Segmentum Spatium 

The Segmentum Spatium, also commonly known in the distant past, as the Expanse, is a remote region of unexplored stars beyond the Imperium.  It was originally settled by man and others during the Dark Age of Technology (M.15 to M.19).  This region of space was known by the Eldar as Echor.  It became isolated in M.30 following the Disturbance (the Fall of The Eldar).  Iant Iaur (the old bridge), the main webway which connected the Segmentum Spatium to more populous regions of space, lay broken.

NOTABLE CONSTELLATIONS, SYSTEMS, WORLDS AND RACES

The Segmentum Spatium has five notable constellations:

· Soronume Constellation
· Wilwarin Constellation
· Telumendil Constellation
· Valacirca Constellation, and
· Menelmacar Constellation.

SORONUME CONSTELLATION

The Ctho Craftworld is located in the Soronume Constellation.  It is represented by the rune ‘the existence’ and a depiction of the homeworld and its three moons.

Ctho - The Tareldar (High Eldar)
“Existence is not a right but an honour to be earned” – Calaquendi, Autarch of Ctho

 The Ctho Craftworld left the Eldar home world (Edrahil) and its three moons – Lilieth the Maiden Moon (white), Kurnous the Hunter’s Moon (greenish and dim) and Eldanesh the Moon of Bad Fortune (red) in M.20 – long before the Disturbance.  Its mission was to honour the debt owed to the Old Ones for teaching the Eldar the technologies that created the webway.  That debt was to be repaid by ensuring the continued existence of a number of species nurtured by the Old Ones.  Many of these species were on the verge of extinction, brutally eliminated by mankind, orks, necrons or tyranids.

The Ctho Craftworld has travelled the webway throughout the Expanse focusing on the Soronume, Wilwarin, Telumendil, Valacirca and Menelmacar Constellations like an ark collecting the remnants of alien civilisations identified by the Old Ones. These refugees were taken to Nimras (a planet in the Nenar Star System in the Wilwarin Constellation) and taught the way of continued existence.  Among the races saved were Zoats, Fristles and Diggers. A number of other independent races were also found and included in an Alliance of mutual respect (Reverentior Foedere).  

The Ctho are committed to honour the ancient debt.  Conservation of the almost lost races is seen as crucial in the battle of good over evil.  Evil is to be fought, no matter what form it takes.  Continued existence is an honour to be earned.

The Soronume Constellation contains four notable star systems that hold the secret to continued existence for the Ctho.  Lilaethan (Maiden Worlds) exist alongside other planets capable of sustaining life.  The four star systems and their living worlds are:

· Luinil
· Ost-In-Edhil (Lilaethan)
· Gondolin (Lilaethan) 

· Elemmire
· Eldalieva (Lilaethan)
· Elos Tirion (Lilaethan)
· Alcarinque
· Anor (Eldar Exodite World)
· Ithil (Eldar Exodite World)
· Fornost (Human Frontier World)
· Luprina
· Morrslieb (Oscuro Home World)

The Luinil and Elemmire Star Systems contain the Lilaethan or Maiden Worlds,Ost-in-Edhil, Gondolin, Eldalieva, and Elos Tirion.  These worlds were seeded by the Eldar Crone World, Iseroth, in M.20 and subsequently colonised in M.24 once the worlds were deemed suitable. They maintained a similar military style, in both troops and equipment to the Eldar Crone World. 

The force from Ost-in-Edhil is painted a white or bone colour, usually with light purple contrasts. The colour of Gondolin is dark purple also with light purple contrasts. The forces from the maiden worlds in the Elemmire Star System also have their own unique colour schemes. Eldalieva is aqua in colour and Elos Tirion is dark ink blue with light blue highlights.

The Alcarinque Star System contains Anor and Ithil, two Eldar Exodite Worlds.  These suitable worlds were settled in M.26 by Eldar who had left the Home World before the Disturbance to escape the increasing reign of death and depravity.

The struggle for survival on these worlds was indeed grim.  To enable them to deal with the harsh conditions, the Exodites converted the sleek war machines they had brought with them into tall walkers which they piloted across their new planets, tending the virgin worlds.  The ruling warrior Elite gradually developed a system of status and honour which brought about the society now known as the Eldar Knights.  Dwelling in tall keeps, the Knights strove to hasten the evolution of the planets and bring life and order out of the primeval maelstrom. 

The knights from Anor are bright green in colour and those from Ithil are purple with a pink tinge.

This star system also contains one of the planets known collectively as Elendili (Eldar Friend) Worlds.  This planet is Fornost, a Human Frontier World which was settled in M.28 by a Refugee Fleet. To ensure the planet survived a warrior aristocracy grew up on this world, eventually mimicking the lifestyle of the Eldar Exodite Clans. This included utilising a range of walkers carried by the refugee fleet. Although originally intended for industrial or agricultural purposes they were able to be converted for military purposes. Fornost was later rediscovered in M.29 by, and affiliated with, the Titan forge world Sedes in the Wilwarin Constellation.

Upon discovery, the forge world’s senior Magi wasted no time in dispatching missionaries to aid the long abandoned enclaves of humanity on Fornost. In return for the Nobles’ pledges of military aid, the forge world offered the word of the Omnissiah, and the ancient knowledge that came with it. The artisan castes of Fornost had done what they could to stave off the rigours of time, yet precious few of the Nobles’ walkers, commonly known locally as Knights suits, still operated at anything close to optimal efficiency, and many had ceased to function at all. Armour was riveted or even strapped into place. Damaged weapons were replaced with crude alternatives, long iron lances that would buckle after the first blow or bulky, fuse-primed cannon that had to be manually served by gunnery crews. Electric, solar or even steam-powered systems replaced damaged reactors, while ion shields flickered out and became a thing of the past. Yet the forge world could replace all these systems and more. By inducting the craftsmen into the mysteries of the Cult Mechanicus, they could provide the Knight houses with the ability to regain their former glory.

While few nobles refused the Tech-priests’ gift of knowledge, most did not give themselves over completely to the Omnissiah, instead retaining their own independence. To this day though, many Knight suits, even those not officially bound to the forge world Sedes, bear the markings of the forge world as a reminder of the eternal debt the knightly houses owe to their benefactors. As for those Knight houses that wholly accepted the aid of the forge world and the word of their Omnissiah, their nobles had given away much of their autonomy and freedom. Vows of allegiance now obligated the Nobles to lend military aid to the forge world whenever it was demanded. More fundamental, however, was the change in their artisan classes. 

The craftsmen who saw to the wellbeing of the Knight suits endured indoctrination and re-education at the hands of the Tech-Priests. Most submitted willingly to this decade long process, for the end result would be unsurpassed skill in the trade that they and their forebears had practiced for generations. As the forge world inducted these craftsmen and artisans into their deeper mysteries, so they renamed them Sacristans and indoctrinated them into the Cult Mechanicus. The Sacristans returned to their world offering unequivocal service. Yet their allegiance was now to the forge world, body and soul. As the years passed by, the Sacristans established themselves as a religious brotherhood, an order of half remembered mysteries and veiled secrets. Gradually they began to speak with one voice, soon coming to wield significant political power through the threat of withholding their knowledge and expertise.

This did not work in every Knight house, for the Sacristans were still technically the Nobles’ vassals, and in some houses weight of tradition or force of personality cowed the Sacristans into subservience. So it was that while many Knight houses would become beholden to the Mechanicus, some would stand apart.

The Knights of House Greystoke are closely aligned to the Sedes forge world. As a result it was swiftly provided with expanded STC technology and a variety of weapons and equipment for their Knights.  With this help they became the largest house on Fornost.  They utilise a similar bone colour scheme to the Imperial Hunters Titan Legion but also maintain their proud house heraldic symbols and are usually marked with distinctive blue slash and circle symbols.  Those that fought in the Tivela campaign also bear a red panel to honour the fallen.

A number of other lesser Knight houses also exist on Fornost.  These include Thales, Audley and Owley.  The Knights from House Thales are painted green and white to represent their traditional colours.  They maintain a fierce independence but have committed to support the forge world in exchange for key replacement parts and specialised equipment.  It has long been known that House Thales also has access to technology from another off world source, as they field Knight suits of an unrecorded type not recognised by the Sedes forge world. The Knights from House Audley are painted blue in colour. Those from House Owley are grey with purple contrasts. 

Each Knight house can raise an army, consisting of Squires and Yeoman, should the need arise.

The Soronume Constellation also contains the remote star system known as Luprina. It is a system rarely visited as it can only be accessed by undertaking a long and arduous warp jump. This deters fleets journeying to the Luprina Star System because any fleet would become spread out across several light years of space over the extended journey. This would be a dangerous prospect.

The system has one notable planet, Morrslieb. It is the home of a rodent like species known as Oscuro. Larger variants of the species are known as Orco. Neither group is an abhuman variant. They are masters of navigating unstable and corrupted web way corridors. The Oscuro are highly intelligent and renowned for their cunning when dealing or trading with other species. This is not a major problem for their neighbours as they are a reclusive species which appear to have little appetite for conquest. They have an inherent distrust of other species and consider expansion, due to their limited numbers, could result in their species becoming heavily influenced by others and potentially becoming subservient to an alien agenda. They prefer the protection offered by their isolation.


WILWARIN CONSTELLATION

The Wilwarin Constellation contains six notable star systems. The six star systems and their living worlds are:


· Salandra
· Formenos (Human Agriworld)
· Carnil
· Sedes (Forge World – Imperium Venatores)
· Tandanya
· Tilion (Moon of Tandanya VII)
· Nenar
· Nimras (Large Natural World of the Dispossessed)
· Lumbar
· Belegost (Squat Fortress World)
· Hyarmen
· Framsburg (Human Fortress World)

The human Agriworld, Formenos, in the Salandra Star System produces food for the Forge world, Sedes in the Carnil Star System. It also provides troops and equipment to support the Imperial Hunters’ Titan Legion. It was established in M.28 by a refugee fleet fleeing the continuous warfare on Terra and rediscovered by the Sedes forge world in M.29. The Army Regiment from Formenos is known as the Domum Carceris (Home Guard). It utilises a similar bone colour scheme to the Imperial Hunters Titan Legion for its vehicles and other equipment. The infantry wear pale blue uniforms.

Forge worlds were settled by Cult Mechanicus colonists sent from Mars. The first of the forge worlds was established during the Age of Strife. Despite the difficulties with Warp travel during that period as massive Warp Storms consumed the galaxy during the gestation of the Chaos God Slaanesh in the Immaterium, several interstellar expeditions were able to make their way across the galaxy, either using the Warp during a period when there were few storms or travelling at sub-light speeds in realspace. Hundreds of Mechanicus colonies were settled across the galaxy spreading their faith into every corner of human settled space. Historically these planets were allowed to remain under the direct sovereignty of the Mechanicus under the terms of the Treaty of Mars that the Emperor of Mankind signed with the Mechanicus to unite Terra and Mars beneath the aegis of the Imperium of Man in the late 30th Millennium.

Sedes is the Home world (or forge world) of the Imperium Venatores, more commonly called the Imperial Hunters Titan Legion. The Imperial Hunters is a Titan Legion of the Collegia Titanica, one of the military arms of the Adeptus Mechanicus. It was founded in M.29 before the Horus Heresy and took part in the Tivela campaign. Up to the time of the Tivela campaign the Legion’s colours were pale mottled green, white and red. After Tivela the Legion’s colours became predominantly bone and red in tribute to the many Titans, troops and armour lost during that violent campaign.

Sedes is also home of the Golden Halos, a Proto-Astartes Regiment (known as Thunder Warriors) that has remained isolated in the Segmentum Spatium. They were originally deployed to Sedes to support the Cult Mechanicus colonists sent from Mars. This was seen as an early attempt by the fledgling Emperor of Mankind to form closer bonds with Mars.

The Golden Halos were genetically engineered warriors who were created with a mix of superhuman physical power and gene-programmed resistance to both environmental extremes and psychic attack. Their regimental colours are dark grey and blue with purple edging. The chapter badge is a yellow halo and their war cry is “judge the lion by his claws!” (Leo ungues, judicate). 

In addition, the initial replacements for the Thunder Warriors were developed by the Selenar in M29. The focus was on developing warriors with a superior lifespan and an enhanced discipline. The Selenar (resurrectionist gene-cults of Luna) continued to develop a single human warrior archetype. The Genesis Legion was created from this archetype. Members of the Legion wear bone coloured armour.

The Legion accompanied the Golden Halos to Sedes as a comparative experiment. Under the scrutiny of a group of Selenar, comparative studies were undertaken as a field test to continually improve and enhance the single human warrior archetype. While members of the Genesis Legion had both an increased lifespan and discipline it was found that the original Thunder Warriors were more effective in a number of situations due to their unpredictable nature. The potential benefit of an increased lifespan was often not realised in brutal times.

The Army Regiment from Sedes is known as the Sideris fabrica (Star Device). Vehicles and other equipment are usually a bone colour. The infantry wear brown uniforms. 

Tilion is a large remote moon that circles the planet Tandanya VII (a gas giant) in the Tandanya Star System. It is harsh and experiences extremely low temperatures. It was established in M.19 as a safe haven for the Opinari, the predecessor of the Legio Cybernetica.

“There is no way in which the fully realised sentience of a machine could not be of benefit to us. As it is, the Machine Spirit is revered, yet in permanent bondage, its full potential shackled by petty fears. We seek to terminate this state of affairs.” – Extract from the Epistles of the Opinari.

A Silica Animus, also sometimes colloquially referred to in the Imperium as an “Abominable Intelligence”, is the name given to an artificial, sentient mind (rather than a simple digital Cogitator) that has been created using long forbidden technologies. The creation of a truly artificial intelligence is considered by many, perhaps the greatest sin in the Cult Mechanicus and has become a terrible crime under Imperial law. Current tradition holds that such unholy constructs are inherently evil and a perverted abomination in the sight of the Omnissiah. Adeptus Mechanicus religious doctrine now states that the Machine Spirit of a Silica Animus is a twisted mockery of the soul of man, treacherous and insane.

These later Mechanicus traditions hold no place in the Segmentum Spatium where the Opinari has successfully gained the respect and gratitude of the rest of the worlds. They are used to adjudicate in potential disputes to ensure impartiality. They also often perform rescue and recovery missions in various hostile environments and fight alongside other forces in defence of their home worlds. Their creations are collectively known as Opinatus and are usually red in colour.

Perhaps the strangest of the Elendili Worlds is Nimras in the Nenar Star System.  It is a huge natural planet blessed with large and diverse continents.  It is the home of races blessed by the Old Ones and who faced extinction and was populated from M24. Zoats, Fristles and Diggers are the largest xeno groups on the planet.

Zoats were originally thought to be centaur like bio constructs created by the Tyranids for scouting and fighting protracted engagements, gathering information on those the Tyranids might find potentially useful. They were also thought to have psychic abilities. The nature of their missions required them to be intelligent, independent and able to operate out of the hive mind for extended periods. As a result many Zoats simply disappeared while on their missions and never returned to their Tyranid masters. Consequently the Tyranids discontinued their use of Zoats, reintegrating their matter into more useful and obedient bio constructs.

Since abandoning the influence of the Tyranids, Zoats have quickly evolved their own technologies often borrowing from those they contacted in the past. Out of necessity they have developed new weapons. Zoats are quite enigmatic keeping to themselves. They have, however, settled on Nimras and been seen on a few of the frontier planets and the Eldar seed worlds. They have even been reportedly seen on the Ctho Craftworld as part of a knowledge exchange.

While history tells us this was the story of the Zoats, the Ctho don’t believe it to be the true story. Why would the Tyranids create such a foreign bio construct to operate outside the hive mind and give them psychic abilities? The Ctho believe the Old Ones influenced the Zoat evolutionary process as part of their program to manage potentially dangerous species. The real answer is perhaps lost in time.

Fristles are a felinoid race driven by a warrior honour code. They are technologically advanced. They are individualistic and can appear to be somewhat undisciplined in battle. However they are fierce fighters, especially planet side. Historically they preferred not to fight in space and seldom crew starships. Unfortunately this contributed to their decline, limiting the expansion of their race. Fristles have suffered severe losses from Tyranid incursions. Their race was saved from extinction by the Ctho Craftworld. They are now rebuilding on Nimras and endeavouring to embrace space travel especially amongst their young. It should be noted that Fristles are a distinctly alien xenos quite separate from Felinids, a documented abhuman strain.

Diggers are a subterranean race that, to humans, appear to be like large moles that can walk upright. On a technological level, they are a primitive species. They learn quickly, however, and have embraced the opportunities that come with exposure to more technologically advanced species. They are expert tunnelers, but unlike Squats, they are not interested in extracting minerals or precious stones. The tunnels or runs, as they are called by Diggers, connect their large underground settlements. As they live mostly underground, Diggers can tolerate higher levels of carbon dioxide than humans. They are often useful in siege situations especially in hostile environments. When above ground they wear specially designed goggles to enhance their sight and to protect their eyes from the light. 

The Lumbar Star System contains the Elendili world Belegost, a Squat Fortress World.  It was established in M.22 as part of the Squat Age of Founding. It consists of an impregnable Squat stronghold and from M.23 a number of other diverse abhuman cities. The abhumans arrived in a ragtag fleet of refugee ships seeking a livelihood and a means to choose their own way of life. The abhumans included Homo sapiens variatus (beastmen) and Homo sapiens gigantus (Ogryn).The Squats welcomed them as they desperately needed workers for a variety of roles. The forces from Belegost wear green or grey with green trim.

The Hyarmen Star System contains Framsburg, a Human Fortress World. It was established in M.21 to act as a bastion against the various threats to mankind. The entire populace is immersed in the preparation for warfare; they constantly train for the day they may be called upon to defend humanity. Since the time when contact with the Imperium was lost Framsburg has joined the Alliance to defend the Segmentum Spatium. The Regiment from Framsburg is known as Limitis Custodes (Frontier Guard) and its colour scheme is battle green.

TELUMENDIL CONSTELLATION

The Telumendil Constellation contains five notable star systems. The five star systems and their living worlds are:

· Tintalle
· Meneldor (Home of the Thranx)

· Telperion
· Hasufel (Human Fortress World)
· Song Of Our Ancestors (Quar Homeworld)
· Elentari
· Elrohir (Eldar Exodite World)
· Firiel
· Avallone (Lilaethan)
· Arura
· Mukunga (Ork World)

The planet Meneldor in the Tintalle Star System is the home of a highly intelligent insectoid species known as the Thranx. They were almost completely wiped out by various aggressive races. They were saved by the intervention of the Ctho Craftworld. As they rebuild their civilization on their Homeworld, they are honour bound to the Ctho. The Thranx are not related to the Vespid, another intelligent insectoid alien race.

The Thranx retained the knowledge and capacity to build a range of unique multi legged walkers of various sizes. To humans, both their walkers and flyers have an insect like appearance and are often a chitinous brown in colour. Some of the walkers have surprisingly spindly legs that belie their strength and agility. The Thranx traditionally fight in groups known as castes.

Hasufel, in the Telperion Star System, is another Human Fortress World. Like Framsburg, it was established in M.21 as a bulwark against the enemy, whatever that may be. The Regiment from Hasufel is known as the Stella Praesidio (Star Guard) and its colour scheme consists of various shades of grey. 

Also in the Telperion Star System is the planet, Song Of Our Ancestors. At the time of the settlement of Hasufel, it was known by the human settlers that their neighbouring planet was the home of a primitive but intelligent xenos called Quar.

It seems the Quar have always been at war. When the first wandering clans of insect gathers built their low, mud-walled buildings, it was as much to keep out other Quar as wild animals. As they first learned to make tools to get food, they quickly learned to make other tools to defend themselves.

As a general rule Quar are approximately 1.5 metres high and weigh around 65 kilograms. They are primarily insectivores. Through contact with humans, they have come to realise that the galaxy is a large and dangerous place. Their civilisation now has to look beyond the traditional constants of their culture which were the changing seasons, the quadrennial storms and the threat of war with other Quar clans.

Most of the armouries of the Quar clans consist of converted agricultural tractors or wagons. While many are armoured, they are notoriously slow and mount outdated weapons even though they can be of a high calibre. Some attempts have been made to replace the weapons with imported modernised ones. However, even then, they have limited use beyond their home world. The purchase of modern weapons is out of the reach of most Quar clans which have limited resources for trade.

A number of Quar who have left their home world have been hired by various armies as scouts or patrol units because of their renowned skill at hit and run tactics. The Quar rough riders, as they are known, usually mount the unassuming cadier, a beast native to their home world.

Commanding the highest pay amongst the Quar rough riders are the Mynlam. They are smaller of stature than a standard Quar which has enabled them to ride the gwylon instead of the cadier. The gwylon are an omnivorous lizard like animal which runs upright on its powerful hind legs. They consume a variety of lichen, mosses, flowers and various types of moths. Riders and mounts have been known to share a sticky moth paste stew, known as gwyf, when supplies are low.

The Elentari Star System contains the Eldar Exodite World, Elrohir, established in M.26. Like the other Eldar Exodite Worlds in the Segmentum Spatium, a society of Eldar Knights has developed. The Ctho Craftworld has bought stability and facilitated trade between the various Eldar Exodite Worlds, the Lilaethan Worlds and the craftworld itself. The Exodites still maintain a fierce independence and retain a concern that the easier lifestyle on the craftworld may be too close to that which brought the downfall of their race. The knights from Elrohir are bone in colour with bright green highlights.

Another of the Maiden Worlds exists in the Firiel Star System. Avallone, like the other Lilaethan, was once a barren planet that was visited by Eldar seed ships in M.20. These inhospitable worlds were prepared for the long process of terraforming and then seeded with the essential ingredients to sustain life. Unlike the other Lilaethan in the Segmentum Spatium, Avallone was colonised by Eldar from the Ctho Craftworld in M.25.

This was unusual as most Craftworld Eldar never want to permanently leave their traditional spiritual home. The reality of isolation and cosmic disruption meant that old traditions had to change if the original Ctho mission was to be fulfilled. To ensure the survival of a number of threatened species a reliable source of resources beyond those available on the Ctho Craftworld was essential. As a result a number of the Craftworld Eldar voluntarily left the Ctho Craftworld to establish a permanent base that was not exposed to the constant risks faced by the Craftworld. There are times when mission survival requires individual sacrifice.The forces from Avallone retained the colour dark green alongside those from the Ctho Craftworld.

The Arura Star System contains the ancient Ork World, Mukunga. It had been occupied by Orks for generations. Eventually the various waring Ork war bands left the limitations of Mukunga in search of fresh conquests. This was met with limited success in a hostile segmentum and today each of the surviving war bands are largely confined to their own nomadic raiding space fleet. On occasion they return to the Arura Star System to recruit new war band members and to sell surplus stolen technology acquired during their many raids.

When the war bands abandoned Mukunga they left behind spores which over time matured into full grown Feral Orks. The dominant tribe took the name Gnaw Horde. Gnaws are a deadly local predator that continues to threaten the existence of any unwary Feral Ork.

One Feral Ork, known as Mightycleava, emerged as a key leader. He united many of the tribes and renamed his kingdom, Jawhone. He purposely scavenged weapons and equipment left behind by the previous Ork war bands. Additionally he trades with those war bands when they return to Mukunga with their plunder. This is not without risk as those war bands often try and recruit, often by force, the biggest of the Feral Orks to replace war band losses incurred during their raids throughout the segmentum. Mightycleava must retain the strength of his tribe if he is to keep the other minor Feral Ork tribes, and more concernedly the wild Gnaw, at bay.    

VALACIRCA CONSTELLATION

The Valacirca Constellation has five notable star systems. The five star systems and their living worlds are:

· Valar
· Angrenost (Squat Homeworld)
· Rana
· Crocadylus (Civilised Slann Colony World)
· Csera (Ocean World)
· Latum
· Cuzco (Primitive Slann Colony World)
· Anarrima
· Duilwen (Human Frontier World)
· Imladris
· Elleborus (Zzzith Home World) 

Angrenost in the Valar Star System is a Squat Homeworld colonised in M.22. Its high gravity and extremely harsh environment resulted in tough, resilient inhabitants. With sources of technology denied to them, the Squats had to develop their own alternate technologies using local materials and sources of energy. They have withstood all kinds of trials including Ork invasions, the rampages of evil and environmental disasters. Banding together with the other races into an independent alliance (Reverentior Foedere) has enabled the Squats to trade in order to acquire items not readily available on their own world. Forces from Angrenost are blue in colour.

In the Rana Star System is the last remaining civilised Slann Colony World, Crocadylus. The Slann civilisation suffered catastrophically during the life cycle eclipse. But now indolence and introspection are banished to the dark past and the drive for knowledge, learning and experimentation has returned. Contact has been made with Ranidae, one of the three Slann home planets. In time the vast silver ships will return. The Great Mage Mazdamundi has spoken. The life cycle has re-commenced for the Slann civilisation. Time to meet the great challenge to rebuild and to rediscover all things lost. Time to discover how the many carefully engineered creatures had fared on their own.

Of all the races in the galaxy, the Slann claim to be the oldest. During the heyday of their empire they discovered and nurtured many primitive creatures, encouraging the evolutionary process on countless worlds, eradicating or moving dangerous species, and seeding many planets with many of the races of modern times in the process. In many ways this established an affinity with the Ctho Craftworld even though the Ctho believe the Old Ones, and not the Slann, are the oldest race in the galaxy. Both aspire to protect the continued existence of a number of species nurtured in the past. To many of these species the Slann were commonly known as the Old Slann to reflect their longevity and constancy in the evolutionary process.

A number of the long standing allies of the Old Slann have also survived on Crocadylus. These include the Tecet Tu, the Horta, the Lorica, the Raptors and the Poctroon. Tecet Tu are exceptionally tall humanoids especially developed by the Slann. They will always sacrifice themselves to protect the Slann. They will not break in battle or suffer a loss of morale. They are technologically advanced thanks to the Slann. They show no direct loyalty to other humanoids who they call “dry skins”.

The Horta are an ancient race nurtured by the Slann. They have multiple limbs with sharp scythe like endings. It is said, the more limbs, the more prestigious the Horta. They are completely trusted by the Slann. During the Slann life cycle they fiercely protect the eggs of the Slann. They form a strong bond with hatchlings and often accompany them to the stars to watch over their development.

The Lorica are large intelligent bipeds. They have armoured bodies and most commonly carry heavy weapons into battle. However they are also very effective in a close combat role due to their size. They have no interstellar spaceships of their own and rely on the Slann for interstellar transport.

The Raptors are a highly advanced reptilian race. They have coexisted with the Slann for centuries. Interestingly they have developed their own style of weapons and battle strategies. Rather than complex machines, they prefer to use dinosaur like creatures to carry their heavy weapons. They have never sought to dominate other species, even during the Slann life cycle eclipse. During this time the Slann defences were at their weakest. This largely remains unexplained as other reptilian races have easily fallen under the spell of the Dark Eldar and their cruel ways. 

Poctroon are a sentient race re-engineered by the Slann that joined the Tau Empire in M37.   
They were thought to be destroyed by disease which apparently the Tau was immune to. Their home world was turned into the prime world of what would become Bork’an Sept. However a number were off world with the Old Slann and survived. It was later discovered by the Old Slann that the disease was created by the Tau who coveted the Poctroon homeworld. It soon became apparent to the Old Slann that the Greater Good of the Tau was in fact a Great Deceit, nothing more than a simple and brutal form of forced assimilation or genetic cleansing. 

Also in the Rana Star System is the Ocean World, Csera. Its surface is largely covered by great oceans with only one land mass. It is the home of a number of aquatic races including a number of intelligent species fostered by the Old Slann since the time of the establishment of Crocadylus as a Slann Colony World. These species include the Tarragin who are bipedal with a fish like head and a scaled body. Curiously they are very flexible on land while retaining their swift movement in the water. This could be the result of Old Slann genetic manipulation. 

Far rarer are the larger Schnooprins who have an obvious fish like appearance and are quite ponderous. Their key asset is their ability to link with the Kruth, large and heavily armoured sentient crustaceans, and a range of large poisonous gastropods, known as Achatina, native to Csera.  Strangely the telepathic abilities of the Schnooprins have come at the price of their mobility.

Cuzco lies within the Latum Star System. Once a proud Slann Colony World it has now reverted to a primitive, superstitious culture. The life cycle eclipse has had a profound effect. Contact has been made from Ranidae but so much has been lost. Only time and clear insight can repair the decay. Cuzco trades on a basic level with a number of other planets. Fresh ties have been made with Crocadylus. Some of the primitive Slann, also known as Wild Slann, have even promised to assist their civilised Slann brethren in times of need.

Also on Cuzco, a primitive race of intelligent reptilian warriors has survived. They are normally led by either a Slann war chief or a Keylekid commander. They are the primitive relatives of the Raptors found on Crocadylus and commonly known as Kith. The Keylekid are large and strong and leaders amongst other lesser reptilian races. Current Imperial history claims they were wiped out by the Luna Wolves Legion during the Great Crusade. While this may be true on the Keylekid home world, Keylek, clearly others survived. The Kith are not as large in stature as the Keylekid and use non intelligent reptiles as mounts or to transport supplies. They appear to have a close affinity with such beasts which willingly undertake their various tasks. The Kith do have access to a limited number of traded weapons of modern design.

Duilwen is a Human Frontier World in the Anarrima Star System. It was established in M.21 by waves of early space explorers. It has long been away from centres of power, the protection of the Imperium and the influence of the Ecclesiarchy. Due to its isolation, it has had extensive dealings with xenos including Torog (Intelligens troglodytarum) and their dim witted brethren, commonly known as Trolls (Troglodytam), in addition to abhuman species such as Ratlings (Homo sapiens minimus). Out of necessity it has established its own militia, the Patronus (the Protector) .Equipment is purchased from a range of sources and this results in a wide variety of armoured options. The colour of the uniform of the Patronus is blue.

The last notable Star System in the Valacirca Constellation is Imladris. It contains the planet Elleborus. It is the home world of the Zzzith. To humans the Zzzith appear like large earthworms. They have highly advanced technology and develop their own weapons. They are telepathic, which makes a number of other races uncomfortable in their presence. The Zzzith has established a close working relationship with the residents of Duilwen. Due to its background and its widely recognised acceptance of xenos, it is almost the perfect trading partner for Elleborus.

The Zzzith have advanced technology available to them. This includes a range of unique vehicles fulfilling various battlefield roles. Perhaps the most unusual is a praetorian class, by Imperial standards, tunnelling machine which is effective both above and below ground. The Zzzith infantry appear to be unarmoured and an easy prey to any well protected enemy. However it was soon learned that each warrior had its own individual protective force field that was as effective as space marine armour.


MENELMACAR CONSTELLATION

The Menelmacar Constellation has six notable star systems. It lies on the outer fringe of the Segmentum Spatium and some of its star systems continue to contend with severe warp storms. Thankfully for some of these star systems the severe warp storms now only occur on a periodic cycle and are not a constant threat. The constellation is divided by what appears to be a naturally occurring warp rift known as Scriptor’s Rift. The rift plays havoc with warp space and effectively divides the Menelmacar Constellation into two. The six star systems in the constellation are:


· Rupari
· Xenon (Forge World)
· Utumno (Mining World)
· Balamara
·  Balamara Prime  (Inconcessus)
· Narva
· Port Dejima (Commercial Construction and Trading Station orbiting the planet Dejima Prime)
· Phylegyas (Artificial Moon orbiting the planet Dejima Prime)
· New Saturn (Commercial Construction and Trading Station orbiting the planet of the same name)
· Cursus (Mechanicus Observation and Signals Station orbiting the planet Larimar)
· Tivela
· Arandor (Lost Human Fortress World)
· Armenelos (Moon of the planet Tivela IV) 
· Peragus (Orbital Facility between the planets Tivela VI and Tivela VII)
· Pallas (Satelite Research Station orbiting the planet Tivela VII)
· Bodan
· Novello (Home Planet of the Peregrino)
· Vigilate1(Observation Station)
· Custos(Observation Station)
· Infernum
· Bochao(Home of the Icoo)

Most of the stars of the Menelmacar Constellation were originally explored by the Imperium at the end of M.24.  An Explorator Fleet of the Mars Adeptus Mechanicus provided reconnaissance throughout most of the Menelmacar Constellation and resupply to the various human colonies located throughout the Segmentum Spatium.  The Adeptus Mechanicus fleet included an ancient Lathe class Fabricator vessel, the Xenon, complete with members of the Ordo Centurio, Skitarii and various types of Titans. It was also accompanied by elements of the Excertus Imperialis (Imperial Army) and the Bellum Sororibus (Battle Sisters). The colour scheme of the Excertus Imperialis consists of desert yellow and olive green. The colours of the Bellum Sororibus are different shades of blue.

A large private mining corporation also accompanied the fleet. Over time it disintegrated into groups of mining specialists as the need for a large private corporation could not be sustained so far from its original headquarters when no actual mining was being undertaken for lengthy periods of time.

While exploring in the Menelmacar Constellation the fleet was persistently attacked by a large space fleet of unknown origin. At the same time, fierce warp storms made the campaign extremely hazardous. As the situation grew grimmer, supply and support challenges for the forces of the Imperium were mounting to a critical level and ultimately resulted in staggering losses. Local Mechanicus legends speak of the saviours of the campaign, the sudden appearance of an Adeptus Mechanicus reinforcement fleet supported by the Ctho Craftworld, an unexpected partnership. It is now believed that the attacking space fleet originated from a particularly dangerous anomaly known as Scriptor’s Rift. 

The reinforcement fleet had been delayed and misdirected by the fierce warp storms. Accidental contact with the Ctho Craftworld proved to be beneficial. The craftworld was extremely concerned about the impact of the unknown space fleet causing destruction throughout the Menelmacar Constellation and knew the probable location of the Mechanicus Explorator Fleet. Any alliance to stop the destruction was welcomed.

The remnants of the fleet settled in the Rupari Star System in M.25 as it was becoming more stable.  Previously the erratic orbits of its planets and the strange behaviour of gravity within the system rendered it nearly useless to most potential colonisation or mining plans.  However it was strategically well placed on the frontier of the Segmentum Spatium and offered a haven for an isolated weary fleet.

The massive Fabricator ship landed on the primary planet of the Rupari Star System, and began to churn out much needed infrastructure.  In less than half a century, the unceasing effort of the Fabricator ship had laid the foundation for an independent forge world:  Xenon, named after the ancient ship now permanently residing on the world. The forces from Xenon are normally painted red.

The forge world has access to ancient STC technology which was carried by the former Fabricator Ship, Xenon.  This technology includes a variety of Knight suits that have been produced to remain in the service of the Legio Titanicus.  Knight World pilots are recruited from the planet nobility, are trained and face the Ritual of Becoming in their Sanctuary.  Pilots for the Legio Titanicus Knights are trained by the College Titanica.  Recruits are drawn from a large selection pool to ensure suitable candidates with the strongest of will are available to pilot the Knight suits. Even though they are the only crew member, the Legio Titanicus Pilots adopt the title Princeps. 

It is widely acknowledged that the Legio Titanicus Knights are not as effective in battle as those of the Knight world houses.  The fierce independent spirit, born from the grim struggle for survival in a primitive setting, gives the Knight world pilots a distinct edge.

The only other named planet in the Rupari Star System is the Mining World Utumno, a hostile and erratic world. It is Xenon’s nearest planetary neighbour. A huge autofactory crawls across its surface, stripping it of its raw materials.  Nothing much remains of the original hostile world’s surface except dry, ruined desolation.

Tending the mining machinery is a lonely role filled by a skilled group known as Hatters. They work in small groups ensuring that the mining operations continue efficiently. They usually live on the mining equipment they maintain. A number of large bipedal walkers, used for obtaining ore samples for testing, also scour Utumno and these are used as mobile sanctuaries. Most of the mining equipment is dark blue in colour with grey trim. This is a direct result of their past heritage, as part of a private mining corporation, and helps to unite an otherwise disparate group of specialists. Each individual proudly wears distinctive blue
headwear.

Also concealed on Utumno is the Centurio Ordinatus Crypta which houses a range of ordinatus that can be called upon when needed. Each has been designed for a specific purpose including city-burners and fortress breakers. The Centurio Ordinatus is responsible for the development, maintenance and operation of the mighty machines.

Traditionally most worlds view the Adeptus Mechanicus as a singular, monolithic organisation that thinks and acts with one logical mind, each Tech-priest moving in lockstep with others towards the inscrutable goals set down by the Cult of the Machine God. However, the truth is something more complex. Over the centuries since the Sector’s founding, the Menelmacar Mechanicus has had many challenges of its own. Isolation and a strong Explorator background have meant distinct leanings towards less traditional beliefs. A strong emphasis towards finding and retrieving relics, that either pre date imperial technology or that date back to the days of Mankind’s glorious past, are fundamental goals of the Menelmacar Mechanicus. This has been tempered by the need to survive in a hostile sector of space. The concepts of risk and gain need to be carefully balanced.

Contact was made with the Sedes forge world in M.30. Out of necessity both forge worlds have accepted that they have the right to be different without being a threat to each other. 

In M31 a small Expeditionary Fleet was located by segmentum interstellar traders and directed to Xenon. The fleet’s original purpose was to search out isolated human colonies which needed to be included in the new Imperium. Reality necessitated a different outcome which resulted in part of the fleet joining the Xenon Forgeworld.

Included in this part of the fleet was a detachment of the newly created space marine chapter, the Crimson Paladins. The armour of the chapter is red. The Crimson Paladins have proved to be an invaluable asset to complement the Excertus Imperialis and the Bellum Sororibus. They also utilise a range of vehicles normally reserved for the imperial army.

The other part of the fleet, which included the Knight Heralds who were led by Primary Herald Aelfraed Pericles, was drawn to the Balamara Star System. They had been touched by a strong reassuring presence inviting them to a place they instinctively knew they could call home.

The Knight Heralds were created alongside the space marine legions in the late 30th millennium after the end of the Age of Strife and the Unification Wars that founded the Imperium of Man on Terra.

It was said the Knight Heralds were selected through a process even more rigorous and scrupulous than the induction mechanisms of the legions astartes. “One man in a thousand might become a legion warrior”, an imperial saying of the Great Crusade went, “but only one in a hundred thousand is fit to be a Knight Herald.”

Recruits were chosen for a range of rare gifts including psychological and political insight, articulateness and a keen intelligence. The key was to know how to think rather than what to think. They have the honour of being implanted with gene-seed engineered directly from the genome of the Emperor himself. They wear armour of a blended blue and violet colour.

Unlike the Grey Knights who also shared the Emperor’s gene-seed, the Knight Heralds were not destined to have a future. Iterator Evander Tobias convinced the Emperor that trained Iterators would be more effective than another group of legionnaires. Iterators could be anonymously seeded amongst a crowd and whip it up into enthusiasm with a few well timed responses, or equally turn a crowd against a speaker promoting unsanctioned actions or thoughts.

There was no suggestion that the Knight Heralds should be culled as happened to the majority of the proto astartes, the Thunder Warriors after the Unification Wars. They shared the Emperor’s gene-seed and any thought of deliberate destruction was unthinkable. Evander Tobias’s solution was to have the Knight Heralds accompany an exploratory fleet into the vastness of the unknown at the fringe of the Imperium to locate isolated human colonies. Secretly he expected that the Knight Heralds would become extinct.  Publicly he argued that much could be gained as any lost human civilisation could either be encouraged by the persuasive powers of the Knight Heralds, or forced if necessary, to re-join the Imperium. As often occurs, fate can decree a quite different outcome to the one planned. 

The details of the Balamara Star System are shrouded in mystery and intrigue. Memories of the Star System are quickly forgotten for some unknown reason and any remaining accounts are considered tales of the imagination. 



Inconcessus

(According to the Imperial legend, the Emperor of Mankind created the Primarchs from artificially engineered genes using his own genome as a template, carefully imbuing each of them with unique superhuman powers. Imperial doctrine goes on to tell how the ruinous powers of chaos spirited away the Primarchs within their gestation capsules, scattering them widely across the galaxy through the Warp. More than one of the capsules was breached whilst it drifted through Warp space - the forces of the Immaterium leaked in, wreaking havoc on the gestating being inside the capsule. Undoubtedly damage was done and chaotic corruption affected several of the Primarchs.The nature of that corruption would not become apparent until the Horus Heresy.

After drifting for decades, or in some cases even hundreds of years, the twenty gestation capsules came to rest usually on human settled worlds throughout the Milky Way Galaxy and beyond- distant planets inhabited by a variety of cultures. The capsule containing one Primarch fell upon the Monastery World of Balamara Prime in the Balamara Star System in the Segmentum Spatium. This was an isolated haunted world that had been inhabited for many centuries since the Dark Age of Technology by groups of warrior monks that called themselves the Custodes Conscientia (Keepers of secret knowledge).  Their stated purpose was twofold: firstly to zealously guard the precious secrets of the past and secondly to explore safe ways to draw psychic energy from the Warp. This second parallel purpose was seen as crucial to maintaining the difference between mankind and artificial intelligent life which many feared would ultimately replace humanity. 

Industries, including the ability to build spacecraft, had survived the Age of Strife due to the stores of knowledge that contained designs for a vast range of items. Space travel was limited throughout the period of intense warp storms. The Primarch’s capsule was felt, as it descended, by a group of the monks with enhanced psychic abilities. The capsule was opened and the child was brought to their monastery, Etiam Animarum (Well of Souls). Given the nature of the young Primarch it seems strangely coincidental that his capsule landed on Balamara Prime.

The young Primarch grew quickly, and as he did so his unique psychic powers became obvious for all to sense. By his 7th birthday he had mastered the ability to draw upon and control the psychic energy of the Immaterium. He had no deeply flawed or covetous nature and appeared to be immune to possession by the demonic entities of the Warp. He could effortlessly reach out and touch other psykers – freely transmitting and receiving psychic messages across vast distances of space.

Julius Severus had contacted Eldar Farseers by the age of eleven. He subsequently was chosen and studied with Calaquendi, Autarch of Ctho. It was soon confirmed that he was indeed easily able to control demons and other predatory forces from the Warp. It was during this time that Julius Severus realised that he needed to exercise extreme caution. Many of the psykers he had contacted relayed graphic stories about the risks they had encountered.  Imprisonment, isolation or enforced servitude was a constant reality for many psykers.  Also the catastrophic psychic disruption to the Warp that occurred at the time of the Fall of the Eldar clearly demonstrated the power of chaos and the potential risks to any being exercising psychic abilities. Julius Severus understood the imperative to retain his anonymity. This would be the only way to protect the integrity of psykers throughout the galaxy. However he was constantly subtly searching and reaching out to likeminded individuals and offering them sanctuary. 

The creation of the twenty Space Marine Legions by the Emperor of Mankind, as part of the First Founding, took place at the beginning of the Great Crusade. The Emperor had managed to keep a small sample of each Primarch’s gene-seed and used this genetic material to create the first space marines. Upon discovery, each Primarch was given command of the Space Marine Legion created from their genetic material.

The XI Legion was created from the genetic material of Julius Severus. It was known as the Dream Weavers and wore purple shade coloured armour. As Julius Severus was not found, some rumours suggest that the Dream Weavers were used to swell the ranks of the Ultramarines. However the numbers involved fell significantly below the original number of Dream Weavers. In reality, the vast bulk of the Dream Weavers had found their way to Balamara Prime. Troops, ships and equipment simply faded away from the Imperium.  They had answered the call of their Father, as strong psychic abilities were inherited as a key component of their gene-seed. The process is known as the Convocation. Following the Council of Nikaea all reference to the Dream Weavers was deleted from Imperial Records.

A charismatic personality, foresight, and the ability to understand others on multiple levels all combined with an astute insight into what motivates sentient beings helped to ensure that Julius Severus was never short of loyal followers. Anonymity and isolation had protected him from the Horus Heresy and its consequences. The fortuitous landing of his gestation capsule on Balamara Prime ensured he was not discovered during the Great Crusade. He could reach out and be reclaimed but the suspicions and mistrust that was created from the Horus Heresy would only lead to the destruction of all he treasured.

The Dream Weavers were not the only group endowed with psychic abilities that felt the psychic call of Julius Severus. In M31 a detachment of Grey Knights, under the command of Captain Allard Brainard, was drawn to Balamara Prime. They arrived on the frigate Pious Belief. Expecting the worse, they were prepared to cleanse the planet of rogue psykers who they had no doubt would be corrupted by chaos.

What they found was at first incomprehensible – a Primarch fully supported by Legionnaires with strong psychic abilities working for the greater good of the segmentum. In addition they soon came into contact with the Knight Heralds and intuitively recognised their close genetic relationship. The perfect conundrum resulted for the Grey Knights. They could either join a psychic force battling daemons in any form, which paralleled their own ethos, or try to enforce the Imperial Truth of the Imperium which had no immediate presence in the isolated segmentum. 

Reportedly no Grey Knight has ever turned to chaos or betrayed the trust of the Emperor but the challenge remains. Could a Grey Knight be turned to a greater good that transcends the Imperial Creed by honouring all intelligent life not corrupted by chaos?  Undoubtedly the question will be answered with the passage of time.)

The Narva Star System is the home of a number of Industry and Trade Cartels. Port Dejima was established in M.20 by free traders. Since that time it has been extended with the arrival of each new wave of cartels.

Port Dejima was constructed from prefabricated sectionals and transported into the system. When it was declared operational, it had been successfully thruster anchored into position orbiting the gas giant, Dejima Prime. As it expanded it became a popular commercial shipping station which included a huge dockyard for constructing and repairing space vessels.

With the arrival of the Ordo Saturnus, sometimes referred to as the Saturnyne Ordo, in M.27 a new station was established around a ringed planet in the Narva Star System. It was given the name, New Saturn as was the planet it orbited. Its dockyards focussed on the construction of commercial ships and their repair needs.

The Ordo Saturnus fleet that arrived was comprised of merchant vessels and was known as the Saturnus Volunteer Fleet. This group of merchants was unhappy with the restrictions and large tariffs placed on them by the independent polity and enforced by its military arm known as the Saturnine Fleet. They were lured to the Narva Star System by promises of free and unrestricted trade. These were the very things that drew the merchants to Saturn in the first place. 

A number of Industry and Trade Cartels produce a range of products including military items. Each cartel had access to a range of technology, much of which originated in either the Age of Technology or the Age of Strife. The largest cartels are the Independent Free Traders Armoury, Boeotia Industria, Caucasus Wastes Manufactorum and the Martian Trade Circle. Additionally both the Mechanicus and the Opinari use Port Dejima to exchange or trade technology for exotic goods or lost STC.

The Independent Free Traders Armoury was originally an Earth based design, manufacturing and trade group that fled Earth to avoid the catastrophic battles between the various Techno Barbarian States.

Boeotia Industria was originally a manufacturing company in the Techno Barbarian State of Boeotia. Imperial records show that this state held out against full unification for a considerable period of time. One of the senior Yeselti family members, who owned Boeotia Industria, feared the loss of independence and chose to search for a new stable beginning amongst the stars.

The Caucasus Wastes Manufactorum originated in the Caucasus Wastes which was a Techno Barbarian State ruled by the Ethnarch. The power of this state was based on scores of relic technologies and formidable weapons that dated back before the Age of Strife. Its military force included armoured gene augmented troops known as Ur-Khasis, narcotically enslaved covens of psykers and battle tempest automata. The Ethnarchy’s strongholds were concealed kilometres deep beneath hollowed out mountains and shielded from attack from above by near impregnable power field webs. While this ensured a safe haven, it also prevented expansion of the Techno Barbarian State.

To ensure its growth the Ethnarchy decided to establish a base beyond Earth. It ventured into largely unknown space seeking expansion possibilities. It carried ancient knowledge and after running out of other options finally settled in Port Dejima. The one component of their past that they could not retain was the forced service of the narcotically enslaved psykers. For some reason the drugs no longer maintained control and the psykers simply disappeared from Port Dejima.

The Martian Trade Circle was one of the original industrial cartels that settled on Mars after it was made habitable. Their main base of operations was on an artificially created third moon of Mars known as Phylegyas. During the Age of Strife Mars endured long centuries of isolation as complete anarchy ripped through Terra. The Martian Trade Circle made the decision to abandon Sol and seek out opportunity elsewhere. This decision was precipitated by the decay of Phylegyas which could no longer be maintained and was beginning to disintegrate and lose its artificial atmosphere. Upon arriving in the Narva Star System they initially traded at Port Dejima. Construction commenced on a new artificial moon, to also be named Phylegyas, which would circle the planet Dejima Prime in an extended orbit well beyond Port Dejima.

Just about anything can be either purchased or traded in the Narva Star System. There is even an assortment of mercenary forces that can be engaged for a range of purposes. The two most notable of the mercenary forces being the Varangian Guard (protection services specialists) and the Serram Guard (siege specialists). The vehicles of the Varangian Guard are grey and burnt orange while those of the Serram Guard are light grey and olive green.

Since M.32 the cartels have used mammoth freighters to transport items between star systems. They can carry enough goods so that offloading takes many months. In addition they have developed refinery ships that can actually process raw materials during a trip. This ensures that products are ready to deliver on arrival.

Limpet boats are small craft carried on board the gargantuan ships, and are designed to detach once the main craft has reached its destination. Limpets then scurry about transporting cargo, shuttling crew and passengers to ensure that the parent ship will be ready for its next journey.

Also located in the Narva Star System is Cursus, a Mechanicus observation and signals station which orbits the outermost planet in the system, Larimar, which is a blue cloudy gaseous world. It was established in M.30 following the co-operation between Xenon and Sedes Forge Worlds. As well as providing a base for trading in the Narva Star System, it potentially provides an early warning of any possible unwanted incursions.

The Tivela Star System was the scene of intense fighting in M.31. Forces from the Sedes and Xenon forge worlds combined to defend the star system from the previously encountered unknown enemy which had attacked the Xenon Exploration Fleet of the Mars Adeptus Mechanicus at the end of M.24. Eeriness still prevails in the Tivela Star System which is now a monumental graveyard for warriors and star ships lost in the bloody fighting. A terrible price was paid to repel the unknown enemy which is now believed to originate from the space anomaly known as Scriptor’s Rift. 

Arandor, a Human Fortress World, was originally established in the Tivela Star System in M.21 to act as a bastion against various threats to mankind. It was the third planet in the Tivela Star System and located in the habitable (or goldilocks) zone. All life on Arandor was destroyed by the unknown enemy fleet in an unprovoked attack in M.31.A number of orbital facilities and satellite research stations were also present in the Tivela Star System. These facilities were successfully evacuated but Arandor could not be saved.

Many of the descendants of the original inhabitants returned to the Tivela Star System in M.32 and established a settlement on one of the moons of Tivela IV. The moon was named Armenelos. Additionally a number of the orbital facilities were subsequently reclaimed. These included the orbital facility Peragus and the satellite research station Pallas.

A fighting force was established to defend what little remained. It was named Anis Lemures (Ash Ghosts) and their uniforms were blue/grey in colour, the same as the original army of Arandor, which had been known as the Solaris Procellae (the Solar Storm). As a tribute, they vigilantly watch over the remains of their lost planet and the many destroyed starships that litter their star system.

Separated from the rest of the Menelmacar Constellation by Scriptor’s Rift is the isolated star system, Bodan. The system is home to two closely aligned civilisations. The Peregrino are a highly advanced interstellar human civilisation that has existed well before the time of the Great Crusade in the 31st Millennium. They decided that the best way to deal with intelligent alien species was to try and coexist with them. The Peregrino are known to be the last remnants of a much larger interstellar civilisation that has fallen into decline since the time of the Great Crusade. They had become close allies with the Peredhil who are an elder/ human hybrid of uncertain origin.

Both the Peregrino and the Peredhil have advanced technology available to them. However the genesis of their technology, on the surface at least, appears to be from vastly different sources. The Peregrino have various forms of advanced artificial intelligences integrated into their society which would be viewed as heresy by the Imperium of Man. On the other hand the technology of the Peredhil appears to be loosely of elder design although without the sleek elegance of traditional Eldar vehicles. Perhaps this is due to the human components of their genetic makeup which tend to be drawn to more robust designs rather than graceful design lines.

[bookmark: _GoBack]Both groups have maintained a state of readiness to guard against the further decline of their culture and more immediately to be prepared against attacks from the aggressive force that regularly emerges from the region known as Scriptor’s Rift, which is still subject to severe warp storms. These incursions are believed to originate from the Infernum Star System which is also isolated from the bulk of the Menelmacar Constellation by Scriptor’s Rift.

The main planet of the Bodan Star System is Novello. Bodan is a large, resource rich star system which has supported a space faring civilisation since as far back as M18. There are numerous planets in the system of various types and sizes. Additionally on the outer reaches of the star system are two observation stations called Vigilate1 and Custos which provide early warning of possible foreign incursions into the system.

The Infernum Star System is another isolated system within the Menelmacar Constellation. Warp travel is always dangerous and often sporadic depending upon the activity within Scriptor’s Rift.

Ancient records held within the Custodes Conscientia (Keepers of Secret Knowledge)  monastery, Etiam Animarum(Well of Souls) on Balamara Prime in the Balamara Star System show that the system was populated by a xenos race known as Icoo who were extremely aggressive and intolerant of other species. Their home planet is recorded as Bochao. The actual Icoo name of the star system is unrecorded. The name Infernum was given to the system by early explorers of the Menelmacar Constellation. The ancient records are not widely known throughout the Segmentum Spatium.

All the worlds throughout the Segmentum Spatium are connected by the webways, Iant Elen (the Star Bridge), Iant Celeb (the Silver Bridge) and Iant Luin (the Blue Bridge).  Following the Disturbance, the Segmentum Spatium was isolated from the more populous Segmentum. It had been subjected to a number of Ork raids and these continued after the Disturbance. The key warbands involved are Nazdreg Ug Urdgrub’s Big Mob (red in colour), Skullwad’s Marauders (green in colour) and the Kult of Azdrax (grey in colour). None of the warbands have a permanent planet to call home but travel separately in their own nomadic space fleets raiding planets and merchant vessels as the opportunity arises. In addition there remains the real threat from a force emerging from Scriptor’s Rift that was responsible for a range of attacks including the destruction of the planet, Arandor.

In response, most of the worlds recognised the need to cooperate if they were to survive and hopefully prosper. Times were harsh, old allegiances were long lost in the distant past. New loyalties were forged from necessity (Reverentior Foedere).  Bonds of survival, that won’t be broken and continue to stand the test of time, are paramount.  Existence is being earned. 
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