FORCES OF THE SPACE MARINES

This section of the book details the forces used by the Space
Marines — their weapons, their units, and some famous
special characlers that you can choose, such as Marneus
Calgar of the Ultramarines or Kar'sarro Khan of the White
scars. Each entry describes the unit and gives the specific
rules you will need use them in your games. As such, the
army list given later refers to the page numbers of these
entries, 50 you can easily check back as you pick a force.

The Forces of the Space Marines section is sub-divided into
two parts. The first part describes all of the troops and
vehicles fielded by the Space Marines, including the spedcial
characters, while the second part details the Space Marines
armoury of weapons and equipment.

SPACE MARINES SPECIAL RULES

EQUIPMENT

The army list at the back of the bock shows all the standard
and optional wargear available 1o a particular model. You
will find that some items of equipment are unique to
particular characters or units, while others are used by more
than cne unit. When an item is unique, it is detailed in the
following entry for its owner, and where an item is not
unigque, it is detailed in the wargear section,

A good example is the Spear of Vulkan, a potent weapon
wielded by He'stan, Forgefather of the Salamanders Chapter.
As such, its rules are detailed in He'stan's entry. He'stan also
carries a bolt pistol. This is a commaon Space Marine weapon,
and so its rules are to be found in the wargear section,

The models in the Space Marines army use a number of
special rules that are common to more than one unit, as
specified in the individual entries that follow, Given here are
gither the details of those rules or a reference to where you
can find them

AND THEY SHALL KNOW NO FEAR
_ Space Marines automatically pass tests to regroup, and can
ake such tests even if the squad has been reduced to less
than half strength by casualties, though all other criteria
apply. Usually troops that regroup cannot move normally and
always count as moving whether they do or not, but these
restrictions do not apply to modelds subject to this special
rule. If Space Marines are caught by a sweeping advance,
they are not destroyed and will instead continue to fight
normally. If this happens then the unit is subject 1o the No
Retreat! rule in this round of close combat and might
therefore suffer additional casualties.

Units which include Servitors are still subject to this rule,
providing that the unit contains at least one Space Marine

COMBAT TACTICS

Roboute Guilliman favoured a balanced approach to battle,
pulling together units with different roles to form an army
far more effective than the sum of its parts. if Guilliman was
conservative in his selection of military assets, he was
calculating in their disposal. Mot for him the futile stand
against unconguerable odds, or a bloody victory 10 no
purpose. Guilliman knew when to stand, when to withdraw
and when 1o strike with every weapon at his command,

Though many thousands of years old, Guilliman’s tenets of
warfare remain as potent today as they did when the Horus
Heresy raged across the galaxy. His fluid and flexible battle
-stance is still employed by the vast majority of Space Marine
wapters loday.

A non-fearless Space Marine unit with this special rule can
choose to autamatically fail any Morale check it is called
upon to take,

INDEPENDENT CHARACTER

See Characters, in the Warhammer 40,000 rulebook.

COMBAT SQUADS

& number of ten-man units in the Space Marines army have
the option of breaking down into two five-man units, called
combat squads. This option is dlearly specified in the unit’s
entry, For example, a ten-man Sternguard Veterans sguad
can either fight as a ten-man unit or break down into two
five-man combat squads.

The units that can be split into combat squads are:

Vanguard Veteran squads
Sternguard Veteran squads
Scout squads

Scout Bike squads

Tactical squads

Assault squads

Terminator squads

Assault Terminator squads
Bike squads

» Devaslator squads

The decision to split the unit into combat squads, as well as
which models go into each combat squad, must be made
when the unit is deployed. Both combat squads can be
deployed in separate locations. The one exception to this s a
urit that arrives by Drop Pod. The player can choose to split

such a unit into combat squads when it disembarks from the %7

Drop Pod.

If you decide to split a unit into combat squads, then each
combat squad is treated as a separate unit for all game
purposes from that point.

INFILTRATE, FEEL NO PAIN,
MOVE THROUGH COVER, SCOUT
Al these rules are detailed in Universal Spedial Rules, in the

Warhammer 40,000 rulebook.
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" CHAPTER MASTER

To be a Chapter Master is to be a god amongst men. His
personal combat prowess is unmatched, for his body is that
of a Space Marine, with all the might and endurance that a
scion of the Emperor is heir to. Hundreds of years of
battiefield experience as Scout, Brother Marine and Captain
have taught him every facet of war, trained him in the tools
of slaughter and haned his wits 1o the level of instinct,

These dark days of Mankind's survival have known many
heroes, bold men whose names are honoured across the
Imperium, and whose valorous deeds have become
unyielding legend. Ranked high amongst such men are the
Chapter Masters of the Space Marines, Even in the 413
Millennium, a time of war and warriors like no other, there
are few amongst humanity's defenders that can claim such
honour and renown as they, for in sheer scope of battles
won and faes vanquished, the Masters of the Space Marines
are wilthout peer.

With the merest glance, a Chapter Master can appraise a
warzone, can see every threat and opportunity presented by
the shifting lines of battle and divine how victory can be
assured, All this he does from the vanguard of his army,
scouring the enemy with bolter and blade even as his mind
and voice command the wider battle. A Chapter Master
stands firm when other men falter, advances without fear
when other men flee and retreats when only a fool would

fight an. By his example does he inspire men to greater
valour, not cnly the Space Marines at his command, but
Imperial Guardsmen, hive militiamen and others besides.
Such is the value of true heroism - the awakening of lesser
men to great deeds.

If a Chapter Master’s personal might is unmatched, then the
wider power he wields is nothing short of epic. A Chapter
Master is a peer of the Imperium, with authonty to act as he
wishes according to his own judgement and answerable only
to others of his rank. In addition to the thousand Space
Marines at his command, most Chapter Masters also hold
dominion over star-spanning Strike Cruisers, Navigators,
Astropaths, Armourers and Planetary Defence Forces. Indeed,
most Chapter Masters rule entire worlds, systems or sub-
sectors of space in the Emperors name. Such places are
zones of relative prosperity and stability in a galaxy riven by
war, their formidable defences buttressed by the might of a
Space Marine Chapter and the patronage of its Master.

"M}r sword is at the Emperor's command.
I answer to no other man, living or dead”

Tu'shan
Chaprer Master of the Silamanders

WSBS S TW 1 ALl |
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SPECIAL RULES
And They Shall Know No Fear, Combat Tactics,
Independent Character.

Orbital Bombardment: A Chapter Master has the authonty
to call down a bombardment from a Strike Cruiser. This
ability can be used once per game in his Shooting phase,
providing that the Chapter Master did not move in the
preceding Movement phase (though he may later assault if
the controlling player wishes), Calling down an orbital
bombardment otherwise counts as firing a ranged weapon
and uses the following profile:

Range Strength AP Type
Unlimited 10 1 Ordnance 1,
Barrage

Mate that if an arrow is rolled on the scatter dice an orhital
bombardment will always scatter the full 206" - the Chapter
Master's Ballistic Skill makes no difference.

WARGEAR

Iron Halo: &n lron Halo incorporates a powerful energy £1d
that can turn aside even the most deadly attacks. It con

4+ invulnerable save,



HONOUR GUARD

For a Space Marine to have become one of the Chapter's
Honouwr Guard is for him to have fulfilled many centuries of
exceptionally courageous service, Every member of the
Honour Guard is a living exemplar of the ideals for which
Guilliman intended the Space Marines o be forever known

Honour Guards are taciturn and spiritually solemn individuals
in repose, but ferocious and unyielding warriors in battle.
Each has received the very highest honours that his brother
Marines can bestow, performing deeds the like of which
lesser men can only dream. Indeed, it is said that each
member of the Ultramarines Honour Guard has earnt morne
commendations and glonies in a lifetime’s senvice than a
whole company of Space Marines from any other Chapter,
and that each individual has slain more foes than an entire
regiment of Imperial Guardsmen

5o steeped are the Honour Guard in the trade of battle and
blood that their accumulated insights and understanding of
warfare commonly outstnps even the experience of the
Chapter's Captains. They rarely give unsolicited advice, for to
do so is to risk undermining their commander’s authority, yet
such restraint serves only to lend gravitas to an Honour
Guard's words. It is considered folly for even the Master of
the Chapter - though he be a noble and peerless warrior of
several centuries standing — to ignore the solemn counsel of
his Honour Guard,
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SPECIAL RULES

And They Shall Know No Fear, Combat Tactics.

Henour or Death: The Chapter Champion must be ready to
challenge any enemy leader to single combat, and all his
training Is bent to this goal. In an Assault, the Chapter
Champion must direct all of his attacks against an enemy
independent character if in base contact with one. He always
re-rolis any failed rolls to hit and to wound that are directed
against an enemy independent character.

WARGEAR

Chapter Banner: Any Space Maring unit within 12° of the
Banner Bearer always re-rolls failled Morale and Pinning tests.
In addition, all madels in the same unit as the Chapter
Banner have +1 Attack whilst the banner bearer is alive.
While the Banner Bearer is still alive, the Honour Guard
counts as scoring one extra wound in close combat for the
purposes of calculating the assaull result.

“A foe without honour is a foe already beaten”

Awcient Helveticus
Ultramarines Honour Guard

el s

An Honour Guard's wargear is drawn from amongst the
maost ancient and venerated relics of the Chapter, for such
men above all others have earnt the right to bear such a
burden. 5o it is that the Honour Guard enter the fray clad in
ornate suits of artificer armour and wielding weapons that
have seen battle at the hands of a thousand great heroes. So
is the perfect weapon wedded to the perfect warrior,
creating a force that only the boldest or most terrifying foes
can hope to stand against

Most Space Marine Chapters have only a handful of Honour
Guard, enough 1o form a distinct and capable fighting unit,
but no more. A few of the older and larger Chapters can
muster as many as two dozen Honour Guards, but it is a rare
and terrible day when they all fight as one.

In battle, the Honour Guard commonly act as the Chapter
Master's retinue, responsible for the safety of their
commander and hoisting aloft the Chapter's battle standard.
These are sacred tasks and the Honour Guard fight for bath
with stern fury, without ever succumbing to doubt or
allowing rage to subvert their actions. Such courage and
devotion has been the salvation of more than one Chapter
Master’s life and turned the tide of countless battles.
Accordingly, when an Honour Guard is slain, his companions
fight all the harder in order that his mortal shell can be
recovered and laid to rest in the Chapter's Vault of Heroes.
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Each company in a Space Marine Chapter falls under the
command of a Captain, Each Captain is a hardened veteran,
a8 master strategist who has proven his prowess in battle as a
member of the Chapters 1 Company, or through
distinguished service in his own Company prior to the death
of his predecessar,

In addition to his Chapter rank, each Captain also bears one
or mare hanerific titles associated with the command of a
particular comparny or responsibility. Some, such as Master of
the Watch and Master of the Recruits, are common tites in
use across almost all Space Marines Chapters. Other titles are
products of Chapter history and creed. The Captain of the
White Scars gt Company is traditionally the Master of the
Hunt, whilst the Aurera Talons Chapter maintain no less than
five Master Bombardiers in their command roster,

Space Marine Captains are masters of the battlefield, shle 10
read its ebb and flow as ancient mariners would judge the
changing of the sea. It is not enough for a Captain to simply
be a skilled fighter in his own right - each Chapter boasts
many such men amongst its roster - he must alsa have a
superhuman grasp of strateqy and tactics, as well as the wit
to employ them in the ever-changing arena of warfare Every
squad in a Space Marine strike force is a weapen, and a
Captain must be proficient in the wielding of each, whather
singly or in combination,

Forces of the Space Marines
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It is often said that in terms of raw military might, each
Space Marine is easily worth a dozen or 5o Imperial
Guardsmen. Under the command of an experienced Captain,
this value can swell tenfold. Such power is not wielded
lightly or recklessly, but with precision guided by meditation,
Every Space Marine lost in battle is a bitter blow to the
Chapter and if lives must he expended, they must be
expended for good and noble reasons.

A Space Marine Captain is not simply a master of warfare,
he must also have the gift of oratary and diplomacy. Whilst
most Imperial Commanders are mare than happy to receive
aid fram the Space Marines, there are those whose hubris
must be carefully negotiated in order 1o prevent a
prablematic battlezone's collapse into disaster through
unnecessary infighting

This is not to say a Space Marine Captain lacks for other
methads of dealing with Petty dissent — as Kayvaan Shrike of
the Raven Guard ably proved by surnmarily executing the
vacillating Lord Cardinal Dostok. That said, the subtler
metheds of persuasion and negotiation are often best
employed in grim situations - punitive measures can be
enacted when the crisis passes, 4 Space Marine does not
bend his knee fightly, but the Emperor's cause transcends all
personal feefings. The mission is all Hurmanity shall be saved
from its own failings, one world at a time if need he
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SPECIAL RULES
And They Shall Know No Fear, Combat Tactics,
Independent Character,

WARGEAR

Iron Hale: See page 52 for details

A Captain leads from the front By his example shall his
men koow what it 15 1o be of the Adeptus Astartes, and
from his teachings shall they learn the trade of battle in
the Emperor's name.

No urd'in:r}' man can 3 Caprain be, for many are the paths
to victary and he must be master of them all His very
being shall be an cxtension of the Emperor's work. With
every strike of his sword, with every word of his speech,
does he reaffirm the ideals of ouwr hosoured maser, He
will vanquish darkness and h::cs:.r with every thought, word
and deed. So shall his coming be a sign of deliverance 1o
the dutiful. and 3 herald of dismay to all traitors No
living man shall stay his wrath

From the seschings of Raboute Cuilliman




COMMAND SQUAD

¢ommand sguads accompany high-ranking Space Maring
afficers on the field of battle. The exact nature and title of a
command squad’s members can vary, depending on a
Chapter's organisation and the personality of a company’s
Captain. The most common are Company Champion,
Apothecary and Company Banner Bearer, and these can be
found in almost all Command squads. Even so, some
Chapters maintain other titles and pasitions in accordance
with their traditions, such as the Foeseekers of the Omega
Marines, the Prognosticars of the Silver Skulls, the
Terrorblades of the Death Spectres and the Pyre Wardens of
the Fire Lords.

Company Standard Bearers carry the battle-flag of the
company in which they serve. Each standard 15 an ancient
relic, steeped in history and heavy with the glories of the
Chapter. The company banner is the physical heart of the
company on the battlefield, and every Space Marine, from
the most inexperienced Scout to the hoariest veteran, fights
all the harder in its august presence. The Standard Bearer is
trusted never 1o let the standard out of his grip while he still
draws breath - to do otherwise is to inwite the most terrible
and shameful dishonour,

The Apothecary is well-versed in the arts of battlefield aid as
well as advanced surgery, cybernetics and bio-engineering.
He must also be a warrior of untold might and
unquenchable bravery, for his place is in the bloody heart of
battle, If a comrade falls, the Apothecary can use his
narthecium to tend the wounds, allowing his brother to
return to battle even after suffering the most appalling of
injuries. However, not all the wounded can be saved. 5ome
weapons are terrible enough to mortally wound a Space
Marine outright. The Apothecary can then only calm the
spirits of the dying and prepare them for death. Once dead a
space Marine can live on through his gene-seed, the
Apothecary using his reductor to remove the progencid
organs from the body. From the genetic imprint held within
these precious organs, future generations of Space Marines
are created, and the continuation of the Chapter is assured.

Company Champions are charged with defending the
honour of their Company, their Chapter and the Emperar
himself. They engage the warlords and champions of the foe
in single combat, leaving the Captain free to conduct the
wider battle, rather than engage in a senes of personal
combats. Company Champions have key roles in the rituals
and ceremonies of the Chapter, representing their brothers in
rites and mysteries as they do in war.

Service in a Command squad undoubtedly speeds promotion
within the Chapter - most Captains fill their retinues with
Space Marines in whom the bloody skills of combat are
matched by a tactical and strategic brilliance. However, only
the luckiest and most hardened warriors survive more than a
few battles. Captains and their Command squads can
invariably be found where the fighting is thickest. This being
the case, a protégé who survives long enough 1o be
nominated as the Captain’s successor will have proven
himself in the midst of the most gruelling of battles against
the most terrible of foes.

‘" ) W5 BS :
Company Champicn 5 4

! Veteran 4 4

| Apothecary 4 4
SPECIAL RULES

And They Shall Know No Fear, Combat Tactics.

WARGEAR
Narthecium: As long as the Apothecary is alive, all models
in his squad have the feel no pain universal special rule.

Company Standard: Any Space Marine unit within 12" of
the Standard Bearer always re-rolls failed Morale and Finning
Tests. In addition, while the standard bearer is still alive, the
Command squad counts as scoring one extra wound in close
combat for the purposes of calculating the assault result

“Raisc the flag high Let those degenerates know

who comes to clam their lives this day!”

Scrprant Adir Geronan
Imperial Fists 4* Company

Forces of the Space Marines
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LIBRARIAN

The Imperium of Man is eternally vigilant for the taint of
mutation. The Chapters of the Adeptus Astartes are, if
anything, even more careful to ensure that their gene-seed is
not polluted. Apothecaries rigorously screen potential recruits
fior any sign of genetic deviation, but not all mutation is
physical. Psychic talent is a mutation too, and is at once the
mest dangerous and the most useful. Detecting and
developing nascent psykers is one of the many
responsibilities of the Chapters' Librarium,

Few normal Space Manne recruits survive the rigorous
training, enhancement and indoctrination. Amongst
Librarians, the attrition s far worse. Not only must the recruit
endure everything a normal recruit would, but he must be
strong enough in spinit 1o withstand the moulding of his
mind. A recruit must be taught how to hone and wield his
powers, and how to protect himself from the perils of the
Warp. A Libranan faces a thousand enemies before he even
goes 1o war - to the creatures of the Warp he i a choice
prize, with sorcerous aptitude and strong flesh to contain
daemonic essence. Each day s a walk along a precipice
where a false step can send a recruit tumbling into madness,

If a recruit survives the testing he joins the Librarius as
Lexicanium, rising through the ranks to become Codicier,
Epistolary or perhaps even Chief Librarian. He will use his
ahilities to pierce the Warp, provide the means for interstellar

Farces off tha Srars BAsrimar

communication as well as 1o identify more of his awn kind,
He will judge others as he was himself once judged,
scrutinising potential candidates and peers for frailty of mind
or spirit. A moment's weakness can unleash untold evils, and
vigil must be kept against any wavering of purpose.

Libranians® talents set them apart from their comrades - after
all, they wield abilities that every Space Marine is normally
expected to abhor - yet their presence is always welcomed
on the field of battle. Mast Librarian battle-disciplines focus
on strengthening and enhancing his already formidable
combat prowess. He can unleash powerful energy balts,
project force shields or increase his might to near godiike
proportions. Even so, the most skilled Librarians can master
maore subtle gifts. Some can step outside the confines of
linear time, sense the enemy's movements or redirect bullets
with the power of their mind. In all of the Imperium there
are few greater warriar-mystics, combining the prowess of
the Adeptus Astartes with the steel discipline needed to
contain and control their powers

T can pulp your {lesh and smap your bones in less
than 2 second, and without so much as lifting a finger.
What is the power of technology compared to that?”

Velcona
Chiel Librarian of the Salamasders
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Librarian

SPECIAL RULES
And They Shall Know No Fear, Combat Tactics,
Independent Character.

Psyker: Librarians are Psykers, as described in the
Warhammer 40,000 rulebook

WARGEAR
Force weapon: See the Warhammer 40,000 rulebook.

Psychic hood: Psychic hoods are embedded with arcane
constructions of psychically-attuned crystals that allow a
Librarian 1o nullify an oppaosing psyker's power,

Declare that you'll use the psychic hood after an enemy
model within 24° of the Librarian passes a Psychic test, If
there are several Libranians in range, only one can attempt 1o
nullify the psychic power - you must choose which.

Each player then rolls a D6 and adds their models Leadership
value to the score. If the Space Marine Librarian beats the
apposing model's score then the psychic power is nullified
and does not take effect that turn. If the opposing modal’s
score is equal or higher, it can use its psychic power as
normal. The psychic hood can be used once each time an
enermy model uses a psychic power within range.




A Space Marine Librarian has two psychic powers (chosen
I when the army is picked). He can only use one power each
player turn unless he has been upgraded to an Epistolary, in
which case he can use up to two psychic powers each turn,
All Space Marine Librarian psychic powers are used following
the rules given in the main Warhammer 40,000 rulebook.

SMITE
Lethal bolts of lightning leap from the Librarian’s fingertips,
tearing his enemies apart in a barrage of psychic power

This power is a psychic shooting attack and has the
following profile:

; fﬁ lange Stre rlgth AP Type
12" 4 2 Aszault 4
FORCE DOME

Reaching out with his mind, the Librarian erects a barrier of
shimmering force about himself and his companions.

This power is used at the start of the Librarians Movermnent
phase. The Librarian and any unit he is with receive a 5+
imvulnerable save until the end of the following player turn,

MACHINE CURSE
The Librarian calls down a powerful curse upon the machine
spirit of an enemy war engine,

This power is is a psychic shooting attack with a range of
24" that only affects vehicles. If the Machine Curse hits, the
target vehicle automatically suffers a single glancing hit,

THE AVENGER

The Librarian draws on the ancient legends of his Chapter to
creafe a destructive avatar of roiling flame. The psychic
construct bilfows forward, leaving destruction in its wake.

This power is is a psychic shooting attack and has the
following profile:

Range Strength AP Type
Template 5 3 Assault 1
QUICKENING

Using his uncanny mind to project his physical being
forwards into the timestream, the Librarian acts so swiftly as
to defy the vision of ks foes.

& power i5 used at the start of the Librarian’s Assault
phase. If successful, the Librarian has the fleet special rule
and Initiative 10 for the duration of that Assault phase.

LIBRARIAN PSYCHIC POWERS

NULL ZONE
The Librarian turns the full force of his mind upan the foe,
peeling away their layers of mystical protection and leaving
them wulnerable to the weaponry of his brothers

This power is used at the start of the Librarians Shooting
phase. All enemy units within 24* of the Librarian must
re-roll successful invulnerable saves for the remainder of the
player turn,

MIGHT OF THE ANCIENTS

The deadly powers of the Immaterium heighten the
Librarian’s strength to unimaginable levels, the better to
vanguizh the foes of the Emperar

The power is used at the start of the Librarian's Assault
phase. If successful, the Librarian has Strength 6 and rolls
206 for armour penetration for the remainder of that
Assault phase,

THE GATE OF INFINITY

Focussing his Warp-sense, the Librarian creates a corridor of
safe passage through the Immaterium, alfowing him to cross
great distances in but the blink of an eye.

This power is used at the beginning of the Librarian’s
Movement phase. The Librarian, and any unit he is with, are
removed from the tabletop and immediately placed back
together anywhere within 24* using the deep strike rules, If
the Librarian travels alone, there is no risk, but if he takes a
unit with him, there is a chance something will go wrong, If
the deep strike attempt scatters and a double is rolled, one
member of the unit, chosen by the controlling player, is
claimed by the Warp and remaoved a5 a casualty (the
survivors scatter normally).

VORTEX OF DOOM

The Librarian opens a tear between the material realm and
the howling destruction of the Warp, unleashing devastating
energies that utterly consume his foes. :

This power is a psychic shooting attack and has the
following profile:

Range Strength AP Type
12° 10 1 Heavy 1, Blast

If when using this power the Librarian fails his Psychic test,
place the Vortex of Doom blast marker on the Librarian - in
this case the template will not scatter,

Forces of the Space Marines
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W~ CHAPLAIN

Chaplains are the spiritual leaders of the Chapter. They

1 /58

administer the rites, preserve the rituals and perform the
ancient ceremonies of Initiation, Vindication and Redemption
that are as important to a Space Manne Chapter as its roll of
honour and skill at arms.

Chaplains are daunting figures even for other Space Marines
to behold. Their power armour is jet black and adorned with
icons of battle and tokens of ritual and mystery; their skull
helms are death masks that evoke the stern visage of the
immortal Emperor. Every aspect of a Chaplains garb serves
to remind all who gaze upon him of mortality's
impermanence and thus the impartance of preserving the
immaortal soul. Beneath this stern cladding is a man no less
grim of aspect and manner. Chaplains are notariously strict
individuals. They are responsible for the spiritual wellbeing of
their Battle-Brothers and renowned for their sense of duty.
Through tenet and catechism they armour their brother
Marines against heresy and false pride, instilling the wisdom
of the Emperar in those who are his most trusted servants

A Chapter's Chaplains are the keepers of the Reclusiam, the
fortress-monastery’s central shrine where prayer and worship
is conducted. The Reclusiam is a place of great spiritual
reverance, where battle standards hang from hallowed walls
and the very stones echo with remembrance. Here are kept
the Chapter's most holy relics: fragments of armour, banners
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from times of legend, and the raiments of ancient heroes
who long ago passed beyond mortal service. But the
Chaplains teach that the presence of a formal chapel is not
necessary 10 honour the Emperor, that the maelstrom of
battle is the only true place of worship for a Space Marine
and the slaughter of foes the truest offering.

Space Marine Chaplains care nothing for the ravings of the
Ecclesiarchy and ignore the dictates of the Imperial Cult in
favour of their own ancient traditions, The first Space Marine
Chapters were founded centuries before the development of
the Imperial Cult and the dominion of the Adeptus
Ministiorum. Whereas the Adeptus Ministorum has gradually
extended its influence over the many thousands of indnvidual
cults that once existed throughout the galaxy, it has never
been able 1o influence the Space Marine cults which remain
as stubbornly individualistic today as they ever were,

When war calls, a Chaplain fights wherever the conflict is
fiercest, leading from the front and rejoicing in the slaughter
of the enemy as one doing nghteous work. He chants the
liturgies of battle with every breath, punctuating his praise
with strikes from his Crozius Arcanum = the skull-headed
staff that is both badge of office and chosen weapon of war,
By his example and his piety, the Chaplain exhorts his
Brother-Marines to the pinnacle of dedication, so that they
might conguer with valour that which would resist all else.

|Chaplam 5 4 4

SPECIAL RULES

Combat Tactics, Independent Character.

Honour of the Chapter: A Chaplain utterly embodies the
honour of the Chapter. He, and all members of a squad he
has joined, are fearless, as described in the Warhammer
40,000 rulebook.

Liturgies of Battle: On a player turn in which he assaults, a
Chaplain and all members of any squad he has joined can
re-roll failed rolls to hit

WARGEAR

Rosarius: A Rosarius is a gorget or amulet worn by
Chaplains. It protects the Chaplain from physical and
spiritual harm. A Rosarius confers a 4+ invulnerable save.

Crozius Arcanum: The Crozius Arcanum is a Space Marine
Chaplain's rod of office. It is a power weapon,

“If your life is given in service to the Emperor,
your death shall oot be in vain”

Hawiz Argenta
Chaplain 1o the Crimson Fisss 24 Company



TACTICAL SQUAD

,actical squads are the backbone of the Space Marine army.
They are called upon to fulfil the full range of battlefield
rales; they hold ground, provide fire support or charge into
the bloody melee of close combat, as the ever-changing
theatre of battle dictates.

For a Space Marine to be assigned to a Tactical squad he
must have proven himself beyond doubt in all aspects of
war. S0 it is that a Space Marine must complete several
campaigns in both Assault and Devastator squads before he
can earn a permanent position in one of the Chapter's
Tactical squads. This progression must be earned in blood
and can last for years, or even decades, depending on the
skills of the Space Maring in question, Mot all Space Marines
make the transition. Some demonstrate a talent or obsession
for a particular aspect of battle that, while immensely
valuable in its own way, would prove a liability in the
adaptive role of the Tactical squad. Other Battle-Brothers
simply lack the mental flexibility to embrace the fluidity of
the Tactical squad's role

Ax befits its varied battlefield role, a Tactical squad takes to
the field with a wide variety of weaponry. In addition to the
standard Space Marine armament of bolt pistol and
grenades, most Tactical Space Marines carry a bolter - the
furious weapon of vengeance made famous on uniold
millions of blood-soaked battlefields. .
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SPECIAL RULES
And They Shall Know Mo Fear, Combat Squads
Combat Tactics.

Of the Tactical Space Marine, bedrock of lus Chapter and
paragon to his brothers, | shall tell thee

He shall be stecped in the lore of battle and schooled in
all manner of weapon and straregy. With combar blade,
boltgun and grepade he shall assail the {oe.

But these are mere tools: a Tactical Space Marine’s true
weapons are his covrage. his wits and his dedication 1o his
brothers.

He will bring his {oc to battle in 3 mancer and time of
his choosing, never himself caught unrcady or

ill-prepared for the tsk a hand. In defence he shall be
stalwart as the mouotiin, & bulwark stood firm against the
enemies of Man In artack he shall sirike with the wrath
of the Immortal Emperes, [elling the foc without mercy,
remorse of fear.

From the teachings ol Roboute Guilliman
13 hid down in the Apocryphu of Skaros

This formidable anti-infantry firepower is complemented by a
heavy weapon, such as a missite launcher, lascannon or
heavy bolter, and a special issue weapon, such as a flamer or
meltagun. As these armaments are chosen to match the
requirements of each deployment, and weaponry duties are
rotated between all members of the sguad save the
sergeant, so all Tactical Space Marines must be trained and
capable with every weapon their squad can be called upon
10 field

Of all Space Marine combat units it is the Tactical squad that
makes the greatest use of the Chapter’s transport pool, often
performing surgical strikes or seizing strategic points with

the aid of fast-moving Razorbacks or Rhinos, 5ome Chaplers
- most notably the Angels of Fury, the Raven Guard and the
Legion of Night — have even forged their combat doctrines
around such tactics.

Etach Tactical squad is led by a grizzled Sergeant who has
survived and thrived through several decades, or even
centunies, of hard and brutal campaigning. It is essential that
a Tactical squad be led by a canny and daring individual
capable of reading the battle for opportunity, and it is quite
common for Tactical squad Sergeants to be seconded from
the elite 19 Company. 50 is it ensured that the mainstay of
the Chapter’s battle forces are led by the most experienced
of its warriors.

Forces of the Space Marines
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ASSAULT SQUAD

Assault squads excel at close-quarter fighting. Equipped with
Jump packs and armed with bolt pistols and chainswords,
they scream across the battlefield like avenging angels,
charging into the foe with little heed for personal danger.

A Space Marine is commonly assigned to an Assault squad
after exemplary service amongst the Devastators. By this time
he has garnered battle experience amidst the fires of war
and can be counted on to hold his ground before the foe,
Maow he must temper himself in the most brutal arena of
war, and prove his worth in the melee of close combat, eye
to eye with the foe and dose enough to smell his blood

The Codex Astartes dictates that Assault squads should be
unleashed in the first wave of an attack, to strike hard and
fast at weak points in the foe's formation. Opposing infantry
are shredded with chainsword and belt pistol, enemy tanks
with krak grenades and meltabombs. Such is the way of the
Space Marines - to deliver an imesistible and overwhelming
blow to a single pont, to crush the enemy without mercy
before moving on to the next target. Such tactics are far
from subtle but effective nonetheless — a foe who perceives
this to be the extent of an Assault squads’ capability is
woefully mistaken

The jump pack is easily as dangerous as any weapon the
Assault Marine carries. With a jump pack comes mability,
allowing the Assault squad to traverse all manner of terrain

Forces of the Space Marines

swiftly and without hindrance, or even perform controlled
low-altitude descents fram Thunderhawk Gunships. So it is
that the Assault squad can be a weapon of subtlety in the
hands of a capable commander. It can dive without warning
on an enemy warlord who believes himsell secure amongst
his own lines, operate as a highly mobile counterpunch unit
or perform vital reconnaissance in warzones unsuitable for
the deployment of Scouts. In certain circumstances, Assault
squads are even used as bait, luring an unwary enemy force
onto a prepared defensive position, or redirecting them away
1o buy time for further preparation or evacuation,

Assault squads draw the bloodiest, and maost dangerous of
all battle assignments. Often operating far ahead of the rest
of the army, Assault Marines are in constant danger of being
autflanked, cul off, or simply overwhelmed by the enermy. To
guard against this, the commanding sergeant of an Assaylt
squad has a direct uplink to myriad datastreams and tactical
overlays — the command and contral relays through which
the Space Marines coordinate their deployments and battles
Even if he is knee deep in corpses and fighting for his life, an
Assault squad sergeant must be aware not only of his
current situation, but also any imminent ar potential
developments that will leave his squad stranded and beset in
a sea of bloodthirsty foes. Should this occur, only raw might
and iron resolve will allow the Assault Marines to hack their
way clear of the foe and claim victory,
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SPECIAL RULES
And They Shall Know Mo Fear, Combat Squads,
Combat Tactics.

He shall descend upon the perfidious foe as an

Angel of Judgement from on high Let the ump pack
e his wings, and the roar of is engines 3 hymn

of retribution.

Let the chamsword be his sceptre of decree, its harsh
voice singing joyfully with cach and every blow, With
it shall the Assault Marine bring bloody retribution 1o
the heretic, the trator and all alicn aggressors who
trespass on the Emperor's domain.

So will the Assanlt Marine be the hunter of warlards
and the slyer of kings His armour shall run slick
with the life-blood of the vanquished, and all shall
honour his name

From the teachings of Roboute Guillimin
as lad down in the Apocryplu of Skiras

|

And of the Assault Marine so do 1 decree -|




Devastators are the most heavily armed of all Space Marine
squads, trained to assail the enemy from great distance and
with overwhelming firepower. As primarily long-range
support, Devastators are capable of providing the Tactical
and Assault squads with covering fire, visiting swift and
brutal counter-battery fire, or engaging enemy vehicles and
other heavily armoured targets,

Unlike maost other Space Marine squads, Devastators operdale
from a largely static footing, abandoning fixed positions only
to advance, fall back or occupy a position with more
commanding arcs of fire. This is not to say that Devastalors
cannot be flexible upon the field of battle, indeed, each
squad has its own assigned Rhino transport for such
redeployments. However, it remains true that Devastator
squads most completely define a Space Marine task forces
reach and depth, for they promise destruction with greater
range and measure than any of their Battle-Brothers.

Maost Devastator squads are composed of Space Marines
whao have recently completed their tours of service in the
Chapter's Scout squads. Though they will have taken part in
dozens - or perhaps even hundreds — of deployments as
necphyte Space Marines, service in a Devastator squad will
not only be their first experience of fighting in power
armour, but also mark their first engagements as part of the
main Space Marne task force.

When first promaoted into a Devastator squad, a Space
Marine is issued with the bolter and grenades with which he
will grow ever more skilled throughout his service. His
primary functions are to provide close-fire support, call out
targets and generally act as backup for the mare experienced
Brother-Marines who carry the squad's heavy weapons. Only
when the neophyte has proved himself a steady and
dependable warrior, able to hold true aim and steady nerve
in the black heart of battle, is he entrusted a heavy weapon
from the Chapter’s arsenal, Devastator squads commonly
carry four heavy weapons into battle. These can range from
the commonplace heavy bolter and missile launcher, to the
more exotic multimelta and plasma cannon. A Devastator
squad's preferred weapons loadout varies from squad to
squad and Chapter to Chapter, although all its members
must be fully trained and capable with each tool of war they
can be called upon to employ.

Most Space Marine Chapters equip their Devastators with a
mix of weapanry, as favoured by the Codex Astartes. This
allaws them to better deal with any emergent threats, A
single Devastator squad is able to excel at several battlefield
roles by the simple expedient of splitting into an anti-tank
and an anti-infantry combat squad. Even so, a few Space
Marines Chapters have refined the rale of their Devastator
squads to suit a recurrent foe or engagement type. For
example, the Crimson Fists, their tactics understandibly
skewed by near-annihilation at the hands of Waaagh!
Snagrod, tend 1o favour the hail of anti-personnel fire
proffered by four heavy bolters. Whereas the Salamanders
and Imperial Fists deploy their Devastators with multimeltas
and lascannon to crack the formidable armour of enemy
tanks and fortifications.

DEVASTATOR SQUAD

'_ Space Marine Sergeant 4
| Space Marine 4
SPECIAL RULES

And They Shall Know No Fear, Combat Squads,
Combat Tactics.

A Devastator's reach shall be without limit and his touch
without mercy. Fire shall roar from his [mgertips, but it
shall consume him not. Thunder will roar when he calls,
yet it will swallow him oot

Lei the Devastator squad be thy blazing wrath, bringing the
light of the Emperors pustice to the darkest corners of the
battleficld. Wherever he stands. that shall be his fortress of
tighteousness. He shall hold in his gilt the fate of all who
pass before his unblinking gaze

All shall fear him, and he shall fear no one

From the teschings of Roboute Guillimin
11 laid down in the Apocrypha of Skaros
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'VANGUARD VETERAN SQUAD

Cf all the fighting formations that make up a Space Marine
Chapter, it is the 19 Company which is most feared. For a
Space Marine to join the 1% Company is for him to have
wion renown on battlefields uncounted and to have sarned
the respect of hus Battle-Brothers through deeds of blood
and fire, Most such Veterans have served as sergeants
elsewhere — sometimes for centuries - before being accepted
inta the First Company, but a notable few are elevated after
perfarming insane acts of heraism,

Every member of the 1% Company is proficient in all manner
of weaponry and stands as a living exemplar of the ideals
and purpase of the Chapter. With such status comes the
right to select weapons of choice from the Chapter's
armoury and, as a result, Veterans squads are much less rigid
in composition and doctrine than other Space Marine
formations. They are often assembled and equipped to deal
with specific theatre requirements, such as embarking upon
seek-and-destroy missions to slay an Ork Warboss and his
bodyguard, or cripple an inbound wave of Eldar Aspect
Warriors before they can reach the battlefield.

A Vanguard Veteran squad is formed from those members of
the 1% Company that completely immerse themsehes in the
art of close-quarter combat. Most have completed lenathy
service rotations in the Chaplers' Assault squads, their skills
tested and honed in the crucible of bloody mélée on a
thousand worlds,

Enrrae AF tha Comasmn Rk as o o

It is said that were a Vanguard Veteran armed only with his
fists and his wits, he could still storm an enemy bastion and
emerge victorious, and that with the bolt pistol and
chainsword of his bloody trade the same Veteran would
prove superior to thrice that figure of foes, Alas for the
enemies of Mankind, with the vaunted weaponry of the
Chapter's armaoury at their disposal it is rare for Vanguard
Veterans to take to the fray with such basic armament.

Pewer swords, plasma pistols and power fists are all
common sights in Vanguard Veteran squads, and thunder
hammers, lightning claws and rarer weaponry are also
employed as the engagement requires. These weapons are
not employed lightly, for they are without exception ancient
and revered heirlooms. A Vanguard Veteran who returns
from the field of battle without his armament is subject to
the Chapter’s gruelling rites of penitence. It is of little
surprise therefore that a disarmed Veteran will fight all the
harder, not merely to survive, but to reclaim his weapon and
his honour along with it

Whilst they can be deployed at the forefront of an assault,
most Chapters employ their Vanguard Veterans as rapid-
response forces, using jump pack or Rhino transport to apply
crucial pressure 1o an already over-taxed enemy defence, or
to reinforce overmatched allies. To use speed itself as a
weapon, to strike the foe wherever he least expects it this
was the way of war for jump troops in the days of the Space
Marine Legions and it still serves well today. Such duty is
arduous and never-ending. Often referred 1o as a Captain's
‘Iron Fist’, Vanguard Veterans are constantly in motion. As
soon as one foe is annihilated, fresh orders dispatch the
Vanguard Veterans to another cormer of the battlefield, thers
to apply murdercus skill in the Emperars name,
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| Space Marine Sergeant 4 4 4 4 1 4 2 9 34
4 4 & 4 1 4 3

| Veteran

SPECIAL RULES
And They Shall Know Mo Fear, Combat Squads,
Combat Tactics,

Heroic Intervention: Vanguard Veterans are famed for
arriving at a time and place where their onslaught can make
the most difference to a battle. If a jump pack equipped
Vanguard Veteran squad arrives from deep strike, the player
can elect for the squad to perform a Heroic Intervention -
before the deep strike scatter dice are rolled. If he declares a
Heroic Intervention, the Vanguard Veteran squad cannot
shoot {or run) that turn but can assault (provided they are
close enough). This ability cannot be used if an independent
character has joined the Vanguard Veteran squad.

"We go where we wilt. We slayy who we wilt.
Let the Emperor judge the rightcousness of our deeds”

Scrgeant [V Kestrel
Raven Cuard 0 Cnmp:::,’



sternguard Veterans deploy wherever the battleline is most
vulnerable, facing down the most impossible odds with icy
calm and precise bursts of bolter fire, They are the very

I image of what every Space Marine aspires to become, and
the pinnacle of any Chapter's fighting force.

In contrast to the Battle-Brothers of the Vanguard squads,
Sternguard Veterans draw upon the armoury’s ranged
weaponry. The squad's sergeant will sometimes wield a
specialised mélée weapon, but this is the extent to which a
vanguard squad will employ such tools. Better and more
efficient to slay the foe at range, they argue, than to get
bogged down in a close-quarters battle. Most Vanguard
veterans carry boltguns with meticulously craited sights and
modified scopes. Heavier weapons are also available, such as
the rmissile launcher and lascannon, but these are normally
eschewed for the more portable boligun. Any potential
shortfall in firepower is compensated for by the range of
specialist boltgun ammunition a Sternguard Veteran can
carry into battle, including unstable flux core vengeance
rounds for heavily armoured targets, propellant-rich kraken
halts for extended-range engagements and the acidic fury of
hellfire rounds for bringing down even the angriest greenskin
or Tyranid bio-monstrosity.

in most Chapters there is a rivalry of sorts between the

r Vanguard and Sternguard halves of the 1* Company. These
factions compete endiessly for honours and hazardous
combat duties - the glories and shames of their adherents
colebrated and atoned for by all. Despite the nvalry,
Vanguard and Sternguard Vieterans remain Battle-Brothers
above all else, and fight unte death for ane another.

Dragonfire Bolts: These hollow shells explode with a gout

| WsBS 5 T W | A Ld Sv of superheated gas that makes a mockery of cover, i
| Space Marine Sergeant 4 4 4 4 1 4 2 9 3+
| | Veteran 4 4 4 4 1 4 2 9 3+ | Range Strength AP Type
= = ———e————— . 24" ] 5 Rapid Fire,
Ignores Caver*
SPECIAL RULES
And They Shall Know No Fear, Combat Squads, *Ignores Cover: Cover saves cannot be taken against
Combat Tactics. Dragonfire bolts.
Hellfire Rounds: See page 100.
WARGEAR
Special Issue Ammunition: Each boligun-armed maodel in a Kraken Bolts: The adamantine core and improved
Sternguard Vieteran squad automatically comes with several propellant of these balts can penetrate the thickest hide
special ammunition types. Each time a Sternguard Veteran - gven at extreme range.
squad fires, the controlling player can choose which type of
ammunition is being used. Each special ammunition type Range Strength AP Type
replaces the boltgun profile (including boliguns that are part 30" 4 4q Rapid Fire
of a combi-weapon) with the one shown here. All models in
the squad must use the same ammunition type during that Vengeance Rounds: Originally designed to breach the
shooting phase. power armour of Traiter Marines, vengeance rounds employ
unstable flux core technology that makes them hazardous to
“The deeds of onc hold warrior can alter the course of use, but incredibly effective against armoured targets.
2 battle. 1 have four such men under my command, and
our every deed changes the shape of the galaxy.” _Range Strength AP Type
18" i 3 Rapid Fire,
Sergeant Dacgon Incurss Gets Hotl

The lovaders 1M Company
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All Space Marine Chapters maintain a number of suits of the
revered and rightly feared Tactical Dreadnought armour, or
Terminator armour as it is maore commanly known,
Terminator suits are the pinnacle of armoured protection
available 1o a Space Marine. Each is all but impervious 1o
small arms fire and can even withstand the merciless
onslaught of tank-busting krak missiles.

Terminator armeour is incredibly rare, Space Marines hold it a
great honour to be permitted to wear such a suit in battle,
and it is only to members of the Chapter's elite 15! Company
that this honour is granted. Once trained in the use of
Terminator armour, a Space Marine is counted first among
his brothers and is expected to conduct the most difficult of
missions and to perfarm beyond even the lofty standards of
the Adeptus Astartes. Boarding Tyranid-infested space hulks,
launching teleport attacks, Titan assaults and combal actions
in extremely hostile environments, such as deep space or
volcanic marshland; these are the missions undertaken by
Space Marine Terminators.

Truly are Terminators amongst the greatest heroes of
Mankind, bald warriors in whom the indefatigable heroism
of a Space Marine is combined with the terrible weaponry
and indomitable mass of Tactical Dreadnought armour. No
foe is safe from a Terminator assault, not a horde of Orcs,
adamantium fortress or colossal Chaos Titan. Terminators are
invincible, they are unstoppable and they never yield.

EFareaee &F the Sracra BAdsmmsae
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Terminator Sergeant 4 4 4 4 1 4 2 9 2+
Terminator 4 4 4 4 1 4 2 89 2+

SPECIAL RULES
And They Shall Know No Fear, Combat Squads,
Combat Tactics.

WARGEAR

Chainfist: A chainfist is a power fist fitted with a chainblade
attachment designed to carve its way through armoured
bulkheads or armour plating. Qriginally designed for
boarding actions, the whirring adamantite blades of a
chainfist have long since proven their worth when engaging
armoured targets of all kinds.

A chainfist is treated exactly as a power fist, but rolls 206 for
its armour penetration value,

Cyclone Missile Launcher: The cyclone is a specially
designed missile launcher system, used by Space Marines in
Terminator armour 1o provide heawy fire support. Essentially a
rack of missiles fitted onto the shoulders of a Terminator, the
cyclone missile launcher enables the Terminator 1o engage
both heavily armoured vehicles and lightly armoured infantn

A Terminator can fire his cyclone missile flauncher in addition
to his starm bolter. Each time a cyclone missile launcher fires,
the controlling player can choose which type of missile is
being used.

Krak
Range strength AP Type
48" ] 3 Heavy 2
Frag
Range Strength AP Type B
48" 4 6 Heawy 2, Blast

he left shoulder pad of 2 suit of Terminator armour

carries the large solid stone icon known as the Crux
Terminatus. This doubles as a tactical symbol and 21 3
revered honour badge.

Each Crux is reputed 1o have bound within its core a tiny
fragment of the battle armour worn by the Emperor during
his epic duel with Horus the Arch-Traitor 1en rhousand
years ago.

The design of this ancicnt badge can vary cossiderably,
even within 2 single unit or Chapter. Sergeants’ and
Officers’ Crux tend to be more claborate and finely
detailed than those worn by normal Battle-Brothers, but all
are venerated equally. To Jose even a single Crux in battle
is to betray the Emperor's trust and bring great shame
down on the entire Chapier.
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DREADNOUGHT

nen a Space Marine suffers grievous harm, the like of
which even his superhuman physigue cannot endure, his
ravaged body is borne frorm the battlefield with great
reverance, Most such men die swiftly of their wounds, or
receive the Emperor's Mercy from one of the Chapter's
Apothecanies. Their lifeless forms are cremated, intermed or
sent to journey the infinite void, according to the traditions
of the Chapter.

However, the mightiest fallen, those within whom the spark
of life and honour still burns bright though their body be
rent and torn, are preserved from final rest. For such @ man
the eternal battle is not yet done. His skills, his wisdom and
his fighting spint must continue to serve, even if they do so
in anather form. The hero's crippled body is installed in the
cyborganic web of an armoured sarcophagus, his dimmed
senses bound to electro-fibre implants, 5o does he cast off a
frail mortal frame for something greater and more difficile.
50 does he become a Dreadnought

Many an assault commences with a wave of Dreadnoughts
to first drive a wedge through the enemy’s defences. A
Dreadnaught is a truly massive fighting machine, weighing
several tons and standing two or three times the height of a
man. As the Dreadnought strides purposefully into battle,
incorming fire spatters like rain off his towering adamantium
and ceramite hull, Fiery death roars from his weapons and
his great metal arms churn through all who are foolish

augh to stand before him, Actual weapon loadout varies

sm Dreadnought to Dreadnought and the needs of the
mission. The close support pattern of assault cannon and
powerfist is by far the most commaon Dreadnought
configuration, although the tank-hunting lascannon or
bunker-breaching multi-melta and seismic hammer
combination are equally fearsome. Needless to say, the hero
that guides the armoured hulk is more than proficient in all
the many powerful weapons of death employed by the
Space Marines,

A Dreadnought’s raw power is made all the more deadly
because it is wielded with all the grim resolve of the mortally
wounded veteran bound in its core, and directed by
centuries = or even millennia = of expenence. The memories
of these venerable “Old Ones” can extend back thousands
of years to the founding of their Chapter and its earliest
history. Thus they are revered by other Space Marines, not
just as patent warriors, but also as ageless forebears and as a
living embodiment of battles fought long ago. Dreadnoughts
are not seen merely as formidable weapons of war, but as
keepers of tradition and custodians of knowledge whose
advice is sought by initiate and Chapter Master alike. It is not
unknown for Dreadnoughts to serve as members of the
Chapter Council, lending wisdom to strategy as they do fury
to the battlefield.

Suits of Dreadnought armour are amongst the most prized
of a Chapter's relics. Should a Dreadnought fall in battle, his
athers will fight with righteous anger to retrieve the shell
that they may lay its occupant to rest with honour and
reclaim the suit to house another dying hero whao will

become an Old One to future generations.

[~ Armour —

W5B5 5 F S5 R

Venerable Dreadnought S 5 6 12 12 10

Dreadnought 4 4 612 1210
Ironclad Dreadnought 4 4 6

13 13 10

SPECIAL RULES

Venerable: If a Venerable Dreadnought suffers a glancing ar
penetrating hit, you can ask your opponent to re-roll the
result rolled on the Vehicle Damage chart. You must accept
the result of the second roll, even if it is worse than the first.

Move Through Cover (Ironclad Dreadnought only)

WARGEAR
Dreadnought Close Combat Weapon: See the
Warhammer 40,000 rule book for details

Seismic Hammer: A blow from a seismic hammer causes
catastrophic shockwaves to tear through the target. A

seismic hammer is treated as a Dreadnought close combat
weapon that adds +1 to rolls on the vehicle damage chart

Ironclad Assault Launchers: See page 103 for details.
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- SCOUT SQUAD

When first accepted into a Space Marine Chapter, a new
recruit joins the ranks of the 10 Company as a Space
Marine Scout. He is placed under the tutelage of a sergeant
who will lead him on the field of battle and oversee his
training and educate him in what it truly means to be one of
the Adeptus Astartes.

A Space Marine Scout has much to learn. Not only must he
become accustomed to the many biologically engineered
enhancements which are at work on his body, but he must
learn the Itany of battle which will fortify and strengthen
him. Through a gruelling training regime that lasts for many
months, the recruit will learn how to use the battlegear on
which his life depends, and he will get his first real chance to
fight the enemies of Mankind

Throughout his entire tenure as a Space Marine Scout, the
recruit is watched over and taught by his sergeant, his
actions guided and judged as he strikes the foe at the
weakest point with bolter, shotgun and blade. As his training
progresses, the Scout will grow proficient with many other
weapons of death, such as the heavy bolter, sniper rifle,
missile launcher and melta bomb. Acting as part of an
infiltration force, a Scout will become skilled at every aspect
of war. He will learn that to be a Space Marine is to be
death incarnate, no matter the terrain, the nature of the foe,
ar the weapons that dominate the battlefield.

Earroc mnf the Crmmem K lselems

Maore lightly armed and armoured than more experienced
Battle-Brathers, Space Marine Scouts chiefly fight as
skirmishers. Their duties are to infiltrate enemy positions
ahead of the rest of their Chapter, relying on stealth - rather
than brute force - to accomplish their mission objectives.

Operating behind enemy lines, Scouts set ambushes for the
umwary, destroy ammunition dumps and vehicle pools, spy
out the enemy’s movements and gather what information
they can about their opponent’s plans. Sometimes Scouts will
pounce unseen within an unsuspecting enemy camp,
capturing a commander for interrogation or sabotaging
equipment and supplies. Striking in silence, the Scouts’ goal
is to accomplish their mission and vanish before the enemy
has the chance to retaliate in force

Scout squads are often detailed to conduct boarding actions
against Tyranid Hive Ships or perform seek-and-destroy
missions against the Hive Mind creatures that direct Tyranid
invasions. As standard heavy bolter shells have often proven
ineffective against the larger Tyranid bio-monstrosities, most
Chapters now issue their Scouts with specialised Hellfire
amrmunition — heavy ceramic shells containing a virulent
mutagenic acid that ruptures and burns its way through
cellular tissue. Such weaponry can bring down even a
rampaging Carnifex, and is na less deadly when turned upor
more mundane foes,
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| Scout Sergeant 4 4 4 4 1 4 2 9. 4%
| scout 3 3 4 4 1 4 1 8 4+

SPECIAL RULES
And They Shall Know Mo Fear, Combat Squads,
Combat Tactics, Infiltrate, Move Through Cover, Scouts,

WARGEAR

Hellfire Shells: A heavy bolter in a Scout squad can fire a
single hellfire shell instead of firing normally:

Range Strength AP
36" X

Type
Heawvy 1, Blast
Poisoned (2+)

Shotgun: Shotguns are sturdy and versatile weapons often
carried by Space Marine Scouts.

Type
Assault 2

Range  Strength AP
12" 4 .

Sniper Rifle: Sniper rifles boast powerful telescopic sights
that enable the firer to target weak points and distant foes
with unerring accuracy.

Range Strength AP
36" X 6

Type
Heawy 1, Sniper

Camo Cloaks: See page 100




During the final stages of a Space Marine Scout’s training, he
is attached to a Scout Bike squadron. Scout Bikers are
employed as fast-moving reconnaissance and disruption
units. They operate on a far longer leash than other Scouts,
often operating as a seperate and distinct adjunct o the
main Space Marine strike force, answerable 1o none save
their commanding sergeants.

While Scout Bikers continue to perform the hit-and-run
tactics they perfected in earlier years of service, their
repertoire of combat skills 15 broadened by hard-won
experience and further augmented by supplies of special-
issue equipment. While the enemy concentrates on the main
Space Marine attack, the Scout Bikers ride rampant behind
his lines, calling down orbital bombardments and reserve
deployments with pinpaint accuracy.
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SPECIAL RULES
And They Shall Know No Fear, Combat Squads,
Combat Tactics, Infiltrate, Scouts.

WARGEAR

Cluster Mines: When operating behind enemy lines, Scout
Bikers carry cluster mines — explosive devices crammed with
tiny anti-personnel bormblets and triggered by tripwires or
pressure sensors. They are deployed in defensible positions to
deny their use to all but the bravest or most foolhardy foes.

Each Scout Bike squad equipped with cluster mines can
booby-trap one piece of area terrain before the game
begins. Mote that a Scout Bike squad that splits into combat
squads is still counted as a single squad for the purposes of
cluster mines. At the start of the game, after terrain is
placed, declare that your Scout Bikers have placed booby-
traps and secretly write down the piece(s) of area terrain that
have been booby-trapped in this fashion. Each terrain piece
can only be bocby-trapped once.

Cluster mines are automatically triggered the first time a unit
ifriendly or enemy) moves into the booby-trapped terrain.
When triggered, the cluster mines inflict 2D6 hits on the
unfortunate unit once it has finished its move, These are
treated as shooting hits and use the following profile:

Range Strength AP Type
n'a 4 - Mo cover saves

It a vehicle triggers the cluster mines, the hits are always
resolved against rear armour, to represent the munitions
striking at its weaker under-armour. Once the effect of the
eluster mines has been resolved, they are assumed to have
been expended and have no further effect.

Shotgun: See page 66.
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Locator Beacon: Scout bikers often carry a locator beacon, b 1 _1}
a signalling package containing a teleport homer, broad- £
spectrum communicators and geo-positional tracking. When
activated, the locator beacon uploads detailed positional
information to the Astartes Tactical Grid, allowing precision
reinfarcement by reserve forces.

If a unit wishes to arrive on the battlefield via deep strike
and chooses to do so within 6° of a model carrying a locator
beacon, then it won't scatter. Note that the locator beacon
must already be on the table at the start of the tum for it 10
be used

Astartes Grenade Launcher: Scout Bikers can employ
grenade launchers. These are loaded with frag and krak
grenades and outfitted with adaptive targeting systems to
compensate for the high speeds at which the bikers
commaonly travel. Each time a grenade launcher fires, the
controlling player chooses which type of ammo 15 used,

Frag Grenade

Range Strength AP Type
24" 3 6 Rapid Fire, Blast
Krak Grenade
Range Strength AP Type
24° & 4 Rapid Fire

Forces of the Space Marines
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BIKE SQUAD

Space Marine Bike squads carry out fast-moving assault
missions, often operating on intelligence gathered by
infiltrating Scout squads or Land Speeder reconnaissance
flights. Bike squads attack at incredible speeds, using surprise
and unstoppable momentum to punch holes in the enemy
formation, accelerating away as the enemy recovers his wits
only to circle back and attack once again from an
unexpected direction. Bike squad tactical strikes are often
likened to thunderbolts - by the time a foe has heard their
approach, the damage has already been done.

For a Space Marine biker to operate at full patency, the
superhuman rider and his mechanical steed must function
flawlessly as one. To this end, the Codex Astartes diciates
that all of a Chapter's Assault Marines, Scouts and the entire
& Company should master the art of mounted warfare as
part of their training regimen,

A few Chapters take this further, with every Space Marine
required to maintain his mounted training, even though he
may have long passed into the 1% Company, or perhaps aven
into the exalted ranks of the Chapter Council. Few Chapters
exemplify this better than the White Scars, who proudly
employ Bike Squads as the main body of any strike force
Other Chapters are less enamoured of a Bike Squad's tactical
value, preferring to send assault forces into battle in Rhinos
or Razorbacks.
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The Space Marine bike itself is a robust construction. It needs
to be, for it must be powerful enough to propel a fully
armoured Space Marine at dizzying speeds, and yet
responsive enough to perform a full range of death-defying
combat manoceuvres. Even at low speeds the combined
impact mass of bike and rider is no small thing to encounter,
Indeed, many experienced Space Marine bikers can boast of
riding through rockerete walls at full pelt, suffering neither
harm nor impediment. The effect such an impact can have
on living tissue is perhaps best left to the imagination

For the heaviest assault missions it is common for a bike
squad's firepower to be further augmented through the
attachment of an Attack Bike. Each Attack Bike is a highly
formidable mobile firebase, with the twin balters of the bike
itself augmented by a multimelta or heavy bolter mounted
on a sturdy sidecar.

50 potent is the striking power of the Attack Bike that many
Chapters field them in entire squads, employing them as
fast-moving fire-support units 1o complement Scouts, Assault
Marines or other bike squads. Few Space Marine Chapters
have enough Attack Bikes to field them in large numbers.
Cn those rare occasions when Attack Bikes are deployed en
masse, as they were by the fabled White Scars Chapter
during the third war for Armageddon, they prove to be a
nigh-unstoppable foe.

! 5-.r|
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| Biker Sergeant 4 4 44551 4 2 9 34 |
| Space Maringe Biker 4 4 4481 4 1 8 3+i
4 4 4 2 ‘B 3+ |

| Attack Bike

4 4(5) 2

SPECIAL RULES
And They Shall Know Mo Fear, Combat Tactics,

Combat Squads: A Bike squad chosen at full strength (for a
total of eight bikes and one Attack Bike) can split into two
combat squads as described on page 51. Maote that if this is
done the Attack Bike counts as two models, giving one
combat squad of five bikes, and cne of three bikes and an
Attack Bike,

Use your Bike squads as a blade, striking the cocmy and
turning aside his counter-blows in cqual measure But in
all things beware that speed is nothing without direction,
just as even the mightiest weapen is worthless withoot
carciul aim.

A biker's stance should always be resalute and dauntless,
but ncver immobile or rigid Speed is his advantage, and
surprise his deadlicst weapon. In fluidity he will find
success, and in success shall he find renown,

From the teschings of Reboute Goillims
a5 hid down s the Apocryphs of Skiros




DROP POD

The Space Marines are known as the Angels of Death, and
the title is never more approprate than when they attack
using Drop Pods. Drop Pod assaults are the ultimate weapan
of terrar and surprise, aimed right at the heart of the foe
Scarcely have the smouldering hulls come to rest when their
hatches blow clear, and the occupants disembark to wreak
havoc on wrong-footed enemies. Such is the velocity of
approach there is little a foe can do to intercept Drop Pods
once launched. All he can do is wait for their armval and
cling to the misquided hope that his warmors can somehow
withstand the rightecus onslaught of the Adeptus Astartes

Drop Pods resemble a ship's life pod in look and function,
and are fired from low orbit from an orbiting vessel with
colossal force, using a ring of powerful retro burners to
direct their approach to the target drop zone. Inside each
Drop Pod, a squad of Space Marines or a Dreadnought is
carried in exceedingly spartan conditions, protected from the
incandescent rage of atmospheric re-entry only by the Drop
Pod's ceramite armour plating. During the descent it is
common for the Space Marines to give voice to hymns of
vengeance, steeling their hearts against the terrors of orbital
assault and preparing themsehies for death or glory in the
battle that lies ahead.

ost Drop Pod assaults comprise only a hiandiul of craft.
However, it is not unknown for entire Chapters, such as the
Invaders ar the Black Consuls, to commence their campaigns
with a massed Crop Pod landing. Such an assault is a thing
of terrible beauty, with a hundred or more Drop Pods
descending upon the foe like screaming harbingers of woe.

Type BS
Open-topped 4

1212 12

TRANSPORT
The Drop Pod has a transport capacity of 12 models. it can
transport a single Dreadnought or Thunderfire Cannon,

Once the Drop Pod has landed, the hatches are blown and
all passengers must immediately disembark, as normal. Once
passengers have disembarked, no models can embark on the
Drap Fod for the remainder of the game.

Fire Points and Access Paints: Once deployed the Drop
Pad is no longer a sealed environment and is therefore
counted as being open-topped.

“We are coming. Look to the skics
for your salvation”

Captuin ]"::y\rnu Shrike to Commissar Lest
priat 1o the Blindhope planetstsike

SPECIAL RULES

Drop Pod Assault: Drop Pods always enter play using the
deep strike rules from the Mission Special Rules section of
the Warhammer 40,000 rulebook. At the beginning of your
first turn, you must choose half of your Drop Pods (rounding
up) 1o make a ‘Drop Pod Assault’. Units making a Drop Pod
Assault arrive on the player’s first turn. The arrival of the
remaining Drop Pods is rolled for as normal. A unit that
Deep Strikes via Drop Pod may not assault in the turn

it arrives

Inertial Guidance System: Should a Drop Pod scatter on
top of impassable terrain or another model (friend or foe!)
then reduce the scatter distance by the minimum required in
order to avoid the obstacle.

Immobile: A Drop Pod cannot move once it has entered the
battle, and counts in all respects as a vehicle that has
suffered an Immaobilised damage result {which cannot be
repaired in any way).

WARGEAR
Deathwind Launcher: Some Drop Pods are upgraded to
carry a deathwind launcher in place of a storm bolter.

Type
Heavy 1, Large Blast

Range Strength AP
12* 5 -
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MASTER OF THE FORGE

The Master of the Forge is the Chapter’s most senior
Techmarine, charged with the maintenance of the Chapter’s
fieet of armoured fighting vehicles, such as Rhinos, Land
Raiders and Predators. His knowledge of the arcane sciences
has been refined over centuries of service, and rivals that of
the senior Tech-priests of Mars, Indeed, a Master of the
Forge's skill has been honed to a point where he can
recagnise a machine spirit's allment with but a glance and
the cause of its intemperance from the merest whisper of its
tortured mantra of function.

such uncanny, and perhaps unnatural, skill conspires to
make the Master of the Forge something of an outcast in
most Chapters. Though he is part of the Chapter Council,
the Master of the Forge is an outsider to all save his
subordinate Techmarines, whose company is shunned in all
matters save those that pertain to his beloved mechanicals,

This isolation serves only to lead a Master of the Forge
further down the path of eccentricity. Surrounded by
tongueless machines and witless Servitors, his own vaice
becomes atrophied. On such rare occasions as a Master of
the Forge does speak, it is in dipped and monotonous tones,
coldly and discomfortingly precise in detail and delivery.

Eradine b hn Conairs Wil rs o s

Mot all Space Marine Chapters treat with their Master of the
Forge in this way. 5ome, such as the Mentors, the Praetors
of Orpheus and the Astral Knights, embrace the dwindling
technologies of Mankind without superstition and, in the
case of the ron Hands, with gusto.

In these Chapters, the Master of the Forge is a personage
honoured no less than the Chapter Master himself. Such
cases are few. Indeed, for one Chapter to embrace the vision
and purpose of a Master of the Forge is to invite suspicion
frarn many of its more conventional brothers.

In addition to his responsibilities to the armoury, a Master of
the Forge is also tasked with the consenvation of any arcane
mechanical relics to which his Chapter is heir. The oldest and
maost famous Chapters have many such technological
wonders locked within their vaults. Most are so bewilderingly
complex that no living man could hope to divine their
secrets. Others are forged of secrets so ancient that only an
artisan of a Master's knowledge could hope to maintain
them without causing harm to himself and anyone else in
proximity. If the need is great, a Master of the Forge will take
up such a weapon and unleash the fury of Mankind's lost
technological might upon the foe.

Ws BS 5 T W
Master of the Forge 4 '§5 4 4 2

SPECIAL RULES
And They Shall Know No Fear, Combat Tactics,
Independent Character.

Blessing of the Omnissiah, Bolster Defences:
See opposite page

WARGEAR

Sorvo-arm, Servo-harness: See opposite page,

Conversion Beamer: Incredibly rare pre-Heresy artefacts,
conversion beam projectors fire a beamn that induces a
controlled subatomic reaction in the target, converting its
mass into energy, The further away the target, the maore
deadly the blast, as the beam has time to grow in power,

A shot from a conversion beamer has a different profile
depending on how far the target is from the firer. When
firing the conversion beamer, measure the distance to the
target and place the blast template. Once the final location
of a conversion beamer's template has been placed (after
scatter) measure to the centre of the blast marker and
consult the chart below to determine the effect.

Range Strength AP Type

up to 18° 6 - Heawy 1, Blast
18* to 42" 8 4 Heawy 1, Blast
42" w 72" 10 1 Heawvy 1, Blast

over 72° Miss! nfa nfa




TECHMARINE

Ancient pacts sworn between the Adeptus Mechanicus and
the Adeptus Astartes allow the Space Marines to send those
warrniors with an affinity for technology to Mars to train and
begin the long, arduous journey of becoming a priest of the
Machine God. Without the passing on of such ancient lore,

the Space Marines would be unable to make war.

Aspiring Techmarines train for many years on Mars, steeping
themselves in rites of activation and hymnals of
maintenance; how to call forth a machine spirit or placate its
wrath. Techmarines return to their Chapter as aloof and
mysterious figures steeped in superstitious awe. From that
point forth they are men of dual loyalties, pledged by bload
to their Chapter, but bound in mind and spirit to the
miysteries of the Mechanicus Omnissiah. This dichotomy
ensures that a Techmarine is never again truly trusted by his
brothers and s kept at arms length from the Chapter's
secrets and rituals,

Despite this suspicion, Techmarines are held in great esteem
by their Battle-Brothers who recognise and acknowledge the
Techmarines’ expertise in the mysterious sciences. A Space
tarine Chapter would be of little consequence without its
many technological tools, and its ancient weapons must be
kept in a constant state of readiness — without the
Techmarines this would be impossible. Despite their arcane
calling, they are warrors first and foremost. Should a vehicle
or artefact of technology be lost, the Techmarines will fight
for its retrieval as stridently as their brethren would fight to
recover a fallen comrade; perhaps, as some suggest, harder.

Techmarine 4 4 4 8 2+

P
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SPECIAL RULES
Independent Character, Combat Tactics,
And They Shall Know No Fear.

Blessing of the Omnissiah: If a Techmarine is in base
contact with a damaged vehicle during the Shooting phase,
he can attermpt to repair it instead of firing. Roll a D& and
add the the following modifiers:

Each Servitor with a servo-arm in the unit +1
The Techmarine has a servo-harness +1

If the result is 5 or more, then either a Weapon Destroyed
result or Immobilised result (owning player's choice) will be
repaired. If a Weapon Destroyed result is repaired, that
weapon can be fired in the following Shooting phase. The
Techmarine cannot repair if gone to ground or falling back,

"Thus do we invoke the Machine God.
Thus do we make whole that which was sundered”

From 1he Hymo of Reforging

Bolster Defences: Techmarines can increase the
effectiveness of cover, reinforcing crumbling walls and re-
welding badly-damaged spars. Each Techmarine can bolster a
single ruin before the game begins. When you deploy,
nominate one ruin in your deployment area for your
Techmarine to bolsier. The ruin's cover save is increased by
one for the duration of the game. For example, a normal
ruin {4+ save) o reinforced would offer a 3+ cover save.

A ruin can only be bolstered once.

WARGEAR

Servo-arm: Techmarines and Senvitors are equipped with
powerful servo-arms that can be used for battlefield repairs
or even put to use as a weapon. Each Servo-arm grants the
model a single extra close combat attack, made seperately at
Initiative 1 and Strength 8, ignoring Armour Saves

Servo-harness: A servo-harness gives the Techmarine an
extra servo-arm (giving him two servo-arm attacks), a plasma
cutter (fired in the Shooting phase as a twin-linked plasma
pistol, but cannot be used in close combat) and a flamer.

In the shooting phase the Techmarine can fire bath harness-
mounted weapons, or one harness mount and another gun

o L L Ty
T T T

i

oot

L R

Forces of the Space Marines



ooy o —

; 72

servitors are mono-task adapted slaves that exist solely to
assist & Chapter's Techmarines in their labarious duties. Each
I5 an arcane combination of man and machine, without
personality or reason, sporting an array of mechanical
modifications ranging from huge metal cdaws and infra-red
sensors 1o bionic exoskeletons and flux-torsion drills, all the
better to aid a Techmarine in his repair and maintenance of a
Chapters armoury. Some Sevitors are even bonded 1o heavy
weapons 5o that they may act as battleficld bodyguards to
their master.

The creation mysteries for Servitors vary from Chapter to
Chapter. Some are grown from human gene-cells in artificial
nutrient, Others are failed neophytes, civilian criminals or
fugitives from Chapter law who have besn mind-wiped and
lobotomised so that thair flesh may serve anew

Although physically strong and robust, Servitors are feebla-
minded and can only function at the command of the bio-
programs that Techmarines insert into their brains. They feel
little pain, less fear and have ro intuition whatsoever.
Without a Techmarine's constant supervision, Servitors are
erratic at best — most go into a state of mindlock, babbling
incoherent nonsense as their ravaged brains try to assert
some form of awareness Meonetheless, a Space Maring
Chapter relies heavily on its Servitors to maintain its weapons
of war. Hundreds of biomechanoid slaves toil ceaselessly
deep within the walls of every Chapter Monastery, preparing
and maintaining we2apons of war,
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Though essential to the maintenance of a Chapter's
mechanical devices, Servitors rarely enjoy anything save
indifference from the Space Marines they serve. In most
Chapters, the Servitors are ignored by ail but the
Techmarines, treated as would any other machine or piece of
equipment. In others they are treated with revulsion,
considered necessary but abhorrences that pervert the spirit
and the flesh of man.

Canversely, in a very few Space Maringe Chapters, generaliy
those with strong ties to the Adeptus Mechanicus, Servitors
are regarded as having achieved spiritual union with the
Omnissiah. In such Chapters, Servitors are biormmechanoid
shrines, revered almost as greatly as other antefacts, their
words sifted and analysed for hints of prophecy and
guidance from the Machine God. Those Space Marines who
follow these arcane practices believe that in so doing they
are brought closer to the Omnissiah, To other Chapters, such
behaviour is thought distasteful to the paint of heresy and
regarded with hostility and suspicion. What the Servitars
think of all this - if indeed they even natice - no one knows,

WSEBS S T W | |
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SPECIAL RULES
Mindlock: The altered and fragmented brain of a Servitor
functions poerly unless constantly supervised

A unit of Servitors must test for mindlock at the start of each
friendly turn. Rall a D6 for each unit of Servitors, If the result
534, 5or6 the test is passed and the unit can function
normally for the remainder of the turn, If the result s al,.2
or 3, the Servitars have succumbed to mindlock — the unit
{and any characters) may not move, shoot or assault that
turn (though they will fight normally in close cambat if
already engaged). If a Techmarine or Master of the Forge is
part of the Servitor unit at the start of the turn, the mindlock
lest is passed automnatically

As 3 commander your tools and devices shall be myriad,

yet the wise man knows that battles are won h].r flesh, not
the machine Flesh can learn, whilst the machine must be

lorever instructed. Flesh kpows loyalty 1o its brothers and
veneratton of its Emperor. whilst the machine koows not

these things.

Whenever the day is darkest and victory in doubt, Jook
oot to the machine for aid, but 10 your Batile-Brothers
The machine can only bring you victory if you tell it how
such a thing ean be done Your brothers will walk through
fire. they will siride through the mest terrible carnage ai a
single word from your lips, and they will bring vou
victory simply becausc you ask it of them.

From the teachings of Robaute Cuilliman
a5 laid dows in the ﬁpnt.rpphi of Skiros
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space Marines taskforces strike hard and fast, and a unit
that cannot maintain a rapid advance swiftly becomes a
liability. For this reason, most Space Marine support guns are
mounted on vehicles that can keep pace with the rest of the
army, as can be seen with the Vindicator and Whirlwind
Designed for static defence, the Thunderfire Cannon is the
one exception 1o the rule, Mounted on ponderous but
rugged tracks, each Thunderfire Cannon is a quad-barrelled
gun capable of a punishing rate of fire

The Techmarine manning a Thunderfire Cannon can set its
shells to detonate in a variety of different ways, depending
on the tactical situation. Surface detonations are employed
against numerous enemies in comparatively clear terrain,
whilst airburst shells are used to scour a foe from cover. The
most devastating barrage, however, is one programmed 1o
burrow deep into the ground before detonating. Though the
force of the blast is greatly reduced, the resulting shockwave
is often sufficient 1o knock the foe sprawling, making them
easy prey for other weaponry.

Thunderfire Cannons are primarily employed in mountainous
or braken terrain, where the more traditional mobile artillery
units, such as Whirlwinds, cannot operate. Though a
Thuniderfire Cannon can move under its own power, they are
normally deployed from Thunderhawk Gunships or other
fast-maving transport craft. Thunderfire Cannons are also
invaluable in defensive deployments and evacuations, where
their high rate of anti-personnel fire and disruptive
subterranean shelling can wreak bloody havoc amaongst the
attacking forces.

WSBS S T W I A LdSv|
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Each Thunderfire Cannon is crewed by a single Techmarine
{see page 71 for special rules), Note that the Techmarine
does not benefit from the independent Character and
Blessing of the Omnissiah special rules unless his Thundertire
Cannon has been destroyed.

*I have travelled far and scen much. Yet nothing
warms my heart so much as the sight of 2 gun so
massive that its fury makes the very world
tremble.”

Attributed 10 Captain Darmath Lysinder
lmperial Fists lst Company

WARGEAR

Servo-harness: See page 71,

Thunderfire Cannon: The Thunderfire Cannon 15 a calossal
multi-barrelled weapon. Each Thunderfire Cannon shell can
be fused for surface detonation, airburst or subterranean
blast. Declare which type of fusing you wish to use before
the Thunderfire Cannon fires.

Surface Detonation

Range Strength AP Type 1
60" i 3 Heavy 4, Blast
Airburst
Range strength AP Type
60" 5 & Heavy 4, Blast,

Ignores Cover™

subterranean Blast

Range Strength AP Type
60" 4 - Heavy 4, Blast,
Tremor**

*Ignores Cover: Cover saves cannot be taken against
wounds caused by an airburst salvo,

**Tramor: Any unit hit by a subterranean blast will move as
if in difficult terrain in its following Movement phase. If the
unit is actually moving through difficult terrain, it rolls one
less dice than noarmal to determing its maximum move. A
vehicle hit by a Tremor shell must take a dangerous terrain
test i it moves in the following Movement phase. This even
applies to skimmers, whose delicate grav-engines are
pummelled by shockwaves.
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The Land Speeders fielded by the Space Marines are an
evolution of a Standard Template Construct (STC) pattern
discovered in the wake of the Horus Heresy, Utilising ancient
technology, the Land Speeder uses a repulsion plate to skim
a planet’s gravitational field, simulating the effect of flight,
and enabling it to perform low-altitude manoeuvres that
more conventional atmosphere-capable craft would find
nigh-impassible,

Early Land Speeder designs were refatively unarmaured, but
aver the millennia the design has been modified with light
adamantium plating. This alteration was made not for the
sake of the crew - power armour provides a greater degres
of protection than even the heaviest armour on a Land
Speeder - but to better protect the delicate control units,
without which a Land Speeder is merely a large chunk of
welded metal swiftly approaching terminal velocity,

All of a Chapter's Space Marines are trained to fight as Land
Speeder squadrons as part of their senvice in an Assault
squad, but the craft are most commaonly piloted by those
Battle Brothers who embrace the speed of which a Land
Speeder is capable. Most Land Speeder pilots are regarded as
being not a little reckless by their Battle Brothers. Indeed, no
wholly sane man, however courageous, would willingly
embrace the repertaire of dizzying low-level combat
manoeuvres of which the craft is capable. Land Spesder
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pilots think nathing of skimming close to rock spires, jinking
through forests ar perfarming abrupt nose-dives and barrel
rolls to avoid incoming fire. Considering the mental and
physical strain of such bewildering manoeuvres, the fact that
few Land Speeders are lost to pilat error can be solely
attributed to the superhuman reactions and stamina of the
Space Marines who crew them.

With their versatile weapons loadout, Land Speeders can be
tasked to a variety of battlefiald objectives. These can range
from lightly armed reconnaissance and scout deployments,
to tank hunting or other segk and destroy missions,

The gravitational drive of a Land Speeder does not allow it to
function at high-altitudes, but it can be used to perform a
controlled descent from the upper atmosphere. This allows 3
Land Speeder to deploy from averflying Thunderhawk
Gunships and assail the foe without warning.

Though they are often ordered 1o support other units, Land
Speeders can be (and are) deployed en masse in many
engagements. Some Space Marine Chapters routinely field
their entire fleet of Land Speeders as a fast maving and nigh
unstoppable assault wave, blasting a hole in the enemy
battleline that Rhino-mounted Tactical squads can exploit,
before peeling off and engaging another target with a
similarly devastating effect,

| i~ Armour 4
Type BS F 5 R
Land Speeder Fast, Skimmer 4 10 10 10 |
SPECIAL RULES
Deep Strike.
WARGEAR

Typhoon Missile Launcher: The typhoon missile launcher is
equipped with frag and krak missiles, Declare which type of
missile you wish to use each time the typhoon missile
launcher firas.

Frag Missiles

Range Strength AP _ Type

48" 4 [ Heavy 2, Blast
Krak Missiles
Range Strength AP Type

48" 8 3 Heawy 2

“Victory often rests on the correct weaponry being
in the right place and a1 the right time. Even the
most destructive weapons of war are worthless if
absent from the battle”

Artot Amhrad [decessed)
Chaprer Muster of 1he Astral Knights




LAND SPEEDER STORM

The Land Speeder Storm is a significant modification of the
original design, trading the traditional heavy armament for a
modest transport capacity. The resulting craft is the equal of
its parent in matters of speed and manoeuvrability, but can
also carry a small S5cout squad without any loss of
performance. Furthermore, a Land Speeder Storm’s baffled
engines and sophisticated spy array afford it a stealthy profile
best suited to the Scouts’ mission of dlandestine hit and run
attacks. As a result, each can be used as a mobile firebase,
assault transport or stealth insertion craft as the combat
abjectives dictate.

To further enhance the Land Speeder Storm’s effectiveness in
strike missions, many Chapters replace a Land Speeder’s
standard underslung heavy bolter armament with a cerberus
launcher. This tri-barrelled weapon fires a disonenting volley
of frag, stun and blind rockets into enemy positions,
allowing the Scouts to move in and mop up any survivors.

When combined with the rapier speed of the Land Speeder
Storm, the cerberus launcher allows Scouts to launch rapid
and danng assaults at an otherwise impenetrable defence
line with impunity, So did the mad Regent of Amar discover
one morming when he awoke to discover that his outer
bastions were in the hands of the Howling Griffons, and that
his own artillery positions, now crewed by Space Marine
Scouts, were lobbing shells into the inner palace, This
assault, conducted with a stealth and precision that would
have been impossible for a conventional Drop Pod or Rhino
onslaught to achieve, was the turning point in crushing the
Amar secession, and quaranteed that the Land Speeder
Storm would see ongoing use,
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Land Speeder 5torm  Fast, skimmer, 3 12 10 10
open-topped

TRANSPORT
The Land Speeder Storm has a transport capacity of five
models. It can only carry Scouts.

Fire Points and Access Points: The Land Speeder Storm is
open-topped

SPECIAL RULES
Deep Strike, Scouts.

WARGEAR

Cerberus Launcher: The cerberus launcher is used to stun
enemy units prior to an assault by Scouts,

If a Scout unit charges into combat on the same turn as it
disemnbarks from the Land Speeder, any enemy units that the
Scouts assault have their Leadership reduced by 2 for the
duration of that assault phase.

Jamming Beacon: Land Speeder Storms carry transmitters
that broadecast powerful electro-magnetic and etheric
interference. The resultant disruption denies enemy reserves
crucial locational and navigational information, causing them
to enter the fray a considerable distance from their intended
entry point.

Teleport homers, Chaos leons and similar wargear iterms that
prevent deep strike scatter do not function within 6° of a
Land Speeder Storm. In addition, enemies wishing to deep
strike onto the board within 6" of a Land Speeder Storm
scatter 4D6" rather than 2D6".

“Farget all your econceptions of war, of hattle-lines
clashing in the churned ground. Your mission is 1o
attack before the foe even realises that the war has
begun, to strike hard at those vital weaknesses that all
armics possess, but that no commander will admit 1o,

Under my tutelage you will learn how to seek out such
aniIi.lir.s and smite them with cvery weapon at your
disposal. Master these duties and 1 will have pothing
more to teach, and you will truly be a Space Marine.

Sergeant Torias Telion
Ultramasines 100h Company
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Rhino armoured troop carriers are the mainstay of every
Space Marine Chapters’ vehicle pool. With an optimal
balance of armour, transport capacity and manoeuvrability,
the Rhino allows the Space Marines to swiftly redeploy, rush
squads into positions of strategic advantage or conduct
surgical strikes on the enemy line

As with much of the technology employed by the Imperium,
the Standard Template Construct for the Rhino dates back to
the earliest days of colonisation. It has changed little in the
intervening millennia, for one of the Rhino design’s great
triumphs is its ease of assembly and simple adaptation to
alternate construction methods and fuel systems. In the past,
much of the Imperium’s war machine relied on the Rhino,
but now the knowledge of its construction and maintenance
has faded. Only the Space Marines and a handful of other
imperial organisations can boast Rhinos in numbers sufficient
1o their neads.

The core triumph of the Rhinos design is its durability and
ease of repair, Indeed, most Rhinos contain rudimentary self-
repair systemns that can restore motive and drive systems
even after damage so severe that many similar vehicles
would be utterly irreparable. Such catastrophic damage is
rare, for the Rhing's design is incredibly rugged. Given time
and facilities, a skilled Techmarine can nurse even a badly
battered wreck to life, reconsecrating it in the eyes of the
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Ormnissiah and renewing it to the righteous wars of the
Chapter. As a resull, many Rhinos have remained in service
for thousands of years. Over that time almost every
component and armour plate will have been replaced or
been subject to significant repair, but the honoured name
and designation of the Rhino lives on.

MNocturna’s Hammer is the oldest Rhino in existence and
belongs to the Salamanders Chapter. Itis said that this
august vehicle once carried the legendary Primarch Vulkan
inte battle at the Siege of Devlin's Fastness, sallying out
through the gates of the Imperial fortress into the midst of
the encircling Word Bearers. Nocturne’s Hammer has seen
over eight thousand years of action and now has a place in
the Salamander’s reliquary. It is a great honour for a
Techmarine 1o minister to the Hammer's scarred hide, and its
needs are observed with devotion. At the dawn of each new
century, the Chapter's Techmarines gather in the reliquary
and the Master of the Forge strikes the rune of activation
upon the Hammer's engine. It is said that doom shall befall
the Salamanders should the engine fail to catch first time.

"Versatile, enduring and uncomplaining - T.ru.].'_r 15

the Rhino a fit steed for 2 Space Marine”

'I:'_'I.Puin Emil ‘i":lia.lu
Might Watch 5 Company
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TRANSPORT
The Rhino has a transport capacity of ten models. It cannot
carry madels in Terminator armour.

Fire Points: Two models can fire from the Rhino's top hatch,

Access Points: Rhinos have one access point on each side of
the hull and one at the rear.

SPECIAL RULES

Repair: Rhinos are exceptionally resilient vehicles and can
often be repaired by their crew in the heat of battle, If a
Rhino is immobilised for any reason, then in subsequent
turns the crews can attempt a temporary repair instead of the
vehicle shooting. Roll a DB in the Shooting phase, and on a
& the vehicle is no longer Immobilised.

As you are 2 kaight in service of the Emperor, so is
the Rhino your steed. Honour it. respect it, see that
its needs are met, and 1t shall serve you well through
all the battles you must face.

From the 1zschings of Rabowte Guilliman
15 hid down i the Apocrypha of Skaros




RAZORBACK

The vast armouries of the Space Marines contain many types
of fighting vehicles. Some have been used for thousands of
years whilst others, like the Razorback, have only recently
been rediscovered. The Razorback is a heavily armed variant
of the Rhino troop transport that sacnfices a portion of its
transport capacity for turret-mounted armament, normally a
pwin-linked lascannon or heavy bolter.

standard battle doctrine dictates that Razorbacks should be
deployed as fire support vehicles, accompanying Rhinos or
infantry sguads into the thick of battle. As Rhinos have little
in the way of firepower, even a single Razorback assigned as
escort can dramatically increase the effectiveness of a strike
Impressed by its versatility, several Chapters have begun to
field the Razorback in other reles, employing them as mobile
command centres and heavy reconnaissance screens

Despite the Razorback's proven effectiveness, some Space
Marine Chapters regard it with distrust, claiming that it is
‘new’ technology and still not sufficiently proven in battle
While this has a certain inherent logic — the Razorback has
been in use for a mere four thousand years, whilst the Rhino
and Predator predate the Horus Heresy — the fact that most
Chapters have embraced the Razorback as a keystone of
their operational doctrines serves 1o highlight this suspicious
attitude as misguided. Some time in the future the
Razorback may replace the Rhino as the mainstay transpon
of the Space Marines. However, to do so will require the
Razorback to prove its worth to the staunch traditionalists,
which in turn will require the Razorback to prove its worth in
the never-ending battle for Mankind’s sunvival.

|.. et 1 — —
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TRANSPORT

The Razorback has a transport capacity of six models. It
cannot carry models in Terminator armour.

Fire Points: Mong

Access Points: Razorbacks have one access point on each
side of the hull and one at the rear

"l belicve in three tencts of battle - firepower,
fircpower and more firepower. Should the Ommnissiah
have wished otherwise, Ec would not have provided
me with such a mighty tool as the Razorback. 1 long
for the day in which my entire Chapter can ride 1o
war in transports such as these, vehicles whose rage
can be given voice through their sanctified armament”

Kardan Steonos
Chapter Master of the lron Hands

Rizorbacks are koown to sport the broadest range of
weaponry of any Space Marine vehicle. This is perhaps duc
to their recent incorporation into the Space Marine
armoury. As the Razorback is less established than such
legendary tanks as the Rhino and the Predator, there are
incvitably fewer taboos to be broken through reinterpreting
the design.

The oldest pattern of Razorback is the Mark 1 or
"Stronos” - a dedicated heavy infantry slayer that combines
the firepower of twin-linked plasma guns and 1 single
lascannon. Details of the dire events that married so
powerful an armameat to so lightly armourcd 2 vehicle can
now only be speculated upon, as all tecords from that time
have been lost or sealed.

Despite its carly successes. the Mark 1 is now an
increasingly rare sighT through the Imperivm. Some records
suggest that this could be due to an insurmountable design
flaw, pamely that the Razorback’s hull simply could not
bear the strain of the immense power its armament
required. Regardless, the Mark | remains s hosoured
ancestor to the patterns that came after and it is treated
with: due reverence I]':f those Chapters fortunate coough to
still maintain onc,
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PREDATOR

The Predator is the main battle tank of the Space Marines,
Broadly based upon the Rhino STC, the Predator sacrifices
transpert capacity for improved frontal armour and heavy
turret-mounted armament. The result is a well-armed and
mobile tank, equally capable of holding ground or
spearheading armoured assaults into the most heavily
defended of enemy territory,

The efficiency and durability of the Predator design are
attested to by its long and proud history. Indeed, the records
of the Adeptus Mechanicus indicate that the Predator was
instrurnental in establishing mankind's dominance of the
galaxy as far back as the Dark Age of Technology. Here its
formidable firepower and reinforced armour were decisive in
curbing the menace posed by all manner of alien races, the
bestial Orks and enigmatic Eldar foremost amongst them
Each Predators service is therefore in the continuation of one
of the proudest military traditions of the Imperium, a
tradition that has endured unblemished through the dark
days of the Horus Heresy, the Scouring and the Occlusiad. It
is small wonder that the Predator has become a byword for
armoured might, and its unigue appearance became as
much a symbol of the Imperium as the aguila upon its
indomitable adamantium hull,

The Fredator is a highly versatile vehicle, capable of receiving
a number of weapon load-outs. There are two classes of
Predator currently in use by the majority of Space Marine
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Chapters. The Destructor pattern is equipped with a turret-
mounted autocannon, perfect for the suppression of light
vehicles or troop formations, whilst the twin-linked
lascannon of the Annihilatar pattern is deadly to enemy
armour, The firepower of both Predatar types can be further
augmented by sponson-mounted heavy bolters or lascannon,
s0 ensuring that a Predator need never find itself without the
correct weapon for the task at hand.

Most Chapters employ a balance of Predator types, although
some heavily favour one model. The Subjugators are perhaps
the most extreme example of this, Their Predator fleet is
comprised entirely of Annihilators, requiring the bulk of
Subjugator anti-infantry support duties to be allocated to
Whirlwinds and Land Raider Crusaders.

Though a Space Marine Chapter will occasionally field its full
fleet of twenty or so Predators as an armoured task force,
the Predator's chief function is to provide fire suppart for the
Chapter's infantry. In reinforcement of this designation, each
freshly forged Predator is assigned a name that reflects its
role as a protector of the Chapter's brethren,

Indeed, a Predator's name may endure in the collective
memory of a Space Marine Chapter - long after its crew are
forgotten by all but the recarders of a Chapter’s histories. In
part this is unsurprising, for a single Predator may serve its
Chapter nobly for many thousands of years under the
guidance of a score of crews, who themselves ascribe a
noble personality to their armoured steed. Heart of Defiance,
Orar's Sentingl and Blade of Honour all hold revered
positions in the battle sagas of the Ultramarines and their
destruction is mourned as greatly as the passing of the
Chapter's greatest flesh and blood heroes,
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Make the Predator's virtues your own Let your resolve
become as impervious as the Predator’s armoured hull, and
let your rage strike with the rightcous fury of its guns.
As it crushes the foe beneath its remorseless advance, so
shall you smite the traitor and the alien without hesitation
ar I'EEIE.I.

Koow that 1o take the ficld alongside 3 Predator is 1o
fight at the side of onc of Mankinds most honourcd
guardians, To strive with less than your all beneath its iren
gaze is 1o dishonour yoursell and your Bantle-Brothers
before one of Mankind's greatest heroes.

From the teachings of Roboute Guilliman
a8 laid dows is the Apocrypha of Skaros




WHIRLWIND

The Space Marines' role as a highly mobile strike force
means that they can rarely afford to be slowed down by
static artillery. However, the Codex Astartes does recognise
the need for devastating support fire, particularly when
engaging numerous hordes or highly mabile foes, It is vital
that such enemies are braken or suppressed from a distance
before they can take advantage of the Space Marines' lack
of numbers. It is for this specialised mission that the
Whirlwind was designed.

The Whirlwind is an adaptation of the Rhino design, a lightly
armoured tank chassis armed with a multiple rocket launcher
system capable of raining precision fire down upon enemy
positions, Thanks to its target acquisition system, the
Whirhwind is able to bombard hidden or entrenched targets
with incredible accuracy, often from behind the safety of
cover. The Whirbwind's normal payload consists of solid fuel
frag missiles, launched in programmed salvos of paired
rockets. The Whirlwind's sophisticated telemetry ensures that
gach barrage is delivered for maximum efiect, resulting in a
mare formidable blast than that provided by conventional
frag missiles

The Whirlwind is also able to fire Castellan incendiary
missiles. Here the fragmentation charge is exchanged for a
volatile chemical warhead that throws out a blanket of
sparing flame on detonation. Even the most entrenched
bulwarks offer no protection against a sustained barrage of
Castellan missiles = if the defenders are not roasted alive by
chemical fires, the acrid and acidic vapours swiftly eat them
alive from the inside out

The combination of manoeuvrability and overwhelming
firepower offered by an experienced Whirkwind crew is an
asset much prized by all Space Marine commanders.
Whether delivering erippling bombardments onto enemy
defences, praviding supporting fire to spearhead advances or
acting as a defensive firebase, a Whirlwind will always prove
its worth a dozen times over or more. Few enemies do not
dread an incoming Whirlwind barrage. Some warlords have
been known to task large portions of their military might
purely to the location and annihilation of Whirlwind
batteries, only 1o find those self same forces ambushed in
turn by a shrewd Space Marine commander who anticipated
such a move. Some Chapters enhance this psychological
impact still further by altering the Whirhwinds’ payload so
that the missile emits a terrible screeching wail as it hurtles
through the sky. Sometimes the sound alone is sufficient o
drive the foe from their fortifications, allowing the Space
Marines to advance unopposed.

“Victory does not always rest with the big guns:
But. if we rest in front of them, we shall be lost”

Commander Argentins of the Silver Skulls
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WARGEAR

Whirlwind Multiple Missile Launcher: Each Whirlwind in
your army is equipped with the standard vengeance missiles
and the incendiary Castellan missiles. Declare which type of
missile you wish to use before the Whirlwind fires,

Vengeance Missiles

Range Strength AP Type
12-48° 5 4 Ordnance 1,
Barrage

Incendiary Castellan Missiles

Range Strength AP Type
12-48" 4 5 Ordnance 1,
Barrage,

Ignores cover®

*Ignores Cover: Cover saves cannot be laken against
wounds caused by incendiary missiles,
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VINDICATOR

The Vindicator is a Rhino-based siege tank that boasts the
most devastating weapon in the Space Marines’ armoury —
the demalisher cannon

The notion of fitting a high-calibre cannan into the hull of 2
Rhino first evolved during the very early years of the Horus
Heresy, during the fierce inner-city battles on Rothern |
Traitor formations had transformed the labyrinth of alleyways
and rockcrete structures inte formidable defensive positions,
and the loyalist forces had to devise a way of delivering
bunker-busting ordnance with precision amongst the
cramped streets. Large-bore thunderer Cannons were
mounted onto remadelled and up-armoured Rhino chassis.
Thus was born the Vindicator, undisputed wictor of the
Rothern | campaign, and avermare an essential part of any
Space Marine Chapter's armoury,

In the millennia since the Heresy, the Vindicator has been
called upon again and again to bring the Emperor's
judgement to the foes of Mankind. The logic that led 1o the
Vindicator’s birth still holds as true at the end of the 415t
Millennium as it did ten thousand years before. Amid the
snarl of a hive world's streets or similar environments the
Vindicator is unparalleled. Where other vehicles would
quickly be outflanked, the Vindicatar can simply obliterate
obstacles that lie in its path and surge forwards over the
broken rubhble.

Forces of the Space Marines
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Overwhelming success has not preserved the Vindicator from
alterations over the course of centuries. Indeed, there has
been a steady stream of upgrades and technological tweaks
to the vehicle pattern as time has passed. The mosl
significant of these alterations has been the replacement of
the bulky thunderer cannon with the much more compact,
but no less potent, demolisher cannon. A legion of other
alterations have been applied 1o armour plating, fire contral
and drive mechanisms, further refining what was essentially
a battlefield jury-rig design into the siege workhorse that is
the Vindicator at the close of the 415t Millennium.

While Vindicators remain the kings of urban warfara, their
combat rale has been greatly expanded since they entered
widespread use. For the Space Marines, it matters not that
the demaolisher cannon is relatively short-ranged, as most of
their armoured engagements are conducted at brutal close-
quarters. Accordingly, it is 4 rare Space Marine tank assault
that does not employ at least one Vindicator in the vanguard
of the farmation

For larger engagements, a squadron of Vindicators flank the
advance, unleashing their punishing firspower in support of
the breaching Land Raiders, On smaller scales, a Vindicator
may itsell be the spearhead of the tormation, punching a
hole in the enemy fortification and allowing infantry to
stream through in its wake.

Armour
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WARGEAR

Demolisher Cannon: The demalisher cannon is the weapon
of choice amongst the Imperium’s armies when faced with
dug-in enemy infantry in a dense environment such as a
cityfight or siege. The terrific blast unleashed by the
detonation of the huge demolisher shells is aften sufficient
Lo bring down buildings in which the enemy take cover,
crushing them beneath tons of fallen masonry. The
demalisher cannon has the following profile:

Strength AP
10 TR

Range
24

Type
Ordnance 1

Siege Shield: Many Vindicators are equipped with an
enormous bulldozer blade, allowing them to shoulder aside
rubble and other battlefield detritys without risk

A Vindicator with a siege shiald dutomatically passes
dangerous terrain tests.

“Let them hide in their fortrese
My crew can use the farget practice”

l!rulh:r-Sc:E:m Chroaus
The Spar of M‘a:nﬂt




LAND RAIDER

The Land Raider's heritage predates even the Imperium, yet it
remains the single most destructive weapon in the Adeptus
Astartes' arsenal. Protected by bonded ceramite and
adamantium armour, the Land Raider is impervious to all bar
the most destructive weaponry. Equally impressive are its
armaments — four lascannon and twin-linked heavy bolters
allow the Land Raider to deliver punishing support fire
capable of decimating enemy infantry and tanks alike.

With transport capacity for a full squad of Space Marines,
their field supplies, communications gear, munitions and
medical facilities, the Land Raider is well suited for striking
deep behind enemy lines and surviving for long periods in
the field. This flexibility is further reinforced by a sealed hull
and the complex environmental systems that allow it to
operate in practically any theatre of battle. Indeed, the Land
Raider is as fearsome in the airless atmospheres of dead
maans as it is in the fume-choked environs of a
manufactorum world, The Land Raider can also function
without ill-effect under the extrems pressures of submarine
environments, using its powerful tracks to traverse sea- and
riverbeds and assall the foes from an unexpected angle. The
Tau defenders of Morix Prime will not soon forget the sight
of the Ultramarines’ Land Raider Fride of Argothia emerging
from the waters of Lake Pytha like some mythical leviathan,
water cascading from the tank's hull as its engines drove it
onward towards the aliens’ lightly defended command post.
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TRANSPORT

A Land Raider has a transport capacity of twelve models.
Fire Points: None.

Access Points: Land Raiders have one access point on each
side of the hull and one at the front

SPECIAL RULES

Power of the Machine Spirit: The interface between a
Land Raider's machine spirit and its fire control mechanisms
allow the crew to targel with incredible accuracy.

A Land Raider can fire one more weapon than would
normally be permitted. In addition, this weapon can be fired
at a different target unit to any other weapans, subject to
the normal rules for Shooting.

Therefore, a Land Raider that has moved at combat speed
can fire two weapons, and a Land Raider that has either
moved at cruising speed, or has suffered a 'Crew Stunned’
or ‘Crew Shaken' result can fire a single weapon.

Assault Vehide: Models disernbarking from any access
point on a Land Raider can launch an assault on the wrn
they do so.

A Land Raider is a blessed artefact to the Techmarines that
oversee jts repair and maintenance. This is not least because
a Land Raider's machine spirit is so much stronger than that
of lesser tanks, a fact taken to mean that a substantial
portion of the Omnissiah’s essence resides within the Land
Raider’s impenetrable adamantium hull. Accordingly, should
even a Land Raider's sponson be lost in battle, the rest of the
Chapter will fight like men possessed for its retrieval, often
calling in further reinforcements to ensure that the
component is not lost. So it is that lives of men can be stilled
in order to preserve the spint of a machine, but the Space
Marines honour such a sacrifice and go willingly into a battle
of this kind.

Regardless of its value in matters of faith, the Land Raider's
machine spirit is a weighty asset. The machine spirit allows
the tank to function with a smaller number of crew than
comparable vehicles, and is capable of taking controf of
engines, weaponry or other systems as the situation permits,
Indeed, the Crimson Fists tell that the uncrewed Land Raider
Rynn's Might, narrowly surviving the missile that levelled
their Fortress Monastery, immediately thereafter fought a
solo war against a rampaging Ork warband, killing the
Warbass and many of his followers in a night of slaughter
Rynn's Might did not survive the encounter, but its example
serves as a reminder that a Land Raider is not a machine to
be taken lightly, whether it be served by crew or no.

Forces of the Space Marines




Vi YR ga

LAND RAIDER CRUSADER

The Crusader variant of the Land Raider was developed by
the Black Templars Chapter during the Jerulas Crusade. The
fortifications upon which the lerullian hive cities were
founded, though ancient, were nonetheless a formidable
obstacle to the Black Templars’ wrath. Before such a weapon
even the fortresses of Jerulas could not stand, and soon the
Black Templars were wictorious and the Land Raider Crusader
hailed an unmistakable success, Thus was born the Land
Raider Crusader.

As news of the Crusaders’ success spread, other Space
Marine Chapters requested information regarding their
remodelling of the Land Raider. In 763.M39, due in no small
part to the favourable stance taken by the Ultramarines, the
Crusader design was sanctioned by the Adeptus Mechanicus.
In truth, many Chapters had been utilising the Crusader for
some years already, but the blessing of Mars ensured the
design’s survival. With the support of the forge worlds, the
Crusader began appearing ever more frequently on the
battlezones of the Imperium and has since become the
mainstay of many a Chapters' combat strategy.

A linebreaker without peer, the Crusader can smash through
enemy formations and fortifications alike, disgorging Space
Marine assault troops into the heart of the enemy position.
Numerous short-ranged and swift-firing weapons allow the
Crusader to weaken the enemy before the assault 5
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launched, and provide a torrent of fire to support its cargo
ance in combat. Although the removal of the twin-linked
lascannon reduces the Crusader's overall tank-hunting
capability, most are equipped with a pintle-mounted
multimelta to compensate. Reclamation of the space
normally given over to the lascannon power generators
provides a transport capaaty far in excess of any other
Impenal vehicle of comparable size

Land Raider Crusaders are employed even more aggressively
than other Land Raiders, Most crews use their vehicles as
adamantium battering rams, relying on the Land Raider's
mass ta crash through walls, shoulder aside tanks and
pulverise enemy troops. Mowhere was this seen mare clearly
than at the relief of Sanguina, when five Crusaders of the
Invaders Chapter ploughed straight thraugh the encircling
wall and spurred forwards into the heart of the city, crushing
everything in their path. Two score wrecked Ork Trukks and
countless mangled greensking later, the Crusaders arrived
before the governor's palace just as the Ork Warboss
launched his final assault. Caught between the guns of the
defenders to the front and the massed firepower of
Crusaders and freshly deployed Tactical squads 1o the rear,
the Ork horde was shredded within minutes. Although it
took no less than five Space Marines and twenty of the
planetary garrison to finally bring Warboss Dakkamek hirnself
down, the Waaagh! was ended before it had truly begun.
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TRAMNSPORT

A Land Raider Crusader has a transport capacity of
sixteen models.

Fire Points: Mane

Access Points: A Land Raider Crusader has one access point
on each side of the hull and one at its front

SPECIAL RULES
Power of the Machine Spirit, Assault Vehicle:
See page Bl

WARGEAR

Hurricane Bolters: Each hurncane bolter consists of three
twin-linked bolters, fired as a single weapon

Frag Assault Launchers: The hulls of Land Raider Crusaders
and Land Raider Redeemers are studded with explosive
charges designed to hurl shrapnel at the enemy as the
troops inside charge oul. Any unit charging into close
combat an the same turn as it disembarks from a Crusader
or Redeemer counts as having frag grenades.



LAND RAIDER REDEEMER

An assault fought amongst the rubble-strewn and
treacherous environs of a ruined city is the most gruelling
kind of battle. Under such conditions, the worst-equipped
and most ill-led of troops can hold back the galaxy's finest
warriors for months. Combatants lurk in the maze of
shattered buildings, taking shelter amongst tumbled
rackerete and wsing a thousand vantage points to snipe at
the enemy. For the Space Marines, whose whale ethos is of
a lightning war won before the defender realises that he is
fighting, such a situation is intolerable - the foe must be
driven from his stronghold, and swiftly. In such battles, only
fire will purge the enemy from his nest. In such a battle was
the Land Raider Redesmer created.

As the Crusader was a modification of the original Land
Raider, 50 is the Redeemer an evolution of the Crusader
design. The Redeemer retains the assault cannon and Trag
launchers of the Crusader, but eschews the hurricane bolter
sponsons for colossal flame projectors that send a billowing
tide of burning promethium into the thick of the foe.
Combined with the Redeemer’s sophisticated targeting
systemns, these flamestorm cannons are able to purge even a
well-defended bunker complex in seconds

The Redeemer saw its debut amidst the ruined cities of
Grissen, a once-prospercus planet torn apart by a civil war
that had lasted for millennia. Due 10 a clerical error in the
imperium’s labyrinthine bureaucracy, Grissen had gone
unnoticed until a mid-level functionary discovered that the
planetary tithes were now some eight thousand years
overdue. An Imperial Guard regiment was immediately raised
to bring the Emperor’s law back to Grissen. When that
regiment found itself overwhelmed by the sheer ferocity of
the fighters they found planetside, a task force from the Fire
Lords Chapter, under the command of Captain Jaric Phoros,
joined the fray.

At first the Space Marines made little progress. The natives
were so entrenched that even the most devastating orbital
bombardments made scant impact on their pasitions.
Monetheless, the Imperial decree was that Grissen should be
brought back into the fold, for it would prove an excellent
recruiting ground for the Imperial Guard, and so Phoros held
back from ordering exterminatus. Biting back his mounting
frustration, Phoros directed his Techmarines to construct a
weapon that would win the war. Within a week of the first
Land Raider modifications the Fire Lords took Grissen's
capital city. Within a month, the largest planetary faction
was suing for peace and Grissen was part of the Imperium
once more,

In the wake of the Grissen campaign, Phoros disseminated
his new design’s schematics. Having always been possessed
of a sardonic frame of mind, he named the new pattern
‘Prometheus’ after a god from Terran legend who brought
fire to men. He changed the official designation to Redeemer
only upon learning that the name was already taken by a
variant developed by the Salamanders. Nonetheless, the
original Redeemer still serves in the Fire Lords' second
company, the name Prometheus resplendent on its flanks
and honoured in the Chapter’s histories.

r Armour —
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TRANSPORT

A Land Raider Redeemer has a transport capacity of
twelve models

Fire Points: Mone.

Access Points: A Land Raider Redeemer has one access
point on each side of the hull and one at s front

SPECIAL RULES
Power of the Machine 5pirit, Assault Vehicle:
See page 81.

WARGEAR
Frag Assault Launchers: See page 82

Flamestorm Cannon: The flamestorm cannon has the
follawing profile,

Range
lfemplate [ 3

Strength AP Type
Heavy 1 ¥
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© MARNEUS AUCUSTU

CHAPTER MASTER OF THE ULTRAMARIN

Mankind boasts many heroes, men of Purpose and
dedication without wham the Imperium would crumble, Yet,
Even amongst their ranks there is 2 man whose nability
overshadows all others. His triumphs are without number
and his deeds the stuff of legend. His name s Marneus
Calgar, Master of the Uitramarines and Lord of Macragge,

To know the deeds behing the fegend of Marmeus Calgar,
ane would have to journey into the depths of Macragge's
Chapter Fortross. At jte heart lies a vault whare recards are
kept of the labours performed by the greatest heroes of the
Ultramarines. Thus far there ara twenty-gight volumes
dedicated 1o Marneus Calgar alone jn this sancium, a tally

twice that of any other living Ultramaring and surpassed only

by Roboute Guilliman himself

SINCe rising 1o the rank of Chapter Master, Marneus Calgar
has emplayed his flair for tactics and strategy in campaigns
without number Zalgar does not throw his men uselessly at
the foe, for he understands that while victories may begin
with the general, it is the troops that carry the day. Calgar's
men fellow him r 5t merely out of duty, but from the
unshakeable loyal y that his Presence inspires. Indeed, when
Calgar was woun-ed during the tampaign for ichar IV, the
sunviving Ultramaiines formed a wall of bodies around their

lord, shielding his broken flesh with their own until aid arrived,

Forces of the Space Marines
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Though famaous as a general, Lord Macragge is no straniger
to personal valour, The tomes of Ultramar record haw it Was
Calgar that led the breaching assault on the Hiveship
designated Behemoth Frimus — one of the first actions of its
kind against the Tyranids. They also show it was Calgar whao
held the gate alone against the greenskin horde for a night
and a day at the siege of Zalathras. And it was Calgar whao
recaptured the star fort Indomitable from the daemanic
hordes of M'kar the Reborn, These entries have entire pages
dedicated to them in the library sanctum, separated by far
shorter passages that describe the fall of countless
demagogues, pirates and traitors

Calgar is a proud man, a trait that has earned him more
than a fair share of enernies within the Imperium’
IMernecine politics. Yet he also Possesses a shrewd salf-
dwareness that prevents that pride turning sour and leading
him into arrogance. To the pecple of Ultramar, Calgar is the
hero of heroes, the epitome of Mankind's will to endure and
triumph. When Calgar travels Ultramar on tours of
Inspection he is met with adulating erowds that raar his
name with a passion sadly lacking in othar Imperial domains.
The people of Ultramar belieye 1o their very core that in
Marneus Calgar they have a leader who will fight until the
stars turn cold, not only for the immortal Emperor, but for
Mankind itself,

| Marneus Calgar & 5§

SPECIAL RULES
And They Shall Know Ng Fear, Combat Tactics,
Eternal Warrior, Independent Character.

Orbital Bombardment: See page 52.

Titanic Might: Calgar can re-roll all failed attempts 10
wound with shooting and close combat attacks.

God of War: Marneus Calgar can choose whether to pass
or fail any Morale check he is called upon 1o make. Whilst
Calgar is on the table. al| units with the Combat Tactics
special rule can also choose whether to pass or fail any
Marale check they are called upon to take

WARGEAR

Gauntlets of Ultramar: These are a matched pair of power
fists. They also contain 3 pair of integrated bolters that can
be fired with the following profile

Range Str. AP Type
e 4 2 Assaylt 2

Armour of Antilochus: Calgar may choose 1o wear this sui
of Terminator armour, which includes a teleport homer




CATO SICARIUS

CAPTAIN OF THE ULTRAMARINES 2% COMPANY

Cato Sicarius is amongst the greatest heroes of the
Ultramarines. His titles are many - Captain of the 2nd
Company, Master of the Watch, Knight Champion of
Macragge, Grand Duke of Talassar and High Suzerain of
Ultrarnar. Each reflects but a fraction of a lifetime’s diligent
and exceptional service, not anly to the Ultramarines
Chapter, but to the realm of Liltramar itself

Born into one of Talassar's ascendant houses, the young
sicanus began martial training as soon as he was old enough
to grasp a sword, as is the way in Talassan nobility - a
tutelage anly reinforced by his later induction and training in
the ways of the Ultramarines. Sicarius earned commendation
after commendation and swiftly rose through the ranks. In
the decades that fellowed he served with distinction as
Sergeant and Company Champion before ultimately taking
command of the Ultramarines 27 Company — the finest
fighting wnit in this or any other Space Marine Chapter.

Only the most accomplished warrior could hope 1o
command the Uitramarines 27 Company, and Sicarius rose
to the challenge as he had to every other that had been set
in his path. All Space Marines make use of the lightning
assault, but Sicarius refined such strategy to near-perfection,
often cammitting his forces to battle with the briefest
appraisal of the tactical situation.

|raru Sicarius 6E 5 4

SPECIAL RULES
And They Shall Know No Fear, Combat Tactics,
Independent Character.

Surprise Attack! An army that includes Sicarius can
re-roll the dice when attempting to seize the initiative.

Rites of Battle: If Sicarius is on the table, all other Space
Marine units can use his Leadership for any Morale or
Finning tests.

Battle-forged Heroes: Sicarius is accompanied by the
finest warriors that the 20 Company has to offer. One
Tactical squad in an army that includes Sicarius can have
one of the following special rules at no additional cost:
Counter-attack, Infiltrate, Scout or Tank Hunters.

WARGEAR

Talassarian Tempest Blade: This 15 a power weapan.

I Sicarius wishes, he can attempt a single ‘coup de grace’
attack in lieu of his normal close combat attacks. If the
coup de gréce hits, it is resolved at a Strength of 6 and
causes Instant Death, regardless of the wounded model’s
Toughness.

Mantle of the Suzerain: This 15 a suit of artificer armour
that bestows the Feel No Pain special rule on Sicarius.
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In another man, such unstoppable haste might have seemed
reckless, but Sicarius soon proved his ability to rapidly adapt
to a chaotic warzane, swiftly marshalling his forces and
seizing the advantage. Inevitably, Sicarius’ assaults took a
terrible toll of the foe's army and confidence in equal
measure, and feft them ripe for defeat. Indeed, even other
Space Marines were awed by the speed at which Sicarius
could react to a developing tactical situation.

As his tale of victories grew ever longer, Sicarius’ name
became a byword for victory, a legend forged in the bloody
maelstrom of battle that would come 1o the ears of allies
and foes far beyond the borders of Ultramar. So it is that at
the close of the 419 Millennium, the 2nd Company draws the
most dangerous missions, and Sicanus himself is widely
believed to be the heir apparent 1o Marneus Calgar himself -
something that cannot sit well with Agemman, Captain of
the 15 Company and Regent of Ultramar

"Brothers! War calls you.
Will you answer!

Captain Cato Sicatius
Knight Champion of Macragge




VARRO TIGURIUS

ULTRAMARINES CHIEF LIBRARIAN

Tigurius has always stood apart fram his Battle-Brothers.
Even to the Company Captains of the Ultramarines he i5a
figure of mystery, possessed of knowledge that goes beyond
the towering datastacks and myriad weighty scrolls of the
Chapter arcanium,

In Tigurius® eyes, there is nothing more dangerous than
incomplete knowledge nurtured in an unready mind,

As such, it is not uncommon for Tigurius to meet question
with question until he is satisfied that the enquirer has fully
grasped the deeper meaning and consequences of the
information bestowed. This practice has aft been a cause for
tension between the Chief Librarian and the C hapters
Captains, for such forthright heroes seldam have time for
the luxury of introspection.

Tigurius rewards those who persevere in their interrogations
with insight that borders on prescience, spawned by
uncanny hunches and honed through a lifetime’s
accumulation of knowledge. Little is hidden from the Chief
Librarian's sight, and many amongst the Ultramarines believe
him to be guided by the Emperor's hand. How else could
one explain Tigurius’ foretelling of so many incursions into
Ultramar, and the insights that have allowed Lord Macragge
to. counter each invasion before it has truly began?

30 ended Waaagh! Madbrakka, its rarmshackle flset blasted
to atoms the instant it emerged from the Warp. Warmaster
Miadar of the ruinaus powers met with scarcely greater
success. Only one of his ships made planetfall an the cavern
wiorld of Calth, and the weakened assault force fell swiftly to
units from the Ultramarines 3 and gth Companies

Tigurius® gift would perhaps be treated with suspician and
perceived as the stigmata of unholy associations, yel none
who have witnessed the Chief Librarian in battle can find
cause 1o doubt his allegiance. When the call to war comes,
Tigurius is oft to be found in the Ultramarines’ vanguard.
Amid the fury of battle the Chief Librarian's silent manner
falls from him like a shroud, replaced by the vigour of a
warrior born, So it was on the world of Boros, Focusing his
psychic might, Tigurius sent helifire coursing through the Ork
horde and led the charge that saw the wearied 4th Company
victorious aver a far more numerous foe.

Tigurius has recently turned his talents to divining the threat
of the Tyranids, His predictions abaut their movements have
been so accurate that it would appear he has tapped into
the Tyranid Hive Mind — a feat that has driven lesser
individuals quite mad. If this is true then Tigurius will have
proved himself tha mast powerful psyker in the Imperium,
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SPECIAL RULES
And They Shall Know Mo Fear, Combat Tactics,
Independent Character,

Master Psyker: Tigurius knows all the Psychic powers
availzble to Space Marine Librarians {soe page 57).

Gift of Prescience: If your army containe Tigurius, you can
choose to re-roll any reserve rolls — even successful ones.

WARGEAR

Hood of Hellfire: The Hood of Hellfire Tunctions as a
psychic hood and, furthermare, allows Tigurius o use three
psychic powers each turn.

Rod of Tigurius: The Rod of Tigurius is a master-crafted
force weapon

“Each path must be chosen with care,
Lest disaster swallow us whaole”

Vi Tigurivs
Ultramarines Chicl Librarian



ORTAN CASSIUS

ULTRAMARINES CHAPLAIN, MASTER OF SANCTITY

Chaplain Cassius is the oldest active member of the
Ultramarines Chapter, What little of his skin can be seen
amid the life-sustaining bionics is gnarled and battle-scarred,
and his one good eye burns with unfulfilled vengeance.
Though Cassius is close on four centuries of age, his arm
remains strong, his aim remains true and his sturdy presence
within the Ultramarines battlelines fills the hearts of his
younger brethren with pride and valour. His impassioned
words have carried the Ultramarines forward into battle on a
thousand, thousand worlds, firing his Battle-Brothers with his
own deeply-held passion and belief,

Cassius can recall tales of the first Tyrannic War when he
fought alongside Marneus Calgar {always "young Calgar™ 1o
Cassius) to purge Ultramar of the horrific denizens of Hive
fieet Behemoth, In the final stages of the war, Cassius
accompanied the attempt to rescue the doamed 19
Company at the polar fortress of Macragge. At great cost ol
life the Tyranid invaders were hunted down and
exterminated, though it was too late for the Veterans of the
15t Company who had long since laid down their lives far
iheir brethren. Few of Cassius' companions emerged
unscathed from the terrible close quarters fighting, and the
Chaplain himself was laid low by a rampaging Carnifex,
sustained only by a formidable strength of will until the
chapter's Apothecaries could tend his ruined body.

After a long convalescence, during which much of his
chattered form was rebuilt with bionics, Cassius returned 1o
his duties, filled with new fire and purpose. The ancient
Chaplain had been blessed with revelation as he lay dying in
the ichor-stained ice. He believed that the Tyranid menace
was no mere physical threat. The aliens were Mankind's
rightful punishment for their lack of vigilance, and in
Cassius’ eyes there was no greater calling than to purge
them from the galaxy.

To this end, the grizzled Chaplain petitioned Lord Macragge
for the autharity to forge a new body of Ultramarines,
chasen from the survivars of the Tyrannic wars, Cassius
believed that only these Space Marines, men who had been
tested as he had, could truly understand the threat posed by
the Tyranids.

Though secretly thoughtful of the strength of Cassius’
newfound fervour, Calgar acceded to the request. The
Chapter Master’s sanction given, Cassius pulled together his
corps of Tyrannic War Veterans. Though Cassius’ recruits
were initially few in number, each fresh clash with the
Tyranid Hive Fleets provides new followers 1o his cause.

As the movement has grown, Cassius has become ever more
withdrawn and his followers an ever more influential faction
within the Ultramarines. Though this is perhaps a minor
deviation from the Codex Astartes, Lord Macragge tolerates
his mentor's divergence. Calgar knows that there shall yet be
another reckoning between the Ultramarines and the
Tyranids, and that Cassius’ followers may then be the key to
final victory.

[ WS BS
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SPECIAL RULES
Combat Tactics, Feel No Pain, Independent Character.

Honour of the Chapter, Liturgies of Battle:
See page 58 for details.

WARGEAR

Infarnus: This is a master-crafted combi-flamer, lovingly
crafted and modified by Cassius himself, Mote that the
boltgun is loaded with helifire rounds and will therefore
wound any model on a 2+

“The blasphemy of the Tyranids is such that only
one solution is acceptable Extermination. There can
only be two sides in such a fight - choose carcfully.
lest you and 1 find ourselves on different sides”

C]uphiﬂ- Cassius
Ultramarines Master of Sasctity
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TORIAS TELION

BROTHER-SERGEANT OF THE ULTRAMARINES 10 COMPANY

sergeant Telion has marched to war under the command of
three successive Chapter tMasters and has trod more
battlefields than most af the Chapter's Captains. Indeed, no
less than four of the current Ultramarines Captains learnt
their skills under Telion's watchful eye and rightly accredit
their success to the peerless tutelage they received at his
grizzled hands,

Having been awarded fully two-score battlefield
commendations, including the lron Skull, the Imperial Laurel
and a dozen Marksman's Honour badges, Telion has earnt a
position in the Ultramarines Honour Guard ceveral times
over. Nonetheless, he chooses to remain in the Scout
Company, whera by example and experience he can forge
the future warriors of the Chapter

lelion has mastered all of the martial disciplines of the Space
Marines over his three centuries of service. Having fought
eye-to-eye and blade-to-blade with Mankind's most
tearsome enemies, Telion has taken the measure of each and
found them wanting. He is a master of brawl, parry and
stance. Few gambits of brute strength or elegant skill can
penetrate Telion's guard, and fewer opponents can hope to
defend themselves against the sergeant’s precise and
controlled blows

et however formidable Telion might be as a close-quarter
foe, his skills of mélée are nothing as ta thase he practicos at
range. He can take account of environmental interferences,
such as wind or gravity, like few othere and use bolter or
sniper rifle to deliver a killing shot far beyond the official
range. Two of his many Marksman's Honour badges were
earnt for such feats at the relief of Pallia, where 3 pair of
Extreme-range balter shots ended the lives of bath the
Commander and Ethereal of a Tay reconnaissance force.
With the death of their leaders, the invaders lost all resake
and were easy prey for the encoming Ultramarines,

Much of Telion's marksmanship is innate, a quirk produced
from the merging of latent talent and gene seed, but under
his guidance even the rawest Scout can achieve a level of
expertise worthy of the most experienced Captain.

That the Witramarines can boast the most skilled marksmen
of any Space Marine Chapter is credited in large part 1o
Telion, whose admonishments and precepts on the subject of
war at a distance have become legendary far beyond
Ultramar. Indeed, Telion has been seconded 1o several
Chapters with close ties ta the Ultramarines, so that his
knowledge and unique skills can more widely benefit the
immortal Emperor’s cause.

—— e
! WS BS 5 T w
| sergeant Tehon 5 6 4 41

SPECIAL RULES
And They Shall Know No Fear, Combat Tactics, Stealth,
Acute Senses, Infiltrate, Move Through Cover, Scout.

Eye of Vengeance: Wounds caused by Telion's Shooting
attacks are allocated by his contralling player, rather than the
opposing player

Voice of Experience: Talion can forgo making a Shooting
attack of his own to guide a Battle-Brothers shot. If Telion

does not make a shooting attack, one friendly model in his
squad can use his Ballistic Skill of 6. ou must declare you

are using this ability before either Telion or the beneficiary

fire any shots

WARGEAR

Stalker Pattern Boltgun: Telion commonly carries a boltgun
equipped with a targeter and loaded with silenced shells, |t
can be fired with the fallowing profile:

Range Strength AP Type
36 4 5 Heawy 2
Rending, Pinning




ANTARO CHRONUS

BROTHER-SERGEANT OF THE ULTRAMARINES ARMOURY

Antaro Chronus is the most gifted of all the Ultramarines
tank commanders. While most such warriors dedicate
themselves to the mastery of a particular vehicle, Chronus’
abilities extend to almost any tank in the armoury of the
Adeptus Astartes. Few other commanders can match the
precision of his bombardments when at the helm of a
Whirlwind or Vindicator. No living man can hope to be as
coldly precise when unleashing the baleful weaponry of a
mighty Predator,

For a Space Marine to be assigned to serve in the armoury 5
an honour indeed, and to do 50 is 1o be entrusted with
command of the Chapter's most valuable weapons of war. It
is a transition that few Battle-Brothers are able to make, for
the crew must suppress their physical self and adopt the
adamantium behemoth’s form as their own. A crewman
mist act as decisively and instinctively with the tank as he
would with his own limbs. The tank's sensors and
viewTinders become the commander's eyes and ears, its
weapons are his fists and rage, and its armour his skin

Chronus takes such skill one step further. He knows the
capabilities and limits of every weapon system in every tank,
and is cognisant of which of those mechanisms can be
bypassed or jury-rigged in the event of damage
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SPECIAL RULES

Tank Commander: Chronus is always bought as an upgrade
and starts the game as commander of a Space Marine tank
{see the army list). Use the tank commander model of
Chranus to represent this,

Chronus’ tank ignores any Crew Shaken or Crew Stunned
results and can use his Ballistic Skill of 5.

If the tank suffers a Wrecked or Explodes! result, roll a D&,
On a1 or 2, Chronus is slain. If the result is 3 or more,
Chronus leaps clear at the last second — when the damage
has been resolved, place him within 2* of the vehicles
position. f Chronus' vehicle has been destroyed he has the
above profile and following special rules for the remainder of
the game: And They Shall Know No Fear, Combat Tactics,
Independent Character. He may not take command of a
different tank.

“The roar of enpines, the recoil of capnons.
That is where the true joy of battle lies”

Brother-Sergeant Chronus
The Spear ol Macragge

5o it was that Chronus kept the Predator Rage of Antonius
battleworthy during the closing actions of the Damnos
Incident, despite suffering several broadside hits from Mecron
gauss cannons. That the Rage survived at all was the cause
of much wenderment in the Techmarines who repaired the
tank’s extensive damage at the campaign’s end. That
Chronus not only managed to complete his mission goal of
destroying the Necron phase generator, but also forced the
Necron War Cell into full retreat before the Rage of
Antonjus® systems went into shutdown, was seen as nothing
short of miraculous. Such a feat has often been imitated by
other Ultramarines tank crews, bul never bettered

For his actions on Damnos and a hundred other worlds,
Sergeant Chronus was anointed as the “Spear of Macragge’
- a pre-Heresy title awarded to the Ultramannes’ pre-
eminent tank commander,

As the Spear, it is Chronus' duty to lead the Chapters
armoured assaults, and his privilege to choose the chanot in
which he rides to battle. It is a unique position of authority
within the Ultramarines, for it means that although Sergeant
Chrenus has command over some fifty Brother-Marines, he
himself is not subject to the orders of a Captain and answers
in all things only to Lord Macragge

Forces of the Space Marines
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# PEDRO KANTOR

CHAPTER MASTER OF THE CRIMSON FISTS

Pedro Kantor has served as the master of the Crimsan Fists
for almost a century, and his record of service goes back
another 250 years. He first rose to prominence at the Battle
of Melchitt Sound, where, as sergeant, he led the crucial
boarding action against the Ork Kill Kroozer, Da Growfa. The
Kroozer was disabled in the attack, allowing the Crimson
Fists' Strike Cruiser, the Crusader, to break the Ork line of
battle and scatter the greenskin fleet into the detritus-
clogged outer system,

When Waaagh! Snagrod hit Rynn's World, Kantor was one
of a handful fortunate enough to survive the rogue missile
strike that levelled the Crimson Fists’ fortress monastery
Kantor witnessed the rippling explosions that tore the heart
from his Chapter, but set aside his grief ta consolidate what
power he still commanded. Weighing up his options, Kantor
resolved to make for New Rynn City, where a small force of
Crimson Fists stood as sentinels alongside the local garriscn
The trek took ten days through a landscape choked with
rampaging Ork warbands. During the daylight hours Kantor
and his men were forced to seek shelter where they could —
lying up against the ruins of a farm one day, hiding out in an
abandoned quarry the next. Kantor arrived at New Rynin City
wearied to the bone, and his armour slick with the blood of
stain Orks. Scarce half of the Crimson Fists who had

embarked upon the journey survived to reach the ity gates,
and not a man amongst them arrived without a score of
wounds. Yet still their resclve never faltered. No sooner had
Kantor arrived than the greenskins came to New Rynn City in
force. What the Orks found before them was no faltering
garrison, but a vengeful and determined force of Space
Marines whose fury had been well and truly roused. Under
Kantor's determined leadership, New Rynin City remained
inviolate, and eighteen months later became the staging
area for the offensive that drove the Orks from Rynn's World.

In the aftermath of the fighting, Kantor was presented with
a choice few Chapter Masters have ever had to make. Rynn's
World had been saved, but the Crimson Fists were a shadow
of their farmer glory, He could lead the remnants of his
decimated force in a vaingloriaus last stand, determined to
slaughter as many of the enemy as possible before
succumbing to their overwhelming numbers, or he could
marshal his resources and look 1o the eventual rebuilding of
the Chapter

It is to Pedro Kantor's eternal credit, and a mark of his
superior character as a leader of men, that he chose the
latter path. In these dark times, the Imperium can ill afford
the lass of such a Chapter as the Crimson Fists,
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SPECIAL RULES
And They Shall Know No Fear, Combat Tactics,
Orbital Bombardment, Independent Character.

Chapter Tactics: If you include Pedro Kantor then all units in
your army exchange the Combat Tactics special rule for the
Stubborn universal special rule and your Sternguard Veteran
squads gain the Hold The Line! special rule detailed below.
It mare than one character in your army has the Chapter
Tactics special rule, you must choose which version will apply.

Hold the Line! If your army includes Pedro Kantor, your
Sternguard Veteran squads are scoring units

Inspiring Presence: All friendly units within 12° of Pedro
Kantor receive +1 Attack whilst he lives. This bonus does nat
apply to Kantor, and does not stack with the similar bonus
from a Chapter Ranner.

WARGEAR
Dorn's Arrow: This ancient and venerated storm bolter has
the following profile:

Range Strength AP Type
24 4 4 Assault 4



DARNATH LYSANDER

CAPTAIN OF THE IMPERIAL FISTS I" COMPANY

Even for a Space Marine, Darnath Lysander has led a long
and bloody career. As sergeant he was credited with the
successful defence of Colonial Brndge and hailed as the
vanguisher of the heretics of Iduno. As Captain of the 2nd
Company he led the storming of the Eidar cruiser Blood of
Khaine and rescued the Haddrake Tor planetstrike from
disaster. For two centuries afterwards, Lysander led the
Imperial Fists’ 1st Company with distinction, earning the
highest praises his Chapter could bestow

Then, in the latter years of Ma0, the Strike Cruiser Shield of
Valour was lost to the Warp, taking Lysander and a good
portion of the 1% Company with it. Initially the Imperial Fists
kept vigil, hoping that the Warp would give up its prize. But
as the decades and centuries passed, no trace could be
found of the Shreld of Valour and the lost Captain did not
return. In a somhbre ceremony, Lysander's name was added 1o
the roster of the fallen and his statue was raised in the hall
of heroes.

MNearly a thousand years later the Shield of Valour re-entered
normal space in outer orbit of Malodrax, an Iron Warriors
stronghold on the western {ringes of the Eye of Terron
Instantly ravaged by the full firepower of three arbital
fortresses, the Shield of Valour was swiftly disabled. The
handful of survivors, Lysander amongst them, were
incarcerated and subjected to weeks of torture at the hands
of his Chapter's hated foes. That Lysander survived at all is
ascribed to incredible tenacity and a dauntless refusal to
accept defeat. Within a month of his capture, though his
body was broken and bloodied from the torments inflicted
upon him, Lysander broke free of his restraints. Unarmoured,
and initially with no weapons save for bare hands and
righteous fury, Lysander and his fellows tore a bloody path
through the streets of Malodrax’s planetary capital, stole a
shuttle, and escaped.

It is difficult to say which emotion ran strongest amongst the
Imperial Fists' Chapter Council when they learnt that
Lysander still lived - joy that one of their greatest heroes had
been returned to them, or fear that his travails had left
Lysander tainted and broken. For six months or more,
Lysander stoically bore an exhaustive investigation in which
every fragment of his body and mind were tested against
Chapter records. Though the Chapter’s Apothecaries and
Librarians exerted every technigue at their command, no
trace of corruption, physical or spiritual, could be found. To
the deafening cheers of his Battle Brothers - the oldest of
which had not been born when the Shield of Valour was lost
- Lysander was restored as the 19 Company's Captain.

Within six months of his return o power, Lysander led the
Imperial Fists in the assault that laid waste to Malodrax,
repaying in blood the indignities and tortures meted out in
its dungeons. Before the dust had settled on Malodrax,
Lysancler was on the move ance again. Gathering to him
warriors from across the Imperium, Lysander vowed to scour
the Iron Warriors from the galaxy once and for all. His
crusade continues to this day.

b
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Darnath Lysander

SPECIAL RULES
And They Shall Know No Fear, Combat Tactics,
Independent Character, Eternal Warrior,
Bolster Defences (see page 71 for details).

Bolter Drill: Lysander has never lost the skills that made him
the most efficient squad sergeant the Imperial Fists have ever
known. Any models in a squad Lysander has joined can re-
ol failed ‘to hit* rolls when shooting with heavy bolters,
storm bofters, bolters, and bolt pistals,

Chapter Tactics: If you include Lysander then all units in
your army exchange the combal tactics special rule for the
stubborn universal special rule. If more than one character in
your army has the Chapter tactics special rule, you must
choose which version will apply.

WARGEAR
The Fist of Dorn: This is a master-crafted thunder hamrmer,
All hits from the Fist of Dorn are resolved at Strength 10 and
add +1 to rolls on the vehicle damage table
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” KAYVAAN SHRIKE

Captain Shrike made his name during the early months of
the Targus campaign. The Raven Guard 3" Company was
one of many Imperial units assigned to the assault on Targus
Wil tasked with the elimination of the Orks’ orbital
defences. Striking hard and fast, Shrike's force accomplished
its mission, only to become stranded when their extraction
Thunderhawk was destroyed in near arbit.

Undaunted by his predicament, Shrike led a campaign of
destructive havoc behind the Ork lines. For two years the
Raven Guard 3 struck at the Waaagh! wherever it showed
weakness, destroying fuel dumps, ammunition stores and
supply lines, all the while providing invaluable targeting and
intelligence data to orbiting naval vessels. Shrike and his men
were untouchable, able to strike at the Orks’ brital war
machine with seeming impunity, inflicting catastraphic
damage before slipping away into the shadowed ruins of the
hive cities,

By the time Shrike had extracted his Company from the ruins
of Targus VIl he was hailed a hero systemwide. After his
subsequent assaults on Ork conguests in the Donara and
Yakhee systems, Shrike became nothing less than a saviour
Amongst the besieged ruins of Aldeb, Sulphuron and a
dozen other worlds, desperate men beseeched the Immortal
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SHADOW CAPTAIN OF THE RAVEN GUARD 3* COMPANY

Emperor to send Shrike to deliver them from the terror of
Waaagh! Skullkrak. Fleet Commanders and Generals of the
Imperial Guard pleaded with the Master of the Raven Guard
to assign Captain Shrike to their sector of the campaign. But
if the sombre Captain was aware of either petition, he gave
no sign,

Under Shrike's direction, the Raven Guard 3™ continues to
assail Waaagh! Skullkrak. They go wherever they are most
needed, not to battlezones where Imperial Commanders
struggle to contain the Ork menace, but to worlds whose
populations have been abandoned to their fates by an
overstretchied and uncaring Imperium. Shrike and his man
are legends on these worlds, as revered as the greatest
heroes of old

On every planet under threat from the Orks, Guardsmen
grasp their guns tighter and fight more fiercely, knowing that
avery minute they hold out is a minute in which the Raven
Guard 37 might arrive 1o deliver them from a hopeless
battle, Meanwhile, beyond the ravaged defences, Skullkrak’s
Boyz keep a wary eye on the shadows cast by ruin and
undergrowth, knowing that Shrike and his Company might
be lurking in the darkness, just waiting for the correct
moment 1o strike.

Ws B 5 T W | A Ld v
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SPECIAL RULES
And They Shall Know Mo Fear, Combat Tactics,
Independent Character.

See, But Remain Unseen: Shrike (and maodels in his squad)
henefit from the infiltrate special rule (see the Warhammer
40,000 rulebook)

Chapter Tactics: if you include Kayvaan Shrike then all units
in your army exchange the Combat Tactics special rule for
the Fleet universal special rule, If mare than one character in
your army has the Chapter Tactics special rule, you must
choose which version will apply

WARGEAR

The Raven's Talons: These are a pair of master-crafted
lightning claws. They also bestow the Rending special rule
on Shrike’s close combat attacks.

“Wherever you tread, tread lightly. We are closer
than you think. and our blades are sharp”

Captain Kayvasn Shnike
Raven gmard ¥¢ Company



VULKAN HE'STAN

FORGEFATHER OF THE SALAMANDERS

According to the ancient lore of the Salamanders, the
Primarch Vulkan left behind nine artefacts - nine
technological relics for his children to find and wield if they
proved worthy. Vulkan scattered these artefacts throughout
the galaxy, both to prevent them from falling into the hands
of Mankind's enemies, but also because he knew that even
the grandest prize was as nothing were it to be seized
without challenge. Since Vulkan's disappearance, seven
thousand and more years ago, the Salamanders have
appointed one from amongst their number to seek the
Primarch’s lost legacy. This is a quest handed down through
the Forgefathers, the greatest heroes of the Chapter, and, at
the close of the 413 Millennium, it is 2 burden borne by
Captain He'stan,

He'stan had served with distinction for nearly a century when
the Chapter Council commanded he set down his burdens as
commander of the 4% Company and don the mantle of
Forgefather. As He'stan relinquished his old titles and duties,
so too did he set aside his forename, for the rituals of the
salamanders dictate that he who shall walk in Vulkan's
footsteps shall bear his name, and bear it with pride

In the pursuance of his quest, He'stan has walked a crooked
and winding path through the galaxy, guided from system to
system by clues inked within the Tome of Fire. Though he no
longer commands a company of his own, He'stan can draw
upon any and all of the Salamanders’ resources to aid in his
search, Though some information can be gained through
trade and negotiation, such opportunities are rare.

Many of the worlds He'stan must visit are in the hands of
traitorous humans, alien invaders or worse, Clues can only
be unearthed at such places once they have been scoured
clean by boltgun and chainsword, and the Salamanders do
not hesitate to bring their full might to bear if such is
required. The Salamanders would endure any woe and suffer
any loss to retrieve the Primarch’s gifts, for they befieve that
he will return to them only when all nine artefacts have
finally been recovered.

Only four of the nine does He'stan seek — the others have
been found through the travails of previous Forgefathers
He'stan himself is the keeper of three: the Spear of Vulkan, a
blade that burns so brightly as to set even ceramite ablaze,
Kesare's Mantle, a legendary drakescale cloak, and the
Gauntlet of the Forge, whose malten rage none can endure

The other two recovered gifts remain on Prometheus, for
they are valuable beyond measure, One is the forgeship
Chalice of Fire, whose vast manufactorums provide the
salamanders with their weapons of war. The other is the Eye
of Vulkan, a spacebound defence laser assembly that stands
eternal vigil over the Salamander's fortress monastery. Of the
rermaining artefacts, the Engine of Woes, the Obsidian
Chariot, the Unbound Flame and the Song of Entropy, only
the names are known. Size, form and location are locked
within the Tome of Fire, there to be uncovered as the
Primarch’s prophecies reveal themselves.

i Vulkan He'stan 6 5

—

SPECIAL RULES
And They Shall Know No Fear, Combat Tactics,
Independent Character.

Chapter Tactics: If you include He'stan then all units in your
army lose the Combat Tactics special rule. Instead, all
thunder hammers in your army will count as master-crafted,
and all flamers, heavy flamer, meltaguns and multimeltas
count as twin-linked. If more than one character in your
army has the Chapter Tactics special rule, you must choose
which version will apply.

WARGEAR
Kesare's Mantle: The adamantium-hard drake scales of this
cloak grant He'stan a 3+ invulnerable save

The Gauntlet of the Forge: This armoured gauntlet can be
fired as a heawvy flamer,

The Spear of Vulkan: This is a master-crafted relic blade.
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CAPTAIN OF THE WHITE SCARS 3" COMPANY

Korsarro Khan is the White Scars' Master of the Hunt, the
fifty-first individual to hold that henarific since the days of
the Great laghatai Khan. This title is unigue to the White
scars Chapter. They, above all other Chapters, seek the blood
of an adversary who, through quirk of fate or artifice, has
battled them and lived to tell the tale. Such enemies cannot
be allowed to glory in their small victories of survival. Every
twenty-five years, at the height of the Rites of Howling, the
Master of the Hunt is despatched 1o seek out one such foe
and bring their severed head back to the White Scars fortress
monastery as trophy and proof.

As Captain of the 31 Company, Khan can draw upon many
resgurces in pursuit of his prey, and often embarks upon a
hunt with companions chosen from the Battle-Brothers *
under his command. A pursuit can take months or years as
Khan tracks his quarry from warzone 1o warzone and world
to world. Though the hunt may be postponed as wars and
other duties interfere, it is never abandoned. Sooner or later
the quarry is tracked, cormered and beheaded.

Kor'sarro's return o Chogoris is a time of great celebration
and moonlit feasting, for it marks the passing of a hated
nemesis. When the carousal is done, Kor'sarro surrenders the

Forces of the Space Marines

prey's severed head 1o the High Chaplain, who takes up a
brand from the flames and bumns the eyes from the dead
skull. The hymn of vengeance is sung as the flesh burns and
peels, and the quarry’s name is struck from the roster of the
hunt. The head itself is masked in silver and set upon a
lance, its hollow gaze destined to forever stare out over the
approach to the fortress monastery. The White Scars' citadel
is high in the Khum Karta mountains; the road is long, yet
the silvered heads of the slain line every pace of its passage,

Ower his years as Master of the Hunt, Kor'sarro Khan has
brouvght nearly a score of quests 1o a successful conclusion.
some of the White Scars’ greatest foes, such as the Daemon
Prince Kernax Voldorius and the Eldar pirate lord Varaliel,
had evaded previous Masters of the Hunt only to have their
heads severed by Korsarro's blade.

“Surround }rnursclf with the greatest warriors at
rour command, or cower in the deepest and darkest
Lc]: you can find, It matters not. 1 shall take your
head for the Great Khan and for the Emperor.

Knd‘.!llrn K]'LII
Whitz Scars Jed Cnmp:n]r
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SPECIAL RULES
And They Shall Know No Fear, Combat Tactics,
Independent Character.

Master of the Hunt: Korsaro Khan, and models in his unit,
benefit from the hit and run and furious charge special rules
(see the Warhammer 40,000 rulebook).

Chapter Tactics: If you include Kor'sarro Khan then all units
in your army exchange the Combat Tactics special rule for
the ability to outflank. If you choose to do this, all dedicated
transports also gain the ability to outflank - see the
Reserves mission special rule. If more than one character in
your army has the Chapter Tactics special rule, you must
choose which will apply

WARGEAR

Moondrakkan: The bike Moondrakkan was originally
commissioned for the fourth Master of the Hunt.
Moondrakkan is a Space Marine Bike (see page 100 for
details). If riding Moondrakkan, Kor'sarro Khan has the ability
te run in the Shooting phase and has the fleet special rule
(zee the rulebook for details).

Moonfang: This is an ancient power sword and a relic of
the White Scars Chapter. Any rolls to wound on which
Korsarro scores a 6 will cause Instant Death, regardless of
the target’s Toughness.



THE LEGION OF THE DAMNED

ACCURSED CRUSADERS. FORGED IN THE FIRES OF VENGEANCE

Of all the legends of the Impenum, the strangest by far is
that of the Legion of the Damned. These silent warriors are
Space Marines in appearance, their black armour adorned
with chilling images of bones and fire, yet they are not of
any Chapter under the Emperor’s sun. Most eyewitnesses
dispute even the Legionnaires’ mortality, for an eerie glow
suffuses their sable armour and a halo of ghostly fire dances
about their feet. There are many corroborated accounts of
Legionnaires enduring firepower that would annihilate
mortal men. The most notable of these reports came fram
the Keyan battlezone, where a half dozen Legion of the
Damned walked unharmed from the volcano cannon blast
that claimed four Predators and two-score Space hMannes
The bolters carried by the Legionnaires, though in aspect no
different to those borne by other Space Marines, discharge
flaming projectiles that can pierce the strongest armaour.
Mothing, not Chaos Chosen, rockcrete bastion nor boiling
lava can stay the spectral wrath of the Legion

The nature and origin of the Legion of the Damned is a topic
much debated by the Imperial scholars. Some believe the
Legion to be the survivors of the lost Fire Hawks Chapter,
transmuted into a new and terrible form by the Warpstorm
that claimed their vessel

pm— —
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Damned Legionnaire 4 4

SPECIAL RULES
Fearless, Slow and Purposeful.

Unyielding Spectres: The Legion of the Damned are
impervious to even the deadliest weaponry, Their saving
throw 15 invulnerable,

Aid Unlooked For: The Legion of the Damned always start
the game in reserve and always arrive by Deep Strike, even
in missions that do not normally use these rules. Note that
the Legion of the Damned are renowned to arrive wherever
they are most needed, so you can re-roll the deep strike
scatter dice if you wish

"Never before or since have 1 scen [ighting such as
1 witnessed when that host fell upon the Orks.
Scizing the moment, I regrouped my Company and
led them once more into the fray. yet there was
little work for vs, for the greenskins lacked
stomach for the fight. Soon we secured the great
bastion once more and without further loss. Of the
dark brotherhood there was no sign”

Varro Tiguriss
Ultramarines ‘Chiel Libraran

Others consider the Legion to be an extension of the
Emperar's superhuman will, time-lost saviours or even the
vengeful and immertal spints of Space Marines slain in the
Imperium’s many wars. In the course of their investigations,
several Inguisitors have tried to capture or intercept the
Legion of the Damned, but all have failed. Some have even
been present on the same battlefield as the Legion, but
events always inexplicably conspire to prevent the Inguisitors
getting close to their quarry, leaving them nothing more
than frustrated witnesses to the event,

Whao, or what, guides the Legion of the Damned is an
enigma to all save maybe the beneficent Emperor himself.
They appear only in the times of greatest need, coalescing
unexpectedly out of the fires of a desperate battlefield 1o
turn a disaster into victory. The Damned Legionnaires fear no
foe, and they fight with a chill precision that few martal
warriors can match, passing through the bloody ground like
vengeful ghosts. Terrar is their harbinger and oblivion their
gift. When the battle is done and the foe eliminated, the
Legion of the Damned depart as suddenly as they had
arrived. They seek neither reward nor thanks from those they
have saved, and leave only the bodies of the slain and an
enduring mystery in their wake.
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IDAEUS" LAST COMMAND

In 999M4L the taint of Chaes was detected on the world
of Thratia, and Imperial forces rapidly moved to meet the
threat. Halfl the phncrzr].r girnison had been corrupred,
Warse still, there were reports indicating the presence of

Nighl Lords Chaos Space Marines.

Loyalist forces drove the poorly-armed trafiors before them
vntil advancing Imperial Cuard units were in position 1o
launch 3 full offensive against the capital city of Mercia
Before the assault could be lvnched, six bridges on the
Imperial right [lank peeded 10 be -:I:s:rn:,.-:d in order 10
prevent the Emperor's forces [rom being attacked op the
march. Atmospheric clectrical storms prevented demalition
by orbital strike, but the bridges were believed 1o be held
by under-strength rebel units and thus vilnerable 1o ground
assavlt. Detachments of Ultramarines were deployed via
Thunderhawk Guaships to capturc and destroy each bridge
with melta charges.

Bridge Two-Four - 3 gargantuan structure of rockerere slabs
wd adimantivm girders, and whose girth could casily
accommodate the passage of 3 Bancblade super-heavy tank -
was the lynchpin of the entire operation, and its destruction
was assigned to the Ultramarines 4th Company. Affter 3
brief fire fight, the rehel garrison was swept aside The
bridge. and both spproaches, were captored. As Techmarines
rigged the bridge for detonation, the bulk of ldacus’
Company sccured the eastern approach, keeping keen watch
for Chaos forces advancing through the mist-shrouded
plains 1o the cast.

Within minutes, shells began dropping in the midst of the
Space Maribes. As the first explosions split the air, a
massive Chaos counter-attack loomed out of the mist and
thrust 1owards the bridge. The Ultramaripes’ gambit had
been anticipated by the Night Losds, and sow s
considerable force was bearing down on the 4th Company’s
pesition. Though his forces were heavily besct, Idacus knew
that to fall back with his mission unfinished was 1o expose
the right flank of the main Imperial army,

Under Idaeus’ steady leadership, the 4% Company [ell back
before the oncoming horde, spending their lives 10 buy fime
5o that the Techmarines could complete their sabotage. With
the chirges sct. Idacus pulled his men back across the
bridge and signalled for Thunderhawk exfiliration 25 he
prepared to detonate the breaching charges. The Ultramarines
fell back in good order but, before the bridge could be
dulm)r:d. the Techmarine carrying the detonators was
obliterated by 2 direct hit from am artillery shell Worse
yel. as the Thunderhawk swept in behind the Ultramarines
position, concealed Hydra {lik tanks blew it from the sky.

With the mission undone and their retreat severed, the
Ultramarines occupied the bunkers and gun nests at the
western end of the bridge and prepared 1o hold their
position to the last man. Idicus semt warning to the
Imperial army and ordered another Thunderhawk 10 extract
his men. For the rest of the night, the scrvants of Chaos
assaulted across the bridge. and each time were repulsed by
disciplined waves of bolter fire As dawn approached, a Iyl
i the fighting gave ldacus the opportunity to despatch a
naiding party in an attempt to detanate the cxplosives
manvally. The gambit coded in failure - pone of those men
were scen agan until dawn,

As the sun rese, Rhino transports in the colowrs of the
Night Lords pushed across the debris-strewn bridge,
Ultramarines prisoners taken during the night were nailed 1o
the hulls, their rib-cages cracked open and spread wide,
Brimming with rage, Idacus Jed 2 countercharge onto the
bridge’s ravaged arches. Some say that the Caprain's wrath
that day was such that he tore the foc apart with his bare
hands, and none can argue that the Night Lords’ smmack was
defeated more swiftly than the defenders had any right 1o
cxpect. Overcome by the Ultramarises valousous rage. the
Night Lords fell back once more, leaving the corpses they
had so mercilessly despoiled in the hands of the
Ultramarines. The attack was defeated, bur there wis no
doubt there would be many more before the day was our
Less than a fifth of the Ulramarines who had begun the
operation were still alive and Idacus knew that one mer:
push would see them defeated. He ignored the plas of

his sergeants and set off slone in a suicidal attempt to blow
the bridge

Sprioting thraugh the bullet-chased ind smoke haunted
rubble, Idicus reached the first of the demaolition charges
st as the resrieval Thunderhawk touched down beyond the
bridge’s western approsch and out of ranpe of the encmy
anti-airenaft positions. Triggering the comms-net, Idacus
ordered the remaining Ultramarines 1o retreat under the
command of Sergeant Uricl Ventris as the Night Lords
began yet another assault, The surviving Ultramarines
withdrew wnder fire 10 the Thunderhawk and Idicus wajted
vntil the last possible second before detenating the first
charge In a catastrophic chain reaction, the Temaining
chargr_s exploded, drorn}-inS Idacus, the hrfdg: and muoch of
the Might Lords' oncoming assault wave in 2 searing blast
that shook the earth for leagues around

Though the cost had been high, the atack across bridge
two-four had been thwarted lis right flank secore, the
Imperial army moved on Mercia and crushed all resistance
in 3 matter of days. Withio two months, the planet had
been brought under Imperial control agee again,
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WARGEAR

This section of Codex: Space Marines lists the weapons and equipment used by the Space Marines,
along with the rules for using them in your games of Warhammer 40,000.

Weapons and equipment that can be used by more than ane
type of model or unit are detailed here, while equipment
that is unigue to a single model or unit {including wargear
carried by named spedial characters) is detailed in the
appropriate entry in the Forces section.

WEAPONS

7 S

AT

For example, bolters are ubiquitous and carried by many
models, and so are detailed in this section. The Cyclone
missile launcher, however, is unigue 1o Terminators. While
you will find a page reference here, the rules are detaled in
the Terminators entry.

Assault Cannon

The rapidly rotating, muitiple barrels of an assault cannon
unleash a storm of shells, each one capable of shredding a
man. The sheer volume of fire means that an assault cannon
can be turned against infantry or even vehicles, where the
averwhelming salvo of shells is capable of shredding even
the heaviest armour,

Range Strength AP Type
24° B 4 Heawy 4
Rending

Astartes Grenade Launcher
See the Scout Bikers entry on page 67.

Auxiliary Grenade Launcher

The auxiliary grenade launcher is a tubular device that fires
pre-primed and pre-loaded grenades. It is commonly fixed
onto another weapon, such as a bolter, combi-weapon or
even a power fist, but mare esoteric shoulder- and wrist-
mounts have been employed in the past. Such devices are
rare and as such are normally only utilised by command
personnel and veterans

An auxiliary grenade launcher can be fired in addition 1o
another weapon. Each time an auxiliary grenade launcher
fires, the cantrolling player can choose which type of
grenade is being used.

Krak
Range Strength AP Type

12* B 4 Aszault 1

Frag
Range Strength AP Type

12" 3 6 Assault 1, Blast
Boltgun

The boltgun, or bolter, fires small missiles, or ‘bolts’, Each
salf-propelled bolt explodes with devastating effect once it
has penetrated its target, blowing it apart from the inside,

Range Strength AP Type
24 4 5 Rapid Fire

Bolt Pistol

Bolt pistols are smaller versions of bolters. They are perfect
side arms for Space Marines and are wielded alongside the
chainsword by Assault Marines.

Range Strength AP Type
12° 4 3 Pistol
Chainfist

See the Terminators entry on page 64,

Chainsword or Combat Blade

Space Marines utilise an array of close combat weapons,
from the combat blades wielded by Scouts to the
chainswords carried by Assault Marines. All are equally
deadly in the hands of a Space Marine.

Both chainswords and combat blades are close combat
weapons, as described in the Assault Phase chapter of the
Warhammer 40,000 rulebook.

T
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Combi-Weapons

Combi-weapons are bolters that have been specially
modified by the Chapter's most skilled artisans. Each has
been expertly converted 1o house another weapon, either a
meltagun, plasma gun or flamer, This extra weapon cames
only a limited charge, allowing the bearer a single shot,
perfect for emergencies and shots of opportunity.

A Space Marine armed with a combi-weapon (combi-

meltagun, combi-plasma gun or combi-flamer) can chooseto | © 4
fire gither the bolter, or the secondary weapon, each with .
the profile listed elsewhere in this section. The bolter can be - ' i
fired every turn, but the secondary weapon can only be fired
once per battle {a combi-plasma gun can, of course, Rapid
Fire). You cannot fire both weapons in the same turn.

Conversion Beamer
See the Master of the Forge entry on page 70.

Crozius Arcanum
See the Chaplain entry on page 58.
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Cyclone Missile Launcher
see the Terminators entry on page 64

Digital Weapons

Digital weapons are concealed lasers fitted into finger rings,
bionic implants or the knuckles of a glove. They lack the
power to be used at range, but can be triggered in close
combat to take advantage of an exposed weakness while
the enemy fends off the main attack.

A model armed with digital weapons can re-roll a single
failed roll to wound in each Assault phase

Flamer

Flamers spew a highly volatile cloud of liquid chemicals that
ignites on contact with the air. Flamers are primarily used to
scour the enemy from defended positions, their belches of
superheated vapour slaughtering the defenders in a fiery
canflagration.

Range Strength AP Type

Template 4 5 Assault 1

Force Weapon
see the Warhammer 40,000 rulebook.

Frag Grenade

Frag grenades are explosive devices that are hurled at the
enemy prior to an assault. The storm of shrapnel from the
exploding frag grenades drives opponents further into cover
for a few precious moments while the attackers close in.

Frag grenades are assault grenades, as descnbed in the
Warhammer 40,000 rulebook.

Heavy Bolter
An enormious version of the boltgun, the heavy bolter fires
fist-sized bolts at the enemy with a staggering rate of fire.

Range  S5trength AP Type

£l 5 4 Heawy 3

Heavy Flamer

The heavy flamer is the ultimate weapon for sweeping
fortifications clear and purging the ranks of the enemy at
close quarters

Range Strength AP Type

Template 5 4 Assault 1

Krak Grenade

Krak grenades are armour piercing bombs, designed to o1,
open the armoured hulls of enemy vehicles. Thaugh they
lack the explosive force of melta bombs or other specialised
demolition charges, they are small and easy to carry, making
them ideal weapons of opportunity.

spe the Vehicles chapter of the Warhammer 40,000
rulebook for details of using krak grenades.

Lascannon

There are few finer weapons for tank hunting than the
lascannon. Within the gun is a laser chamber that charges
an energy blast capable of shattering any enerny vehicle. The
lascannons used by Space Marine forces vary, from the man-
portable variants carried by Devastator squads, to the
godhammer pattern lascannons borne by the Land Raider,

Range Strength AP Type
48° 9 2 Heawy 1

Lightning Claws

Lightning claws are heavily armoured gauntlets with long,
slashing talons sheathed in a rippling power field. Used most
effectively in pairs, lightning claws slice through armour,
flash and bone with terrifying effectiveness.

Soe the Assault Phase chapter of the Warhammer 40,007
rulebook for the rules for using lightning claws.

Master-Crafted Weapons

Master-crafted weapons are the product of years of careful
labour by the most accomplished artisans in the Chapter. A
weapon that has been manufactured with such dedication
will be superior to any other weapon af its type.

A master-crafted weapon allows the bearer to re-roll one
failed roll to hit per player turn when using the weapon,

Meltabomb

Weltabombs are subatomic charge-powered demolition
munitions, capable of melting through even the most heavily
armoured targets. They are much bulkier than krak grenades,
with a more sophisticated detonation mechanism. Space
Marine Assault squads carry melta bombs to destroy enemy
tanks and bunkers.

see the Vehicles chapter of the Warhammer 40,000
rulebook for details of using meltabombs.

Meltagun

Meltaguns are lethal anti-armour weapons, used by Space
Marines when undertaking assaults against heavily fortified
defence lines and bunkers. Most effective at very short
range, the meltagun is capable of reducing rock, metai
living material to molten slag or ash.

Range Strength AP Type
12" B 1 Assault 1, Melta




Missile Launcher

The standard heavy weapon for Space Marine Tactical
squads, missile launchers can fire either krak or frag missiles.
Frag missiles are designed to wreak havoc amongst lightly
armoured infantry, while krak missiles can challenge the
most heavily armoured targets.

Each time a missile launcher fires, the controlling player can
choose which type of missile is being used.

Krak
Range Strength AP Type

48" 8 3 Heawy 1

Frag
Range Strength AP Type

48° 4 ] Heawy 1, Blast

Multi-melta
A larger, more destructive version of the meltagun, a rulti-
melta is perfect for destroying bunkers and tanks.

Range Strength AP Type

24" 8 1 Heavy 1, Melta

Plasma Cannon

Plasma cannons fire a plasma ‘bolt’ that explodes on impact,
generating the destructive heat of a small sun. Flasma
cannons are prone to overheating, and can prove as deadly
to the wielder as the target.

Range Strength AP Type
36" 7 2 Heavy 1
Blast, Gets Hot!
Plasma Gun

Smaller than the plasma cannon, this fires several compact
‘pulses’ of plasma energy,

Power Fist
A power fist is an armoured gauntlet surrounded by a
disruptive energy field. It is used to deliver crushing blows,
capable of smashing the thickest armour asunder.

See the Assault Phase chapter of the Warhammer 40,000
rulebook for details of using power fists.

Power Weapon

A power weapon (typically a sword or axe, but sometimes a
glaive, halberd or mace) is sheathed in the lethal haze of a
disruptive energy field, capable of tearing through all
manner of materials with ease.

See the Assault Phase chapter of the Warhammer 40,000
rulebook for details of using power weapaons.

Relic Blade

Relic blades are two-handed swords or axes sheathed in an
armour-sundering power field. Maost have their origins in the
dark days of the Horus Heresy, although some have been
crafted in the long centuries since, in commemaration of
other momentous events. Only a Space Manne of long and
faultless service can earn the nght to wield a relic blade

A relic blade counts as a power weapon whase hits are
resolved at Strength 6. Due to its size and weight, a model
wielding a relic blade cannot get an extra attack for an
additional close combat weapon.

Shotgun
See the Scouts entry on page 66.

Sniper Rifle

Storm Bolter

A storm bolter resembles two boltguns attached side by side.
The storm bolter is capable of withering fire without
hindering manoeuvrability, enabling the bearer to charge
headlong into combat, firing on his enemy all the while,

Range Strength AP Type Range Strength AP Type
24" 7 2 Rapid Fire 24" 4 5 Assault 2
Gets Hot!

Plasma Pistol

Plasma pistols are the smallest variant in the plasma weapon
family. The destructive fury is undiminished, although the
range and rate of fire are less.

Range strength AP Type

12* 7 2 Pistol, Gets Hot!

Thunder Hammer

Thunder hammers release a terrific blast of energy when
they strike an opponent. Thunder hammers are often paired
with storm shields, combining superb protection and lethal
offensive capabilities.

See the Assault Phase chapter of the Warharnmer 40,000
rulebook for details of using thunder hammers.

Forces of the Space Marines
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OTHER EQUIPMENT

Cluster Mines
See the Scout Bikers entry on page 67

Combat Shield

A combat shield is a lighter version of a storm shield that is
fitted to the arm of the wearer. This leaves the user’s hand
free to wield a pistol or other weapan, substituting a
measure of defence for increased versatility. The combat
shield confers a 6+ invulnerable save.

Camo Cloak

space Marine Scouts often wear camo cloaks — loose
garments woven from light absorbing material, that imitate
nearby terrain. So garbed, Scouts are almost impossible to
see at long distance, and make for difficult targets when in
cover of any kind,

A model wearing a camo cloak has the stealth universal

special rule.

Chapter Banner
See the Honour Guard entry on page 53.

Company Standard
See the Command squad entry on page 55,

Hellfire Rounds

These are specially modified bolter rounds, originally
designed for slaying Tyranid bio-monstrosities. Each hellfire
round réplaces the bolt's standard explosive charge with
chamber of bio-acid that eats through flesh with a
voraciousness impossible to survive. If a model carries hellfire
rounds, replace their boltgun’s profile (including a boltgun on
a Space Marine bike) with the following,

Range Strength AP
24 X 5

Type
Rapid fire
Poisoned (24)

Mote that Hellfire rounds can only be used in a boltgun.

Hellfire Shells
See the Scouts entry on page 66.

Forces of the Space Marines

Iron Halo
See the Chapler Master entry on page 52,

Jump Pack
A jump pack enables the wearer ta make great bounding
leaps across the battlefield or even to fly short distances.

Madels equipped with jump packs are jump infantry, as
described in the Warhammer 40,000 rulebook. In addition,
Space Marines wearing jump packs can be dropped from
low-flying Thunderhawk Gunships, using their jump packs to
swoop down on to the battlefield. To represent this they can
be kept in reserve and arrive using the deep strike rules (see
the Mission Special Rules section of the Warhammer 40,000
rulebook).

Locator Beacon
See the Scout Bikers entry on page 67

Psychic Hood
See the Librarian entry on page 56

Rosarius
See the Chaplain entry on page 58.

Narthecium
See the Command squad entry on page 55,

Servo-arm
See the Techmarine entry on page 71

Servo-harness
See the Techmarine entry on page 71

Signum

The signum is a special form of communication device that
can access a mynad of useful targeting data, allowing a more
accurate concentration of fire, A model can use a signum in
liew of making a shooting attack of his own. If he does so,
one model in his squad is Ballistic Skill 5 for the remainder of
the Shooting phase. Declare that the signum is being used
before any rolls to hit are made.

Space Marine Bike

Space Marine bikes are fitted with pewerful engines and
bulletproof tyres. Each bike is a versatile fighting platform
capable of firing its armament on the move and launching
devastating charges into combat, Models equipped with
Space Marine bikes follow all of the rules for bikes as
described in the Warhammer 40,000 rulebook. Space Marine
bikes are fitted with a twin-linked bolter.
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Storm Shield

A storm shield is a solid shield that has an energy field
generator built into it. The energy field is capable of
deflecting almost any attack, even blows from lascannons
and power weapons.

A model with storm shield has a 3+ invulnerable save. A

model equipped with a storm shield can never claim the

+1 Attack bonus for being armed with two close combat
wieapons in an assault.

LM

Teleport Homer
Telepart homers emit a powerful signal enabling Space
Marine Strike Cruisers to lock on o them with their
teleportation equipment. By utilising this signal, the risk of
missing the intended mark is greatly reduced, as are the
dangers of more serious acodents. If Terminators wish to
teleport onto the battlefield via deep strike and choose to do
so within 67 of a model carrying the homer, then they won't
scatter. Note that the teleport homer only works for units
that are teleporting, not for units entering play using jump
packs, drop pods or other means of transport. Also note that
the homer must already be on the table at the start of the
turn for it to be used.
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Artificer Armour

Though the two are superficially similar in appearance,
artificer armour is as far beyond power armour as power
armour is beyond the carapace used by Space Maring Scouts
and elite Imperial Guard formations. Indeed, cunningly
wrought damage control mechanisms and superdense
construction matenials ensure that most suits of artificer
armour offer a degree of protection rivalling that of Tactical
Dreadnought armour,

A suit of artificer armour is an incredibly valuable relic, often
having belonged to several great herces of the Chapter,
Many elements of the suit will have been repaired or
replaced over the years and its heraldry amended for each
bearer, but it is still held to be the same suit of armour and
venerated as such.

Due to its ranity, to wear a suit of artificer armour is an
honour afforded only to the mightiest warriors of a Chapter
— typically its Chapter Masters, Captains and members of the
Honour Guard. Techmarines also wear a form of artificer
armour. These are rarely as old and venerable as the other
suits, but are power armour substantially modified and
improved upon by several generations of Techmarines. Such
suits contain a bewildering array of mechanical interfaces
and built-in servo-tools, the better o aid the Techmarine in
his duties.

Models equipped with artificer armour receive an armour
save of 2+.

Power Armour

Power armour is the standard protection for Space Marine
warriors and its distinctive outline casts fear into the enemies
of Mankind. Made from thick ceramite plates and electrically
motivated fibre bundles that replicate and enhance the
movemnents of the wearer, power armour offers some of the
best protection the Imperium can provide. Models equipped
with power armaour receive an armour save of 3+

Scout Armour

Scout armour is formed of thick plates of carapace armour,
easily capable of stopping a bullet. Less cumbersome and
noisy than power armour, scout armour is ideal for the
subtle infiltration work that its wearers embark upon and
allows a greater freedom of motion. Models with Scout
armaur receive a 4+ armaour save.

Terminator Armour

Also known as Tactical Dreadnought armour, Terminator
armour is the best protection a Space Marine can be
equipped with. Designed for close-quarters fighting aboard
Space Hulks and other confined areas, Terminator armour is
capable of withstanding almost any attack. The ceramite
plates can deflect most conventional assaults, whilst the Crux
Terminatus on every Terminator’s shoulder plate serves as a
ward capable of turning aside even attacks from power
weapons or melta fire. It is even said that Terminator armour
can withstand the titanic energies at a plasma generator’s
core, and that this was in fact the armour's original purpose.

Due to the powerful exoskeleton and power sources buill
into their armour, models in Terminator armour have the
relentless universal special rule.

On the other hand, this armour is somewhat cumbersome,
so Space Marnne Terminators are not able to pursue a more
lightly armoured foe when they flee. Terminators cannot
perform a Sweeping Advance

A model wearing Terminator armour has a 2+ armour save
and a 5+ invulnerable save.

Any model weanng Terminator armour can be teleported
onto the battlefield. They may always start the game in
reserve and arrive using the deep strike rules, even il it is not
part of the mission being played.

Terminators count as two models for the purposes of
transport capacity, and cannot embark Rhinos or Razorbacks

Scout armour

Power armour

Artificer armaur Terminator armour

Forcee of the Snacs kAarinac




Autocannon

Autocannons fire large calibre, high velocity shells. They are
amployed in the turret mounts of Predator Destructors, and
are also carried, as a linked pair, on Dreadnoughts.

Range Strength AP Type
48" 7 4 Heavy 2

Cerberus Launcher
see the Land Speeder Storm entry on page 75.

peathwind Launcher
see the Drop Pod entry on page 69.

Demolisher Cannon
see the Vindicator entry on page 80,

Dozer Blade

Dozer blades are heavy ploughs, blades, rams, or ScoGps,
__used to clear obstacles from the vehicle's path, Vehicles
squipped with dozer blades can re-roll a failed Difficult
Terrain tesl.

Extra Armour

Some Space Marine vehicle crews add additional armour
plating to their vehicles to provide extra protection. Vehicles
equipped with extra armour count Crew Stunned results on
the Vehicle Damage tables as a Crew Shaken result instead.

Flamestorm Cannon
See the Land Raider Redeemer entry on page 83.

Frag Assault Launchers
ee the Land Raider Crusader entry on page 82

Hunter-killer Missile

Hunter-killer missiles are commonly fitted to Imperial
vehicles. These single-use weapon systems allow vehicles
such a5 Rhinos to engage enemy armoured vehicles that
would otherwise far outmatch them,

A hunter-killer missile is a krak missile with unlimited range
that can only be used once per battle. They are fired at
Ballistic Skill 4. They are treated as an additional weapon.

Hurricane Bolters
See the Land Raider Crusacler entry on page B2.

Ironclad Assault Launchers

An Ironclad assault launcher is loaded with a variety of anti-
personnel grenades that disorient the enemy and drive them
from cover.

4 Dreadnought with lranclad assault launchers counts as
being armed with both defensive and assault grenades.

Jamming Beacon
See the Land Speeder Storm entry on page 75,

Storm Bolter
Pintle-mounted storm bolters are weapons fitted 10 Space
Marine vehicles 1o provide additional fire support.

pintle-mounted storm bolters are treated as an additional
defensive weapon, with the profile of a nermal starm bolter,
see the storm bolter entry for details.

Searchlight
searchlights are often fitted to Space Marine vehicles, so that
the foe may not use darkness as an ally.

searchlights are used where the night fighting rule is in
effect, If a vehicle has a searchlight it must still use the night
fighting rules to pick a target but, having acquired a target,
will illuminate it with the searchlight. For the rest of the
Shooting phase, any other unit that fires at the illuminated
unit does not use the night fighting special rule, However, a
vehicle that uses a searchlight, can be targeted during the
following enemy turn, as if the night fighting rules were not
in effect, as the enemy can see the searchlight.

Seismic Hammer
See the Dreadnought entry on page B3.

Smoke Launchers

smoke launchers are used to temporarily obscure the vehicle
behind concealing clouds of smoke, allowing it o cross open
areas in greater safety. See the vehicles section of the
Warhammer 40,000 rulebook for details.

Typhoon Missile Launcher
See the Land Speeder entry on page 74.

Whirlwind Multiple Missile Launcher
see the Whirlwind entry on page 79.

Forces of the Space Marines
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FOUNDING A CHAPTER

You've chosen to continue the Emperor's mission and protect Mankind, so it's time to assemble an
army and lead your Space Marines to victory. Let's take a look at a few things to bear in mind.

Space Marines are an elite army, perhaps the most elite anmy in
Warhammer 40,000. Space Marines have access to all manner of
troop types, tanks and characters, from neophyte Scouts and
stalwart Tactical squads, to fearsome war engines such as
Dreadnoughts, Thunderfire Cannon and Land Raiders. With this
diversity comes plenty of tactical options, but there are a few
basics 1o bear in mind as you begin your collection.

THE BASICS

The standard force organisation chart includes two compulsary
Troops units. These are the backbone of your force, Not only do
Troops units bear a large burden of the fighting, they are also
used for seizing objectives — a crucial role in many missions.
Space Marines have a substantial advantage in this area, simply
because their Troops units are more durable than mast other
units in the game!

Space Marines have two Troops units to choose from, but what
s lost in variety is made up for in versatility. Even with only basic
equipment, Tactical squads and Scout squads can perform a
wide range of roles, able to fight at range and in bloody close
combat with equal skill. Better still, as every model comes with
krak grenades as standard, Tactical Marines and Scouts can take
on all but the most heavily armoured vehicle once they get
close enough!

Both types of squad can be further refined 1o a particular role if -
viou wish, with heawy and specialist weapons chosen to deal with
particular foes. From the armour penetrating plasma gun ta the
anti-tank precision of the lascannon, each of these upgrade
weapons has its own role. If you're undecided as to how your
squads should be equipped, a missile launcher is a sensible place
to start. With a choice of frag and krak ammunition, for dealing
with infantry or tanks respectively, a missile launcher will abwiays
wreak havoc, regardless of the nature of your foe.

MIGHTY HEROES

With your Troops chosen, you'll need one or two HQ choices to
lead your army. There are many HOQ choices in a Space Marine
army, and it can be said that each falls into one of two
cateqaories; leader or support.

Leader H(} choices are powerlful fighters, able ta tear through
eneimies at range or in close combat. Captains and Chapter
Masters are the leaders of the Space Marine army, with
formidable battle skills and a broad range of wargear options 1o
further refine their deadliness. Each also has the option for a
retinue unit — a Command Squad or Honour Guard respectivaly
- to further increase the raw combat might of your army. Cin
the other hand, Librarians, Chaplains and Masters of the Forge
are all support HO choices. These are best employed 1o
complement or augment the abilities of another unit. A
Chaplain, for example, boosts a unit’s close combat Prowess
and makes it less likely to ratreat, while a Librarian can harness
his mind to project blasts of eldritch lightning, enhance his
combat prowess or weaken that of his foe

EXPANDING YOUR CHAPTER

Once you've decided on your HQ and Troops units, the maore
specialist units of the army become avarlable for recruitment,
Fast Attack, Elites and Heavy Support units all bring something
unigue o your army, whether through impenetrable Ao,
unique abilities, specialist weaponry or a mix of all three. In a
standard organisation chart you're limited to three picks from
each category, but you shouldn't think of this as too much of a
restriction, In truth, it's really a guideline to help you pick a
balanced and effective army. Everything in the Space Marine
army is fantastic — in fact, pretty much any unit in the army can
fight any other unit in the game with at least a fair chance of
victory. But such splendour doesn’'t come cheap. There are anly
50 many points to go around, and you'll have 1o pick your army
1o a plan, The more you specialise in Land Raider, Predatar and
Whirlwind tanks in Heavy Support, say, the less points you'll have
to spend an the incredibly manoeuvrable and switt-maoving Bike
Squads and Land Speeders from the Fast Attack section.

There are three example Space Marine armies on the following
pages, each chosen to a value of 1,500 points - 3 popular size
of army for an evening’s worth of gaming. Each has been chosen
to a particular theme. The Uliramarine army is truest to a
‘standard’ Space Marine strike force, with a solid core of Tactical
Marines and an even mix of Elites, Fast Attack and Heawy
Support. Such an army contains a balance of firepower, assault
treops and armoured support and is prépared to defeat all-
comers. By contrast, the Salamanders example army is a stalwart
defensive force, with plenty of heavy weaponiry and well-
armeured units, sich as Terminators. The Salamanders army can
both unleash and endure massive amounts of firepower, but
manoeuvies relatively slowly. Finally, the White Scars army is a
lightning-fast assault force, able to seize ground and objectives
at the expense of some heavy firepower. Al of these themes are
viable and battle-winning in their cwn right. As you play more
games you'll discover which balance of units suits you best, and
discover your own tactics for victory

PAINTING YOUR STRIKE FORCE

There are many Space Marine Chapters detailed in this book,
such as the Ultramarines, the Crimson Fists and the White Scars,
On the following pages you'll find painted examples fram more
than thirty different Space Marine Chapters, each with their own
heraldry, colours and markings. If you don't want 1o paint your
army as one of these famous Chapters, but rather want to create
your own heroes of the Imperium, the examples gven in this
book should prove a great source of inspiration. Further
guidance on painting your army can be found in the How to
Paint Citadel Miniatures and How to Paint Space Marines books.

our Space Marine army will likely never stop growing - there
are always fresh tactics ta try and new models 1o callect,
Additional models give you the option to fight battles that last
not merely an hour or an evening, but become a whole day, or
even a weekend's, worth of gaming. That said, you don't have 1o
use all of your miniatures at once - having a wide selection of
units fram which to choose is a joy all of its own,

104 Space Marine Showcase
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The following pages contain an army list that enables you
to field a Space Marines army and fight battles using the
scenarios included in the Warhammer 40,000 rulebogk, It
also provides you with the basic information you'll need
in order to field a Space Marines army in scenarios you've
devised yourself, or that form part of a campaign.

The army list allows you to pick an army based on the
troops that could be fielded by a Space Marines Battle
Company, with attached support drawn from other
companies in the Chapter,

The army list is split into five sections. All the squads,
vehicles and characters in the army are placed inta one of
these depending upaon their role on the battlefield. Each
maodel 5 also given a points value, which varies
depending on how effective that model is in battle,
Before you choose an army, you will need to agree with
your oppanent upon a scenano and the total number of
points each of you will spend. Then you can proceed to

pick your army,

COMPLILSORY OPTIONAL OFTIONAL

1 HOQ 1 HO 3 Fast Attack

2 Troops 4 Troops 3 Heawvy Suppon
3 Elites

USING A FORCE ORGANISATION CHART

The army lists are used in conjunction with the force
organisation chart from a scenario. Each chart is split into
five categories that correspond to the sections in the
army list, and each category has one or more boxes. Each
grey-toned box indicates that you may make one choice
from that section of the army list, while a dark-toned box
indicates a compulsory selection. We've included the
chart used for Standard Missions opposite.

MISSIONS & POINTS

These army lists are primarily designed for use with the
standard Missions from the Warhammer 40,000
rulebook. They may alsa be used with any other missions
that use the Force Organisation charts, but please note
that play balance may be effected if they are used for
anything other than a Standard Mission,

USING THE ARMY LIST

Before putting your army together for a game, agree with
your opponent on the size of each force. Many players
like to play games of 1,500 points per side, which
provides around two hours of play, or the best part of an
afternoon or evening. Look in the relevant section of the
army list and decide what unit you want to have in your
army, how many models there will be in it, and which
upgrades you want {if any). Any upgrades that are taken
must be shown on the model. Once this is done, subtract
the points value of the unit from your total points, and
then go back and make another choice. Continue doing
this until you have spent all your points. Then you're

ready to do battle!

ULTRAMARINES AND OTHER CHAPTERS

This army list is based first and foremost around the
Ultramarines, but can also be used to collect an army
that follows the Codex Astartes. Use the Space
Marines army list presented on the following pages
and paint your miniatures using one of the colour
schemes shown in this book (or make up the colours
and heraldry yourself).

You'll notice that the named characters in the Space
Marines army list are drawn from several different
Chapters, but they can still be used in the same army
if you wish, This can represent the common
occurrence of different Space Marine Chapters
fighting alongside one another. Alternatively, you can
use the model and rules for a named character to
represent a mighty hero of a different Chapter -~ far
example, using the rules and model for Marneus
Calgar as the Chapter Master of the Imperial Fists, or
a Space Marine Chapter of your own design — you just
need to come up with a new name, _

This is a perfect way to persanalise your army = just
make sure your opponent is aware of what everything
counts as.

Space Marine Army List
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ARMY LIST ENTRIES
Each entry in the army list represents a different unit that you can use in a game. More information about the
background and rules for the troops, vehicles and equipment in the army lists can be found on pages 51-95, while
information and examples of the Citadel Miniatures you will need to represent the troops, vehicles and equipment used
in the lists can be found on pages 97-103.

Each unit entry in the army list is split into seven sections:

ASSAULT SQUAD ...

rereeee. 100 Points Page 60
‘ Ws BS 5 T W | A LdSv | @CIptiuns:
Space Marine Sergeant 4 4 4 4 1 4 2 3 3+ | « May include up to five additional Space Marines:
| Space Marine 4 4 4 4 1 4 1 8 3+ J +18 pts per model
= s —— « For every five models in the squad one Space Marine may
@ Unit Composition: @ Special Rules: replace his bolt pistol with one of the following:
[ =4 5pace Marines = And They Shall - & flamer +10 pis
i + 1 Space Marine Sergeant Know Mo Fear - a plasma pistol +15 pts

+ Combat Squads

3 ) Unit Type: = Combat Tactics
= Jump infantry
§ | Dedicated Transport:
Vargear: » The Squad may remaove its

= Power armaodr
= Chainsword

jump packs 1o count a5
Infantry. It may then have

 Bolt pistol a Drop Pod or Rhino for
+ Frag and krak grenades free. Mote that upgrades
* lump pack must be bought as

normal, (see page 135 for
| points costs).

@Unit Profile: At the start of each entry you will find
the name of the unit, the profile of any models it can
include, and the points cost of the unit without any
upgrades. For example, the entry shown above is for
an Assault Squad that costs 100 points.

@Unit Composition: Where applicable, this entry lists
the number and type of models that make up the
basic unit. For example, the 100 point Assault Squad
shown above is made up of a Space Marine Sergeant
and four Space Marines.

@ Unit Type: This entry refers to the Warhammer
40,000 Unit Type Rules chapter. For example, 2 unit
may be Infantry, Vehicle or Jump Infantry, and be
subject to a number of rules regarding movement,
shooting, assault etc. If the Unit Type box includes the
word ‘Unigue’ you may only include one of this unit
in your army

®Wargear: This entry details the equipment the
models in the squad entry carry. The cost for all of
these models and all of their equipment is included in
the points cost with the unit profile.

@ Special Rules: Any special rules that apply to the
unit are listed hers. These special rules are explained
in further detail in the Forces section. Some refer to
the Universal Special Rules section of the Warhammer

Space Marine Armv List

» The Space Marine Sergeant may replace his bolt pistol
ancfor chainsword with:

- a storm shield +15pts |
- a plasma pistol +15pis |
- a power weapoen or lighining claw +15 pts
- a power fist +25 pts
- a thunder hammer or pair of lightning claws +30 pts
» The Space Maring Sergeant may take:
- melta bombs 45 pis
- a combat shield 45 pls

40,000 rulebook. For example, the Assault Squad
shown above benefits fram the ‘And They Shall
Know Mo Fear' and ‘Combal Sguads' Special Rules,
which are detailed in the Space Marines Army Special
Rules on page 47, as well as the Deep Strike Scenario
Special Rule, which can be found in the Warhammer
40,000 rulebook

@Transpnrt: This last entry refers to any transport
vehicles the unit may take. These have their own
entry on page 135. The Transport Vehicles section of
the Warharmmer 40,000 rulebook explains exactly
how these dedicated transports work.,

@Clptions: This section lists all of the upgrades you
may add to the unit if you wish to do so. f a model
is equipped with something listed in the Unit
Upgrades section then you must pay the points for it
- you may not take an upgrade unless a model in the
unit actually has it. Some units have additional
options regarding how they may be chosen or
fielded, often depending on whether an associated
special character is taken. Where an oplion states
that you may exchange ane weapon ‘andfar’
another, you may replace either, neither or both
provided you pay the stated points cost
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MARNEUS CALGAR, LORD MACRAGGE ...

250 Points

WS BS S T W | A LdSv Special Rules: Options:
Marneus Calgar 6 S5 4 4 4 S 4 10 3+ * And They Shall = Replace power armour

Ty Know Mo Fear with Armour of Antilochus
Unit Composition: Wargear: * Combat Tactics +15 pts
* 1 (Unigue) = Power armour * Independent Character

* Power sword = Titanic Might
Unit Type: + lron Halo » God of War
= |nfantry = Gauntlets of Ultramar = Orhital Bombardment
* Eternal Warrior

I Master of the Liltlamannes

If your army includes Marneus Calgar, you may take three Honour Guard squads, rather than the usual one allowed for a Chapter
Masier {see page 131} Dnly one 5.q|..ad m:’q,r carry the Chapter Hann{’r These units do not count agams: yuur HO allowance.

CAPTAIN CATO SICARIUS .. .

’ WSsBS S T W I
|La.t05H:ar|u5 6 5 4 4 3 5

A Ld Sv
310 2+

Unit Composition: Wargear:

« 1 (Unique) = Mantle of the Suzerain

+ Talassarian Tempest Blade
Unit Type: * Plasma pistal
= Infantry * Frag and krak grenades

* |ron Halo

... 200 Points

Special Rules:
« And They Shall
know Mo Fear
« Combat Tactics
¢ [ndependent Character
= Rites of Battle
» Surprise Attack!
* Battle-forged Heroes

IEHIEF LIBRARIAN TIGURIUS

Ws BS 5 T W i A Ld Sv
Varro Tigurius 5 4 4 4 2 4 2 10 3+
Unit Compaosition: Wargear:
= 1 (Linique) * Power armaour
+ Bolt pistol
Unit Type: + Hood of Hellfire
= |nfantry * Frag and krak grenades

* Rod of Tigurius

CHAPLAIN: CASSIUS i siasinmint miesiviiasss i)

WSBS S T W | A LdSv
QOrtan Cassius 5 4 4 6 2 4 2 10 3+
| S— - -
Unit Composition: Wargear:

* 1 (Unigue) * Power armour

« Crogius Arcanum
Unit Type: * Rosarius
* Infantry = Bolt pistol

= Infernus

* Frag and krak grenades

...230 Points

Special Rules:
» And They Shall
Know Mo Fear
= Combat Tactics
* Independent Character
* Master Psyker
« Gift of Prescience

Page B5
Page 86
Psychic Powers:

Smite

Force Shield

The Avenger

Might of Ancients

Mull Zone

The Gate of Infinity
Vortex of Doom
Quickening
Machine Curse

125 Points

Special Rules:

+ Independent Characler
+ Combat Tactics

+ Honour of the Chapter
= Liturgies of Battle

* Feel no Fain

Page B7
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CHAPTER MASTER PEDRO KANTOR ............

W5 B5 5 TW‘I A Ld Sv

Pedro Kantor 6 5 4 4 3 5 3 10 3+

Unit Compaosition: Wargear:

e 1 (Unigue) * Power armour
* Daorn's Arrow

Unit Type: * Power fist

* Infantry » Frag and krak grenades
« |ron Halo

175 Points

Special Rules:
« And They Shall

Know No Fear
= Combat Tactics
* Independent Character
Orbital Bombardment
* |nspiring Presence
Chapter Tactics

Page 20

Master of the l
Crimson Fists: i
it your army includes Pedro |
Kantor, you may also |
include one Haonour Guard |
squad (see page 131 for
details). This unit does not
count against your HQ
allowance,

CAPTAIN DARNATH LYSANDER .

WSBSSTW’IAL{IS\I’

| Darnath Lysander 6 5 4 4 4 5 3 102+
Unit Composition: Unit Type:
+ 1 (Unigue) = Infantry

]

...200 Points

Wargear:

« Terminator armour
= The Fist of Darn

* Storm shield

Special Rules:
» And They Shall
Know No Fear
* Combat Tactics
* |ndependent Character
= Bolter Drill
= Eternal Warricr
s Chapter Tactics
= Bolster Defences

SHADOW CAPTAIN KAYVAAN SHRIKE........ ..

WSBS S T W | A LdSv
iKawaanShnke 6 5 4 4 3 5 3 10 3+

195 Points

Wargear:
» Power armour
= Frag and krak grenades

Unit Composition: Unit Type: « Bolt pistol
= 1 (Unique) s Jump infantry = The Raven's Talons
« lump pack
» lron Halo
FORGEFATHER VULKAN HE'STAN ... 190 Paints
| WS BS 5 T W | A LdSv Wargear:
| Vulkan He'stan E S 4 4 3°5 3 10 2 » Artificer armour
i e e —— » Frag and krak grenades
Unit Compaosition: Unit Type: « Bolt pistal
.1 (Unigue) + |nfantry = Kesares Mantle
* The Spear of Vulkan
« Digital weapons
« The Gauntlet of the Forge
KOR'SARRO KHAM ... .. _.160 Points
WS BS S T W | A LdSv : Wargear:
Korsarro Khan & 5 4 4 3 5 3 103 | = Power armour
e T ey [y ey = Frag and krak grenades
Unit Composition: Unit Type: » Bolt pistol
= 1 {Unigque} * Infantry = Moonfang
— —t e + Iron Halo
‘ Mounted Assault:
if Karsarra Khan rides boondrakkan, Space Marine Bike | Options:

l squads of at least five models may be taken as Troops choices.

s Moondrakkan +45 pts

Page 92

Special Rules:
« And They Shall

Know Mo Fear
* Combat Tactics
» Independent Character
s Spp, But Remain Linseen
* [ hapter Tactlics

Page 93

Special Rules:
+ And They Shall
Know Mo Fear
* Combat Tactics
+ |ndependent Character
« Chapter Tactics

Page 94

Special Rules:
* and They Shall
Know Mo Fear
= Combat Tactics
* Independent Character
* Master of the Hunt
* Chapter Tactics



SPACE MARINE CHAPTER MASTER ... ... 125 Points
WSBS S T W 1 AlLldSy |  Options
Chapter Master 6 5 4 4 3 5 3 10 3+ | « Replace balt pistol and/or chainsword with:
— - a boltgun free
- a storm bolter +3 pis
Unit Compaosition: Special Rules: - a combi-flamer, -melta or -plasma +10 pis
s 1 Chapter Master * And They Shall - a storm shield, power sword, lightning claw
Know No Fear or plasma pistol +15 pts
Unit Type: * Combat Tactics - a power fist +25 pts
= Infantry « Independent Character - a relic blade +30 pts
+ Orbital Bombardment - a thunder hammer +30 pis
Wargear: = Replace power armour with artificer armour +15 pis
» Power armour * Take melta bombs +5 pis
+ Chainsword * Take digital weapons +10 pis
= Boll pistol * Take hellfire rounds +10 pis
= Frag and krak grenades » Take auxiliary grenade launcher +15 pts
* jron Halo = Replace power armour, balt pistol, chainsword, frag and

krak grenades with Terminator armour with storm bolter

and power sword +40 pts
* Replace Terminator armour's storm baolter with!

- combi-flamer, -melta or -plasma +5 pis
- lightning claw, +1(0 pts
- thunder hammer +20 pts

= Replace Terminator armour's power sword with:
- lightning claw +5 pts
- - power fist or storm shield 410 pts
- thunder hammer or chanfist +15 pts

= If Terminator armour is not chosen, may have one
of the following:

= Jump pack +25 pts
- Space Marine bike . +35 pts
HONOUR GUARD SQUAD ... 3 .15 Paints Page 53
You may include one Honour Guard squad for E'.rer'_.f Chapter Master in your army,
This unit does not count against your HQ allowance.
W5 B5 5 TW | A LdSv Options:

Chapter Champion 5.4 4.4 1 4 310 2+ = May include up 1o seven additional Honour Guards

Honour Guard 4 4 4 4 1 4 2 W0 24 -+35 pts per model

7 = —_ = * The Chapter Champlun may replace his boltgun
Unit Composition: Special Rules: with:
* 1 Chapter Champion * And They Shall - a combat blade... free
« 2'Honour Guards know Mo Fear * The Chapter Champion may replace his power

+ Combat Tactics sword with:
Unit Type: * Honour ar Death - & thunder hammer +15 pts
« Infantry (Chapter Champion only) * The Chapter Champion may take:
- digital lasers______ +10 pts

Wargear; Dedicated Transport: + Any model may take:
» Artificer armour = May select a Drop Pod, - & relic blade. .. +15 pts per model
* Power weapaon Rhino or a Razorback - auxiliary grenade launcher_._+15 pts per mode/
* Frag-and krak grenades (see page 135 for * One Honour Guard may carry the Chapter Banner:;
+ Boltgun points values). i e Ll e U T 425 pts
+ Bolt pistol

Space Marine Army List

131




———————

e —rEEE——

i

|

SPACE MARINE CAPTAIN .............cooireciiieien.. 100 Points
WSEBS S TW 1 AldsSy |  Options:
Captain § 5 4 4 3 5 3 10 3+ s Replace bolt pistol and/or chainsword with:
s =— B - a boltgun
Unit Composition: Unit Type: - a storm balter
« | Captain * |nfantry - 3 combi-flamer, -melta or -plasma
- a storm shield, power sword,

Wargear: special Rules: lightning claw or plasma pistol
» Power armour « And They Shall - a power fist
= Chainsword Know No Fear - a relic blade
= Bolt pistol « Combat Tactics - a thunder hammer
* Frag and krak grenades » |ndependent Character » Replace power armour with artificer armour
« fron Halo « Take melta bombs

+ Take digital weapons

Mounted Assault:
If your army includes a Captain on Space Marine bike, Space
Marine Bike squads of at least five models may be taken as

» Take hellfire rounds
 Take auiliary grenade launcher

Page 54

free
+3 pis
+10 pts

+15 pis
+25 pts
+30 pts
+30 pis
+15 pis

+5 pts
+10 pts
+10 pts
+15 pts

Replace power armour, bolt pistol, chainsword, frag and
krak grenades with Terminator armour with storm bolter

Troops cheices. and power sword +40 pts
— — | s Replace Terminator armour's storm bolter with:
- combi-flamer, -melta or -plasma +5 pts
- lightning claw +10 pts
- thunder harnmer +20 pts
s Replace Terminator armour’s power sword with:
- lightning claw +5 pis
- power fist or storm shield +10 pts
- thunder hammer or chaindist +15 pis
« If Terminator armaour is not chosen,
may have one of the following:
- Jump pack - +43 pts
- Space Marine bike +35 pts
I COMMAHND SQUAD ...........coccccmiiaccieinraanasecanannenso. 115 PoiNtS Page 55
You may take one Command Guard squad for every Space Marine Captain in your armiy lincluding Captain Sicarius, Captain
Lysander, Shadow Captain Shrike and Eorsarre Khan), This unit does not count against your HO allowance.
i Ws BS 5 T W | A Ld Sv Unit Options:
Company Champion 5 4 4 4 1 4 = » One Veteran may carry the Company Standard: 415 pis
Apothecary 4 4 4 4 1 4 2 9 3+ s Orne Veteran may be upgraded to a Company Champion
Veteran 4 & 4-4 1 4-2 3 3+ with a power weapen and combat shield: +15 pts
S = : = —— & The entire squad may nide Space Marine bikes: . +30 pts
Unit Composition: Special Rules:
= 4 Veterans = And They Shall Model Options:
* 1 Apothecary Know Mo Fear » Any Veteran may replace his chainsword andfor bolt
= Combat Tactics pistol with:
Unit Type: - a storm bolter _. +3 pis
* Infantry Dedicated Transport: - aflamer ... i, +5 pts
» May select a Drop Pod, - a meltagun : +10 pts
Wargear: Rhino or a Razorback - a combi-flamer, -melta or -plasma +10 pts
« Power armour {see page 135 for - a plasma gun, power sword or lightning claw  +15 pis
« Chainsword points values) - a power fist : : +25 prs
» Frag and krak grenades - a thunder hammer ! i +30 pts
= Boltgun or bolt pistel = Any Veteran may replace his bolt pistol with:
+ The Apocthecary - a plasma pistol o T | +15 pts
also has a narthecium » Any Veteran may have the following:
- melta bombs +5 pts
- a storm shield. .+15pts




Unit Composition: Special Rules:

¢ 1 Librarian o And They Shall
Know No Fear
Unit Type: s Combat Tactics
e Infantry o Independent Character
e Psyker
Wargear:

Psychic Powers:

A Librarian has any two

of the following powers:
Smite, Force Dome,
Machine Curse, Quickening,
Null Zone, The Avenger,
Might of Ancients,

The Gate of Infinity,

Vortex of Doom.

e Power armour

o Boltgun or bolt pistol

e Frag and krak grenades
e Force weapon

o Psychic hood

SPACE MARINE CHAPLAIN ...

WSBSS TW I A Ld Sv
Chaplam S A e el L) e

Unit Composition: Special Rules:

e 1 Chaplain e Combat Tactics

o Independent Character
Unit Type: e Liturgies of Battle
e Infantry o Honour of the Chapter
Wargear:

e Power armour

e Boltgun or bolt pistol

o Frag and krak grenades
e Rosarius

e (Crozius Arcanum

s R e R e e

[ WSBS S T W | A LdSv
Master of the Forge 4 5 4 4 N AR 08 2

Special Rules:
e And They Shall

Know No Fear
Unit Type: e Combat Tactics
o Infantry Independent Character
Blessing of the Omnissiah
Wargear: e Bolster Defences

o Artificer armour

o Servo-harness

e Boltgun or bolt pistol

e Frag and krak grenades

Unit Composition:
o 1 Master of the Forge

Lord of the Armoury:

100 Points

Options:

e Upgrade to an Epistolary.. +50 pts
e Replace boltgun with:
- a storm bolter....... +3 pts
- a combi-flamer, —melta or plasma ...................................... +15 pts
- a plasma pistol ... +15 pts

e May replace povver armour, boitgun frag and krak
grenades for Terminator armour and:

- no additional weapon...

- a storm bolter

- a combi-flamer, -melta or —plasma Bl T Al 435 pts

- a storm shield.... e +40 pts
o |f Terminator armour is not chosen
may have one of the following:
- Jump pack .. ATE e +25 pts
- Space Marme bnke +35 pts
100 Points Page 58
Options:

o Replace boltgun with:
- a storm bolter
_ a combi-flamer, -melta or -plasma....
- a power fist......
- a plasma pistol...........
Take melta bombs...
Take digital WEAPONS et
e May replace power armour, boltgun, frag and krak
grenades for Terminator armour and:
=2 SEOIM DOMRET ot +30 pts
- 3 combi-flamer, -melta or -Plasma.....wwe +35 pts -
If Terminator armour is not chosen,
may have one of the following:
- Jump pack... i
- Space Marine biKe ..

100 Points Page 70
Options:
» Replace servo-harness and boltgun Wlth
- CONVErSIon beamer ... o420 pts
e Replace boltgun with:
L istormibeler L. s e +5pts

- a combi-flamer, -melta or -plasma..................-o +10 pts

Cgplesmeipistel L e e
o Take digital WEAPONS ..o
o Take either:

S ORI SWOIA (. oo R

S ShURAEeRPBaMMEr ..o
e May ride a Space Marine bike el oot aie o

Dreadnoughts, Venerable Dreadnoughts and

If you include a Master of the Forge in your army,
ironclad Dreadnoughts may be taken as Heavy Support choices as well as Elites choices.
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TACTICALSQUAD ... e,
WSBS S T W | A LdSv

Space Marine Sergeant 4 4 4 4 1 4 2 9 3+

Space Manng 4 4 4 4 1 4 1 8 3+

Special Rules:

+ And They Shall
Know Mo Fear

* Combat Squads

+ Combat Tactics

Unit Composition:
s 4 Space Marines
+ | Space Marine Sergeant

Unit Type:
= |nfantry
Dedicated Transport:

* May select a Rhino or a
Razorback, if the squad
numbers ten models, may
take a Drop Pod
(see page 135 for

Wargear:

= Power armour

* Bolt pistol

* Frag and krak grenades
* Boltgun

- Eﬁ ,ﬁ I'iilﬂ”lf Ay (i "a
TROOPS

80 Points Page 59
Options:
« May include up to five additional Space Marines: __+16 pts

per model
» If the squad numbers ten models, one Space Marine may
replace his boltgun with one of the following:
- & flamer._ free
- & meltagun +3 pts
- a plasma gun +]0 pts
If the squad numbers ten models, one Space Marine may
replace his boltgun with cne of the following:
- a heavy bolter, multi-melta or a missile launcher__ free
- a plasma cannon +5 pis
- @ lascannon +10 pts
* The Space Marine Sergeant may replace his boltgun
andfor bolt pistol with:
- a chainsword free

-

points costs). - a combi-melta, -flamer or -plasma +10 pts
- a storm bolter +10 pts
- a plasma pistol, +15 prs
= @ POWEr Weapon +15 pts
- a power fist +25 pts
« The Space Marine Sergeant may take:
- melta bombs +5 pts
- teleport homer . +15 pts
SCDUT SQLIAD ...75 Points Page 66
[ WSBS S T W | ALdSv | Options:
| Scout Sergeant 4 4 4 4 1 4 2 9 4+ | * May include up to five additional Scouts
| scout 3 03 4 41 41 B 4+ | +13 pts per mode!
' = e o . Any model may replace his boltgun with;
Unit Composition: Special Rulas: - a shotgun, combat blade or sniper rifle froe
* 4 Scouts = And They Shall » One Scout may replace his boltgun with a heavy bolter
* 1 Scout Sergeant Know Mo Fear {with hellfire shells) or a missile launcher +10 pts
+ Combat Squads + The Scout Sergeant may replace his boltgun andfor balt
Unit Type: * Combat Tactics pistol with:
* Infantry » |nfiltrate - a combi-melia, -flamer or -plasma +10 pts
+ Move Thraugh Cover - a plasma pistol +15 pts
Wargear; * Scouts - @ pOWer weapon +15 pts
* Scoul armour - a power fist +25 pts
= Bolt pistol * The Scout Sergeant may take:
+ Boltgun - melta bombs +5 pts
* Frag and krak grenades - teleport homer. +15 pts
* The squad may have camo cloaks +3 pts per model
SERGEANT TELION .. : = ...50 Points Page 88
One Scout squad in the :lrrng,' ma:,l :Eplal:e |ts Scm.rt EErgseanl wnh Sergeant Telion.
WS l!5 5 ¥ W I A Ld Sv Special Rules:
Sergeant Telion 5 6 4 4 1 4 2 9 4% * And They Shall * Scouts
o i B Know No Fear * Acute Senses
Unit Type: Wargear: » Combat Tactics = Eye of Vengeance
= Infantry * Scout armour s Infiltrate * Voice of Experience
+ Bolt pistol * Mowve Through Cover * Stealth

* Frag and krak grenades
* Stalker Pattern Boltgun

Space Marine Army List




Certain Space Marine units have the option of selecting a dedicated tr
Force Organisation charl selections, but otherwise function as separate units

40,000 rulebook for details of how transport vehicles operate

RHINO ... e rons wRoe T
—
| - Armour - |
| BS F 5 R |
| Rhing 4 111110 |
| E—— - — -t
Unit Composition: Wargear:
= | Rhino « Storm bolter
« Smoke launchers
Unit Type: = Searchlight

« Vehicle (Tank)

RAZORBACK .....coiciinnennes R, 5=
r Armour 1 |
BS F S R
| Razorback 4 11 1110 |
Unit Compaosition: Wargear:

« Twin-linked heavy bolter
« Smoke launchers

« 1 Razorback .

Unit Type: « Searchlight

« ‘ehicle (Tank)
Transport Capacity:
+ Six models

DROPPOD.......ccccconnpureeie

[ B — Armour -._
BS F 5 R

'lepPud 4 12 1212 |

Unit Composition: Wargear:

» 1 Drop Pod » Storm bolter

Unit Type:
« Vehicle (Dpen-topped}

DEDICATED TRANSPORTS

ansport vehicle. These vehicles do not use up any
gea the Vehicles section of the Warhammer

Special Rules:

« |nertial Guidance
+ Immobile

« Drop Pod Assault

Transport Capacity:

+ Twelve models, ong
Dreadnought or ane
Thunderfire Cannon

Options:

» Replace storm bolter with
deathwind missile launcher

« Take a locator beacon

35 Points Page 76
Transport Capacity: special Rules:
« Ten models « Repair
Options:
« May take any of the following:
- a storm bolter +10 pts
- a hunter-killer missile +10 pts
- a dozer blade +5 pts
- gxtra armour +15 pts
A0 Points Page 77
Options:
» Replace twin-linked heavy bolters with:
- twin-linked heavy flamer +25 pts
. twin-linked assault cannon +35 pts
- twin-linked lascannon . +35 pts
- lascannon and twin-linked plasma gun: +35 pts
« May take any of the following:
- a storm bolter +10 pts
- a hunter-killer missile +10 pts
- a dozer blade +5 pts
- @xifa anmour 415 pts
.35 Points Page 69

System

+20 pts
410 pls




ELITES

TERMINATOR SQUAD ...,

200 Paoints Page 64
Options:
« May include up to five additional Terminators:

+40 pts per mode!

= For every five models in the squad, one Terminator may
choose ane of the following options:
- replace his storm bolter with a heavy flamer +5 pts
- replace his storm bolter with an assault cannon _+30 pis
- take a cyclone missile launcher +30 pis
» Any Terminator may replace his power fist with a chainfist:
+5 pts per model

Dedicated Transport;

« One Terminator squad in the army may select a Land
Raider of any type as a dedicated transport.
(see Heavy Support {or points costs).

200 Points Page 64
Options:
» May include up to five additional Terminators:
+40 pts per mode!
* Any model may replace his lightning claws with a thunder
hammer and storm shield:  freo

Dedicated Transport:

» One Terminator Assault Sqguad in the army may select a
Land Raider of any type as a dedicated transport.
{see Heawvy Support for points costs)

WSBS § TW | A Ld Sv ‘
Terminator Sergeant 4 4 4 4 1 4 2 9 2+
Terminator 4 4 4 4 1 4 2 9 2+
Unit Composition: Special Rules:
* 1 Terminator Sergeant + And They Shall
= 4 Terminators Know Mo Fear
* Combat Squads
Unit Type: + Combat Tactics
* Infantry
Wargear:
» Terminator armour
¢ Storm bolter
* Power sword (Terminator Sergeant)
« Power fist (Terminators)
TERMINATOR ASSAULT SQUAD .............oooooe
WSBSSTWIﬁLdSvi
Terminator Sergeant 4 4 4 4 1 4 2 8 2+
Terminator 4 4 4 4 1 4 2 89 2+ )
Unit Composition: Special Rules:
+ 1 Terminator Sergeant + And They Shall
» 4 Terminators Know No Fear
* Combat Squads
Unit Type: « Combat Tactics
* Infantry
Wargear:
= Terminator armour
» Lightring claws
STERNGUARD VETERAN SQUAD .. ... .
Wl WSBS S TW | ALdSv |
| Space Marine Sergeant 4 4 4 4 1 4 2 9 34
| Veteran 4 4 4 4 1 4 2 9 3+ |
L e ——— - .}
Unit Composition: Special Rules:

* | Space Marine Sergeant
= 4 Veterans

= And They Shall

Know Mo Fear
* Combat Squads
Unit Type: + Combat Tactics
* |nfantry

Wargear:

* Power armour

* Boltgun

+ Holt pistol

* Special issue ammunition
+ Frag and krak grenades

Space Marine Army List

...125 Points

Page 63

Options:
s May include up to five additional Veterans:+25 pts per model
« The Space Marine Sergeant may replace his bolt pistal
andfor his boltgun with:
- a chainsword free

- @ power weapon or lightning claw +15 pts
- @ plasma pistol +15 pis
- @ power fist +25 pls
* The Space Marine Sergeant may take:
- melta bombs +5 pis

* Any model may replace his boltgun with:

- a storm bolter, combi-melta, -flamer or -plasma _+5 pts
» Two Veterans may replace their boltguns with:

- a flamer, meltagun, heavy bolter, a multi-melta

or a missile launcher +5 pts
- a plasma gun, plasma cannon or heavy flamer__+10 pts
- a lascannon +15 pis

Dedicated Transport:
= May select a Drop Pod, Rhino or a Razorback
(see page 135 for points costs)



ELITES

VENERABLE DREADNOUGHT ... correreenen.. VG5 Points Page 65
R e AL = o
| - Armour - | Options:
| wsBs s F S R 1 A | » Replace storm bolter with heavy flamer: 10 pis
Venerable Dreadnought 5 5§ 6 1212 10 4 2 « Replace multi-melta with:
T = — - twin-linked heavy flamer o free
Unit Composition: Wargear: - twin-linked heavy bolter +5 pts
« 1 Venerable Dreadnought  * Multi-melta - twin-linked autocannon +10 pts
+ Dreadnought close - plasma cannon or assault cannon +10 pts
Unit Type: combat weapon (with - twin-linked lascannon = __.+30pts
= Yehicle (Walker) built in storm balter) = Replace Dreadnought close combat weapan with
+ Smoke launchers - twin-linked autocannon or missile launcher: +10 pts
= Searchlight « Take extra armour .+15 pts
special Rules: Dedicated Transport:
« Venerable » May select a Drop Pod (see page 135).
DREADNDUGHT - Page 65
- Armour - | Options:
WsBs § F S R 1 A | » Replace storm bolter with heavy flamer... +10 pts
Dreadnought 4 4 6 121210 4 2 | = Replace multi-melta with
L - twin-linked heavy flamer.. R e
Unit Composition: Wargear: - twin-linked heavy baolter: A5 pis
s 1 Dreadnought » Multi-melta - twin-linked autocannon: +10 pts
+ Dreadnought close - plasma cannon or assault cannon +10 pis
Unit Type: combat weapan {with - twin-linked lascannon 430 pts
« Vehicle (Walker) built in storm bolter) » Replace Dreadnought close combat weapon with:
= smoke launchers - twin-linked autocannon or missile launcher: +10 pts
= Sparchlight « Take extra armour. ; .+15 pts
Dedicated Transport:
= May select a Drop Pod (see page 135},
IRONCLAD DREADNOUGHT .....cooooviviicrimmieicinnnnn 135 Points Page 65
- Armour — —l Options:
wses s F 5 R I A » Replace storm bolter with heavy flamer...... . +10pts
Ironclad Dreadnought 4 4 & 131310 4 I + Replace meltagun with heavy flamer +5 pts
= = Replace Dreadnought close combat weapon
Unit Composition: Wargear: and storm bolter with a hurricane bolter. 10
» 1 lronclad Dreadnought » Seismic hammer (with = Replace seismic hammer with a chainfist_. . Tree
built in mehagun) s Take up to two hunter-killer nissiles . +10 pts each
« Dreadnought close « Take Ironclad assault launchers ... +15 pts

Unit Type:

= Vehicle (Walker} combat weapon {with

built in storm bolter)
+ Smoke launchers
= Searchlight
« Extra armour

special Rules:
« Move through cover

Dedicated Transport:
« May select a Drop Pod (see page 135).
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TECHMARINE ... ... ..

...50 Points Page 71
[ WSBS S T W | A Ld sy Options:
i Techmarine 4 4 4 4 1 4 1 8 24 * Upgrade servo-arm 1o a servo-harness +25 pts
5 * Replace boltgun with:
Unit Composition: Special Rules: - a storm balter. i +3 pts
+ 1 Techmarine * And They Shall - a combi-flamer, -melta or -plasma. +10 pts
Know Mo Fear - a plasma pistol +15 pts
Unit Type: * Combat Tactics * Take either:
* Infantry * Independent Character - 8 POWer weapon +15 pis
* Blessing of the Omnissiah - a thunder hammer +30 pis
Wargear: * Bolster Defences * May have a Space Marine bike +35 pts
* Artificer armour
* Seryo-arm
= Boltgun or bolt pistal
* Frag and krak grenades
SERVITORS ... r .10 Points . e, ..Page 72
You may include one umt al’ Spenﬂtors fm E\-E-:;.r Techmanne oF Maste: of the Fnrg-E in 'y'aur arm:.-
WSBS S T W 1 A Ld Sv Options:
Servitor G b RS s S i T R Jr I8 * May include up to four additional Servitors
= +15 pts per mode!
Unit Composition: Wargear: * Up to two Eemtors may replace their servo-arm with:
= 1 Servitor * Servo-arm - a heavy bolter +20 pis
- multi-melta or plasma :annon +30 pts
Unit Type: Special Rules:
* |nfantry * Mindlock
LEGION OF THE DAMNED SQUAD .. ...155 Paints Page 95
WSBS S TW I ALdSy |  Options:
Damned Sergeant 5 4 4 41 42103+ | * May include up to five additional Damned Legionnaires:
| Damned L,u;-qmnaqre 4 4 4 4 1 4 2 103+ | +30 pts per model
N === e = * The Damned Sergeant may replace his boltgun with:
Unit Composition: Special Rules: - a chainsword free
= 1 Damned Sergeant * Fearless - a combi-melta, -flamer or -plasma +10 prs
* 4 Damned Legionnaires * Unyielding Spectres - a storm bolter +10 pts
« Aid Unlooked For - a plasma pistol +15 pts
Unit Type: * Slow and Purposeful - 3 POWET WEapon +15 pts
* Infantry - a power fist +25 pts
* One Damned Legionnaire may replace his boltgun with
Wargear: one of the following:
= Bolt pistol - a flamer, meltagun or plasma gun +20 prs
= Frag and krak grenades * One Damned Legionnaire may replace his boltgun with
= Boltgun one of the following:
- 8 heavy bolter +10 pts
- a missile [auncher +15 pts
- a plasma cannon +20 pts
- a lascannon, multi-melta or heawy flamer +30 pts
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ASSAULT SQUAD ...l ot oo
] WSBS S T W | A LldSv |
Space Marine Sergeant 4 4 4 4 1 4 2 9 34
Space Marine 4 4 4 4 1 4 1 B 3+
Unit Composition: Special Rules:
« 4 Space Marines = And They Shall
= 1 Space Maring Sergeant kKnow Mo Fear

= Combat Squads
Unit Type: « Combat Tactics
* Jump infantry

Dedicated Transport:

Wargear: » The Squad may remove its
= Powwer armour jump packs to count as

= Chainsward Infantry. It may then have
+ Bolt pistol a Drop Pad or Rhing for

* Frag and krak grenades free. Note that upgrades
= Jump pack must be bought as

normal. (see page 135 for
points costs),

AT AT TR TR
FAST ATTACK

"' = Lay i i . =y

100 Points Page 60
Dptions:
« May include up to five additional Space Marines:
+18 pts per model
* For every five models in the squad one Space Marine may
replace his bolt pistol with one of the following:
- a flamer +10 pts
- a plasma pistol +15 pts
» The Space Marine Sergeant may replace his bolt pistol
andfor chainsword with:

- & storm shield +15 pts
- a plasma pistol +15 pis
- a power weapon or lightning claw +15 pre
- a power fist +25 pts
- a thunder hammaer or pair of lightning claws. . +30 pts
« The Space Marine Sergeant may take:
- melta bombs +5 pis
- a combat shield +5 pts

VANGUARD VETERAN SQUAD

WS BS 5 T W I A Ld5v
Space Marine Sergeant 4 4 4 4 1 4 2 9 3+
Veteran 4 4 4 4 1 4 F 8 3+ |
Unit Composition: Special Rules:
* 1 Space Marine Sergeant = And They Shall
= 4 Veterans Know No Fear

= Combat Squads

Unit Type: * Combat Taclics

= Infantry » Heroic Intervention
Wargear: Dedicated Transport:

» Power armour « If the squad does not have
» Baolt pistol jump packs, it may select

a Drop Pod, Rhing or a
Razorback (see page 135
for points costs)

* Frag and krak grenades

« Chainsword (the Sergeant
instead has a power
sword).

...125 Points

Page 62

Options:
= May include up to five additional Veterans:
+20 pis per model

= The Sergeant may replace his power sword with

- a lightning claw. free

- a power fist +10 pts

- a thunder hammer or relic blade +15 pts
» Any maodel may replace his baolt pistol andfor chainsword

with:

- a storm shield

- a plasma pistol

- @ power weapon aor lightning claw

- a power fist__.

- a thunder hammer
= Any model may take:

- melta bombs P P - +5 pts
* The entire squad may have Jump “packs:

+15 pts
+15 pis
+15 pts
+25 pts
+30 pts

+10 pts permode!

LAND SPEEDER SQUADRON ...

- Armour -
BS F 5 R
Land Speeder 4 10 10 10
Unit Composition: Wargear:
+ 1-3 Land Speeders « Heavy bolter
Unit Type: Special Rules:

= Vehicle (Fast, Skimmer) = Deep Strike

50 Points per model Page 74
Options:
*» Any Land Speeder may replace its heavy bolter with:
- heavy flamer A free
- multi-melta . +10 pts
= Any Land Speeder may be upgrau:led wnh one of the
following:
a Typhoon missile launcher +40 point
- a Tornado pattern:
~heavyflamer .. R +10 pis
- heavy bolter .. i e st L +10 pts
- mult-melta +20 pts

- assault cannon Pt
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‘ Biker Sergeant
Space Marine Biker

4 45} 1 4

A
4 4451 4 2
1
4 452 4 2

Unit Composition:
= 1 Biker Sergeant
* 2 Space Marine Bikers

* Power armour

* Frag and krak grenades
* Space Marine bike

Special Rules:

* And They Shall
Know Mo Fear

* Combat Squads

* Combat Tactics

FAST ATTACK

SPACE MARINE BIKE SQUAD ...

ATTACK BIKE SQUAD ...

-
|mn_!

AT o S e

Space Marine Army List

WSBS S T W | A
4 4 44052 4 2
Unit Composition: Wargear;
* 1-3 Attack Bikes * Power armour
= Bolt pistol

* Frag and krak grenades
* Space Marine bike

* Heavy boller

ceeeeniene...90 Points Page 68
Options:
* May include up to five additional Space Marine Bikers
+25 pis per modeal
* The Biker Sergeant may replace his balt pistol with
- a plasma pistol : +15 pts
- 8 combi-melta, -flamer or -plasma___ +10 pts
= 3 POWEr Weapon +15 pis
- 8 power fist +25 pts
= The Biker Sergeant may take:
- melta bombs +5 pts
* Up to two Bikers may replace their bolt pistols with:
- a flamer - +5 pts
- & meltagun +10 pts
- @ plasma gun . . +15 pts
* Add one heavy bolter armed Attack Bike to the Squadron
i +40 pts
= The Attack Bike may upgrade its heavy balter
to a multi-melta +10 pts
.. 40 Points per model Page 68

Special Rules:

* And They Shall
Know Mo Fear

* Combat Tactics

Options:
* Any Attack Bike may upgrade its heawvy bolter
to a multi-melta 410 pis




LAND SPEEDER STORM ...
T Amour |

! BS F S R |

i Land Speeder Stomm 3 10 10 10 I

Unit Compaosition: Wargear:

= Heavy bolter
« |amming beacon
» Cerberus launcher

+ 1 Land Speeder Storm

Unit Type:
« vehicle (Fast, Skimmer,
Open-topped) Transport Capacity:

» Enve models (Scouts only)

UAD

SCOUT BIKE SQUAD ...

ws B5 5 T W | A Ld Sv

Scout Biker Sergeant 4 4 4 4(5) 1 4 2 9 44

| Scout Biker 3 3 445 1 4 1 & 44

special Rules:

= And They Shall
Know Mo Fear

« Combat Squads

« Combat Tactics

Unit Compaosition:
! « 1 Scout Biker Sergeant
| = 2 Scoul Bikers

: Unit Type:

[ + Bike « Infiltrate

| * SCOouts
Wargear:

» SCQul armour

= Bolt pistol

 Frag and krak grenades
« Space Marine bike

» Shotgun

B —

ol i

1;-:".: el T
i & M e

e e

special Rules:
= Deep Strike

* Scouts
Options:
» Replace heavy bolter with
- heavy flamer +10 pts
- multi-melta +15 pis
- assault cannon +35 pts
70 Points Page 67
Options:

t Bikers
+20 pts per model

« The Scout Biker Sergeant may replace his bolt pistol with:

« May include up to seven additional Scou

- a plasma pistol 415 pts
- 3 combi-melta, -flamer or -plasma +10 pis
- 3 power weapon +15 pts
- a power fist +25 pts

+ The Scout Biker Sergeant may take.
- melta bombs +5 pis
+25 pis

- lacatar beacon

* Up to three Bikers may replace their hike's twin-linked
boltguns with an Astartes grenade launcher +10 pts
» The squad may have cluster mines: +10 pts

Pate T a8 s N,umhmmcrmm-hh::Ucﬂf patec ai 8 B o
for P yurpon of i P Fer
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IV Ws BS 5 T
o Marine Sergeant 4 4 4 4
4 4

5
Spac 2 9 3+
Space Marine 4 4 g8 3+

Unit Composition:
= 4 Space Marines
s 1 Space Marine Sergeant

special Rules:

« And They Shall
Know No Fear

« Combat Squads

Unit Type: = Combat Tactics
« |nfantry

Dedicated Transport:
Wargear:  May select a Drop Pod,

« Power armour Rhino or a Razorback

» Bolt-pistol (see page 135 for pis
» Frag and krak grenades costs).
« Boltgun

s Signum (Sergeant only)

THUNDERFIRE CANNON ...

e ———e———————y
| Ws BS 5§ T W | A Ld5Sv |
ltechmarine 4 4 4 4 1 4 1 82 |
Unit Compaesition: Wargear:

o Artificer armour
= Bolt pistol
» Frag and krak grenades

s | Techmarine Gunner
« 1 Thunderfire cannon

Unit Type: + Sgrvo-harness
= Artillery
LAND RAIDER ...........c.cocvvineans
e - Armour - |
B F 5 R |
Land Raider 4 14 14 14 |
Unit Compaosition: Wargear:

» 1 Land Raider « Twin-linked heavy bolter

« Two twin-linked
lascannons

+ Smoke launchers

= Searchlight

Unit Type:
= Yehicle (Tank)

DEVASTATOR SQUAD ... R

....90 Points Page 61
Options:
» May include up to five additional Space Marines:
+16 pts per model

s Up to four Space Marines may replace their boltguns with
one of the following:
- a heavy bolter, multi-melta of missile launcher  +15 pits
- a plasma cannon +25 pts
- & lascannon +35 pts
» The Space Marine Sergeant may replace his boltgun and/or
bolt pistol with:

- a chainsword free
- 3 comhbi-melta, -flamer or -plasma +10 pts
- a storm bolter +10 pts
- a plasma pistol or power wWeapon +15 pts
- a power fist +25 pis
« The Space Marine Sergeant may take:
- melta bombs +5 pis
..100 Points Page 73

special Rules:
= And They Shall
Know Mo Fear
» Combat Tactics
s Blessing of the Omnissiah
» Bolster Defences

Dedicated Transport:
= May select a Drop Pod
(see page 135).

...250 Points Page 81

Special Rules:
« Power of the Machine Spirt
» Assault Vehicle

Transport Capacity
e Twehle models

LAND RAIDER CRUSADER ...

| - Armour -

Bs F 5 R
Land Raider 4 14 14 14
Unit Composition: Wargear:

« 1 Land Raider « Twin-linked assault cannon
= Two Hurricane Bolters

s Frag Assault Launcher

« Smoke Launchers

= Searchlight

Unit Type:
« Yehicle (Tank)

Options:

» hay take any of the following:
- a storm balter +10 pts
- a hunter-killer missile +10 pis
- a multi-melta +10 pts
- gxtra armaor +15 pts

250 Points Page 82

Transport Capacity
= Sixteen models

special Rules:
s Power of the Machine Spirt
« Assault Vehicle

Options:

» May take any of the following:
- a storm bolter.. +10 pts
- a hunter-killer missile +10 pis
- a multi-melta +10 pts

- extra armaour T +15 pts




.
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L U S — S

HEAVY SUPPORT

LAND RAIDER REDEEMER ...

r~Armour -,—I

; BS F S R |
| Land Rawder 4 14 14 14
Unit Compasition: Wargear:

....240 Points

Transport Capacity
* Twelve models

Page 83

Special Rules:
» Power of the Machine Spirit

+ Assault Vehicle

Options:
« May take any of the following:

« 1 Land Raider * Twin-linked assault cannon - a storm baolter +10 pts
= Two flamestarm cannons - a hunter-killer missile +10 pis
Unit Type: * Frag Assault Launcher - @ multi-melta +10 pts
» Vehicle (Tank) » Smoke Launchers - gxtra anmour +15 pts
= Searchlight
PREDATOR . 60 Points Page 78
~Armour - ! Options:
BS F 5 R » Replace autocannon with a twin-linked lascannon: +45 pts
Prodatar 4 13 11 10 » May take side sponsons with heavy bolters foi +25 pts
T T L or with lascannons for +60 pts
Unit Composition: Wargear: * May take any of the following:
« 1 Predator « Autocannon - a storm bolter +10 pis
+ Smoke launchers - a hunter-killer missile +10 pts
Unit Type: = Searchlight - a dozer blade +3 pis
« ‘ehicle {Tank]) - gxira armour +15 pts
WHIRLWIND ... .85 Points Page 79
| ~Armour — Options:
BS F § R * May take any of the fallowing:
| Whirlwind 4 111110 - a storm bolter .. +10 pts
e e - a hunter-killer missile +10 pts
Unit Composition: Wargear: - a dozer blads +5 s
« 1 YWhirlwind = Whirlwind multiple - @xira armour +15 pis
missite launcher
Unit Type: = Smake launchers
= Mehicle (Tank) » Searchlight
VINDICATOR ... ...115 Points Page BO
T ~Armour | Options:
| BS F 5 R * May take any of the following:
| Vindicator 4 13 1110 | - a storm baolter +10 pts
—_— —_— - a hurnter-killer missile +10 pts
Unit Composition: Wargear: - a dozer blade +5 pts
+ 1 Vindicator * Demalisher cannon - a siege shield +10 pt=
* Storm baolter - extra armour +15 pis
Unit Type: « Smoke launchers
« Vehicle (Tank) » Searchlight
BROTHER-SERGEANT CHRONUS ... 70 Points Page 88
Chronus must be assigned to one tank in the army.
WS BS S T W I A LdSv Wargear: Special Rules:
Antaro Chronus 4 5 4 4 1 4 2 9 3+ = Power armour » Tank Commander
e R et e e 7 = Bolt pistol
Unit Composition: Unit Type: = Frag and krak grenades
* 1 (Unigue) « Infantry * Servo-anm
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TROOF TYP‘ES

WEAPON TYPES
Weapon Range 5tr. AP Type Page

SBS S T W A Ld Sv Page
Apothecary A % 5 2 2
Attack Bike "5 IAY P o ey e L
Biker Sergreanl 4 451 4 2 3 B8
Captain G Ry G B
Cato Sicarius b 5 4 3 3 10 2+ 85
‘Ehaplain: - TR ATERA2Y PRI BE T
Chapter Champion 5 4 1 1 10 53
Chapter Master: . & A5 3 a2
Chronus 4 4 1 2 8 89
Company Champion 5" I S | 29 55
pamned Legionnaire 4 4 2 10 55
Danined Sergeant’ /57 FHE LER) E: 2.190; 495
Darnath Lysander 5] 4 4 i 10 591
Hernour Guard =7 417 e b 20 EEE
Kayvaan Shrike ] 4 13 3 10 92
Korcarro Khan == 6 b D (L ML | 3
Librarian 5 4 1 o [ 56
Marneus Calgars B’ B g il L B4
Master of the 'Fnrge 4 4 2 2 10 70
-Ortan Cassius. =3 ity 2oty R a2 T
Padro Kantor b 4 13 3 10 a0
Seout 5 ST o
Scout Biker 3 4(5) 1 1 8 &7
Scout Biker Sergeant A’ 4 TATA() 114 20 97 asTeY
Scout Sergeant 4 a 1 2 9 66
iggrgeant Tefion’ - 5 i B0 iy S AR A BET
Servitor 3 3= 1 8 12
Space Marine 4 451 Py R van
Space Marine Biker 4 4(5) 1 1 8 68
Space Marine Sgt. 4% A 2.8 34 var,
Techmarine 4 4 1 1 B n
Terminator 4 400 2 9 2+ B4
Terminator Sergeant 4 4 1 r 64
Varro Tigurius 5 4 2 270 BB
Veteran 4 4. 1 2 '9 war.
Vulkan He'stan B 4.3 3 10 2% 093
\fEHICLES —— Armour —
front Side Rear Page
Drop Pod 4 12 12 12 69
Land Raider 4 14 14 14 81
Land Raider Crusader 4 14 14 14 82
Land Raider Redeemer . — & 14 14 14 ‘23
Land Speeder 4 10 10 10 74
Land Speeder-3torm 3 10 10 10 5
Predator 4 13 1 10 78
Razorback & 1 11 10 17
Rhino 4 11 i 10 76
Vindicator A 13010 80"
Whirbwind 4 11 11 10 P}
—— Armour——
WS BS 5 Front Side Rear | A Page
Dreadnought 4 4 B 10 4 2 B5
lronclad 48 & 4040 23165
Dreadnought :
wenerable 5 5 B 10 4 65
Dreadnought
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o (Krak)

Bolt pistol

Boltgun. 247

Corversion beamer® 70
upto18* 6 - Heawy 1, Blast
18- 42° 8 4 Heawy 1, Blast

— 42°-72° 10 1 __Heavy1 alast ”

;,Cfﬂdhémlﬁile_[a@ﬁ-ihgt*_:,j_-:_ i FpAE

s {3 i

L fkrek)

_ Hew,n Large Bla:d 59'
g "R'apld Ft y—l"&

Deathwind laumhe} 12°
Dragonrre !:mlts L id .

£l L0 R B

e b 3l ricres ¢ ';.'HEFM.J:
|'-1ames Temp1ate 4 Assault 1
lamestorm - Template 67 Eﬂ m%ﬂﬂ‘gﬂh

Heavy baolter 36" 5
mnamer ﬁmpla

Helrhre mund

a

8504 '%dﬁ}'ﬂ g«s.sfﬁ =
A g Rapu:l Fue Pms.m‘:ed{h}‘l{m
% CHe

T

Kraken bb]'l 4 4 R.apu:l Fire :
Lastannon - g 2 Heawd IS TR ORE
Meltagun 8 1 Assault 1, Melta 98
Mlssile launcher* - : R T e =

SoARTT 4 B

2R e i = e
Multi-melta 24* g -1 Heaw 1, Meita 99
Plasrna cannaon 36° 7 2 Heawy 1, Blast, Gets Heal o4
Plasma gun 24" 7 2 Rapid Fire, Gets Hot! 99
Plasma pistal 12% - 7 2 Pstol GetsHetl 99
Shotgun 12 4 -  Assault2 66
Sniper rifle 36" X 6 Heawy 1, Sniper 66
Storm bolter 24" 4 5 Assault2 g0
Thunderfire cannon® ; R R 2

i-Surface g0t Bl D Bt
5

Airburst - BO”

subterranean. 60° 4 = Hea'-?]r 4; 31351 Trenmr

Typhoon Missile launcher® 74
(Frag) 48 4 & Heaw 2, Blast
(Krak) 48* 8 3 Heaw?

Aengeance round 18" 4. 13 Rapid Fire; Gels k Hotl 8
= These weapons can fire in two of more different modes.
See the relevant page for details.

ORDMNAMNCE
Weapon Range 5tr. AP Type Page
Demaohisher 24~ 10 2  Ord. 1, Barrage

‘Cirbital bombardment 4 10 1
Whirlwind multiple missie launcher®
Vengeance  12-48° 5 A
Incendiary 12-48° 4 5

Castellan

.i. _B"rdri ] Lﬁ.am"ﬁz '5

Crd. 1, Barrage
Crd. 1, Barrage
lgnores Cover



