
 

 

  



 

 

  



 

 

PROLOGUE 

The warp was dark. Its boiling sea of unreality and colour had 

been cast away by a harrowing shadow. The third eye of the 

Helmsman burned of sorcerous energies as he gazed hard into 

the void, trying to catch the faint glimmers of the Astro-

cartographical reference still out there. On the command deck 

laid dozens of Rogue Astropath Psykers dead or dying; blood 

gashing out of theirs eyes, heads imploding as they plotted the 

course. There was no time for respite, no time for caution. 

The Chaos Space Marines had prepared for this journey, 

knowing that it would difficult beyond belief to achieve. Ras al 

Rah, the Sorcerer Supreme of the Lords of Ascension, reached 

inwards as he projected his astral avatar beyond the Battle 

Barge’s hull to Greater Daemon bound to ship’s bowsprit. The 

Architect of Lies, the Corruptor of Shingar, the Twister of Ways; 

the Lord of Change was known by countless names. Most knew 

it as Darkfate. 

“Release me, mortal.” The sprit chains burned the Daemon’s flesh 

as it tried to escape its imprisonment. Darkfate’s voice was 

commanding and a lesser man would have abided. But al Rah 

was no lesser man.  

“You will do as I command, daemon.” The Sorcerer did not hesitate 

or flinch. “For I know you name.” 

“My name?” Darkfate laughed. “You fool. I’ve had a thousand 

name on a thousand worlds and before the end of time I’ll have a 

thousand more. Release me now and you death shall be quick.” 

“No, you have but one true name. Hidden beneath an ocean of lies. 

Untold since before the age of Man. One name, only one name. And I 

know that name.” As Ras al Rah spoke, his spell book opened up. 

The letters within singed of ethereal fire. “Your name of servitude 

and banishment is mine.” 

The Sorcerer began to read the daemon’s name, each syllable 

burned like sulfuric acid on his lips. But the pain he suffered 

was nothing compared to fear the Greater Daemon now knew.  

For it was bound to this mere mortal for all eternity. 



 

 

“Yes, master” the Lord of Change spoke. “Command me.” 

“Burn a path, daemon. Burn a path through this shadow.” The 

Greater Daemon’s frantic roars scorched a path through the 

abyssal blackness. Each roar taking a devastating toll on the 

daemon; its feathered winged burned and its flesh was thorn 

form its gangly form. 

The Battle Barge continued it perilous flight through the void, 

like a ship following the trail of an ice breaker. The horror of 

Warp Travel was amplified by the immense shadow 

surrounding them. The hull of the twisted Battle Barge shrieked 

as the ship pressed on. Its metal was slowly giving away to 

incongruity beyond. Lesser Daemons crashed into the vessel, 

drawn to the ship like moths to a flickering flame. Possessed 

Chaos Space Marines patrolled the decks relentlessly, clearing 

out all warp entities that dared manifest inside the ship. On the 

lower decks and in the cargo bay, Dark Apostles conducted 

sermons of the Dark Gods amongst the Dead Children Chaos 

Cultists. Dark rites and human sacrifice kept their fears at bay. 

The ship screeched a final time as they exited the Immaterium 

and entered real space. They had arrived. Chaos Lord Davos 

Vane, Tyrant Elect of the Lords of Ascension, rose from his 

throne at the centre of the bridge and walk over to the 

panoramic windows. His face was grim, jaws locked. He 

viewed what laid beyond the thick ceramite glass; an endless 

sea of Tyranid Bioships surrounding the planet of Bel Fanon 

and stretching far beyond the furthest reaches of the solar 

system. Tens or even hundreds of thousands of living vessels 

carrying untold billions of feeder organisms.  

Their spells of concealment was working, the Hive Mind was 

unaware of their presence. They slowly pushed their ship into 

high orbit. They could see the tell tail signs of war on the 

surface. The planetary defence forces had still not surrendered 

the planet to the alien horde. The Tyrant Elect smiled. It would 

make their mission easier. His small council gathered around 

him; the Sorcerer Supreme Ras al Rah, the Butcher of Kurigath 

Gul Valon and the High Apostle Myrkantros. 



 

 

“There is nothing here but death” said Gul Valon. The planet 

lacked vital resources, it held no secrets to be gathered before it 

finally and inevitably fell. Nothing that could warrant their 

presence. Not that he feared death or the spilling of blood. It 

was quite the opposite. But dying for nothing was not on his 

agenda.  

“Why are we here?” 

Vane turned to the rival Chaos Lord. His response was as 

definite as it was unquestionable:  

“Grandfather commands it.” 

It was all the explanation given and all needed. In the end they 

all served the Tyrant Elect. Minutes later, the preparations were 

done and the attack began. The Chaos Thunderhawk’s engines 

roared as they raced to the surface. Several Chaos Fire Raptors 

and Heldrakes flanked the massive drop ship, clearing the sky 

of Tyranids. They made planetfall and quickly established a 

beach head. Vane and Myrkantros led their men to a nearby 

Citadel still held by the PDF while Valon organized the defence 

outside. The Citadel’s defenders mistook the Chaos Space 

Marines for loyalist ones. But the hope in their hearts was 

quickly and ruthlessly quelled.  

Inside they began the dark ritual. The High Apostle himself led 

the summoning rites. It was a macabre sight to witness. 

Suddenly Myrkantros’ body erupted in a gush of blood and vile 

ichor. Raw warp fire shot out his eyes and a cloud of black flies 

poured out of his open mouth. The veils of reality struggled 

against what laid beyond until they were finally torn down. 

From the broken remains of the Dark Apostle rose a plague 

ridden Greater Daemon of unimaginable size. As it strode into 

the material realm it swung it Blight Blade shattering reality 

even further. From the rift poured scores of Plaugebringers and 

as each daemon passed the rift reality shattered even further. 

“Grandfather Nurgle will not forget” hissed the Great Unclean 

One nodding at Vane. “Now be gone for the feast of plagues 

begins.” 



 

 

Vane wasted no time ordering their full retreat. Less than an 

hour had passed since they made planetfall on Bel Fanon and 

they were now leaving. Their departure was remarkably 

uneventful. As the legions of Nurgle invaded the planet the 

Tyranids reacted much like a cornered beast; it lashed out in 

force at its enemy forgetting about its prey. But they could not 

best the Daemons. Back on the Battle Barge Vane could see how 

the Hive Fleet retracted to firm its grip on the planet. Hive 

Ships that had set out to support the devouring of new worlds 

returned to destroy the rival predator on Bel Fanon. The tendril 

stretched ever thinner beyond this solar system and into the 

void. 

  



 

 

LEVIATHAN ON THE EASTERN FRINGE 

The Tyranid Hive Fleet was unfortunately not an uncommon 

occurrence on the Eastern Fringe. Many Hive Fleet and sub-

fleets had been encountered in the years since the alien menace 

entered the galaxy. But the emergence of Hive Fleet Leviathan 

on the Eastern Fringe came as quite a shock to most of the 

Imperium’s Ordo Xenos Inquisitors and their affiliated xeno-

biologists.  Although it had long been established that Hive 

Fleet Leviathan, unlike other Hive Fleets, struck from beneath 

the galactic plane it had never before been documented this far 

east. It only reaffirmed the belief that Leviathan was by far the 

greatest of the Hive Fleets. 

The only known Leviathan tendril on the Eastern Fringe, 

simply known as the Eastern Tendril, emerged in the Altwon 

subsystem. The Eastern Tendril was a full Leviathan tendril of 

unbelievable size; it numbered millions of bioships. Some 

speculate that the tendril was drawn to the Altwon subsystem 

by its proximity to the nebula The Sea of Lost Souls, others that 

it was the wars of the subsector that lured it. Little of this 

matters for those struggling to survive there. Leviathan had 

come. 

Altwon was an war ridden subsector on the galactic east and 

the hot bed of conflict between marauding Chaos Space 

Marines, most notably the Lords of Ascension; Tau expansionist 

forces such as the fleet that claimed the forge world of Mons 

Falco closing the Eastern Gate; sizable contingents of Astra 

Militarum, both planetary defence forces and elite regiments 

like the 74th Cadian; and a crusading Ultramarines Strike Force 

of note. As the conflicts escalated more forces were drawn to 

the subsector – Raven Guard, Dark Angels and unconfirmed 

rumours of Necrons stirring. The immense wealth and strategic 

importance of the subsector had made all-out war inevitable. 

The subsector had it all; forge worlds, hive worlds, mining 

colonies and more.  

With Leviathan cometh; only death was certain. 



 

 

THE PLANET OF HAGUE 

The Third Sphere expansion had pushed the borders of the Tau 

Empire further into imperial space than ever before. New 

worlds and systems had to adopt to the fact that they now were 

a frontier world caught in a bloody conflict between the 

Imperium of Man and the upstart Tau. Hague was one of these 

world. 

Unlike many other worlds that had been thrown to the front 

line had Hague since its founding been a world in contact with 

the Xeno races. Founded by the Rogue Trader Kaltos Iacton, 

Hague was no stranger to the races beyond the Imperium. Even 

before the Third Sphere Expansion had the Tau established a 

presence on Hague. At first welcomed by the traders of the 

ruling dynasty but soon the hostilities rose. As the Tau 

expansion started, had Hague already seen three bloody 

conflicts between the Imperium and the Tau. At the end of the 

last war, an uneasy stalemate was reached; the Iacton dynasty 

held the city of Megehra on the southern continent while the 

Tau held Plaith on the northern. 

Hague held a tempered beauty. Rolling grassy plains and 

dramatic shorelines framed each of the two mega cities. The 

continents were separated by a raging ocean. The natural 

parting of the two continents had facilitated the establishment 

of the Tau on the planet. In Plaith most of the inhabitants had 

forsaken the imperial faith and embraced the Greater Good. 

To protect the tense armistice on Hague the Imperium 

reinforced the Iacton dynasty with the battle-hardened veterans 

of the 74th Cadian regiment, including several tank and 

auxiliary companies. In Plaith or Elro’che’eir, the Divine Song, 

as the Tau and their Gue’vesa allies called their enclave on 

Hague was supported by the seasoned Shas’o T’au Aloh better 

known as Commander Coldwind. Both sides had civilian 

populations in the hundreds of millions under their ward.  

  



 

 

IACTON HALO 

Situated at the heart of Megehra was the ancient Archeotech 

construct known as the Iactus Halo. The construct’s name 

hailed from impregnatable planetary force field that it project. 

The knowledge to control the Iacton Halo’s cycle activation and 

deactivation had been lost over the eons. The Tech-Priests and 

the Engiseers merely maintained the functionality of the Halo 

and monitored the eternal countdown. With extreme precision 

the Iactus Halo followed its cyclic scheme; three years of 

deactivation and seven months of activation. 

During the active phase, the force field completely 

encompassed Hague, not only cut off any travel to and from the 

planet but also made any communication impossible. The 

Iactus Halo had more than once saved the people of Hague. 

Like when the pillaging Ork Big Mek turned Warboss Sir Meks-

a-lot mighty warhost crashed into the shield; hell bent on 

penetrating the force field the Orks slowed the Waagh! long 

enough for the Ultramarines to catch up and destroy them.  

When Leviathan first arrived at Hague, the Iactus Halo would 

save them once more.  

THE FIRST INVASION OF HAGUE 

The Eastern Tendril was first spotted early 996.M41 on the 

outskirts of the solar system. The tendril crawled into the 

system and within days had it ensnared the outlining planets 

and began to devour them. Both the Imperium and the Tau had 

decided to withdraw its forces to slow the tendrils advance. 

Protecting Hague was the highest priority of both armies. In the 

face of annihilation by the Hive Fleet Leviathan the bitter 

enemies commenced to coordinate their defences. 

The tendril’s approach was slow but relentless. Within a week 

had the tendril completely encircled its true prize; the planet of 

Hague. As it prepared for invasion its vanguard organisms 

already on Hague rose to strike at their enemy. Genestealers 

and Lictors emerged from the shadows, disrupting the 

defences. But the tendril had moved too slow.  



 

 

For the defenders, it was a race against time. They had 

intensified the orbital defence in an attempt to disallow the 

Hive Fleet tendril taking hold of the planet. Unbeknownst to 

the Hive Mind was the fact that cycle of the Iactus Halo neared 

activation. Only hours remained. As the first Bioships pushed 

past the orbital defences and launched its spore rain the 

planetary force field activation cycle started.  

Tens of thousands of Tyranid spores had made it past the rising 

shield but many more burned as the crashed into the 

impregnable force field. The Tyranids had landed a sizable 

force on the planet and began to wreak havoc and destruction. 

But unsupported and cut off from the rest of the tendril they 

couldn’t win. Hague would survive. At least while the Iacton 

Halo still glowed.  

REACTOR STATION ZETKIN, NOT 

RESPONDING 

Years before Hive Fleet Leviathan was spotted on the outskirts 

of the solar system, had Genestealers arrived to Hague. Hidden 

on transport and merchant ship they infiltrated the planet. 

Years of terror followed as the vanguard organisms probed the 

planetary defences. Both the Tau and the Imperium had noticed 

the killings and disappearances but never imagined that it was 

beginning phases of a full scale Tyranid invasion. Most of the 

time they just blamed the other side for the deeds.  

Only when Hive Fleet Leviathan emerged from the void 

beyond did they start to piece things together. But by then it 

was too late, the Tyranid infestation had grown deep roots and 

wide branches. The Genestealers struck hard as the fleet began 

to encircle the planet. Strategic locations were disabled and the 

defender thrown in disarray. The war would have taken a quite 

a different route had not the Iacton Halo entered its active 

phase. 

Once the Iacton Halo was active; the vanguard organisms and 

the few million hunter and feeder organisms that had made 

planetfall were cut off. The Tyranids instinctively knew that the 



 

 

force field needed to be disabled if the invasion should succeed. 

Coordinated assaults began to target the ancient fusion reactors 

suppling the Iacton Halo. 

Reactor Station Zetkin was the first of the 15 Reactor Stations to 

fall silent. Located in the sector just north of Megehra; it was the 

most remote and isolate of sites. Imperial High Command on 

Hague sent a Force Recon Battle Group to investigate what had 

happened, restore communications and protect the reactor. The 

site was a derelict war zone from the last war against the Tau 

filled with dilapidated buildings and ruins. The ruined 

buildings surrounding the main reactor complex was an eerie 

place. Too many places to hide, not enough good fire lanes, noted 

Commander Fawkes as his armoured column rolled ahead. A 

dread silence had fallen upon the sector. Something was wrong. 

Dead wrong. 

INTO THE JAWS OF THE BEAST 

The Battle Group’s advance at grinded down to a crawl as they 

cleansed every ruined building with burning promethium. 

Fawkes was not sure exactly what was waiting for them out 

there but he knew that something was stalking them. He could 

feel their alien eyes preying. Too many places to hide. He ordered 

the Battle Group to intensify the cleansing.  

Although the advance was slow, they were pressing on. The 

reports of enemy activity were low; their Scout Sentinels were 

chasing ghosts and shadows in the ruins. But the enemy was 

out there and they were gently setting the trap. Every 

guardsman knew this, they could feel it. Their death toll started 

to rack up, without the fighting had started. People 

disappeared only to be found slaughtered. 

Suddenly the Genestealers struck in force. They were 

everywhere. Genestealers poured out of tunnels and emerged 

from ruins. Not even the promethium had rid the ruins of 

Genestealers. The slaughter began. Ineffective lasgun fire met 

lighting fast claws. As the Astra Militarum fought the 

Genestealers desperately in close quarters the ground began to 

shake, ruined buildings tumbled down as massive bio 



 

 

monstrosities entered the fray. Broods of Carnifexes crashed 

into imperial tanks, tearing them apart with their massive 

scything talons and crushing claws. Behind them lurked even 

greater Tyranid creatures; Tervigons birthed hordes of 

Termagants while Tyrannofexes let their heavy Rupture 

Cannons punish the Imperials from afar.  

Fawkes tried to assess the situation but it was impossible. The 

Vox net was filled with sounds of men shouting or dying. 

Everything was in disarray and chaos. He looked out of the top 

hatch of his Command Chimera. The air reeked of ash, blood 

and burnt flesh. But still, as he stood there, the bedlam began to 

clear, a plan began to formulate. He turned his head to the 

crackling sound behind him. A towering Carnifex was about to 

release white hot bioplasma from its maw. Fawkes instinctively 

ducked down into the Chimera, closing the hatch as the 

bioplasma hit. 

Most of the crew died in the explosion and the heavy bioblast 

had knocked the Command Chimera on end. The vision slits 

were covered in gore and blood and the communications down. 

Fawkes could hear how the Genestealers clawed on the outside. 

He gripped handle of his bolt pistol, drew a solid breath of air 

and started reciting the Imperial Primer. This was the end, he 

knew it. The rear hatch was ripped open and six limbed 

Genestealers poured in. Their white skin and red claws 

contrasted the bleak metallic interior of the Chimera. Fawkes 

fired his bolt pistol in blind panic but it was all over in mere 

seconds. As the beast’s rending claw punched through his flak 

armour into his chest he pulled the trigger once more. The bolt 

shells ripped through the Genestealer that took his life. 

LORD COMMISSAR  

The leaderless Astra Militarum were being massacred in the 

bloody ambush when the Vox net sparked: 

“This is Lord Commissar Argento. Commander Fawkes have been 

martyred by Xenos and I’ve taken command. My orders will be 

executed to the letter.” The Lord Commissar paused for a second 



 

 

to behead a termagant with his sizzling Power Sword before he 

continued:  

“Take the high ground. Purge the unclean. And let not the Emperors 

light falter.” 

The Tyranids controlled the battlefield; the combination of 

lethal vanguard organisms and monstrous creatures proved 

hard for the recon contingent to handle. Argento led a 

combined platoon in the centre of the battle, they effectively cut 

down all Tyranids approaching. Led by his example more and 

more men rallied and fought with renewed vigour and resolve. 

The battle turned when Special Weapons Squad Wilkins 

reported to have annihilated a brood of Tyranid Warriors with 

their demolition charges. The death of the Tyranid Warriors 

shattered the synaptic control over the larger gun beasts. 

Carnifexes started tearing each other to pieces as they regressed 

to their feeder instincts. The Lord Commissar wasted not a 

single moment: 

“By the Emperors light, the tide has turned. Drive them back. Kill 

them all!” 

His men responded in force. The battle was far from over. 

MONSTERS AT THE GATES 

After the ambush were the Astra Militarum heavily depleted 

and worse still – cut off. With no means to reinforce their 

numbers they prepared to defend Reactor Station Zetkin with 

what they had at their disposal. A line in the sand had been 

drawn and the future of their world hung in the balance. 

Lord Commissar Argento had taken the command after 

Commander Fawkes was martyred in the Genestealer’s 

ambush. He retained command after they defeated the 

vanguard host and broke through to the Reactor Station. The 

station was still operational, the Xenos had not managed to 

destroy it. Not yet anyway. He assessed the manpower and 

munitions at his disposal. It did not look good.  



 

 

The long range Vox network was drowned in static and his last 

Astropath Psyker laid dead in the corner of his command tent. 

The Astropath had begun to claw his own eyes out while 

franticly screaming about the harrowing shadow creeping into 

his mind. Argento had executed him, for his own good. It was 

unfortunate but he was not prepared to take any risk with the 

Warp.  

Less than one third of the Recon Task Force remained. They 

were still alive and they still denied the enemy their prize. 

Maybe they were winning, but if they continued to win like this 

they would eventually lose the war. The fleet beyond the Iacton 

Halo held endless number. Their only chance of survival rested 

in their ability to prepare for the coming invasion. The shield will 

not fall, the enemy will be defeated. Argento continued to go over 

the status reports. Ammunition was running low and most of 

their armour had been destroyed. What they did have plenty of, 

was Wyvern shells. 

A LINE IN THE SAND 

Lord Commissar Argento ordered his demolition specialists to 

construct makeshift bombs and his Engiseers to clear the 

ground surrounding the Reactor Station. Remaining Chimeras 

and Leman Russes put the dozer blade to work, removing all 

shelter and cover creating a veritable Kill Zone. The 

demolitions crews carefully rigged their Wyvern bombs. The 

Astra Militarum would dig in and try to weather the coming 

storm.  

The communications array on top of Reactor Station Zetkin was 

still damaged and unusable. The company Techpriest and his 

Servitors worked frantically at restoring its functionality. It 

would take hours, maybe days, depending on how badly the 

Xenos had hurt the Machine Spirit with their foul taint. Argento 

had given them twelve hours to complete their task. Twelve 

hours would be cutting it close but after that only God-Emperor 

could save them and the planet. 

The first attack came at dusk. Hundreds upon hundreds of 

Hormaguants rushed out of the ruins and onto the Kill Zone. 



 

 

The Astra Militarum met them with disciplined fire drills. The 

orders were exact and the execution flawless. The Hormaguants 

were killed in scores, but every time one was killed, two new 

seemed to take its place. The assault organisms leaped across 

the Kill Zone with incredible speed, steadily gaining ground 

even though they suffered terrible losses. In the end they failed 

to reach the Astra Militarum’s lines.  

The Hive Mind continued to probe the defences all through the 

night. The defenders were fatigued but at high spirit. They 

were alive and until the they could be relieved only hours 

remained. Some actually believed that they would not die here, 

defending the Reactor Station. All such illusions were shattered 

when at dawn the Hive Mind released the full weight of its 

tremendous swarm. 

“Martyrdom awaits!”, cried the Lord Commissar as the swarm 

was unleashed. His faith did not waver as the winged Hive 

Tyrants appeared in the sky. Nor did his conviction break when 

the first Trygon emerged from the ground behind their 

defensive lines. They were being overrun. The Tyranids were 

unstoppable. 

But he would not falter for his faith was true. Undying. 

Unyielding.  

THE END DELAYED 

The battle raged as the sun rose on the horizon, the first light of 

day caught the Iacton Halo showering the killing ground in a 

golden light. The Hive Fleet in high orbit was visible to naked 

eye; clouding the sky like pox from a black plague. On the 

ground the fighting was fierce. The vile smell of ichor, blood 

and burning flesh filled the air. The depleted contingent from 

the 74th Cadian were desperately defending their ground; 

holding it. 

Argento drove his power sword through the carapace of the 

last of the Hive Tyrants. The sword crackled as the leader beast 

fell and the Tyranid onslaught came to an halt. The synaptic 

control of the horde collapsed allowing the remaining 



 

 

guardsmen to drive aliens down. The survivors looked at 

eachother in disbelief, they were still alive and the Reactor 

Station still functioned. Lord Commissar Argento climbed atop 

of the dead Hive Tyrant, rising his Power Sword in triumph. 

Behind him came the first squadrons of Vendetta Gunships.  

The Astra Militarum had paid a high prize for holding the 

shield up but their sacrifice had unoubtedly saved Hague. Most 

of the remaining Tyranid organisms were hunted down and 

destroyed over the course of the following weeks. Under the 

protective Iactus Halo, both the Tau and the Astra Militarum 

prepare for the coming invasion. Neither could imagine the 

ferocity of the coming invasion. 

HELL UNLEACHED 

47 minutes. Shas’o T’au Aloh, Commander Coldwind, took a 

step back and just watched the sky. It was a black rain falling. 

The Tyranids spores fell like rain from Hive Fleet surrounding 

the planet. Thousands of spores every second filled the air, each 

Tyrannocyte carrying a deadly load. The vectored interceptor 

patterns cut through the blackness of the alien invasion. Precise 

firing designs prevented the spores from successfully reaching 

the planet’s surface. The Tau had prepared for months for this 

moment.  

The strategically placed Sky Ray Missile Defence Gunship 

created a deadly fire shield of intercepting fire; XV-88 

Broadside Battlesuits positioned on the highest buildings lent 

their heavy guns to the air defence; Razorshark Strike Fighters 

hunted down winged monstrosities that dared threaten the 

Tau’s defensive positions. On the ground Fire Warrior Strike 

Teams used the high mobility of their TY7 Devilfish transports 

to catch and destroy any organism that had made planetfall.  

It all worked in perfect concert. It truly was a beautifully 

orchestrated defence. The Shas’o should have been proud but 

instead he just starred at the sky in disbelieve. The spore rain 

didn’t subside or even slow down. The Tau had destroyed 

everything the Hive Mind had thrown at them but it did not 



 

 

blink nor hesitated. It just continued to pour down. 

Relentlessly. Fire would not stop the rain.  

Coldwind reassessed the dataflow of the battle. Two hours had 

passed since the planetary force field had started its cycle of 

deactivation, 79 minutes since the Tau enclave Elro’che’eir, the 

Divine Song, or Plaith as the Imperium called it, on Hague had 

been exposed to the fury of the besieging Hive Fleet. 47 minutes 

remain until Megehra, the Imperial City, would be exposed too. 

Only then, if ever, Coldwind thought, would the spore rain 

end.  

DISSONANCE OF WAR 

Efficiency was still high, casualties low. But it was changing 

rapidly. They had already begun to lose their air supremacy.  

Clouds of Mucolid Spore Mines had drifted in over the 

battlefield making it all but impossible for the Razorsharks to 

manoeuvre. The Mucolids erupted in massive explosions as the 

flyer ventured too close. As the Razorsharks couldn’t maintain 

their grip on the sky the winged monster took hold of it. 

Broadside Battlesuits were attacked by packs of Harpies and 

vicious Hive Tyrants. Other were swarmed by Gargoyles. 

Without the support of the Broadsides and the Razorsharks the 

Sky Rays quickly over-extended in a futile attempt to hold the 

spore rain back. Their support crews were unable to keep up 

with the increased fire rate and many of them simple ran out of 

ammunition.  

The kill rate had dropped from an astonishing 98.2 % the first 

ten minutes to 74.3 % the last five minutes. And it kept on 

falling. Shas’o T’au Aloh estimated that it would drop below 50 

% within less than 13 minutes and below 25 % after 22 minutes. 

By this time the Tyranid ground presence would overwhelm 

the outer perimeters and compromise the entire defensive 

structure. The enclave would be overrun. 47 minutes was 

nothing but an illusion. 

Coldwind nodded ever so slightly the instant before he jumped 

of the roof of the 24-storey building, his XV8 Crisis bodyguard 

team followed him as if they were one. As they fell towards the 



 

 

ground Coldwind began to transmit the new battle plan 

through the communication network. The data feeds lit up 

screens all across the enclave and the response was 

instantaneous. The Tau line filled with movement as they began 

to execute their new orders.  

The repulsion engines roared as Commander Coldwind and his 

bodyguard activated the thruster jets and began dart across the 

battlefield. They moved in unison, in perfect harmonization. It 

was truly a sight to behold. Elro’che’eir had not survived three 

devastating wars against the Imperium of Man only to be lost 

to this alien horde. Not only survived but thrived. No, the 

colony would not be lost. His plan would work. 

The exposure of the enclave to alien invaders was unfortunate 

but the initial total defence had fail. The weight of the Tyranids 

would crush the entire enclave unless the pressure was 

released. If or when the pressure dropped, Coldwind predicted, 

would the Tyranids act like a body of water and seek the path 

of least resistance. They would be able to control the movement 

of the horde. The reports flowed through the data network; 

civilian relocation complete, fire base support deployed, anti-air 

protocols reconfigured.  

Our destiny is the stars. Our victory inevitable. Commander 

Coldwind reasserted himself, double-checked the data flow and 

then he gave the order. Across the besieged enclave the Tau 

defenders scrambled to their new positions. The plan worked 

perfectly; as the Tau released their pressure on certain points of 

their defensive grid the Tyranids immediately swarmed them 

only to be caught in a deadly crossfire. The tidal wave of chitin 

faced a hurricane of fire. 

THE MASTER OF UNTOLD NUMBERS 

For days on end the Tau controlled the movements of the 

Tyranids, constantly shifting release points allowing fatigued 

soldiers to rest while others fought and destroyed the invaders. 

Casualties was low, enemy losses massive; and as the Imperial 

City of Megehra was exposed to the Hive Fleet the intensity of 

the spore rain had actually diminished. Victory was at hand or 



 

 

so the Tau had dared to believe. Coldwind himself fought at the 

front, and he was there when they first saw their doom; on the 

horizon, a horde so vast it lacked numbers.  

Coldwind order cadres of KV128 Stormsurge and XV104 

Riptide Battlesuits to counter and control the swarm. But this 

swarm was unlike the Tyranids that they had faced until now; 

gone was the mindless horde and instead what they faced was 

precise and organized. Every move the Tau made was met with 

a perfect counter-move. Too late did they realise that this 

swarm would not be controlled. The cadres were destroyed one 

by one until they were no more. It was a devastating loss of fire 

power. 

The Tyranids hit the Enclave not like a tidal wave but a tsunami 

of chitin and claw. The Tau found themselves isolated and 

surrounded with their civilian population exposed. The optical 

feeds of the battle zone revealed a massive Skytyrant hidden in 

a flock of Gargoyles at the heart of the swarm. This was no 

simple feeder beast but an organism refined through a 

thousand death and now bred only for one purpose – to destroy 

the Tau. Commander Coldwind knew that as long as the 

Skytyrant lived, the battle could not be won. 

Yet he could not risk everything on the death of the leader 

beast. As he readied his fusion blasters yet again and activated 

his thruster jets to go hunt the Hive Tyrant, he gave the order: 

 “Initiate evacuation protocol. Sectoral defence until completed. Hold 

your ground and deny the enemy its prize.”  

He paused for a second, as if to ensure that the order had gone 

through. 

THE BATTLE OF THE ETERNAL 

GUARDIAN 

Nothing could have prepared the Astra Militarum for the 

primordial ferocity of the full-scale Tyranid invasion. It was as 

if the months of preparations and planning had been all for 

nothing when the surrounding Hive Fleet had released millions 



 

 

upon millions of organisms almost instantaneously as the 

protective Iactus’ Halo deactivated. Countless swarm 

organisms flooded the vast city of Megehra, while winged 

monstrosities commanded the sky. Defensive positions were 

abandoned and the civilian population left to fend for 

themselves. Hope seemed lost. 

The retreat had gone from organized to desperate; the morale of 

the Astra Militarum was all but gone. Panic had started to 

spread through the ranks as the sense of their impending doom 

grew ever deeper. Every attempt to regroup and regain a 

foothold in the battle crumbled and the tidal wave of chitin and 

claw pushed the Astra Militarum further and further back 

towards the sectors surrounding the Archeotech Construct. 

Soon only a last stand would remain. 

While all fronts were under immense pressure; the northern 

front had taken the heaviest toll. As the first front exposed 

when the sky opened and the spore rain began it had been here 

that the Tyranid swarm had hit the hardest. It was bedlam on 

the northern front; the chain of command was broken, and 

communication with High Command cut off. Detachments of 

guardsmen fought more or less individually against the 

unstoppable horrors. Within this confusion the Mad Cat 

Veteran Sergeant known as One Brow gathered a group of 

volunteers, commandeered a Valkyrie Assault Carrier and 

brought the war back to the Tyranids.  

A PLACE TO DIE 

As they approached the Tyranids the sky darkened, smoke and 

microscopic spore organisms filled the air. Random pockets of 

resistance could be seen below. The Valkyrie’s Missile Pods 

roared into the sea of chitin, giving the poor defenders a few 

more breaths of life before the inevitable end would come. One 

Brow gritted his teeth as he ordered the pilot to continue 

further into the fray, towards the Imperial Statuary known as 

the Eternal Guardian. Their chosen place of dying. 

Out of nowhere a winged monstrosity appeared. One Brow 

flung the side door open and laid down a hail of fire from his 



 

 

Heavy Bolter. The beast twisted in pain as the bolter shells 

exploded in its flesh. But the Hive Tyrant remained in the air 

and let its symbiotic bioweapon rip into the flyer. Sergeant One 

Brow screamed to the vox as he continued to fire: 

“Stay on the Eternal Guardian and draw the beast near.” 

Ferro, the pilot, pushed her flyer to the brink trying to get the 

upper hand on the Tyrant. No easy feat as the beast was more 

agile and its predatory instincts far more attuned for this aerial 

hunt. In the end it was the Tyranid who got the upper hand. 

The Hive Tyrant move in behind the Valkyrie and just as it was 

about to tear into the flyer, Ferro dropped the Valkyrie in full 

reverse spinning it around. Only a few meters separated the 

two. Ferro gaze into the beast harrowing eyes as she laid 

everything into it. The lascannon tore into the beast’s flesh and 

the hellfire missiles cracked its carapace open. As the Tyrant fell 

from the sky it dragged the Valkyrie with it. 

One Brow and his men made an emergency evacuation from 

the Valkyrie as it tumbled to the ground. They landed close to 

the gigantic Hive Tyrant. It was still grounded when they 

opened up. Hails of plasma and melta fire brought the leader 

beast low. The organisms under the Hive Tyrants synaptic 

command regressed into their instinctual behaviour, tearing 

each other to pieces or running off to hide.  

The ragtag group of veterans found themselves alone, 

surrounded by the endless swarm, but alive. It was not really 

what they had expected. But they adopted quickly and took up 

defensive positions around the Statue of the Eternal Warrior. 

The squad’s vox operator began to hail all channels, hoping that 

the message would go through. 

“The enemy’s advance slowed.” 

Silence.  

“The Eternal Guardian retaken.” 

  



 

 

HOPE RETURNED 

He repeated the message over and over again, only receiving 

static in return. It would only be a matter of time before the 

Tyranids would spawn a new leader beast to take the fallen 

ones place and the offensive begin anew. Soon they would all 

die. But nevertheless; he continued transmitting and suddenly a 

response came through: 

“This is Eisler, 13th Tank. God-Emperors light shines in this abyssal 

darkness. Hold fast. Help is on its way.” 

Tank Commander Eisler had been the first to respond, 

immediately ordering the remains of his tank company to push 

forward. With 16 Leman Russ of different configuration, a 

dozen or so support tanks, three squadrons of Hell Hounds and 

the ancient Baneblade “Indestructible” he commanded a mighty 

force but not enough to win the war or even hold the statuary 

for long. Soon others responded in equal fashion. Company 

Commanders like Perry and Holton ordered their men to 

relieve the brave soldier caught in the Tyranid swarm. Rumour 

spread through the ranks of the Astra Militarum that the 

Eternal Guardian had been retaken and the alien terror brought 

to a halt. It was not unstoppable after all. All across the 

northern front the soldiers of the Astra Militarum rose. The 

Emperor’s Fist was clenched once more. And from nothing a 

great offensive began.  

Hope had been returned. 

THE DARKSTAR GAMBIT 

Commander Deathrain’s fleet floated silently towards the 

ancient space station on the edge of the Hague system. The 

engines were cut along with all non-essential systems. In the 

blackness of deep space he could see the Tyranid tendril 

stretching thin. Only a few hundred Bioships connected the 

tendril head surrounding Hague with the body of the tendril 

still resting beyond the system. As he watched the tendril only 

stretched thinner and thinner. The time to act had come. 



 

 

Deathrain and his elite cadre had traversed the Sea of Lost 

Souls Nebula in record time to relieve his trapped kinsmen on 

Hague. But he had come too late, Leviathan already held Hague 

in a stranglehold when they arrived to the system. The tens of 

thousands of bioships surrounding the planet was a far greater 

force than the one he commanded. As it stood, he would be 

hard pressed to even make to the planet. But the archaic space 

station known as Darkstar presented new opportunities. The 

space station had controlled the most common route to the 

system for several millennia. It was built long before the Tau 

first ever gazed at the stars with the ambition to conquer them. 

The Tau wrested control of the space station during the last war 

against the Imperium on Hague. They had spent years making 

technological improvements and augmentations; Darkstar was 

far more potent than ever before. The Tau Air Caste had 

transformed the Darkstar into mighty sword in the hands of the 

Tau Empire. Its massive Ion Pulse Accelerators could bring 

even Imperial Grand Cruisers low. With command of the best 

passage into the system, the route to conquest was clear. But 

before the final push to drive the Imperium of Man off Hague 

could be executed, Leviathan came through the void. 

When Hive Fleet Leviathan invaded the system the Darkstar 

offered tremendous resistance. Hundreds of Hive Ships burned, 

thorn to pieces by the indomitable cannons on Darkstar. But in 

the end all defences fall before the weight of the Hive Fleet. The 

guns fell silent as the Tyranids overran the station. Genestealers 

of Hive Fleet Leviathan had fought thousands battles in 

labyrinth mazes of space hulks and desolate stations. The 

broods that entered Darkstar carried the experience of each 

battle, every victory and every defeat, with them. The defenders 

never had a chance. 

INTO THE DARK 

The solemn Commander observed the unexplainable 

movements of the Hive Fleet. The Hive Mind continuously 

withdrew its Bioships from the system. The enemy grows weak, 

we must act before the wind changes anew. He viewed the data feed 

from the uplink to the space station. The guns had been 



 

 

silenced but the Darkstar was still operational. They could 

bring them to life once more. Although passage to Darkstar 

would be easy, taking control of the station would not. The 

feeds revealed a substantial Tyranid presence still present; 

Genestealers and other monstrosities.  

He knew that it would a gambit, success was far from certain, 

but if the planet was to be survive the tendril needed to be 

severed. Even if the tendril stretched thinly now, Deathrain’s 

fleet was nowhere near capable of break it. They needed the fire 

power of Darkstar for the plan to work. If they could cut the 

head from the body, Hague would stand a chance.  

Several teams were assembled for the mission to retake 

Darkstar. Commander Deathrain personally drew up the battle 

plans for each contingent before sending them off. Few would 

survive. But it needed to be done. Once the station was brought 

back online the Tyranids would swarm to destroy it. This 

would create the window that Deathrain needed to break the 

siege and relieve his kinsfolk on Hague. 

The Tau boarding vessels slammed into the space station. The 

fusion cutters carved through the thick hull and the Breacher 

Teams stormed inside. They had expected to face stern 

resistance but all they faced was the abandoned corridors and 

hallways of the Darkstar. Their scanners indicated several life 

forms but the signals were faint and it proved impossible for 

the Tau to engage the enemy. Regardless they pressed on, each 

team broke off to fulfil their objective. The maze-like structure 

divided the Tau forces further and further. It was impossible to 

keep the forces in coherency. The movement of their support 

units were heavily restricted by the narrow corridors and many 

bulkheads and blast doors. 

Suddenly the power was cut. The darkness was so compact that 

not even their Black Sun Filters could penetrate it. It was a trap 

and every Fire Caste knew it. Their scanners lit up with enemy 

movement but it was too late. The Tyranids were upon them. 

Through the darkness the alien struck, running several units of 

Tau down. But the Tau would not surrender their mission so 

easily.  



 

 

The Tau quickly adopted to the grim close quarter combat 

inside the Darkstar. Flamer weapons created veritable death 

traps while the shrapnel of their blast weapons tore through the 

weak chitin of the Tyranid critters. Slowly the Tau recovered 

from the initial Tyranid attack and began to push the alien 

menace back. Their mission would be successful. Failure was 

never an option. 

THE SEVERING OF THE SNAKE’S HEAD 

 “Target locked.” 

“Fire!” 

The barrel of the Ion Pulse Accelerator Cannon was white hot. 

Immediately after the capture of the Darkstar had the Tau 

began a relentless fire pattern. Each shot release hit its mark 

destroying a Hive Ship. One by one the tendril thinned down. 

“This fire routine will cause the weapon system to overload, we are 

already running in the red.” The Fire Engineer was distressed, the 

risk of a critical system failure was close. 

“It is unfortunate but we will sever the tendril, no matter the cost.” 

Commander Stormsun’s answer left no room for debate. He 

held command of the Darkstar and the Tau strike force on the 

station, appointed by Deathrain himself to see this mission 

through. “Continue the fire protocol, until further notice.” 

The Tau strike force had managed to get the station operational 

but just barely, it was by no means in their control. Stormsun’s 

group had fortified themselves in the control room. Another 

group had taken hold of the engine room. Neither position 

would hold. The Tyranids would eventually find a way 

through and kill them all. Not that it mattered much, their end 

gathered outside of the station.  

The Hive Fleet had reacted just as Commander Deathrain had 

predicted; when the station began to destroy the Bioships the 

tendril loosened its grip on Hague and swarmed Darkstar. 

Hundreds of gargantuan Hive Ships were now in close 

proximity. Enough to cut off the head. Stormsun’s stomach bled 



 

 

from the wounds that he had suffered in the assault, his armour 

was beaten and his guns almost out of ammunition. Yet, it did 

not become him; he always knew this was a suicide mission.  

“How long  until we reach a catastrophic systemic failure?” 

“At the current fire pattern, 17 minutes. “ 

The Commander rested against the fire control console, blood 

filled his mouth. He spat it out on the floor. Then he looked up, 

catching the eye of every warrior in the room. 

“That’s too long.” His voice was grim. “Our mission is to sever the 

tendril and that is what we will do. If Darkstar falls to enemy yet 

again, then all is lost. We cannot allow that to happen. It is time for us 

to do our bit.”  

It now became painfully clear for the rest of them that only 

death awaited them. The station would fall. The Tyranids 

would undoubtedly destroy it this time. Nervous looks were 

exchanged at first, then silent nods. Each and every one of them 

knew that only the detonation of the space station could hope 

to sever the tendril. Hundreds of millions of life rested upon 

their shoulders. “Increase the fire resolution, sacrifice target 

acquisition if necessary. For the Greater Good.” 

“For the Greater Good!” 

The end came in a heated flash. It was sudden, even for 

Stormsun and his Fire Caste warriors surrounding him. 

Darkstar exploded like a minor supernova, evaporating every 

Bioship on the system’s outer rim. Many hundreds, maybe even 

thousands, of Hive Ships were no more. Although tens of 

thousands still orbited Hague the tendril was severed. 

SACRIFICE AND SALVATION 

The Deathleaper sat motionlessly atop of the ruined building. It 

carefully watched its prey below. The blue skinned humanoids 

were moving some sort of device, three devices actually. 

Patiently the cunning predator waited; it was trying to piece 

together what was happening. There were too many of the 



 

 

armoured clad soldiers present, too far from the frontline. It 

was important; whatever it was they were doing. 

Nothing could be allowed to endanger the biomass not yet 

devoured. If the severed tendril head was to survive, it needed 

to consume this planet and every living thing on it. Silently the 

Deathleaper marked the area, releasing its pheromone trail. It 

did not take long before the shadows filled with movement. 

Not even the Deathleaper could see them but it could smell 

them; the broods of Genestealers. 

Most of the vanguard organisms had been killed after the first 

invasion failed. They had risen from the hiding and struck at 

the heart of the enemy only to find themselves cut off. The 

tendril had not reached the planet before the planetary force 

field, Iactus’ Halo, activation cycle was complete. Left exposed 

and unsupported the surviving vanguard organisms fled back 

into the dark places. When the second invasion began, the 

remnants of the Tyranid Vanguard remained hidden. They had 

patiently been waiting for the right moment to strike, a moment 

like this. 

“The enemy is here” whispered the Kroot Carnivore. “They have 

surrounded us.” 

SURROUNDED 

The Cadre Fireblade knew that it was true even though his 

instruments could not confirm it. His Kroot auxiliary scouts 

were never wrong when it came to these things. He could help 

but feel both envy and disdain of the Kroot for relying on their 

primitive hunter instincts in this manner. But still, they were 

never wrong. 

“Multi-threats present. Breacher Teams secure the perimeter and 

Strike Teams hold the Neutron amplifiers.” As the Fire Warriors 

began to execute their orders, the Fireblade turned to the Kroot 

Carnivores: “Carnivores, flush them out.” 

The gangly creatures split up in smaller groups and headed 

into the ruins, their primitive rifles in hand. As they 

disappeared out of sight, the screams began. Shot, cries of blood 



 

 

lust and pain, and the sound of flesh getting teared from bones. 

Something was wrong. The enemy was too close. Just as the 

Cadre Fireblade was going to issue a final warning the 

Genestealers fell upon them.  

Their defence was immediately compromised. The Genestealer 

broods emerged from sewage tunnels, venting shafts and ruins 

that the Tau thought they had already secured. They were well 

within first circle of defence, dangerously close to the Neutron 

amplifiers. They moved fast, using their many limbs to quickly 

traverse the difficult ground and assault the Fire Warriors. The 

blooded gushed as the Genestealers tore limbs from bodies, 

decimating the Tau. 

The Cadre Fireblade knew that they needed to regroup and 

concentrate their fire to protect their objective. The sequencing 

had to be allowed to run its course or the fate of the Enclave 

would be sealed. The Deathleaper emerged from the shadows 

directly behind the Fireblade. Its rending claws tore through the 

thick carapace armour and ended the Fireblade’s life. As his 

death cry caught the attention of his squad, the Deathleaper 

had already disappeared. 

FROM THE ASHES INTO THE FIRE  

The Genestealers shock attack had been devastating but the Tau 

was far from broken. Even without the leadership of their 

Fireblade they managed to cut the Genestealers down. The 

courageous Fire Warriors fought with an absolute belief and 

zealous fervour. The lethal speed and agility of the Genestealers 

could not match the combined fire of the Fire Warriors’ pulse 

rifles and pulse blasters.  

But the Genestealers had only been a distraction, a mere first 

line of attacks. With their attention firmly drawn away from the 

outer perimeter the Tau could do nothing stop the monsters 

storming forth. Broods of massive living battering rams, 

Carnifexes, rushed forth, supported by even bigger beast. The 

end was near. All the Tau could hope for was that they could 

hold long enough for the Neutron amplifiers to detonate 

trigging a chain reaction that would rid the enclave of all 



 

 

Tyranids. But in their heart they knew that there was no hope at 

all. 

The Tyranids drew ever closer, the defenders unable to repel 

them, when burning path was drawn across the sky. Like 

meteors on fire they struck the battlefield. Their guns blazed 

and their retro thrusters roared. Many of the monstrous 

Tyranid creatures reacted instinctively to the new threat, 

charging at it only to be cut down. The few remaining Fire 

Warriors instantaneously recognised the insignia of the 

legendary Commander Deathrain, the conqueror of Mons 

Falco, hero of the Tau Empire, and his elite cadre clad in Crisis, 

Broadside and Riptide Battlesuits.  

THE DIVINE SONG ENDS 

When Deathrain’s elite Retaliation Cadre hit the Tyranids they 

threw them into disarray, but Commander Deathrain would 

soon realize that the Tyranids could not be broken. For every 

beast they destroyed two new entered the fray. As the battle 

continued the Tyranids numbers only grew.  

The Tau engineers worked frantically to the get the Neutron 

Amplifiers in place. In ordered to overcharge the enclave’s 

power plant they needed to connect and calibrate the 

amplifiers. An overcharged neutron burst would kill every 

living thing within 20 miles of the Enclave. It was best choice 

out of only bad ones. Even if the Tau were evacuating 

frantically they would never get everyone out, millions would 

die in the blast. But at least the Enclave itself would be 

salvageable. The Tau would be able to repopulate it once the 

war was over.  

The plan had been a longshot from the get go but it failed. Not 

even Deathrain could hold the alien horde off. One by one the 

they overran the Neutron amplifiers and destroyed them. As it 

stood clear the last one would fall Deathrain began to fall back, 

retreating out of the compromised position. No lives would be 

lost in vain. 

“Commander Coldwind, this is Deathrain. The Neutron Amplifiers 

have fallen to the beast. We have fallen back and await your orders.” 



 

 

Coldwind was surprised to hear Deathrain’s voice over 

communications network. His presence on the battlefield was 

welcome even if he brought ill tidings. “That is unfortunate but 

not unexpected.” Coldwind guided Deathrain through the war-

torn city while he brought the newly arrived Commander up to 

speed. The situation was dire. The Enclave had been more or 

less completed overrun. The small pockets of resistance would 

not hold out long. Without the neutron overcharging the Divine 

Song would probably never be retaken. It was lost to the enemy 

The evacuation neared completion. 7.2 million had escaped 

from the Enclave and managed to push past Leviathan’s 

stranglehold of the planet. The reports indicated that Leviathan 

had not followed them. The severed tendril lacked strength to 

hunt its prey off world. Many millions had died trying to 

escape the planet though, but the time to escape Hague was 

past. The Tau no longer controlled the massive siege breaking 

Rail cannons nor the Spaceports. They were now trapped on 

Hague. About 11 million Tau and Gue’vesa remained in parts 

of the city still held by the Tau. More than 90 million 

inhabitants were still unaccounted for, presumed lost to 

Tyranid hunger.    

There was but one place to run to and that was Megehra, the 

Imperial city on the southern continent. Undoubtedly under 

siege too, but only if the Tau joined forces with the Iacton 

Dynasty and their Cadian allies could any hope of survival 

remain. It was a gamble but a gamble was all that was left. 

Coldwind and Deathrain shared one last look before they went 

their separate way; Coldwind led the airborne caravan while 

Deathrain had opted to stay behind and hold the Tyranids at 

bay. Until the end. 

THE RAVEN AND ANGELS OF DEATH 

The mighty Battle Barges and their escort vessels had entered 

the Hague system just as the Tau assaulted the Darkstar; they 

had seen how the Tau’s sacrifice had severed the tendril. 

Company Master Vorenus of the Dark Angels’ forth company 

stood silently on the command deck of their Battle Barge “Truth 

of Caliban” and followed how Deathrain broke the siege. The 



 

 

same Tau Commander he had hunted from Mons Falco across 

the Sea of Haunted Souls; the one marked for death. 

He hailed the Raven Guard Battle Barge “The Black Hunter”; the 

Raven Guard had answered the distress call from Megehra and 

joined the Dark Angels entering the system. They needed to 

capitalize on the actions of Tau. Their scanners picked up 

massive energy output and vertical movement; thousands of 

ships were trying to escape after noticing the suddenly 

weakened siege. It did not take long for Vorenus and Shadow 

Captain Orlok of the Raven Guard to conclude that none would 

survive. The Tyranid Bioships would undoubtedly catch and 

destroy the slow, lightly armed civilian vessels.  

The Black Hunter and the escort vessels thundered in to clear a 

path for those trying to escape Megehra. The heavy lance 

batteries of The Black Hunter obliterated scores of Bioships and 

with the combined lascannon fire destroyed even more. While 

the Raven Guard fought the Dark Angels rushed to clear the 

sky over Plaith. They would not let the Tyranids catch the Tau. 

“Honour demands it, brother”, said Company Master Vorenus to 

the veteran sergeant next to him. “The Tau might very well have 

save this world with their actions, we cannot repay them by turning 

our back on them in their time of great need.” 

“But our quest, Brother-Captain, what will become of the 

Commander?” 

“Fear not, the we shall not suffer the unclean to live. He shall pay the 

ultimate price. But he shall die by our hand, not by this alien horde.” 

The fragile Tau vessels passed the mighty Battle Barge that held 

their path open. They escaped by the hundreds. One day, they 

return to kill us all. Honour alone allowed the Dark Angels 

Company Master to stand idle by as the Tau escape. The tide of 

ships diminished and the Hive Fleet grew in strength. The Dark 

Angels had no choice but to leave. But before Truth of Caliban 

left high orbit, the Dark Angels launched their assault on 

Hague. Company Master Vorenus led the charge from his 

Thunderhawk Gunship. 



 

 

At the same time the Raven Guard made planetfall in Megehra. 

This world could still be saved. 

DESOLATION 

Deathrain was fighting a losing battle and had been doing so 

from the start. All he could hope for was that he could hold the 

docks long enough for Coldwind’s air convoy to reach a safe 

distance. But it looked like not even that would be. The 

Tyranids were truly an unstoppable force. His early warning 

override system was activated, he instinctively braced himself 

and prepared to fire. The dataflow indicated vehicular 

constructions inbound, not Tyranid organisms. The instant 

before impact target confirmation was acquired; Imperial Drop 

Pods. Deathrain held his fire. they were not the enemy, not 

now. 

From their green Drop Pods the Dark Angels stormed out, 

bolters blazing, clearing the area.  Shortly thereafter Vorenus 

and the bulk of the strike force arrived. The Dark Angels and 

the Tau fought side by side against the horde, holding their 

ground, pushing the beast back. They fought for hours. 

Allowing the remains of the Tau enclave to escape.  

With the prey gone the Tyranid onslaught lessened. The 

armoured warriors were offering too much resistance and too 

little biomass. The swarm began to devour the Divine Song. 

Clouds of microscopic organisms poured out of Spore 

Chimneys all over the once great city. Black stacks of spores 

reached into the sky. The Astartes and the Tau looked around 

and all they saw were new stacks reaching for the Hive Fleet 

above. The Tyranids were refuelling. 

“Astartes!” Deathrain called the attention of Vorenus. “The 

Tyranids must be stopped. Nothing else matter. The northern swarm 

must not be allowed to devour Elro’che’eir and reinforce the southern 

swarm. If that happens, this planet is lost and countless more will 

follow its fate.” 

Deathrain transmitted his new battle plans to the last of his elite 

warriors as he spoke; they had fought with him for countless 

years, through dozens of campaigns on dozens of war zones. 



 

 

Together had they conquered planets and defeated enemies. 

They fought for the Greater Good and for Commander 

Deathrain. And they would do so until their very end. Before 

Vorenus could react, they activated their retro-thrusters and let 

their Crisis suits carry them away. Into the heart of the swarm.  

ESCAPING THE FIRE STORM 

As they disappeared Vorenus started receiving transponder 

signals from each suit. They had activated the tracking gestures 

and decoded them for the Dark Angels to read them. The 

Company Master needed no explanation.  

The Dark Angels needed to fight their way out of Plaith. The 

positions that their Gunships had taken up had been 

compromised by the Tyranids and the strike force was now 

surrounded. But there was no time for hesitation, no time to 

wait. Vorenus hailed Truth of Caliban and relayed the tracking 

gestures: 

“Return to orbit. Arm strike missiles and fire at will on the signatures 

required.” 

The white light of the fusion blasts filled the sky behind them as 

they fought their way through the swarm. As the Fire Storm 

crept closer the Adeptus Astartes rushed to reach their 

Gunships beyond the Tyranids. A Ravenwing detachment 

circled the Tactical Marines buying them precious time. But the 

Tyranids poured everything into the battle, determined to drag 

the Dark Angels down with them as the plasma fire destroyed 

the Tau Enclave.  

The battlefield was an inferno of fire and death. The ground 

beneath their feet was transformed into a sea of molten steel 

and concrete. Not even their thick ceramite armour could 

protect them from the fire storm. The Dark Angels could see 

great weapon beasts drawing closer, their alien bodies burning 

as they advanced through the plasma fire. The lesser organisms 

perished, filling the battlefield with horrifying death screams, 

but the monstrous beasts did not. At least not as fast as the 

lesser ones did. The last Dark Angels contingent could see their 

Gunships in the distance, just beyond the massive horde the 



 

 

Tyranids had amassed in front of them. Salvation was close but 

yet so far away. Their attempts to break the Tyranid lines failed 

but they never faltered and kept on pushing forward. Behind 

them the fire storm grew closer. 

Suddenly Deathwing Terminators began to materialize amidst 

the aliens. The shock of the first company’s attack allowed the 

Dark Angels to breakthrough and escape. The Dark Angels 

embarked on their Gunships and left for Megehra. Behind them 

the fire storm consumed the northern swarm and it was all but 

obliterated. But the world still hung in the balance. 

Tyrannocytes still fell from the sky and all reports indicated 

that Megehra too was all but lost.  

SURVIVAL 

Coldwind and his convoy had to fight their way to the ground 

still held by Iacton Dynasty and their Cadian and Raven Guard 

allies. It was impossible to protect the millions of refugees from 

the Tyranid hunger and only less than half actually made it the 

relative safety of the Imperial lines. The Iacton Dynasty still 

held the city sectors surrounding the great Halo projector and 

the grand market. Under normal circumstances less the two 

million inhabited this area, but now more than 39 million was 

sheltered there. The arrival of the Tau was now welcome by the 

Iacton government but the Shadow Captain, who had been in 

contact with Company Master Vorenus, allowed them to enter. 

The Tau military power was needed. There was no further 

discussion about it. 

An uneasy alliance was formed on Hague. They would fight for 

dominion of the planet once they secured that a planet 

remained to fight over. Iacton Engiseers and Tech-Marines from 

the Raven Guard along with Tau Earth Caste engineers began 

to temper with the Iacton Halo, if any chance of survival should 

remain they needed the to cut off the Hive Fleet once more. It 

proved impossible, at least in the short time that they had at 

their disposal. The Magos Dominus assigned to the Iacton Halo 

by the Adeptus Mechanicus returned to the old scriptures, 

unearthing an old secret known as the Burning. 



 

 

The scriptures talked of an planetary siege that was ended after 

the Iacton Halo’s energy was released upon the fleet in orbit. 

The sudden release of power had burned the surrounding ships 

and thus ending the siege. The release of the Halo had caused it 

to collapse, taken it more than 350 years to recover. High 

Commander Bentell of the Cadian forces along with both Orlok 

and Vorenus were all in agreement. Regardless of the cost, 

regardless of the risk for the future; this had to be done.  

A task force were assigned to recover the Iacton Key, an ancient 

artefact necessary for the procedure according to the old texts. 

The relic was held up in the Grand Palace of the Iacton 

Dynasty, not far from the sector held by the defenders of 

Hague. Not far, far enough; the Grand Palace had been overrun 

by the Tyranids and has behind enemy lines. The task force 

managed to recover the Iacton Key but they were intercepted as 

they returned. At first it seemed that all was lost but then a 

signal broke through the interference on the vox net. The Magos 

Dominus and the Chief Tau Engineer who had joined the task 

force were still alive and while the Iacton Key had been lost it 

was close by and traceable.  

As the defenders of Hague assembled a force capable of both 

punching through the Tyranid lines and rescuing the Tech 

Council the Tyranids too started to react. They sensed that 

something going on, the Hive Mind drew its swarm together, 

rushing towards the downed prey. The ensuing battle was 

brutal and fierce, as they fought not over land or power but for 

survival. In defeat, all would be lost. 

THE BURNING 

The defenders of Hague hit the area like a freight train; there 

was nothing subtle about the attack. If the plan had been to 

shock the Tyranids away from the battle zone it did not work 

and the battle quickly escalated into one of the greatest battles 

of the entire invasion. While Assault Marines from the Raven 

Guard and Deathwing Terminators from the Dark Angels’ first 

company began to search and secure the Iacton Key, the fast 

moving Tau Battlesuits rushed to extract the Magos Dominus 

and the Tau Engineer. The Astra Militarum was there to 



 

 

hammer the enemy from afar and to shield their allies from the 

enemy.  

Lord Commissar Argento had volunteered for latter the 

assignment. He had fought his way from the northern front 

down the central sectors. A handful of the guardsmen that had 

held the Reactor Station at the begin of the war was still with 

him. They had volunteered too. Their assignment was as simple 

as it was suicidal. They knew it from the get go but the job 

needed to be get done. Most of them just figured that they died 

a long time ago, their bodies just refused to accept the fact. 

Their mission was to slow the enemy advance and protect the 

extraction of the besieged specialists. They did just that; first 

with their lasguns, then with bayonets and finally with their 

lives. 

Endless swarms of lesser Tyranid organisms flooded area. 

Trygons broke through the ground releasing scores of beasts 

through their tunnels. Genestealers disrupted the backfield, 

killing slow moving and static units. The sky filled with 

massive wing Hive Tyrants, often shielded by Gargoyles and 

flanked by Harpies and Hive Crones. The ground shook as the 

Tyranid monsters entered the fray. Hidden Lictors guided 

Mawlocs with deadly precision. Gargantuan Harridans began 

to swarm the battle like vultures over a dying man. Death was 

everywhere and hope faded. The sheer multitude of Tyranids 

almost broke the defenders back but the selfless sacrifice of the 

74th Cadian proved enough in the end. The defenders of Hague 

left the battlefield with both missions completed. The losses had 

been devastating but, of course, acceptable.  

Tech-Marines from the Dark Angels and Iacton Dynasty 

Mechanicus Tech-Priests used the retrieved knowledge and the 

arcane Iacton Key to initiate the burning of the Halo. The 

process was painfully slow and the Tyranids offered no respite, 

their assault continued, breaking through many defensive lines. 

During the hours it took for the Burning to commence the 

Tyranids killed over 13 million refugees. The last retreat looked 

to become the last killing ground. But then the Burning began.  



 

 

Much like when the Iacton Halo was active the sky filled with a 

golden shimmering light but the light burned brighter and 

more unstable, flickering until suddenly the sky exploded. It 

was as if the planet, for but a single moment, was showered in 

the light of God-Emperor himself before the light blew into 

space consuming the entire Hive Fleet surrounding Hague. The 

destruction of the Hive Fleet caused a psychic shockwave that 

killed Tyranid leader beasts on the planet leaving the invaders 

in complete disintegration and disarray. The surviving 

Tyranids would have to hunted down and destroyed. The 

death toll would continue to rise but in that instant the war was 

over. 

The Tyranid invasion had left the planet crippled but it 

survived. The ecosystem was ruins, much of the fauna and flora 

had been devoured by the alien horde. The sea level had 

dropped over 14 meters. The Tau assessed their losses and 

found that the best course of action was to abandon the planet 

entirely. Without the enclave and without the Darkstar space 

station there wasn’t much to hold on to anyway. The losses had 

been grave, nearly 100 million dead. But the losses of the Tau 

were dwarfed by the losses of the Imperium. Less than 32 

million souls had survived, the dead and unaccounted were 

estimated to more than 400 million.  

The Imperium had held the planet against the Tyranid invaders 

and at the same time finally purged Hague of the Tau presence. 

The planet could be healed and repopulated. The loss of the 

Iacton Halo was unfortunate but it would hopefully restore 

itself once more. If not, most world manages without a 

planetary force field; Hague too would have learn to do 

without. So even if the losses had been severe, had they in the 

end been acceptable. To the Imperium of Man, this was nothing 

short of a resounding victory. 

  



 

 

EPILOGUE 

The last of the Great Unclean Ones thrown back into the warp. 

Leviathan stood triumphant on Bel Fanon; the Hive Fleet had 

survived the seven plagues released by the minions of Nurgle. 

Each plague more devastating than the last. The Eastern Tendril 

was weakened by the plagues and by the gruelling war but the 

tendril had adopted to each plague. It had survived. 

Bel Fanon however had been contaminated to its core. The 

biomass left on the planet could not quell the hunger of the 

starved Hive Fleet. The Hive Mind struggled to contain the 

sickness that spread to the ships fed biomass from the planets. 

Thousands of ships were sent crashing into the sun in order to 

purge the fleet. Without the Tendril head, the fleet was lost. The 

loss of its pheromone trails had left the Eastern Tendril unable 

to find new prey worlds to devour. The Hive Fleet was dying. 

The tendril reached into the void, blindly searching for biomass 

when suddenly a light exploded in the far distance. A golden 

light flashed across vast nothingness of deep space. But that 

was all the Hive Fleet needed. Leviathan had found a world to 

devour. The great flash of light had been the burning of the 

Iacton Halo. The Imperium celebrated it great victory over the 

Tyranid invaders; not realizing that their actions to save Hague 

had both sealed their fate and doomed countless more worlds. 

The shadow crept closer. Leviathan had returned. 

 

  



 

 

RULES OF ENGAGEMENT 

War Zone Hague: Survival is a narrative campaign. There are 

eight Echoes of War missions depicting crucial battles of the 

Tyranid’s invasions of the planet of Hague. Each battle can be 

played as a stand-alone game but we believe that playing them 

as a campaign adds to the experience. The last Echoes of War 

Mission – Survival – has been designed as the decisive battle of 

the campaign. The player who wins that game win the 

campaign. So play it big and epic!  

In order to add some extra spice to the War Zone Hague: 

Survival there is the possibility to add victory benefits to the 

final battle. Each mission give the victor a slight (but not game-

breaking) boon in the final mission. The boon is not locked to 

faction securing the benefit but is bestowed upon either player 

to do what they see fit in the final game, i.e. all victory boons 

collected by the Tyranids during the seven first missions are 

given the Tyranid Invaders player and all victory boons 

collected by either the Astra Militarum, Tau Empire or Dark 

Angels befall the Defenders of Hague player.  

VICTORY BOONS 

Echoes of War mission Victory Boon 
Reactor Station Zetkin, 
not Responding 

Before the game starts pick a single 
Infantry unit, that unit may re-roll 
all To Hit rolls of 1. 

Monsters at the Gate  Once per game, the player may 
choose to automatically pass a 
Leadership test. 

Hell unleashed Once per game, the player may 
choose to pass or fail a Reserves 
roll. 

The Battle of the 
Eternal Guardian 

Once per game, the player may re-
roll a single saving throw. 

The Darkstar Gambit Before the game starts pick a single 
non-vehicle unit, that unit gain the 
Night Vision special rule. In 
addition the player may choose to 
re-roll the roll for Night Fighting.  



 

 

Sacrifice and Salvation Before the game starts pick a single 
non-vehicle unit, that unit gain the 
Hatred special rule. 

The Fire Storm Before the game starts pick one 
Character (or Independent 
Character), that Character (or 
Independent Character) gains the 
Feel No Pain (6+) special rule. 

 

 

  



 

 

ECHOES OF WAR: 

1. 

REACTOR STATION ZETKIN, NOT RESPONDING 

The Astra Militarum sent a Recon Battle Group to investigate why 

the Reactor Station Zetkin on the outskirts of Megehra had fallen 

silent. In the war-torn ruins surrounding the Reactor Station the 

Tyranid’s vanguard ambushed the guardsmen. 

ARMIES 

Choose armies as described in Warhammer 40,000: The Rules. 

One player is the Astra Militarum player, and his opponent is 

the Tyranid Vanguard player. All units from the Astra 

Militarum player’s army must have the Astra Militarum 

Faction. All Units in the Tyranid Vanguard player’s army must 

have the Tyranids Faction. 

Designer’s Note: In order to represent the Tyranid Vanguard 

correctly in this mission, the player should rely heavily on 

Genestealers in his army.  

THE BATTLEFIELD 

Use the deployment map included in this mission. Set up 

terrain as described in Warhammer 40,000: The Rules. We 

recommend that you set up at least six buildings and/or ruins 

terrain, and that you use more buildings and ruins if possible. 

Note that special rules apply to the buildings and ruins (see 

Mission Special Rules). 

 

 

 

 

 



 

 

Side A Table Edge 

   

Side A 
Deployment Zone    

Side B 
Deployment Zone 

   

   

Side B Table Edge 

 

Each player rolls a D6, re-rolling ties. Whoever scores higher 

decides which quarter of the table they wish to deploy in. The 

opposing player deploys in the diagonally opposite quarter.  

Objective Markers 

After all terrain has been set up, but before determining table 

quarters, the players must place 6 Objective Markers that are 

individually numbered 1 through 6 on the battlefield, using the 

rules from Warhammer 40,000: The Rules. Each Objective Marker 

must be placed on a building or in a ruins terrain. 

DEPLOYMENT 

The Astra Militarum player deploys first, anywhere in his 

deployment zone. The Tyranid Vanguard player deploys 

second, anywhere in his deployment zone. 

FIRST TURN 

The Astra Militarum player chooses whether he goes first or 

second. If the Astra Militarum player chooses to go first, the 

Tyranid Vanguard player may attempt to Seize the Initiative. 



 

 

Cities of Death Objectives 

Each player generates 3 Cities of Death Objectives at the start of 

their first turn. In this mission only Capture & Control, Take & 

Hold and Storm & Defend Objectives are used. If you don’t 

have access to Cities of Death Objective just use the Tactical 

Objective from Warhammer 40,000: The Rules. 

GAME LENGTH 

This mission uses Variable Game Length. 

VICTORY CONDITIONS 

At the end of the game, the player who has the most Victory 

Points is the winner. If both player have the same number of 

Victory Points, the game is a draw. 

Primary Objective 

Achieve as many Cities of Death Objectives as possible. If, at 

the start of a player’s turn, he has fewer than 3 Active Cities of 

Death Objectives, he must generate a number of new Cities of 

Death Objective until he has 3. 

Secondary Objective 

First Blood, Linebreaker, Slay the Warlord 

MISSION SPECIAL RULES 

Cities of Death Objectives, Night Fighting, Reserves. 

“They’re Everywhere!”: The Genestealers had been lying in wait, 

hidden, ready to spring their trap. All Genestealer units have the 

Deep Strike special rule in this mission, and do not scatter when 

arriving from Deep Strike reserves. 

City of Ruins: The area surrounding Reactor Station Zetkin had 

been the scene of many devastating battles between the Imperium and 

the Tau, leaving most buildings and ruins in a dire state. In this 

mission all building are Dilapidated and all ruins are dangerous 

terrain and only confer a 5+ cover save. 



 

 

The Sky is Shut: With the Iactus’ Halo activated, the Tyranid Spore 

rain ended. The Tyranid Vanguard player may not use 

Tyrannocytes in this mission. 

  



 

 

ECHOES OF WAR: 

2. 

MONSTERS AT THE GATES 

The surviving elements of the Recon Battle Group dug in to defend 

the Reactor Station against the alien horde. Horribly outnumbered the 

Astra Militarum had to make do with what they got to ensure the 

survival of the planet. 

ARMIES 

Choose armies as described in Warhammer 40,000: The Rules. 

One player is the Astra Militarum player, and his opponent is 

the Tyranid Swarm player. All units from the Astra Militarum 

player’s army must have the Astra Militarum Faction. All Units 

in the Tyranid Swarm player’s army must have the Tyranids 

Faction. 

Cut Off and Depleted: The Astra Militarum defenders had been cut 

off and they were forced to divide their numbers to try and hold the 

Archeotech Construct.  The Astra Militarum player must divide 

his army into two equal parts by assigning a unit to Force A 

and then assigning a unit to Force B continuing to alternate 

between Force A and B until he has assigned all his units. Once 

all units are assigned randomly select one of the two Forces. 

The selected Force is the entire Astra Militarum army for this 

battle. 

THE BATTLEFIELD 

Use the deployment map included in this mission. Set up 

terrain as described in Warhammer 40,000: The Rules.  

The Kill Zone: The Astra Militarum have cleared out the area in 

front of their defensive position creating a deadly Kill Zone. Do not 

place any terrain pieces inside the Kill Zone. 
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DEPLOYMENT 

The Astra Militarum player deploys first, anywhere in his 

deployment zone. The Tyranid Swarm player deploys second, 

anywhere in his deployment zone. 

The Astra Militarum player must deploy his entire army, 

leaving nothing in reserves. Flyers must also be deployed, 

starting the game in Hover Mode. 

FIRST TURN 

The Astra Militarum player chooses whether he goes first or 

second. If the Astra Militarum player chooses to go first, the 

Tyranid Swarm player may attempt to Seize the Initiative. 

GAME LENGTH 

This mission uses Variable Game Length. 

VICTORY CONDITIONS 

The Tyranid Swarm player wins if the entire Astra Militarum 

army has been completely destroyed. Units that are Falling 

Back at the end of the game, and units that are not on the table 

at the end of the game, count as destroyed for the purpose of 

this mission. If, at the end of the game, at least one Astra 



 

 

Militarum model that has not been completely destroyed the 

Astra Militarum player wins. 

MISSION SPECIAL RULES 

Night Fighting, Reserves. 

“Make do with what you’ve got”: In the preparations for the 

coming onslaught, the guardsmen of 74th Cadian made bombs from 

surplus Wyvern munitions. The Astra Militarum player may 

place up to 4 Munitions Markers using the Infiltrate special 

rule. Any non-vehicle unit can activate one Munitions Marker 

instead of making a shooting attack. To activate a munitions 

marker roll 1D6, on a 2+ place a large blast marker with its 

centre hole over the munitions marker and resolve the attack 

using the following profile:  

S4 AP6 Large Blast, Shred, 

Ignores Cover 

Prepare for the end: As the Astra Militarum dug in and readied 

themselves they did what they could to fortify their positions. The 

Astra Militarum player may take 2 of the following Battlefield 

Debris. He may place the Battlefield Debris anywhere on the 

table, including inside the Kill Zone.  

 Ammunition Dump: 2 terrain pieces. 

 Barricades: 4 terrain pieces, up to 6” each. 

 Imperial Statuary: 1 terrain piece. 

 Tanglewire: 4 terrain pieces, up to 6” each. 

The Sky is Shut: With the Iactus’ Halo activated, the Tyranid Spore 

rain ended. The Tyranid Swarm player may not use 

Tyrannocytes in this mission. 

  



 

 

ECHOES OF WAR: 

3. 

HELL UNLEASHED 

As the Tyranid invasion gained pace the Tau were forced to revert to 

sectorial defence. Disorienting and bloody combat took place all over 

the Tau enclave as the Tau desperately tried to hold their ground 

against the endless tide of Tyranids.  

ARMIES 

Choose armies as described in Warhammer 40,000: The Rules. 

One player is the Tau Empire player, and his opponent is the 

Tyranid Swarm player. All units from the Tau Empire player’s 

army must have the Tau Empire Faction. All Units in the 

Tyranid Swarm player’s army must have the Tyranids Faction. 

The Tyranid Swarm player must divide his army into two 

waves, any number of units may be assigned to either of the 

two waves. The first wave arrives at the start of the player’s 

first turn. The units in the second wave are placed in Reserves 

and enter play following the rules for Reserves. 

Designer’s Note: In order portray the Tyranid Swarm correctly in 

this mission, and to take full use of the mission special rules, the 

player should field the Endless Swarm Formation (see Rising 

Leviathan II: Invasion) and the Skytyrant Swarm Formation (see 

Shield of Baal: Leviathan) in this mission. 

THE BATTLEFIELD 

Use the deployment map included in this mission. Set up 

terrain as described in Warhammer 40,000: The Rules. We 

recommend that you set up at least six buildings and/or ruins 

terrain, and that you use more buildings and ruins if possible. 



 

 

1 3 5 

2 4 6 

 

Objective Markers 

After all terrain has been set up, the players must place 6 

Objective Markers face down on the table (don’t look), using 

the rules from Warhammer 40,000: The Rules. Each Objective 

Marker must however be placed on a building or in a ruins 

terrain. There should be one Objective Marker marked with a 4, 

two marked with 3’s, two marked with 2’s and a single 1. 

Immediately after the Tau Empire player has deployed his 

army, flip the six markers over and see how many Victory 

Points they are worth.  

DEPLOYMENT 

The Tau Empire player deploys first. When he picks a unit to 

deploy, roll a D6 and deploy the unit anywhere within that 

table sector. Repeat this procedure until all units have been 

deployed or placed in reserves. 

The Tyranid Swarm player doesn’t deploy any units, his entire 

army start off the table. 

FIRST TURN 

The Tyranid Swarm player goes first. The Tau Empire player 

may not attempt to Seize the Initiative. 



 

 

GAME LENGTH 

This mission uses Variable Game Length. 

VICTORY CONDITIONS 

At the end of the game, the player with the most Victory Points 

is the winner. If both players have the same number of Victory 

Points, the game is a draw. 

Primary Objective 

At the end of the game, each Objective Marker is worth a 

number of Victory Points to the player that controls it equal to 

the number of the marker. In addition, at the end of the game, 

each player receives 1 Victory Point for each table sector that 

they have at least one scoring unit in while the opponent has no 

scoring units (the Objective Secure special rules matters not in 

this case). A scoring unit can only claim one table sector, in case 

a unit is spread across several table sectors at the end of the 

game, the controlling player decides which table sector it is 

claiming.  

Secondary Objective 

First Blood, Slay the Warlord 

MISSION SPECIAL RULES 

Night Fighting, Reserves. 

Tyrant of the Endless Swarm: Under the indomitable rule of the 

mighty Skytyrant, the Tyranids were truly without number. As long 

as the Hive Tyrant from the Skytyrant Formation has not been 

removed as a casualty, the Tyranid Swarm player can re-roll 

failed results to see if a Termagant or Hormagaunt Brood from 

an Endless Swarm Formation that has been completely 

destroyed is replaced. The Skytyrant must be the Tyranid 

Swarm player’s Warlord. 

Disorienting Battlefield: As the Spore Pods continued to rain 

down from the Hive Fleet the battlefield became increasingly 

confusing and disorienting. When a unit is brought on from 

reserves, roll 1D6 to determine a table sector, your unit is 



 

 

brought on from that table sector’s table edge. Units with 

Outflank may choose to re-roll the roll to determine table sector 

and units with the Acute Senses special rule may choose from 

which table edge to enter game. If you, for any reason, cannot 

enter the table from the table sector’s table edge that you rolled, 

the unit is placed in ongoing reserves and rolls again next turn 

to determine from which table sector it must enter. Furthermore 

any units that are forced to Fall Back do so towards the closes 

table edge. 

Complete Control: The Tau forces had meticulously gone over their 

defensive perimeter and routed out all infiltrating Tyranid organisms. 

The Tyranids Swarm player is not allowed to Infiltrate any 

units in the mission.  

  



 

 

ECHOES OF WAR: 

4. 

BATTLE OF THE ETERNAL GUARDIAN 

With the chain of command broken, a series of unsanctioned actions 

led to an all-out counteroffensive by the Astra Militarum on the 

northern front. The guardsmen of the 74th Cadian fight to regain 

control of the Eternal Guardian. 

ARMIES 

Choose armies as described in Warhammer 40,000: The Rules. 

One player is the Astra Militarum player, and his opponent is 

the Tyranid Swarm player. All units from the Astra Militarum 

player’s army must have the Astra Militarum Faction. All Units 

in the Tyranid Swarm player’s army must have the Tyranids 

Faction. 

THE BATTLEFIELD 

Use the deployment map included in this mission. Set up 

terrain as described in Warhammer 40,000: The Rules. 

Tyranid Table Edge 

Tyranid Deployment Zone   6”
 

   

        

24
” 

   

           

           

        
 

24” 24”  18” 

     

12
” Statue of the 

Eternal 
Guardian         

Astra Militarum table edge 



 

 

The Eternal Guardian: After all terrain has been set up, the 

Astra Militarum player must place the Statue of the Eternal 

Guardian within the area marked on the deployment map. The 

Statue follow the rules for Battlefield Debris (Imperial Statue). 

In addition, the Eternal Guardian is an Objective Marker for the 

purpose of this mission. 

DEPLOYMENT 

The Tyranid Swarm player deploys first.  

The Astra Militarum player starts the game with game with 

One Brow’s Volunteers (see Mission Special Rules), placed within 

6” of the Statue of the Eternal Guardian. The rest of his army 

starts the game in reserves. 

FIRST TURN 

The Astra Militarum player chooses whether he goes first or 

second. If the Astra Militarum player chooses to go first, the 

Tyranid Swarm player may attempt to Seize the Initiative. 

GAME LENGTH 

This mission uses Variable Game Length. 

VICTORY CONDITIONS 

At the end of the game, the player with the most Victory Points 

is the winner. If both players have the same number of Victory 

Points, the game is a draw. 

Primary Objective 

At the end of the game, 3 Victory Points is awarded to the 

player that controls the Statue of the Eternal Guardian. If any 

model from One Brow’s Volunteers survives the game the Astra 

Militarum player gains 1 VP. If they are completely destroyed 

before the end of turn 3 the Tyranid Swarm player gain 1 VP. 

Secondary Objective 

First Blood, Slay the Warlord 



 

 

MISSION SPECIAL RULES 

Night Fighting, Reserves. 

Until the end: The Astra Militarum are determined to hold the 

Statue of the Eternal Guardian at all cost. The Tyranid Swarm 

player cannot win the game due to Sudden Death Victory even 

if Astra Militarum player has no units on the battlefield at the 

end of any game turn. Furthermore all non-vehicle units with 

the Astra Militarum faction have the Objective Secure rule. 

One Brow’s Volunteers: Sergeant One Brow’s Veterans plunged 

into the midst of the Tyranid swarm capturing the statue. In 

addition to his army the Astra Militarum player may field one 

unit of Veterans to represent One Brow’s Volunteers. The unit 

may take any options and wargear available except a dedicated 

transport (normal restrictions still apply to which combinations 

of option may be taken), and the unit must be deployed within 

6” of the Statuary. 

“Hold on, we’re coming!”: Urgency and ill coordination was the 

hallmarks of the Imperium’s push to recapture the Imperial Statue and 

relieve One Brow’s Volunteers. The Astra Militarum player starts 

to roll for reserves on turn 1, units placed in reserves will arrive 

on a 4+ on turn 1. From turn 2, all units remaining in reserves 

follow the rules for reserves as described in Warhammer 40,000: 

The Rules. 

 

  



 

 

ECHOES OF WAR: 

5. 

THE DARKSTAR GAMBIT 

The Tau sent in elite cadres to retake the ancient Space station known 

as the Darkstar in an effort to sever the tendril. The deadly battle was 

fought in the claustrophobic corridors and vaults of the Darkstar. 

ARMIES 

Choose armies as described in Warhammer 40,000: The Rules. 

One player is the Tau Empire player, and his opponent is the 

Tyranid Vanguard player. All units from the Tau Empire 

player’s army must have the Tau Empire Faction. All Units in 

the Tyranid Vanguard player’s army must have the Tyranids 

Faction. 

Battle Contingents: The players must split their armies into 

contingents, using the following method. Each player has three 

contingents, named Contingent A, Contingent B, and 

Contingent C. To organize your army into the contingents, first 

select a unit from your army roster. This unit joins Contingent 

A (place the letter ‘A’ next to the unit on your roster to show 

this). Then pick a second unit, which must join Contingent B, 

and then a third unit, which must join Contingent C. The fourth 

unit you select must join Contingent A, and so on until all of 

your units have been assigned to one of the contingents, in the 

order A, B, C, A, B, C, A, B, C, etc. The Battles Having selected 

your contingents, you must fight three battles to determine the 

winner of the mission. Each of the battles is fought using the 

following mission instructions. Before either player has set up, 

they must first note down which of their three contingents they 

will use. Each contingent may only be used in one of the three 

battles you fight, but they can be used in any order you desire. 

THE BATTLEFIELD 

Use the deployment map included in this mission. Set up 

terrain as described in Warhammer 40,000: The Rules.  



 

 

The battles of this mission are fought in corridors and chambers 

of the Darkstar Space Station. You should try and use 

appropriate terrain from your collection, such as Zone Mortalis, 

to represent the harrowing darkness in which the forces are 

clashing. 

  

Side A 
Deployment Zone 

 

 

Side B 
Deployment Zone 

 

Each player rolls a D6, re-rolling ties. Whoever scores higher 

decides which table quarter they wish to deploy in. The 

opposing player deploys in the opposite table quarter.  

Objective Markers 

After the table has been set up, but before determining table 

quarter, the players must place 1D3 Objective Markers on the 

battlefield, using the rules from Warhammer 40,000: The Rules. 

DEPLOYMENT 

Players must deploy using the rules from Warhammer 40,000: 

The Rules. Roll to see who deploys first at the start of each 

battle. 

  



 

 

FIRST TURN 

The player who set up first can choose to take the first or 

second turn. If he decide to take the first turn, his opponent 

attempt to Seize the Initiative.  

GAME LENGTH 

This mission uses Variable Game Length. 

VICTORY CONDITIONS 

At the end of each battle, the player that has scored the most 

Victory Points wins the battle. If the players have the same 

number of Victory Points, the battle is a draw. If you win two of 

the battles, or win one and draw the other two, then you win 

the mission. 

Primary Objective 

At the end of the battle, each Objective Marker is worth 3 

Victory Points to the player that controls it. 

Secondary Objective 

At the end of the battle, each player receives 1 Victory Point for 

each enemy unit that has been completely destroyed. Units that 

are Falling Back at the end of the battle, and units that are not 

on the board at the end of the battle, count as destroyed for the 

purpose of this mission. Remember that Independent 

Characters and Dedicated Transports are individual units and 

award Victory Points if they are destroyed. 

MISSION SPECIAL RULES 

Reserves. 

Pitch Black: The pitch black darkness of the Darkstar’s maze-like 

corridors let no light escape. Hidden in the dark the enemy laid in 

wait. Before the first turn of each battle during this mission each 

player may choose to deactivate the lighting in their 

Deployment Zone. When the lighting is deactivated, all units in 

that table quarter gain Shrouded. Units with the Night Vision 



 

 

special rule reduces the effects of this rule by changing 

Shrouded to Stealth. 

In their Movement Phase, any non-vehicle unit may choose to, 

in lieu of moving, activate or deactivate the lighting of the table 

quarter that they are in. 

The Narrow Corridors of the Darkstar: The confined spaces, 

solid walls and low ceiling make the use of Indirect Fire 

impossible. It also make Deep Strike by any other means than 

teleportation, lurking in the shadows and so forth impossible.   

Furthermore any model that uses a jump pack or jet pack, or 

that is a Flying Monstrous Creature, a skimmer, bike, jetbike or 

a flyer, must take a Dangerous Terrain test after it completes a 

move (including Run, Turbocharge or Charge moves).  

Death Trap: Fires explode through the corridors and shrapnel 

ricochet off the wall, the Darkstar’s nothing short of a death trap. All 

weapons with either Blast or Template special rule in their 

profile gain the Shred special rule.  

Unforgiving Combat: Close combat in the confined space of the 

Darkstar’s a deadly affair. All units count as having Assault 

Grenades when they assault units in cover. In addition, 

victorious units may re-roll Sweeping Advance rolls. 

Nowhere to Run: With enemies everywhere it’s easy to get 

disoriented and lost on the battlefield. All units that are forced to 

Fall Back do so away from the visible enemy units towards the 

closest table edge. Units that cannot move the full distance of 

their Fall Back move are destroyed.  

Devastating Overwatch: Any unit eligible to fire Overwatch 

must take an Initiative test before resolving Overwatch. If the 

test is successful the unit may fire Assault, Pistol and Rapid Fire 

weapons using their full Ballistic Skill. Other weapons follow 

the normal rule for Overwatch. If the test fails the unit may fire 

Overwatch normally. Note that only weapons that can be fired 

during Overwatch can be fired using this rule. 

  

  



 

 

ECHOES OF WAR: 

6. 

SACRIFICE AND SALVATION 

Hidden Vanguard organisms ambushed the Tau as they attempted to 

cleanse the enclave of the Tyranid invaders by overcharging the 

neutron power plant. The battle saw the return of the legendary 

Commander Deathrain but the Tyranid assault was without numbers. 

ARMIES 

Choose armies as described in Warhammer 40,000: The Rules. 

One player is the Tau Empire player, and his opponent is the 

Tyranid Vanguard player. All units from the Tau Empire 

player’s army must have the Tau Empire Faction. All Units in 

the Tyranid Vanguard player’s army must have the Tyranids 

Faction. 

Deathrain Retaliation Cadre: The Tau Empire player must 

include a Retaliation Cadre formation (see Codex: Tau Empire) in 

his army. Note that special rules apply to the Deathrain 

Retaliation Cadre (see Mission Special Rules). 

THE BATTLEFIELD 

Use the deployment map included in this mission. Set up 

terrain as described in Warhammer 40,000: The Rules.  

 

 

 

 

 

 

 



 

 

 Tau Empire table edge A  

T
y

ra
n

id
 t

ab
le

 e
d

g
e 

A
 

T
y

ra
n

id
  

d
ep

lo
y

m
en

t 
zo

n
e 

 

T
au

 E
m

p
ire 

d
ep

lo
y

m
en

t zo
n

e 

 

T
y

ran
id

 tab
le ed

g
e B

 

24” 
 

48” 

 Tau Empire table edge B  
 

Objective Markers 

After the table has been set up, but before determining table 

quarter, the Tau Empire player must place 3 Objective Markers 

in his deployment zone, using the rules from Warhammer 

40,000: The Rules. 

DEPLOYMENT 

Players must deploy using the rules from Warhammer 40,000: 

The Rules.  

FIRST TURN 

The Tyranid Vanguard player chooses whether he goes first or 

second. If the Tyranid Vanguard player chooses to go first, the 

Tau Empire player may attempt to Seize the Initiative. 

GAME LENGTH 

This mission uses Variable Game Length. 

VICTORY CONDITIONS 

At the end of the game, the player with the most Victory Points 

is the winner. If both players have the same number of Victory 

Points, the game is a draw. 



 

 

 

Primary Objective 

At the end of the battle, each Objective Marker is worth 3 

Victory Points to the player that controls it.  

Secondary Objective 

At the end of the battle, each Tyranid Vanguard player receives 

1 Victory Point for each enemy unit that has been completely 

destroyed. Units that are Falling Back at the end of the battle, 

and units that are not on the board at the end of the battle, 

count as destroyed for the purpose of this mission. Remember 

that Independent Characters and Dedicated Transports are 

individual units and award Victory Points if they are destroyed. 

The Tau Empire player receives 1 Victory Point for every unit in 

his army that has not been destroyed at the end of the battle. 

MISSION SPECIAL RULES 

Night Fighting, Reserves. 

Look to the Sky: The entire Deathrain Retaliation Cadre 

formation must be placed in Deep Strike reserves. There is 

however no need to roll for reserves, all units in the formation 

arrives on turn 3. Each unit may re-roll its scatter roll when they 

arrive from Deep Strike. This rule replaces the Low Altitude 

Deployment rule. 

Surrounded: When the Tyranid Vanguard player places a unit 

in reserves he must declare whether that unit will be coming on 

from his table edge A or table edge B. The Tau Empire player’s 

unit always Fall Back towards the closes of his two table edges. 

Without numbers: Any non-Troops Tyranid unit that has been 

completely destroyed is immediately placed in Ongoing 

reserves and returns to the battle from either table edge A or 

table edge B, determined randomly. 

  



 

 

ECHOES OF WAR 

7. 

THE FIRE STORM 

The Dark Angels held the port of Plaith as the Tau evacuate the last of 

their colonists. As the Tyranids drew closer the orbital bombardment 

began setting the enclave ablaze. Caught between the Tyranids and 

the encroaching fire storm the Dark Angels had to fight their way to 

safety. 

ARMIES 

Choose armies as described in Warhammer 40,000: The Rules. 

One player is the Dark Angels player, and his opponent is the 

Tyranid Swarm player. All units from the Dark Angels player’s 

army must have the Dark Angels Faction. All Units in the 

Tyranid Swarm player’s army must have the Tyranids Faction. 

THE BATTLEFIELD 

Use the deployment map included in this mission. Set up 

terrain as described in Warhammer 40,000: The Rules.  
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DEPLOYMENT 

The Dark Angels player deploys first, he must deploy half of 

his army anywhere within the Dark Angels deployment zone A 

and the other half anywhere within the Dark Angels 

deployment zone B. The only units in the Dark Angels player’s 

army that can start the game in Reserves are units with the 

Deathwing special rule (and that are wearing terminator 

armour) and Flyers. 

The Tyranid Swarm player deploys second, anywhere in his 

deployment zone. 

FIRST TURN 

The players roll off to see who goes first. The player who lost 

the roll off may attempt to Seize the Initiative. 

GAME LENGTH 

This mission uses Variable Game Length. 

VICTORY CONDITIONS 

At the end of the game, the player who has the most Victory 

Points is the winner. If both player have the same number of 

Victory Points, the game is a draw. 

Primary Objective 

At the end of the game, the Dark Angels player scores 1 Victory 

Point per unit that has escaped the battlefield. The Tyranid 

Swarm player scores 1 Victory Point per enemy unit that has 

been killed, destroyed or still remain on the table at the end of 

the game. 

Secondary Objective 

Slay the Warlord 

MISSION SPECIAL RULES 

Reserves. 



 

 

The Fire Storm: At the end of each game turn, the Fire Storm 

advances 12” towards the Dark Angels table edge. Roll a D6 for 

any model caught in the Fire Storm; vehicles take a glancing hit 

on a roll of 1 or 2 and a penetrating hit on 3+ and non-vehicle 

models takes an AP3 wound with the Ignores Cover special 

rule on a roll of 2+. All terrain, including open ground, in the 

Fire Storm count as dangerous terrain.  

Escape: Any Dark Angels unit can escape the battle by moving 

off his table edge. Once a model in a unit has moved off the 

table, the whole unit is removed from the table. A unit that has 

escaped may not re-enter the game under any circumstances. 

 

 

  



 

 

ECHOES OF WAR: 

8. 

SURVIVAL 

The Magos Dominus and the Tau Chief Engineer carrying vital 

information for the survival of Hague had been caught behind Tyranid 

lines. The Tau and Imperium joined forces to extract the specialists 

before all is lost.  

ARMIES 

Choose armies as described in Warhammer 40,000: The Rules. 

One player is the Defenders of Hague player, and his opponent 

is the Tyranid Invaders player. All units from the Defenders of 

Hague player’s army must have, in any combination, the Space 

Marine, Dark Angels. Astra Militarum or Tau Empire Faction. 

All Space Marines units must have the Raven Guard Chapter 

Tactics trait. All Units in the Tyranid Invaders player’s army 

must have the Tyranids Faction. 

THE BATTLEFIELD 

Use the deployment map included in this mission. Set up 

terrain as described in Warhammer 40,000: The Rules.  
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Extraction Zone 

Tyranid Invaders Deployment Zone 

Tyranid Invaders table edge 
 



 

 

 

Extraction Zone: After all terrain has been set up, the Defenders 

of Hague player must place (or nominate one building) the 

Extraction Building within the area marked on the deployment 

map. The Extraction Building follow the rules for Impassable 

buildings. Note that special rules apply to the Extraction 

Building (see Mission Special Rules). 

Objective Markers 

After the table has been set up, but before determining table 

quarter, the players must place 6 Objective Markers, using the 

rules from Warhammer 40,000: The Rules. 

DEPLOYMENT 

Players must deploy using the rules from Warhammer 40,000: 

The Rules.  

Strategic Mission Objective 

After deployment but before the game begins, both the 

Defender of Hague player and the Tyranid Invaders player 

must secretly select and note three of the following objectives: 

 Linebreaker – have one scoring unit in the enemy 

deployment zone at the end of the game. 

 Clear the Skies – kill or destroy all enemy Flyers and Flying 

Monstrous Creatures before the end of the game. 

 Slay the Warlord – kill the enemy Warlord before the end 

of the game. 

 Head Hunter – pick one enemy Character or Independent 

Character, kill the chosen target in close combat before the 

end of the game. 

 Hold the Line – make sure no enemy units are within your 

deployment zone at the end of the game. 

 Cleanse and Burn – pick three enemy units and kill or 

destroy them all before the end of the game. 

 Purge the Witch – kill all enemy Psykers before the end of 

the game. 



 

 

 Refused flank – make sure no enemy scoring units are 

within 6” of a short table side of your choosing at the end of 

the game. 

FIRST TURN 

The player who set up first can choose to take the first or 

second turn. If he decide to take the first turn, his opponent 

attempt to Seize the Initiative.  

GAME LENGTH 

This mission uses Variable Game Length. 

VICTORY CONDITIONS 

At the end of the game, the player with the most Victory Points 

is the winner. If both players have the same number of Victory 

Points, the game is a draw.  

Primary Objective 

At the end of the battle, each Specialist still alive is worth 4 

Victory Points to the Defender of Hague player. Each Specialist 

killed before the end of the game is worth 4 Victory Points to 

the Tyranid Invaders player. 

Secondary Objective 

At the end of the battle, if the Defender of Hague player 

controls the Iacton Key he is awarded 3 Victory Points. The 

Tyranid Invaders player gains 3 Victory Points if the Iacton Key 

is destroyed before the end of the game. If the Iacton Key is 

discovered but not destroyed at the end of the game, the 

Defenders of Hague player gains 1 Victory Point. If the Iacton 

Key has not been discovered before the end of the game the 

Tyranid Invaders player is rewarded 2 Victory Points. 

Furthermore is each accomplished Strategic Mission Objective 

worth 1 Victory Point to the player who achieved it. 

MISSION SPECIAL RULES 

Night Fighting, Reserves. 



 

 

The Extraction Building: Both Specialist start the game inside 

the Extraction Building. Neither can exit the building unless a 

unit from the Defenders of Hague is within base contact with 

the building at the start of the movement phase. When a 

Specialists exits the building place it wholly within 6” of the 

building. Only one Specialist can exit the building per game 

turn. 

The Extraction Building is protected by a powerful force field. 

No units may be deployed within 6” of the building at the start 

of the game. The force field gradually wears out until it’s 

possible for the Tyranid units to bypass it completely. Any 

Specialist still inside the Extracting Building after the end of 

game turn 4 are immediately destroyed if a Tyranid unit gets 

within base contact with the building.  

Each of the specialist have the following profile and special 

rules: 

Infantry (Independent Character), Fearless, Personal force field 

(4+ invulnerable save), Movement Inhibitors (a Specialist may 

never move more than 6” per player turn) 
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Locate and Secure the Iacton Key: Each of the 6 Objective 

Markers presents a possible location of the Iacton Key. When an 

unit from the Defenders of Hague moves within 3” of an 

Objective Marker they may search the objective by rolling a D6 

(each Objective Marker may be searched only once): 

1 Unstable munitions. The unit triggers an 

explosion as they stumble upon live munitions in 

the rubble. The unit takes D6 S5 AP- hits with the 

Ignores Cover special rule. Wounds are Randomly 

Allocated. 

2-5 Nothing of note. The unit find nothing. 

6 Iacton Key. The unit have found the Iacton Key.  

If the Defenders of Hague player has searched five of the six 

Objective Markers without finding the Iacton Key, the sixth 



 

 

Objective Marker is automatically the Iacton Key, there is no 

need to roll.  

The Iacton Key: The Iacton Key is a cumbersome device but it 

can be moved by the Defenders of Hague player. It follows the 

rules of the Relic (see Warhammer 40.000: The Rules) and in 

addition to those rules it bestows the unit carrying it with the 

Slow and Purposeful special rule. Once the Iacton Key has been 

discovered it may be destroyed by the Tyranid Invaders player. 

If no Defenders of Hague units are within 6” of the Iacton Key 

the Tyranids may attempt to assault it. If the assault is 

successful and a Tyranid model reaches base contact with the 

Iacton Key it is destroyed. 

  



 

 

 


