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DAEMON SEED

“The Daemon has many forms. You must know them all You must tell the Daemon from
his disguise and root him out from the hidden places.”

First Book of Indoctrination

Daemon Seed is a Warhammer 40,000 campaign for two players, using Tau and
Daemonhunters armies. You will need the Warhammer 40,000 rulebook (currently in its 4"
edition), Codex Tau Empire and Codex Daemohunters, and of course two model armies.

Background

Inquisitor Santiago Perez of the Ordo Malleus, loyal servant of the Emperor, has been tipped
off by an unknown source from within the xenos Tau Empire as to the whereabouts of the
renegade Tau Commander “Farsight” O’Shovah. He is reported to be on a frontier Tau world
in the Epok system, called Angea, which he has made his new home, along with a relatively
small cadre of warriors.

Farsight was responsible for taking back worlds liberated by the Imperium during the
Damocles Gulf crusade, and has much Imperial blood on his hands, but Inquisitor Perez has
also presented a strong case that Farsight and his enclave have been corrupted by Chaos
and represents a potentially far greater threat than that of merely a gifted Tau commander. He
is also growing in power and influence in the region, and there is evidence that he has
corrupted human colonists and heretic deserters from the crusade.

Although a relatively junior Inquisitor in the Ordo, Perez has impressed the Grand Council of
the Inquisition and has persuaded them to release to him military assets of the Ordo Malleus
and also grant him the authority to requisition forces of the Imperial Guard in order to build a
strike force sulfficient to find and terminate Farsight and his corrupted cadre.

In fact, Inquisitor Perez is playing a dangerous game and knows more than he is letting on.
He knows the source of Farsight’s corruption, the daemon weapon Ulchraaa. Farsight came
across this strange and powerful artifact on Arthas Moloch and wields it in battle. He calls it
the Dawn Blade, but is apparently unaware of how the daemon within is slowly possessing
him and corrupting his followers and turning them all into pawns of the Chaos gods. Perez is
a Xanthite radical Inquisitor and needs the daemon for secret purpose. He is particularly
careful to keep his affiliation hidden from the Grey Knights.

Farsight has already broken away from the Tau Empire and set up his own colonies on the
frontier of Tau space. In fact he is on an accelerating path to Chaos damnation...

“...If Captain Dalmuertus’ testimony proves true it may indicate that O’Shovah has been
corrupted in some way on the artefact world referred to. If this is true then there is a
greater threat growing in the Farsight strongholds than that represented by the entire Tau
Empire.”

Agent Ossneous, Eastern Fringe, date 6284996M41
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Factions

Each player plays one of the two main factions:

Ordo Malleus / Daemonhunters (Inquisition)
Farsight Enclave (renegade Tau)

There is also an interested third party, whose army may appear through random events:

Tau Empire

Objectives and Victory Conditions

Ordo Malleus / Daemonhunters

Inquisitor Perez’ objective is to recover the Daemon sword Ulchraaa and bind the daemon
essence within. He will achieve this if Farsight is killed in battle with the Daemonhunters and
Perez survives the campaign. If Perez is killed, the Daemonhunters will continue their mission
to kill Farsight and destroy his army.

Farsight Enclave

Farsight’'s objective is to increase his power and influence in the region, enhance his personal
power, stop the Inquisitor who is hunting him, and avoid contact with the Tau Empire. In each
battle fought, if Farsight wins the battle and kills any enemy in personal combat, then he is
rewarded with a daemonic gift. These gifts are representative of his descent into damnation.
After three such battles Farsight is elevated to a Daemon Prince of Chaos and can thereafter
summon lesser deamons to join his army. Farsight will win the campaign if he survives the
campaign as a Daemon Prince.

Death of the General

The generals can only be killed in battle with the opposing army, i.e. not in battle with a third
party Tau Empire army. Otherwise, the general instead permanently loses -1 Wound (to
minimum 1 Wound).
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Victory Table
Farsight Fz_ar5|ght§
survives as survives, but Farsight killed
NOT as

Daemon Prince >
Daemon Prince

BErER SiEs Farsight Enclave Indecisive Ordo Malleus
WIN (DRAW) WIN
Beres ke Farsight Enclave Minor Farsight Minor Ordo
WIN Enclave victory Malleus victory

Outline of Play

The campaign is map-based, with the movements of armies and generals displayed on a map
of Angea. Play is conducted in campaign turns, during which players secretly prepare
movement orders then reveal them simultaneously.

Battles occur when players attack enemy held territories. All territories have special rules,
which can include campaign rules, special terrain and types of mission fought in the territory.

There are also some random events, including the arrival of a third party Tau Empire army,
which can fight either faction. The Tau Empire army should be played by the player whose
faction is not involved. It is in their interest to play well to damage the enemy’s army.

Units are normally chosen from a prepared campaign army roster, so they can grow in
experience, becoming Seasoned Campaigners and ultimately Hardened Killers. Likewise, the
generals grow in power as they win battles. Inquisitor Perez can become an Inquisitor Lord
with a large retinue of henchmen, while Commander Farsight will be granted more gifts of
Chaos the more enemy he slays.

Ultimately, the campaign is concerned with the leading characters. Farsight must grow in
power and influence and Perez must stop him.

The campaign lasts for just six battles. After that, the armies are deemed exhausted and
resources are in too short supply to continue the campaign. In any case, the Farsight fleet is
expected to return from the wild goose chase it was sent on!

“The path of the Daemonhunter, the sacred trust of the Ordo Malleus, is one of the
hardest any Inquisitor can take. The depths of iniquity these Inquisitors must bear witness
to has driven many insane and corrupted countless others down the long history of the
Inquisition’s secret war. Inquisitors usually have few henchmen in this early part of their
career as they are often called upon to travel far and pass unremarked upon many worlds.
Should an Inquisitor discover evidence of Chaos at work and survive to report it, the full
weight of the Ordo Malleus will be brought to bear in order to eradicate the threat.”
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Armies

Armies for each battle can be chosen according to the following rules and restrictions. For
points sizes and Force Organisation Charts, see Campaign Rules below.

Ordo Malleus

Any pure Daemonhunters army chosen from Codex Daemonhunters, which may include
inducted Imperial Guard but not allied Space Marines, and see below for the special rules for
HQ choices.

HQ Choices

If the Ordo Malleus General is present then the army must include Inquisitor Perez as an HQ
choice. If the General is not present, then he may not be included (in practise, this means that
a Garrison Army with no General present will have no HQ choices and a Main Army with no
General present must be led by a Grey Knights Hero). If a Grey Knights Hero is included, he
must be of rank Brother-Captain and not a Grand Master.

The army can only ever include one Inquisitor or Inquisitor Lord, who is Santiago Perez. He
begins the campaign as an Ordo Malleus Inquisitor, except that he counts as an HQ choice
not an Elites choice. In each battle in which Perez takes part and wins, he gains +1
henchman for free (note unlike Farsight, he does not have to kill enemy in personal combat).
This can increase the Inquisitor’s retinue to more henchmen than is normally permitted. He
can take any type of henchman, subject to the usual restrictions, however any upgrades must
be paid for in points as normal. For example, Inquisitor Perez could add a Warrior henchman
(normally worth 10 points) for free, but must pay the points to give him extra wargear.

After three such battle victories, Perez is in addition elevated to an Ordo Malleus Inquisitor
Lord for free, in which case he then has the profile and special rules for an Ordo Malleus
Inquisitor Lord.

Note Perez and his retinue can be given different wargear from one battle to the next, as
required.
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Farsight Enclave

Any army chosen from Codex Tau Empire, using the special army rules under the entry for
O’Shovah (Breakaway Faction and Blood Brothers), regardless of whether O’Shovah is
commanding the army or not, except that the Breakaway Faction rules are replaced by the
rules below. Also see below for the special rules for HQ choices.

Breakaway Faction

O’Shovah and his followers are a breakaway faction from the Tau Empire and therefore have
a different army composition, as follows:

You cannot take any Ethereals

You can take 0-1 Kroot Mercenaries OR Vespid Stingwings

Crisis battlesuits can count as Elites or Troops choices

You cannot take any Special Issue Wargear

The following units count as 0-1: Stealth Team, Pathfinder Team, Hammerhead
Gunship, Broadside Battlesuit Team, Sky Ray Gunship, Piranha Skimmer Team

HQ Choices

If the Farsight Enclave General is present then the army must include Commander Farsight
as an HQ choice (ignore the 1500 points restriction). If the General is not present, then he
may not be included (in practise, this means that a Garrison Army with no General present
will have no HQ choices and a Main Army with no General present must be led by a
Commander). If a Commander is included, he must be of rank Shas’el and not a Shas’o.
Ignore the 1+ for the Commander choice.

Commander Farsight is represented as per the rules for the special character in Codex Tau
Empire (except for the changes noted above). In each battle that he takes part and wins, and
also kills any enemy in personal combat, then he gains +1 daemonic gift for free, chosen from
the list below. He can choose any gift, but may not choose the same gift more than once.

After gaining three daemonic gifts, O’Shovabh is considered a Daemon Prince and can then
also select lesser daemons for his army. These are chosen from Codex Daemonhunters
using the rules for Daemonhunter adversaries (5-15 in a Daemon Pack, 20p each, count as
Troops choices but cannot fill mandatory Troops slots).

Daemonic Gifts

“Any model that has a Daemonic Gift has started along the path to Daemonhood”
Codex Chaos Space Marines

O’Shovah can choose Daemonic Gifts from the following list:

Daemonic Armour
Daemonic Essence
Daemonic Resilience
Daemonic Rune
Daemonic Spawn
Daemonic Strength

Daemonic Armour
O’Shovah'’s crisis suit has been blessed and sealed by the Chaos Gods and is therefore
considerably more powerful. Its armour save value is increased to 2+.
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Daemonic Essence
The daemon Ulchraaa can draw vitality from the Warp to sustain its host if mortally wounded.
O’Shovah gains +1 Wounds.

Daemonic Resilience
O’Shovah’s body is mutated by Chaos to resist wounds. O’Shovah gains +1 Toughness. This
does not affect his Toughness for calculating Instant Death.

Daemonic Rune

O’Shovah has been gifted with a Daemonic Rune, a mighty symbol of the power of the Dark
Gods. He has been marked for greatness and cannot easily be killed. Unsaved attacks whose
Strength are at least double the model’'s Toughness will cause a single wound rather than
Instant Death.

Daemonic Spawn
O’Shovah is accompanied by a loathsome, cruelly mutated, winged Chaos Spawn. The
Spawn has the following profile:

WS BS S T w I A Ld Sv
3 0 4 4 2 3 D6 9 3+

The Spawn can fly and moves as Jump Infantry with a Tau Jetpack. It forms a unit with
O’Shovah, but does not prevent him from joining another unit as normal. If O’'Shovah is killed,
the Spawn is also removed.

Daemonic Strength
O’Shovah has been gifted with +1 Strength.

Tau Empire

Any army chosen from Codex Tau Empire, except see below for the special rules for HQ
choices.

HQ Choices
The army must be commanded by an Ethereal. Ignore the 1+ for the Commander choice,

instead the Ethereal becomes 1+. If a Commander is included, he must be of rank Shas’el
and not a Shas’o.
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Campaign Army Rosters & Battle Honours

Campaign Army Rosters

Before the campaign begins, each player should prepare a Campaign Army Roster for their
forces, representing all the model forces they want to use in the campaign. The Roster should
not include more than 2000 points of units and vehicles.

This roster is not meant to be a complete army to be used in any battle, it is a list from which
units are drawn in order to build specific armies for individual battles.

When battles are fought, if standard units are picked from the Campaign Army Roster to build
the army then these can be awarded Battle Honours. Armies can in fact be of any
composition subject to the normal army rules and subject to the special rules in this campaign
pack, i.e. they do not have to be from the Campaign Army Roster. However, only units picked
from the Campaign Army Roster can be awarded Battle Honours.

All units and vehicles in the Campaign Army Roster must be named, e.g. 4" platoon, 53"
Regiment Tyrellian Guard or Leman Russ Demolisher “The Emperor’s Fury”.

Battle Honours

For this campaign, Battle Honours uses a much simpler system than that described in the
Warhammer 40,000 Rulebook. There are only two Battle Honours, as follows:

Seasoned Campaigners 1 re-roll
Hardened Killers 2 re-rolls

A unit which gains a Battle Honour is upgraded to Seasoned Campaigners which means that
when they take part in future battles, they gain 1 re-roll for free. This means that any single
die which affects the unit (e.g. roll to hit or to save) can be re-rolled once during the battle, but
not on top of an existing re-roll. For example, a twin-linked lascannon cannot use its re-roll to
roll again to hit, but could use it to roll again to wound.

Seasoned Campaigners who gain a second Battle Honour become Hardened Killers and get
2 re-rolls, following the same rules. Units cannot have more than two Battle Honours.

Battle Honours are awarded as follows:

After any battle, both players can pick one unit or vehicle to upgrade which was not destroyed
and which itself destroyed at least two enemy units, vehicles or independent characters.
Count destroying the enemy General as destroying two units. For a unit’s first Battle Honour,
it doesn’t matter whether the unit or vehicle was on the winning side or the losing side.
However, for a unit’s second Battle Honour the unit or vehicle must be on the winning side.
Battle Honours cannot be given to independent characters.
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Angea

The campaign is fought on the world of Angea, in the Epok system, on the frontier of the
Damocles Gulf.

Angea is a relatively small planet, two thirds the diameter of Terra, dominated by one
continental land mass in a world-spanning ocean (the Ethys Ocean) and has a climate that is
prone to lightning storms but otherwise not unpleasant for habitation.

The centre of the continent is a large barren desert, split by a central mountain range, with
nothing but occasional electric farms where storm energy is harnessed and piped into the
sub-tropical zones where most of the population live. This trick was learnt from the Barking
Zapper, a native reptile which has evolved the ability to store electric energy in natural
capacitors on its back and then discharge them to disable prey.

The sub-tropical zones have a pleasant climate and vegetation, and some inland lakes. There
are a number of scattered settlements, not only Tau but various allies, including a number of
human heretics and deserters from the Damocles campaigns. Some of the outlying
settlements have weird religious practises and have built shrines to gods of battle. Whether
this is a reference to the aggressive warrior commander Farsight, or something else, is not
known.

There are relatively few cities and these tend to be spread out and made up of low-lying
buildings, often pre-fabricated, with a network of roadways between them. The city of Un’Fre
has the world’s only spaceport. All buildings on Angea are designed to minimise the effects of
lightning strikes.

The forces of Commander Farsight have numerous fortified bases on the planet, including
supply centres, defence silos, barracks, depots, communication nodes and engineering
facilities.

The extensive polar regions are covered in dense forest or jungle, teeming with hostile fauna
and flora, including the Barking Zapper. The Zappers usually stay in the forest, but they come
out onto the plains during lightning storms to recharge their capacitors. In these
circumstances the locals have learnt to stay well away.

Despite the hostility of the jungle, there are a number of small Kroot settlements on the edges
of the polar forests.

Strangely, the only evidence of a native population prior to the arrival of the Tau and their
allies is the half-buried ruins of a very ancient civilisation, presumably long-since extinct.

Tau military
installation,
N’dia province
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Campaign Rules

The campaign is a map-based campaign, however victory is not determined by occupying
territory, but as already described above.

Campaign Map

The campaign map represents the world of Angea. It is divided into twelve zones or
territories. Armies and Generals move between the zones and garrison zones which they
occupy. Some zones can be entered without serious opposition, whereas others have to be
won through blood in battle. Many of the territories have special campaign rules, e.qg. if Un’fre
City is occupied then the spaceport can be used to move troops around more easily. The
special rules for each territory are given at the end of this campaign pack.

Main Armies and Garrison Armies

There are two types of army in the campaign: Main Armies and Garrison Armies. Each faction
has one Main Army that if led by its General can occupy new territory and attack enemy-held
territory. When a Main Army moves out of a territory, it leaves behind a smaller garrison to
defend the territory. The territory is then said to be Garrisoned. Garrisoned territories can
defend themselves, but the Garrison Army can never move out of the territory, i.e. it always
fights as the defender in battles.

At the start of the campaign, each faction has the following garrisons:

Ordo Malleus Garrisons Farsight Enclave Garrisons
Southern Forest (BASE) - F’lug Camps (BASE)
N’'dia - Western Desert
Un’fre City

All territories are of course part of the Farsight Enclave, but only the Garrisoned territories
contain substantial military forces.

Moving and Attacking

Each campaign turn, each faction General can attempt to move to a new zone. If he moves
with his Main Army, he can move one zone. Alternatively, he can move alone (with a small
HQ force), in which case he can move upto two zones. In that case, the Main Army remains
where it is.

If the General moves with his Main Army, he can either move into an adjacent ungarrisoned
zone unopposed or attack an adjacent enemy-held zone, in which case a battle is fought. If
he wins the battle, the General and his Main Army move into the new zone. If he loses the
battle, the General cannot enter the new zone but remains where he is. In any case where a
Main Army moves into a new territory, it leaves behind a Garrison Army in the territory it
moved from, i.e. the start zone counts as a Garrisoned territory.

If the General moves alone, he can only move to a friendly Garrisoned territory. He can move
upto two zones, including over an intervening enemy Garrisoned territory, but not over an
intervening territory occupied by the enemy Main Army or enemy General.

When a Main Army wins a battle and invades an enemy territory, it may not move in its next
campaign turn while it consolidates its position and recovers from losses. A defeated Garrison
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Army is destroyed. A defeated Main Army must retreat by upto two zones and may not move
in the next campaign turn while it recovers.

Each faction will need flags or similar to record the following. You will also need 1 flag for the
Tau Empire army.

1 flag for the army General
1 flag for the Main Army
A number of flags for Garrisons

Movement Rules Summary

A General can...

Stay where he is

Move 1 zone with the Main Army to occupy a friendly Garrisoned territory or an
ungarrisoned territory, or attack an enemy-held territory

Move upto 2 zones to a friendly Garrisoned territory, but not over the enemy Main
Army or enemy General

A Main Army when it moves into a new territory, leaves behind a Garrison Army.

Battle Missions

When a battle occurs, the mission played depends on the circumstances of the encounter.
The encounter scenario is one of the following:

Siege
This is where an invading Main Army attacks an enemy Garrisoned territory. The terrain used
should be the terrain of the Garrisoned territory, together with any special terrain rules.

Invasion

This is where an invading Main Army attacks a static (defending) enemy Main Army. The
terrain used should be the terrain of the defended territory, together with any special terrain
rules.

Battle

This is where both invading Main Armies attack each other, both trying to invade the other’s
territory at the same time. The terrain used can be the terrain from either of the territories,
dice for which to use.

Roll on the Mission Table below to determine the battle mission to be played, as described in
the Warhammer 40,000 rulebook. Also consult the special rules for the territory in which the
battle is fought. Missions are played at Gamma level unless specified otherwise.
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Mission Table

D6 score Siege Invasion Battle
Bunker Assault
1 (p.194) Rearguard (p.212) Cleanse (p.81)
Hold At All Costs . Seek And Destroy
2 Blitz (p.213
(p.195) (p-213) (0.82)
Hold At All Costs :
3 (p.195) Blitz (p.213) Recon (p.83)
4 Meat Grinder (p.195) Breakout (p.213) Rescue (p.190)
5 Strongpoint Attack Sabotage (p.206) Night Fight (p.191)
(p.207)
Strongpoint Attack
6 (p.207) Ambush (p.206) Patrol (p.191)

Force Organisation Charts

The Force Organisation Chart (FOC) used to build armies for battles depends on whether the
army is the faction’s Main Army or a Garrison Army. It does not depend on the encounter
scenario, the territory or the mission being played.

Unit Type Main Army Garrison Army
HQ 1-2" 0-1"
Elites 0-3 0-2
Troops 2+ 2+

Fast Attack 0-3 0-2
Heavy Support 0-3 0-3

! The upper limit on HQ choices only applies if the General is present, e.g. a Garrison Army
with no General present cannot have any HQ choices.

Army Points Size

The standard army size for every battle is 1250 points, adjusted for each individual army by
+100 points per Reinforcement Factor and -100 points per Depletion Factor. You cannot have
more than 250 points worth of either factor. The factors are as follows:

Reinforcement Factors

General present
Defending the army BASE territory
Desperate last stand

Depletion Factors

Garrison Army
Broken supply lines
Demoralised
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For example, an attacking Main Army led by its General would be upto 1350 points in size.

Desperate last stand

This bonus applies if the army is defending the faction’s only and last occupied territory. The
leader calls on everyone able to carry arms to support the cause and help the beleagured
force.

Broken supply lines
This penalty applies if a defending army has no adjacent friendly occupied territories, i.e. it is
completely isolated.

Demoralised
This penalty applies if the faction lost the last battle.

Note that rewards such as Battle Honours and General upgrades are free on top of this and
cost no points. There may also be additional modifications to the points sizes, depending on
the mission being played. Be prepared to adjust your army composition for each mission.

Campaign Turn Sequence

The campaign is conducted in turns, which repeat until either one side has achieved a WIN
victory or SIX battles have been played. After six battles, it is assumed that the resources of
both factions cannot sustain any more fighting and both must retire. In particular, the surviving
forces of the Inquisition will re-board their ships and return to their bases. There are plenty of
other worlds demanding their attention, and no more time can be wasted on this one. In any
case, a prolonged campaign will draw too much attention from the Tau Empire, which will be
bad for both factions, and the Farsight Enclave fleet may return to Angea.

Use the Victory Table to determine who has won the campaign.
The campaign turn sequence is as follows:

Prepare move orders
Roll for random events
Execute move orders
Fight battles

Update campaign status

aorONE

Prepare move orders

Both players record the planned movements for their Generals and Main Armies in secret.
This can be very simple, all you need to do is to write down the name of the zone the General
is moving to, or “no movement”, and note if the Main Army is moving with him or not.

Roll for random events
Roll once with 1D6 on the Random Events table (NOT once per player). See Random Events.

Execute move orders

In this phase, both players simultaneously reveal their move orders to their opponents and the
forces are then moved. If there are any battles to be fought, go to the ‘Fight battles’ phase,
otherwise skip to the ‘Update campaign status’ phase. If a move is illegal, then no move is
made.

Fight battles
Fight any battles resulting from the ‘Execute move orders’ phase.

Update campaign status
Update the campaign map following the battle, work out rewards, penalties and Battle
Honours, and review the Victory Table.
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Random Events

Roll once with 1D6 on the Random Events table (NOT once per player):

D6 score Event
1 -
2 -
3 Disease!
4 Reinforcements!
5 Lightning storms!
6 Tau Empire arrives!

Disease!

A soldier foraging in the alien forest has picked up a disease from some hideous bug and
spread it throughout the army. Roll a die to choose a faction. That faction must miss one turn
of campaign movement, i.e. the player’s move orders are ignored for this campaign turn.

Reinforcements!

Much needed reinforcements arrive. Roll a die to choose a faction. That faction may cancel
one Depletion Factor when building one army this campaign turn.

Lightning Storms!

Any battles fought this campaign turn are fought in a lightning storm. At the beginning of every
game turn, roll 2D6 for each unit and vehicle (count Independent Characters as units) to see if
it is hit by a lightning strike. The chance of being hit depends on the size of the unit and if it is
in the open or not.

Normal Infantry size units within 12" of any terrain are hit on a score of 12+.

Normal Infantry size units in the open, i.e. not within 12” of any terrain, are hit on a
score of 10+.

Large size units (including Monstrous Creatures and all vehicles) within 12" of any
terrain are hit on a score of 11+.

Large size units in the open, i.e. not within 12" of any terrain, are hit on a score of 9+.
Any size units on the top floor of a building are hit on a score of 8+.

The effect of a lightning strike is to make a single automatic S6 AP3 hit against one model in
the unit. For vehicles, use their rear armour value.

Tau Empire arrives!

A Tau cadre from the Tau Empire, led by an Ethereal, lands on Angea in an attempt to bring
Commander Farsight and his renegades back into the fold. If they will not listen to reason, the
Ethereal is prepared to use force.

The Tau force arrives at a random, named territory (anywhere except the Farsight Enclave
BASE, which is too heavily fortified to attempt a landing). If this territory is ungarrisoned, then
the force occupies it and in future turns moves randomly into adjacent sections until it

www.smallbattles.co.uk



Daemon Seed page 15

encounters a garrisoned territory. If it encounters a garrisoned territory, then if it is Garrisoned
by Ordo Malleus a battle will be fought. If it is Garrisoned by Farsight Enclave, then no battle
is fought but the Ethereals talk the Garrison into submission. The Garrison counts as being
destroyed. If the Tau Empire encounters a Farsight Enclave Main Army, then a battle is
fought.

The Tau Empire army always counts as having two Depletion Factors, i.e. it is always 1050
points in size.

The Tau Empire force is operating a long way from its nearest base and can only stay on-
world for a short time. After the first turn in which it makes contact with either Faction, the
force departs, i.e. it never fights more than one battle.

Roll 2D6 and use the following table to determine in which territory the Tau Empire makes
planetfall:

Tau Empire Arrival Table

2D6 score Planetfall Territory
2 Northern Forest
3 O'thassic Coast
4 Fr'ca Mountains
5 Shugdi
6 Western Desert
7 Eastern Desert
8 Grand Plains
9 Un’fre City
10 N’'dia
11 Kroot Domains
12 Southern Forest
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Territories

This section gives a description of each map territory as well as any special rules which apply.

Southern Forest

The southern polar region is cold and covered with thick forest, filled with hostile flora and
fauna. Unsurprisingly, the zone is completely uninhabited. However, this and its relative
proximity to the Tau spaceport makes it a great location for Inquisitor Perez to make planetfall
with his army. Space-borne lasers have cut clearings into the jungle, into which the army has
landed and set up base camp using pre-fabricated battle bunkers. Even though there are no
Tau settlements in the zone, the activity of the Ordo Malleus could not be hidden, and so the
site of their base is known to the enemy.

Terrain
Jungle / forest should cover more than 50% of the battlefield
If defended by the Ordo Malleus, buildings will be pre-fabricated battle bunkers

Special Rules
Ordo Malleus BASE
If fighting a battle using the Lightning Storms! random event, use the rules for Barking
Zappers (see below)

Kroot Domains

Despite the hostility of the Angean jungle, Kroot are at home in the trees and therefore have
settled on the edges of the polar forests.

Terrain
Open, with jungle / forest along one board edge
Buildings will be Kroot settlements

Special Rules
- If the Farsight Enclave faction garrisons this territory, they get +1 Reinforcement
Factor if the army includes Kroot
If fighting a battle using the Lightning Storms! random event, use the rules for Barking
Zappers (see below)

N'dia

The N'dia zone is named after the coastal town of N’'dia. The zone includes a large complex
of Tau Fire Caste military workshops. Ordo Malleus recon forces occupy the territory at the
start of the campaign and gain access to Tau technology. However, it is completely
unfathomable to them and regarded as blasphemous, so they destroy it all.

Terrain
Mixed terrain (hills, mountains, open areas, some settlements, some forest)
Buildings should be wrecked Tau workshops, inside a high tech fenced compound

Special Rules
If fighting a battle using the Lightning Storms! random event, use the rules for Barking
Zappers (see below)
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Grand Plains

The Grand Plains are huge, flat areas given over to intensive farming. They are covered in
miles and miles of fields, with very occasional sets of farm buildings.

Terrain
Open terrain with large fields of crops

Special Rules
If Grand Plains is garrisoned by the Ordo Malleus, this will demoralise the Tau
because their food supply is under threat. For as long as the Ordo Malleus garrison or
occupy this territory, the Farsight Enclave always count as having the Depletion
Factor ‘Demoralised’

Un'fre City

This zone is named after the main city and largest population centre on Angea. Un'fre City
also has Angea’s only spaceport.

Terrain
Tau city on the edge of a large lake
If the mission uses defended buildings or objectives then this should be the spaceport

Special Rules
- Whichever faction has its General and Main Army in this territory can use the

spaceport to move them two zones instead of one into a new territory, over any
intervening zone. In addition, the faction that either occupies or garrisons Un’fre City
can use Deep Strike in any battle anywhere on Angea, even when the mission does
not normally allow it.
The spaceport benefits are negated if the electricity supply to Un’fre City is sabotaged
(see Eastern Desert).

Eastern Desert

The Eastern Desert is a barren land of rock, from the high peaks of the Central Mountains
down to the plains below. The lower areas are covered in electric farms which harvest
electricity from the planet’s many electrical storms. A network of pipes supply this electricity to
Un’fre City.

Terrain
Open desert, very hilly and rocky, including areas of impassable terrain
Electric farms and electrical pipes running off the table

Special Rules
- Either faction which occupies this territory can choose to sabotage the electrical

distribution system to prevent power from being supplied to Un’fre City to the south.
This prevents the spaceport being used. The effect applies indefinitely, unless the
system is repaired. The distribution system can only be repaired by a Main Army
spending one campaign turn in the territory, not under attack. It IS possible for this
repair to occur in the turn that the army is recovering losses from a battle.
If a battle is fought in this territory during a lightning storm, there is no risk of lightning
strike to units within 12" of an electric farm (the farm is designed to attract lightning).
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Western Desert

The Western Desert is predominently barren desert like the Eastern Desert, except there are
settlements in the more fertile western coastal region. The zone also includes the main Tau
Enclave missile defence silos, powered by fortified electric farms.

Terrain
Mainly open desert, including hilly and rocky areas
Possibly an electric farm or electrical distribution pipes
Tau missile defence silos

Special Rules
- If a battle is fought in this territory with the Farsight Enclave as defender, the Farsight
Enclave player can choose to add upto 200 points of Tau Defence Turrets to his army
for free (see below for rules and points cost), in which case the Ordo Malleus player
can add upto 100 points of any troops to his army, subject to normal restrictions.
If a battle is fought in this territory during a lightning storm, there is no risk of lightning
strike to units within 12" of an electric farm (the farm is designed to attract lightning).

Shugdi

The Shugdi zone has a variable terrain and contains a number of Tau settlements, many of
which include the families of Fire Caste members fighting in the army of O’'Shovah.

Terrain
Patchy grassland terrain, some rocky hills
Small Tau settlements of low-rise buildings

Special Rules
In the campaign turn immediately after this territory is occupied by Ordo Malleus, the
Farsight Enclave suffer a ‘Demoralised’ Depletion Factor when choosing army size.
This is in addition to any Demoralised factor for having lost the last battle.

Fr'ca Mountains

Fr'ca is the Tau name for the Central Mountains. This zone is extremely mountainous, with
virtually no habitation. Running through the zone is an important monorail system that
plunges into a long mountain tunnel to link up the northern and southern regions.

Terrain
Mountains, rock, lots of impassable terrain
Tau monorail and tunnel

Special Rules
- Either faction which occupies this territory can choose to sabotage the monorail

tunnel which cuts through the mountains. If this is done, this prevents any Main Army
from crossing between this zone and either the Eastern Desert or Shugdi zones, in
either direction. The only exception to this is a Main Army travelling out of the Un’fre
spaceport which can travel directly to the Fr'ca Mountains zone (see the entry for
Un’fre City). The penalty does not apply to Generals, since they travel by air. Once
sabotaged, the tunnel is permanently closed and cannot be repaired (at least not
within the timescale of the campaign).
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F'lug Camps
F'lug Camps has a large Tau military base and barracks for many of the Fire Caste warriors.

Terrain
Grassland, some woods, lakes
Tau military base

Special Rules
Farsight Enclave BASE

O’thassic Coast

The O’thassic Coast is a little too cool for most Tau, but has been settled by some small
groups of renegades from the Imperium of Man who live alongside the Tau and even serve as
auxiliaries in Commander Farsight’s army. During lightning storms they have learnt to stay
indoors, not for protection from the storms themselves but from the Barking Zappers which
come out of the forest during the storms.

Terrain
Grassland, some woods, some hills
Human settlements

Special Rules
If this territory is garrisoned by the Farsight Enclave, then O’'Shovah’s army can
include 0-1 Troops unit of Human Auxiliaries (see below) and gains the
Reinforcements! rule (see Random Events) as long as Human Auxiliaries are
included in the army.
If fighting a battle using the Lightning Storms! random event, use the rules for Barking
Zappers (see below)
If this territory is invaded by the Ordo Malleus, then the Ordo Malleus Main Army and
its General must miss one campaign turn of movement while they ‘cleanse’ the
territory. Thereafter, the Farsight Enclave cannot get any benefits from Human
Auxiliaries.

Northern Forest

Like the Southern Forest, the Northern Forest is inhospitable, dense forest occupied by all
manner of bizarre and dangerous creatures. In the very northernmost part, the forest gives
way to permafrost.

Terrain
Jungle / forest should cover more than 50% of the battlefield

Special Rules
If fighting a battle using the Lightning Storms! random event, use the rules for Barking
Zappers (see below)
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Barking Zappers

The following rules are only used if the territory special rules specify Barking Zappers.

Colonist sketch of a Barking Zapper (unconfirmed)

In games where Barking Zappers are used, you will need upto 3 models to represent these
reptilian creatures. Deploy D3 Zappers on the table at the start of the battle, before army
deployment. Each player takes it in turns to place a model. They can be placed anywhere on
the table, except within either player’s deployment zone. Once placed, roll for 2D6” of scatter
using the scatter dice.

At the beginning of every turn, roll again for 1D6” scatter to represent their random movement
around the battlefield. They will avoid impassable terrain and troops, but move through
difficult terrain without penalty.

If at any time, any troops are within 6” of a Barking Zapper, the unit is attacked with a bolt of
stored electric energy equivalent to a lightning strike in a storm, i.e. an automatic hit of S6
AP3. The Zapper will strike all units within 6”. No unit can be hit more than once per turn.

The Zappers can be killed by shooting, but are too dangerous to be assaulted. They count as
man-sized targets with Toughness 4, armour save 4+ and 2 Wounds. If they are fired on and
not killed, they will panic and make an additional immediate random move of D6” just the
same as at the start of each turn.
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Tau Defence Turrets

The following rules are only used if the territory special rules specify Tau Defence Turrets.

Armour
Points Front Side Rear BS
Defence Turret 40 11 10 10 2(3)
Heavy Defence 80 12 10 10 2(3)

Turret

Unit: Tau Defence Turrets is a single Heavy Support choice, consisting of 1-3 Defence
Turrets or 1-3 Heavy Defence Turrets. You cannot mix Defence Turrets and Heavy Defence
Turrets in the same selection. Each turret counts as a separate unit.

Unit Type: Each turret counts as an immobilised, crewless vehicle.

Weapons: Defence Turrets are equipped with a twin-linked burst cannon. Heavy Defence
Turrets are equipped with a twin-linked Hammerhead railgun. Both have Targetting Array
(included in profile above) and Blacksun Filters.

Options: The twin-linked burst cannon can be upgraded to a twin-linked missile pod for +10
points or to a twin-linked plasma rifle or twin-linked rail rifle for +15 points.

SPECIAL RULES

Fixed Installations: Tau Defence Turrets are fixed installations. They must be deployed by
the Tau player as the first units to be deployed in the Tau army. The turrets can turn, but they
are only designed to fire to their front. They have a 180 degree fire arc just like Walkers (see
page 64 of the Warhammer 40,000 rulebook).
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Human Auxiliaries

The following rules are only used if the territory special rules specify Human Auxiliaries.

monochrome vid-capture of a Human Auxiliary in the Farsight Enclave army

Human Auxiliaries (Gue'vesa in the Tau language) may be employed as a 0-1 Troops choice
in Farsight Enclave armies, with the following profile:

Points/model WS BS S T w I A Ld Sv
Human Auxiliary 6 3 3 3 3 1 3 1 7 5+
Human Auxiliary +10 3 3 3 3 1 3 5 8 54

Team Leader

Squad: The squad consists of 6-12 Auxiliaries.
Weapons: Lasguns.

Options: Upto two Auxiliaries may be equipped with a pulse rifle or a pulse carbine at +3
points per model. The team may carry EMP grenades at an additional cost of +3 points per
model.

Character: One Auxiliary may be upgraded to an Auxiliary Team Leader at an additional cost
of +10 points. The Team Leader may buy a Markerlight at an additional cost of +10 points.

SPECIAL RULES

Traitors: Although the humans who have joined the Tau bear no ill-will towards their former
compatriots, the same cannot be said of Imperial troops fighting the Auxiliaries. Imperial
troops will always hit Human Auxiliaries on a 3+ in close combat, regardless of relative
Weapon Skill.
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ANGEA Campaign Map

“Each must find their own way. If those in our heartland had witnessed the savagaries of
the void as have we they would know this.”

attributed to Commander Farsight 765.M41
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