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THE VADINAX 
CAMPAIGN  

Retribution on Mordrax 
 

It began with small skirmishes on an unimportant moon. Nothing unusual. 
All to be expected. Then minor battles in meaningless corners of Mordrax. 
It was of no concern. A short lived war followed, enough to frighten the 
meek. Many ships began to leave the system. Protecting their interests 
and their patrons. 

 

 The warp storm changed everything. Some say they saw the warp storm 
begin in the temples of Emburia. This is impossible. Warp storms are a 
thing of the immaterium and the tales of eldrith warriors wielding arcane 
powers in the hives and shrines of the Imperium are fabrications. The 
storm trapped the fleeing voidcraft around Mordrax and many, with ever 
waning fuel and supplies, were forced to the surface. The Magistrates who 
ruled this world would not tolerate this. The war escalated. 

 

After endless conflict the capital city, Hive Emburia, fell to the invaders. A 
new ruler claimed lordship of the entire world and set out to conquer 
every city and continent. Many other rallied to the call to oppose him. 

But at the same time, the warp storm lifted and the forces on Mordrax 
discovered the conflict had spread beyond their system, beyond the Ultra 
Vernor Expanse and across the entire Vadinax sector. 

 

The war has only just begun. 
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What is This? 
 

Welcome to Mordrax 
This is the campaign supplement book “Retribution on Mordrax”, a local campaign within 
Goonhammer’s global narrative Vadinax Campaign.  

This campaign will use the rules set out in the Vadinax Campaign Player Pack. This book 
contains guidance or any rule amendments needed to progress your Warhammer 40k 
Crusade force while it battles in the Mordrax system. The rules in this book are used for the 
full length of the campaign. 

During this 
campaign, players 
are invited to 
compete for control 
of cities, continents, 
and moons, build 
their forces, and help 
tell the story of their 
armies, their 
warlords and the 
Mordrax system.  

In addition, 
Goonhammer 
Patrons at the 
appropriate level will 
be free to take the 
same Order of Battle 
to other planets and 
influence the fate of 
the Vadinax sector 

 

 

If you don’t know what 40k Crusade is, you can find rules for building and growing a Crusade 
force in the Warhammer 40k Main rule book. You will also find each faction’s codex has some 
great narrative Crusade content specific to that faction. 

Crusade forces do need some admin to track your army as it progresses through its 
campaign. We will be using administratum.net to track all our Crusade forces. You will be 
invited to join the campaign on administratum so you can track your own forces progress, 
see the progress of other players armies and see how the campaign is progressing. 

 

 

  

https://drive.google.com/file/d/1BOSblXac3lRu1CcCxCGkCjE1RwuuE_mc/view?usp=sharing
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How Do I Win the Campaign? 
 

The Retribution on Mordrax campaign follows four Grand Forces on Mordrax as they try to 
control the battle zones on Mordrax. Each battle you fight will be attributed to one of these 
battle zones and will influence which faction is currently in control of that region. The 
campaign will take place over three phases, each phase lasting many weeks. At the end of 
the third phase, the winner will be the Grand Force in control of the most Battlezones. See 
section 3.10 on Conquest for more details. 

 

The Grand Forces 
 

The High Magistrates Army 
FACTIONS: Chaos, Orks 

The High Magistrate has recently taken control of Emburia and now intends to send out his forces to 
conquer all of Emburia. An army rallies to him while his agents have stirred up Ork warbands in the 
deserts and wastelands to strike at his foes. The war will spread beyond Emburia 
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Free People of Mordrax 
FACTIONS: Imperial Guard, Tau, Genestealer Cult, Tyranid 

The Magistrates have never been popular rulers among the 
populace of Mordrax and the new High Magistrate, being 
secretly a follower of chaos and all that, has a very low 
approval rating. The developments of the war have 
encouraged the local T’au Water Caste to enflame this 
popular decent. They have even sent weapons and now 
allies to aid the rebels who are taking up arms against The 
High Magistrate’s Army. What the T’au have not yet 
realised is they are mainly funding a Genestealer Cult 
uprising! 

 

Sentinels 
FACTIONS: Aeldari, Votann, Necron 

There are secrets on Mordrax. Long help secrets, deeply 
buried. Secrets so old that no one can remember what they 

are, only that they should remain secret. Many empires have left Sentinels to watch over the planet, 
to ensure its silence.  

 

 

Battle Group Athena 
Factions: Imperium 

Once the warpstorm lifted and reports from Mordrax filtered up through the lower echelons of the 
Imperium a decision was made. The planet would be brought under control by any means. Battle 
Group Athena was sent with priority orders eliminate all of the Emperor’s enemies 

 

How Do I Join the Campaign? 
Glad you want to join.  

Firstly, join the ELG discord and head to the 40k Crusade section:  
https://discord.gg/HwXmVnvS 

You will also need to create an Order of Battle and join the campaign on Administratum.net 

 

  

https://discord.gg/HwXmVnvS
https://administratum.goonhammer.com/campaigns/83781f61-f6df-4233-85eb-370ae3905b00
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How Do I Create an Order of Battle? 
 
It’s very easy to build an Order of Battle for your Crusade Force and we will outline the steps 
here, but first let’s go over the initial stats and limitations 
 
Points System: Points 
Starting Points: 1000  
Starting Requisition points: 5 
Limitations: start with no relics 
 
So, yes, we will use points and not Power Level. If any Crusade rule refers to Power Level 
(PL) then the conversion rate is 20 points = 1 PL 
 
You can’t start with any relics, but you can use Requisition Points to give a character or unit 
a relic once they have levelled up once to the Bloodied rank. 
 
Now you are going to want to build an Order of Battle. All the rules for this can be found in 
the Warhammer 40k Core Rule book from p306 onwards. To actually build your force you 
will want to use either the Battlescribe or Battle Forge apps to create a 1000 point army. 
Remember when building this army that you will be adding units to it as the campaign 
progresses. Also remember that you will be selecting units from this army to play 500 point 
games, so try to ensure there is a valid, Battle Forged, 500 point list within your Order of 
Battle.  
 
Once you have saved your initial list you can log on to Administratum.net and upload the file. 
There are a few steps you need to follow to do this. 

1. Go the Rosters page and select “NEW ORDER OF BATTLE” 
2. Give your roster a name, select the faction, add your Alliance in the description 

and enter the initial campaign settings. Hit “Submit”  

 
 

3. Now select “Units”. Select “New Unit” and then import from whichever tool you 
used earlier to create your 1000 point list. This will import all the units in your list. 
You get the option at this stage to name units and characters. You might find is 
helpful to have named units during the campaign when tracking progress, even if 
its just “Red Squad” “Blue Squad” or whatever. Submit your list 

4. Lastly, go to Campaigns. Select Join or Create a Campaign then Join a 
Campaign. You can join with this invite code: 
 

AFWXZRD  
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Can I Join After the Campaign Has Started? 
Yes. Every day new forces are rising up to fight for or oppose the High Magistrate. 

 

Can I Leave the Campaign at Any Time? 
Yes. You will not be the first army to end their days on Mordrax. 

 

Do I Need to Play a Lot of Games? 
No. Only play as many games as you like.  

 

How Do I Arrange a Game? 
It’s up to you to arrange your games but the club discord server has lots of friendly people 
ready and waiting to play a game. Just ask. Club nights are Tuesdays and Wednesdays, but 
you can play your game anytime and anywhere you like. 
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CAMPAIGN RULES 
 

The sections below detail the campaign rules for Retribution on Mordrax and are largely a 
reproduction of the global campaign rules for The Vadinax Campaign. Some minor details 
have been changed to make them relevant to the club and local campaign. Sections 5 and 6 
are entirely replaced to provide background for the story on Mordrax. If the global campaign 
rules are updated, we will also update these local campaign rules. 

1.0 CAMPAIGN ESSENTIALS 
System:  Players will need to build battle-forged armies and Orders of Battle 

using points (with the conversion rate of 1 PL = 20 points), using the 
rules from the Warzone: Arks of Omen GT Missions Pack. Similarly, 
players will start with 1 CP in Combat Patrol and Boarding Action 
games, 3 CP in Incursion games, 6 CP in Strike Force games, and 9 
CP in Onslaught games. 

Battle Sizes:  Kill Team 
Combat Patrol (500 points) 
Boarding Actions (500 points) 
Incursion (501 to 1,000 points) 
Strike Force (1,001 to 2,000 points) 
Onslaught (more than 2,000 points) 

Board Sizes: Per game size 

Missions: This event will use a mix of missions from the Core Rules, Arks of 
Omen GT Missions, Arks of Omen: Abaddon, Tempest of War, and 
Crusade supplements. 

Campaign Length The Campaign starts on January 28th, 2023 and ends on June 4th, 
2023 

Roster Selection:  
 

Players begin the campaign with a 1,000-point Order of Battle and no 
relics. Players purchasing the Increase Supply Limit Requisition add 
100 points to their Order of Battle. Players will receive additional 
Supply limit at specific times during the campaign, typically every four 
weeks. 

Additional Rules This campaign uses the Goonhammer Crusade Balance Dataslate. 
Administratum Players in the Retribution on Mordrax Campaign are required to have 

an Administratum account and must be registered for the campaign to 
participate. 

Discord: The campaign will use Discord for player communication, game 
arrangement and battle reports 
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2.0 ARMY CONSTRUCTION AND 
PAINTING 
 
2.1 Roster Construction, Army Construction, and Army Lists 
Players must select one Crusade Faction from the list presented on page 306 of the 
Warhammer 40,000 Core Rule Book. All units in a player’s Order of Battle must include the 
appropriate keyword from that list, with the exception of Unaligned units. Players must 
record their rosters in Administratum and be assigned to a faction-based team. A player's 
Order of Battle may not contain any Named Characters. 

This campaign uses points, with a conversion rate of 1 PL = 20 points for anything that 
doesn't already have a points value. Players begin with a Supply limit of 1,000 points. 

Players are not allowed to bring Orders of Battle that have accrued Battle Honours, Battle 
Scars, Weapon Enhancements, Psychic Fortitudes, or any other trait or benefit from other 
Crusade events. Players must create a new Order of Battle for Retribution on Mordrax 

For all intents and purposes, this campaign uses Matched Play rules, with army creation as 
outlined in the Arks of Omen Grand Tournament Missions pack. Players are expected to use 
the most current Codexes, FAQs, errata, dataslates, and beta rules found on Warhammer 
Community. Players are to abide by the content validity update, with some exceptions. 
Specifically, players are permitted to use the following: 

• Codex Supplements Cult of Strife, House Raven, and Metalica from War Zone 
Charadon Act I 

• Codex Supplement: Our Martyred Lady from War Zone Charadon Act II 

• Appendix: Inquisition from War Zone Octarius 1 

• Codex Supplement: Blood Axes from War Zone Octarius 2 

• Codex Supplement: Order of the Bloody Rose from War Zone Nachmund Vigilus 
Alone 

• Armies of Renown from any of the War Zone campaign books released 

• All content from War Zone Nachmund: Rift War 

Note that, should they wish, players may also (but are not required to) use the following rules 
for building their Crusade armies and Rosters: 

• Looted Vehicle Rules from War Zone Octarius Book 2: Critical Mass 

• Army of Faith rules from War Zone Nachmund: Vigilus Alone 

• Army of Chaos Undivided rules from War Zone Nachmund: Rift War 

• Priest Battle Traits from the Wars of Faith Crusade Mission Pack 

• Necrons Crusade rules from White Dwarf issues 479 and 481 

• Torchbearers rules from White Dwarf issues 466 and 467 
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2.2 Requisition Points, Experience, Battle Traits, and Battle Scars 
Requisitions, Relics, and Agendas in the Warhammer 40,000 Core Book, Codexes, and the 
supplements listed above are eligible for selection in this event. 

2.3 Administratum 
Players are expected to use Administratum for managing their rosters and reporting their 
games. Only validated games will be accepted for campaign results. 

2.4 Modeling and Basing 
Everyone loves playing with and against painted minis. Players in the campaign are not 
required to have fully painted armies but players are encouraged to paint their armies over 
time and show off their progress.  

Not every miniature in your army needs to be a Games Workshop or Forge World model, but 
any third party models or proxies you use should be visibly obvious as to what they’re 
intended to represent, and must generally be of the same size and on the same size base as 
the model they represent. 

 

2.5 Converted and Forge World Models/Units 
We’re all about sweet conversions and scratch-built units, especially in Narrative events. For 
the sake of fairness, these should generally be the same size as the most current version of 
the model they’re supposed to represent. Generally, when it comes to conversions and 
scratch builds a unit should not gain a benefit from converted models, but can incur 
penalties, i.e. it may be taller so it can be more easily seen, but may not gain line of sight 
benefits from its extra height. Converted and Scratch-built models must be on the same size 
base as the current version of the model they’re supposed to represent. 

2.6 Basing 
Many models are no longer produced on the bases they originally came with. All models in 
your army should be on the bases that they are currently being packaged and sold with. 

2.7 Forces of the Dark Mechanicum and Traitor Guard 
Some players may wish to play the traitorous forces of the Mechanicus and Astra Militarum 
which have fallen to Chaos.  

While no formal rules exist for these at the time of this writing, we're happy to accommodate 
those players in the Retribution on Mordrax campaign. If Adeptus Mechanicus and Astra 
Militarum players want to represent traitor armies, they can choose to play fallen or traitor 
versions of those armies. A player doing this can just shift their keywords or they can play 
one of the armies of renown (see below). 

• If a player chooses to play a traitor ASTRA MILITARUM army, then units in that 
army replace the IMPERIUM keyword with CHAOS. A Traitor Militarum army cannot 
include any units with the AGENTS OF THE IMPERIUM, VOTANN, LEGIONES 
DAEMONICA, or AGENTS OF CHAOS keywords. 

• If a player chooses to play a traitor ADEPTUS MECHANICUS army, then units in 
that army replace their IMPERIUM keyword with CHAOS. A Traitor Mechanicus army 
cannot include any units with the AGENTS OF THE IMPERIUM, VOTANN, 
LEGIONES DAEMONICA, or AGENTS OF CHAOS keywords unless that unit is a 
DREADBLADE. 
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2.8 Legends 
Games Workshop has discontinued some great models over the years, and no longer 
supports some of those in matched play. We're happy to say that some Legends units are 
usable in the Retribution on Mordrax Campaign. You can find more about these in the 
Crusade Balance Dataslate. 

Guillame’s thumb flicked across the activation rune of his Crozius, his body aching 
for the thrill of combat. “BROTHERS!” he intoned, his helmet vox amplifying his 
voice to the waiting battle-brothers around him. “We stand here, at the last 
remaining bastion of sanctity on this forsaken world. We stand, ready to repel these 
pitiful vermin in the name of the immortal Emperor and keep this holy place 
PURE!”  
“HAAAA!” came the reply. “We have faced many enemies on this world! We have 
stood vigil on many such holy sites. We have BURNED heretics!” “BURN!” “We have 
cleansed settlements. We have KILLED mutants that stood in our path!” “KILL!” 
“We have defended His imperial servants. We have PURGED the unclean!” “PURGE!” 
“Yet now we must leave this place, that is now passed too far beyond His light, too 
far from saving with the Imperial Truth! BUT NOT BEFORE we defend this shrine 
from the filthy xenos! We WILL STAND, unto our LAST BREATH if needs!” As he 
finished his sentence, his earpiece clicked on, bringing the voice of Agravain’s 
eliminators stationed above them in the ruined steeple of the church, “Contact.” 
Guillame smiled and pressed the activation stud, lifting his glowing Crozius aloft. 
“BROTHERS! No Pity! No Remorse! No Fear! FORWARDS FOR THE EMPEROR!”  
 
 
The Eldar fiends had come upon the Templars slowly, harrying the outer perimeter 
as the Astartes force prepared to leave the planet. None of the raiders’ markings 
matched those Eldar forces they had already met in battle, presumably making 
them one of the many cowardly scavenging groups that had been picking at the 
easy meat others had left in their wake. Yet now this cabal had obviously sensed the 
weakness of the Templars’ position and moved to take advantage. They had come 
upon the ruined Imperial Church courtyard as the hive city around them fell apart, 
chaos reigning about Emburia. Their multitude of hovering transports slipped 
around the ruins silently, thinking they had the Templars unawares, at least until 
the Astartes sallied forth to meet them. The battle was short, but fierce. Bolt rounds 
and melta-beams played across the ruins, a melody over the sound of chainswords 
revving and crunching flesh. Many of the vehicles the invaders brought, covered in 
grisly trophies and foul symbols, had exploded outright, leaving debris and Eldar 
corpses blocking the entrances to the sanctum. Cruel battle had been met with the 
xenos’ poisoned blades and the Templars’ sanctified weapons, but ultimately the 
Drukhari had crumpled beneath the righteous anger of the Angels of Death. 
Guillame laid his Crozius against a ruined wall and watched as Percival 
administered to the Marshall, who had been laid low by the huge blades of several 
grotesque monsters before they were vaporised by Geraint’s Eradicators. The walls 
of Church had remained inviolate. Now the Crusade could leave this awful place 
with the knowledge their duty had not wavered  
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3.0 THE MECHANICS 
Welcome to the Retribution on Mordrax campaign! In addition to the changes laid out in the 
Goonhammer Crusade Balance Dataslate, there are a number of new rules and mechanics 
that are specific to this campaign. In this section we're going to lay out the basic rules for the 
campaign that apply to all factions and forces. For mechanics specific to your faction, please 
refer to the appropriate faction player pack. 

3.1 Who Can Play? 
There are two ways to participate in the Mordrax and Vadinax Campaigns: 

1. ELG Club Members. That’s you (probably). You can participate in this campaign. 
Just join the campaign, join the discord, arrange games with other club members, 
then show up and be a respectful opponent. That’s it.  

2. Goonhammer Patrons at the Warhound ($5) level and up: That’s also you, if 
you are interested. Goonhammer patrons may participate in the Vadinax campaign. 
These players may fight over any of the Vadinax sectors locations and planets. Refer 
to the Vadinax sector for more details. 

Players are encouraged to use a single Order of Battle across campaigns, but are free to 
create multiple rosters for each to represent the different forces they own. 

3.2 Building an Order of Battle 
Players should construct an Order of Battle for the Retribution on Mordrax Campaign using 
the rules outlined in the Warhammer 40,000 Core Book, though note that in Mordrax players 
use Points, not Power Level, when building rosters.. For rules and abilities that refer only to 
power level, players should use the conversion rate of 1 PL = 20 points. 

Warleaders 

Once a player has created an Order of Battle, they must select a Warleader. The Warleader 
must be a Character that can be a WARLORD for that player's army. If a player does not 
have a Character on their Order of Battle, they must pick a VEHICLE or MONSTER unit with 
a single model to be their Warleader. The Warleader gains the WARLEADER keyword and 
must be your Warlord if it is included in your army. If a player's Warleader dies or is removed 
from their roster they can select a new Warleader at no cost. Otherwise, they can do so by 
spending 1 RP. 

3.3 Administratum 
The Vadinax Crusade and its connected local campaigns will be run in Goonhammer's 
Administratum App, Every player in the campaigns must have an Administratum account to 
participate. Once they have created an order of battle players will be assigned to a faction 
team. 

Submitting Games 
Players may only submit Validated Games for The Vadinax Crusade - so every player must 
have an Administratum account to play. 

 

3.4 Starting Requisition 
Each player starts with 5 RP. Additional Requisition Points will be gained and spent following 
the standard Crusade rules. 
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3.5 Battle Honours 
 

In the Retribution on Mordrax Campaign, players must randomly determine Battle Traits and 
Weapon Enhancements, unless oth erwise specified by a campaign GM. When rolling to 
generate a Trait on a table with 6 potential outcomes, a player may roll two dice and choose 
one of the results.  

Unless otherwise specified, each non-CHARACTER unit in your Order of Battle can only 
have a single Battle Trait or Weapon Enhancement until they reach Legendary Rank, at 
which point they can receive a second Battle Trait or Weapon Enhancement. Each time a 
non-CHARACTER unit in your Order of Battle gains a rank, if it already has a Battle Trait or 
Weapon Enhancement, it can choose to discard that upgrade and generate a new one. 

 

For missions and other upgrades that allow a player to "select a battle honour," that player 
must instead randomly generate a trait or enhancement using the method above when 
choosing a table with random selections. A non-CHARACTER unit can never have more 
than two Battle Honours. 

3.6 The Price of Failure 
A unit that fails its Out of Action test may never choose to take a Devastating Blow and must 
always generate a Battle Scar. 

3.7 Tactical Withdrawal 
At the end of a player's Movement phase, that player may opt to make a Tactical 
Withdrawal, retreating from the battlefield. When a player does so, they immediately lose the 
game and their opponent claims any rewards as a result of winning. The player withdrawing 
drops any held objective markers (such as the relic) and those are considered to have been 
recovered by the opponent. Any units in the withdrawing player's army which are still within 
Engagement Range of enemy units are considered destroyed. 

3.8 Fated Hour 
In Retribution on Mordrax sometimes the stakes are higher – in these games and events, 
which have the Fated Hour tag, you’ll find there are massive gains to be had, but also major 
risks. If your characters die in one of these games and fail an Out of Action test, they may 
die permanently. Fated Hour games and events won’t be common, but when they occur it’ll 
likely mean the fate of an entire planet or system is at stake! 

3.9 Campaign Relics 
What’s a Crusade without some sick, balance-destroying relics to fight over? There are 
plenty of ancient secrets on Mordrax, including special relics of devastating power. Should 
players uncover these, they’ll be able to put them to use but beware – should a champion 
wielding one of these fall in battle, they’ll drop the relic, where it may potentially be recovered 
by the enemy! And for those relics deemed too dangerous to let fall into enemy hands or too 
heretical to risk use, you can opt instead to destroy those, trading that ill-gotten power for 
Fate points. 
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3.10 CONQUEST 
The primary objective for players and the core mechanic at work in the Mordrax campaign is 
conquest: Players are tasked with conquering the sector's planets and claiming them for 
their respective factions. This is accomplished through the Planetary Conquest mechanic. 
Each time a game is played, players can choose the planet or territory where the game was 
played. This can either be agreed upon beforehand by the players, or the winner can choose 
the location following the game.  

The result of each game will shift control of the planet or territory where the game was 
played by a small amount. How much a faction's control over a planet or territory changes 
varies according to several factors, such as whether there are unclaimed sections on the 
location, defenses put in place by either faction, major events or story developments, how 
many games each player has played recently, and even the morale of the local population. 
Careful players may be able to determine some of these factors over time and use this 
knowledge to their advantage! 

3.11 Fate Points 
As players win games in the Retribution on Mordrax Campaign, they'll accumulate Fate 
Points. These represent the narrative momentum of an army, and can likewise be used to 
upgrade your forces or propel certain narratives forward. Each time a player wins the first 
game they play each week (defined as Monday through Sunday), they earn 1 Fate Point. 
Players can also earn Fate Points by participating in certain events, completing narratives, 
and from other players. 

Using Fate Points 
Players can use Fate Points in a variety of ways. Between games, players can do the 
following: 

• Spend 1 Fate Point to give D3 XP to a single unit on their Order of Battle. 

• Spend 1 Fate Point to gain 1 Requisition Point (RP). 

• Spend any number of Fate Points to advance a Narrative. How many points are 
required depends on the Narrative. 

Additionally, players can trade, give, or pool Fate points with other players. This might be to 
accomplish a shared narrative, further a shared goal, or bribe a player to attack a specific 
planet or location. Players can also use Fate Points to purchase faction-specific rewards. 
These are outlined in the relevant player packs for each faction. 

3.12 Narratives 
Narratives are special storylines and events players can pursue during the campaign. 
Players advance a Narrative by notifying the campaign GM and spending a number of Fate 
Points equal to the number required to achieve the next step on that Narrative. Once a 
player has done this, the campaign GM will inform them what happens next, what rewards 
they receive (if any), and how many Fate Points are required to achieve the next step on the 
Narrative track. 

 

Please notify the GM by sending a direct message on Discord 
to Mike David#7010 
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3.13 New Psychic Fortitudes 
Players in the Retribution on Mordrax campaign have access to a new and improved table of 
Psychic Fortitudes. Replace the Psychic Fortitudes table in the Core Book with the following 
table. Additionally, when rolling on this table as a non-CHARACTER unit, roll a D3 instead of 
a D6. 

PSYKER UNITS ONLY 

D6 TRAIT 

1 Psychic Might: Add 1 to the number of psychic powers this unit can attempt to 
manifest in your Psychic phase. 

2 Adamantium Will: Add 1 to the number of psychic powers this unit can attempt 
to deny in your opponent's Psychic phase. 

3 Master of Lore: Add 1 to the number of psychic powers this unit knows from one 
of the disciplines available to them. Write down this new power on the unit’s 
Crusade card. 

4 Warp Lord: You can re-roll dice rolls of 1 when making a psychic test for this 
unit. 

5 Power Siphon: Whenever this unit successfully denies a psychic power, it 
regains up to D3 lost wounds. 

6 Irresistible Force: Each time this unit successfully manifests a psychic power, if 
the result of that roll was an unmodified 10 or higher, the power cannot be denied 

 

 

 

 

Lighting cracked the sky and the cadre snapped to their positions, but the enemies seemed 
to appear out nowhere. A strange light distorted the space in the middle distance and they 
seemed to walk right from it. The orders from the fire blade went up and pulse and plasma 

fire lit up the air but the fire power that would even give other space marines pause, just 
seemed to shimmer and fade right before hitting the ornate, synchronised forms of the 

marines. Their guns seemed to spit purple fire rather than bullets and tore up any armour 
worn by Tau forces. Too late, he noticed a monster given form, a so called Daemon engine, 
look directly at him and in one massive barrage of plasma fire, engulfed his world in pain. 

But pain and death had become old friends to him by now.  
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4.0 PLAYING GAMES 
There are many ways to fight your battles on Mordrax. From the humble kill team skirmish to 
massive Onslaught games, each win or loss can have major ramifications. When playing 
games in the Mordrax campaign, players use the following rules and guidelines: 

4.1 Missions 
Players in Mordrax can play any of the following missions when playing games in the 
Mordrax Campaign: 

• Crusade Missions from the Warhammer 40,000 Core Book. When playing these 
missions, players with Battle-forged armies gain 1 CP at the start of each Command 
phase, instead of only at the start of their Command phase. 

• Crusade Missions from the following Supplements: Containment, Plague Purge, 
and Amidst the Ashes. When playing missions from Amidst the Ashes, ignore the 
rules for Awakened Machine Spirits and Corrupted Minds. 

• Tempest of War missions 

• Boarding Actions missions from the Arks of Omen campaign books and White 
Dwarf supplements 

• Grand Tournament Missions from Chapter Approved: Arks of Omen 

• Missions from Chapter Approved: Tactical Deployment 

When playing a mission for which there are no specified Crusade rewards, instead refer to 
the following table: 

 

MISSION CRUSADE REWARDS 

D6 REWARD 

1-3 The winner of the battle gains 2 RP instead of 1. 

4-5 The winner of the battle can choose an additional unit to be Marked for 
Greatness following the battle. A single unit may not be Marked for 
Greatness twice. 

6 The winner of the battle gains one additional Fate Point. 
 

 

4.2 Kill Team 
Players in Mordrax can play games of Kill Team in addition to games of Warhammer 40,000 
to represent the various covert operations undertaken by their armies. When playing Kill 
Team missions in Mordrax, players may play Kill Team Critical Operations missions from 
any of the following books: 

• The Kill Team Core Book 

• Kill Team: Into the Dark 

• Kill Team: Shadowvaults 
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When selecting a Kill Team, players must choose a team which shares a faction keyword 
with their Order of Battle. Kill Teams are not derived from rosters, and playing games of Kill 
Team does not earn XP rewards for a player, nor does it cause them to accrue Battle Scars. 
It does however affect Planetary Control. When a player completes a game of Kill Team, 
they gain 1 Requisition Point. If this is their first win of the week, they also gain 1 Fate Point. 

 

4.3 Boarding Actions 
During the Mordrax campaign players will have the opportunity to play Boarding Actions 
missions using the rules from the Goonhammer Crusade Dataslate. In addition to the 
Boarding Actions missions presented in White Dwarf and the Arks of Omen campaign 
books, players may opt to play games on a 36"x36" table using Zone Mortalis terrain. 
Players should use the Games Workshop Boarding Actions Mustering Rules document 
found here. Boarding Actions missions use the random table above for determining Crusade 
Rewards. 

4.4 Combat Patrol 

For Combat Patrol Missions, each player's army must be 500 points or below and consist of 
one Patrol detachment or Super Heavy Auxillary detachment if they're playing either Chaos 
Knights or Imperial Knights. Note that these games use the updated Battleforged CP bonus, 
mentioned above. 

4.5 Incursion 
In Incursion missions armies are between 501 and 1,000 points. For these missions, players 
may opt to either use the Arks of Omen Detachment or a single Patrol Detachment (in 
addition to any Battle Brothers detachments, as described in the Arks of Omen GT Mission 
pack. 

4.6 Strike Force Strike Force games run from 1,001 to 2,000 points and follow the rules for 
army construction from Arks of Omen: Grand Tournament Mission pack. 

4.7 Onslaught 

Onslaught games are any games which run more than 2,000 points. When mustering an 
army, players may use either a single Arks of Omen detachment and allied detachment or 
choose to instead use the rules for mustering an army from the War Zone Nephilim GT 
Missions pack. 

 

4.8 Games with More Than Two Players 

Games that feature more than two players - 2v1, 2v2, and 3v3 - are fairly common in casual 
and Narrative play settings. When playing as a team, make the following adjustments: 

• Players muster armies and generate CP according to the size force they are making, i.e. in 
a Strike Force game where each player brings 1,000 points, they will each start with 3 CP 
(players can agree to an even split even if points aren't exactly even). 

• Players generate and use CP independently during a game and may not share CP. 

• Teams share phases during a turn and operate as a single army with two detachments. 
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• When playing in 2v1 games, the side with two players only receives their battle-forged CP 
at the start of their Command phase, while the side with one player receives their battle-
forged CP at the start of every Command phase. 

• At the end of the battle, each player on the winning team receives the Victory bonus and 
may choose a unit in their army to be Marked for Greatness. 

Submitting Results 

We are currently working implementing these in Administratum but the feature isn't ready 
yet. In the interm, players should treat and submit 2v2 and 3v3 games as individual games 
where each player on the winning side won, i.e. after winning a 2v2 Strike Force game 
where each player brought 1,000 points, players should submit that game as two 1,000-point 
Incursion games and split the opponents between them. For uneven games where this isn't 
possible, players should submit the result as a 1v1 and the player left off the report should 
inform the GM and manually collect the rewards from the mission. 

“The Wolves will pay dearly for this betrayal”, snarled Varrick, drawing his blade from the carcass of one of 
the great beasts. First Sergeant Lokir chuckled. “The Wolves have already paid, brother”, wiping blood and 
ichor from his own power sword. “There are as many wolves left on this field as there are on Fenris.” 
Reynard laughed at that, in spite of his fresh wounds. Even Varrick smirked, hoisting the remains of the 
butchered wolf from the ruins onto the pile of bodies below. A simple tasking to accompany the Apothecary 
to recover geneseed had descended into anarchy when the Sons of Russ had descended on them in a 
howling frenzy of bolter and blade, talons and teeth. They had barely boarded the Final Covenant, their 
designated Impulsor transport, when the vox had come alive with orders, threats and guttural snarls. By the 
time they had reached the target and disembarked to protect their brother, the air had been thick with 
jetwash and prometheum fumes as Astartes in grey had descended upon them from above. Despite being 
outnumbered three to one however, they had broken their traitorous brethren - Lokir himself had cut the 
head from the squad leader. Reynard would have fallen had it not been for the attention of their ivory clad 
brother. Lokir turned, casting his eyes to the smoking crater where Askiviades stood amongst the carnage, 
at last finishing his ministrations. Lokir leapt down from the wreck of building and strode over to him as the 
Apothecary rose. “You acquitted yourself with honour, First Sergeant” intoned the field surgeon. “You have 
done the Bladeguard proud, as ever”. Narthecium arms whirred above him finalising their work, red fluid 
dripping from the buzzing fixtures. The stink of viscera and gore filled Lokir’s nostrils. “And Brother 
Reynard’s wounds will finish healing in the next few hours.” 
 
And you have kept the Sept whole, brother, and you have my thanks as always.” Lokir turned hearing 
footsteps and gavr the sign of the Aquila, nodding as the Captain joined them. “Grimnar will hear from us in 
time for this outrage, but the pups have been scattered for now”, Aris asserted as he cast his eyes across 
the strewn bodies of men and wolves. “Whatever the Wolves wanted here, I do not believe they gained it.” 
Lokir’s brow furrowed. He had met the Great Wolf before on the field of battle, having fought side by side 
against a greenskin incursion years before. The First Sergeant would face any threat on the battlefield head 
on, but he did not envy the one to hold Logan Grimnar to account. He was curious of the reason for the 
Wolves presence on Mordrax however. Reports from elsewhere during the battle had since come in and if 
they were to be believed, two enemy dreadnoughts had been felled in the skirmish, but at a cost. Word had 
reached them that the Crimson Hand had been brought down by a squad of blood claw’s and was now 
being conveyed back to the Darktyde to be attended by the Techmarines in orbit. Lokir had fought 
alongside Adrastus as a battle brother centuries prior. His wisdom among the chapter was without equal 
and Lokir knew that Aris held the dreadnought’s council above even his own. As much as he wished to see 
his brother’s swift return to the field however, Lokir knew that Adrastus’ will to return to the fight would be 
even stronger. “Contact has been made with the Omnis Arcanum and the Chapter Master is being 
appraised of this latest development. The Fourth are also believed to be in this sub-sector, sir, should we 
require further support.” It had been decades since Lokir had fought alongside the Fourth Company. It 
would be good to see their brothers again, especially in days as dark as these. 
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5.0 THE MORDRAX SYSTEM 
MORDRAX 
 

Tau Temperament: Dictatorship 

 
Designation: Imperial Planet, Sub-Sector Capital World 
Planetary Capital: Hive Emburia 
Tithe Grade: Solutio Moderis - Exactic Tertius 
Population: 27 Billion Humans, 14 Billion Sanctioned 
Abhumans 
First Settled: ++REDACTED++ 
Climate: Temperate to tropical, with polar ice caps and 
arid deserts 
Biomes: Desert, Plains, Jungle/Rainforest, Frozen 
poles, Mountains. 
Flora and Fauna: Varies, Megafauna and flora are 
uncommon, biologis reports suggest past gene 
modification in feral and wild populations, purposes 
unknown. 
Geology: Tectonically active, frequent high strength 

tremors are regular, increasing due to ++REDACTED++ activity in the Northern regions. 
Moons: Aleph Proxima (Mining Colony, Monitoring Station), Aleph Major (Mining Colony) 
 

Mordrax Prime, a Hive planet in decline, is home to 27 billion Imperial Citizens living in 
environments ranging from the squalor of manufactorum waste facilities to the splendor of 
Imperial Palaces and Shrines. Humanity is not the only race to have touched this world and 
its moons. Aeldari ruins, ancient shipwrecks and temples shrouded in exotic warp energies 
are all evidence of the planet's varied past. Some of this history is heavily documented by 
the Adeptus Mechanicus while other aspects remain hidden and, as yet, unexplored. 
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EMBURIA 

 
 

Keywords: Genestealer Cult: Hive World:  Community, Community, Industry, Politics 

Tyranid: Industrial 

Tau: Political Centre 

 

Emburia is the largest and most important continent on Mordrax, containing the main 
planetary defences, a city sized manufactorum and Hive Emburia, the planetary capital. It 
has recently been ravaged by a long and costly war which has seen the Council of 
Magistrates, who once governed the system, replaced by the High Magistrate, who now 
rules unquestioned.  
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LUMINA RADWASTES 

Keywords: Genestealer Cult: Frontier World: Community, Military, Resources, Politics 

Tyranid: Rural 

Tau; Research World 

 

A blasted and irradiated landscape, the Radwastes are aptly named. Hive Nadir once 
dominated this region until M34 when a starship crashed on the city, its warp drive 
detonating and changing the map of Mordrax forever. Mutants, abhumans and Xenos plague 
the region, sometimes launching ill-fated attacks against outposts and Imperial colonies. 
Some speak of echoes on the winds, cries of anguish and pleasure, while some have 
seen...... something else. Only sanctioned Imperial expeditions are allowed to traverse the 
region due to the highly dangerous radiation and enemies. Few expeditions return. 
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ENORA 

 

Keywords: Genestealer Cult: Cardinal World: Community, Politics, Religion, Religion 

Tyranid: Hive 

Tau: Shrine World 

 

Perched on the cliff of an island under the gaze of Hive Enora, the Shrine of St Celestine on 
Enora is sacred to Imperial citizens, ith many making the dangerous pilgrimage to the shrine 
every year from across the planet. It also draws many from further afield, in search of 
answers, visions and hope. It is highly prized for the Adepta Sororitas to be stationed on the 
world just to be in close proximity to the Shrine, and there are regular disputes about who is 
the deserving Order to keep watch. 
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OCTAVIA 

 

Keywords: Genestealer Cult: Agri World: Community, Industry, Resources, Resources 

Tyranid: Hive 

Tau: Agri World  

 

Octavia was long ignored and forgotten by the elite of Mordrax. Hive Octavia was a place of 
boredom and drudgery. No more that a vast collection of hovels, power stations and waste 
recycling processors. The rest of the continent was scrub forest and dull weather. This 
changed when the Plains of Emburia could no longer feed the planet. The forests of Octavia 
had gradually been replaced by brutal, industrial agricomplexes however Hive Octavia 
remains a place which attracts very little attention. Ideal for any clandestine plans. 
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HIVE SORON 

 

 

Keywords: Genestealer Cult: Forge World: Industry, Industry, Military, Religion 

Tyranid: Industrial 

Tau; Trader’s Hub 

 

Hive Soron is the largest hive in the Mordrax System. It is a factory of unfathomable size 
consisting of mile upon mile of furnaces, refineries, assembly yards, munition reclamation 
facilities, slag heaps and promethium tanks.  

 

The hive is filled with the acrid stench of industry, the endless clamor of construction and 
stifling unrelenting heat. Most of the residents are deaf and have lost their sense of smell. 
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ALEPH PROXIMA 
 

Keywords: Genestealer Cult: Fortress World: Military, Military, Politics, Resources 

Tyranid: Rural   

Tau: Mining World 

Aleph Proxima, Mordrax’s closest moon, has an unnaturally short orbital period. This has 
made it an idea location for Imperial listening posts, taking advantage of its fast sweep 
around the planet to scan the void for any threats to the system.  

The unusual composition of the moon has also attracted deep mining operations. Local 
Arbites frequently resolve disputes between the various mining settlements. Most recently, 
one of the mining alliances has been accused of using outlawed plasma charges and mining 
to a forbidden depth, endangering the tectonic stability of the other settlements. This type of 
accusation is typical of the politics on the frozen surface of Aleph Proxima.  
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6.0 DRAMATIS PERSONAE 
 

Captain Gabriel Khrane, 501st Ranger Corp 
 “What must you do? WHAT MUST YOU DO? It’s clear. You 
must kill the High Magistrate. Don’t tell me it’s heresy! I know 
heresy. I have stood on battlefields alongside depraved men 
and treacherous xenos and you are worse than them all! This 
is not heresy. He has no honour. I was there, on that boat in 
the Bay of Light, when he made false oaths to that mad tech-
priest and the accursed Sister. I heard. I know. He is no 
Astartes and he must die. You must kill Apophis 

 

 

Why should I trust an Eldar to defend a world of the Emperor’s? 

 

This is not the Emperor’s world, this is our world. This was our home an eon before the Emperor was born. 

 

This is an Imperial world. There are only a few thousand of your kind, hiding in your enclave. There are more 
than 27 billion Imperial subjects on Mordrax Primus 

 

There are 48 trillion stinger ants living in the Jungle of Lumina. Perhaps this is their world? 

There is a big difference between humans and bugs 

An interesting perspective 

 

Belegard Shadowblade, 
Exodite Sentinel 
 

“You still believe it matters, who controls the 
cities and the roads? You think it matters who 
controls the missiles? Even after all this death, 
you think it matters who is the master of Hive 
Emburia? It still surprises me that your kind can 
be so disappointing. No, it does not matter. All 
that is important is that the planet is kept safe. 
That no one goes looking for the past they are 
not meant to find and cannot comprehend.” 



 

28 
 

Luto Calavarium, Wandering Tech-Priest 
 

“It is here. After all this searching, it is here. They won’t listen to 
me. They can’t listen to me, but it is here. Will you help me? All 
we need to do is a dig a little. I know exactly where. Well, I know 
approximately where. Instruments are not trustworthy in Lumina. 
But I can find it again. If you will just help me. I cannot do it alone 
as those things live in the ruins. But I will share with you the 
reward.  

Just let me dig a little beneath the surface.” 

 

Administratum Underscribe Etheldan, Hive Enora 
Subsector 408-K 

“You have come to see me? Why, I am 
nobody. The stories you have been told of my 
work are misinformation. I will ensure these 
rumours are brought to an end. I am just a 
diligent scribe, working for the people of 
Mordrax. Ah, I see you staring. It’s a minor 
aberration. I have all the correct paperwork is 
these chests here and here. All in order. I 
would insist on it myself. Of course, sometimes 
the correct processes can be slow. If you 
would be willing to help me in those 
times….just to ensure the correct and proper 
outcomes are achieved? No, no, I would 
expect no share of any fortune from such 
endeavours. All that is important to me is we 
do…. the Emperor’s work. And someone thinks 
of the Children.  

 
The Exiled Magistrate 
 

“To all who can hear this……zzZZzttztztztzt…..restore rightful 
govern………ZZZZZZZZZ…require your 
aid……….ztttztztztztzt……..will 
again…….ZzZzZzZzZzZz……for all…..zz z z z z z z z z zz z 
z……many.” 
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