'myr. Tau operations were being canducted from a compact
command complex situated in some old mine workings underneath

a nondescript ciuster of old buildings just west of Tarokeen. There the
bloodied and battleworn General was led down to meet his nemesis and
within waited the Shas'o, and alongside him stoed his advisor in long
priestly robes. Another civilian, a diplomat or negotiator, was also present to
act as an interpreter, as were their bodyguards.

Tre Shas'o commended Syckava on his regiment’s courage and bravery,

but argued that he must now realise that the war on Taros was lost. He
assiired the General that Taros would soon be part of the Tau Empire and,
after questioning the General about his force’s remaining strength, and
thel future intentions (all questions which the General stoically refused to
answer) the Ethereal invited the General to act as an emissary on behalf of
the Tau Empire. His first task would be to deliver the offer of a ceasefire to
end the bloodshed, which would aliow the humans to withdraw unmolested
if:they d'sarmed, The Tau would allow transport ships free access to Taros

10 evacuate their soldiers and personnel under the ceasefire agreement, as
long as the largest war ships withdrew from the system first. The Ethereal
-also offered 1o turn over the renegade Planetary Govemor Aulls, whom they
 had under ciose quard, In a prisoner exchange for all the Tau captives the
EWcrsfmces were holding.

{“. retum for s assistance the General would be assured a new position

Eommanding the human auxifiaries now under the Tau's control on Taros.

- With the Emperor's forces defeated, the post of ‘Commander of the Taros

G""W’ would be his for life, an honoured position with all the attendant
*‘Wﬁ‘l and staws human commarders seemed to crave, but enly if he

would not be a messenger and broker a ceaseinte wen if i’t bOUQl'lt._ im
future fife of fuxury. if the Tau wanted the Emperor's fmces oh‘ of Taros, th
would have 1o eject them themselves.

Rebufled, the Shas'o sent the Genetal back to rejoin the other loyal Imp
prisoners ~ however letting him into the heart of their lair had been an |
unwise lapse in security that would cost the Tau forces on Taros dea;ly

Despite his severe wound, al! the tme he had been a prisanet General

Syckava had been obisarving and taking in as much inteliigénce en the Tau_
as he could, and as a high ranking officer he'd had access ta mapsand
classified information regarding Taros and the overall campaign plan lhat :
the ather prisoners had not.

Now he would put that knowledge 1o good use. From his obsenations he
already had a good idea of where the Tau command post was located, and 3
from his transport’s flight path a good idea of which mine fie was being

held in General Syckava had been a loyal servant of the Imperium alihis

life, he was still one and refused to surrender to xenos scum. He planned

to escape or die in the attempt, and gathering a small group of Efysian
prisoners about him, men who were still loyal to their former commander,
Syckava devised a plan to escape from the mine and strike out for the
nearest Impenal Guard front lines.

He did not wait long to act. On the first night at the mine Syckava and the
five men overwhelmed three traitor human guards, stole their weapons
and water canteens and struck out into the desert, splitting up to confuse
pursuit. Using his inside knowledge Syckava headed westwards, to where
he believed the 331! Tallam regiment’s lines were positioned,
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Leman Russ of the 12 Tallam Armoured regiment. This vehicle is armed with a different hull-mounted heavy
: bolter from the usual pattern weapon. This seems to be a field replacement for a damaged lascannon,

Bombard of the 17 Tallarn regiment. Dye to
Ly the regiment when it received o

fack of fuel, this vohucle was destra yed
ders o withdraw from the Phyyra Heights.




Valkyrie of the 71% Imperial Navy Iactical wing, used during Operation Deathblow:
On iits retum journey, this aircralt ditched in the desert and its crew were never recovered.

Tarantula sentry gun of the Elysian 23 Regiment. These simple automated weapons
were launched from Valkynie Sky Talons to clear drop zones of enemy troops.

_ 177 Tallarn regiment. This vehicle
. 15 from the reconnaissance squacdion of 4° Infantry compant.

-+ Sentinel Scout walker of the




Iy coflapsed. In a final

ar craped a vague outline

prayed to the Emperor that, somehow,

Fate intervened, of peshaps the Emperor heard his

(bolt fighter on a teconnaissance sweep over the

_ ni  in the landscape and swooped in for a
‘look Kriowing there were no frendly forces operating in the sector,

ter his pass the pilot reported tis sighting and a fong range infantry patrol

1% Tallarn reqiment was diverted to take a closer look. The

s squad found the unconscious general lying face down close

i d sign, barely alive, and immediately called for a Valkyrie to

sacuate him and themselves, General Syckava had made it back to his own

& None of his fellow escapeas, however, were ever found.

‘Recovaring on an Oido Hospitaller field-hospice pallet the General
recounted his observatiors in full. By a combination of bravery, faith and
- blind luck he had survived and could now provide the vital intelligence

. the forces of the Imperium on Taros so desperately needed, including the
Ioscaiiog of the Tau headquarters. When Commissar General Van Horcic
received the new data he realised it was an opportunity too good to miss.
. Here was information that might finally swing the balance of the war.

Operation ‘Deathblow’

By a miracls the Emperor had delivered the location of the Tau supreme
headquarters into Van Horcic's hands. Now he planned to {aunch a strike

. that might change the autcome of the war in one blow and for the mission
e would need the aid of Lord Commander Gustavus, Colonel Scheja and
* the Officio Assassinorum.

After hearing his plan Gustavus agreed to it on one concession — that Van
Horcic put the entire operation in the capable hands of Colonel Scheja

The Colonel would organise, plan and execute Operation Deathblow and
his mission would be to wpe out the Tau commanders in one strike. Horcic
agfeed and also sent a priority astro-telepathic message requesting that

an Officio Assassinorum agent be dispatched to Taros. The request was
sanctioned, the instrument of Commander 'Longknife’s destruction would
be a servant of the Eversor temple. There was no doubt that this would be
asticidal assault, with the agent not expacted 1o sunvive its encounter with
the Tau, but then neither would any enemy it encountered.

Armed with the location of the Tau headquarters, Scheja planned his
mission. it would involve two strike teams. Red team would be the assassin,
who would be dropped into the desert then make its way to the location,
destroying anything or anybody tside the base. Blue team would be 3 hand
picked platoon of Storm Troopers from the 2378" Storm Trooper company,
They would be flown in by Valkyries to launch a diversionary attack and,
under cover of their attack, Red team would get close to its targets.

The Storm Tioopers would 2!l be volunteers as striking deep into enemy
territory and attacking such an undoubtedly well protected target was likely
to be a one way trip. Knowing full well that he was most lixely signing his
own death warrant, Colanel Scheja requested and was given command

of Bive team himself. Even the aircraft crewmen from 719 Tactical wing
would be volunteers, because 1o reach the target area meant there would
not be enough fuel for a retumn trip, Instead the Valkyties would have 1o

 Tau patrols would f
 with its target's information, then depioyed

begin as s00n 35 Red team arved and

2378 Storm Trooper comparty and gathered togethe

At 684998 M41, as part of a fresh supply convoy, the't
Jucha successfully armved in-system and delivered its :
fuel and a large black containes, attended by four Adep
Tech-Priests, to the Righteous Power. It was a b'rb-ﬁs’t_asisA }
which, suspended in amniotic flulds, was one of the most {
the Imperium's massive arsenal, an Eversor assassin — a psy
man kifling machine that would hunt down its target r

Preparations began immedsately. The Eversor was p‘r‘ogrammtiﬁ
suggestion which detailed its mission, the location and its targets,
programming was complete, the still unconscious assassin y
with its weaponry: a pawer sword, neuro-gauntlet and exe i
The toxin within the gun’s ammunition had been developed by the Eversor i
temple specifically to affect a Tau's nervous system. and would kilf the fdd
seconds. Finally, the self-destruct mechanism surgically implanted into
assassin's chest was armed. Should the assassin's bio-readouts drop

a certain level then it would detonate, killing the assassin and anything
close by. Even in death the Eversor was lethal, and with 2 final litany
its Tech-Priest attendants, its bio-stasis chamber was carefully inserted in
a drop pad and launched towards the unsuspecting desert world below.

The drop pod made planetfall about sixty kilometres from the taiget, Whilt
still in mid-air uriseen lights inside the stasis ped blinked on and'life support.
systems began to breathe life into the Eversor within, its neuro-gauntleted .
hand slowly flexing into a fist the first sign of its awakening. As the diop

pod landed undetected on the desert sands, fiuids automatically drained

from the bio-chamber which then opened with a sudden hiss as remote
restraining bolts exploded, umbilical cords and sensor needles retracting

from the fiqure within. Freed from the sarcophagus the assassin stepped

out into the dying sunlight and, pausing only to survey its surroundings foe

any immediate threats, set off across the sands, moving swiftly and keeping
low to the ground, its pistol always at the ready, Red team was dosingon
the target as planned and by nightfall it would arrive. :

At the same time Colonel Scheja's Storm Troopers were soaring over the.
deserts in their transports, three Valkyries flying low, all attempting 10 avoid
contact with the enemy for as long as possible. The men within had arders
to attack their target with everything they could, and keep pressngthe ¢
attack for as long as passible each, except for Scheja, unaware that thereal =
assault would be coming in the deadly form of the Eversor assassin’ ¥

Skimming aver the desert the Valkyries had escaped notice until 3 drone~
controlled early waming device had sounded at the Tau base. lis deferce
teams immediately rushed to man their weapons as the three Valkyries
swooped in, flared and hovered briefly as the Storm Trooper squads iepelled
the few final metres before hitting the sand and dashing dear Spotting
their attackers in the darkness, the Tau opened fire and the Storm Troopets
replied with equal ferocity. The darkness was illuminated by the vivid
of pulse rounds and tracers ag, crouching low and pressing forwards,
Storm Troopers braved the assault. Meanwhile the Valkyries blasted awa,
circled and swooped back down, their multi-lasers blazing a brilliant rail
lights across the darkness as they soared overhead. s




Valkyries of 71% Tactical wing draw fire as they approach the target area, Within, they carry members of 2378° : :

Storm Trooper Company on a suicidal diversionaiy attack against the Tau force’s commanders on Taros.

Cotonel Schigja led his squad towards the buildings, dodging through pulse
rifle fire to find cover behind the first one they came to. There he pulled

a frag grenade from his harness; armed it and flung it through an open
windosv. He fallowed up the explosion with a burst of plasma pistol fire

as his men surged in through the doors and quickly captured the building
Outside, amids: the confusion and noise, a black-clad terror appeared

Passing like a shadow the unseen assassin slipped quletly towards the main
Tau compound. Cne Tau Fire Warrior looked up from refoading his weapon
10 find himself looking stralght info the eyes of a black shrouded figure
Wedring a deathiy pale skull mask. Swift as 4 cat the assassin plunged the
needle-like spikes of its gloved hand into the warrior’s neck, the Tau guard
dying in silent convulsions before he could react as his nervous system

was shiredded by the toxin. Without a second glance the Eversor moved

on. Driven by its thirs? for violence and unhindered by the darkness, it soon
found the entrance it had been hunting for. As the battle raged about it, the
Eversor placed a melta-charge on the doorway, set the timer and stepped
back As the charge detonated it burst into a sudden sprint, slamming
through the flaming, ruined doorway and springing down the ladder within

tiside the Tau were taken completely unawares. A sustained burst of needle
Pistel fire flung two Yau against the far wall where they slumped, dead in
21 Instant ffom the toxins coursing through their veins, Without pause the
ase2s8in rolled forwards, under the hasty return shats of a couple of other
T3 and rose firing again, the third and fourth Tau both quickly dropping to
the ground dead '

115 magarine riow empty, the Eversor discarded its pistol and as it moved
slong the low corridors two more desperate defenders rushed at the black-
tiad aseassin who ducked low under their fire to sweep the first off its feet
 thert lunged forwards to irpate the sixth through the stomach with its

down about him and his men: All the Tau warriors fighting them could do

gleaming power blade, the Eversor’s attacks becoming a blur of destruction
Then, leaving its victims gurgling wetly on the floor, the assassin stepped ;
through the next door and into the Tau command centre ; R

Within stood the slim, rebed figure of the Ethereal and his twao attendant
bodyguards. Without fear the Eversor Assassin sprang forwards, power i e
sword in one hand, neuro gauntlet ready to strika out with on the other. Ciey
For the Ethereal there was nowhere to run and no chance of escape, and ol
without hesitating the assassin struck, The neura-gauntlet slashed forwards S
and then back, cutting its bodyguards down, who fell to the ground :
writhing in excruciating agony.

At that instant more bodyguards Burst inta the contrel centre to rescue

their revered leader. In a blaze of pulse fire the Eversorwas hit and knocked

to the floor Ignoring {ts wounds the assassin reached out its deadly gloved

hand to grah the Ethereal as he tried to dodge away. Trpped by the attack, i
the Ethereal cried out and fell, and the wounded Eversor sprang upon him, W
pinning him to the floor The Ethereal's bodyquards fired again, stiiking the

Eversor square through the torsa and spraying blood acrass the walls and

floor Any lesser creature might have ¢ned out in pain but as the Eversor's

life blood pumped away it hung on to the struggling Ethareal, and with its

last rattling breath started to laugh

Elsewhere Colanel Scheja and his men were still engaged in their battle
against the Tau defenders when the compound was suddenly rocked by
an explosion from within its control centre. From his position Colonel
Schaja instinctively ducked into cover as-a shower of burning debis rained

was look on in horror and dismay — the command <entre had become an
inferno, gouting flames and smoke; anyone inside was undoubtedly dead,
including their beloved Ethereal
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Land Raider Prometheus of 2% Company. This was Captain Orelius’ command vehicle during
the lracunda Breakihrough, and was also deployed to defend the landing zones during the evacuation.

Land Rajder of 2% Company, his Land Raider was d

Ppioyed 10 supy If of
: : Oy Upport all of
and was severely damaged before being eva iy

the Chapter’s engagement
Cuated during the defence o s

of the landing zones.
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Rhino with additional L o (] y. This vehic
al armour of 2 Company. This vehicle was destroyed during the final battle of the Taros Campaign.

: Wiirwind of the 2% Company. This vehicle mounts @ Helias pattern

anti-aircraft launcher instead of the mare usual Hyperios pattein.




Commander Gustavus. The Taros campaign
“ the time the first ships had arrived in-system, ar

General Van Horcic was outraged by Gustay

there was no hope of victary. The order stood, All that w2

was quickly salvage what forces fe could before they too wer

& suicide mission, and it had almost

i Ut St : i ¥ NiVEd‘ 5 i = h
> had Iréadajr%::i: mgefgmh;?ﬁeadi ng With the Tau now on the offensive, the vﬁtb_dra.\_'.ral of ’h?ﬁ allam
d against the Storm Troopers: Commander ‘Longknife’  and, with the threat of enemy forces breathing down their fiecks, yrhether
e wounded in the fighting, but he had not been inside the contiol  imagined of real, the Guardsmen fell back pel-mell towards the fanding
n when the Eversor had self-destructed For the Tau this was only a zones. What had ance been a massive army lha‘_mwed}nﬁ?
small mercy in 2 night of terrible horror, and the loss of their precious precision was Guickly in danger of becoming a disorganised rabble
Ethereal sent the entire Taros Coalition force into shock and grief. Formany  dasert soon became a dumping ground as Guardsmen abandaned the
395 afterwards the Hunter Cadres were stunned into inactivity by their vehicles and equipment in their flight for survival, Hundreds of Chi
,but after the grief came a growing sense of rage against the men who  Leman Russ hulls soon littered the ba_rrer‘. Iandscape'\smﬁsz.o_
platted this heinous attack. it was an anger that swelled inside each futilely to impose order and keep their squads, platoons and cg
warior into a vengeful wrath that the humans would soon feel the full  together In the meantime commissars barked warnings tha m
weight of. There could be no mercy now, only vengeance. The Tau battle cry  throwing away his weapon would be treated as a desertes and she

Was no longer “ For the Greater Gaod!”, instead it was  For Aun'Vrel” / S
' e Long columns of exhausted Guardsmen tramped south through the

- Evacuation moving slowly past countless abandoned Leman Russ and Chimera,
- After a week of stunned inactivity and grief, the Tau turned the full force of  fuel tanks long since run dry. Rations and water canteens were the c
their anger against the Imperial Guard regiments now falling back through  prized items, heavy weapons and even spare ammunition being dumpes
the desert. Thelr defensive aperations were replaced by a new offensive, enroute. Men rooted through the hulks of tanks and Chimeras in
aimed at shattering the Imperial Guard and ending the war swiftly. Shas'o  of forgotten water cans and looted canteens from the dead of previcus
R'myr set about reorganising his surviving Hunter Cadres for the offensive.  battles, shaking out their last few drops in desperation. Tormented bpthist
. The Imperium’s forces had been severely weakened but they were not the entirety-of X Corps streamed south aver ground it had fought sohardta.
~ defeated yet, win, It was a broken army, no longer capable of making a stand. 2




A target scan captures a Tau Shas el as he directs fus Hunter Cadre in the fina! attack of the Taros Campaign,

- With their anemy In full retreat, the Tau could now exact the revenge they
* 50 desired. The Guardsmen were easy pickings and Baracudas and Tiger
Sharks took off constantly to lay waste 10 the retreating army. Orcas landed

‘combat teams, who mercilessly ambushed the retreating Tallarn Guardsmen,

slaughtering them or rounding them up as prisoners. With the Tau now
am:(hng. and word of ambushes spreading, the disorganised retreat soon
- became a sout, and after four days it was a shambles. Some officers tried to
0 Mfugeihtzf rearguard actions to hold the Tau off and to buy those ahead
ol them time, but it was a hopeless gesture and all the ad-hoc rearguard
units were wiped out in the futile firefights.

In'the wake of the evacuation order the Tau simply mopped up, taking
- thotsands of their enemy as prisoners and marching them away 1 captivity
For many capture was better than death from thirst under the merciless
 sun. Some stragglers made it thiough ~ most did not. To all intents and
2 "Wfom'{aﬂam regiments had ceased to exist Of X Corps only the
331" regiment had managed to make their withdrawal in good order,
d thiousands of them would be evacuated over the following days. The
- Cadian regiment also fared well, with their Chimeras piled high with
W‘M’ raced southywards as far as their fuel would carry them before
: ing their vehicles and marching the rest of the way, Most of the
@mﬂim it, if not many of their Chimeras. The remaining Titans of
L‘-B‘Ulgwf.um also returned intact and, en Tech Magus Volta's direct orders
"1er taken away to safety.

Ofthaumer retreating squads were rescued as the sunviving
es of the 23" Elysian regiment viere put o good use ferrying units
fanding zone. High-ranking officers, command units and Storm
941 Sqiads were given preference, but after these had all been rescued
snfantry started to pife aboard the airbome carriers fora fast trip
% Bammf Hfiey joined the growing queues waiting to board the
I ahefmp into ot

The first stragglers on foot started to arrive at the landing zones at
752998 M41, The evacuation had been in progress for eleven days and
much of the most important equipment and persennel had already been
moved into orbit. The end was in sight, but the Tau had one last concerted
attack to unleash upon the fleging army. :

The Last Battle

Disorder ruled the landing grounds as crowds of desperate Guardsmen,
fearful of being left to the mercy of the Tau, clamaured to get on board
transports. Commissars and Storm Troopers fought 2 losing battle to
keep order, threatening the crowds with loaded weapons and shooting
those who broke through their cordon: High ranking officers were the
first to board, along with important Administratum officlals, whilst much
of the remaining available space was taken up by equipment, considered.
much harder 1o replace than the abundance of Guardsmen always at the
Imperium’s disposal. Meantime responstbility for the proteciion of the
landing zene had fallen to the Raptors Chapter, Captain Orelius' Space
Marines had deployed back onto Tares and thrown a defensive perimeter
around the landing grounds, and in many places they occupied the defern:es
erected by the Tallarn regiments when they had landed.

A1 769993 41 dawn broke as a yellow molten orb cver the mountains,
forewarning of another blisteringly hot day. Soon the heat haze was
shimmering across the desert as the Raptors' sentries fooked out across
the sand. With the yellow dawn came the distinctive swept wing shapes
of Tau Mantas, approaching low like massive birds of prey to hover in the
dusty heat haze and disembark their Hunter Cadres. The Emperor's forces -
were beaten, but the Tau's thist for revenge was so great that Shas'o
R'myr ordered one last attack directly against the landing grounds. Any
who did not escape now would be stranded on Taros forever, but standing
between the Tau and the landing zone were the Space Marines of lbe '

Raptors Chapler




 the sEEfL: an apotheca;y who stabilised him and his

_physiqua‘ that kept Kaedes alive. He would not figh agamagj,gﬁd
50 many battlefields, but upon retuming 1o the Chapter f 3
would earn him the honour of being interred in 3 Dfeadnaugh

}Mth;h two hundred metres of the dug -in Space Marines, but there their
fal mi } so0r Hammerheads and battlesuits alike were burnmg

assault came from the west in much greater force Again
'rn}fgu_ rounds slammied home and once again the Raptors stood
), fighting hard to hold back the oncoming tide. A Manta dlosed in,
ding upon the entrenchments with volleys of missiles. Captain Kaedes
committed his ast reserves, and a sally of 6" Company Land Speeders
swoopeﬁ averhiead, racing out 10 attack the Manta at close range, The small
skimmers dodged and weaved as heavy bolters rattled and multi-meltas

~ foared. Three were destroyed in the battle, but the Manta wathdrew rather

 than risk further damage.

By mid-afternoon the Tau forces were spent. They had baltered nea
constantly at the Space Marine positions, but failed to break t
Meanwhile, the last landing craft had been hurriedly Ioading !hpk human
cargo as, with the sound of the battle revesberating all around lﬁe;zi,

of Guardsmen crowded into the holds. Once full, the ramps wWere raiec
the great loading doors rolled shut- Anybody not onboard mmﬁg
left on Taros for good.

The lift-off of the last landing craft freed Captain Orelius to ofder the-
evacuation of his own forces. They had stood as the shield betwesn the

Tau and the evacuation all day, and at great cost, but as night fell, the =
Thunderhawks deployed to lift the battle-brothers clear By the time the

Raptors' evacuation operation was complete, the remaining transports and LA

their escorts were already retreating out of the system. The Raptors” bate
barge would be the last Imperial vessel to eave, bringing up the rear as.

the fleet made the warp jump out of the Taros system. The Tau {leet did not i

pursue as new orders now stayed their hand. The prize was the Tau's, they
had wan Taros and expanded the empire. The campaign was over

ATau Empire Hammerhead Gunsh: i ;nfoashe-s tie lon
These fearsome weapans proved a constant threat

g 1ange fireposer of fts ra:;:qun
10 imperial tank columns,




Epilogue
The war on Taros had cost the 1mpenal Guard in excess of five complete
regiments, and the 3 and 12" Tallarn Armoured regiments had lost all
their combat vehicles and much of their equipment. The survivors would
ba pooled together 1o reform an under-strength 3™ regiment, which could
tieq be rebuilt The 17 and 89" Tallarn regiments had ceased to exist as
coherent forces duning the retreat, and most of their men were now Tau
ceptives, condemned 1o labour in Tarcs” mines for the Greater Good. The
femnants were given over 1o the 331°! regiment, which had suraved the
campaign remarkably well. It now had its first campaign honour and a new
tore of veterans, and would go on 10 setve in other warzones. The 23
Elysian Drop Troops had been all but annihilated during Operation Comet,
although the regiment stll retained over one hundred aircraft. The regiment
would be reformed with a new recruitment of men fiom their home world

- and would rise to fight again. The 114" Cadian regiment had lost only

- severad hundred men, but over ninety percent of its vehicles. it could be
Quickly re-equipped with new Chimeras mothballed as war reserves and
Mk Would soon be ready for redeployment to the Czdian Gate. The Legio
¥ ras) Ignatum, however, had lost one of its four Warhound Titans, a loss keenly
B e fﬂl by the princeps and crews who had fought alongside it

ﬂle:h;rp,enm the death toll was huge. It was estimated that ten
1housand Guardsmen had been killed and fifteen thousand were wounded
thousand may have been captured by the Tau, and
thiee hundred and fifty tanks had been Jost, as well a5 aver
*meras umi two h;undred artillery pieces. Aircraft losses

the Emplre forces on the planet had been sssaulting the.
attack by their fleet had inflicted serious damage

[ial Navy that had been patrolling in-system.

08 asign ﬁeel had Jost the cruiser Hammer

A Raptors” Land Raider engages the enemy during the final battle of the Taros Campaign.
The Space Mannes' rearguard action bought time for the last transports to reach orbit.

" Aside from the loss of so many fighting men, vehicles and cralt, the Tau

of Thrace, the light cruiser Cerebus and eight escorts. The battlecruiser
Righteous Powerwas damaged, as was the Black Duke. Both would
require significant work at the Kar Duniash shipyards befere they would be:
able to return to duty.

Empire’s taking of Taros had wider implications for the Imperium. The
mining world's resources had already been assigned to the rising war
effort against Abaddon's 13" Black Crusade, and although other saurces
of ore could be found 1o feed the forges of Stygies Vil elsewhere, delays
would be inevitable

It was estimated that Shas'o R'myr commanded a Tau coalition consisting
of at feast one hundred Hunter Cadres, a grand total of between e(ght
thousand and nine thousand Fire Warricts and perhaps as many as five
thousand Kroot allies. Added to this were in excess of eight thousand
human deserters who fought for the Teu cause. Actual Tau Empire numbers
and losses throughout and after the battle remained unknown to the
Impeniurn, but must have also numbered i the thousands. The Imperial fleat
too could confirm kills on only one Custodian class carrier, the 47ho, and
gight escort vessels.

Following their victory, the planet and its mineral resources were now
firmly in Tau hands. Over the foilowing years the Tau would iricrease their
grip on T'ros and as their young empire expanded, ships from T'au and
Dal'yth would soon be in orbit, loaded with xenos colorists. Meanvihile the
Imperium was powertess o strike back as ather priatities took precedence.
Anther invasion would require a far greater force than that sent to Taros
under Lord Commander Gustavus and it was just not possible at that time
to retaliate There would be no second invasion for the foreseeable future,
and with T'ros secure, the Ethereal councillors on T'au shifted their gaze t
the new bnfders of their empire and eyed the next world for conques! o
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 DEFENSIVE STRATEG

Subséquent analysis of the campaign on Taros through

" fclassified] sourcesthas vevealed muc of how the Tat fough ; ¢

. ‘and the Office vl the Lord Commander Militant during the t’ﬁ\mpd_gn,_.
Qolonel being killed in combat, - S

. Tau arranged to induct as many of the old Planctary Defence Forces as t_h'ﬁ_v _cuuli_i.

‘xenos commanders: This was contrary to initial Impérial expeﬂ'at.fa_ii_s‘.p_fpuél" muozule
-

_they must have ussumed, would persuade the Imperium of Man never to try to invade

- have to shift to its defence nlso, meaning Taros
'their opinion, what the situation on Taros needed was o rapid baild

. Sfations in orbit and make a shaw of strength that the Imperium might baulk ut.

"and the battle would escalate,
Tollow the first wave, and although ¢

whally decisive defeat an the Impernium’s

 DEPARIMENTO ANALYTICUS RECORD

interrogation of captured n'ﬁ'gmy'cﬂ'-_nh unis, signals interce

information was compiled by Colonel Scheja, and

was submitted; to the' d_r_ni_uii

For the Tau Shas’ar’tol (High Conimand} & world such as Tum whs-gur_: ot for the
expansionist wmbitions given its ample resources and I,n_;_:nm?a_ Avds :ho.lwm:mr
‘a number ol issues which would have to be resolved. A!‘Lcr heingi

ted to help d.
Taros by those trpitors who supported their cause there, the Tau's subs eq_u:fnt sl
conquest meant {héy had maore new territory than they _cmxl,d elfff_c tively de__end

the Imperium reacted and counter-attacked, the Tau .°°‘{1". ggl o:::-.c_uby:.?'u__rg part o
the planet and therefore Imperium forces were ahle lq;land;u!_nt-l_lbg_t_ft- nlqywh_g;& It 7
uﬁptnrcd'that the size of the expected Impeérnal nttnc]_t Was .nlg-n n cqhgqrn:._l_‘q:;_fat;‘ .
commanders, with plans 10 ship additional warriors into the system should the bat
seem as if'1t was no longer going in their favour, 353 : 3

To mid their manpower prﬂb'_lelﬁﬂ in the meantime, it has heen_mscenii_n_nd that the

The Tau were already well nccustomed 10 using such ‘xenos™ troops, and rather thaw
wiste them as cannon fodder, actaally réspected their fighting qualities m&mﬂé&- 1
them i a manner some would consider fair, After time in Tau service; muny such
traitor nnits hecame Keen to aid the ‘Greater Good’ and ‘Toughe well for their acw

amongst indentured troops.
We can surmise that long discussions taok pluce on Iau about the situation on
Tares: Many counsellors must have argued that in order for the co nquest of Taros o
to be successful any Imperial invasion must be immediately hurled back, causing

maximum damage to prevent or delay any additional retaliation: Such a heavy defeat,

again und that the planet was now lost to it, On the ground and in space the Tau Wﬂﬂt :

determined to match force with force, & A

These Tan must have also argued that by the time the Imperjom 2ould orgunise = : 3
another invusion attemps the situation on the Tau Empire’s frontier would have moved
on. The next planet would already huve been targeted and the Impertum's focus wounld
would be forgotten;: It seems thay, in

-up of more Hunter
Cadres and more Kroot mercenaries in order to militarise the system, build defence

But the commander of the Tan's military forces already on Taras, identified Shuy
R'myr, guided by the Ethercal Aun’Vre, was already planning a different strategy.
R.nr.he'r: than rely on more troops and a lurge fleer presence in s'ﬁtem..-ﬂ‘:ﬁjp:w&-‘m&rd,
conservative in his nceds. He alrcady had experience fighting Imperial Guard : 3
and had learned something of their streagths and weaknesses, 7
; i ) i
Shas'ar'tol Shas’o R'myr belieyed that
was u mistake, He had little donbt his
only at n high cost - perhaps a Ereater
conguest of Taros. [T it camie to a pitch

to try to defeat the Imperium in an open battle -

forces conld achieye victory this way, but

price than the Tau Empire should pay for the

ed battle, the Imperium wﬁnld--neﬁ_d'ﬁim lt;*ﬂ‘l

then more ships; more men and more tanks would
he Tau might destroy t}iem, f{}ie'm:'y_. wenld

greaf. i T o

quick and the costin lives would he

Worse still, R'myr was concerned that the Tan fleet was not capable u‘héﬁié&ﬁ
vessels if it came Iin:nfi_"aer._qué um}.gf{/
¥ o :
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2 RS ) The vast ficepower of the

) 5 1 Imperiom’s ships would always give it the advantage in o
: o straight fight and to R'myr the Tau flest was not & wur flect but a colonisation fleet. Ta
TR P stand and fight inisprce would be u mistake nnd cost the Tau Empire heavily. Instend
; : A : they should offer minimul resistance and allow the aperium to gain orbit and land ity
troops. In R'myr’d plan, the war for Taros could be won'on the ground,/in its scorching
s

3 s X deserts rather than in the cold depths of spuce.

S a g e PR SRR

!. } : ! ; For his‘ s"aft_g?" Shas'oc R'myr was using the Tau doctrine of Kauyon or the ‘patient
R / v hunter’. This thne the hunter’s lure would be the absence of Tau forces. He allowed
theilmperium onto Toros, then drew them deeper into the deserts before striking and
cutting off the Impeﬁum'ﬁ lifeline or'supplles. This'was the Imperium’s weakness,

: Their soldiers would need food, ammunition nnd water to fight; and af his forees conld
T destroy their supply lines, it would bring ubout s rapid success. Once battle was
AR | . - jJoined on the surface, RYmyr then turned to the FTau doctrine of Mont'ka or the ‘Hﬂ
=t . blow'i The Tau's ground war therefore had two separste but linked missiong.

Ang

it First, having used the absence of troops as a lure 1o draw the Imperinl forces :
5 into the open, out.of their defensive pusitions and into the deserts, R'myr struck !
hard, targeting the forward Imperial units with the Iohg range fireposwer of his
Hammerhends and Broadsides. Rapid strikes by mobile armoured Hunter Cadres,
hitting the Imperial forces hard then quickly withdrawing and dispersing, slowed

} any advance and sapped Imperial manpoweér and morale. In the open desert he was

maximizing his advantage regurds range and avoiding expensive closequarters battles
He gave ground before the advance, neveor staying to fight for moze than a localised
counter-attack; and this way he stretched Impérial supply lines whilst making them
pay daily in manpower and fighting machines, When the Imperium’s attoch was over-
extended and weary from weeks of combar; the second phase then commenced,

P e ——

Ao

" Next, using Mantas and Orcas, R’myr Inunched a series of swils and stealthy Hunter
Cadres deep behind enemy lines to attack rear installations and supply columns, l
- putting his most vigorous Shas’el commanders in charge of this operation, Making i
wide use of Stealth suits, Pathfinders and aircraft the teams located and attacked L'--
supply dumps and convoys, airbases and headquarters, sowing confusion and denying
the front line sécurity for its supply lines. Combined with new flect operations in i

PR oyt N T AR A T 01

PRODUCT O }

b LA e e

N the system which were specifically targeting the Imperial transport vessels, he ¥

y : _ﬂE_-I'A“TM!ZNT_'U managed to cut off the Imperial Guard regiment’s lifeline of supplics, support and 5
} ; ¥ CANALYTICUS rcinfhrcnmcntu. leaving them stranded in the desert The Imperium's weakness was its

FR huge logistical tail and this was where the Shas'el concentrated their efforis.

|‘;."_ b
E ; From interrogations it 18 now known that many Tau Hunter Cadre commandérs in the 4

A b : shas’ar’tol thought the plan was overly defensive and oo ensily handed the igitiative b
S LSS SERIGILYORLO to the Imperium, They belieyved that the Imperium would be at its weakest during its ]
}. : XENOS FYES ONLY le'ﬂtﬁll’\" landings and would have preferréd to smash them with u largs counter-
&g : e _ nttack, meaning the war would be over before it had staried, ; i
SR . ! : -
B . This theory was sound cnough, but in practice, given the planct’s size and the

P # i % Imperiumn's perceived dominance of the surrounding space lancs, how conld Wmyr

.‘H]Tl::l‘ﬂjtu':lnuiiﬂ"- stop an invasion? Onee'in low orbit the Tmperium would have the entire planet

i L A0 VILWORALLOW to choose from, Gertain areas counld be ignored, like the inhospitable deserts and

s ] [REeH w‘ﬂﬂ\-’lﬂ\[ﬂb mointains but; from the perspective of che Tau forces, the aren to 'I.N_.? dl.::!'l:ndud wis

P AU T’i'ﬁhnicanb'n  wpill vast. Only by sprending thec troops thinly would there be any likelihood of forees

L H R Leipg nvailable for an immediate counter-ateack; and thinly up:feml -Fo:":—u,would mean
"NONAUTHORISED not enough firepower (o 0verrun the landing zones. Concentrating thoir assets too

.._ - PERSONNEL tll;].j' w.oultl present the Imperium with goqd turget for its heaviest weapons or &n 2

; orhital bombardment, This whs considered a huge risk, hecause n sustained orbital

‘ bombardnient might tear Tau forces apart before battle even starfed Y

é '.. : I ST it Ultimately for the Tau R'myr's tactics waorked, and for rﬁuse who have to ﬁght l‘lu't
: . . he future they are herchy sanctioned for study, ; i
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Hammerhead gunship with twin plasma cannons of an unidentified Hunter Cadre.

AVE4 Crisis battiesuit armed with a burs, e ol
and plasma rifia n,; pilors fc‘erm.': r%gikf;fiﬁ AVE1 Crisis battiesuit armed with smart missiles, 2 plasma A N
' : fifle and flamer. This s Shas'el Kiitn, ilied leading a Tau raid. o &




Barracuda supevionity fighter, Although exact figures are unknown, s thought that the Tau deployed
an estimated one hundred and fifty such airaraft to Taros, and they played a major role in their uftimate wictoiy.

i
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FORCES OF
THE TAU EMPIRE

XVB1 Crisis batilesuit armed veith smart missiles,
a fusion blaster and fiamer identity unknawn,
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Sinie the Imperium’s first large scale attacks against the Tau Empire,

the Devillish Troop Carrier has been recognised as the workhorse of the
Fire caste's ground forces, It can transport up to twelve fully armed and
armoured Fire Warriors into the heart of a battle in relative safety, and
pravide heavy fire support for the team once disembarked; its primary role
bieing 10 provide a Hunter Cadre with its core of fast.and mobile infantry to
support its Hammerhead assaults.

The Devilfish is armed with a burst cannon mounted in a chin turret for
suppressive fire, and fwo independent qun drones. These are cammied on
the forward lift-fins 1o provide additional firepower, but can also separate
from the Devilfish and join with the Fire Warrior team as they attack their
abjective. The drones provide close support ar act as lead scouts for the
team, relaying informaticn back to the Dewilfish and the Tau team leader

The Devilfish has a single crewman, who pilots the vehicle and directs the
drone-controlled burst cannon {the drones cantrol their own weapons), and
operates the vehicle’s other comms and tracking systems. Many systems
onboard Tau vehicles are automated or drone controlled, allowing the Tau
10 generally reduce crew numbers in their vehicles.

The basic Devilfish is usually augmented by variaus systems which control
s weapons and targeting functions, and primary amangst these are seckor
missiles. A Devilfish can carry up to two of these mackerlight-contralled
wieapons. Once a markerlight illuminates a target it will send a signal back
to the Devilfish, which will automatically launch a missile at the target in
response. The pilot has no control over when or at what, Seeker missiles are
launched, instead his vessel just ransports them to the battlefield. Other

additonal systems found on Deviffish include advanced sensor and tracking
equipment, night-fighting filters for the pilot and flechette dischargers 1
counter infantry assaults. These are mounted on the hull and discharge
clouds of high velocity flechettes into any enemy in clase proximity:

Well armed and armoured for a troop transport, the Deviffish s alsaa
grav-vehicle that is capable of skimming low over a planet’s surface by,
generating an anti-grav 'cushion’ to float on, being driven fm:is‘.t_rf:mv
powerful multi-directional jet engines. By pivoting the engines downwatds
these help provide the vehicle with extra lift to clear obstacles; by pvoting
backwards they also give a Devilfish forward momentum Comparedta
the Imperium’s own jet engines the Tau's engines are reliable and efficent,
although still capable of being heard at a distance. ]

The craft itself i constructed of dense nanocrystalline metals. These

advanced metallic campounds are lightweight, mafleable and strorig, aod S

(esistant to corrosives. How the Earth caste manufacture them Is unknown
to the Imperium, but they have been observed to have remarkabie

protective properties and help reduce a vehicles weight, assisting ﬁiw
and flight capabilities. s,

Up to four fully loaded Devilfish can be transparted in the lower hull

& Manta for moving between a Tau Empire fleet in orbit and a planets
surface. Being Manta-barne means a Hunter Cadre can react rap

enemy threats, and the Tau rely on this manoeuvrability in battle. it means
they do not have to oecupy ground or static defensive positians, instead
@ shas'el can withhold his forces then launch count'er_—attacksfdf qu
pasition blocking forces to intercapt enemy moves. LA

A
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- Those Fire Warciors that prove themselves in battle may earn the right
}Gheas'the btle shas'ul and wear a Crisis battlesuit. Shas'ul are the best
- eops a Tau commander has at his disposal; loyal and brave beyond
- Gliestion, they will often be found where the fighting is heaviest and in
mafe the cutting edge of & Hunter Cadre’s attacks. In tum the best
of e shas'ui are honoured by being elevated to a commander’s personal
06yguard, bearing the title shas'vre, and eventually may rise into the
ranks of Tau commanders to become a shas'el or even a shas'o,

ard battlesuit worn by all these elite troops is the XV8 Crisis
Large, heavily armoured, capable of carrying multiple Weapans
M nd fitted with many advanced enhancements such s jetpacks,
aadecall , sensors and targeting arrays, drone controliers and shield
i, these battlesuits are efficient and incredibly lethal weapons of
n to being a formidable force on the battlefield, their sensors
s wearer 10 detact and track hidden enemy units, vital
ransmitted back to Tau command units.

216 made o .dense nanocfys:aihne alloys. These have a structure
;  resist the force of an impact to a greater of lesser

mm‘ﬁfﬂeﬁo to hielp to keep the sui’s weight dovn.

; Mrtsmé bamesu't can operate effectively using 1ts
' n ropped from transport alrcraft

such as the Orca and Manta. The jetpack is remarkably advanced for such
ayoung race and combines anti-gravitic and jet technology to make the
battlesuit extremely agile for its size,

Each Crists battlesuit has three hardpoints for weapons or suppart systems
and the variety of weapons avallable to the suit makes them incredibly.

“versatile Operating in teams of three, known as a ta ra‘cha (three minds

as one), they can be equipped for a variety of battlefield roles. Many Fire
Warrior septs have developed their own battlesuit tactics and preferred
waapon fits and these techniques are taught in the sept's military
acadernies, where respected shas'vie pass on their knowledge. Seme
examples of these include the Vior'la "Death Rain’, "Sun Foige” and "Buming
Eye’ configurations, and the T'au 'Fireknife’ and ‘Blinding Spear’ patterns.

On Taros, several variants of the standard XV8 battlesuit were also
identified. One, the XVBE Broadside, was already well known. Others were
categorised as personalised suits used by Tau Hunter Cadre commanders.
These were coded as the XV81, XV84 and XV89, and all incorporated
non-standard systems, a5 well as most of the standard systems. The most
common of these prototype battlesuils, the XV89, was believed to be later

' replaced by the newly developed Xv8-02 ‘Iridium’ battlesuit. The remaining
XV89s were adapted for frontline use alongside the standard XV8, wh{ch i

closely. matched in wirns of performance and ability to remnfigure




. with an XV81 Crisis Battlesuit has a Smart Missile
j the Extremely Bulky special rule. This replaces any ather version
- Bulky rule the model may already have. An XV81 Battlesuit may only
itted with a maximum of two options from the Ranged Weapons list
(see page 65 of Codex, Tau Empire).

XV84 CRISIS BATTI.ESUIT...,....
Crisfs battlesuit teams are often called Upan to

and mdepmy aor underfahng a surpnse assault on the ener
units tasked with such demandmg missions wath markerhgh ;

| The XV89 was initially deployed dunng the fighting on Taros as a
protolype providing a more heavily armoured variant of the standard
Crisis suit. However, it was soon found that the XV89's bulky armour

| plating liauted its manoeuvrability, leaving those shas'vre assigned

| o it unable to fulfif the traditional role of the Crisis teams. Based on

1 reports compited after the Taros campaign, the design was abandoned
i favour of the XV8-02 ridium” battlesuit and the hundreds of XV/89
suits that had been deployed for testing had their armour stripped back
and were reassigned to Crisis teams in need of replacement suits. Many
Cadres operating on the outer fanges of the Tau Empire’s expansion
Zone. however, have been observed by Imperial military forces and rogue
traders still equipped with the distinctive XV89 vanant battlesuits.

CRISIS BATTLESUIT VARIANTS — XV89 CRISIS BATTLESUIT

The Xv89 Crisis Battlesuit uses the same rules as a standard XV8 Cisk.
Battlesuit. It may be used in place of an XV8 Crisis Battlesuit in any unit
from Codex. Tau Empire for the same points cost and with the same
options and special rules. This is intended to provide a Tau Empire player
with some variety in the models they may use, not ta confuse 0p’pdr'ie‘n&
and if any XV89s are being used, they should be identified to ihe
opposing player before the beginning of the game.

Thought for the day; Excoses are the refuge of the weak,
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8 BROADSIDE BATTLE

The XV8 Crisis Battlesuit is by far the most common Tau Empire battlesuit
sean on the battlefields of the 41% Millenruum, and the XV88 vanant was
recognised by the tmperium as a major threat 1o its armoured vehicles as far
back a5 the Damacles Crusade. This is due to the XV88 foregoing mobility
and manoewviability in favour of heavy firepower, aimed as itis with a
distinctive long-barrelled twin heavy rail rifle. Also, unlike the Crisis suits
Wwhich bear the brunt of Tau attacks, the Broadside has more of a supportive
Igle, providing Tau Fire Warriors with long range firepower

- Thase Fir Warriors that have progressed to the ranks of shas'ui and been
tiained in the use of the XV8 can choose 1o transler into XV88 suits for

- 2dational wraining, and within the Fire caste’s military academies it is
185arded 55 essential that a shas'ui should have experience on the XVE3
before he can be promoted 1o the rank of shas'vre. Crisis teams that have
perfomed the Ty lissera may also transfer together and form a comalete,

o borided, Broadside team, and after serving their time piloting the XV88 3

’&\m may either returm to the XV8 10 complete their training of, if they have
: Elﬂtrﬂionaliy iell. may be promoted straight 1o shas'vie.

u

On the battiefield the Broadside is a tank-hunter. ts heavy rail rifles can cut
through almost any armour, whilst still:being small enough for its wearerto
take advantage of most available cover. Once deployed Broadsides, lacking
jetpacks, are slow so they must be deployed via Crcas and Mantas with
care and anly when an engagement is imminent, often relying on'geed
intelligence from forward Pathfinder leams for accurate deployment.

On Taros Broadsides were widely deployed in suppoit of Hunter Cadres

on the defensive. They could not be deployed as part of the fast-moving
Pathfinder raiding forces or armoured counter-attack forces, which might

be required to operate in the desens for many days, fighting then quickly
withdrawing, then moving fo attack again. Instead, when an engagement
was imminent, the Orcas of @ Manta would quickly move the Broadsides

into pasition, usually where they could hold a ridge line or an area of higher
ground with good fields of fire. The Broadside could then target the enemy
at maximuim range, singling out enemy 1anks and troop camiess, before
being picked up again. Using these rapid deployment tactics the Bioadsides
could fend their potent fire support, but not slow an armoured Hinter
Cadre down as it raced to new positicns for the next battle,
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the many Tau Empite vehicles first identified during the Taros

e Wm_'fwa is a lightweight and fast scout speeder used by

J’B"ﬁifmders of long range infiltration and reconnaissance missions. It has a
' n eiew and sually operates in pairs, each supporting the other and
jour-man Pathfinder team on the ground On Taros these four-
| teams, amed with pulse carbines and markerlights, operated behind
at lines. There they conducted surveillance, ambush and sabotage
In advance of their Hunter Cadres, using Tetras fo get into
ton before dismounting, hiding their vehicles and operating stealthily
foo, the seconnalssance mission was complete, the squad would
1 fetum 1o their Tetras and race back to their own lines.

e combat vehicle and, lacking armour 2nd only armed
pulse rifles for self-defence it is not designed for suviving in
ttle, tnstead, being a reconnaissance vehicle, it refies upon
th 10 keep it out of trouble and, as befits their forward
i’&"ﬁ also eq«mw ith additional powerful surveillance and

ar following veicles that are carrying

and secker missiles are both -
which work together to lethal effect,
4 collection of diode receivers

Each markerlight has its own unique pufse pattern and, befare lawthg,.:
the markerlight's operator programs the missile's central control system

to recognise the specific pulse pattern being used (transmitted via a high
intensity flash download), The missile processes this information and feeds
it into its inertial guidance system then, once compiel&. its jet englnes zgn;:
and it launches.

Once the seeker missile 1s in the aif, its guidance system is only Interestec

the markerlight with the correct pulse pattern, it will ignore all athers. Th
quidance systems will then steer the missile, by adjusting its flight fins, s0
that the correct markerlight beam is continually hitting the warhead's diode
array. This keeps the missile heading straight towards the target, and the
exceptionally high speed of the missile’s processing and guxdance sysmms
mean it is very accurate, even over long distances. :




BS Front Side Rear HP
SUEESTOS 018 0 i

Unit Composition Wargear
* 1 Tetra Scout Speeder # Twin-linked pulse rifles e The team may include: )
' = High intensity markerlight* - Up to three additional Tetras ... ... +35 paints per model
1 = Homing beacon » Any Tetra may take items from the Vehicle Battle Systems Hst(see
~ » Vehicle (Skimmer, Fast, Codex: Tau Empire, page 72)
‘Opan-topped)

Options

“The profile for this weapon can be
Special Rules found on page 198,
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An open-topped skimmer utilised as an unarmed transport vehicle similar in
appearance to the Piranha was first identified during an Imperial diplomatic
mission to Dal'yth in 884,M41. On Taros this vehicle appears to have since
been given a military application as a light combat vehicle by the Tau, and
Wwas subsequently codenamed the ‘Piranha’ by Ordo Xenos observers there.
From bitter experience during the campaign, those fighting for the Imperium
discovered that the Piranha had found its niche with many Hunter Cadres,
the combat version having had armour and armament added, usually a

chin turret-mounted burst cannon and independent detachable Gun Drongs
identical to those mounted on a Deviifish

On Taros, the Tau's new light combat speeder was employed predominantly
for reconnaissance duties or as a weapons platform for launching seeker
missiles, often in support of Pathfinder teams. It was also used in many
other battlefield roles and, being versatile and nimble. it has been used 1o
Wransport Tau commanders or dignitaries on the ground. In this way it seems
to fulfit an "armoured transportation” role, moving important individuals .
about without the need for a Devilfish or Orca dropship for every trp.

Other duties in which Piranhas have been identified include armoured
support for teams guarding Tau airfields, where they act as'a rapid response
force, and as headquarters security, both roles in which a heavisr combat

vehicle is not generally required. When employed in a reconnaissance. '4__ i
capacity the Piranha s a direct match for the Imperial Guard's Salamander,
being capable of tackling other light vehicles and, as such, is adesiable
asset since a Hunter Cadre’s first contact with the eneqy valll often bea
clash between both sides’ scout units. In this respect & may be that the
Fire caste has observed and learned from the Imperial Guard’s depio
of Salamanders, although this theory is pure speculation. it has alsobeen
suggested that the Piranha was being field tested by the Fire Warrior cast2
in this role during the Taros Campaign, with a view to wider deploymentin

the future

During the battle for Hydro-processing Plant 23-30, Piranhas were wide ;
deployed to wark in concert with remote sensor towers, P'f““?“"ﬁm

missiles for the tower's drone-controlied markerlights. The 114 Cadi
regiment’s relief column was also constantly harassed by Piranhas w
crews used their long range weapans ta stand off and snipe atthe:
advancing Chimeras, the Piranhas and Chimeras fighting a day fong
battle which delayed the relief column enough for Tau Hunter :

overrun the pracessing plant. Following their successful deployme
the battie, the Piranhas then went on to play an importan

pursuit of the Tallar regiments as they withdrew back to
landing zones, /
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The Barracuda is the Tau's most commonly identified fighter craft by
Imperial forces. Faster than the Marauder bomber, but lacking the flat-out
10p speed of the Thunderbolt or Lightning fighter, it makes up for this due
to its sophisticated electronics systems and its pilot’s skill and expertise In
a dogfight, Thunderbolts and Barracuda are very closely matched, with the
Thunderbolt having the edge in speed and the Barracuda having the edge
in terms of manoeuvrability, however Imperial pilots often outmatch thase
of the Tau Air caste regards combat experience and training,

AliTau pilots originate from the Aur caste, who live almost exclusively off-
veorld in orbital stations and habitats. Over time their long term exposure
ta lower gravities has effected their physiology: This means that, even when
operating in a gravity well, the Air caste have developed superior three-
dimensional awareness and marginally better acceleration and gravitational
tolerances than their human counterparts. Physically this makes a Tau
Empire pilot naturally better suited to the nigours of air-to-air combat than
a human pilot, and they are able to make tighter turns and hold them for
longer Utilising the<e advantages the Barracuda excels in dir-to-air combat,
but this i only part of its rele. Ground attack is its secondary role, flying in
direct support of Hunter Cadres,

A Barracuda Is armed with a nose-mounted, pilot aimed, ion cannon. This Is
the aircraft's primary weapon for use in doafights and is backed up by two
drone-:ontrplied burst ¢annon in its wings

For ground attacks it is pimarily armed with wing-mcunted missile pods,

and when used in a ground attack role, a Barracuda ean carry an additional
armament of up to four seeker missiles. These are not controlled by the p:%ot :
but by a markerlight operator on the ground. : :

All Barracudas are equipped with escape pods and in the event that the
aircraft sustains serious damage the pilot can eject — the entire cockpit
capsule can disconnect and has limited gravitic mobility to return the pilat

safely to earth However, once on the ground, the pilat must still make his
own escape '

Different Air caste septs have been identified operating shightly diffetﬂﬂt .
versions of the Barracuda, Some are equipped with night fighting ?j-‘_e.f-s‘: i
whilst others utlise disruption pods and decoy launchers for additicnai
protectian. On Taros, the Tau Coalition included a large Al e Al d 4
contingent which formed an integral part of their strategy, Winning theale .
war was vital to the Tau Empire’s plans, and Baracudas and Thundabol
fought daily for contrel of the skies. Flying from well-concealed "ma’r
bases on the Iracunda Isthmus, the Barracudas eventually won the ﬁ‘-a.“ :
and, as well as engaging in dogfights, they also targeted the Imperial -~ -
Guard's supply <olumps, operaling in unison with Ihﬁltmtiﬂ?fﬁmﬁﬁqe! :
teams to destroy Trojans and supplies vital to keeping the aimy of th
Emperor of Mankind fighting ' B




Armour
BS Front 5Side Rear HP
AT N e 0 (g

Wargear Y Options
= One (0N cannon o The Barracuda may take| -
« Two auto-1argeting burst cannon - Up to faur Seeker missiles . . +8points each o
= One twin-linked missile pod s The Barracuda may take 1tems fwm the Vehicle Banle Systems list

(see Codex; Tau Empire, page 72)

A Earrawda is a Fast Attack choice for 3 Codex: Tau Empire army

This proﬂ!erepiam the one found in mrpena!mmoumermmka, pagesa &

i

glle
A unitwith this spedei rule mueases any cwer saves gramed by the Imk

ﬁpl!tial.ru’fe ignore any cover saves Or Cover save.
' ﬁcnrlink special mles, as well as any j spEGai rile by +1
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. The Tau Fire caste’s maln battle tank is codenamed the 'Hammerhead"

-~ gunship. First encountered by the Imperium during the Damocles Crusade,
its basic pattern has been recognised as the staple combat vehicle of Tau
Hunter Cadres ever since, although variant weapons fits have also been
identified in use.

The Hammethead's versatile chassis can be armed with different weapon to
fulfil a variety of battlefield roles. By far the most common is the fearsome
13iigun, a linear accelerator which uses super-conductive electrodes

1o accelerate a solid shat round to hypersonic speeds. The vast kinetic
eriergy generated by the round on impact with its target has devastating
effects, even at long range, and such Is the railgun’s killing power that its
reputation spreads fear amongst those Imperium’s tank crews unfortunate
enough to face itin battle. The Hammerhead's raflgun is also equipped with
sophisticated sub-munitions, comprising a bundle of smaller projectiles used
for suppressive area fire and against 'soft’ targets which a speeding solid
found might pass stright through

Other weapors commonly mounted in the Hammerhead's turret include
the ion cannon, burst cannon, missile pods and, first encountered during
the faros Campaign, plasma cannon and fusion cannon which are the

most recent developments incorporated into the craft. It has since heen
speculated by the Ordo Xenos and certain Adeptus Mechanicus Tech-Priasts
that these weapons were being field tested on Taros,

The rest of the gunship’s intenor contains the larae capacitors and
additional ammunition needed for the main weapans, as well as the
gunship’s other non-combat systems. It is powered by the same complex
dual anti-gravijet-propulsion motive system as the Devilfish, and is believed
by the Imperium to have very similar characteristics regarding acceleration,
handling and top speed

It has three crew. In the cockpit is the pilot and behind him sits the co-pilot
who controls many of the sensors, comms and navigation equipment, as
well as secondary weapons systems. Finally there is the Hammerhead's
commander, who sits in the top turret, and is primarily 1n control of the
main weapons system via the gunship’s targeting array. The Hammerhezd
includes many automated override systems 5o that any crew member can:

1ake over another's role in the event of casualties. All the crew vl be from
the Fire Warrior caste. D

The Hammerhead also contains many other systems and equipment,
from retractable landing skids {used when the anti-grav generators are
turned off), to navigational, comms, tracking and targeting sensers, most
of which are mounted in the qunship’s chin turret, One notable feature
is the Hammerhead's markerlight receiver, which reads information from ¥
marketlights and relays this to the gunship’s targeting array, enabling it 1o
automatically zero-in on the illuminated target. This means a markeright.
OPErator on the ground can accurately direct the gunship’s fire at targets.
which may be obscured from the crew. G
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HAMMERHEAD GUNSHIP ... coveseeenacamamieisssassissnssossasirsramsrsssnsrsnsavssmsnsssssarsranssnsesnsasnstsssatinsasisnsisnsessrarsiansses 129 POINTS

Armour
BS Front Side Rear HP
Hammerhead Gunship 4 13 12 10 3

Unit Composition Wargear Options
g :
* | Hammerhead Gunship _ » Railgun with solid shot » The Hammerhead's railgun may take:
] o Two qun drones ~ Submunition rounds ; L +5 points.
Unit Type = Bath Gun Drones may be exchanged fm one of the following: J
* Vehicle (Tank, Skimmer) “Profiles for these weapons can be - Twin-linked burst cannon o b ks FEOES
' found on page 198. - Twin-linked smart missile system e e e s
p » The'Hammerhead may take; : "
- Up to two seeker missiles.., e+ 8 points per missile
.  The Hammerhead's railgun may be exchanged for one of the following:
fEG - lon cannon Sl = e

- Two twin-linked ITHSSLI'E pads and veIamy tm\ker AR A A 3 )
- Two long-barrelled burst cannon® . T i L e
= Two fusion cannon® . e+ 15 points
- Two plasma cannon” ; i oo %10 points

» A Hammerhead may take items !mm the Vehlcle Battle Systems Itst :
{see Codex: Tau Empire, page 72).

A Hammerhead Gunship is a Heavy Suppojt choice for a Cedex: Tau
Empire army.

Thought for the diy: A small mied 15 3 tidy mind.
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- The Sky Ray Is a specialised variant of the Hammerhead gunship and
- §the Tau's heavily armed missilé qunship, carrying a turret array of six
- sezker missiles, either guided by the vehicle’s own marketlight target
~ designatars or by an independent ground operator. It is believed that
1he Sky Ray was developed by the Earth caste towards the end of the
Dambeles Gulf Crusade in direct response to the air power fielded by
the Imperium there, and is crewed by two Fire Warriors. 2 pilot and 2
‘Weanons operator. During the Crusade, the Tau learned many lessons
about the Emperor's military forces and quickly adapted their new
knowledge 1o pracucal_ battlefield applications.

s | Onthe baﬂie%eld the Sky Ray's twin markerlights sweep the skies to find and
ok 00 10 approaching enemy aircraft, before efficiently quiding its missiles
10 the target; its automated systems quickly gauging how marny missiles to
- 3unch 21 2 target ~ anywhere between one and the ful six f carries. This
5 Gependent on range, taiget speed and type, and so fost and accurate are
seeker missiles that many enemy pilots are hit and downed before they
5 they & EW?! attack or can take evasive manoeuvies.

it fist GEpi{:ymm the Sky Ray has been continually developed 1o
s battlefield  performance, and it is befieved that aarly versions
famm find and fock on to their own targets, By the time it was
ng over the deserts of Taros, it appears that the Sky Ray had been
3 the wider markerlight control network and that Pathfinders
1 their marker ights to target ifs missiles. This upgrading has
‘becoming a far greater. mreat than it was previously

During the Taros Campaign, such was the Sky Ray's effectiveness that
Imperial Navy pilots came to despise it, and any confirmed Sky Ray kill :
was highly prized amongst Imperial Navy crews. Such was the arav-tank's
infamy Infact, it earned the common nickname of 'Stinger® amnﬂgstthose
men who had to face it

When required it has been known for Sky Rays to be used in a grount
combat role, but their lack of ammunition means they cannot operate
effectively in this way for long: Most wise Tau commanders therefore avoid
using them instead of Hammerheads. due to their lack of armour pratec:llon
and ammunition restricticns.

For all their effectiveness, Sky Rays are therefore rarely encountered in latge
numbers. Ganerally, a single vehicle will be attached to 2 Hunter Cadre, and
important or vulnerable locations, such as Tau airbases or headquarters, wﬂj
often include a Sky Ray as part of its defence force.

On Taros, Sky Rays were most often seen as an addition to'the mohde
armoured Hunter Cadres operating Iin the desert, and proved a highty
effective weapon both in terms of alr defence and against ground targets.
Deployed behind a skimish screen of Pathfinders, their multiple Seeker.
missiles would often be the opening volley of an engagement, directed hy
the Pathfinders’ markerlights onto the Imperial Guard columns and mmslng

the seeker missiles’ very ’ang range to good effect.
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What little information Imperial agents have been able to ascertain about
the jungle world of Pech is that it is home to many creatures related to

- its native inhabitants, the Kroot, such as the Krootox and Kroot Hound,
and also the Great Knarloc, which like them also appears to be an
evolutionary dead end. It is a strain that over millennia has developed
inle a large, solitary predator and its effectiveness in this niche would
appear, at first glance, to be limited by many factors: its small eyes, weak
forearms, huge legs ~ resulting in a relatively slow running speed ~ body
size and lightweight skeletal structure.

Given these drawbacks, it Is surprising that the Great Knarloc s lucky to
have survived at all, except that its morphology has provided it with other
advantages. For example, its muscular legs are built for travelling long
distances and it can maintain a good constant speed. Coupled with this is
the fact that the composition of the creature’s lower legs and claws also
means i1 1s capable of brief bursts of speed, aided by its well developed
Nymune oigan — a trait still retained by some of the Great Knarloc’s
smaller relatives. It-is also abla to stand on its toes in the manner of many
fast moving creatures, helping it to spring suddenly from hiding onto an
unwary prey.

Whilst lacking any olfactory lobas, its long tendrils, concentrated at the
rear of its head (but alsa found all over its bady), provide superb sensory
information, allowing it to efficiently track prey over long distances. This
compensates for the size of its eyes, which are beliaved to be too small to
pravide anything but rudimentary vision :

Maost carnivores will eat dead flesh if pravided with no altemative and
the Great Knarloc Is no different, hunting on occasion but at other
times it has been observed scavenging carcasses. It is equally adept at
foraging amongst the jungle growth for fruit o using its long; dexlgrous.
claws to seek out insects or even dig-for grubs. All these morphological
features point to a creature which Is at home finding food by scavenging
as well as by hunting by a variety of methods and when its instincts do
turn 1o hunting it does so by one of twa'means either lurking in densa
undergrowth to suddenly ambush passing prey or using its sensory 07gans
tc detect prey from afar, utilis| ng its stamina ta relentlessly pursue its
victim until they are exhausted and it can move in for the kill.

Like the Krootox, the Great Knarloc does not seem predisposedto |
violence unless hunting, threatened or goaded, It may even be that
It spends most of its ime undemeath the jungle cancpy foraging for
foodstuffs and scavenging, anly explading into extreme violence should
3 suitable quary be encountered. Also, being 4 solitary creature, it i
not benefited from the presence of others of its kind and has therefore
not developed a pack hunter’s cunning, intelligence or sociability. They
therefore remain dull-witted creatures and show none of the higher
psychological traits of a Kroat Hound iz

These natural characteristics still make it useful to the Kroot in-

ways, most commanly as a beast of burden, Large: htoca

loads over long distances, they are easily led once domesticated. i
the sense to rebel immediately against those who have captured them.
The only drawback is the beast’s occasionat sudden bout eme




!s which it can excrete. Then, once angered, the
gﬁdirecmn of the enemy — there is however no subtlety
angered the beastwill attad: anything that comes

the creature’s basically placid nature can also make it useful

st. Several Kroot can mount the Great Knarloc and use it as a
atform for Kreot guns and bolt throwers. Again, this may
tretion of chemicals by its riders to help calm the beast in

i eince long before they encountered the highly advariced Tau
ts fired by an ingenious hand-crank system which drops balts

i cs oy using their technnbgf
0 that instead of the basic sharpened
explosive: ups, rnaimg them far more eif

Great Knarlocs often accompany Kront rmcenary forces to battl and _
have even been identified amongst Kroot connngms ﬁghtlmg

is caught in an ambush by an enemy. In this cése._thé. Goadsand the
Great Knarloc will be forced to fight to defend themselves _am__i canbea
formidable force in themselves, given their natural aggression.




W rgear i ~ Options Ve
» Kioot amour (Kroot Goadsand = The unit may take: _ : S
Shaperonly) = Up to four additional Kroot Goads. .. ... .+ points per mod!

» Kroot rifie with pulse tournds e The unit may upgrade one Kroot Goad to: : S
- {Kroot Goads and Shaper only) ~Shaper;........ bt il 1S PO
: A Shaper may mhange h:s Kumt fifle for ] £ :
T g i [ s s P e S e T L - +4 points
- Pulse carbine Wl 1l 4 points:
» The unit may upgrade ali models wﬂh Kroot nf[es to Iake /
= Sniper rounds. .o st po:m'p.e(_ made} :
» The Great Knarloc may be upgraded 1o have the: &
Baggage Laden special rule .. .. A e

A Goaded Great Knarloc is a Fast Attack choice for a Codex: Tau Empire

army.
Feedlng Frenzy {Great
Knarioc only)
: | Feeding Frenzy Herd , _ '
f - Once angered, @ Goaded Great Knarloc is a voracious carnivore When If. at the beginning of any of the owning player’s turns, all the Koot

 1olling To Hit with the Great Knarlocin close combat, if the Goaded Great  Goads and Shapers in the unit are dead and the unit is nat { [eemg. then
- Rnarloc scores more 1s than 6s, the Great Knarloc gets carried awayand  the Great Knarloc must take an immediate Morale check.
- eats one of its Kroot Goads. Immediately remove the Kroot Goad nearest

. tothe Great Knarloc from play ~ if no Kroot Goads remain in the unit Baggage Laden o
. then this rule has no effect — the Great Knarloc will not eat Shapers. Note A Great Knarloc is sometimes used to carry a Kroot warband's gear and
_ that this rule does not add to the combat resolution score of either side provisions, and although such beasts are usually kept away ftom combat,
| in the close combat. sometimes desperate situations see them driven into the f ighting. A Great

. Knarloc with this special rule has its Attacks score reduced by -1and s

Armour Save increased to 4+

MOUNTED GREAT KNARLOC HERD ........c.cooescsseserumsrncrsssrons s S D AT

W5 BS S T W 1 A LId Sv
Mounted Great Knarloc 4 3 6 S 5 3 3 7 6+

Unit Composition Wargear ' Options
* | Mounted Great Knarloc = Kroot bolt thrower with iron ie herd may include:
bolts

- Up to two additional Mounted Great Knariocs . +85 points per moéei

* All the Mounted Great Knarlocs in the herd may upgrade their Kioat bolt
Throwers® to fire:

Unit Type
= Monstrous Creature

: % profile for this weapon can be - Explosive balts .. w15 OIS per “‘D‘M
i Spec:gl Rules found on page 198, o Any Mounted Great Knark:-c in the herd may exchange thenr Kruot bdr
i * have Through Cover thrower for

= Stealth (Forests)
s Fleat

- One twin-linked Kraotqua . ..o +2Dpum!spermodél

AMounted Gieat Knarioc Herd is a Fast Attack choice for @ C odex. fau
Empire army:

Thought for the div: Attack, sttack! Nis prisoners!



- KNARLOC RIDER

g
x T e

- Pech's jungles teem with an abundance of exotic wildlife, ranging from
smail scavengars 1o tree-dwellers to larger ground-dwelling herbivores, the
Kr_qo!on being the most common of these. There are also pack hunters such
2 the Kroot Hound and Knarlocs, and huge solitary predators such as the
Great Knarlocs. The Kioot use many of these creatures either as game of for
Gomesticating, and examples of many are found around their encampments.

- Asthe name suggests, Knarlocs are dose relatives of the Great Knarloc
M aie & smaler, more sociable, carnivorous hunter, also native to the
25 cf Pach, and are highly prized a5 cavaliy mounts by the Keoct. In the
§they are formidable predators and, as would be expected, the Knarloc
wm “?-,@;fﬂmon with its {arger relative; they hunt in a similar way,
ambushes or utilising their stamina for long pursuits. The major
15 they five and hunt in groups of up 1o fen creatures, including
"SIryoung, and are aqile and yoracious hunters who work together to
8 il just about any size of prey

n a pack, the Knarloc has deyeloped a cunining
1n 10 body size ratia is far greater than that of s farger
i, a4 for this the Kroot appear to venerate Knarlocs, revering them as
and successful hunters, infact amongst the Kroot it is seen 1o be

a sign of social status to ride a Knarloc. Shapers have even been knownto
allow their kindred 1o hunt, kill and eat Knarloc packs in order o aid their =
kindred’s evolution, although if s believed the Kroot mostly enly hunt and -
trap the young to tame and train. e

When attacking, the Knarloc's primary weapons are its razor sharp beak
and its foreclaws. These will hook into its victim and then, usingthe
Knarfoc's leg strength to haul itin, it will sdminister the kill with its beak. =
Using this method the Knarloc hunts Krootox and wild Kroot Hounds {their
main competitors), as well as Pech’s many other tree-dwelling and ground-
dwelling harbivores. : GG

A

On Taros Knarloc Riders were used as shock troops, leading the Kroats®
headlong chaiges against Imperial forces. In the fighting for the Phwa
Heights in particutar, the swift and agile beasts proved to be highly effective.
acsault tioops, and many Imperial Guardsmen ended up as aKnarlocs
meal. Knatloc Riders were also used in a mounted scout rofe, operating
as light cavalry, using their mourts to quickly get into an advantageaus

' position, well hidden on higher ground, and then sniping dawn Vﬁﬂ?‘-‘th'éfr

Kroot rifles fram long rangs.
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Wargear
* Koot rifle with pulse rounds
= Kroot armour

Special Rules
» Move Through Cover
* Stealth (Forests)
 Eaters of the Dead

= Qutflank

Thought for the day: Faith without deeds 1s worthless.

b ————— T P T

A Ld Sv
3 7 o+
Options ‘

* The herd may include:
- Up tosix additional Knarloc Riders. ... . +25 points per madel

e The herd may upgrade all models with Kroot rifles to take =
- Sniper rounds.... ... St et 1 point per model

A Kroot Knarloc Rider Herd is a Fast Attack choice for @ Codex: fau Empire
ﬂ{m}’, ]

J Eaters of the Dead A : |
{ A Kroat Knarloc Rider Herd will never make a Sweeping Advance

mave after defeating an enemy unit in close combat. Instead, they will
always Consolidate as per the normal rules for such maves.
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EAVY GUN DRONE!

Tha Teu make extensive use of machine-intelligences known as drones.
These consist of an advanced processor unit which individually possesses
onlya rudimentary intelligence — approximately that of a small animal,
and which is programmed for self-preservation, the majerity of drones
Tieeina rather than face certain destruction

Diones can be networked together into teams which sigaificantly

iNcieases thelr ability to operate via independent action. Normally, a

diote would require regular orders from its Tau master, but several drones
g together have been observed acting independently for longer
Pefiods than expected compared to when operating alone

- Thé evices ace conventionally disk shaped, well-armoured and equipped

W small anti-gravitic and jet motors so that they can hover and skim
::fg--ﬁs well 25 being used by the Tau in civilian roles such as domestic
AN, messengers, etc, drones are commonly used for dangerous of

{58ious duties, making them perfect for many military applicatians on

lhe_.bit\lef;eld‘

\f

' Eire Warrior tearns. Other heavy weapens have also been maunted on these

The Fire caste regularly arms drones with a variety of weapons, shield
generators and ather military equipment, and uses squadrons of them
alongside their Fire Warriors in bartle Despite their basic inteliigence, the
Tau do not treat drones as expendable forces, bhut as another useful weapen
in their armoury — most Tau units being accompanted by at least a couple

of drones to assist in mundane tasks, and for Fire Warrlor teams they are
usually carried by their Devilfish transport — the drone’s small jet engines :
would not be able to keep up with a fast moving Devilfish. These drones will
detach themselves in combat 10 act &s additional fire support, move ahead
as forward scouts for the team, ot for guarding a flank. As well as being
wsed in this way, Tau commanders will often have personal drones 1o carry
exira shields, sensors ar comms equipment. i

The largest drones yet identified are those categorised as heavy gun drones.
Far bigger than the standard gun drones, they are capable of carmying
multipla heavy weapons (usually burst cannon) o lend dicect fire support 1o

larger drones, ard some have been observed by Imperal forces camying
markerlights and operating as forward spotters for seaker missiles,
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Heavy Gun Drone 1 4 1 7 44

Unit Composition Wargear Options
- & 2 Heawy Gun Drones * Twin-linked burst cannon * The squadron may include: ey
- Up to four additional Heavy Gun Drones. . .....+25 points per model

is UnItIType * Any Heavy Gun Drone may exchange its twin-finked burst cannan for. -.
* lel Pack Infantry (Drone) _ - Burst cannon and markerlight ... .. ..o L Free
* Bulky 2

A Heavy Gun Drone Squadion is a Heavy Support chakce for a odex:Tau
Special Rules . Empire army. . = e
s Supporting Fire
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‘A drone sentry turret is an automated weapons system which contains an
-~ advanced processer, giving it a basic intelligence much like a drone To utilise
these devices to best effect, the Tau will often network a team of them
together on a battlefield to form an anificially intelligent defensive perimeter,
capable of making its own decisions independently of its Tau programmers.

Fach sentry comprises a cylindrical armoured hull with a retractable gun
turret, which only activates when a suitable target is identified. It then rises
up, levels its weaponty, fires until its targets are either eliminated of out

of range then lowers back down into its dormant state. Uniike Imperial
Tarantula sentry guns, the drone intelligence is capable of making its own
targeting decisions and can differentiate between friendly and enemy units
effectively, choosing to ignore some targets in favour of others.

Drone turrets are usually deployed onto a battlefield by Tau Empire craft
which will drop them into position. This process begins with Pathfinder teams
equipoed with markerlights first designating target points, then an Orca or
Manta wil {ly over and refease the turrets, which incorporate a small Jetpack
o dvect and slow their descent until they are in position. Once in place the
Wiret activates, but will remain dormant until an enemy is identified and
moves within range of its weapon

Tau Empire strategic doctrine does not usually seek to hold ground, its

forces better suited to a more mobile form of ground wartare, but often
it Is necessary for them to defend strategically important focations, and
rather than waste Fire Warriors in static garrison duty, the Tau will often

use drones or drone sentry turrets instead. These will normally be found
protecting command posts, airfields or quarding rautes that Pathfinder
teams have identified as likely to be used by advancing enemy forces

On Taros, sentry turrets were commonly encountered by all the Imperium's
forces, the deserts liberally being seeded with them, most equipped with
disruption pods so they could be used as ambush units. During their
advance, Tallarn scout units often found themselves under fire from a turret
or team of them, which then had to be aftacked and destroyed before the
Guardsmen could continue on to their objective. )

Hydro-processing Plant 23-30 was defended by many such tumrets, alt
disquised by disruption pods, making it near impossible for the Elsians”
aerial reconnaissance 1o spot them. As a result, Storm Trooper squads )
leading the airborne attack came under heavy fire from these unidentified
heavy weapons, and ook significant casualties in the initial landings duimg
the battle. ; ; LE5)

Reparts submitted by Imperial observers claim that, in total, overtwo
hundred turrets were encountered and destrayed during the fighting: Given
the high attrition rates sutfered by Imperial forces an the planet, and the.
effects this had on the dissemination of accurate intelligence, this s ik

be a gross underestimate, but filustrates the wide use made of drone sen
turrets by Tau Empire forces. ' N R
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DRONE SENTRY TURRET TEAM.........cccivcinrcnnniiraninis

Armour
; BS Front Side Rear HP
Dione Sentry Turret 2 11 1 11 2
Unit Composition Wargear

¢ | Drone Sentry Turret » Twin-linked burst cannon

Unit Type
s Vehicla {immaobile)

Immobile Vehicle

An immobie Vehicle cannot move under any circumstances after
deployment, Any speciz! rules which force it to move will instead
Gase the vehicle to take a single Glancing hit. If an Immobile

Vehicle sustains a Vehicle Immabilised damage result then it loses

| 2n additional Hull Point instead, The Automated Repair System (see

{ Cedex Tau Empire, page 72) carnot be used 1o restore Hull Points
ostwhien an Immobile Vehicle sustains a Vehicle Immabilised damage
18301, nor does a successful repair attempt grant any ability to move
10 the Immobile Vehicle.

Thought for the dzy: Withia the dark

+ad forgoticn plices hude the cocmies of the Emperor.

Options
e The team may include: :
- Up 1o three additional Drone Sentry Turrets .30 points per model
» Any Drone Sentry Turret may exchange its twin-linked burst cannon for
one of the following:
- Twin:linked missile pods
- Twin-linked fusion blasters
- Twin-linked plasma nfles
« The entire team may be upgraded to have the
- Deep Strike special rule

....+10 points per model
~+15 points per madel
+15 points per model

+10 points per model

« Any Drone Sentry Turret may take items from the Vehicle Battle Systems

list (see Codex: Tau Empire, page 72).

A Dione Sentry Turret Team s 3 Troops choice for  Codex: Jau Empire army,
But does not count as one of the army’s compulsory Troops choices.

il
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MOTE S

Another recently encountered piece of Tau military hardware is the remote
sensor tower, but it wasn't until fate in the Taros Campaign that any of the
Imperium’s forces were truly ranged against these strange xenos devices.
The vanguard of the Cadian 114" regiment first observed these tall, thin
towers as they advanced towards Hydro-processing Plant 23-30. Soon
afterwards, their columns came under attack from long range seeker missile
strikes, the regiment quickly losing several Chimeras in the process.

The remole sensor tower is believed, by the Imperium, ta be a form of
information relay station, which scans the surrounding area and relays
data on enemy movements to other Tau Empire units in the vicinity: It
Incorporates advanced ground sensors, its awn markerlight system and
targeting information relay, which is then used to guide attacking forces.
The tower mounts no weaponry itself, and is considered expendable by
the Tau

The tawer itself looks like a smaller version of the drone sentry tuiret, but
instead of weaponry inside, it has a tall aerial which telescopes upwards to
give the sensor equipment a higher vantage point from which to scan. As
yet, the remote sensor tower’s full range of functions are unknown to the
Imperium as none have so far been captured intact or operational

ENSOR TO

The Tau use the towers predominantly as an area denial weapon, which
made it difficult for the Cadian Chimeras on Taros to move without draving
immediate weapons fire. In this way they acted much like a conventional
minefield, slowing an enemy’s advance and making movement dangerous
rather than being able to halt an advance directly

Camouflaged to match the desert they were difficult to spot and,
supported by fast moving Piranhas mounting seeker missiles, the Tau
were able to harry Cadian columns and inflict losses far outweighing their
own numbers. The resulting delays would mean the Elysian Drop Troops
surfounded at the process plant were never relieved, and eventually their
Rosition was overrun with disastrous consequences for the Imperium’s
Continuing assault on Tarps.




following:
- Positional Relay. . ... SO
- Homing Beacon .
* The unit may mclude : A
- Up to three additional Sensor Towers ... .+30 paints per model

ane éﬁmﬁsas I_mpassable terrain and provides no cover

&: g

i aﬂmhmn another Drone Tawer, A
ot at and attacked in close combat. It s hit

'__aid does not require the presence of friendly models
9 anad:s are resolved as per the standard rules
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he campaign that would see the Emperor's armies
ed in defeat, and he that led many of the campaign’s

ﬁg ting that occurred during the Damadies Crusade the
of the Tau Empire were reluctant to be diawn into another full
Impenum and sought a commander who could defend
v holding without tuming it into 3 war of attrition. What they
mmmone who understood the Guer'la and how to defeat them

th  turned to the Dal'yth sept and Shas'o R'myr. Over two hundred
during the Damocies Crusade, the sept had come close to
nrifulated by imperial forces as they fought in defence of the Tau
as a Fire caste commander known as Shas’o R'myr who turned
battle and saved the warriors of the sept from destruction.

HAS’O R'MYR.....

P P T TP T T

1
3

Wargear

= Double-barrelled plasma rifle”
= Upgraded shield generator

= Drone controller

# Target Lock

Signature Systems
= XV/89-02 Battlesuil

Warlord Trait
= Through Unity, Devastation

89-0 'natt!esuit {Signature System)
ris equipped with 2 unique prototype batlesuit st
oing field trials with the Earth caste This Baftiesuit grants
him & 3+ Amoaur save, blacksun filters and 2 miniaturised flechette
i The miniaturised flechette discharger inflicts @ single
AP- hit on every enemy model in base contact with Shas'
ﬂ‘ﬁ.lulﬂame 10 step of any fight sub-phase.

shield generator
etatof grants a 4+ Invul nerable save against
and a3+ Im{nemb!e <ave against close combat

nder' R'myr is used as an armys
ol on a Warlord Traits table, i ctead he gains the
Cadex: Tau Empire, page 32, for

maMfRAGhAANRASERT AT aNaRR A Mmsasdssasassansane sesprravERLTLAETEAS

In suich hlgh regard did the Dal'yth sept held lharsawthm :
original Shas'a R'myr died, his title and teachings were preserved s
they could be passed an to another warnor who proved: himseﬂ s
worthy agamst the Guer'la,

It is believed that only four Fire caste warriors have earned the right Tﬁgr
the title since then, each adding to the legacy and experlence of those

have gone before them. It was this knowledge that aliowed the Tau force

on Taros to successfully predict and counter the Imperium’s battleplans,

and the long range harassment and defence-in-depth strategy. empimﬂ

so successfully by the Cadres under his command i believed to have b&n
quickly adopted by those of ather septs facing similar cncumstance; :

For Shas'o R'myr; his only failure in the battle for Taras was the 'deai'h'of
the Ethereal Aun'Vre, who was slain by an Imperial assassin in the closing
stages of the war While Shas’o R'myr was never held accountable for the
Ethereal’s death, the proud Fire caste warrior saw it as a personal fai!ufe
and sought to inflict bloody retribution on every Imperial army hié faced
after that campaign

adEraTyEen.

e 145 POINTS

Ld Sv
10 3+

Options

» Shas'o R'myr may take up 10 .
- Two Drones from the Drone List {see Codex. Tau Empire page 93).

e Shas'o R'myr may take. LAl
- XV8 Crisls Bodyguard Team (see Codex: Tau Empire page 98).

*The profile for this weapon can be found on page 138:

Shas’o R'myris @ HQ choice for a Codex. Tau Empire aimy




" TIGER

SHARK

The Tiger Shark is larger than the Barracuda and is deployed in a fighter-
bomber role by the Tau. Often encountered flying in support of Tau Hunter
Cadres during major operations, it is faster and more manoeuvrable than
the Imperium'’s direct equivalent — the Marauder bombar, but the Tiger
Shark lacks its large bomb payload

Tiger Sharks are never encountered in numbers as numerous as the
Barracuda, but have many features and systems in common: The aircraft
has two crew: a pilot and a navigatoriweapons operator, all of whom come
from the Air caste, giving them the natural advantage of superior three-
dimensional awareness, greater tolerance for higher acceleration speeds
and more g-farces as their craft banks and turns than a human pilot. Their
cockpit is also an escape pod, which can detach from the aaft's fuselage
and has limited gravitic mobility to bring the crew safely to the ground.

Like the Barracuda, different Air caste septs operate slightly different
versions and pther Tiger Shark variants have been identified armed with
multiple burst cannon and seeker missiles.

The Tiger Shark's main role appears to be the deployment of drones. Its
drone racks can deploy a shower of remote weapons platforms anmywhere
over the battlefield, as well as strafing ground based targets with its fon
cannon and wing-mounted missile pods, In addition 1o its ground attack
technology, it has drone-controlled burst cannon for defence against enemy
fighters, although a flight of Tiger Sharks will usually also be accompanied
by Barracudas as fighter cover

The main variation to this pattem of deployment was those Tiger Sharks
modified to carry a large number of seeker missiles. Such craft often
operated independently on Taros, staying at high altitudes near potential
battle zones until receiving a markerlight signal from Pathfinder teams
deployed below. Upon receving the signal, these aircraft would swoap in
over the battlefield to allow the Pathfinders to designate targets for the
large payload of missiles they carried.

With the Tau seizing an early dominance of the skies during the Targs
Campaign, once the Impenal fighter squadrons had been neutralised

Tau commanders were able to use the firepower of aircraft such as the
Tiger Shark to counter the numerical superiofity of the Impenial armowed
fegiments. Such cumbersome formations would be quickly spotted by
the Tau Pathfinder teams dispersed across the desert, who could quickly

guice the fighter-bombers to their targets to support the smaller, but more
manaewvrable Tau Cadres. N R

On Taros, Tiger Sharks supported Tay Empire operations as a fapid response.
force, Flying from well hidden bases on the lracunda Isthmus, T@ersﬁ@!ks .
were often the first Tau Empire forces to respond to an Imperial Guard
regiment's advance, quickly seeding an area with drone squadtons, whilst
other Tay ground forces were maved into position: Tiger Sharks were the -

first Tau forces to reach Hydro-processing Plant 23.30 after the Elysian Drop. 5 i

Troops” surprise attack, quickly reinforcing the garrison with their drope
squadrons and hampering the assault. ) :




BS Front Side Rear
4 12 12 10

Wargearl s Options s

* One twin-linked ion cannon * The Tiger Shark may replace its fourteen Gun Drones and the m. a
= Two burst cannon special rule with,

* Dne twin-linked missile pod - Six seeker missiles. N et

» Fourteen gun drones. These are The Tiger Shark may take ftems fiom the Vehkle Battle Sy:ienﬁ

held in a Drone Rack and are not (see Codex: Tau Empire, page 72).
Attached Drones. They may not

make any attacks until deployed
using the Drone Rack special Drone Rack

le. The Tiger Shark may deploy its Gun Drones at any point dunng its
Mavement phase. It may only deploy a maximum of one squad of Gl.m
Dranes each turn, which must consist of up to 14 models, and these.
are treated as a single squad of Gun Drones from that point anwards -
for the remainder of the game '

To deploy a squad of Gun Dronies, nominate any point over which the
Tiger Shark moved, and deploy the squad as if it were Deep Striking
onto that point except that models do not take Dangerous Terrain tests
and do not scatter

This profile replaces the one found in Imperial Armour: Aeronautica, page 59,




R e e R e e L S e S

PUTRp——

PRODUCT OF
BEFARTMENTO
ANALYTICUS

gt

|, IT1S FORGIDOBN

CTOVILWYORALLOW

TO BE VIEWED
THIS RECORD BY
. NON AUTHORISED
PERSONNEL

e e

|
/ CHEWi . .o

¥

ORIGIN: ...........,?.:........Miﬁ.ﬂm.ﬁmpkﬂl

SVEHICLE COOENAME,, han

FDESIGNATION:, . i Bambar

]

o Tigex Shark

| VERIGLETYPE: ... . Atmpspheric aizernit
'

WEFGE T E Sl aty v s

LENGYH:,

; -

WED TG il

HEIGHT: . ...

M4 % ’E CORDED SPEED; .

1

e WRikatand, Ga-piles

o I SR .Q&.i.onill‘.:’k.‘"
- ; :

e g!' o

S ST

I || 1 )Y

S RN 0 [

whin 24000 kph

MAIN ARMAMENTU, .. . A % 198 sauR0D
i i Missile pads

L

St

SECONDARY ARMAMENTC ... Wing-mounted
T ‘Drone controlled

e e i RBERLEIN A0,

- i 2 X 4 ]

e 1 ¢ i

b bt e A bk et ¥ bt L LTy o S W

TRAVERSE & ELEVATION: | SR lEZA' +Q 19,40
. AMMONLTION...| P.Z.sp,i!;iiﬁﬁs.Q;ERQ._FPM?_;"

-,Akﬂ.lﬂljitﬁ'r’lﬁ.. H»ﬂ?_:ﬁéﬂ!am,ﬂln& A
Nl cumpnlit'ltui umkiown

I o ] ST T

8742.M41

e

sUMMARY; Kxontling sombat Alraraft, Mlso carries paslond af 14 gun

sastiand b Ten kil .

Aronss. .

B R e Y

e ST TP

bt ol e £ [T e Tt FRALNIC e,




On Tatos the Tau also deployed 2 newe variant of the Tiger Shark. Codified as
tha AX-1-0, this heavily armed Tiger Shark replaced its drone racks and ion
tannen with two hieavy ratlquns and a seeker missile array. These massive
weanans, usually mounted on the far larger Manta, turn the Tiger Shark
into a formidable ground attack craft, capable of engaging and destroying
siner-hoavy tanks and Titans. It is believed that the AX- 1-0 was developed
2 a difect response 1o the Imperium's largest Titans, first most likely
encountered by the fledgling race during the Damocles Crusade. Until the
Taros Campalqn, the Tau had few weapans capable of stopping one of the
Impanum's greatest war machines, but the Air caste and Earth caste had
sectetly developed the AX-1-0 in the inferim

Duetn s yital role as a transport craft for the Tau's highly mobife Hunter
Cadres, Tau commanders were reluctant 10 risk their Mantas in direct
confrantation with the Imperium’s Titans. Even if the Mantas were able
10 succasshully dastroy their gargantuan prey, they would iikely be so
damagad after the encounter that they would be unable to continue I
thet ole as transports, leaving Tau ground forces unable to redeploy in the
face of an enemy's continued advance. The refit of the Tiger Shark became
- the perfect solution to this The craft’s airframe was capable of mounting
Ui same dual heavy rallguns used by the Manta and, as smaller aircraft,
. Weuld be more likely 1o evade Impenial anti-aircraft fire a1t approached 1o
- Gestroy s target.

- MieTais are believed to have only converted a small number of such aircraft
PIIO1 o the events o Taros, These craft were crewed by the finest 16ams
.ﬂmﬁ”’ caste pilots and gunners, and held ready for the appaarance
. 9ithe feared Titans During the breakthrough to the racunda fsthmus, the
T oreustied thelr Jatest weapon with alarming tesults and the sudden
i of the Warhound Advensor Primanis 10 a Tiger Shark attack caused the
- fEmaining Titans to be withdrawn from the front line

i

e e L A W g e R ¥
j " [Vox recording begins] ; E

I
|

|
|

iR

.« Princeps! Xenos aircraft detecred at extreme range,
flying at low altitude. Mass approximately 25 tonnes,
patiern unknown, L | 40,

... Pattern unknown? Tactical Officer, focus.
on the incoming contncts. Get me detnils!

’ get 4 % &
.1, Yos Princeps, resolving data now: Targer uppears 8 ]
1o be a Tiger Shark pattern fighter-bomber, but the :

systém cannot confirm; i i@
o ¥ ;

au gur'j;jwe:b ;

. Irrelevant. A Tiger Shark is no threat to J(d\}‘e_l__i_tii.. ; !
Turn us 1o face it. Moderati, bring all guns to be rand .. 5
L] sy i . A

{Sonnd of multiple impacts and ::I_ectriul_shoﬁ;whﬁ{;'_
crew compartment] Ty =l

Al void shields non-fusictionll Registering massive
damage, reactar is eriticall - 10 ST e

.., What is thut? Bring ...

[Vox rlnec-nrdhij ends]

Warhound Titan Advensis Frimaris, crew compartment Vox-Encoden
Racovered from the battlefield by Space Mariie squad Veritas.




R _ BS
- Tiger Shark AX-1-0 4
Un&_ Compaosition

* 1Tiger Shark AX-1-0

Unit Type
= Super-heavy vehicle (Flyer) _

-.Special Rules
» Strafing Run
* Supersonic

Thought for the day: Our cnemics canaot stop us. They can only test our fasth, streagth and cw.ngc'. |

Armour
Front Side Rear
12 12 10

Wargear

* One twin-linked heavy railgun®
= Two burst cannon

= One twin-linked missife pad

* One networked markerlight

*The profile for this weapon can be
found on page 198,

Options

» The Tiger Shark AX-1-0 may take' i 2
- Up to six seeker missiles ... e pcmsper m:ssﬂe

¢ The Tiger Shark AX-1-0 may take items from the Vehicle Batﬁe
Systems list (see Codex: Tau Empire, page 72).
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The Orca is a dedicated orbital transport vehicle — a shuttle for moving
troops, equipment and supplies from spacecraft in orbit to a planet’s
surface. Unlike the Space Marine Thunderhawk Gunship or the Tau's own,
far larger, Manta, the Orca is not a front-line combat vehicle as it is not
armed and armoured 1o take part in 2 battle. Instead it is only equipped
foe seif-defence; its primary function being transportation, and using the
Tau's anti-grav technology, and powered by quad ramjets, the Orca is fast
and highly manoeuvrable for its size and bulky appearance

The Orca is creved by a single Air caste pilot, and its command centre
is controlled by two Fire caste operators — a Tau commander or Ethereal
can also oversee operations from the command centre during a battle.
ts large hold can carry up to fifty seven Tau Fire Warriors and their
equipment, with two to three Orcas capable of transporting an entire
Hunter Cadre’s viarih of troops, drones and battlesuits onto a planet's
‘surface for a battle These would not usually be dropped directly into
£ombat, but more likely landed some distance from the enemy to take up
positions before a battle.

During large planetary invasion operations, Orcas provides important
support to Mantas. Whilst Mantas transport the bulk of the Tau forces,
Orcas allow a shas'o to be flexible in the depfoyment of his Hunter
Cadres, using the craft for specific missions. On Taros this was deploying
Pathfinders and Stealthsuit teams info the deserts for scouting and
sabotage misstans, but they were also known o transport drone sentry

turrets, dropping them into position in front of enemy units. Behind the
lines Orcas transport important personnel such as Ethereals, Water caste
diplomats or the shas'o commander himself. along with their pedyguards.

On dangerous missions, o if they have to approach a battlefield, a flight
of Orcas will be defended by Barracudas, whose role it is to intercept
enemy fighters or engage ground targets that threaten an Orca and its
¢argo. The Orca's ventral, retractable turret-mounted weaponry is not
veell suited to such aerial dogfights, although it provides some protection
from interceptors attacking from below that are climbing ta intercept the
descending Orca, the weaponry's main use is for sweeping a landing zane
with intense firepower priar to a landing. : ' '-

On Taros Orcas played an important role in the Tau Empire's strategy. ltwas
Orcas, often operating at night with blacksun filters, that inserted Pathfinder
and Stealth teams deep behind enemy lines. It was from an Oica that o
Shas'el K'irri launched his daring raid on an Imperial Navy airbase, landing
directly upon the runway, Orcas were also the workhorse of the Teu forces,
moving troops and supplies to and from combat zones and it is estimated
that at the peak of thie fighting on Taros, Tau forces were aperating in

excess of two hundred Ocas, but exact figures are unknown. Therealso
were unconfirmed reports of ather variants of the Orca sighted or the

mining world armed with multiple missile racks and bomb bays, but none.
these were positively identified during the Taros Campalgn.




ant Slde Rear
12 12 10

Wargear

= One twin-linked long- baﬂel[ed
burst cannon*

* Missile pod

= Blacksun filter

= Disiuption pod

Codex. Tat: Empire, page 72).

Transport Ramp
Up to four separate units may exit from the Otcaus rea mn‘lp'

Transport Capacity

= The Orca may transport 57 AN
models. It may transport models  This profile replaces the one found in Impenial Armour Aeronautica.
with the type Jet Pack Infantry %
{Drone}, and up to six Tau
Battlesuits with the type letpack
Infantry, These units take up
transport capacity as normal

*The profile for this weapon can be
found on page 7198.
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209- u-tas: 162875
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2yt

_ Pilot’s flight contrel panel
Pilot's seat

3, Escape pod boosters

41 Avionics processors

§

. syatem

_ Armoured nose cone

\ Tactical view screen
10, Operator’s seat

‘amwmunltion stora ge

i Rl.“gntlonll controls and iﬁurument landing
‘Engine and fuel control systoms.
| Fire cantrol systems and turret mé_chln_lﬂm
11 Operator’s system ¢control panel

2 Ventral turret shiroud and burst cnndun

Missile pod’ (prc-aﬂu:d with seven mxui\n}
Eui-g: cannon. (l_m__x_;-_-harnlledj K

‘18,

19,
20,
21,
22.

23.
24,

25

26.

21
28,

29,
30.

31.
32,

33. Tail fin
34,

bl Pt e A e

. jl._-—|._._' :

Armoured fuselage and grav-plates 1
Airbrake 3
Rear lindipg pad (stowed)

-
ryem.

et

Proximity sensors and rear ranmp controls
Weapon stowage racks (for pulse rifles, carbines
and rail rifle) s

iy

Rear ramp’

Secure comms boom, exterior air data sensor

and attack warning systems
Pilot's escape pod
Automated locating beacon

Commander's seat y 1

A Loy CO

Access sieps to transport compartment "
Grav-plates '- ; Y 3
XV8 Crisis baulzsuir.

Magnetic rail clamp

Automated battlesuit lrnnuporrﬁllon rail
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194

The Manta is the Tau Empire’s super-heavy drop ship and, as well as its
large transport capacity, it carvies firepower comparable to an Imperial Titan
oran Ork Gargant. [ts main weapons are formidable twin heavy railguns
which fire a fin-stabilised round, the fin providing the round with additional
lift, and therefore extra range, whilst In a planet’s atmosphere.

The heavy railguns' sub-munitions shells are each equipped with a drone
processor which is programmed to direct the shell to its target, and is used
predominantly during combat fought in space to find weak points in the
armour of enemy space craft - sub-munitions lacking the penetrating power
of the standard round - but they have also proved useful in ground combat.
As a back-up to its main weaponry, the Manta mounts twin icn cannon
battenes in its wings. These provide shorter range saturation fire for when
the Manta is in the thick of battle.

As well as its main armament, the Manta’s arsenal consists of prow-
meunted launch ports for up to ten seeker missiles, which can be controlled
by the crew or by other markerlight operators on the ground. These are
complemented by sixteen drone-controlied burst cannon turrets positioned
all around the Manta’s hull for close defence when it has landed and

used a5 anti-aircraft weapons when the craft is in flight The turrets are
positioned so that all angles of approach are covered by the multiple burst
cannon, making it near impossible to assault it directly whilst Tau forces are
preparing to disembark from it onto a battlefield whilst providing a lethai
deterrent against swarming enemy aircraft in flight.

As well as its firepower the Manta has a large transport capacity, the ship’s
main body being split into two transport decks. The upper deck holds trcops
or battlesuits, whilst the cavernious lower deck can hold up to four (fully
loaded) Devilfish or Hammerheads. The entire lower transport deck is also
based upon an elevating platform, which is raised and lowered to allovs
access, It can also be fitted to carry extra troops, battlesuits, Koot of just
about any vehicle or equipment operated by the Fire caste

As well as its own cockpit, each Manta contains a sophisticated command
brdge From here aTau commander can oversee battlefield operations, ,
meaning that a Manta can act as a forward command pust, fire controt and.
communications hub when the situation demands.

The Manta is the Teu Empire’s smallest interstellar-capable spacecraft, and:
Is crewed entirely by members of the Air caste. It has limited etherdrive

capaaity but, because of its size, a Manta can only make very shorthops.

through the vastness of space, restricting its use. For langer trips, it must ke
transported Inside the far larger Tau Empire carriers, i

On Taros Mantas were widely used ta transport the Hunter Cadres and their
heavy equipment into the deserts, positioning the troops for counter-attacks
and quickly extracting them afterwards. Their fleet of Mantas gwvetheTau
supenor strategic mobility over the ground-based Imperial Guard, enabling

the outnumbered Tau Hunter Cadres the ability to match the ImpetiumS =
squads in equal force for local counter-a ttacks and battles. G




11 ‘rO.

: Transport Capadty
 Two heavy railguns®

» Three twin-linked long-barrefied
ien cannon®

. Dpe twin-linked missile pod (ﬂns includes Jet Pack Infantry (Drone]} Sl has 3 t!a :
=+ Sixteen long-barrelled burst 55 models. T

cannon® - The lower deck has a transport capacity of 145 mudeis ilﬂ uding
* Ten seeker missiles rig
‘= Networked markerlight Bamesuﬁs with the type let Pack Infantry, Tbesa umss ta aup!
= Blacksun Filter capacity as normal). It also has the ability to carry up to fotr:
+ Energy Shield heavy, non-flyer vehicles (which count as 30 models each).
vehicles being transported in this fashion may themselves carr

*The profiles for these weapons without those units taking up space on the Manta.
‘can ba found on page 198,

AA Fire

Due to its size, any enemy units that target the Manta do not needt
make Snap Shots when it is Zooming and roll To Hit using thelr fiorma
BS score even if they.do not possess the Skyfire special rule.

Transport Elevator
The entire lower deck can be loweted. All units on the lower Uanspon
deck can disembark on the same tum,

Energy Shield -
The Manta’s energy shield confers a 4+ Invulnerable save against any
hit it receives.

. Transport Ramp
Up to four separate units may exit from the Manta's rear ramp eaudz m

This profile replaces the one found in Imperial Amour: Aeronautica, pag'e
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Ordnance 1, Primary Weagon,
 Apocalyptic Blast 10°)

6 Assault1, Large Blast (5%), [ _
Ignores Cover High intensity markerlight )

) Heavy 2, Twin-linked,

Target Acquired

Pulse round Rapid Fire
Sniper round Heavy 1, Sniper

4  Rapid Fire
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BATTLEFLEET GOTHIC
TAU EMPIRE FLEET

capable of operating i the void of spac.

by the Im sium, was fully
e . bombers in void batties in the Taros systent.
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Since the dawn of the Tau Empire the development of that race’s fleet, the
Kor vattra, has been given the highest priority by the Ethereal caste, ts
leaders understand that without a strong Kor'vattra, the manifest destiny
af the Tau cannot be realised and, over the past 1,000 years, the Tau as a
race have made remarkable progress in all areas of interstellar exploration
developing the necessary gravitic technologies, advanced metal alloys,
weapony, e, 10 allow them to travel vast distances and, consequently,
colonise worlds that were far out of their reach even a few centuries before,
Since the Tau's first contact wath the Imperium, this process has continued
at an ever greater pace, and it is believed that this recent rapid expansion
tias placed massively increased pressure on its fleet,

VWhat few intelligence sources the Imperium has been able to infiltrate into
that xenos race’s infrastructure repart that the Tau Empira fleet’s experience
during the Damocles Crusade is responsible for much of this urgency

The Kor'vattra's first major fleet engagements against Mankind's vessels,
especially in relation to their defeat in the Hydass system, were received

as something of a disaster on T'au. Such a heavy loss of ships and lives
undoubtedly sent shockwaves through its high command, particularly as
Alr caste crews were known to have reported being outgunned, out-
manoeuvied and out-thought by Impenial tactics they were unprepared to
counter Some of the Kor'vattra's ships and crews had performed well and

OF THE TAU EMPIRE

The issue wasn't yet a crisis, but the Ethereals and Air caste saw its
potential to develop into one and took swift action to correct it. To this
end the Ethereals, Air caste and Earth caste urgently re-thought their
policies for the future development of the Kor'vatira, It is thought that the
very best Earth caste scientists of the T'au sept were given whatever they
needed to create a new ‘experimental” fleet. incorporating all the lessans
they had learned into these new dasses of ship. The project was titled the
Kor'ar'vesh, and resulted in a new wave of Tau Empire ship designs.

The first of these new vessels ta be encountered was the II'Porrul dass,
which was quickly adopted by the T'au sept's Water caste. The lmperium
first identified an II'Porrui (codifying it as the “Emissary” class) during
fighting in the Dolumar system. The single vessel was eventually destroyed,
but the new class of ship was noted as being a formidable opponent and,
following the I1'Perrui, the Earth caste of the T'au sept were also soon
testing Kir'shasvre, Kir'ls, Or‘es El'leath and, finally, the Lar'shi'ure vessels.

These vessels were first encountered in large numbers {as opposed to
individual vessels) during the Taros Campaign. It seems that the T'au sept
used the border war as a testing ground, and the arrival of these new
ships In substantial numbers, up to this time they had bean nathing more
than anomalies, took Fleet Admiral Kotto by surprise. Given the Tau fleet’s

i-, did inflict substantial losses on enemy craft, but it was now cbvious that performance, their numbers may increase as the Kor'vattra of other septs
" the Gue'las’ ships presented a serious obstacle to the Tau Empire's plansfor  seek to adopt the new classes, - . §
A continved expansion — an obstacle they knew must be met and overcome \:"
Combined with this setback the Kor'vattra also, some years later, made .l"'
its first contact with another threat, the exploning tendrils of approaching L3
Tyranid hive fleets, and the Kor'vattra’s performance and tactics against this “«;\"

new enemy weré again called into question ‘
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dee -
Barracuda
Mantas. 20cm

All Custodians are fitted with a prow deflector to raise their Front Armour to 6. This is di‘sabl}d i
the ship suffers'a Prow aritical hit S e

A QWARDEN) CLASS CARRIER ESCORT. .o s e 30 POINTS




- The Protector is the Tau's main fighting vessel,
dgsagned and built solely for the purpose of

actions. It is heavily armed and versatile, carrying
-4 full array of different weaponry to best meet
any fos, is able to take on Impenal cruisers on
even terms and, although it lacks the great bulk

. and structure of a cruiser, it still packs comparable

Two Protectors formed the fighting core of the Tau
fieet around Taros and infiicted heavy losses on the
Imperium’s transport ships.

- 190 POINTS

All Protectors are fitted with a prow deflector to raise their Front Armour o 6. H\ii:s dBabled-tf-'
the ship suffers a Prow critical it




dignitaries, Tau
Despite its size, the
ed and perfectly capable
gainst all but the largest

are becoming more common within
; en rove out onto its fringes
; neighbouring races. They
{arge merchant vessels, and ate

ng of a workhorse within Tau

GHITS
ER/A.

All Emissaries are fitted with a prow deflector to raise their Front Armour 10 6. This is disabled f
the ship suffers a Prow critical hit. LS

T L L T EOL LT ER

POINTS: SPECIAL

A TRANSPORT .o s s s

TheTay Empite thrives on the trade between its
sepis, and Wansports are the workhorses of the
ade roites, being small vessels with limited
5. There have been many different types of
identified, but all are similar in design.
rally only armed for self-
& 8nd have a farge hold for ransporting

Prow railgun battery : ‘ : v
'NlTrﬂftﬁpﬂﬁS éle f’méd .\;'-‘ilﬁ a prow deflector 10 raise their Front Amour 1o 6. This is u“;g_;w if
{he ship suffers a Prow critical it :




The Tau Air caste live much of their lives in zero
. gravity, either'as spaceship crew or waystation
crew, or in the caste’s own massive orbital habitats
which can be found above most well-established
. Tau Empire worlds.
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The Orbital City is fitted with tracking systems,



. ELYSIAN DROP TROOPS
ARMY LIST

A s

o

| : i Elysian Drop Troop !aglmen'r
. Vafky( ) it permanently-al tached to the 237 ;
. ASfrie of the 184% Tactical Wing, an fmpena,‘ Guard Navy unit perl ; : PRSI
S A f.mfs':i 'rc.rla!t:'s I‘h:‘ i ;'ﬂ')of third rmnspon Squﬂdfﬂl-ﬂ transporting Storm Troopers 0urt P
il i




] the lrnpenal Guard Is h;'J:ans upon
!Eons of tanks and ani llery guns standing

origmte from all the varied dammaons of Man from
yires of technalogically adept hive worlds, to the primordial

hs of forsaken death worlds. Each world owing tithes to the Imperium;
pfaﬂ'oi which is taker i the form of fighting men for the Emperor’s amnies.

units are formed as infantry regiments, with tens of thousands of
men, but there are more specialised regiments, such as those recruited from
e planet of Elysia The Elysian regiments are trained Drop Troops, highly
mabile airborne forces equipped with sophisticated aircraft, weaponry and

; ljrav-chures far long range strikes deep into enemy territory.

va COLLECT AN ELYSIAN DROP TROOPS ARMY?

- Whatis the appeal of an Elysian Drop Troops army? It can be summed up

. in two words. air power. If you enjoy the adrenaline rush of fast jets then
+ this is the army for you: you get aircralt, lots of aircraft, and elite soldiers

plunging from the skies directly into battle

* This armiy's true advantages lie in its speed, unpredictability and unrivalled
ablity 1o attack anywhere on the tabletop at anytime. Using deep strikes
antt Valkyries, the Elysians can capture objectives rapidly by dint of
overwitelming numbers and their close range firepower, often relying on

~ demo charges and special weapons for tank-busting. Falling this, Vultures,
Valkyries and Imperial Navy aircraft pack fearsome amaunts of firepower,
and swooping over the table they can target just about anything:

Troops regiments, for its ability to be ca

The Tauros Venator is a heavily armed scout vehicla,

Tactical flexibility s the key to using an Efyslan army, and commamierg tﬁat
fearn 10 use that flexibility well will find that there are few situations fhe
Elysians cannot counter quickly and effectively. However, an Elysian ; aimy s

a very specialised force, and mastering the tactics that it exemplifies can ba 5
challenging. Elysian commanders should niot expect to engage the enemy i
in a conventional stand-up fight and win, Instead, they should seek to take ¢
objectives by rapid assault and then hold them with grim determination

and selective targeting of enemy threats with devastating aerial firepower

Casualties will often be high, but that is the price Drop Troop regiments pay

for their mability,

ELYSIAN DROP TROOP ARMY LIST

On the following pages you will find an army list that enables you 1o field
an Elysian Drop Troop army. This army list allows you 1o fight battles using
the Eternal War missions presented in the Warhammer 40.000 rulebaok, as
well as missions of your own devising or that are being played as part of an
ongoing campaign

At the heart of this list is the Drop Infantry Company, with Valkyries and
Vultures in support, alongside other attached elements such as Storm
Traoper squads and Sentinels. Other support comes from more specialised
equipment and the Impenal Navy flying in close support.

This army list is provided for players who wish ta use their Imperal Amour
models en masse in games of Warhammer 40,000. If you only wish ta

use one or two models, or a single Elysian squad in a Valkyne, then itis
recommend that playars continue to use the Codex. Impenal Guard army
list, or take a small contingent of Elysian troopers as an allied contingent.
The rules for the Imperial Guard vehicles featured in this army list. but not
in Codex: Imperial Guard, can be found in /mperial Armour Volume Gne

— Second Edition: Imperial Guard or impertal Armour — Aerenautica it you
wish to use them outside of an Elysian Drop Troop army

- S

Tavoured by the Elysian Drop
mied into batile hooked onto 3 Valkyrie Sky lalon




{ sing the Allies Matrix,
tical to 3 standard Impenial

' ‘aa"qlliéd_?cjonﬁﬁgent from an imperiat

‘sﬁrl;ebm!hets, nd an Impetial Guard army may select an
. n __l;_y_s}a_n Drop Troop list 2s Battle Brothers.

 ORGANISATION CHARTS
wsed in conjunction with the Force Organisation chart
.and in the Warhammer 40,000 rulebook The chart is
.ﬁ@ws-théfmnespord 10 the sections of the army list, and
ytegory has one of more boxes — this s referred to as the pimary
ach light tone box indicates that you may take ane choice
etion of tha army list, while a dark tone box means you must
t section. In addition to the primary detachment,
s choice and an allied detachment may be taken. if
tions Is selected, their Force Organisation charts follow

ity AR, T 4 Mg BN

acters in the ary are placed into

‘categorles depending upan thelt tole on the batte

given a points value, which varies depending or how Heclhre
in battle S e SR

Before you choose an army, you will need 'm,a.:._g_teé'\_\-ith.y.ol'-l{'.@i;ﬂﬁ..
upen the type of game you are going to play and the maximum tot:
number of points each of you will spend. Then you can pick yo

Tollowing the quidelines given in the Warhammer 40,000 rulebook
page 108, j e

FORCE ORGANISATION CHART

PRIMARY DETACHMENT
{REQUIRED)

Compulsory
* 1 HQ
+ 2 Troops

Optional

= 1HQ

¢ 4 Troops

* 3 Elites

= 3 Fast Attack

= 3 Heavy Support

TR

Compulsory Optional

. 1HQ « | Troops
« 1 Troops « 1 Elites
» { FastAttack

» | Heavy Support

FORTIFICATION
(OPTIONAL) Optional
= 1 Fortification per

Primary Detachment

FORFTICATICN




enemy units wnh the Infiluate spectal le that wish to infiltrate will be
nable to do s0.on the roll of a 4+ (1ol separately for each affected unit);

d must deploy normally instead. In addition, the opposing player suffers
-1 moditier to all Reserves rolis made while the Long Range Ground
Scanner is in play and not Falling Back (note that this does not affect the
-automatic arrival of Reserve units on turn four)

Short Range Lock: The scanner locks onto an enemy unit’s position and
targeting information is passed to a neatby Imperial Guard unit At the
Beginning of each of the controlling player's Shooting phases, nominate
a friendly Imperial Guard unit chosen from this list that is within 12"
Note that if the nominated unit and the unit containing the long range
: gmund scanner fias a vox caster, then it does not have to be within 12°
ol the scanner, but may be anywhere on the table Roll a D6. On a 4+, the
nominated unit can re-roll any missed rolls To Hit in that Shooting phase.
The nominated unit may be changed on each turn in which this rule is used
Barrage and Ordnance type weapons may not benefit from the effects of a
Long Range Ground Scanner in Short Range Lock mode

- Breacher Charges
A model equipped with a breacher charge may use it in an assault instead
of using their normal attacks or weapons. The model makes a single attack
Place the Blast (37) template anywhere in base contact with the attacking
model 5o that it covers the enemy. The template may not be placed sa
that it covers friendly models. Roll to hit against the majority Weapon
Skill of the enemy (buildings, emplacements and stationary vehicles are
hit autematically and no roll is needed). On a successful hit, the template
remains where itis. On a miss, roll the Scatter dice and flip the template
over in the direction shown if an arrow result s rolled (re-roll the Hit symbol
if needed untl an arrow is shown).

Weapon Range S5tr AP Type
Breacher charge Special B8 2 Melee, One Use,
Blast (3"), Wrecker

Lascutters
Weapon Range Str AP Type
Lascutter - 9 2 Melee, Unwieldy,

Cumbersome*

*Cumbersome' A model using a dase combat weapon with this special rule
can only ever make a single attack at WS 1 in an Assauit phase, regardiess
of their profile or any other special rule.

Tracking Beacon
Friendly units arrving by Deep Strike do not scatter as long as the first

model 15 placed within 6" of a model with a Tracking Beacon that was on
the table at the beginning of the current player turn

- Au Grenade iauncher

“f’“" b e SR ey T

tog 120 306 AsautlBeug

(Krak) 12 6 4 Assadtd :
Note that bnlike thrawn grenades, a unit with muitipfe Auxmary Cfenade
Launchers may fire all of them in a single Turn.

IMPERIAL NAVY UPGRADES

Flare or Chaff Launchers

These are a single use item. A vehicle equipped with Flare or Chaff
Launchers has a 4+ Invulnerable save against any damage inflicted hy
missile weapons on the player turn they ate used.

Armoured Cockpit
A vehicle equipped with an Armoured Cockpit may ignore msu!rs of Crew
Shaken or Crew Stunned on a roll of 4+

Infra-red Targeting
A vehicle with Infra-red Targeting gains the Night Vision special rule

lllum Flares

A vehicle with Illum Flares may drop a single flare per tum. They are fired
in the same manner as Bombs (see page 81 of the Warhammer 40.000
rulebook}, placing a marker where the flare lands after it has scattered

Leave the marker in place until the end of the turn. Any unit fargeting an
enemy unit within 12 of the {lare marker gains the Night Vision special
rule; it only gains the benefit of Night Vision while firing at units with at
least one model within 12" of the flare marker,

Distinctive Paint Scheme or Markings

This is a single use item. While the owning vehicle s in p}ay and on the
board {not in Ongaing Reserves), one friendly unit within line of sight ta
the vehicle may re-roll a single Morale check. Distinctive Paint Scheme ot
Markings must be represented on the model

ELYSIAN DROP TROOP ARMY SPECIAL RULES

Combat Drop

At the beginning of the controlling player's first turn, they may choose &
number of Valkyries, Valkyne Sky Talons, Elysian Sentry Gun Batteries ot
Orop Sentinel squadrons (and any units embarked upon them), equal to
half of the total number of such units in the army, to perform a Combat
Drap. The chosen units artive on thelr players first piayer turn and must
deploy onto the battlefield using the Deep Strike rules. Al other Valkyries

and Valkyrie Sky Talons begin the game in Reserve and roll to determine the

turn of their arrival as normal for the mission being played. Diop Sentingls
not deployed by Combat Drop may either be placed in Reserve or dep.oy
normally at the start of the game.

Iron Discipline
Any friendly units chosen from the Elysian Drop Traop army list that have.

at least one model within 6° of a model with this speciel rule alveays make RS
any required Regroup tests as a normal unmadified Leadership test, evemi Lo

less than 25% of the unit's models are still alive.
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atﬁce:and their personal retinue ofboa}:quarn's, speaaﬂstsand advisars. ,}sfa )
5, braving the fury of the foe. Sich command squads are often equ;pped _

R s PeEe RS W € R )
S h e A ks g 9 5+ i R
3 3 3 1 7 5 EEREE 7
iR ROR R WS G S )
] 1 3 1 7 5+ By _
VoL R T T e A : cac
Wargear Options
“ o Flak armour = The Company Commander may exchange his faspistol and/or close g
* Close combat weapon combat weapon for one of the following: : S
* lasgun (Veteran and Veteran R e 1 e N S SR e S T 2 g
Weapon Team only) - POWRr SWOTH it Hibe e 10 POINLS Serey
s | aspistol (Company Commander, - Plasma pistol ... o e e e N 01 OO E
Officer of the Fieet and - Powerfist ... - +15 points. 5
Bodyguard only) = The Company Cummander may be upgraded to cany _ '
® Frag grenades - Melta bombs ..., = : vt points
‘Veteran Weapon Team = Refractor Field (Company ST KT DDA 0N Mot ittt (AR e 10 points
: 'Infantry Commander only) = Any Veteran may replace his lasgun with a,
Bodyguard - Laspistol ... AR L
- Infantry e Transport s AnyVeteran ma:.r upgrade thew Iasgun to have
*.Ofﬁ(ers of the Fleet  An Elysian Company Command - Auxiliary grenade launcher ... ... . ... .+3 points per model
- Infantry (Character) Squad may select a Valkyrie as * One Veteran may be upgraded to carry:
455 a Dedicated Transport (see page - Regimental standard ... . | Cooes s bsaadsdvsseetivaiinsalh 1 Y POIMY.
‘Special Rules 219 for paints cost). * One Veteran may be upgraded to carry:
.~ « Senior Officer (Company - Vox caster ... b e 5 prolnts
Commander only) * OneVeteran may be upgraded lo carry
= [ron Discipline {Company ' - Medi-pack ... ... .. i +30 points
. Commander only) * Replace two Veteran Guardsmen wnh a Veteran Weapons Team armed
- = Deep Strike : vith one of the following:
= Intercept Reserves (Officer of the = MOTTL G e o s e T A = B OIS
Fleet only) -Heawbolter ... ... i i et 2 L POSTES:
= Look out - Arghh! (Bodyguard - Missile launcher . ., hnsism itk 15 poANIS
only) = AVeteran Weapon Team armed wsth a m:sslle Iaunduer may upgrade it
to have;
- Flakk missiles .. 3 o +15p01n15

* Any remaining Veterans that ha\re not been upgraded wﬂh one of the
oplions above may replace their Iasgun with one of the following: el
- Flamer.. iy 45 points per model -
- Grenade Iauncher i
- Sniper rifle
= Meltagun... i b
- Plasma gun. s FEe
~ Long range ground scanner. ...
- Lascutter A G L
* The entire squad {mcludmg any Reglﬂental (
with any of the follumng
- Kiak grenades...
- Cafapace armour .,
* The squad may include the foﬂowi
- One Officer of the Fleet .. .
= Up to two Bodyguards




e o '__‘..__.' .
Aﬁms AB DRUPREGIMENT) -nu.uu-‘.u.-“un-u-"nnu-unuluﬂusixn-.'.'“ e R
e sepior members of the Imperial C_amm::isa‘rraf, utterly suthless and without fear. Th ey e fanatical adhereats

: {5y 3 : . nkind. Lord Commissars are offen assigned ta the worst
1 battiehields, where their feadership and resolve are most needed to hols ; e S

ter the ranks.

Wws BS S T l AW sy
5 5 3 3 3 10 S5+

Wargear

.+ | Lord Commissar + Flak armour
s « Close combat weapon
Ty * Bolt pistol

?“;rf:g {Character) o Frag grenades - Power sword

>SN * Krak grenades - Plasma pistol

':.-mﬁal'ﬂlﬂes ® Refractor field - Power fist

« independent Character

Options

* The Lord Commissar may exchange his bolt pistel andior close c
weapaon for one of the following; :
- Boltgun

» The Lord Commissar maf have-any of the following

Stybbom - Carapace armour

= Tracking beacon .,
» aura of Disapline - Melta bombs
v oﬁeeg glliﬁf




E Speual Operations

Unit Type
. Vehicle (Walker, Open-topped)

‘Wargear
= Carapace armour
= Close combat weapon
* Hat-shot lasgun
* Hot-shat laspistol
» Frag grenades
® Krak grenades

Transport

® AStorm Trooper Squad may
select a Valkyrie as a Dedicated
Transport (see page 219 for
points cost).

ld Sv

[ 4+
7 4+
Options

» The squad may have:
- Up to five additional Storm Troopers.. |

hot-shot lasgun for one of the foilowing:

- Bolt pistol . DI I s i T e
- Plasma pistol +10 points
= POWRT SWOIi suaninsibiestiniimimenires +10 points

the following:

- Flamer . S T e T DO e model i
- Grenade launcher ..+ points per model
- Meltagun - +10 points per madel
- Plasma gun +15 points per mosdel

 +16 points per model -
v The Storm Trooper Sergeant may exchange his hot-shot laspistol and/or 5

Up to two Storm Troopers may replas:e the.r hot shot lasguns with one of

5pecial Operaticns: Hot Drop
In addition to the options presented in Codex. Imperial Guard, a Starm

. Trooper Squad selected as part of an Elysian Drop Troop army may also

- chinose 1o use the following mission instead of Reconnaissarice, Airbormne
Assault or Behind Enemy Lines,

Hot Drop: On any turn after the first, in which a Storm Trooper Squad
arrives on the table using the Deep Strike rules whiist embarked upoan a
Valkyrie, they may declare a charge, as long as they do nat run or shoot
in the same turn, In addition, the Valkyrie gains the Assault Vehicle
special rule for that turm

DROP SENTINEL SQUADRON......cccosuerre

aTaEmEessNREIRNES

airborne deployment, the Elysian use these Sentinels to carry the bulk of their heavy weaponry in combat and use them in a direct fire role to destroy heavy

opposition during an assault.

Armour
Ws  BS S Front Side Rear
Drop Sentinel 3 3 5 10 10 10
Unit Composition Wargear

+ 1-3 Drop Sentinel = Heavy bolter

Transport

= Asquadron of 2 or fewer Drop
Sentinels may select a Valkyrie

Special Rules « Sky Talon as & Dedicated
 Move Through Cover Transport (see page 219 for
» Deep Strike points cost)

= Combat Drop

N evare cnmreansasesannene 33 POINTS PER MODEL
Drop Sentinels are specialised vanants of .’he srandard scout Senting! used by most fmpenaf’ Guard regsmems Specrahj.' outhitted to endure the rnigours of

A HP
1 2
Options
= Any Drap Sentinel may replace its heavy boiter with:
- Heavy flamer. . T . free
- Multi-meita. . +!5 pomls per model
= Any Diop Sentinel may have one of the folicamng
- Searchlight. .. iy ... +1 paint per model
- Hunter-killer missle.,. .. S0 points per mud#?
= The entire squadron may have: :
- Smoke launchers.. .o +Spmrrtspefrnod€|
- Camo rietling. _+10 points per modei

Drop Sentine! Squadrons are available as boih Elites choices and as‘paa‘
Infantry Platoons.

M

y—




TROGPS

n: 1 Plato co_mmnd Squad 2: 5 Infantry Squads, 0-4 Heay
Each Infantry Platoon is dep!oyed in ptace of a single unit §

: roll or Outflank rofl, rell once for the entire infantry Platoon
for separately. Units below marked with a (*) may only

wWeapcm Squads\, 0-3 Spel:ial Weapnn q ds and 0-1
n missions that limit the number of units 1

00N, Aty units in Resarve that ate embatked upan a non beditated
be chosen as pant of an Elysian Dmp Inﬁanw Piamrl as fs

PMTOON COMMAND SQUAD* T

W nd 3?"303 provide personal leadership and tactical direction 1o the Elysian troops in combar The funior ofﬁw is fey'!ed upan 1o fm

: a%spf their rmqps "deployment to the shifting conditions of battle and execute the orders of their Superiors at any cost

Ld Sv
5+
54
5+
5+

Wargear Options
* Flak armour * The squad may indude: '
® Close combat weapon - One Commissar. . 3 B pmnts"_ _
e Lasqun {Guardsman only) ¢ The Platoon Commander and/or Commnssar may exchange his p:stolor- i
* Laspistol close combat weapon for one of the fallowing,
(Platoon Commander only) - Bolt pistal. : . +2 points per model
* Bolt pistol (Commissar only) - Lasgun with auxiliary grenade launcher. +3 points per model
= Frag grenades - Plasma pistol e Cea+10 points per moded
- Power sword e . +10'points per model
Transport - Power fist . . +15 paints per modef
« An Elysian Platoon Command « One Guardsman may be upg:aded to {arrr R
Squad may select a Valkyrie as - Platoon standard . . i e 15 points
a Dedicated Transport {see page  One Guardsman may be upgraded u:ttarn; X
219 for points cost) - Voxcaster. ... BT S pom!s_h
 Any remaining Guardsman that has not bet'n upgraded with any of the
options abave may replace their lasgun with a. : 4
- Flamer.., ... ... e et 5 points per model
- Grenade launcher. . . ... D points per model
& MeltagUun o iriisovmmatasai a0 potSPEmedel
~PIaSMA QUL e 415 poIntS per model
- Lascutter - o R A e +10pcmts per model
s The entire squad may have
- Krak grenades..... . .. ] _4Spoints
= The Platoon Commander may have am,r o 1he (oliowmg
- Melta bombs < i ot gy POIRIS RS
- TIaCKING DEBLON v vuste it ssistirpaab it ti st -+|ﬂpoin'l£'_ e




N

i | ?

S
3

W —

- Wargear
* Flak armour
= Lasqun
» Close combat weapon
* Frag grenades
-# Laspistol (Sergeant only)
= Boit pistol (Commissar only)

~ “Infantry (Character)

Transport
 Guardsmen ® An Elysian Infantry Squad may
~ Infantry select a Valkyrie as a Dedicated
et . Transport (see page 219 for
- Special Rules points cost).
* Combined Squad
+ Deep Strike

* e Stubbormn (Commissar only)
= Summary Execution
(Commissar only)

ELYSIAN HEAVY WEAPONS SQUAD* ...

T TP T

WS? (B LSl
Heavy Weapaons Team 3 3 3 3 2 3

Unit Composition
* 3 Heavy Weapon Teams

Wargear
= Flak armour

' = Lasgun
TR Unit Type * Close combat weapon
B * Infantry * Frag grenades
B : = Mortar
< Special Rules
* Deep Strike _Transport
* An Elysian Heavy Weapons
Squad may select a Valkyrie as

a Dedicated Transport (see page
219 for polnts cost). «

meEEaETTEN R RSN NN AR R Raan T

Ld Sv
8 5+
7 5+
-y 5+
#
Options &
o The squad may include: |
- One Commissar ... +35 paints g
# The Sergeant andr’of Eommassar may exchange has balt p:slol and.-'or S
close combat weapon for; :
- Lasgun with auxiliary grenade launcher .. +3 points
- Plasma pistol ~+10 points
- Power sword : .+10 points :
* One Guardsman may be upgraded to carry a. o
- ox caster.. ; SR +5 points:
= One Guardsman may be upgrad'ed to i‘av@ E
- One breacher charge. ... . : 1420 points:
» One Guardsman that has not been upgraded with any of the options
abaove may replace his lasgun with a:
- Flamer 45 points
- Grenade fauncher ; -.+5 points
- Meltagun ...+10 points =
= PIasma U o o aen s o aein s ..+15 points :
- Lascutter __+10 points ix
= The entire squad may have _
- Krak grenades. : bt e 1 0L POINES
= The Sergeant may have: . ia
- Melta bombs . +5 polnts o o
et

e T 0 DOINTS

T Enmtanar

Heavy weapons teams provide vital supporting firepower for the dmp mfwnny Elysian combat docmne focuses on me use of these teams to suppress %
enemy forces and scatter any attemp!s (o organise resistance to the Elysian assault under a hail of fire

A Ld Sv
A ;
Options

* Any Heavy Weapan Team may exchange 1ts mortar far cne of the
following: :
- Heavy bolter ... .Q.Sm[spef[eam LR
- Missile rauncher 10 points perteam

* Any Heavy Weapon Team armed with a missile !aundler may upg:ade-it
to have:

- Flakk missiles SRR KL
= The entire squad may have:
- Krak grenades.

RN LR TR T T
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§

o5 squadsprovide dscipined i sipoort forthe oy infanty, I
or area dearanre and sniper ifles for long range targeted ki

ulifising speciel issue »mpm,s such as g
Wing.

A Ld Sv
1 TR 5

Wargear

* Flak armour

* Lasqun

* Close combat weapon

Options

* Three Guardsmen must :ep!ace their lasguns with cnewf lhe fol!owing
= Sniper rifle .
- Flamer

- Grenade launcher . o 45 points per model

Transport =Meltagun.. ... o410 points per model

* An Elysian Special Weapons - Plasmagun.. .. 415 points per model
Squad may select a Valkyrie as - Breacher charge .. i +2(} points perrni:de_i-._‘

a Dedicated Transport (see page - Lascutter e .+10pointspermodei"'
219 for points cost) (el

iy

..,EL'!’SIAN DROP SENTINEL SQUADRON™ ........c0coiriunrieinsnrssssimnsinssimmsassnnssssssionssecssssssansiosinsansencs 59 POINTS PER MODEL &%
' aap.s'enﬂneis are speaialised vanants of the standard scout Sentinel used by most impenal Guard regiments. Spemﬂ’y outfrr{ed to endure the ngours of
- gibomne deployment, the Elysians use these Sentinels ta carry the bulk of their heavy weaponry In combat, and also use them in & direct fire role ta desfmy
-MWJI.‘OH during an assault

Armour
Front Side Rear
10 10 10

omposition Wargear Options
AN, 1 3 BfopSenImi « Heavy bolter » Any Drop Sentinel may replace its heavy bolter with !
' - Heavy flamer ... W Free
-._Uni.t?ype Transport - Multi-melta e 15 pomts permodel'
+ Viehicle (Walker, Open-topped) » A squadron of 2 or fewer Drop e Any Drop Sentinel may ha\.re one of the following:
e Sentinels may select a Valkyrie - Searchlight. : sk 1 point per model
 Special Rules Sky Talon as a Dedicated - Hunter-killer missile. ..o +10 points per model
-+ MoveThrough Cover Transport (see page 219 for « The entire squadron may have;
s Desp Strike points cost) - Smoke launchers 5 caibii k3 DOINTS per que¥
-+ Combat Drop ~CamONENINg. i 10 poINts per madel

Drop Senfimel Squadm.ns are avadab.fe a5 both Flites choices and 25 partof
mfanmr Plateons.




Infantry (Character)

W Infantry
._- Veteran Weapon Tears
- Infantry.

 Special Rules
= DeepStrike

b

iR
£

‘Wargear

= Flak armour

» Lasqun (Veteran Sergeant has 3
laspistol)

= (Close combat weapon

 Frag and krak grenades

Transport

= An Elysian Yeteran Squad may
select a Valkyrie as a Dedicated
Transport {see page 219 for
points cost).

Options
a The Veteran Sergeant may exchange his laspistoi and/or close combat
weapon for one of the following: ;
= ShOMQUN o i VT e SR R e e

Bt IS0 At el e s s eSS M et IOLTIES
= POWEE SWOTM L (111115 e drsstnariagsbises s rhdrse s assy e e 10 points
- Plasma pistol . ... RN MO Pl T i
- Powerfist. ... S s +15 points
» Any Veteran may exchange then !asgun fara |
- Shotgun ... R R LB SN G FIEE
= One Veteran may be upgraded 0] carrgr
- Vox caster . : : . +5 paints
= Replace two Veterans w:th a Ve leran Weapons Tearn arrned with ane of
the following: 7
- Mortar...... e e e+ pOINtS per model
- Heavy bolter ..., .. +10 points per model
- Missile launcher....... +15 points per madel

° AVeteran Weapon Team armed mlh a mISSt]e launcher may upgrade it
to have: !
- Flakk missiles. ... oo e+ 15 paints
* Up to three Veterans that have not been upgraded with one of the
options above may replace their lasgun with one of the following:

L) e e+ 9 points per model
- Grenade launcher S _+5 points per model
-Sniperrifie . P ...+5 paints per model
- Meltagun..... .. ..+10 points per model
- Plasma gun. . AEL Rl . +15 points per model
- Lascutter. . . ol +10 paints per model

* One Veteran that has not been upgraded with one of the options above

may replace their lasqun with:
- Heavy flamer. ...
* The squad may choose any nf the fo! Icmung doctrmes

- Grenadiers: The entire squad replaces its flak armour with carapace '
armour . ) . +30 posnts S

- Forward Ohsenrers The sqt.ad has the lnf‘ltraie speaal rule and the
Sergeant has a tracking beacon.. ... ..., .. .+30 points

- Demolitians: The entire squad has me!m bomhs. One Uelezan hasa
breacher charge in addition to his other equipment ... +30 points

Lo+20 pmnts
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Al Armour
BS Front Side Rear HP
3 jPEE 10 3

Wargear

= Multi-laser

= Two hellstke missiles
= Searchlight

® Extra armour

Options :
» The Valkytie may replace its mulh-lasef wnh a

- lascannon e ,+ 5
* The Valkyrie may excfmnge bolh r‘tS hel:smke mss!les fur

- Twa multiple rocket pods. .,

= The Valkyrie may take 2 pair of sponsuns atmed with:
Transport Capacity = Heawy bolters .
e The Valkyrie can carry 12 modals,
Note that it may not cary

Ogryns.

70 POINTS‘- '

Armour
BS Front Side Rear HP
3 12 12 10 3

Wargear Options

» Heavy bolter o The Sky Talon may replace its two helistrike missiles mth e
» Two hellstrike missiles 3 - Two multiple rocket pods SRR T S0 1 gp_ln:s

o Searchlight
e Extra armour

Sky Lift

A Sky Talon can begin the game carrying one Tauros o Tauros Venator,
or two Drop Sentinels. If you have sufficient Sky Talons, they may

carry an entire vehicle squadron, but must remain in cohierency whilst
transporting it. A vehicle carried by a Sky Talon may disembark in the
same manner as an Infantry unit, except that they may not move faster ]
than combat speed, or move Flat Out on 3 turn in which they pmbark
or disembark. If a vehicle 1s being cairied when the Sky Tafon Explodes!,
as per the entry on the Vehicle Damage chart, it takes a single
Penetrating hit instead of the damage normally applied to passengers.

Ll e




3 *rgg#mmee upply. The g}kfanspo&sess two. mdanrs af the Tauros the four wheele scout vehicle an ._
lmg range #econn issance and as mwng  hunter-killer packs to sow mnfusion dm an assau nd'

L

Wa'rgéar' _ Options

o Taurgs o Any Tauros may be upgraded to: - :
- Heavy flamer - Tauros Venator ... ..o L e +20 points per model
- Searchlight = Any Tauros may replace its heavy ﬂa mer with: v
* Tauros Venator - Tauros grenade launcher ... Mt . +5 points pér mode! s
= Twin-linked multi-laser = Any Tauros Venator may repface :ls twin-| mked muhl -laser with: : i
- Searchlight - Twin-linked lascannon... - ... i 415 points per modal i
o Any Tauros of Tauros Venalor may have any of the following; :
Transport - One huntec-killer missile. ... ... ... +10 points per model o
= ATauros Squadron may select = EXU AIMNOUL i i e sanpiesb i tisenes - +15 points per model =
Valkyrie Sky Talons as Dedicated  » The entire squadrcn may take L hL
Transports. If this option is taken - Smoke launchers,. ... 5 points per model L
then one Sky Talon per Tauros or - CamO-NBItNG oo o+ 10 points per madel e
Tauros Venator must be chosen \ s,
: (see page 219 for points cost per : "4-l
y choice taken). Galvanic Motors B

Whenever a Tauros or Tauros Venator suffers an Immobilised rasult on
the Vehicle Damage chart, it may ignore it on a D6 roll of 4+

All-terrain Vehicle
A'Tauros or Tauros Venator may re-roll Dangerous Terrain tests while
travelling at Combat Speed.
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FAST ATTACK

Armaur

'j'a_s " Front Side Rear HP

3 12
12
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ture or Vendetta Gunships
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Wargear
= Vulture
= Heavy bolter
- Twin-linked multi-laser
- Two hellstrike missiles
- Searchlight
- Extra armour
« Vendetta
- Three twin-linked lascannon
- Searchlight
- Extra armour

Transport Capacity

= AVendetta has a transport
capacity of 12 models. Note that
it may not carry Ogryns.

.';.IMPERIAL NAVY GUNSHIP SUPPORT

wurarananinns

Eﬁ's:an regiments call on the .'mpa:na.." ;\}ax-ys .astmvmg
nge fire suppart for the itantry as they secure their ab,-ecrfm

Options
* Any Vendetta may exchange two of its twin-linked !as(annon{ or
- Two Hellfury missiles
* Any Vendetta may have a pair of 5ponson$ a:me{i w:th 7
- Heavy bolters +10 points per model
= Any Yullure may replace s twm linked mu1ta~taser with one of the
followings '
- Twin-linked autocannon ...
- Twin-linked lascannon. ...
- Twin-linked missile launchers. ....+10 points par model
- Two multiple rocket pods .. ; ... +20 points per model
» Any Vulture may replace its two Hellstrke missiles with one of the :
following options:
- Two Hellfury missiles ... o
- Six hunter-killer missiles

+I 5 paint'i {}ef madel

_.+20 polnts per mu_del
... +A0 points per model
- Six tactical bombs. ... o ....+40 points per model
- Two multiple rocket pods ., ..+30 paints per model
= Any Vulture may replace its twin- !mked muhl Iaser and all Hellsmke
missiles with:
- One twin-linked punisher gatling cannon......,
+ Any gunship may have any of the following:
- Armoured cockpit... ...
- Flare or chaif launcher .
- Infra-red targeting ...
= lllum flares
- Distinctive paint scheme or markings ...

+50 points per mot!el, {

+20 points per nmdei_ :

410 points per model
45 points per model
. +5 points per model
_410 points per model

FRE, Al A IV EA R i g




~ Special Rules
= Automated Artillery
 » Firing Modes
» Deep Strike
~ = Combat Drop

= Any-Sentry Gun may exchange its twin-finked hea'-ry balters for:
- Twin-linked lascannon - +10 points per medel
= The enlife Unit may take! :

- 410 points par mode}

it will be. setin before the stait of the game. You cannot change
node once it has been decided, it remains in that mode for the rest
megam' '

_Ilnt Defenu: Mode: The Sentry Gun is set up with a fixed firing
- ar, usualiy 10 provide ‘covering fire over a particular area. In this
mode the gun wil engage enemy targets up to 36" away which are
in a fixed 90° arc o its front

s Sentry Made: The Sentry Gun is programmed for close defence

- and may farget enemy models within 18" to which it can draw line

of sight. In this mode the Sentry Gun can fire all around itself

- * Targeting: Which enemy unit within range is the Sentry Gun’s

preferred target is determined by its armament, If no preferred

larget is i'n its line of sight, it will attack the nearest enemy target

I range:

- A heavy boiter-equipped Semry Gun will fire at the nearest enemy
non-vehicle target according to its firing mode,

- A lascannon-equipped Sentry Gun will fire at the nearest enemy
Vehicle or Monstrous Creature according to its finng mode (ncte
that Immobilised vehicles are still counted as viable targets, only
wrecked vehicles will be ignored)

Automated Artillery
Unlike standard artillery, Automated Artillery does not require crew in
oder to function. It is not removed from play due to lack of crew and
each gun must be destroyed normally before it is removed from play,
Autemaled Artillery cannot move and cannot charge; If assautied, they
do nat pile-in and cannot be locked in combat, their attackers will hit
automatically but must rofl To Wound normally. If a unit of Automated
Artillery lases an assault nothing happens, there are no Sweeping
Advances, no Pile-ins and na Consolidation moves. The Automated
Artiery remains in place and may fire normally in future tums. I the
Auttomated Artillery wins an assault due to exceptiona! dicumstances, the
enemy must lake a Morale check a3 normal, although the Artillery csnnot
Consolidate or make a Sweeping Advance.
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Wargear
; Demulmm Vehicles * Cyclops Demolition Charge
operators forming {Cydlops only)
- * Flak amour (Guardsman only)
= Lasgun (Guardsman only)

Remote Control

Cyclops units are deployed together but as 50011 43 1hegame

begins, the Cyclops Demolition vehicles that are part of the unitmay.
Immediately be individually detached from the unit and act separately '
and move on their own to close with and attack their targets. The
Cyclops cannot function more than 48" away from their operators it
they become separated by a greater distance than this, the Cyclaps
simply stops and can do nothing until the operator is back within

48" Likewise, if all operators in the unit are killed, the Cyclops cando |
nothing but is left in play (and may stilf suffer accidental detonatios: if
destroyed). If all the unit's operators are killed, tha unit itself cnums as
being destroyed at the end of the game.

“See page 219 for the Valkyrie
enliy.

Cyclops carry no ranged weapons and cannot fight nomally in assaulls,
but can themselves be targeted normally, being hit automatically in
assaults. They may however carry out charges — this is ta bring them

in range to detonate! Cyclops Demolition vehicles, and any unit
containing them, can never make sweeping advances in combat.

Cyclops Demalition Charge

The Cyclops is, in essence, a mobile bomb and can be detonated

by remote control in any of the controlling player's Assault phases
regardless of whether it is in combat, and in any of their oppanent's
Assault phases in which the Cyclops is in combat. This detonation
occurs on initiative step 10 of the Fight sub-phase, When the Cyclops
detonates, first centre the Large Blast {5°) template on its model and
resolve the attack as showm on the profile below: Then remave the
Cyclops, which is automatically destroyed by its detonation,

Weapon Range Str AP Type

Cyclops

pemalition Charge NIA 9 3 Ordnance 1,
Large Blast (5"}

Accidental Detonation
If a Cyclops Demolition vehicla is destroyed b;; any means, roll a D&
- On a result of 6 1t detonates.

bt
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~ Wargear Options : :
e Thunderbolt = A Thunderbolt may carry ane of the following: \ ' B
.- Two twin-linked autocannon - Four hellstrika missilas . oo o440 polts. i
- Twin-linked lascannon - SiX 1actical BOMBS ... e o cmichor i sl =40 oINS
- Armoured Cockpit - Six skystrike missiles. . I SIS T L |
~= Lightning » A Lightning may carry one of the fo!mwmg :
- One long-barrelled autocannon - Four hellstrike missiles... ... O
- One twin-linked lascannon - Four heflfury missifes. ... 440 points
- Armoured Cockpit = S skystrike MISSIES. ... . oo i i iinisee 450 pOINYS

= Avenger =Skt tactical bambs... o e avew+40 points ok
- One avenger bolt cannon = A Lightning may replace its long-barrelled aumcannon w:th one of the i
- Two lascannon following: : ' :
- Defensive heavy stubber - Two Hellstrike missiles ' R ik

- Armoured Cockpit - Two tactical bombs and the Strafing Run speoa} ru!e o ey FrE8 GH
» The Avenger may be fitted with two additianal wing-mounted hardpcmts Rt
that can carry one of the following options. ol
- Six tactical bombs e e i+ 40 paints #
- Two hellstrike missiles...... AR . +20 points. D l
- Two hellfury misstles ... B points b
- Two missile launchers.. . iR R e A DO it
= TWO UROCANNO0N oo b o et s e +-30 POIRES.
~ Two muiti-lasers ... s 30 oS X
* Any aircraft may have any of lhe fn][owmg' b
= Chaff auncher e e e e #10 points. i
= INTra-TeE tAIGRUING s teoeiso ettt st et LS points

Gt 117101 B 1 S = e R P R A o 2 T
- Distinctive paint scheme or markmgs A poas e L ORTS

Agile

A Flyer with this special rule increases any cover saves granted by the
Jink spedal rule by +1 AR

Repair

If a Fiyer with this spacial rule is affected by a Locked Velocity resulf.
then (n subsequent tumns a repair can be attempted in their Shoating 2
phase rather than firing any weapons. Roll a D6 and ona resvltOf 5,

the Locked Velocity result no longer applies. .

—_—
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< Desert Raiders ... ¥ 7 4-20 puinfs per nit
Any of the following units from Cad-’er !mpena! Guafrdmw bé
upgraded to be Desert Raiders. : e o

' - | Company Command Squads, Platoon Command Squad, Infamr;
Ipment d-nperate wlthin the s!aﬂdard Squad, Heavy Weapons Squad, Special Weapans Squad, Canscnpts
&, regiments faised ori Tallam retain many and Veteran Squads. ¢
r days as fighters in the nomadic tribes of ; il
A Al s A unit upgraded to have the Desent Raiders special rule galns the
: ; 3 Move Through Cover special rule and may re-roll any To hit rolis of 1
represent these ‘Desert Raider’ regiments in your games of in the Shooting phase. No unit with this upgrade may take Carapace
:','; 40."000_'5'00 may upgrade certain units to be Desert Raiders, Armour if such an upgrade is available to them.
e Tallarn Mukaali Rough Riders using the rules shown below.

AUJ\RN MUKAALI ROUGH RIDERSQUAD 005 st vvissius saistiasossssrasts e s e ism edimarevinrs s i cepeiie Nt O POFNTS
- Regiments recruited from Tatlam often field units of Rough Riders mounred on the tmmrmg Mukaa!: a beasr renown for its endurance in desert 5
. enviranments. Tallam Rough Riders make excellent use of its great size and tough hide in battle, scattering enemy infantry with devastating charges and

/ Mplmg those foa slow to escape their Mukaall mounts.

e T En R | A Ud Sv
g Mukaall Raugh Rider ; 3 3 3 4 2 2 1 i 5+
{ Mukaall Rough Rider Sergeant 3 3 3 4 DR 2 8 5+
- 'Uhil' Composition Wargear Options =)
* 2 Mukaali Rough Riders = Flak armour * The squad may include:
1 Mukaali Rough Rider Sergeant = Hunting lance - Up to seven additional Mukaali Rough Riders. +20 points per model
. e Laspistol s The Mukaali Rough Rider Sergeant may exchange his laspistol for one of
- Unit Type * Frag grenades ; the following
- = Mukaali Rough Rider = Krak grenades = Power sword ..o e s 10 pOINES
~ Cavalry - Plasma pistol .. ..., i 10 points
- » Mukaali Rough Rider Sergeant * The Mukaali Rough Rider Sergeantrr-ay lake
— Cavalry (Character) - Meltabombs ... .+ 5 paints
s Uptotwo Mukaah Rough R:ders may exchange their hunung lance with
Special Rules one of the following:
= Mukaali Mounts =l amer e e R Lo 45 pOints per model
- Grenade launcher i pOInts par model.
= Meltagun ..o 10 points per model
- Plasma gun.,.... i 415 points per model
e A Mukaafi Rough Rider Squad is a Fast Attack chorce for a Codex: Impenal
Guard army.

Mukaali Mounts '
All Hammer of Wrath attacks mﬁacted by a Mukaalj ngh Rideror
Mukaali Rough Rider Sergeant are resolved at Sue'lgth 5, AP-.In
addition Mukaali roll only 206 for any Fall Back moves !he)' make
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. Missile fauncher

(Frag) 48" 4 6  Heavy 1, Blast(3%)
(Krak) 48" 8 3 Heawy1

(Flakk) 48° 7 4 Heawy1,Skyfire

Multi-melta

LAY
Multiple rocket pod

© Assault1, Blast (3")
4 Assaultd

Heavy 1, Large Blast (5°),
One Use Only ;

Heawy 1, Heat-secker®,
Missile, Air-to-air®
P

ea\ry 1, Blast (3°), Barrage,
Bomb, One Shot, Bomb Cluster®

Rapid Fire -

T Wrecker Weapons and attacks with this Type may re-solt faifed Armour 4 Heat-seeker: A weapon with this Type can 1;0” i faited To Hit rﬂ&'m&d& &

gmakg’au;nd m %ﬁcdgfm;s tgnd immo?ri!e i’md rase {fgu% as : against Flyers and gferkjmmm P re-roll all failed To Hit rols e

s and’ des), +1 to any resuft rolled on ulldi Air-to-air A ;i i . : ¢ S [

Damage chart. If this attack damages a bulkhead or wall section of :enn%m ;a:,‘g}f,-f:;m ;ﬁ%ﬁﬁﬁf’ggﬁﬁg Dﬁ:’gy ;;::fgnﬁ el Byec alie

5 ;nd Jestroys It remave thar section of terraip from p!a;.: if passible. § Bomb Cluster A weapon with the Bomb Cluster e h e e W

mﬂ"ﬂ;ﬁ‘;ﬁﬁmﬂ ;::; Z;p‘; ﬁ”ﬂmﬁag}m beused  pombs as its user wishes as part of a single bombing run, up to the total

g 1 SuCce d a7 enem ey : ; P e i : AT g P

unit and, after being used 1o attack in any Assault phase, cannot be used Y number of bombs it s camying. Pick a single target model for allof the.

agfn;h,_Dunhg an Assault phase in whfd{ it is used, its wielder strikes on gf::.ﬁ:; gfnmi:?nfﬁb J{I: Es m*b:sl_ Dr,be? Fa.made!;hse%_basﬁm P?Wﬂ. bombs
5 initiative step live, regardless of the Initiative score on his profife. dropped scatter in the same man ; ;&’m s fbfasts PR
2 Cumbersome. A model using a close combat vweapon with this Type can Multiple B. fsee o Irmﬂra‘s additional barrage blast:
only ever make a single altack at WS1 in an Assault phase, regardless of arrage (see page 34 of the Warhamamer 40,000 rulebook).

their profile ar any other special rule.
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sysl;em and funher aﬂeld

Tted therwise in this section, all of the rules and advice given
Battle chapter of the Warhammer 40,000 ulebook also
liting Taros campaigh missions {this inchudes, but is not limited
& for setting up termain, placing objectives, scoring units and
_ent the first turn, game iength and victory conditions).

In éii_'caﬁes, in addition o the'l sted victory conditions for any particular

_I - ’!__'aitb& campaign mission, completely destroying the enemy force is always
~awidiaty.

 The Armies
. TheTaros Battle Missions have been written 1o be used with specific forces,
- as noted in each individual mission. These will be Imperial Guard,

Space Marnne, Elysian Drop Troops, Armoured Battle Groups or Tau Empire

- armies, as these were the only torces present in the war for Taros.

~ Of course, this does not mean that if a player possesses none of the armies
" listed they would be unable to play the missions; the Taros Campaign Battle
« Missions could quite easily be used to recreate other scenarios, such as

. the invasion of an Eldar maiden world by a Chaos Space Marine warband

Instead. Vith a little imagination, the missions provided here can be easily
adjusted, by those players who wish to da so, to provide an enjoyable
campaign for any combination of armies.

Size of Game

Each mission presented in the following section provides a suggested
points value with which to build an army from an appropriate Warhammer
40,000 codex. It is also perfectly valid to use any points limit agreed by
both players beforehand.

Special Characters

The only unique character present during the Taras Campau;n i5 Shas'0
R'myr, commander of the Fire caste on Taros. If players wish to field ather
unique characters in any of the Taros Battle Missions, and their opponent

15 willing to aflow the inclusion; the special character should be considered
a stand-In for ane of the generals present during the campaign. Note that
even when being used as stand-ins, any given special characler is unique
and only ane of them may be used in any battle, no matter what name they
are ‘borrowng’,

i and which: mﬁexes may be Jsed 10 select allied detachm
~ player when playing the missions as part of the Taros Campa g

iimits sheuld only be dlsregarded if both playefs agreet to da so.

Fortifications Vs
Unless altered by the Taros Battle Mission being played, the slandard rules '
for Fartification selection and deployment found in 1he Warhammer 40 ma :
rulebogk are used.

The Missions B i
Players may choose to either play 2 single Taros Baitle Mission of their choice

as a sland-alone game, or play through the complete sequence of missions

as a campaign. If played as a stand-alone game then o special preparation oy
is required However, if played as a campaign then players should play the: s
twelve missions in sequence, beginning with Battle Mission One One player :
{or group of players) should represent the Tau Empire forces, and anather o
the Imperial. The side which wins the majonity of the twelve missions should 45
be considered the victor If players are tied in score once they reach Battle
Mission twelve then the victor of that mission is considered the overall vanner,

If using the Battlefleet Gothic scenarios as part of the campaign, they
should be played at certain points in the sequence of Battle Missions —
each indwidual scenario notes the poinit at which it should be played during
the campaign. ;

Each of the missions presented as part of the Taros Campaign will specify 5l ik
how to set up teain and deploy armies onto the table for that gama.
Unless othenwise noted in the mission, 2l of the Taros Battls Missions are

played on a 6’ x4 board.

Campaign Special Rules

Sun-scorched Desert (Warzone Trait) :
Mast of the scenarics presented as pait of the Taros Campaigr(i.la‘m pla
in the furnace-like heat of Taros" great deserts where, in addition
constant threat of dehydration, Imperial troops also had to con
shifting sands that slowed their march and fouted their equip

If a scenario has the Sun-scorched Desert trait then, for l:he

place a marker or counter next to the unit. The n
scorched Desert marker makes a shooting attack
as having the Gets Hot <pecial rule Qnce the

passess the Gets Hut type.



3 '_..'_Unﬁ“pe.

Taros Intervention and the Avenging Sons
from Tarokeen, the Tau moved 1o take complete
r caste diplomats negotiated the' disarmament of
wermor Aulis’ PDF forces and, despite his outraged protests,
concession they granted the human soldiers was the chance to
eet t0 fight for their new alien overlords as auxiliary forces. Under this
is felt he still maintained some measure of power on Taras
Tau swelled thelr ranks with human auxiliaries, It was a tactic they
fad madyuﬁ‘d successfully on ather worlds in their growing empire, and
."'me which would prove its worth in the fighting on Taros.

. I"I GUE'VESAAUXHJARY TEAM P P T S e,

ST WS BS 5 T w
Gmw'{a ; 3 3 3 3 1
Guevesau 3 3 3 3 1
Wargear
= Flak armolr
s Lasgun
» Ciose combat weapon

.' ~ Unit Composition
v 5Guevesa’la

-Eue'vesa’la

- Infanuy

o Gue'vesa'l
- infantry (Character)

Special Rules
« Death to Traitors

A player lielding a0 army chasen from Codex: au !

Tares Campaign may field Gue'vesa Auxiliary Teams [litetslly he
hefpers' in the Tau language) as non-Compulsery Troaps chol
foree The number of Gue'vesa Auxiiary Teams may not exceed
of Fire Warrio Teams Included In a player's aimy.

srerElERRIRERsekRLERRIE

Sv
5+
S5+

Options

= The Team may include up to six additional: g
- Gue'vesa'la e e b pOITTS pET Model

= One Gue'vesa |a in the Team may be upgraded to;
- Gue'vesa'ui i e
A Gue'vesa'ui may exchange his lasgun for:
- Pulse rifle T
The entire team may be equipped With®
- Frag grenades P

.« +10 points,
e t3 points.

o* 1 point pelmadel

Death to Traitors : :
Any modals from one of the armies of the Imparium {eg; Imperial
Guard, Sisters of Battle and all Chapters of Space Marines) gains
the Preferred Enenmy (Gue'vesa Auxiliary Team) special rule when'e
opposing army contains such a unit. :

A Gua'vesa Auxiliary Team fs 3 Troaps choice for & Codex: yaa Empi 3
when used in a Taros Battle Mission, 1




Méun Force. The Vanguard must
the numbe: of units in the Main Force The

_'ta;__rj_ units that have chosen Drop Pads as

y selecta 1,500 paoint army from Cedex: Tau
{ allied detachment from Codex: imperial Guard
nly portion of the army to beqin play on the tabletop),

F :place all hve objeciives anywhere on the table ~ no objective | may be p[aced' 5
- within 12" of another objective.

The Tau Empire player then deploys their Imperial Guard allied de'tadment_,

anywhere on the table outside of the Space Marine Drop Zone ~ thesa'
forces represent Planetary Governor Aulis’ loyal PDF troops. The remaining
Tau Empire units are placed ifi reserve, even if this exceeds the ormal imits
on the number of units which may be placed in reserve

The Space Marine player does not deploy any troops onto the table,
although only their Main Force division is placed into reserve.

Note that both the Space Marine Main Force and ali units the Tau Empire
player has purchased from Codex: Tau Empire (including any Gue'vesa
Auxiliary Teams) enter play using the standard Resesves rules. The table
edges by which these forces may enter play are shown on the deployment .
map below.

FIRST TURN

The Space Marine player takes the first turn and deploys all of the units
included in their Vanguard using the Deep Strike special rules, o the Drop
Pod Assault spedial rules if they have units with Drop Pods as Dedicated
Transports. They must be deployed within the marked Space Marine Drop
Zone on the deployment map, although units may scatter outside of this zone,

The Tau Empire player may not Seize the Initiative.




3 'ﬂie_-ru___ !clu;_'ariabl'e game length (see page 122 of the

of battle it becomes difficult to clearly identify their target, and
ranking bureaucrat becoies a pricnity 1arget, as 0o the Tay
e ervene to save him.

o+ M end 0{ the game, 1he player who has scored the most Victory points
Mwme game If the players have the same number of Victory points,
 the game ends in a diaw

Primary Objectives

Death to Traitors: During deplayment, the T

deploy fie objectives onto the battefield. Each dest

1 Victory point 1o the Space Marine play o :

the table at the end of the game is worth 1 Victoty point to the

player. These objectives represent Burcaucrats of the Taros governmeat:
use the special rules shown below (see the Bureaucratsbox)

Secondary Objectives : TS
Slay the Warlord, Last Stand (the player with the most infantry Unis th
neither destroyed o fleeing at the end of the game scores 1 Victory point)

MISSION SPECIAL RULES
Night Fighting, Reserves.

WS BS S T W I
"1 Bureaucrat 2 2 3 3 3 2

Special Rules
_» Bureaucrats
= Abject Coward

| = infantry (Character)

| Bureaucrats
| Each ohjective represents an important Bureaucrat, one of Governor
| Aulls” supporters, After being deployed, these objectives are treated in
| all ways as Infantry models controlled by the Tau Empire player. They
| ate cansidered part of the Tau Empire player's army and as enemy
| models by the Space Marine player They may move as narmal dunng
| fhe Tau Empire player’s turns and may join units controlied by the Tau
 Empire playet. They are also free to enter or leave Tau Empire or PDF
: we:‘&d:es as pey the standard rules and count as a single model when
| takulating Transport Capacity, The Space Marine player may shoot at
| and charge them as normal '

o * Fach objective represen's several of the high renking bureaucrats targeted by the Space Marines. T:‘réy have the following profile and spe'c'iél rules:

A ld Sv
0 6 -

Wargear
= None

If attacked in close combat, the Bureaucrat does not fight back, but

is attacked normally. If a unit he has joined is destroyed as part of a
Sweeping Advance, the Bureaucral may attempt to escape death, as

long as there fs another unit controlled by the Tau Emipire player within -
6 If another unit is close encugh, he is moved mto that unit instead of
being destroyed on a D6 roll of 4+

Abject Coward _ .
A Bureaucrat passes any Look Out, Sir attempts on a DS rollof 24,
rather than the usual 4+ They also have a 4+ Invulnerable save.




"iﬁe'Spfe@."Maﬂﬁe-ptgy_e'r may 'se_le'ct al .5{_]0 point army from Codex: Space

o@" 7

ayer may select a 1,500 point amy from Codex: Imperial Guard
_,_t{l:lude an allied detachment from Codex: Tau Empire).

is mission uses the depluyment map shawn below. Terrain for this game
hould be setup using the rules on pages 120-121 of the Warhammer
40,000 rulebook. The PDF player should also place a single, small sized
building, representing the missile silo, anywhere within their deployment
~zone that is at least 6" from any board edge. When placing terrain,
preference should be given to Buildings, Ruins and Battlefield Debris as the
batilefield is intended to represent one of Taros' orbital defence complexes
located in the scorching deserts that surround the city of Tarokeen.

’Itrah‘s and psydﬂc pawers where needed.

 units beginning play In reserve, Inta their deployment zone, as shawn on

. deploymg their !omas, each. plaw should fks: roﬂ fm.ﬂ?eff'w&flﬂ.fd

The FDF player deploys their enlire lorce r rst, except those umts beginning
play in reserve, into their deployment zone, as shown on the map below.

The Space Marine player deploys their entire force sem.r_!d, except thase

the map below.

FIRST TURN'
The PDF player takes the first turn. The Space Marine player may attempt 1o A
Seize the Initiative as per the rules found on page 122 of the Warhammer =~

40,000 rulebook. ' i

GAME LENGTH 3

This mission lasts for seven turns, however the PDF player can attempt to ;
bring the game to a halt early. If at the end of the Assault phase m tumns. oy
four, five or six, the Missile Silo has an Armiour Value greater than O then the 2
PDF player may roll 3D6. If the result is less than the current Armour Value
of the Missile Silo, the game ends immediately, if it is higher the game
continues. If all the dice score a1, this test is considered a stccess no
matter what the cuirent Armour Value of the Missile Silo is.

.!f

e
fet

234

i

24°

1200




omon
m&_ﬁ‘ 5:!0 was the pnmary ob;m:m of the Space
. ?hefh&d to.capture or destroy it before it could

end -tbe gam the player whu has scmed the most Victory points
me. If the players have the same number of Victary paints,
nnadan
ma. Dh ective
The Missile Silo: A huﬁdmg representing the Missile Sito is deployed
pnwﬂlé'lﬁm“-' by the PDF player 2t the beginning of the game The player
wha continls the Missile Silo at the end of the game recewves 2 Victory
: ;[ the Missile Silo s reduuced to an Armour Value of 0, the Space
pla)\’: receives 1Victory point, in addition to any points scored for
: m;j‘ing i1, The Missile Sila 15 controlled in exactly the same manner as a

: memde Silo is represented by a single small (6% x 6°) building with an
 Armour Value of 14 on all facings and a Transport Capacity of 0. The Missile
S follows all the normal rules for bulldings, with the following exceptions

. The Missile Sila can be targeted for weapons fire, despite being
 unocaupled, and hits are resolved as normal, save that glancing hits will
- haveno effect
» Any unit assaulting the Misslle Silo is treated as though they had
atiacked an Immobile Vehicle and may not enter the building
Whenever the Missile Sila receives a penetrating hit, do not roll on the
Sulding Damage table, instead a single DG roll is made on the Missile
o Damage tahile for each penetrating hit it has received — note that
high AP weapons use the same modifiers on this table as they do on the
Buflding Damage table.
1 the Missile Silo is reduced to an Armour Value of 0 due to damage,
 anply the Total Collapse entry from the Building Damage table.

‘Secondary Objectives
- Slay the Warlord, First Blood

r--w-—.

D6 Effect

1-2 Breach! The building's Armour Value i¢ reduced hy 1 onall
facings for the remainder of the battle This is curnlative with
any other penalties 16 the hunidmg 5 Afrnaur Values.

 Missile Silo Damage Table

Toxic Coolant Leak. For the rest of the game, the araawn}rm
3" of the Missile Silo is counted as being Difficult terrain '

Catastrophic Breach. The building’s Armour Yalue is reduced
by -D3 on all facings for the remainder of the battle This s i
cumulative with any cther penalties to the building's Aimour. 1
Values. fit

Emergency Venting. For the rest of the current game fuin,
the Missile Silo, and all units within 67 of it, gain all the
benefits of the Shrouded special rule when successtully hit by
an altack until all Armour saves required by the hit have been
resolved

Massive Detonation! The building’s Armour Value is reduced
by -D6 on all facings for the remainder of the battle This s
cumulative with any cther penalties to the building’s Armour
Values, If this result reduces the Missile Silo to an Armour Value
of 0 then the missile being prepped inside explodes, causing 2
Strength 6, AP2 hit with the Haywire special 1ule to all models
within 6" of it_ It is thereafter treated as Impassable terrain, bul
may still be controlled as an objective.




his may not include a Fﬂnahcatm choice, but may include
ient from the Imperial Guard Armoured Battlegroup army
Awmmr Volume One — Second Edition),

Em repiayer may selecta 1, snn point army from Codex: Tau
(s may notinclude an allied detachment or Fortification choice)

BATYIEFIELD

This mission u&es the depfoymem map shown below, Terrain for this game
should be set up using the rules on pages 120-121 of the Warkammer
40,000 rulebock, ensuring that the central Objective Deployment zone has
: mra} bmadlngs of mins placed within its bounds. When placing terrain,
‘preference should be given to Buildings, Ruins and Battlefield Debris as
the battlefield is intended to represent part of Tungusta Station’s water
processing plant.

: Once all the terrain has been placed, the players take it in turns to place
a total of 3 Primary Objectives (see page 121 of the Warhammer 40,000

} ¢ Before deptoymg their forces, each ﬁiayer sbouid ﬂrSIE mﬁfof it Wa
2 ttaits and psychic powvers where needed. 8 :

The alayvers rol off to decide which olayer chooses whethef to deplay f;m
or second.

Whien the Tau Empire player is called upon to deploy, any of their T:oup’s

or Fast Attack choices and a single HQ choice may be deployed inte their
deployment zone, as shown on the map below The Tau Empire players Fast
Attack units all gain the Infiltrate special rule for this mission. :

When the Imperial Guard player is called upon 10 deploy, any of their Troops.
or Heavy Support choices and a single HQ choice may be deployed into

their deployment zone, as shown on the map below. The Imperial Guard
player’s Heavy Support units are all counted as scoring units for this mission
(this includes vehicles, as long as they are not immobilised),

FIRST TURN

The player who deployed their army first takes the first tum, unless the
other player can Seize the Initiative as per the rules found on page 122 of

the Warhammer 40,000 rulebook.

GAME LENGTH _ :
This mission uses the rules for vanable game length (see page 122 of the
Warhammer 40,000 rulebook)




aiice, they make contact with the Tay
_ for them. The Imperial forces rush to bnng
 the plant, while the Tau ry to inflict as much damage ds
withdrawing in the face of superior enemy numbers,

mgmﬁtﬁe player who has scored the most Victory points

game. Il the players have the same number of Victory points,
'{n";i'dm

Primary Objective iy
Tungusta Station ~ Imperial Guard on

scores 3 Vicory points for exch Objective marker cdﬁt;pﬁpﬁ
atthe end of the game. : g e

Tau Empire only: The Tau Empire player scores 1Victory point for ¢
enemy unit of vehicle that 15 complelely festroyed, P T

Secondary Objectives
Stay the Warlord, First Blood.

MISSION SPECIAL RULES
Reserves, Sun-scorched Desert.




= -piev:es of :esrain into the Tau Empire. dep!nyrne'nt mna Wherf olacing
terrain, preferen{e should be given to Buldings, Rums aﬂd Batt!eﬁeld oo 3"
Debris as the battlefield is intended to represent part of the G*adamak.- S

“mine complex. b S ﬁ,&
4. After placing all terrain, players may wish to move or shuffle terrainin ﬁ Y

order to make the battfefield more aesthetically pleasing, If both players
agree then terrain may be moved as required, but should be kept within
the limits noted above where possible. :

imperiaf Guan (this may not mdude a Forﬂf‘ ication choice, but may mdude DEPLOYMENT 5
‘kﬁl detachment from the Imperial Guard Armoured Battlegroup army  Before deplaying their forces, each player should first roll for their Warlord #
: Armour: Volume One, Second Edition). traits and psychic powers where needed. e
i ; L
ayer may select a 1,000 point army from Codex: Tau The Imperial Guard player deploys first, placing half of their avaiiable uiiits : ﬁ:‘»
ipive (this may not include an allied detachment but may include a into each of their two deployment zones. Note that norie of their units may i
ificaticn choice). be placed in reserve (except for Flyers which begin in reserve as usual).
THEBATTLEFJELD : Once all of the Imperial Guard player's units have been deployed, the Tau
s mission uses the deployment map shown below, Terrain shou!d ba set Empire player must deploy all of their units in their deployment zone Hone
using tl're foltawiﬂg method, after ali Fortifications have been placed: of their units may be placed in reserve (except for Fiyers which begin in

. reserve as usual),
P‘opl ai_l available terrain| pleces you have available and wish to use, This
Jwall notinclude any Fortifications chosen by the players. FIRST TURN

The Tau Empire player takes the first turn

. 2, Roll off to see which player will place the first piece of terrain
i BT GAME LENGTH

This mission lasts for a total of five turns.

T e




: ircling their position, the situation
the Tau Empire troops in Gladamak. Their anly hope for
king @ breakout through the encircling troops bejore they

noase around them, '

g‘ame,-'i!i'é player who has scored the most Victory points
"i‘tﬁé_giaye'rs have the same number of Victory points,
draw.

jective
E} mﬁéﬁﬂ Guard only: The imperial Guard player scores
R "_ jery enemy scorng unit or vehicle destroved, or on the

EU 'Zan'i : The Tau Empire player scores 2 Victory points for each
u Emp oring uz;t or vehicle that is in either Escape Zone at the end of

the Warlord, First Blood,

MISSION SPECIAL RULES |
Night Fighting; Scoring Units, Sur-scorched Desert.

Scaring Units

g this mission, all Tau units and_wh:&ﬁ, except those with §

*Type {Drone), or vehicle Types Flyer or Immobile are counted
0fing units, s R




iy T
' mper!a!ﬂauy sguad(aru it
e Tou wauld Sm“i?ly damfmare the skies of fatos.

e a3/ G‘Uafd (thrs may lntlude a Fonlﬁcallon choice, as well as an a![:ed
chment from an appropriate army)

e Tau Empire player may select a 1,500 point amy from Codex. Tau
W(thi’s'ma'y not include an allied detachment or a Fortification choice),

: THE BATTI.EFIELD

This mission uses the deployment map shown below. Any terrain for

the game should be set up using the rules on pages 120-121 of the

- Warhammer 40,000 nulebook When placing terrain, preference should
“be given to Buildings, Ruins and Battlefield Debris, as the battlefield is
- Intended to represent an Imperial Navy landing stop in the deserts of Taros.

* Once all the terrain has been placed, the players take it in turns to place a

1otal of 4 Primary Objectives anywhere on the board (see page 121 of the
Warhammer 40,000 rulebook).

72"

A SEsloTMElT

waits and psychic powers where needed.

* Before deploying thei forces, each player should first roll for tbe!r Wa:{om'

me'lmpenal Guard player deploys first, deploying their units. anw.-twre 7
within 12° of any of the Primary Objective markers. If there is not enough #

space to deploy all of their units then any that caninot be deploved must /
start in reserve. The Impenial Guard player should also select orie of the long il
board edaes as their home table edge — all of their reserves wxll enter play )47*’

from this table edge. #

The Tau Emplre player does not deploy any of their units onto the table
before the start of tum one. The long board edge opposite the one selected
by the Impenial Guard player wilt be used by their Reserves and other units
when they enter play,

FIRST TURN

The Tau Empire player takes the first turn, any of their units that have not
been placed in reserve must move onto the table from any pointon the Tay.
player’s board edge. If any of the Tau Empire player's units entering play on
Turn 1 have the Deep Strike special rule, they may deploy onto the Loard via
Deep Strike at the beginning of Turn 1

GAME LENGTH
This mission uses the rules for variable game length (see page 122 of the
Warhammer 40,000 rulebock).

Objéctive

Obie'émre' _

48"




I mmggﬁi the sicfield, several key defensive postions must

: i ke T Empire’s forces €2 push the defenders back they

s 40 damolish the airfield while they regroup. Howevey if the

i ﬂf: ho:@'-’-wd the Tay onsiaught, the aufield shouid take only
can boid

s FWW'

TR layer who has scored the most Victory points
i end ot the game, the playe

it the end o1

e game. 1 the players have the same number of Victory poirits,
: the game. 1 ¥
. ::g:e ends in a daw.

| mmohm':fd: At the end of the game, each Primary Objective is
2 g;a;:i‘;m points to the player that contrals it.

A qohjécﬁves
By ihe Wriord, Frst Blood.

MISSION SPECIAL RuLES 1
Reserves, Night Raid, Sun-scorched Desert

Night Raid

This mission uses the Night Fighting rules from Turn 1 until the end of
Tum 3. At the end of Turn 3, roll a D5 On 3 roll of 44, Tum d and all. -
subisequent turms do not use the Night Fighting rules. If the r_oil is Tess
than 4 then roll again 2t the end of each successive turn until either
the Night Fighting rules are no langer used or the game ends.




1e Tau mplre player may either select a 1,500 point army
' Empkelthjs may not include an allied detachment or a

000 rulebook, When placing terrain, preference should be
I Debris and desert hills, as the battlefield is intended to

: aa!ure deploying :heir forcea cach p!ayer should first rnll for the[fwmd
traits and psydmc powers where needed.

':n-,e Imperial Guard player deploys first, deploying !he_ir'unit’s"'anw#ié:e-
within 187 of the table’s centre point. The Imiperial Guard player shotld aiso
-select one of the short board edges to serve as their home edge, all of their

reserves will enter play from this board edge. :

The Tau Empire player deploys second. Tau Empire units may be deployed
anywhere within 6" of any table edge, except the imperial Guard playar's
home edge, and at least 18" away from any enemy units. Any Tau Empire
units which cannot be deployed on the table must start the game in reserye.
The Tau Empire player's reserves may enter from any table edge, except the
Imperial Guard home edge.

FIRST TURN

The Tau Empire player takes the first turn, unless the Imperial Guard
player can Seize the Initiative, as per the rules found on page 122 of the
Warhammer 40,000 tulebook.

GAME LENGTH
This mission lasts until all the units on one side have been destrayed or
have fled the table




s and oulgunned by the attacking Tau Empjre forces,
XI-59 had almost no chance of suniving the attack. Al the
§ defenders could do was sell their lives as dearly as possibla

A end'ﬁ the game, the player who has scored the most Victory points
won the game. If the players have the same number of Victory points,

{;ms%;d,m this scenano, if the Impenal Guard player has no units

aathe b at the end of any game turn, the game ends, but is not

auoatically  loss for the Impenial Guard player. Instead, the players receive
umber of Victory points based on the turn in which the game ended

| ':'Td.(klermine 1he. winner, add any Victory points scored for Secondary
* Gbectives 1o the points scored for the turn in which the game ends, even if
" lends due to one side having no units left on the table.

Secondary Objectives
. thythe Warlord, First Blood, To do the Impossible.

To do the Impossible
|l the Imperial Guard player is somehow able to wipe out the Tau
- Emple ammy, leaving it with no units left on the table at the end of any
| 14, they automatically win the game.

MISSION SPECIAL RULES ek
Reserves, Determined Defenders, Sun-scorchad Desert.

Determined Défenders

. Before the game begins, the Impenal Guard player may designate
up to thiee friendiy vehicles with the Transpart type a5 thase carying

count as having 3 Transport Capacity of 0, but any friendly imperial
Guard units with at least one model within 6* of them countas
having the Zealot special rule.

|
i
{
|
|

essential supplies to the frontlines. During the game, these vehicles | :




‘Beloe deploying the force, each p!ayer Sholis ﬁrst o ifor thei Wa
traits and psychic powers where needed. : ) :

i 'The players roll off 1o deqde which player may choosa wl'mmer to depioy
_ first or second Armies are deployed in the deployment zones shown on thé
“map below. :

FIRST TURN : "
The player who deployed their army first, goes first unless their opponert
can Seize the Initiative, as per the rules found on page 122 of the
Warhammer 40,000 iulebook.

GAME LENGTH
This mission uses the rules for variable game length (see page 122 of the
Warhiammer 40, 000 rulebook).

should be set up using the rules on pages 120-121 of the
1er 49,000 1ulebook. When placing terrain, preference should
be given to Battlefield Debns, mountainous crags and desert hills as the
itlefield is intended to represent the dense, rocky terrain of the Phyyra
Heights, Once ol terrain has been placed, the players take it in turs

) place D3+3 Primary Objective markers anywhere outside of either
deployment zone using the rules listed on page 121 of the Warhammer
40,000 rulebook




>

e S ~ MISSION SPECIAL R LES'
opponents from the Fhyyra Heights by PR st et

ISueyalt ooyl ovec theibigh ground, “Roll on the folowing table for the st Objectives

af the he player who has scored the most Victory points 3 rolf on this r;:; :?rm -2 Koot ﬁﬁ;:mw
game If e players have the same number of Victory paints, Knarloc Riders unit then the rfmfr.-méy'bé-réﬁroi!ed; Fi

23 . _ 2 ; TG

o Heights: At the end of the game, each Primary Objective is Effe:tma el Ohi_ ctiv la"’:?"‘:’-.!JI i

; Point 1o the p!ay_r_er that controls it. Hidden Explosive Charge; Place the Blast (3°) marker

g centred over the objective marker All units under the blast

; (_)b]g;l v;?ood : marker take a single Strength 3, AP- hit. Gnze all hits have
/Hist Blood: : been resolved, the objective marker is removed from play. =

Rock Slide Trap: The unit that has activated the objective
must make an immediate Dangerous Terrain test. Onge this

been resolved, the area within 6 of the objective counts as
Difficult Temain for the remainder of the game. Ry,

Strategic Point: This objective market remains in play and ba
no other effect, save those listed under the Primary Objsctive
rules above.

Tau Command Relay: As well as counting as a Pnmary
Objective, this objective also allows the Tau Empire player to
re-roll their Reserves rolls whilst they control this objective.

If the Imperial Guard player ends the game in control of this
objective, they score an additional Victory peint, Only one Tau
Empire Command Relay may be present on the board, any.
further rolls that provide this result should be counted as -
Strategic Point result instead :




~ Before deplomg their fatces. each pla‘fer should first roll for thelrWarford
: .tmts and psychic powers where needed.

The players rol ff to decide which player gets to choose whether to dep{ay WY
first or second. Armies are deployed in the deplayment zones shown an thé
map below.

FIRST TURN : &s

The player who deployed their army first goes first unless their opponent
can Seize the Initiative, as per the rules found on page 122 of the
Warhammer 40,000 rulebook.

Guard piayer may select 3 2,000 paint army from the Efysian  GAME LENGTH B : >
mny list or Codex: Imperial Guard {this may not include a This mission uses the rules for variable game length (see page 122 of the ' 4
calio :hoic& but may indlude an allied detachment from Codex: ~ Warhammer 40,000 rulebook), i

ﬁrrperk uam}

au Empire player may select a 2,000 point army from Codex: Tau
Empire This may include an allied detachment from Codex, Imperial Guard
-'(r&plesentln—g local militia and mine security forces) and a Fortification choice

THE BATTLEFIELD

- This mission uses the deployment map shown below, Any terrain for the
game should be set up using the rules on pages 120-121 of the Warkammer
40,000 rulebook. When placing terrain, preference should be given to
Battlefield Debris, Buildings and Ruins (at least four buildings should be
- placed) as the battlefield is intended to represent the dense machinery and
- utlity buildings of Hydro-plant 23-30. Once all terrain has been placed, the
" players take it in tums to place D3+1 Primary Objective markers, each of

+ these markers must be placed within a building (not a ruin), but may not be
. placed within a building bought as a Fortification choice,

=
- i

g e sy e e

= A
A= OR

TR




200 cmm# oi Hydro»pianr 23-30 and the vital water
s sub-stations and. SECUITTY posts would
factor in retaining control over the facility, although both
{%fm m keep damage to those faailities to a minlmum,

_‘mﬂ of the game, the player who has scored the most Victory points
if me players have the same number of vi Victory points,

n bhjectives
Secure ydro-plant: At the end of the game, each Primary Objective
‘warth 1 Victory Point 10 the player that controls it. In this mission, a
oving Uit maycuntm! a Primary Objective while it is occupying a building,
mas the building the unit is oLeupying also contains the objective 1t is
meg 10 contrai

secmdaqr Gh;ectwes
iy the Warlord, First Blood

- Mission specuu RULES

Reserves, ng[‘ﬂ fighting, CQ!Jate ral Da

Collateral Damage : '

It & playar makes an attack {either ranged or.in du;e mmhazl
reduces a bulding containing an ebjective to an Amour Value of 0,
OF reduces it to Impassable terrain, they must 1emove the Objective
marker it contains from play and take & single Collateral Damage
Marker {use an appropriate oken to raprasent these, of simaly fe '
them on a sarap of paper). In addition, any time a weapon of Stfe‘"@h' |
8 or higher, or one that has the Barrage, Large Blast or Ordnance.

Types, is fired and a natural 1 is scored, the player that m:tlatecithe
attack takes 3 Callateral Damage marker.

At the end of the game, each player rolls 2 D6 once on the table

below, adding the number of Collateral Damage marPers they hm
acquired;

D6 Result

1-3 Complete Success; Hydro-plant fully functional. The pfayer‘s
Victory points total is incraased by +1

4-6 Acceptable Condition: Damage to processing pumps is
minimal. The player's Victory points total is not medified.

7-9' Facility Compromised: Water resérves have been
compromised, but can still be of use The player must subtract
-1 from their Victory points total;

10+ Excessive Zeal: The Hydro-plant is a blasted ruin, alf but

useless as a strateqic resource. The player must subtiact -2 fmm

their Victory points total,

Designer's note: Those who are p!amg ra‘,'mvgb the sequence of :
Taros Battle Missions a5 part of & : Wish 1

terain as it is at the end of Mission
Mission 9 follows on shartiy 2
the grim feel of the mission fol

3 fighting in rhe;arm ruins they Ji st




' 'Iisi,l-qr Codex. Imperial Guard (this may nct include a
ice, but may include an allied detachment from Codex:

au Empire player may select a 2,000 point army from Codex: Tau
(this may include an allied detachment from Codex fmperial
Gua.'d {representing local militia and mine security forces) but no
Fortification choice).

gﬁth_aﬁnig{mmt be divided into two forces, using the following
uidelines. One force is designated the Assault Force, and must contain

 both Compulsory Troop choices, the Compulsory HQ choice and any one
other unit. The other force is designated the Reserve Force, and contains

Il other units,

THE BATTLEFIELD
This mission uses the deployment map shown below. Any terrain for
the game should be set up using the rules on pages 120-121 of the
Warhammer 40,000 rulebook. When placing terrain, preference should be
~ given to Battlefield Debris, Buildings and Ruins as the battlefield is intended
10 represent the dense machinery and utility buildings of Hydro-plant 23-30
Onice all terrain has been deployed, the board is divided into six sectors, as
shown on the deployment map below. A single Primary Objective marker is
placed as close to the centre of each sector as terrain will allow:

24" 24"

~ RBefora deg ng their forces, eath playe; should fm ro&l fm: thewWarlord bt
"_'Ifaits and psychic powers where needed. it

Tﬁe playe;s roll off to decide which player chooses whether todeploy first
orsecond. The first player 1o deploy chooses one of the corner sectors and
deploys their Assault Force anywhere within that sector The rest of their

army must begin the game in reserve. Once the first player has deployed,
the second player deploys their Assault Force in the opposite comer sector.

FIRST TURN

The player who deployed their army first; goes fiest unless their opponent
can Seize the Initative, as per the rules found on page 122 of the
Warhammer 40,000 rulebaok

GAME LENGTH
This mission uses the rules for variable game length {see page 122 of the
Warhammer 40,000 rulebook)




sea#eas mich of the Hydro-plant as possible
their approaching reinforcements with a gap in the
s thiough which they can reach the battlefield
: 'gari':;é-,t'he player who has scored the most Victory points
game If the players have the same number of Victory points,

Sy the Warkord, Frst Blood.

MISSION SPECIAL RULES
Night Fighting, Reserve Seacons,

r——— L

Reserve Beacons = s e
Duting this mission, the reserves available 16 both sides

ta reach their own force's ines through infense enerty resistance;

but the greater their own side’s current control of the battiefi

greater their chance of breaking through. At the start of each

turn, the sctive player may make 2 number of Reserve folls equal 1o

the number of ehjectives they currently control. Each of these rol

Is made with a D6, and succeeds an a 3+ Each successiul Reserve

roll allows a single unit 1 be brought into play from any pointion the. =
board edge within a sector controlled by the active Player. This g

the normal Reserve rules, which are not used for this mission




e an allied detachment from Codex Imperial Guard,
5 Of the Elysian Drop Troop army list).

a‘[take mpe al Guard Space Manne Imperial Navy or Titan Legion
vehldeaThe Tau Empire player may take Tau Empire or Impenal

al vehicles. Both players must choose one friendly Super-heavy vehicle
@n‘d-deslg ] fe it as their Key Asset (see Primary Objective opposite)

This m'nssmnlis ideal for team games due to its large size. Simply assign
multiple players to each side before the game starts. It may also prove
useful to appoint a single player per side to act as a spokesman for thele
team, This player can co-ordinate their team and stop play from bogging
down, When playing this game with two teams, there should only be one
Key Assel per team, not per player

4 -Fm‘th ‘mission, the board should be at least 6' vide x 8’ I-:mg Thns gamé :

- uses thedep!oymem map shown below. Any terrain for the game should

. beset up using the rules on pages 120-121 of the Warhammer 40,000
tulebaok When placing terrain, preference should be given to Banleﬁeld

. Debris, desert hills and other similar tesrain in order to represent the barren

wastelands of Taros.

DEPLOYMENT :
Before deploying their forces, each player should first rell for their Warlard
traits and psyd-uc powers where needed

The players roll off to detide which player chooses whether to deploy first
of second.

FIRST TURN

The player who deployed their army first, goes first unless their opporient
can Seize the Initiative, as per the rules found on page 122 of the
Warhammer 40,000 rulebook.




s mission, it is not played to a et twen limit, instead

¢ a time limit for the game beforehand and play
ched. Once the time limit is reached, the players should
until both sides have completed an equal number of tums

- VICTORY CONDITIONS e
I one of the few apen battles of the Tarcs ,

secking to ciive the oter back by inlicting
destraying their enemy’s keyassets.

Atthe end of the game the player who has stored the most Vittﬁrv o
has wori the game, If th players have the same rumber of Victory

the game ends in a draw, 5 36

Primary Objectives St el AL
Drive Them Back!: Each enemy Super-heavy vehicle designated as a Key

Asset that is destroyed 1s worth 5 Victory points. Every ciher vehide with at

least 3 Hull Foints and scoring unit that is destroyed s worth | \ﬁ'ctofy_Pﬂfﬁ

Secondary Objectives
Slay the Warlord, First Blood, Linebteaker

MISSION SPECIAL RULES
Reserves, Sun-scorched Deser.
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1 days of theanadr.

'Dea!hblw 3 Blue Team, a

e Tau eade; Mdhe_r@feat himself

; O playef ‘H.'be rep:esentmg the Imperial Guard and the other will
' ¢ Tau Empire’s forces.

Drop Troop army list (this may not include a Fortification choice, but may
_mcﬁjde an allied detachment from an appropniate army).
< I:T_he' Tau Empire player may seléct a 2,000 point army from Codex: Tau
* Empure (this may not include an allied detachment but may include a
- Fortification choice).
. THE BATTLEFIELD |
. This mission uses the deployment map shown below. Any terrain for
~ the game should be set up using the rules on pages 120-121 of the
*to reprasent the Tau Empire force's main command post
. DEPLOYMENT

traits and psychic powers where needed

The Imperial player deploys their entire army first, except any units they
place into reserve. They must place at least one unitinto each of the two

no mote than half of their total number of units into their deployment

24"

e base, 35 well as !akmg any opponunrry 10

The Imneﬂai Guard player may select a 1,500 point army from the Efysian -

Warhammer 40,000 rulebook, When placing terrain, preference should be
given 1o Battlefield Debris, Buildings and Ruins as the batilefield is intended

_ Belore deploying their forces, each player should first roll for their Warlord

Imperial deployment zones, representing the two pronged Impenal assault

i 4 Once all Impetial units have been deployed, the Tau Empire player deploys

FIRST TURN

The Impetial player takes the fitst turn, un!ess their opponent can Selze me
Initiative, as per the ruies on page 122 of the Warhammer 40,000 lebook.

GAME LENGTH :
This mission uses the rules for variable game length (see page 122 of the
Warhammer 40,000 rulebook).

VICTORY CONDITIONS

Once the Eversor Assassin launched its attack and died. causing the
explosion that destroyed the buitding complex, Operation Deathblow
quickly degenerated into a confused melea, with Imperial troops seeking
to kill every Tau officer. The Tau followed suit, hoping that the loss of the
Imperial commanders would cause the isolated raiding farca to retreat.

At the end of the game, the player who has scored the most Victory points

wins. If the players have the same number of Victory points, it is a draw.

Primary Objectives

Head Hunting: At the end of the game, each player receives 1 Victory
point for each enemy model with the Character Type that has been killed
during play. If an enemy Character mode! is also a HQ chaice, it is werth an
additional Victory point.

Secondary Objectives
Slay the Warlord, First Rlood.

MISSION SPECIAL RULES
Reserves, Sun-scorched Desert, Night Raid

zoné. ,nenf these units must be a HQ d-voice Al ofthe'rau Empire p{ayer‘
remammg units are placed | mto Reserve. : : o

Night Raid

This mission uses the Night Fighting rules from tum one until the end
of tumn two. At the end of turn two, roll a D6. On a roll of 5+ tutn three
and all subsequent turns do not use the Night Fighting rules. If the rolf
is less than 5, then roll again at the end of each successive turm until
either the Night Fighting rules are no longer used or the game ends.

Y A e S

Teu Eqnpire_

e
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Mmpgfed to teturn to their .’andmg 2ones. Many
t all, and others gave their fives in desperate
actions {0 bm:me‘ convades nime o escape

ard player may select a 1,500 point army from the Elysian
T lis! of Codex: Imperial Guard {this may not include

uises the deployment map shown below, Any terrain for
should be set up using the rules on pages 120-121 of the
40,000 wlebook When placing terrain, preference should be

- Te Tau Empire player deploys first, deploying their entire army, except
: placed into Reserve, into the deployment zone shiown on the

Tau Empire units have been deployed, the Imperial player
: theif.mtue army, except those units ptaced into Reserve, into the

FIRST TURN
The Tau Empire player takes :he hrsr tufn, unless thelr anpa :

the Initiative, as per the rufes fourd en page 122 of the Warhammer 3
40,000 rulahook i i i

GAME LENGTH

This mission uses the rules for variable game length {see page 1 25_'0!-'
Warhammer 40,000 rulebook). e Y

VICTORY CONDITIONS

With the impenial aray on Taros in full retreat it fell to those unilts t}rar

remained combat effective to hold the vengeful Tau Cadres af bay whrlsf
their comrades fled

At the end of the game, the player who has scored the most Vc:ery pomts

has won the game [f the players have the same number of Victary poin!a
the game ends in a draw

Primary Objectives
Lines of Retreat: At the end of the game, each player scores 1 Victory pomt
for each scoring unit in the scoring zone shawn on the deployment map.

Secondary Objectives
Slay the Warlord, First Blood.

MISSION SPECIAL RULES
Reserves, Night Fighting, Sun-scorched Dasert, Rearguard Action

Rearguard Action
For this mission, only the Tau Empire player’s Fast Attack choices {t hat
are not immobilised vehicles) count as scoring units.
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The Dauntless class light cruiser, the Lord Ravanor, gives vent to the full fury of its weapons batteries.

At 537998 M4 1 the Tau Empire fleet, coordinating their operation with
theit greund based forces, arnived in the Taros system 1o begin their part
Inthe campaign, Since their arrival in-system, Impenial Admiral Kotto’s
itvasian fleet had busled themselves with protecting the unloading
gperation and the supply convoys, now maving about the Taros system
iné Aighteaus Power remained in geostationary orbit over the landing
200, whilst the three cruisers were s1ationed in the outer reaches,
pesitioned 10 provide a secure perimeter with maximum sensor coverage,
butstil allow the cruiser optimal time and distance to respond to any
supise Tau Empire moves. The two light eruisers and most of the escorts
piovided close convoy protection for the impertant cargo vessels which
fiow formed the 4621 Army's lifeline

With the Space Marines nat currently engaged on the surface, the Raptors
¥essel the War Talon, had withdrawn and began patrolling the system

% 3 fapid reaction force, ready to speed to wherever she was needed, of
3?* 18 6rbit should a fresh planetfall operation be called for. Additionally,
Nevem squadron's Firestorm frigates provided the outer piquet line,
Felioling deep space to provide an early warning against Tau raiders.

T‘u:e T2y Empire fleet slipped into the Taros system unnoticed at first,
?—%ﬂg:{gw@ ether drives in deep space and creeping in-system an the

;‘a. of the Imperial convoys. Running slowly and silently, the Tau Empire
) "":'isam“‘ 1o beain a long game of the hide and seek with the more
aerful Impenal vessels. The xanos fleet was centred around its latest

585, 1e Custodian ¢lass carrier A'Rho, and the twin Protector class

‘T:a‘:::t'.ps 10'%ar and i'hj, supported by four squadrons of Castellans
::,ﬂd {fémmﬁ Inall, it was a fleet of twenty six vessels, butin a straight
é.;:-a:fﬂiem 1 could not hope to match the entire Imperial fleet at [a','ehd)
&,\.""t i Wistead, the Tay Empire ships would hit and run, targetng t %Id
15 31 Wrying to spli the Imperial fleet into smaller forces they cou

e pas
" E83ly engage and defeat separately

Upon arrival, the Tau Empire fleet divided into four groups and set
different courses. The main group, led by the A'Rfo, would strike deepest,
acting as a decoy to draw Imperial vessels in pursuit of it Meanwhile,
the two Protector-led attack groups would strike at the suppiy convoys.
The fourth group, consisting of a single squadren of five Castelfans,
would be given free rein, their role was to create confusion, operating
independently of the other squadrons with freedom 1o harass convoys of
draw Imperial pursuit on a wild goose chase

Firestorm frigate Novem 22 vias the firstimpenial vesset ta spot part of
the Tau Empire fleet. Stationed on a patiol (oute thraugh deep space,

the frigate's sensors picked up an unidentified signal and moved closer

to investigate. Closing cautiously, she was 5000 tracking four unknown
vessels of escort size, moving in formation: Novem 22 did not wait around
to find any larger ships as she was already heavily outmatched. Instead
she turned around and headed back in-system at full speed to repoit her
finding to Admiral Kotto. On board the Rightecus Power Kotto listened

1o the crackling, static-shrouded vaice of Captain Renard commanding
Navem 22, The Tau had finally arrived. In what numbers; and what vessels
he did not yet know, but the threat must he countered. Kotta passed the

report 1o the closest cruiser 10 Novem's location, the Lunar class Hamimer

of Thrace

The Hammer of Thrace tesponded immediately to the first cantact and
ars from Admiral Kotto, moved to tendezvous with the
and then (ntercept the raiders and engage
The commander didn't know it pbut Admiral Kotto had swallowed the

o from the theeat of the closest cruiser, the first Protector-led Tau

Emplre altack group sped towerds traop convoy Alpha-four, a small fine

ypon receiving ord
regiouping hovem squadren

pait, Fre

f four transports currently inbound for Taros. The imperis Javadn,
us Gauntlet and the Prince Maud were well guarded
auntless light cruiser Cerebus, and Erfent

astern o
Jmperius Anvil, IMPEr
by their convay leader, the D




ations and requesting ass{stance from the Hammer of
Lunar class cruiser Was already under orders and

e 5 they swung hard 1o evade the guided lock-ons. The five
ans followed close behind, €losing with their forward rallgun

Ies Iashmg the frigates of Eirant squadron Taken off-guard, the

1ts responded as best they could, weapons batteries booming out

‘htige cannon shells, trying to find their range on the closing Tau vessels.

In those first fusiliades, the Cerebus was hit in the engines as she swung

hard to starboard: A drone missile had lacked on and could nat be

shaken, it found its mark. The explosion as the missile penetrated the

- Cerebus“stern flashed through the engine decks, incinerating enginseers,

Sevitors and ratings. Seriously damaged by the impact, the Cerebus’ main

plasma core began to dangerously overheat, running out of control and

threatening to detonate the entire ship. Captain Nomura ordered the core

~ shut dawn, but that feft the commander's vessel a drifting cripple at the

" mercy of the Tau Empire qunners, They showed little mercy that day. As

¢ Cerebus was lashed by fire, Captain Nomura ordered all to abandon ship,

- but refused all advice 1o leave the bridge himself

~ With their convoy leader disabled, the transports fled for safety. The cruiser
Black Duke had been ordered to their aid, but was still too far away to
intervene in the battle The transports changed course to meet the incoming
Dictator class cruiser, but their small engines were unable to outrun the
pursuing Castellans, which now swarmed around them, ion cannons and
railgun batteries blazing, overwhelming shield generators, buckling armour
plates and punctuting hulls,

In the holds of their transports, the Imperial Guardsmen of the 81
“Brimlock Dragoons were powetless to aid in their own defence. They felt
their ships roll and vibrate with each enemy near miss, They heard the
engines straining at flank speed and the distant thunder of the transport's
awn small cannons returning fire: The /mperius Anvi! was hit amidships
asone Castellan swept over her, a gravitic [aunched missile smashed
through the thin side armour and into the packed holds. The massive
explosion inside the cramped interior tore men apart, tossing bodies
about and setting fires raging through the lower decks, In that first impact
i hundreds died, the fires would claim hundreds more Fatally wounded, the
L stricken transport fell behind the others, stranding a third of the Brimlock
EL regiment. Next, the Prince Maud was critically hit, shields stripped avay

e e

3 by the Tau weapans fire, a railgun battery volley tore through the bridge

pe and super-structura, killing the bridge crew to @ man_ Unknown to the

fe Imperial Guardsmen in the holds below, their vessel was now drilting
with o captain and no ore to man the helm. She was easy pickings for
the Tau

256

~ hope that the Black Duke would arrive. 10 rescue them The Lun:
o cmuier was straining every engine and reactor, racmg 10 the rescue, bt

mbardnents retaining the slim

it was 100.late. Convay Alpha-four was being annihilated by the surprise
attack, and with it the 8% Brimlock Dragoons. The last of the transports
were hunted down and destroyed before the Tau Empire vessels turned
about and fled back the way they had come. The Black Duke was

still some hours away, and would only arrive in time to begin rescug
operations. There was liftle to salvage except for a few lucky suravars.

Like wolves falling on the fold, the Tau had torn the convoy apart. It is

believed likely that they never realised that, trapped within the transperts,

thousands of Imperial Guardsmen had perished as the bulk heads
callapsed and hulls tore open, spilling silently screaming men out into the
hard vacuum of space The 8" Brimlock Dragoons were no mare

Before being destroyed, the Cersbus had launched its lifeboats and many
of these were picked up by the Black Duke, The survivors told the tale of
the sudden surprise attack which had averwhelmed them. It was the first
ambush of many.

The grim news of the destruction of Convoy Alpha-four and the loss of an

entire Imperial Guard regiment reached Admiral Kotto on the Aighteous
Power and Lord Marshal De Staelion Taros. It was a heavy blow for both,
and Admiral Kotto set about making new plans and issuing new orders
for increased protection of the convoys. The Hammier of Thrace was to
continue her pursuit of the Custodian, a request was sent to the War
Talon to aid the hunt. They were not to stop until the dangerous Tau
Empire vessel was destroyed. The Star of Cassiopera and 8lack Diike
would now be diverted to convoy close protection alorig with Invingis
and Omna squadrons. The Tau would not find any more soft targets {a
ambush. The Righteous Powerwould remain on standby, acting as the
Admiral's reserve, ready to leave orbit if required,

News of the destruction of the entire 8" Brimlock Dragoons caused Lord
Commander Gustavus even greater concern. He immediately ardered the
transportation of any other Imperial Guard regiments 1o Taros 1o cease,
much to Marshal De Stael’s displeasure. Whilst the Tau Empire fleet
threatened to reap such wanton destruction, it was a risk Gustavus could
not run. The 13" Krieg Armoured regiment had just bequn embarking
for Taros, and that operation was halted The regiment received orders fo
stand-down until further notice. Admiral Kotto was instructed to secure
the supply lines before any more regiments wauld be risked in transit.
Gustavus' order to the 19" Krieg regiment was never rescinded and the
regiment never made it to Taros. De Stael’s X Corp was left with only
three regiments. the Sarennians, the Elysians and the Cadians. '

The Tau Empire’s first attack had been a great success, but now they
would need to attack a second convoy The ARha was on the run, leading
two Imperial capital ships on a long chase across the solar system, and it

was not until reaching the system’s inner flare zone that she would finally

be brought to battle.

In subsequent weeks, the foTarand !é'Ph.-’ continued to harass lhe_'s'bpply-

convoys, risking the bigger Imperial vessels to pick off transports; During
the attack on Convoy Epsilon-six, the super-heavy tanker Empress of
Svedeg was crippled by drong missiles, along with her valuable cargo’
of water and fuel. It was a blow that wauld cost the 462 1% Army very
dear when water supplies started to run out: Every convoy now ran the

gauntlet, some made it thiough, others arrved only after being damaged,
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were destroyed altogether. Each time 3 16
s were prevented fiom reaching those f;
ely needed them,

ghting

was forced to abandon her hunt and Admiral Kotto had
ightecus Power 10 the A'Rho’s pursuit. Lord Commander
was that the ground forces would get priority use of
ine suppert. The War Tafon withdrew from the hunt and
to orbit above Taros, ready for the Raptors deployment during
omet. She was immediately replaced by the Righreous Power
fagehip's Oreat engines slowly pushed the venerable battlacrulser out
o Taros” qravity viel and Admiral Kotto instructed Captain Rymus 1o set
cadpse 10 rendezvous wiih the Hammer of Thrace and Novem squadron,
e hounds on the scent, the imperial Navy would relentlessly pursue

WGW piusuit and several skirmishes, the Custodian class A‘Rfho and
er Castellan sscorts were finally run to ground. She had led her pursuers
0 4 fourteen-day dance around the system. Eventually, the renegade Tau
‘«tzrship and her escorts pressed in close to the system's dazzling yellow
mﬂvougtz the mercurial zone and deeper into the thickening radiation
dlauds. For the Impetium’s ships, tracking their target here would be
il and although out-classed by two Imperial capital ships, the large
Jau vessel would have her best fighting chance in there. The fleet action
2ound Taros approached its climax amidst the thick, iradiated dust
¢iouds and coruscating solar flares which shimmered pink, yellow and
:wpﬁlh'deﬂse skeins throughout the inner flare zone.

- Oiljalterthree days of relentless pursuit directly into the system's inner
jaie 20ne, with temperatures soaring and scanner equipment burning
out, ol the A 'Rho choose to tum and fight. Admiral Kotto was sleeping
ona ol in his cammand post on the Righteous Power's flag bridge when
- 2young ensign woke him The Tau ship had been located, and it seemed
she had come about 1o face them Battle was imminent. Without pausing

- tagut on his uniform, the Admiral raced to the main bridge to conduct the

ﬂwmenn bootless and still only dressed in his breeches and undershirt

- T dRhopowered up her forward deflectars and launched her
_ Wiaens, Mantas and Barracudas. The Tau Empire escorts formed into
182 ebeeast and opened fire with a salva of railqun rounds. Despite
A -"?‘4'\_;!’. the advantage in firepower, this would be no easy victory for the
' hW*al Havy. With the nearby sun causing their scanner equipmant
I maifunction, the Tau Empire vessels became ghostly images danding
U0 the sensor sceeens —-'shoo_ting at the smali escorts and bombers
; neat impossible. The Imperial vessels returned fire, lance turrets
figiously as the ships manoeuvred to bring their broadside guns to
e Hommer of Thrace narrowly threaded a spread of Tau missiles,
e tuiiers blazing in all directions as flights of Mantas and
635 swarmed close o her, bombing and strafing. The Castellan
0115 1612 Into battle Ijke a pack of rabid dogs unleashed They tangled
18 Hovem squadron, qunis boorning left and right, Quickly, two of each
became drifting wrecks,

i the Righteous Fower’s big port batteries impacted against the
64, the deflectors absorbing the energy, Return fire bu_:k}ed the
aured apron. One fon cannon blast burrowed into the
Liret, destr ingitina bi‘fﬁsnming explosion and killing
s Hammer of Theace followed her flagship in.
thick and fast from hes broadside quns.

The A'Rho was taking damage, and hits

11 Wounded, hut unswerving, the Tay €

got, hammering out railgun and ion cannon rox
greatrents in the Lunar class cruiser's starboa
decks of the impenial criiser started 1o bupn '

After that pass, the first engagement of the battle was over an both.
ides limped apart 10 assess the damage and lick their wounds. Every
ship was now damaged in soma way, the Hammer of Thiace wasse

all. Attacks by the Mantas had silencec her lance baneriés.,- 100 ¢an

hits had set fires in the lower decks and she was listing heaviy, eighty
per cent of her manoeuvring thrusters had been shat a-,».rai. For m i
hiours, the great starships eyed each other warily and drifred onthrwgh
the thickening radiation clouds. Onboard each vessel, the trews worked
feverishly to repair battle damage and contain fires. -

The second engagement of the battle only began when the Right
Power’s damage control teams had completed their work. Satisfied that
his battlecruiser was still battle-worthy, Admiral Kotto oideted €

Rymus to go directly at the A'Rho. * Load all torpedd tubes, and put
prow to the fore” he commanded, and the Righteous Power closed in
again on her prey ey

The A'Rho responded to the aggression with new, if reduced, waves of
Mantas and Barracudas. The Righteous Power’s first spread of torpedoes
was intercepted and destroyed in detail Without their own fighter
protection the Imperial Navy ships were exposed to the Tau's return fire.
Drane missiles swooped in, followed closely by the smaller Tau Emplie:
escorts. No longer able to avoid the incoming missiles, the Hammer

of Thrace was hit again, this time several missiles piled ilirough her
starboard flank before exploding within. Multiple explosions broke the *
back of the already weakened cruiser. She fell silent, crippled, drifting in:
and out of the battle. 2

The survivors of Novem squadron accompanied their flagship, and
2qain tangled with the Wardens and Casteflans. More escorts died in an
conflagration of fire By now the Righteaus Pawer had fallen upon her foe)
closing to point biank range and swinging hard 1o starboard to expose
her broadside batteries. At short range the firepower was awesome,
tearing into the ARho, round after round pummelling her flanks. The :
Tau's return fire could not match the battlecruiser's big guns, and the
A'Rho attempted 1o disengage and fiee. But Admiral Kotto was driven by
vengeance for his lost ships, and wauld not let his prey go now he had
them firmly in his sights. ' g
The battlecruiser came round in her tightest arc and raked the Tau vessel
with a second broadside. The damage inflicted was terrible, The starboa
wing of the Custodian was torn clean off, slowly drifting away from the
hall in a cloud of debris. The bridge was destroyed. Fires burned along
her length. The A'Rhowas tacked by interal explosions and helplessly.
drifting. She was dead, there would be ne survivors. The remawug.lau_. =
pecorts, just two Castellans and a single Warden, fied. AT

The battle was over and bath sides had paid 2 bea_‘ﬂ_P.f?fev.T?'e_ Hammer
of Thrace and three Firestorm frigates ol Novem squparon fi90 st
destroged, leaving just the battle-scarred Righteous Powe) and 2
ascort 1o retum victorlous to Taros. The threat of the Aho might ha
been eliminated, but meanwhile the other Tau vessels had ;o_ng |

convoy faiding.




kgame should be piayed on a 180cm x120cm table.
’Iﬁe boa_rd asshmm on the map. The waystation is placed in the centre

o begm their attack The Impenal pla)er takes first turn,

- The Tau Em piré reinforcements enter from the opposite table edge on
. Tur 2. The game lasts until either side has no forces left, due to damage
- or disengagement

i

‘_ ! mmmﬂwsbouidalsoauemmmhmrdmmstmww ﬂu;Tau
- Empue player must escape with as manyroguetmmpmsastheycanfmm T

any table edge.

IMPERIAL FLEET

Patrol Group Ravanor

- » Lord Ravanior - Dauntless class light cruiser

= {Captain Darillian = 1 re-roll)

Scadryn Squadron
s V(C5-6 - Sword class frigate VCS-6 15 a converted scout vessel, equrpped
with extra sensors and probes in the prow for long range detection,

giving her +1 Leadership. Her weapons battery is reduced to Firepower 3.

* V(CS5-7- Sword class rigate
» V(5-8- Firestorm class frigate
» V/C5-9~ Firestorm class frigate

TAU FLEET
e 1 xTau Waystation
* Rogue Transport Squadron — 3 x Transports

Tau Reinforcements
e 2 x Castellan Class Heavy Escorts
4 x Tau Transports

Imperial Table Edge

180cm

Railgun banery
Has tracking systems

R AT T

oo

2y

e ne e

aporl a!te :

: TAU WAYSTATION
: s




ircex _fhe:rpf.eSence in the Teras system when
| Wﬁmp conmyA!pha -four. It was a Suddan and

mgoms wha were {rapped in the hafds of the transport
r2ck presaged a senés of convoy raids in an attempt to cut
force’s ines of supply.

the Tau Empire fleet destroyed all the Imperial ships in a
' ‘me .’Jma!mr dass aulser Bfack Duke med {o reach the

ﬂnfm Toy Empire flest enter from either of the long board edges, The
wﬁtuqmehm suiprise on their side and therefore get the first turn

Bisck Duke s racing to aid the convoy. From Tumn 2 onwards, at the
sl each tum, roll a dice. On a 6, the Black Duke arrives from the
“moerium's table edge. Should the Black Due arrive, 1t is automatically on
24 Ahead Full’ ordars on the tum it arrives.

The Tau Empﬁe player must. desnay the |
escape, whilst miinimising their own fosses. Ti
Via the Imperium's table edge with asmanysh

IMPERIAL FLEET

® Cerebus - Dauntless class haht cruises
* (Captain Nomura - 1 re-rol)

Errant Squadron 1
* E£75-1-Sword dass frigate
* ET5-2- Sword dlass frigate

Errant Squadron 2 ;
= ET5:3~ Sword dass frigate
® E75-4-Sword dass frigate

Transports

* Imperius Javalin— Armed transport

s Impenus Anvil - Atmed transport

* Impenus Gauntlet - Armed transport
* Prince Maud—Transport

Reinforcements
o Black Duke — Dictator class cruiser

TAU FLEET
 [o'Tar— Protector class warship
= 5 x Castellan class heavy escorts




--'rhe !ah?e 35 celestial phenomensa,

- behind a screen).

‘!_T}isgame shau!d be played across a 180cm x120cm table. Set up the board
- as shown on the map. The battle takes place in the system’s flare region

~ The table may be affected by a single solar flare and single radiation burst;

roll for each at the start of each turn. Scatter four or five gas clouds around

; The Tau Ernprre fieet deploys within 30cm of one of the long table edges.
This table edge is now Sunward. The Impenal fleet deploys within 30cm of
the opposite table edge. Set-up should be done in secret (on the map of

 SPECIAL RULES R
Use the Fighting Sunward special rules. The Tau Empires taﬁle edge is the AR
- sunward direction. :

-OBJECTIVES

The Imperial player must destray the Ahva whilst minimising tlm wm !gm

IMPERIAL FLEET

s Righteous Power - Overlord class battlecruiser

= {Fleet Admiral Kotto — 2 re-rolls)

o Hammer of Thrace — Lunar class cruiser £

Novem Squadron

» NVM-12- Firestorm class frigate

» NViM-22 - Firestorm class Inigate

s NVM-32- Firestorm class frigate i

» NViM-42~— Firestorm class fngate e i

TAU FLEET

» ARho - Custodian class carrier
= (Tau Kor'O - 1 re-roll)

® 3 x Warden class carrier escorts
» 5x Castellan class heavy escorts

Deployment Zopie A




AU EMPIRE UNIT
. , S OF
THIRD SPHERE EXPANS}-gII\EI -

smed wish smarl MISsies,

XVB] Crisis Battlestil
Identity uaknawn.

& fusion blaster end flamer




Armour

14 : . BS Front Side Rear
DX-6 Remora. 3 10 10 10
Unit Composition Wargear

= 1 DX-6 Remora
' burst cannon”

- = Vehicle (Flyer, Hover)
Ry : * Blacksun filter
‘Special Rules

ST g s

e o

N

e
LI

< e

are employed in all aspec!s of its
F!re Wajmrs and battlesuits for

« One twin-linked long-barrelled
‘Unit Type = Two seeker missiles

* Networked markerlight

» Shrouded “The profile for this weapon can be
= Deep Strike found on page 198,

 First encountered during the Tau Empire’s raid on the Impecium's penal
minig colony of Typha-IV, the Remora is a small drone fighter Packed wnh

advanced Tau Empire technology, it s @ stealth aireraft, flying in support.
of Pathfinder and Stealthsuit teams, armed with burst cannon for aerial
combat, and two seeker missiles for ground attack

The Remora has a short range and is carried into battle underneath
a'modified Tiger Shark mothership (of in the back of a Mantaj, which
transmits data to the drone. These control the aircraft fram high altitude
and play no part in the battle closer to the ground. :

L S R O IRPPe

Options
= The squadron may include up to four additional:
- DX-6 Remoras... . ‘o480 points per model

A DX-6 ‘Remora’ Drone Fighter Squadron is a Fast Attack choice for d
Codex: Tau Empire army.

This profile replaces the one found in Impenal Armour; Aeronautica, page 64.

Thought lor the day: That was then, this 1s pow;




joyed by Piranha squadrons during both the Taros

ther conflicts across the expanding Tau Empire, it was

that other vehicles based on the design would soon emerge

7 sepls. The TX-42 is the newest incamation of the original
randed to fulfil the role of a heavy qunship instead of a lightly

o {5 progenitor, the TX-42 carries a much heavier weapans
| Tun fusion blasters replace the original Piranha’s burst cannon,
some TX-42s have been observed with other configurations of
including a par of fearsome ral rifles. These new vehicles retain
to carry a small number of seeker missiles into combat, which can
d by other Tau Empire units using the markerlight network

; i e

HT SKIMMER

The TX-42 also featires a reworked crew compartment, providin L
greater piotection to the two-man crew enclosed within. Although th
compartment remains open, the increased armour allows the TXA2
to I?ra\ie weapons fire that would have quickly destroyed the Piranha,
delivering pinpoira heavy weapons strikes in the heaﬁesfﬂﬁhtim

Stilln the prototype stage of development, the TX-42 has yet o Be.
mass-produced, in fact it has so far been reported only amongst forces
originating from the Sa'tea sept. These forces are expanding through the.
Perdus Rift region as part of the Tais's Third Sphere Expansion and appear fa
be conducting tests of this new vehicle in combat conditions. Should th

tests prove successful, it r likely the design will quickly spread 1o Tau cadres
across i1s empire. : e

Armour
BS Front Side Rear HP
" 1 10 2

Wargear
® Twin-linked fusion blasters

 Velle [Skimmer, Fast,
Ppeniopped)

i _:. .. wwdywmw

s a0 ROINTSUSS

Options

= The squadron may include: T
- Up to four additional Piranha TX-42 . . ... _.+70 points per model

o Any Piranha TX-42 may replace its twin-linked fusion blasters forone of -
the following :
- Twin-linked missile pods e
- Twin-linked plasma rifles. Y
- Twin-linked rail rifles ...
Any Piranha TX-42 may take' :
- Up to two seeker missiles. .o e +8 points per misstle

» Any Piranha TX-42 may take items from the Vehicle Battle Systems
list (see Codex: Tau Empire, page 72).

S
~+10paints
.. +20 points

A Piranha TX-42 is a Fast Attack choice for a Codex: Tau Empire army.

This profife replaces the ane found in fmperial Aimour Apocalypse Second
Edition; page 82. '

who fear nothing, yet chim to keow everyThizg:




'I-[azafd-shés‘y'l‘ :

nit Composntiun
‘Hazard Shas'yr

UnitType
= Jet Pack infantry

Special Rules
.= Supporting Fire
- = Extremely Bulky
» Bonding Knife Ritual

£
g

Wargear
= XV9 Close Support Battlesuit
= Two twin-linked burst cannon

*The profiles for these weapans
can be found on page 198.

"UPPORTTEAM

T T P T R PR TR E R L

of more tested designs. The results gained in service by the XV have
converted many Fire caste war leaders to its cause. In particular, the Fire
caste of Ke'lshan have mastered the use of XV9s both in counter attacks
and in holding up enemy advances, so allowing the bulk of a Tau Empire
mbile cadre to repeatedly redeploy inta superior firing positions. This can

prove a dangerous tactic for the XV9s (o execute, but for the solemnand - -

determined Fire Warriors of Ke'lshan, it Is a necessary risk in the service of
the Greater Good.

sialineish s snaninansemansainivetatisnes 19 DOINTS

Ld Sv
8 3+
Options

e The team may include:
- Up to two additional Hazard Shas‘yr .. +75 points per modet
» Any Hazard Shas'yr may exchange one or both of their twin-linked burst
cannon for one of the following;

« Phased ion gun™.... : -+10 points per weapen
- Fusion cascade™ ... .. ... LR +15 points per weapon
= Pulse submunitions rifle® .+20 points per weapon

= Every Hazard Shas'yr must take one of the following additional systems:
- Drone controller ... : o A8 points
- Target lock. .. Freb it A i e AR e DO
- Shield generator G R Al S
- Advanced targeting system. .. s A ol
- Counterfire defence system ..., i EDOIDTS
- Early wamingovernde. ... el ...+5 points
- Positional refay, .. N i +5 points
- Stimulant injector e oo +25 points
- Velocity tracker ..., .... : i e +20 paints

s Any Hazard Shas'yr may Iake up to two drones from the Drone List (se2
Codex: Tau Empire, page 95).

An XV Hazard” Close Support Team 15 a Fast Attack choice for a Codex:
Tau Empire army.

This profile replaces the one found i imperial Armour: Apocalypse Il :
page 58, :

XV9 Close Support Battlesuit
An XV9 Battlesuit comas equipped with multi trackers. blacksun

battlesuit grants a 3+ Armour save.

Photon Casters :
A Battlesuit equipped with photon casters counts as hawng defensh'e
grenades.

filters, vectored retro-thrusters and photon casters. In addition, an X9 |

Tty




. Spbem Bxpansion, he has returned to lead the defence of his
and its outlying colonies.

e T e e T LTl T rrrrrrT

A

Wargear
* Shas'o R'alai
- XV Clase Support Battlesuit
- Drone contraller
= Blacklight marker drones
- Blacksun filter
i - Markerlight
‘Blacdight marker drones
Pack nfantry (Drone) Signature Systems
, {Shas'o R'alai only)
= Experimental pulse
submunitions rifle
» Eclipse shield generator
o Warlord Trait: The Assassin
{Shas'o R'alai only)

iR S S R i e

Rialai s famed as much for his lack of feat i the face of the foe

that have earned him the title of ‘assassin’ among his fellcws.

some, however, that whisper that the solemn wanmm longer fights
the Greater Good, but for vengeance for thase ke has lost, and th
lurks in him the glimmer of madrecs and the Moritay, :

T T R T ey

Ld
10
7

Sv
3+
4+

Tau Battlesuit Commander R alal 1s a HQ choice for a Codex: Tay Efm'.fe amy

This profile replaces the one found in Impenal Armour: Apocalypse Second
Editton, page 84.

EBxperimental Pulse Submunitions Rifle

| Aswell as bis standard pulse submunitions rounds, R'alai s also

| eguipped with 2 selection of expenmental, limited issue, warheads for

"‘WE&DO" During & battle, he may use any of these spedal ammunition
Iypes instead of firing his pulse submunitions nfle (see page 198) as
fiarmal, aithough their barely contained power can damage the suit itselt

Special

Assault 2, Gets Hal,
Haywire

Assault 2, Gets Hot
Assault 2, Gets Hot,
Large Blast (5"),
Rending

AP

-

Bange STR
24"

hield Generator j
in on the suit's power capacity, the expetimental ‘Eclipse

oner ovides a defensive energy barrier and diffracts
f a stealth field, It provides a 4+ Invulng

nvulnerable save against attackers more than

Bodyquard Tear.

Warlord Trait: The Assassin !
\When Tau Battlesuit Commander R'alai is used as an army’s Warlord he

does not roll on @ Warlord Traits table, instead he gains the folloving trait

Shas'o R'alai has the Preferred Enemy {Independent Characters) spacial
rule. 5

XV9 Close Suppart Battlesuit
An XV Battlesuit comes equipped with multi-trackers, b!a_*gksm
filters, vectored retro-thrusters and phaton casters. In addition, an XV9

Battlesuit grants & 3+ AIMOUT Save.

Photon Casters : :
A model equipped with photon casters counts as having defensive

grenades.
Lone Warrior

Shas'o R'alal ¢an not
with his Blacklight drones. In

leave or join units otherthan the unit he forms
addition, he may not take an XV8 Crisis

_.___.__‘____..-——-——-"'-""'_""_ :




AU EMPIRE CAMOUFLAGE
& VEHICLE MARKINGS

Barracuda superiaaty fighter, cameuflaged for night-time operations. i
This aircralt was sighted over Tarokeen during the Baltle for the Planetary Governor’s Palace,




o Emp%!f@ approach to battlefield camouflage and identification

L remains a mystery to those in the Imperium’s farces that have

: lan‘-”? tered them T0 the casual observer, Tau Empire vehicle camouflage
ﬂiﬁ?m <ame principles of conceaiment, confusion pattern and

~nition a5 the Imperium, but the Fire caste have refined these

o recGSf”I.E; 10 suit the Tau Empire’s method of waging war

sy paterns by to combine concea Iment and confusion aspects into
one colour scheme. On Taros, the vast ma;_oriw of Hunter Cadres were
oﬁaénfd yeing subtle diffused patterns with long blending distances.
Grven the distances that vehicles would be visible Qver open desert, this
k. makes perfect sense, and provides the most effective camouflage at long
E range. Notably, most Tau Empire vehicles and aircraft utilise a two-tone

p. ;,;f,eme.in_\#hich the camouflage is added as another tone of the base
<olous drawing on natural patterns which are often symmetrical

for example, Devilfish 1n a blue night-time concealment and disruption
pattem might be dark blue with lighter blue stripes, leading some to
speculate that the Fire caste have developed a system of camouflage that
does not Litilise contrasting colours. Some Hunter Cadres (probably those
assigned to different battlefield roles) also use variations of the basic

~ TAU EMPIRE COLOUR SCHEMES & M

Patiemns whilst cormmanders seem 10 ha giﬁ»n leeway to use "lhéi.i.';f.wﬂ‘l'
parsonalised colour schemes (i they wish ey Vel

1au Hunter Cadres alea Use a tnim co

of a Hunter Cadre’s vehicles, may be (& aid recognition on the battiefeld
Alternatively, thers may be some traditional or walistic reason behind
the choice of colour, bt 204 this Is unknown Ultimately, {emgrlzinsn
patterns for Tau vehicles da not seem ta De' an.important issue. This
may be due to thelr advanced communications and tracking technology,

making visual recogrition less of & factor, but this 1s speculation

Vehicle markings and numbers are alko used, but are fess intiusive than
on Imperial Guard tanks. It seems the distiplined Fire caste do not allow
the addition of slogans, vehicle names or kill markings (all common on
Imperial Guard vehicles). On Taros, no Tau Empire vehicles were witnessed
with such “unofficial’ crew additions and neither have any campaign
badges been encountered

The principles of Tau vehicle identification are unknawn to the Imperium.
Notably, regardless of the Hunter Cadre’s sept, all Fire caste vehicles bear
their caste’s badge

fatir, This colou, used sparingiy on 21l e




T

1 This is the symbol of the Fire caste and is commonty carried by Tau Empire
vehicles and Fire Waniors.

2 Night-fighting colour scheme using a continuous feathered line asa
confusion pattern [o disrupt the vehicle shape and make identification by an
enemy difficult

3. Desect camouflage scheme. Commonly, Tau Empire camouflage appears
[0 ulitise two shades of the same colour, as here. sandy yellow with a darker
shade to aid concealment

4. Tau lettering. For identification purposes, the Tau use their awn alphabel
lo denominate between vehicles. Waat system lies behind the lettering is
vnknown.

5. Desert camouflage scheme. Again, two shades of the same colour used to
aid conceal, This scheme was the most commonly encountered Tau Empire
camouflage on Taros,

6. A two-tane pattern favoured by some Hunter Cadres for sky-fine
conceaiment,

268

7 An uncommon bold camouflage scheme, utilising the same pattern as
(5), but without feathering. Also, note the ﬁgmer coloured undecbelly. not
uncommon an grav-vehicles.

8. This unusual mottled pattem (stilf in two tone though} was tised by ane
Hunter Cadre for alt its vehiclas on Taros.

9. A distinctive patten used on a Tau Empire commanders personal battlesult,
his scheme does not conform ta any normal Tau Empire camoufiage, and as
such must be either a personal preference o an experimental patterm.

10. Tau numbering. Tot use numbers as well as their alphabet markings again
their significance & vaknoven.

11 Air caste symbol, carried by alf Tau & mprre'a.-.ru’afr ~ this example featured
on a Tiger Shark. Which way tound the symbot is supposed fo be (il it even
marters fo the Tau) ss debatable.

12 Tau numbening, this time highlighted by an identification stripe. In rfus
case, (L is @ white stripe, but ather colours are somatimes used.







- Tue Horus HERESY

Booxk ONE - BETRAYAL -

: P_ _" _. IIM TH By ‘ " The Honis H:WBWI! Onte ~ Betrayal is @ supplement for Warhammer 40,006 dealing .
- TR T - with svarand battle in the dack age of the Horus Heresy, when the fledgling Impesium of
"\""" i THF. HORUS Hm“ L Manldn‘ﬂ wvas torn apaltt by bloody civil war and treschery,
BOOE ONE i
_‘__'_'_ This book, lavishly Hlustrated in full colour, contains extensive background information
et on the Imperium as it stood at the end of the Grear Crusade, the foundartons of the Space

Mlﬂnﬂ-of the Legiones Astartes and the dark deeds of the banle of listvan 111 Also
denailed are the histories of the four Leglons who took part: the Sons of Horus, Emperor’s
Children, Warld Eaters and Death Guard, and an extensive campaign system thac aflows
you to phlry out the conflict on Isstvan H1 in your own exciting tabletop bartles

E

This book also contains o complete Space Marine Legion Crusade Army list as well as game
rules for the Pdmarchs of the four Leglons, super-heavy vehicles and special characters
featared in the story. "

The Horus Heresy Book One — Betrayal is a complete expansion for the Warhammer 40,000
game and requires only the Warluummer 40,000 rulebook 1o use its contents.




MPERIAL ARMOUR — VOLUME TWELVE
{E FALL OF ORPHEUS

dark reaches of the galaxy an ancient horror wakes. On the edge of the Seamenn im Tempesiis
 Grohis Sector has stood as a bulwark against the outer darkness for millennia, but the 1e .
yenauil it now s beyond anything it has faced before

Iror that

{heincold tambs deep beneath dead and fortndden worlds, the Necron Gverlords of the ancient
: L __'ﬁwﬁ‘-“ tainted by madness and hungry for war, have risen. Their goal s the conquest of
”w Sector, and already hundreds of worlds have fallen and billians have died before their
gy uistoppable onslaugnt: The Impenum has not been slow to react, however, and a vas!
; -b;“ghas been rallled to battle. Included amaongst its ranks are the superhuman warriors of the
ws Chapter and the relentless armies of the Death Korps of Krieg

book you will find a detalled h:s!-:lry of the horrors of the Orphean War and the forces involved
g a nevy variant Necrons army list — The Dark Harvest, reprasenting the forces of the
el Maymarkh Dynasty alongside new Necron units such as the Canoptek Acanthrites, the Night
s Bomber and the mighty Tomb Citade| fortification. Also contained within this book is a new
Koups of Kiieg Assault Brigade army list, and updated background and units for the Minotaurs
of the Space Marines, 2nd rules for numerous Warhammer 40,000 Space Marine units such
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VOLUME ONE - SECOND EDITION

IMPERIAL GUARD

asTE
AR

EPAREION

MPERIAL ARMOUR — VOLUME ONE
E— ' i IMPERIAL GUARD - SECOND EDITION

Imperial Armour Velume One - Second Edition. Imperial Guard is a book dedicated to the fighting
vehicles of the Impenal Guard; the steel-clad behemaoths that rumble and clank the
L battlefields of the far future, unleashing fire and shell at the enemies of Mank

43y across the

nd. Inside this
234 page book, the full panoply of Impenal Guard armoured vehicles are displayed in exhau

detall, including profiles and rules for over fifty tanks, support vehicles, arti
heavy vehicles, alongside extensive background ma
maatfacture

Stve
Hlery pieces and super-
enal on these war machines, their munitions and

In addition to this wealth of information, Impenal Armour Volume One - Second Edition also
inchudes a full army list that allows you to field the sledgehammer of Imperial mil might.
the Armoured Battle Groups of the Imperial Guard. Alongside this are a selection of appendices
presenting detaded information on a variety of topics, from the technical specifications of the
armnmunition used by the forces of the Impenal Guard, to rules for a number of famaus Impertal
Guard tank commanders and heroes of the Imperium




IMPERIAL ARMOUR — AERONAUT)
ADDITIONAL RULES FOR FLYERS IN WARHAMM C
AND WARHAMMER 40,000 APOCALYPSE ER 40,000

44 book pravides you with everything you need 10 use Forge World's ran
secaft mocels n your games of Warhammer 40,000 Included are profil s S ard o
neteen velices. from the legendary Thunderhawk Gunship to the famsF:B S thirty-four fivers and
2wl as compiéte rules for two brand new flying vehicles. the Space Ma?icnhclos?(: rkrrF [;:(kl ki

' 7 1 Eagle Assault

Gumship and the Imparial Navy Avenger Strike Fighter

+ addition 10 the vehicle d: ;
¥ o e \ﬁr:‘c & dala sheets, this book 2lso provides you with the wargear and special 1ul

: i el <y la
youe 1o the ferm g airborne war engines of the 41* Millennium, including rules f pecal rules
thesevehicles In massive Apocalypse games ; ing ruiles for using all of

Alpags {

.g;.ldethese here is a!s?a new campaign, the Scourging of Kerrack, which prowides six n

3 ‘ ! G g i ViQges st A
EISAI0NS 00S gned spechically to incorporale aenal combat into your Warhamm 0 o
.r-.t;. ; 5 ammer 40,000 and

RHAMMER 40,000

ANOW

RULESFORW. '
S AMMER 40,000 APOCALYPSE




5 }nm rebellion. The scenea is set for an epic clash of arms between
WMann@s loyal and secessionist, that will see armies crushed, fleets
shatterad and entire worlds reduced to lifeless cinders in ane of the most
.ciangew internecine conflicts the Imperium has known in a thousand years

: Hliwl'f wall t&ii Lugft Huron a madman and a traitor, and condemn him as a
pawn of €haos or an alien puppet, but history is written by the yictors, and in
the grirn darkness of the far future, the truth is seldom so simple

IMPERIAL ARMOUR ~ VOLUME TEN
THE BADAB WAR - PART TWO

Savage war rages throughout the Maelstrom Zone: The pride and ambition of Lugft

) e I 3 i A ' Huron, the Tyrant of Badab, has plunged a score of worlds into bloodshed and harror,

DAz SEEE | : .. ’ ! and the Badab Secession has become the most infamous Space Marine ovil war of the

f 3 : 3 age Inside this book, the second volume in Forge World's two-part exploraticn of the
ERns o ! ' : & infamous Badab War, you wall find for the first ime a detailed account of the apocalyptic

conclusion of the story of the confiict, and the price the Imperium pays to dethrone the
Tyrant st has created

Also featured are the background and imagery for the Space Marine Chapters who
played the most significant part in the Badab War's later stages: the Minotaurs,

Exicutioners, Salamanders, Exorcsts, Sons of Medusa, Mants Warniars, Star Phantoms
and the Carcharodons.

This volume also contains a vanant Space Marine army list, the Siege Vanguard
Assault foree, representing the kind of Chapter assault forces used in the cataclysmic
final sieges of the war Alangside this is a new campaign siege special mission, three
new Apocalypse formanons, nine new special characters for the Space Marine
Chapters featured in this book, new ships and fleet lists for Battlefleet Gothic and a
phenomenal range of colour profiles, pictures and background.

ie FORGEWORLD.CO.UK




IMPERIAL ARMOUR - VOLUME ELEVEN
14E DOOM OF MYMEARA
yﬁlm of the galaxy spanning empire of Mankind, is under attack from three mass: we Eldar war

0 s ﬂwwsfﬂ' attacking the lightly papulated ice world are as yet unknown, but Myndoras

atﬂf the Cadian 6 Arrnoured regiment, s intent on the Eldars’ destruction Wielding the ;
Imperial Guard regiments and joined by Bran Redmaw’s Great Company and Titarks lmm %

mwm 5pecial (haracte.'s, vu?,_ie& flye’s the col ossa‘ Eldar Phantom Titan ar-rl ?:1 Pl Bl
swmm Shadow Spectres. e SO & .

o
Mmaﬁommmns 2 complete army list Eidar Cbr# Bands tepre en'-rg tlﬂo&e nf tho Eldar |
nmmdm:n 1o abandon fhe stnict dlStipl>ﬂ€d life of lheC.raftmfdst » sl of
¢ Dutcast, as well as 8 campaign section. three Apcﬁmse :
 backyound bmgnng the Battle for Betaiis I to fife =




are bua#dmg and painting & centrepiece model for your army or constructing a detailed diorama for display, Forge World's Model Masterclass
aré paci:ed with mnovatwe technigues for constrisction and painting 1o help you create stunning modeks.

Alihe techniques are demonstrated in step- by-step detail in extensive canstruction and painting sections that range from painting tanks to constructing
a dmrama. 10 bullding wargaming scenery and terrain

VOLUME ONE | .f

Featured in the first volume are construction and painting articles on the Renegade Medusa, Cadian ¢
Stormsword, Krieg Macharius, as well as the 'D-Battery, 457 Artillery Company’ diorama, the Typha
IV Imperial airtbase, and the ‘Siege of Vraks’ terrain boards.

This book also contains detailed galleries of the Krieg Macharius Vanquisher, 'Marching to the From' -
diorama, Krieg Malcador diorama, Marauder Destroyer, Marauder Bomber, Thunderbolt,
Tau Barracuda and the Tau Tiger Shark AX-1-0.
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B VOLUME TWO
3 inside this second volume you'll find construction and painting articles on the Chaos Great Brass Scorpion

Crassus Armoured Assault Transport, Renegade Valdor, Renegade Minotaur, Red Scorpions Land Raider

Proteus, ‘Blessed Be These Wings' diorama, as well as ‘The Raid on Kastorel- ‘Novem' and ‘Encounter at the
Balmaeus Ice Mines' terrain boards :

This book also contains detalled gallenes of the Praetor Armoured Assault Launcher, Nurgle Blight Drane,

Nurgle Plague Hulk, Chaos Reaver Titan, Impenal Reaver Titan, Vulture Gunship, Valkyrie Sky Talon, and the
Red Scorpions Angstrom Incident Raiding Force :
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