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TOP SECRET
OPEN SECURE CHANNEL.

TRANSMISSION M345C.67059

URGENT.

PERSONAL EYES ONLY.

PERSONAL MESSAGE.

PASSWORD.



XXXXXXXXXX

TO IMPERIAL INQUISITOR ANDREW
AFTER MUCH FRUSTRATION AND SEARCHING OF IMPERIAL RECORDS I HAVE GATHERED THE INFORMATION THAT YOU REQUIRE, HOWEVER FOR THE LIFE OF ME I CANNOT UNDERSTAND WHY YOU ARE SO INTERESTED IN AN INSIGNIFICANT LEADER AND AN EVEN MORE INSIGNIFICANT REGIMENT WHEN MANY HEROES STANDOUT IN THE WAR FOR ARMAGEDDON.

GIVEN THE NATURE OF THE REGIMENT LITTLE INFORMATION EXISTS. I HAVE BEEN ABLE TO TOGETHER A ROSTER, SOME DETAILS OF THE FIGHTING IN THE FIRE WASTES WHICH MENTIONS THE FOUNDING OF THE REGIMENT, AN IMPERIAL POSTER FROM THE HEROES OF THE IPERIUN SERIES WHICH MEANTIONS PREFECT ALTO, AN EXTANT MAP OF ARMAGEDDON, AND A COLLECTION OF HISTORIC FRAGMENTS WRITTEN BY MYSELF ON THE REGIMENT. IF ANYTHING ELSE EXISTS I CANNOT FIND IT. I HAVE ALSO PROVIDE A HOLOPIC DATA SLATE OF THE DETAIL SHOULD YOU REQUIRE IT.

YOUR MOST LOYAL SCRIBE

 DAVIDIUS.

END TRANSMISSION.

CLOSE SECURE CHANNEL.
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THE FIRE WASTES
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It is only through the Emperor’s benevolent grace that a catastrophe at the Fire Wastes was averted. However, the area is by no means secure, providing as it does ideal conditions for the Orks to thrive in. Current plans are to liberate the coastal area first. Then, as more units become available, there will he a coordinated push inland.

Sector 1: The roks that remain undamaged in the Fire Wastes are causing particular concern to General Kurovis force, as it is becoming more apparent that the Orks have worked out a way to transfer troops and vehicles between rocs by using the teleportation devices contained within them. It was previously thought by some that they could only transfer troops and vehicles on and off-world, as the teleportation devices needed the large reserves of energy on the hulks to function. 

The Fire Wastes, with their hazardous conditions creating a perfect haven for the Orks, is seeing growing numbers of different tribes previously thought to have been trapped elsewhere on the planet. Space Marine Scout teams are moving into the area to investigate.
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Sector 2: As the Chaya Ranas ore mining facility was protected by the Iron Line, only the outlying mines fell into Ork hands. Believing that the massacre at Gaius Point was, in part, their responsibility (a matter which is still to be investigated), the Adeptas Sororitas have tasked them selves with surveying this treacherous region in preparation for reinforcements being drafted in from off- world.

Sector 3: In order to bolster the number of troops in the area, two regiments have been hastily raised from the prison population at B’taani Bay penal colony. These units have been shipped, under armed guard, to the Aderbein oil platform. Currently, the two pipelines that link the platform to the Serestus River refinery are being drained. The penal regiments will use these to gain access to the tunnels and corridors below the refinery, where it is believed a large nest of Orks has been hiding out during the Season of Fire. To prevent interruption to the much- needed oil supplies on Armageddon Prime, the pipelines will be resealed and filled again as soon as the convict units are through them. 

As an added incentive, the two regiments have been split, each being sent down a separate pipeline — one regiment carrying the weapons, the other carrying the ammunition.
Prefect Gregor Alto
Gregor Alto is the embodiment of the Adeptus Arbites ideals, never relenting in the prosecution of his duties and always at the forefront of the fighting. Strong, even for an Arbites who as risen up from the ranks, Alto is easily recognized by his many honor scars and his massive monocle,
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Prefect of the B’taani Penal Colony Alto was always at the forefront of the fighting he has won many honors and friends since the Penal Legion was established. 

At the outset of the first Ork invasion of Armageddon, Prefect Alto had only held his rank for three years. To do battle against the Ork warlords would be a hard test of his skills as a leader and a strategist, and it was with no hesitation that the humble Alto agreed to follow Commander Dante of the Blood Angels Chapter.

In battle, Alto and his Penal legionnaires were responsible for re-capturing the Aderbein oil platform, defending one of the few bridges across the Stygies river, against a thousand-strong Ork Speed Freeks column, fighting continuously for three days and four nights and in engaging in countless skirmishes through the hostile Fire Wastes.. 

At the end of the campaign Dante himself sought out the Prefect Gregor Alto and praised him for his valour. This was a supreme gesture as no greater honor can be bestowed upon a warrior than the respect of one’s brothers in arms, especially from a Chapter Master of the Adeptus Astartes.

As well as praise from Dante, Alto is also highly thought of by Commissar Yarrick, because of his actions at Stygies. It is said that when these two great men finally met at the end of the first invasion, they had an instant respect for each other and when the Ork warlord invaded the planet for a second time, a far older and much wiser Alto was one of the first to respond, sending his now famous and pardoned regiments to combat the Orks. 

At least three roks were destroyed by the Penal Legions attacks, killing untold thousands of greenskins and preventing the use of their deadly teleporters.
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Headquarters Command Platoon – Command Squad
	


	Prefect Alto’s Command Squad

	 
	Creds
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv

	Prefect Alto
	70
	4(5)
	4
	3
	3
	3
	4(5)
	3
	9(10)
	4+

	Veteran
	
	3(4)
	3
	3
	3
	1
	3(4)
	2
	8(9)
	4+

	Arbites (3)

Doctrinal points

Unit upgrades
	-
25
24
	3(4)
	3
	3
	3
	1
	3(4)
	1
	7(8)
	4+

	 Monthly cost in creds:
	119
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	Headquarters Command Platoon – Special Weapons Squads
	


	Arbitrator Drury’s Special Weapons Squad

	 
	Creds
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv

	Arbitrator Drury 
	 35
	3
	3
	3
	3
	1
	3
	1
	7
	4+

	Penal Troopers (5)
	 
	3
	3
	3
	3
	1
	3
	1
	7
	4+

	Doctrinal points

Unit upgrades
	20
30
	
	
	
	
	
	
	
	
	

	Monthly cost in creds:
	85
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	Arbitrator Kelly’s Special Weapons Squad

	 
	C reds
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv

	Arbitrator  Kelly
	 35
	3
	3
	3
	3
	1
	3
	1
	7
	4+

	Penal Troopers (5)
	 
	3
	3
	3
	3
	1
	3
	1
	7
	4+

	Doctrinal points

Unit upgrades
	20

10
	
	
	
	
	
	
	
	
	

	Monthly cost in creds:
	65
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	Command Platoon – Moylan’s Riot prevention Sentinel Squad
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	Arbitrator Moylan’s Sentinel “Cleanser”

	 
	Creds
	WS
	BS
	S
	T
	FA
	SA
	RA
	A
	Ld

	“Cleanser” 
	35
	3(4)
	3
	5
	3
	10
	10
	10
	1(2)
	7(8)

	Doctrinal points

Unit upgrades
	10

13
	
	
	
	
	
	
	
	
	

	Monthly cost in creds:
	58
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	Arbitrator Bryson’s Sentinel “Sanitizer”

	 
	Creds
	WS
	BS
	S
	T
	FA
	SA
	RA
	A
	Ld

	“Sanitizer”
	35
	3(4)
	3
	5
	3
	10
	10
	10
	1(2)
	7(8)

	Doctrinal points

Unit upgrades
	10

13
	
	
	
	
	
	
	
	
	

	Monthly cost in creds:
	58
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	Arbitrator Neal’s Sentinel “Decontaminator”

	 
	Creds
	WS
	BS
	S
	T
	FA
	SA
	RA
	A
	Ld

	“Decontaminator”
	35
	3(4)
	3
	5
	3
	10
	10
	10
	1(2)
	7(8)

	Doctrinal points

Unit upgrades
	10

13
	
	
	
	
	
	
	
	
	

	Monthly cost in creds:
	58
	 
	 
	 
	 
	 
	 
	 
	 
	 





	Headquarters Command Platoon - Commissars
	



	Commissar Perry

	 
	Creds
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv

	Commissar Perry
	40
	4(5)
	4
	3
	3
	2
	4(5)
	2
	10
	4+(5+)

	Unit upgrades
	5
	
	
	
	
	
	
	
	
	

	Monthly cost in creds:
	45
	 
	 
	 
	 
	 
	 
	 
	 
	 









	Commissar Curtin

	 
	Creds
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv

	Commissar Curtin
	40
	4(5)
	4
	3
	3
	2
	4(5)
	2
	10
	4+(5+)

	Unit upgrades
	5
	
	
	
	
	
	
	
	
	

	Monthly cost in creds:
	45
	 
	 
	 
	 
	 
	 
	 
	 
	 








	Headquarters Command Platoon – Commissars (continued)
	



	Commissar Lewis

	
	Creds
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv

	Commissar Lewis
	40
	4(5)
	4
	3
	3
	2
	4(5)
	2
	10
	4+(5+)

	Unit upgrades 

	5
	
	
	
	
	
	
	
	
	

	Monthly cost in creds:
	45
	 
	 
	 
	 
	 
	 
	 
	 
	 







	TROOPS – Arbitor Senoris Masten’s Platoon
	



	Arbitor Senoris Masten’s Penal Platoon

	 
	Creds
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv

	Arbitor Senoris Masten
	40
	4(5)
	4
	3
	3
	3
	4(5)
	3
	9(10)
	4+

	Veteran
	
	3(4)
	3
	3
	3
	1
	3(4)
	2
	8(9)
	4+

	Arbites (3)

Doctrinal points

Unit upgrades
	-
40

49
	3(4)
	3
	3
	3
	1
	3(4)
	1
	7(8)
	4+

	Monthly cost in creds:
	129
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	TROOPS - Arbitor  Senoris  Masten’s Penal Platoon (cont)
	



	Arbitrator Hanlan’s Penal Squad

	 
	Creds
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv

	Arbitrator Hanlan 
	6
	3(4)
	3
	3
	3
	1
	3(4)
	1
	7(8)
	4+

	Penal Troopers (9)
	54
	3(4)
	3
	3
	3
	1
	3(4)
	1
	7(8)
	4+

	Doctrinal points

Unit upgrades
	40

10
	
	
	
	
	
	
	
	
	

	Monthly cost in creds:
	110
	 
	 
	 
	 
	 
	 
	 
	 
	 



	Arbitrator Farley’s Penal Squad

	 
	Creds
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv

	Arbitrator  Farley
	6
	3(4)
	3
	3
	3
	1
	3(4)
	1
	7(8)
	4+

	Penal Troopers (9)
	34
	3(4)
	3
	3
	3
	1
	3(4)
	1
	7(8)
	4+

	Doctrinal points

Unit upgrades
	35

10
	
	
	
	
	
	
	
	
	

	Monthly cost in creds:
	105
	 
	 
	 
	 
	 
	 
	 
	 
	 



	Arbitrator Pinder’s Penal Squad

	 
	Creds
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv

	Arbitrator  Pinder
	6
	3(4)
	3
	3
	3
	1
	3(4)
	1
	7(8)
	4+

	Penal Troopers (9)
	34
	3(4)
	3
	3
	3
	1
	3(4)
	1
	7(8)
	4+

	Doctrinal points

Unit upgrades
	35

10
	
	
	
	
	
	
	
	
	

	Monthly cost in creds:
	105
	 
	 
	 
	 
	 
	 
	 
	 
	 






	
TROOPS – Deputy  Arbitor Senoris Larkins’s Penal Platoon
	



	Deputy Chief Arbitrator Larkin’s Penal Platoon

	 
	Creds
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv

	Deputy Arbitor Senoris Larkin
	40
	3(4)
	3
	3
	3
	1
	3(4)
	1
	8(9)
	4+

	Veteran
	
	3
	3
	3
	3
	1
	3(4)
	2
	8(9)
	4+

	Arbites (3)

Doctrinal points

Unit upgrades
	-
40

24
	3
	3
	3
	3
	1
	3(4)
	1
	7(8)
	4+

	 Monthly cost in creds:
	104
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TROOPS – Deputy  Arbitor Senoris Larkins’s Penal Platoon (cont)
	


	Arbitrator Ryan’s Penal Squad

	 
	Creds
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv

	Arbitrator  Ryan
	6
	3(4)
	3
	3
	3
	1
	3(4)
	1
	7(8)
	4+

	Penal Troopers (9)
	34
	3(4)
	3
	3
	3
	1
	3(4)
	1
	7(8)
	4+

	Doctrinal points

Unit upgrades
	35

10
	
	
	
	
	
	
	
	
	

	Monthly cost in creds:
	105
	 
	 
	 
	 
	 
	 
	 
	 
	 






	Arbitrator Toohey’s Penal Squad

	 
	Creds
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv

	Arbitrator  Toohey
	6
	3(4)
	3
	3
	3
	1
	3(4)
	1
	7(8)
	4+

	Penal Troopers (9)
	34
	3(4)
	3
	3
	3
	1
	3(4)
	1
	7(8)
	4+

	Doctrinal points

Unit upgrades
	35

10
	
	
	
	
	
	
	
	
	

	Monthly cost in creds:
	105
	 
	 
	 
	 
	 
	 
	 
	 
	 



	Arbitrator O’Halloran’s Penal Squad

	 
	Creds
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv

	Arbitrator  O’Halloran
	6
	3(4)
	3
	3
	3
	1
	3(4)
	1
	7(8)
	4+

	Penal Troopers (9)
	54
	3(4)
	3
	3
	3
	1
	3(4)
	1
	7(8)
	4+

	Doctrinal points

Unit upgrades
	35

10
	
	
	
	
	
	
	
	
	

	Monthly cost in creds:
	105
	 
	 
	 
	 
	 
	 
	 
	 
	 



	
TROOPS - Arbitor Senoris Rawls Shock Team
	



	Arbitrator Shock Team (Armored fist Squad)

	 
	Creds
	WS
	BS
	S
	T
	W
	I
	A
	Ld
	Sv

	Arbitor Senoris 
	6
	3
	3
	3
	3
	1
	3
	1
	7
	4+

	Arbites (9)
	54
	3
	3
	3
	3
	1
	3
	1
	7
	4+

	Doctrinal points

Unit upgrades 

Chimera
	20

8

93
	
	BS

3
	FA

12
	SA

10
	RA

10
	
	
	
	

	Monthly cost in creds:
	181
	 
	 
	 
	 
	 
	 
	 
	 
	 








	Fast Attack – Hadon’s Waterhound “Purifier”
	



	Chief Warden Masten’s Penal Platoon

	 
	Creds
	 
	BS
	 
	
	FA
	SA
	RA
	
	

	Chief Warden Masten
	115
	 
	3
	 
	
	12
	12
	10
	
	

	Veteran
	
	 
	3
	 
	 
	1
	3(4)
	2
	
	

	Unit upgrades
	8
	 
	3
	 
	 
	1
	3(4)
	1
	
	

	Monthly cost in creds:
	123
	 
	 
	 
	 
	 
	 
	 
	 
	 











Special Rules:





All units in the platoon utilize the following special rules:





 Iron Discipline (5): In order to keep the prisoners in line all leaders rule with Iron discipline. Any unit using the leadership of an officer with the “Iron Discipline” ability ignores the -1 modifier for being under half strength and may regroup even if below half strength.





Hardened fighter(15): All of the prisoners at the B’taani Penal Colony have been sent there because of recidivist criminal behavior and multiple attempts at escape. These are the worst of the worst, and are particularly adept at hand to hand combat.





Fire suits and re-breathers (20): Individuals stand little chance of survival in the “fire waste” without protective clothing (hence the placement of the penal colony). All units are equipped with fire suits and re-breathers (counts as carapace armor).





Close order drill (0): As the penal troopers in the platoon are used to the close confines of their cells they gain in leadership (+1), and initiative (+1) when grouped together in dense formations where they can present a hedge of blades, bayonets, and clubbed lasguns at the enemy.





Arbitor Senoris Masten has a reputation for severe discipline.  Many have said that if he wasn’t a Warden he would be an inmate such is his cruel demeanor.





Weap Weapon & Wargear options:





Veteran (6) Medical Orderly Haldane is equipped with a medi-pack (5), and Arbites Devlin has a tear gas grenade launcher (8). The other are equipped with close combat weapon and laspistol.





Arbitor Senoris Masten





Masten was awarded the Honorifica Imperialis (25) for single handedly foiling a mass breakout of prisoners at Signum Prime. He was sent to the B’taani Penal Colony along with Prefect Atro to quell riots there. He carries the ancestral weapon of the Masten family which counts as a power sword (5).














�





Arbitrator Rawls was as tall, grey and unbending as the statue of Judge Traggat that stood outside the fortified courthouse. His face betrayed no sign of recognition as he listened to the messenger of Lord Messarian. In fact nothing about his features gave an impression of human musculature, so that he might as well have been wearing a mask.





“….. My lord Messarian protests his innocence in this matter”, squealed the messenger. “Demands?”. Rawls stated coldly. “The demands of the Law come first even  in the “Fire wastes”, and even for Lord Messarian”.





Back in the audience chamber Rawls considered his next action. Messarian was withholding tithes, and he had seen with his own eyes the recruits that were starting to swell his armies. The he’d caught the raiders, renegades from the Famir star system, and realized that Messarian nurtured ambitions of Empire.





Such things happened every year out in the “Fire Wastes”, sometimes petty fiefdoms were set up for decades or even worse. Such a thing should not happen. Such a thing would not happen – not now and not in his Precinct.





Not while there was still breath in his body.





                                                                                              �





ARBITRATOR SHOCK SQUADS


The Arbitrators are the militant arm of the Adeptus Arbites, the warriors of justice. They form the policing units of the Legions Penatante. Without these Arbites the Penal Legions would soon lose control of their inmates from outbreaks of mutiny and rebellion.


Arbitrators are well-armed and fanatically loyal to their cause. The Arbitrators of the shock squads carry large riot shields which hides its carrier’s penetrating gaze.








Weapo Weapon & Wargear options:





Arbitrator Senoris Rawls has a laspistol and close combat weapon, Arbitrator Hicks carries a tear gas dispenser (grenade launcher - 8). The others are equipped with lasguns and riot shields (carapace armor - 20).





The squad is transported in the Armageddon Pattern Riot Chimera “Purger” (70). The Chimera is equipped with water disperser (10), tear gas smoke launchers (3), extra armor (5), heavy bolter (5) and a water dispenser (10).

















�


     





Weapo Weapon & Wargear options:





Arbitrator O’Halloran has a laspistol and close combat weapon, Penal Trooper Embling has a meltagun (10). The others are equipped with lasguns.








Weapo Weapon & Wargear options:





Arbitrator Toohey has a laspistol and close combat weapon, Penal Trooper Thorpe Yates has a meltagun (10). The others are equipped with lasguns.








Weapo Weapon & Wargear options:





Arbitrator Ryan has a laspistol and close combat weapon, Penal Trooper Abbott has a meltagun (10). The others are equipped with lasguns.








The Penal Legion is not an army in its own right but is useful where greater numbers are necessary to win the day. The Arbitrators control the Legionnaires to an extent through the use of explosive collars worn by the criminals which can be detonated at the touch of a button. The collar which cannot be removed by any but a trained member of the Adeptus Mechanicus, although a few Legionnaires survive until the end of their sentence when it is removed and they are set free,


When the Penal Legion is taken to war the Adeptus Arbites accompany them and ensure that the legionnaires perform their role upon the battlefield and help win the fight. Many opponents underestimate the Penal Legions potential and many Orks and renegade cults have fallen pray to this inability to recognize a desperate and dangerous Penal squad determined to die a true warrior’s death rather than be decapitated by the Arbitrators.


Across the galaxy the Penal Legions fight for the Imperium and they are taught that the Emperor is with them through their conquests and a tear is shed for every man who falls in his name, whether they are pure followers, or not.














Special Rules:





All units in the platoon utilize the following special rules:





 Iron Discipline (5): In order to keep the prisoners in line all leaders rule with Iron discipline. Any unit using the leadership of an officer with the “Iron Discipline” ability ignores the -1 modifier for being under half strength and may regroup even if below half strength.





Hardened fighter(15): All of the prisoners at the B’taani Penal Colony have been sent there because of recidivist criminal behavior and multiple attempts at escape. These are the worst of the worst, and are particularly adept at hand to hand combat.





Fire suits and re-breathers (20): Individuals stand little chance of survival in the “fire waste” without protective clothing (hence the placement of the penal colony). All units are equipped with fire suits and re-breathers (counts as carapace armor).





Close order drill (0): As the penal troopers in the platoon are used to the close confines of their cells they gain in leadership (+1), and initiative (+1) when grouped together in dense formations where they can present a hedge of blades, bayonets, and clubbed lasguns at the enemy.





Deputy Arbitor Senoris Larkin, like his superior has a reputation for severe discipline and cruelty, but unlike Masten his martial ability and competence is very questionable.





 Larkin’s position is only maintained by the political clout of his family in Hive Tempestora who organized for him to “disappear” in order to  rid them from a severe source of   danger and  embarrassment for the family.





Weapo Weapon & Wargear options:





Veteran (6) Medical Orderly Alston is equipped with a medi-pack (5), and Arbites Pearce has a tear gas grenade launcher (8). The other are equipped with close combat weapon and laspistol.





Deputy Arbitor Senoris Larkin





Larkin carries a power sword (5) that he has alleged was won in an honor duel in Hive Tempestora. The lady over whom the duel was fought was said to have rejected Larkin for some foul deed. The rumor doing the rounds in the Penal Colony suggests that he had his opponent murdered. The fact that upon his arrival at B’taani in disgrace from Tempestora two murderers mysteriously disappeared adds weight to this theory.














�





Weapo Weapon & Wargear options:





Arbitrator Pinder has a laspistol and close combat weapon, Penal Trooper Beck has a meltagun (10). The others are equipped with lasguns.








�





Weapo Weapon & Wargear options:





Arbitrator Farley has a laspistol and close combat weapon, Penal Trooper Thorpe has a meltagun (10). The others are equipped with lasguns.








Commissars embody strength, power and bravery. They personify the ideals of loyalty to one’s comrades and to the Emperor. Every regiment has at least one Commissar to its ranks and most penal legions and many large regiments have several who remain with the regiment throughout its duties.





Commissars are guardians of the regiment’s physical welfare as well as their fighting spirit. A Commissar works with the regiment’s commander and make’s sure that proper discipline is enforced. Sometimes this isn’t easy, and often a commissar has to earn the respect of his regiment in battle before he is truly accepted. It is common for Commissars to fight personal combat with a regiment’s commander just to prove who is stronger. Many regiments come from worlds that are more civilized, where troopers already exemplify high levels of discipline and commitment. Such regiments do not always make the best fighting men however, and every Commissar knows that the best troops are often the hardest to keep in line. Penal legions on the other hand are excellent fighters that one they are won over is imbued with a high sense of loyalty. Their individuality and lawless skills which once had them in trouble with the Imperium can be harnessed and channelled by an experienced Commissar.





Another role of the Commissar is to ensure that Imperial Guard and Penal Legionnaire alike do not harbour the likes of Chaos Cultists, alien spies, or genetic deviants. Commissars must be eternally vigilant for the enemy within, individuals who might incite rebellion, engage in sabotage, or turn against their fellows in the midst of battle. Should a Commissar uncover such evil his duty is clear – he must protect the regiment by eradicating the insidious threat that lurks within.

















In a desperate universe justice is often harsh and instant, with little consideration given to miscreants and misfits. In the struggle for survival there is no room for individuals who transgress the rigid structures of society. Such people face servitude for life in the Penal Legions.





The Legions are home to the killer and psychopaths, to fraudsters, and cheats, to the insane and fanatical. Pick pockets and petty thieves rub shoulders with brutal murderers, cackling madmen and religious zealots. Into the Penal legions pours the human refuse of the galaxy. Amongst them can be found mutants judged to dangerous to remain at liberty: Beastmen with their half-animal bodies, muto-gene carriers and genetic anarchists. The Penal Legions provide a massive and expendable source of manpower – most die in their first battle, but the toughest survive. These are the troops of the First B’taani Regiment that the Commissars and Adeptus Arbites need to discipline and control.





Weapo Weapon & Wargear options:





Commissar Lewis





Commissar Lewis carries a laspistol and a power sword (5). ). As an advisor Commissar Perry is equipped with “Fire suit and re-breather” (carapace armor), and benefits from the Close Order Drill training of the squad.
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Commissar Lewis





Weapo Weapon & Wargear options:





Commissar Curtin





Commissar Curtin carries a laspistol and a power sword (5). As an advisor Commissar Curtin is equipped with “Fire suit and re-breather” (carapace armor), and benefits from the Close Order Drill training of the squad.
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Commissar Curtin








Imperial Guard regiments are recruited from worlds all over the Imperium, and many Guardsmen speak a distinctive dialect or practise strange or bizarre customs. If regiments are to communicate with the officers of high command, and function as part of a cohesive army, then they must be united in their common purpose no matter how culturally diverse individual regiments may be. This is even more the case when it comes to Penal legions.


Commissars are high ranking officers who work with the regiment’s commander to provide the right kind of leadership for that regiment. Penal Legions are often composed of savage former gang fighters, and the worst of criminals - all antagonistic towards authority of any kind. Many regiments come from worlds where gang warfare is endemic, where natural loyalties are to friends and family rather than the higher authority of government. Such people respect strength and power, and have a natural distrust of organisation and hierarchy. The loyalty of these savage warriors cannot be simply transferred to the Emperor, it must be won through mutual respect. The Commissar is the agent of the Emperor charged with this task. He has the full force of the Imperium behind his commands and is to be obeyed without question.

















Commissar Perry (like his colleagues) was attached to the First B’tanni Penal Regiment when it was hastily formed to repel the Ork horde. Given that many Arbites needed to be left within the Penal Colony to continue to maintain law and order, Commissars were required to assist the Prefect to maintain an appropriate level of discipline on the front line. Perry’s experience with the lawless and feral regiments from the Efas quadrant has been of great assistance to the regiments command Cadre.





Weapo Weapon & Wargear options:





Commissar Perry





Commissar Perry carries a laspistol and a power sword (5). As an advisor Commissar Perry is equipped with “Fire suit and re-breather” (carapace armor), and benefits from the Close Order Drill training of the squad.














An Expurgated History of the


First Regiment of the B’taani Penal Colony





By Adminstratium Scribe Davidius Smithus
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Weapo Weapon & Wargear options:





Arbitrator Hanlan has a laspistol and close combat weapon, Penal Trooper Searle has a meltagun (10). The others are equipped with lasguns.








Each Penal squad has a single Arbitrator commanding it. The Arbitrators of the Penal Legion wear the purple uniforms of the Imperial staff as a sign of their piety, and so that they can be clearly distinguished from the Legionnaires in their care. The Legionnaires themselves are taken from military criminals, troopers who have run in the face of the enemy and dangerous criminals from the Solar Segmentum hive worlds. They are all in the Penal Legions to repent for their crimes and are seeking the forgiveness of the Emperor. It is rare for Legionnaires to survive for long in the Penal Legions but there are a few who do complete their sentences and they are free to return to their homes or back to their Imperial Guard regiments.


In order to ensure their instant obedience on the battlefield each Penal legionnaire is fitted with an explosive collar. The Explosive collar is a metal choke filled with enough explosive to decapitate the wearer. Once placed around the neck it is almost impossible to remove without setting it off. Only the Adeptus Mechanicus can disable the collars, but this can only happen after the convict has served his sentence.








Weapo Weapon & Wargear options:





Veteran (6) Medical Orderly Gordon is equipped with a medi-pack (5), and Arbites Nolan has a tear gas grenade launcher (8). The others are equipped with close combat weapon and laspistol.





Prefect Alto





Alto carries “justice dispenser”, an ancient artifact of the Adeptus Arbites Order. The weapon counts as a power sword (5).














In the war-torn universe of the 4th millennia, law and order is hard to maintain. Across a million worlds it is barely held by the very fingers of those who uphold the Emperor’s law. The Adeptus Arbites are the pillars of justice across the galaxy and patrol the far flung planets of the Imperium, where rebellion and defiance are “Crimes against Humanity” and the Arbitrators hunt down and capture the rebels who would bring suffering and chaos to all Mankind.


The toughest Criminals captured by the Arbitrators are inducted into an organization called the Legions Penatante, or Penal Legion as it’s more commonly known. The Penal Legion is made up from the scum and un-devout men of the galaxy. Mass murderers, rebellious planetary defence troopers, thieves, hijackers and all other manner of criminals are made part of the Penal Legion for their sins. These lawbreakers are saved from sentences such as termination or slavery and instead taken to battle against the Emperor’s foes. These are the few in the Emperors own army, the Imperial Guard, who do not respect the Emperor, are disloyal and rebellious. These soldiers are the criminals of war, men who would sooner run in the face of an adversary than defeat it and those who would disobey their commanders to save themselves while leaving others to pay for their folly. These felons are rounded up and sent to the Legions Penatante, where they are shown how to respect the Emperor and are given a place where they can repay him for their sins.
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Prefect Alto





“When all else fails throw more Penal Legionnaires into the meat grinder”.








Prefect Alto, Collected Works, Vol XXI, Chapter VII.
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Whilst serving as a hellhound crew is considered by most Imperial guardsman to be nothing short of a death sentence this is not the case with the Armageddon Pattern “Waterhound”. The huge fuel reserves of its promethium guzzling cousin mean that if the vehicle’s armor is penetrated then the Hellhound is almost invariably destroyed in a huge explosion which kills the crew.





By contrast he “Waterhound” carries vast reserves of “treated” water in its tanks which act as increased armor.





Arbitrator Hadon is equally home putting out fires in the “Fire Wastes”, quelling a riot, or fighting alongside B’taani Penal Colonies legionnaires in the midst of battle.





Weapo Weapon & Wargear options:





The “Purifier” (Hellhound) is fitted with a Riot Water Cannon (inferno cannon). The water is treated with various chemicals depending on its use. For battlefield duties the water is fitted with a combination of toxic and corrosive additives to ensure it is equally effective the hellhound. The Waterhound is fitted with extra armor (5), and tear gas smoke launchers (3).
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“Claims of innocence mean nothing; they serve only to prove a foolish lack of caution.”





Judge Traggat, Selected Sayings, Vol. III, Chapter IV
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Fragment found in B’taani Penal colony solitary confinement cells.
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Commissar Perry





Weapo Weapon & Wargear options:





Arbitrator Neal’s Sentinel is armed with a water disperser cannon (5), extra armor (5), and smoke launchers (5). The Arbitrators are very skilled in the use of the Water Dispenser cannon and are classed as hardened veterans.
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Weapo Weapon & Wargear options:





Arbitrator Bryson’s Sentinel is armed with a water disperser cannon (5), extra armor (5), and smoke launchers (5). The Arbitrators are very skilled in the use of the Water Dispenser cannon and are classed as hardened veterans.
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The Praxis Pattern Sentinel is fitted with the water disperser cannon for fire protection and riot control. Whilst of little martial use its battlefield role is more one of morale rather than battlefield effectiveness. 





Unfortunately, the Arbitrators who are very skilled in their use are not as easier to replace as the Sentinel.





Prefect Alto decided to utilize the excellent, albeit deadly, skills of the many assassins, pyromaniacs, and the mentally unhinged in the B’taani Penal Colony to form specialist squads to carry out the various battlefield roles he would need to do in order to clean out the Ork horde from the “Fire Wastes”.
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Weapo Weapon & Wargear options:





Arbitrator Bryson’s Sentinel is armed with a water disperser cannon (5), extra armor (5), and smoke launchers (5). The Arbitrators are very skilled in the use of the Water Dispenser cannon and are classed as hardened veterans.
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Amongst the Legions there are those sinners who have sentences that can never truly be repented for in life itself. They are those who have raped and tortured people both physically and mentally through their own will and feel insanely repentant for what they have done. Many of these individuals cannot live with their crimes and feel blessed with the chance to be forgiven in their own deaths. Such men are dangerous in the regular ranks of the Legions Penatante and are immediately recruited into the Human Bombs. Preachers and Confessors and others of the Imperial cult help these souls to understand what they must do for their true forgiveness from the Emperor in means of meditation and prayer.


Before battle Tech-Priests adorn the Legionaries with the bomb harness and rig up the remotes, while Preachers or Confessors speak liturgies and blessings, for once the bomb is ignited so he is forgiven and the sinner’s soul is free to join the Emperor in solitude and peace.


Each Human Bomb is equipped with a bomb harness which counts as a demolition charge.








Weapo Weapon & Wargear options:





Arbitrator Kelly has a laspistol and close combat weapon. Penal Legionnaire Holt is a human bomb that counts as a demolition charge (10). The others are equipped with laspistol and close combat weapons.








Weapo Weapon & Wargear options:





Arbitrator Hanlan has a laspistol and close combat weapon; Penal Troopers Skinner, Carter and Unwin are equipped with sniper rifles (10 X 3 = 30). The others are equipped with laspistol and close combat weapons.
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Human Bomb








To be opened by Inquisitor Andrew only.
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The Fire wastes in the “Season of Fire”.








