The Ultramarine Chapter is nghtfully proud of its adherence to
the Codex Astartes and of its own traditions. Courage in battle
and excellence are recognised with a range of honours
common to the Adeptus Astartes. These include the Iron
Skull, the Imperial Laurel, the Marksman’s Honour and the
purity seal. Unique to the Ultramarines, however, are the Axes
of Ultramar. Far from being decorative, such Axes are
formidable close combat weapons, crafted in the Chapter’s
forge by the Techmarines and composed of rare ores
discovered deep beneath the surface of the lifeless
wastelands of Prandium.

Only the most courageous Ultramarines are ever awarded an
Axe, and with it comes a responsibility. The bearers of the
Axes form an honour guard of the Chapter Banner, normally
kept in reverence in the most sacred reliquary in the Fortress
of Hera on Macragge. As there is no guarantee that any one
Company will be on Macragge at any given time, the Axe
Guards are not assembled into one company, but spread
throughout the Chapter. Likewise, when the Banner is
unfurled, its Honour Guard is drawn from those Companies
forming the army that carries it into the fires of battle.

One Command squad in an Ultramarines army may be made
up of Ultramarines Honour Guards. This will always include
the Chapter Ancient (or Standard Bearer) and the Chapter
Champion. In addition, up to one member of any Tactical,
Devastator or Command squad in an Ultramarines army may
be replaced with an Honour Guard.

HONOUR GUARDS
AS COMMAND SQUADS

Profile Pts/Model WS BS § T W
Ancient

Champion 75
Honour Guard 30

1

4 2 4
5 4 2 4.
4 4 1 4

Number/squad: Ancient, Chapter Champion & 2-7:4
Marine Honour Guards. 3

Weapons: Bolter, Axe of Ultramar (power
purity seals, frag grenades, krak grenadesys
Terminator Honours (extra Attack is.
included in profile above).

Characters: The Ancient cal
Banner of Macragge and we:
Artificer armour. The Chame 2
Champion has Honour B

and Artificer armour. =

Both the Ancie

Banner of Macragge. The Banner of Macragge is a Chapter
Banner. |

Honour Blades. The Honour blades are a :matched
broadsword and poniard that are presented to the
Ultramarines Chapter Champion. In the hands of the Chapter
Champion they confer +1 Attack.(for an additional close
combat weapon), count as a master-crafted power weapon
and grant a 4+ Invulnerable Save in close combat.

Transport: An Honour Guard Command Squad. which,
including attached characters, numbers six models or less
may select ‘a Razorback transport. An" Honour Command
squads that numbers ten models or less may select a Rhino
transport or a Land Raider. See the Transport Vehicles entry
for the details of Rhinos and Razorbacks. See the Heavy
Support section for details of Land Raiders.

HONOUR GUARDS
IN NORMAL SQUA

When used as part of another squad an Honour Guard may*
be used to replace a Space Marine who'is part of a
Command, Tactical or Devastator squad at a cost of +30
points. The Honour Guard uses (he standard- profile and
equipment specified above.




“AND THEY SHALL
KNOW NO FEAR...”

This rule is as described in the Universal Special rules
section of the Warhammer 40,00 rulebook.

Further to this note that units that include Servitors (all
types) or Familiars are still subject to this rule as long as
the unit contains at least one Space Marine.

Space Marines are still subject to Last Man Standing
tests. They will always regroup after each Fall Back
move to ‘reassess’ the situation however.

SPACE MARINE CHARACTERS

Space Marine Commanders, Librarians and Chaplains
can be used in one of three ways.

1. All may operate independently, joining and leaving
units as described in the Warhammer 40,000 rules for
Characters.

2. All may lead a Command squad. The character and
the unit are a single HQ choice. The character is a
member of the unit and may not leave it. If the squad is
destroyed the character may operate independently.

3. Librarians and Chaplains may be attached to another
character's Command squad. Only one character of a
given type may be attached to a single Command
squad. The aﬂached character the squad and the

nd Ieadmg character may operate independently.

A character who is leading or attached to a squad does
not stop being an Independent Character for the
ourposes of close combat.

DROP POD ASSAULT

Space Marine armies are frequently deployed from
rike cruisers and battle barges. This enables them to
=ep reserves on-ship and bring them into action by
Thunderhawk gunship, teleportation or by drop pod.
Drop pods are capsules which are literally ‘fired’ at the
oattlezone and arrive so quickly that it is impossible for
=nemy flak weapons to stop them.

4ny Command squad, Veteran squad, Terminator
squad, Dreadnought, Scout squad, Tactical squad, or
Devastator squad may be equipped with a drop pod
see the transport vehicles entry for details). If so they
may not select any other transport option. Such units
ain in reserve and arrive by drop pod, even if the
Wission being played does not normally allow Reserves
or Deep Strike.

#/nen units in drop pods arrive you may place the drop
anywhere on the table as long as it is not in
mpassable terrain or within 1" of an enemy model. Roll

a Scatter dice, if a hit results the pod lands on target

otherwise it scatters 2D6" in the direction shown. If'this
movement would take it into impassable terrain or within
1" of an enemy model reduce the scatter distance by the
minimum necessary to avoid it/them.

Once the drop pod has landed the hatches are blown
and all passengers must immediately disembark. The
passengers may not move (other than to disembark) or
assault in the turn they land. They may shoot but count
as moving.

Drop pods may be used in Standard Missions without
your opponent’s agreement. In non-standard missions
they may only be used with your opponent’s consent.

“The warrior who acts out of homour cansot fail. His
duty is honour itself Even his death — if it is
honourable - is a reward and can be no failure, for it
has come through duty. Seck homour as you act,
thercfore. and you will know no fear.”

Roboute Guilliman,
Primarch of the Ultramarines

FAITH WITHOUT DEEDS IS WORTHLESS.
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Models with access to the Armoury may select up to two weapons of which only one can be a two-handed weapon.
In addition to weapons, you can pick up to 100 points of wargear per model, though no model can pick the same item
twice. Models in Terminator armour can only select equipment marked with ". All weapons and wargear must be
represented on the model. Where two points costs are shown, the first applies to,models with 2 or more Wounds, the

second to models with 1 Wound.

SINGLE-HANDED WEAPONS

Bolt pistol ... . .. SRR oY s .1 point
Chainfist ™ (mods/s in Terminator armour only) . . . . . 30 points
Close combat weapon .. . . . . O 1 point
Single lightning claw ™ ... ................ 25/15 points
Pair of lightning claws ™ (count as two weapons) . . . 30 points
Plasma pistol . ... ..o .o . 15/10 points,
Power fist ™. . . . . 25/15 points
Power weapon T ....... .. 15/10 points
StOrm Shield ™ ... 10 points
Thunder hammer™ ..................ooonn 30 points

NO MAN DIED IN HIS SERVICE THAT DIED IN VAIN.

TWO-HANDED WEAPONS

Bolter ........ : .1 point
Combi-meltagun ™ . . 15/10 points.
Combi-plasma gun ¥ 15/10 points.
Combi-flamer * . 10/5 points
Storm bolter 7. 5 points
WARGEAR

ARfiCer aMMOUF ..« . -2 e ettt 20 points
Auspex ™

Bionics ™ ... .5 points.
Combat shield. . . 10/5 points.
Familiar (Librarian un/y) ..................... 10 points
Frag grenades. ... 1 point
Jump pack. .. . 20 points
Krak Qrenades . .. ... ... ..oouieees s 2 points
Master-crafted weapon ™ . + 15 points
Meita bombs .. 5 points
PUily SRBIB TS o o ¢ .. . s it T B 5 points
Space Marine bike . . 30 points

Teleport homer ™ .. - :
Terminator armour (no weapons mc/udea) ........ 25 points

Terminator Honours . . ...........oooiiinin.n 15 points

WARGEAR - RELICS & ARTEFACTS
(Each army may have a single item from this list)
Chapter banner ™ (Standard Bearer only). . . . 25 points
Holy relic * (Reclusiam Standard Bearer only).. . . . . 30 points
IREHAIO. L. . ...l AR 25 points

Sacred standard * (Standard Bearer only) . . 20 points
Adamantine mantle * . 35 points
VEHICLE UPGRADES
Dozer blade 5 points
Extra armour .5 points
Hunter-killer missile . 15 points
Pintle-mounted storm bolte . 10 points
Power of the Machine Spirit. 30 points
Searchlight .1 point
Smoke launchers . .3 points




The following rules descnbe how all of the specialised equipmerit used by Space Marines works during a ban‘/e _These
rules tend to be more detailed than those included in the Warhammer 40,000 rulebook; and they supersede them if
they are different. Any items not listed here function exactly as described in the Warhammer 40,000 rulebook.

ADAMANTINE MANTLE

The character wears a cloak orcape made
of the strongest materials. The character
does not suffer Instant Death when
wounded by a weapon whose Strength is
at least twice the character’s Toughness,
taking a single wound instead.

ARTIFICER ARMOUR

Artificer armour is forged by master
craftsmen and is even more ancient and
omate than a normal suit of Space Marine
cower armour. It offers greater protection
for a warrior and may be taken as an
upgrade for a model wearing power
armour, increasing his Armour Save 10 2+.

AUSPEX

An auspex is a short-ranged scanner used
5y Space Marines to detect hidden enemy
woops. If enemy models with the Infiltrate

special rule set up within-4D6" of a model*

with an auspex, then that model is allowed
0 take a ‘free’ shot at them (or sound the.

starm if Sentries are being used). If the”

model is part of a unit then the whole unit
may shoot. These shots are taken before
e batlle begins and may cause the
niiltrators to fall_back. Otherwise, the
mormal shooting ruies appy.

BIONICS

Bionics are” mechanical augmentations
#at allow a Space Marine who has
suffered - crippling injury. to retum to
service, but are unlikely to improve or
enhance his abilitles. However, there is a
chance that-an attack or shot-will hit a
sionic part causing less damage, (eg, a
snot that would cripple a leg wil only
cause mild damage to"a bionic leg). To
~=present this, if a model with bionics
suffers a wounding hit and fails his
Saving throw, roll a D6. On a roll of a 6
e-model ignores the ‘wound.. A model
Tat suffers a wound from a close combat
attack that allows no Armour Save, or an
ck that causes Instant Death cagnnot
saved ‘by the bionics, as they will be
sestroyed as sasily as flesh and t?lood

CHAINFIST '~

A chainfist is mmpﬁ a power- ﬁ$g_ﬁttsd
with an attachment designed o carve
armouled bulkheads ",

a power fist, but roll 2D6 for nsA;mdu
Penetration value.

~ CYCLON

" The Cyclone is
- missile launcher that can be used by

CHAPTER BANNER

The Chapter Banner is the physical
representation -of the honour of the
Chapter. No Space Marine will ever allow
it to fall into enemy hands. It allows any
Space Marine unit with a model within
12" of the banner to re-roll failed Morale
checks. In addition, if an enemy model
charges and contacts the unit containing
the banner, all

the Warhammer 40,000 rulebook) and
will have +1 Attack for that turn only.

COMBAT SHIELD =

A combat shield is a lighter, more
manoeuvrable version of a storm shield.
A model using a combat shield wears it
fastened to- theif forearm leaving the
hand free to use other weaponry. The
combat shield does not count towards
the maximum number of weapons
carried and conférs a 5+ Invulnerable

", Save in close combat.

COMBI-WEAPONS

This is a bolter joined together. with
another weapon. A Space Marine who is
armed with a combi-weapon may choose
‘which of the weapons he is going to use

in the Shooting phase. The boftermay be:

fired any number of times, but the other
weapon' may only ‘be fired orice per
battle.'Note that you may.notchoose to
fire both weapons at once: £

COMPANY BANNER = .

Representing the _honour of - Space
Marine Company,-a Company Banner

least one model within 12% of the
Company Banner to re-roll afailed
Morale or Pinning test.

CROZIUS ARCANUM

The: Crozius Arcanum is both

Space
Marine Chaplain's budgb of office and a
lethal close .combat vq;apcn n garﬁe’

terms it is treated as a power wsapon]

MISSILE

Space Marines in' Terminator armour.
The Tezmirpa(or is ‘equipped with a

members of the .
unit gain the Counter-attack ability (see "
the ‘Universal Special Rules section of

*initiative  or

“ special targeting device that allows him

to fire the Cyclorie and his storm bolter in
the same Shooting phase. The Cyclone
otherwise counts as a missile launcher
with frag and krak missiles.

FAMILIAR |
Librarians are occasionally accompanied
into battle by familiars; cherubs, psyber-

~creatures or serv-skulls attuned to their

mental. signature. These - ‘strange

constructs boost his awareness, of &

danger and are mentally linked to the’
Librarian, allowing him to see and hear
with their senses and even attack Witfi?
them  should the sltuauon becomo,
desperate. &

If a Librarian has a Familiar, he gains
+1 to his Initiative. If the Libragian is
removed from play, the Familiar is also
removed. If the Familiar is removed,
the Librarian’s Initiative reverts to. 5.

- -Familiars do not take up any space in
“a fransport vehicle and count as being

armed with a single close combat
weapon. - They use the following
profile: ‘

WSBS S T W I A LdSv
3 38 3 1 8 1 86+

HOLYRELIC -
»Spem Marines somehmes go lo war

carrying their Chapter’s most revered

relics: a fragment of their Primarch’s

amour, & legendary battle standard or
even the bores of a “long-dead hero. A
model bearhg a holy relic may reveal it
once per battle at any point. On the tum

-_the relic is Tevealed, all:Space Marines
allows any Space Marine-unit with at =,

within 2D6" get a +1 Attack bonus for the

_ rest.of that turm. The relic may be
‘revealed in-an opposing players tumn if
‘you’wuh e

IRON HALO
The Iron Halo is a special reward given to
Space Marines who show: exceptional
bravery in - battle. It
incorporates a powerful anergy field and
gives the model a4+ Invulnerable Save
that may be used instead of. the model's
normal Armour Save. No more than one
model per army may have an Iron Halo
and. any model - wearing - Terminator
'6f whorhas a Rosarius may not be

“given this piece of wargear.

ey
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JUMP PACKS
Jump packs allow mddels to make great
powered leaps across-the battlefielqd and
more_quickly engage the enemy. Models
equipped with Jump Packs move as Jump
Infantry.-Space. Marine models who are
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 tactic, they
can be kept in reserve and arrive using
the Deep Strike rules, “but only. if the
mission allows for Deep Strike to be used.

MASTER-CRAFTED WEAPONS
Amaster-crafted weapon is one forged by
a great artisan and is superior in almost
every way to a normal weapon of its type.
A master-crafted weapon follows the
normal rules for the weapon, except that
you may re-roll one failed to hit roll per
tum. Master-crafted weapons are taken
as an upgrade for a weapon that is
already being carried by a model and
should be represented by a suitably
ornate weapon on the model itself. If the
Weapon selected has a ranged attack
then the re-roll may only be taken on
ranged attacks even if the weapon can
also be used in close combat. Please
note that you may not master-craft
grenades!

The cost listed in the Wargear section is
in addition to the cost of the weapon itself
(eg, a master-crafted power weapon
costs 15+15=30 pts). However, only the
upgrade costs are taken against the 100
points limit on wargear for a model (so
the master-crafted power weapon above
would count as 15 points against the 100
points limit, not 30 points).

Space Marines and if this is impossible to
remove the progenold glands, the
biological repositories of Space ‘Marine
gene-seed and the future of the Chapter.

In order to use this equipment, the
Apothecary cannot be Falling Back,
Locked in'close combat or‘Pinned. He.
may treat any friendly. non-vehicle
model within 6" of him. Once per turn,
he 'may use his narthecium to allow a
treatable modet to ignore a failed Save
(of any sort). It is, however, of no use
against an attack that causes Instant
Death or. a close combat attack that
ignores Armour Saves.

In the- enemy Shooting phase, the
Apothecary can use his reductor to
recover the gene-seed of any treatable
models  that are killed within: 6"
of him. These casualties are ignored
when determining if their units have to
take a Morale test for suffering 25%
shooting casualties. For example, a unit
suffers four casualties out of nine but two
of them are within 6" of the Apothecary,
so.no Morale test is taken (two casualties
out of nine is less than 25%).

PSYCHIC HOOD 3

Psychic hoods are an  arcane
constructions of psychically attuned
crystals that allow a Space Marine
Librarian to nullify an opposing
psyker's power. Declare that you'll use
the psychic hood after- an opponent
has successfully made a Psychic test,
but before they have used the power.

.Each player then rolls ‘a D6 and adds

their‘model’s Leadershig value to_the
score. If the-Space Marine Librarian
beats the opposing model’s score then
the psychic power is.nullified and may
not be used that turn. If the opposing
model's score is equal or higher, it may
use.its psychic power. as normal. The
psychic hood can be used each time *.
an ememy model uses a psychic
power. Only one Librarian may use his.
psychic hood against a single use of a
psychic power.

PURITY SEALS

Purity seals are bestowed upon Space
Marines of proven purity and virtue. If &
model with purity seals falls back, roll
one extra D6 for'its Fall Back distance,
and then remove one of the dice rolled in
order to ‘determine the distance fallen
back. If a model with purity seals is-part
of a unit then this ability applies to the
whole unit, not just to the model with the
purity ‘seals.

ROSARIUS

All Chaplains wear a Rosarius, a small
amulet bestowed upon them by thé
Ecclesiarchy of Terra. The Rosarius
generates an energy field that provides
the Chaplain with a 4+ Invulnerable
Save. This may be taken instead of the
Chaplain’s normal Armour Save.

SACRED STANDARD

A Sacred Standard embodies the faith
and resolution of the Space Marines
never to falter in the face of the enemy. It
adds +1 to the Space Marine combat
resolution score of any assault that takes
place within 6" of the Sacred Standard.

SERVO-ARM

Many Techmarines are equipped with
powerful augmetic servo-arms that can
be used to carry out hasty battlefield
repairs (see the Techmarine list entry on
page 33 for details). The servo-arm
grants the Techmarine an additional
close combat attack, counting as- a
power fist.

SIGNUM

The signum is a special form of
communication device that allows the
Techmarine to access a myriad of useful
battlefield targeting information, and then
pass it on to his fellow battle brothers. In
game terms it-allows you, each turn, to
re-roll one missed to hit shooting roll for
the Techmarine or any squad that the
Techmarine belongs to or has joined.

SPACE MARINE BIKE

Space Marine Bikes are fitted with twin-
linked bolters and increase the rider's
Toughness by +1 point. See the
Warhammer 40,0000 Core rules for
details on how Bikes move. Space
Marine characters that have a Command -
squad may not be mounted on a Bike.




STORM SHIELD

A storm shield is a small metal shield
=at has an energy field generator built
o it. The energy field is too small to
of much use against ranged attacks,
sut is very useful in close combat. A
model that has a storm shield may take
= 4+ Invulnerable Save in close combat
nstead of its normal Armour Save. It
may not be combined with a Rosarius
Iron Halo save and a model

zrmed with two close combat weapons.

TELEPORT HOMER

Teleport homers produce a signal that
=an be locked onto by teleporting troops.
% Terminators wish to teleport onto-the
tilefield via Deep Strike and choose to
s0 within 6" of the model carrying the
omer, then they won't scatter. Note that
#e homer only works for squads who
© teleporting, not for squads entering
y using jump packs, drop pods or
her means of transport. Also note that
e homer must already be on the table
2t the start of the turn for it to be used.

TERMINATOR ARMOUR

Also known as Tactical Dreadnought
armour, Terminator armour is the best
protection a warrior can be equipped
with. Due to the powerful exo-skeleton
and power sources built into their
armour, Space Marines in Terminator
armour are capable of moving and firing
with heavy weapons. On the other hand,
this armour is somewhat cumbersome,
so Space Marine Terminators are not
able to pursue a more lightly armoured
foe when they flee. Terminators may not
Sweeping Advance.

A model wearing Terminator armour has
a 2+Armour Save and a 5+ Invulnerable
Save. The wearer automatically has
Terminator Honours at no extra points
cost. Also, any model wearing Terminator
armour can be teleported- onto the
battlefield, and set up using the Deep
Strike rules, but only if the mission allows
for Deep Strike to be used. If the mission
does not allow troops to use the Deep
Strike rules then the model must set up
normally with the rest of the army.

¥

TERMINATOR HONOURS
A model with Terminator Honours: has

proved himself a superior combatant and -

has earned the right to"wear Terminator
armour in battle. Sergeants with
Terminator Honours ~are generally
referred to as Veteran Sergeants. A
model with Terminator Honours adds +1
to its Attacks characteristic. In addition its
Leadership characteristic is increased
to 9 if originally lower. Note that a
single-Wound model that has, selected
Terminator Honours from its list*entry
cannot then select it againfrom- the
Armoury.

THUNDER HAMMER

Thunder. hammers are ancient and
mighty weapons that release a terrific
blast of energy when they strike an
oopponent. A thunder hammer counts as a
power fist, but any model wounded by it
and not killed may not attack again until
Initiative 1 blows are struck in the next
Assault phase. Vehicles hit by a thunder
hammer are considered Crew Shaken, in
addition to any other results they suffer.

Just as with choosing wargear for your Space Marine troops and characters, the upgrades you choose for your vehicle
must be represented on the model itself (eg, if you choose to upgrade your vehicle with searchlights, then the model
of your vehicle should have searchlights on it too). Note that when choosing upgrades, no vehicle can have the same
upgrade more than once.

DOZER BLADE

Vehicles equipped with dozer blades can
re-roll a failed Difficult Terrain test as long
as they are not going to be moving more
than 6" that turn.

EXTRA ARMOUR

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

HUNTER-KILLER MISSILE

Hunter-killer missiles are a common
upgrade for Imperial vehicles. They are
treated as a krak missile with unlimited
range, but can only be used once per
battle. Hunter-killer missiles fitted to Space
Marine vehicles are Ballistic Skill 4. They
are treated as an additional main weapon.

PINTLE-MOUNTED STORM BOLTER
Pintle-mounted storm bolters are fixed to
the outside of a vehicle and can either be
used by a crewman from an open hatch

or by remote from inside the vehicle.
They are treated as an additional
defensive weapon.

PPOWER OF THE MACHINE SPIRIT
A Machine Spirit is a combination of
organic and mechanical components that
helps to control a tank's movement and
weapon systems. If the tank suffers a
Crew Stunned result on the Vehicle
Damage tables, the Machine Spirit allows
the tank to move directly ahead up to its
maximum speed. Also, the Machine Spirit
can operate one weapon per tumn as long
as the vehicle has moved no more than
6" even if the tank suffers a Crew Shaken
or Crew Stunned result. This is in addition
to any weaponry that can normally fire.
The Machine Spirit has a BS of 2.

SEARCHLIGHT

Searchlights are only of any use in
missions where the Night Fighting
mission_special rule is in effect. If a
vehicle has a searchlight, it must still use
the Night Fighting rules to pick a target
but having fired at that unit will illuminate
it with the searchlight. For the rest of the

Shooting phase any other Space Marine
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 tum, as if the Night
Fighting rules were not in effect, as the
enemy can see the searchlight.

SMOKE LAUNCHERS

Some vehicles have small launchers
mounted onto them that carry smoke
charges. These are used to temporarily
hide the vehicle behind concealing clouds
of smoke, especially if the vehicle is
moving out in the open. Once per game,
after completing its move, a vehicle with
smoke launchers can trigger them (it
doesn't matter how far it moved). Place
some cotton wool around the vehicle to
show that it is concealed. The vehicle may
notfire in the same tum as it used its smoke
launchers, but any penetrating hits scored
by the enemy in their next Shooting phase
count as glancing hits. After the enemy’s
next tum, the smoke disperses with no
further effect. Note that a vehicle may still
use smoke launchers even if it suffers a
Crew Shaken or Crew Stunned result.

THE WISE MAN LEARNS FROM THE DEATHS OF OTHERS.
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Any Librarian may take the Storm of the Emperor’s Wrath psychic power as described below at no cost or ‘may exchange
it for another power at the points cost listed. An Epistolary may take an additional psychic power at the second points cost «
listed. Abilities are used following the rules given in the Warhammer 40,000 rulebook. A psyker may only use a single:
Ppower in a tum. All Librarians must pass a Psychic test in the appropriate phase to use any of these powers.

STORM OF THE
EMPEROR’S WRATH

Lethal bolts of lightning leap from the Librarian’s gauntlets,
tearing his enemies apart and incinerating even the most
heavily armoured targets in a'barrage of psychic power.

This power is used in the Shooting phase instead of firing a
weapon, and has the following profile:

Range: 12" Strength: 4 ~ AP:2  Assault 1/Blast

FURY OF THE ANCIENTS

The Librarian draws on the ancient legends of his Chapter
to create a ravening beast of pellucid flame and psychic
energy. The psychic construct charges forward, burning all
in its path and leaving a trail of destruction in its wake.

The power is used in the Librarian’s Shooting phase instead
of firing a weapon. The psychic construct will move in a
straight line from the Librarian to any point on any table
edge. Every unit in its path will suffer D3 Strength 5, AP -
hits and must take a Pinning test. If the construct would hit
a friendly unit or a unit Locked in close combat it will
dissipate just before impact and has no further effect.

Cost: +3 points (Epistolary +9 points)

FEAR OF THE DARKNESS

Surmmoning the indescribable malice of the Warp, the

y Librarian unleashes a mighty wave of sheer terror, piercing

£ every creature’s soul with the horror of death and

revealing their utter insignificance in the face of an
uncaring universe.

This power is used in the Shooting phase instead
of firing a weapon. Every enemy unit within
12" of the Librarian not Locked in an assault
must take a Morale check (as though they
had taken 25% casualties) with a -2
modifier to their Leadership, or

fall back. All normal modifiers
and/or exceptions
apply (ie, units that
never fall back are
immune to this
power).

Cost: +5 points
(Epistolary +15 points)

0
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MIGHT OF HEROES

The deadly powers of-the Immaterium flow into the
Librarian, heightening his speed and strength to
unimaginable levels to better smite the foes of the Emperor.

The power is used at the start of either player’'s Assault
phase, and if successful, the Librarian (or any one other
model in the same unit as the Librarian) gains +D3 attacks
in that Assault phase. i

Cost: +5 points (Epistolary +15 points)

VEIL OF TIME

The Librarian steps out of phase with the passage of time, able:
to witness the myriad potential futures and trace their origins
back to the present. Armed with such knowledge, a Librarian
can alter the course of events to avoid or create the future.

This power is used at the start of the Movement phase and
lasts until the end of the Space Marine turn. In that time the
Librarian can choose to re-roll any rolls to hit, to wound rolls,
Armour Saves, Invulnerable Saves, Leadership tests or
Morale checks. Note that the re-rolled result must be
accepted — no re-rolling re-rolls!

Cost: +10 points (Epistolary +30 points)

VORTEX OF DOOM

Opening a tear between the material realm and the howling
destruction of the Warp, the Librarian’s enemies are
destroyed by the twisting energies unleashed. But such
Ppower comes at a price, and to lose control of it, even for a
moment, is to invite terrible consequence.

This power is used in the Shooting phase instead of firing a
weapon. Place the small Blast marker ovér any enemy unit
not Locked in an assault within 12" of the Librarian. Once you
have placed the Blast marker, roll the Scatter dice — on a Hit,
the rift opens beneath the Blast marker, otherwise move the.
Blast marker D6" in the direction of the arrow. This power has
no effect on vehicles or monstrous creatures, as they are too
large to be pulled into the Warp rift. Enemy models fully
covered by the template must roll equal to or under their -
Initiative characteristic on a D6 or they will be sucked into the
depths of the Warp and destroyed instantly, without recourse
toa Saving throw of any kind! Note that a roll of a 6 is always
a failure, regardless of the target's Initiative characteristic. -
Models only partially beneath the template will only be
affected by the Warp tear on the D6 roll of a 4+. .

If when using this power the Librarian rolls a 12 on his
Psychic test, resolve the Perils of the Warp attack on'the
Librarian normally, then, if he survives, place the Vortex of
Doom Blast marker on the Librarian. i

Cost: +10 points (Epistolary +30 points)



This 'section of the ‘book is givén over to the Space
Marines army list, a listing of ‘the different units: and
vehicles a Chapter Master can use in battle or, in your
case, games of Warhammer 40,000. The army list
allows you to fight batties using the scenarios-included in
e Warhammer 40,000 rulebook, but it also provides
vou with the basic information you'll require to field a
Space Marine army -in scenarios you've . devised
vourself, as part of a campaign series of games, or
whatever else may take your fancy.

The army list is split into five sections. All of the squads,
vehicles and characters in the army list are placed in one
of the five sections depending upon their role on the
oattlefield. In addition, every model,included in the army
st is given a points‘value, which varies depending upon
now effective that model is on the battlefield.

Before you can choose an army for a game you will need
o agree with your opponent upon a scenario and upon
e total number of points each of you will have to spend
on your army. Having done this you can proceed to pick
2n army as described below.

USING A FORCE"
ORGANISATION CHART

The army lists are used in conjunction with the Force
Organisation Chart from a scenario. Each Force
Organisation Chart is split into five categories that
correspond to the sections in the army list, and each
category has one or more boxes. Each box indicates
#at you may make one choice from that section of the
amy list, while a dark toned box means that you must
make a choice from that section.

USING THE ARMY LISTS
To make a choice, look in the relevant section in the
2my list and decide what unit you wish to'have in your
2rmy, how many models there will be in the unit, and
which upgrades you want (if any). Remember that you:
zannot usually field models that are equipped with
weapons and wargear that are not shown on the model.

Once this is done, subtract the points value of the unit,
Fom your total points and then go back and make:

znother choice. Continue doing this until you have spent
2l your points. Now you are ready to purge the alien and
e heretic from the Imperium.

ARMY LIST ENTRIES

Zach army list entry consists of the following:

Unit Name: The type of unit, which may also show
2 limitation on _the minimum or maximum number
of choices you can make of that unit type (for example,
0-1 means you can never make more than one selection
of that unit regardless of the size of the army). 2

TROOPS

COMPULSORY ~OPTIONAL OPTIONAL

1HQ 1HQ 3 FastAttack
2Troops = 4Troops  3Heawy
3 Elites Support

Profile: These are the characteristics of that unit type,
including its points cost.

Number/Squad: This shows the number of models in
the unit, or the number of models you may take for one
choice from the Force Organisation Chart. If this is a
variable amount, it shows the minimum and maximum
unit size.

Weapons: These are the unit's standard weapons.

Options: This lists the different weapon and equipment
options for the unit and any additional points cost for
taking these options. If a squad is allowed to have
models with upgrades, then these must be given to
ordinary unit members, not to a character in the unit.

SpocEI Rules: This is where you'll find any special rules
that apply to the unit. &

SUCCESS 1S COMMEMORATED; FAILURE MERELY REMEMBERED.
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Pts/ModelWS BS S T W 1| A _Ld Sv
Master 75 5 5 4 4 3 5 3 10 3+
Captain 60 BUNEE 4 14 25 51aE 00 3

Options: A Commander can be given any equipment allowed from the Space Marine
Armoury. ~

A Space Marine C is an Character.
See the Space Marine character special rule for more details.

Rites of Battle: Space Marine Commanders have led their warriors through the heat of
battle for centuries, with a depth of faith and self-belief unmatched by mortal men. They
are able to coordinate units under their command with ruthless efficiency, fmonitoring
inputs from other squads’ auto-senses and imparting their great wisdom with but a
word. If a Space Marine Commander is on the table then all other Space Marine squads
may use his Leadership for Morale, Pinning or Leadership tests, but not Psychic tests.

COMMANDER

Command Squad: A Commander may lead a Command squad or a Terminator
Command squad. See the unit entries for details.

Pts/Model WS BS S T W A
Master of Sanctity 100 5 5 4 3.5 3 10 3+
Reclusiarch 85 5 5 4 4 2 3

Weapons: A Chaplain is armed with a Crozius Arcanum and wears a Rosarius.
Options: A Chaplain can be given any ‘equipment allowed from the Space Marine
Armoury.

Independent Character: A Chaplain is an Independent Character. See the Space
Marine character special rule for more details.

Reclusiam Command Squad: A Chaplain may lead a Command squad or a
Terminator Command squad. See the unit entries for details. A Standard Bearer within
one Reclusiam Command squad may carry a Holy Relic at +30 points.

Honour of the Chapter: Chaplains embody the honour of their Chapter. They, and all
fembers of any Space Marine squad they have joined, lead or- Fearless.

CHAPTER CHAPLAIN

Litanies of Hate: On a player tum in which he charges into close combat, a Chaplain,
and all members of any Space Marine squad he has joined, leads or is attached to may
re-roll failed rolls to hit.

PtsModelWS BS S T W I A Ld Sv
Epistolary 115 505 4 A SSERB S S 0
Codicier 100 5L E6 LA g NSRBI g i g

Weapons: A Librarian is armed with a force weapon and wears a psychic hood.

£L

Options: A Librarian can be given any equipment allowed from the Space Marine
Armoury.

A Librarian (Epi or Codicier) is an Independent
Character. See the Space Marine Character special rules for more details.

Psychic Power: Librarians have the Storm of the Emperor's Wrath psychic power.
They may replace this power with an alternative Psychic power at the cost specified on
page 21. In addition, an Epistolary may take a second psychic power at the listed cost.

Librarium Command Squad: A Librarian may lead a Command squad or a Terminator
| Command squad. See the unit entries for details.
|

CHAPTER LIBRARIAN
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Pts/ModelWS BS S T W | A Ld Sv
Space Marine 15 ¢ AR 4 1 4 1 8 3+ .

You may take a Command squad to accompany a Commander, Librarian or Chaplain.
See the other HQ entries for details. Independent Characters in Terminator afmour may
not lead or be attached to a Command squad, they may join it during the course of play,
however.

Number/squad: Sergeant and 4-9 Space Marines. : B

Weapons: Bolter. All models in the squad may replace their bolters with-a bolt pistol and
close combat weapon at no exira points cost.

Options: The squad may be equipped with frag grenades at +1'point per model and/or
krak grenades at +2 points per model. Up to two models can be armed with a weapon
from the following list at the cost indicated: heavy bolter at +15 points, missile launcher
or multi-melta at +20 points, pl or

points, meltagun-or plasma gun at +10 points.

Characters: Models which are not armed with either a heavy bolter, missilg' Iaum":her.
multi-melta, plasma cannon, fascannon, flamer, meftagun or plasma gun may be
upgraded to be a specialist as described below. v

Soecialists
Apothecary: One model may be upgraded to an Apothecary with a narthecium and a reductor at +25 points.
Company Standard Bearer: One model may be upgraded to a Standard Bearer carrying the Company standard at +25 points.
Company Champion: One model may be upgraded to Company Champion armed with a power weapon, combat shield and
oot pistol at +20 points.

specialists with Terminator Honours may select additional equipment from the Space Marine'Armoury. See the Space Marine
a=moury for details of the narthecium and reductor, Company standard-and combat shield.

Sergeant: The Sergeant can be given Terminator Honours at +15 points. If so, he may select equipment from the Space Marine
2emoury. In addition if the Sergeant has Terminator Honours, thien all other Space Marines in the squad may be given Terminator
~cnours at +10 points per model.

Transport: A Command squad which, including attached characters, numbers six models or less may select a Razorback
r=nsport. Command squads that number ten models or less may select a Rhino transport. See the Transport vehicles entry for
details of Rhinos and Razorbacks.

Special Skills: Deadly veterans of a thousand campaigns, Space Marines quickly master innumerable battlefield techniques to
er destroy their foes. At a cost of +3 points per model, all models in a Command squad (including leading/attached Characters)

be upgraded to have one of the following skills: Furious Charge; Tank Hunters; Infilrate (may only be selected if the squad
s not have a transport vehicle). (See the Universal Special Rules section of the Warhammer 40,000 rulebook).

at +35 points, flamer at +6

AvadS ANVINNOD
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g Terminator T R R e 1 Y T B TR e
I

TERMINATOR COMMAND SQUAD

30

HQ

You may take a Command squad to accompany a Commander, Librarian or Chaplain. See
the other HQ entries for details. Terminator Command squads may only have characfers
or other models attached to them if these models are equipped with Terminator armour.

Number/squad: Sergeant and 3-9 Terminators.

Weapons: The Sergeant is armed with a storm bolter and a power weapon. Al other
Terminators have a storm bolter and a power fist.

Options: Up to two Terminators may replace their storm bolter with an assault cannon at
+20 points or a heavy flamer at +10 points or may add a cyclone missile launcher to their
existing weaponry at +25-points. Any model with a power fist may replace it with a chainfist
at +5 points.

Character: The squad Sergeant may select equipment from the Space Marine Armoury.

Transport: A Terminator Command squad which, including attached characters, numbers
five models or less may select a Land Raider transport. See the Heavy Support entry for
their details.

Special Skills: Deadly veterans of a thousand campaigns, Space Marines quickly master
innumerable battlefield techniques to better destroy their foes. At a cost of +3 points per model, all models in a Terminator
Command squad (including leading/attached Characters) may be upgraded to have one of the following skills: Furious Charge:
Tank Hunters. (See the Universal Special Rules section of the Warhammer 40,000 rulebook).

Teleport: A Terminator Command squad may teleport onto the battiefield, taking the fight directly to the heart of their enemy’s battie
line. They may always start the game in Reserve and arrive using the Deep Strike special rule, even if it is not part of the mission
being played.

THE ENEMIES OF
THE EMPEROR FEAR
MANY THINGS.

THEY FEAR
DISCOVERY, DEFEAT,
DESPAIR AND DEATH.

YET THERE IS ONE
THING THEY FEAR
ABOVE ALL OTHERS.

THEY FEAR THE
WRATH OF THE
SPACE' MARINES!

w
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PlsModel WS 'BS & T W 1A Ld sv
Terminator a0 THAC AT AN G

Number/squad: Sergeant and 4-9 Terminators

Weapons: The Sergeant is armed with a storm bolter and a power weapon. All other
Terminators have a storm bolter and a power fist.

Options: Up to two Terminators may replace their storm bolter with an assault cannon at
+20 pts or a heavy flamer at +10 pts or may add a cyclone missile launcher to their existing
weaponry at +25 pts. Any model with a power fist may replace it with a chainfist at +5 pts.

Character: The squad Sergeant may select equipment from the Space Marine Armoury.

Transport: A Terminator squad which numbers five models or less may selem a Land Raider transport.-Sge-the Heavy Su_ppon
ry for details.

+er destroy their foes. At a cost of +3 points per model, all models in a squad may. be upgraded to have one'df the following
swils: Furious Charge; Tank Hunters. (See the Universal Special Rules section of the Warhammer 40,000 rulebook).

Feleport: A Terminator squad may teleport onto the battefield, taking the fight diréctly to the heart of their enemy’s battle fine. They.
2y always start the game in Reserve and arrive using the Deep Strike speclal rule, even if it is not part of the mission being
ayed.

Pis/Model WS BS S T W A Ld Sv
Terminator 40 47 404 GENSEN 20 9 2+
Sergeant and 4-9 in P

Weapons: The Sergeant and Terminators will all have either a pair o lightning claws or

in the squad.
Character: The squad Sergeant may select equipment from the SPacs Manne Armoury.

Land Raider transport. See the Heavy Support entry for details.

Special Skllln Deadly veterans ol a thousand campaigns, Space MannssAqmd(ly master mnumevable banleﬁeld techniques to
r destroy. their foes. At a cost of +3 points per model, all models in“a squad may be upgraded o havs one of the following
: Furious Charge; Tank Hunters. (See the Universal Special Rules section of the Warhammer 4manm| K.

Teleport: A Terminator Assault squad may teleport onto the battlefield, takmgthe fight directly to the heart nﬂhenr -engmy’s battle
ine. They may:always start the game in Reserve and arrive using the Deep Smke special rle, even if it is notpan of the mission
2eing played. 3 4 R i

il

Special Skills: Deadly veterans of a thousand campaigns, Space Mannes‘ quickly master innumerable battiefield techniques 1o

athunder hammer-and storm shield. Any oombmallon of these two types may be included

Transport: A Terminator Assault squad which numbers five models or less may selecta -

5 ‘

“As our bodx:s are nmouud with adamastium, our souls are. protectetf with loyalty. As our bolters are
charged with “death for the Emperor's encmics. qurithoughts are chnged with wisdom. As our fanks advance,
so does our devotion, for 3 arc we ot Spac: Marines?  Are - ‘we not the q:oscn of the Emperoi' his_loyal
scrvants unto dcnh"" P \ LS ¢
BERTE S - - Chaphin Fergss Nils

st Pt AT
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VETERAN SQUAD

DREADNOUGHT

— ELITES

Pts/ModelWS BS S T W | A Ld Sv
Space Marine 18 4 " R 4 1 4 1 8 3+

Number/squad: Sergeant and 4 to 9 Space Marine Veterans

Weapons: Bolter. All models in the squad may replace their bolters with a bolt pistol and
close combat weapon for free.

Options: The squad may be equipped with frag grenades at +1 point per model and/or krak
grenades at +2 points per model.

One Space Marine can be armed with a weapon from the following list at the cost indicated:
heavy bolter at +5 points; missile launcher or multi-melta at +10 point; lascannon at +15
points; plasma cannon at +20 points; a pair of lightning claws at +30 points or a power fist
at +25 points.

One Space Marine can be armed with a weapon from the following list at the cost indicated:
flamer at +6 points; meltagun or plasma gun at +10 points; power weapon at +15 points.

Character: The Sergeant may be given Terminator Honours at +15 points. If s, he may select equipment from the Space Mari«i
Armoury. If the Sergeant has Terminator Honours, every other Space Marine in the unit may be given them too at a cost of +1
points per model.

Transport: A Veteran squad which numbers six models or less may select a Razorback transport. Veteran squads that number ten
models o less may select a Rhino transport. See the Transport vehicles entry for their details.

Special Skills: Deadly veterans of a thousand campaigns, Space Marines quickly master innumerable battlefield techniques ta
better destroy their foes. All models in a Veteran squad will have one of the following skills: Furious Charge; Tank Hunters; Infiltrate
(may only be selected if the squad does not have a transport vehicle). (See the Universal Special Rules section of the Warhamme
40,000 rulebook).

ARMOUR

Pts _Front e Rear WS BS S I A X %};"
£l

105 12 1210 | 4 a4 te(ib) Ao p iy i

Type: Walker Crew: One Space Marine - f i 3 1P

Weapons: The Dreadnought's left arm is equipped with a Dreadnought
close combat weapon that has a built-in storm bolter. The 5
Dreadnought's right arm is equipped with an assault cannon. 3 .

Options: The Dreadnought may replace its storm bolter with a heavy A§ - f@

flamer at +10 points. The assault cannon can be upgraded to a twin- v A L %

linked lascannon at +20 points or a multi-melta at +10 points. sadand SE

Additionally, the Dreadnought may replace its close combat weapon arm ¥ e ok
| (including any built-in weapons) with a missile launcher at an additional [ Dol

cost of +10 points. If this option is taken the Dreadnought uses its basic A \

Strength (6) in close combat and no longer ignores Armour Saves. -

Venerable: As well as fearsome warriors, the accumulated wisdom of a & L —

Dreadnought's centuries of battle is an invaluable resource, and their
vast experience means that they have fought in almost every

i form of One Di per may be upgraded to Venerable at +20 points. Veneral
Dreadnoughts are extremely hard to kill and whenever they suffer a glancing or penetrating hit you may ask your 6pponent to
roll the result on the Vehicle Damage tables. However, you must accept the second result, even if it is worse!

A Venerable Dreadnought may be given either the Furious Assault skill or the Tank Hunter skill at +10 points. (See the Univer:
Special Rules section of the Warhammer 40,000 rulebook). .

Upgrades: Dreadnoughts may have any of the following vehicle upgrades at the cost listed in the Space Marine Armoury:
armour, searchlight or smoke launchers.

ONLY THE AWKWARD QUESTION: ONLY THE FOOLISH ASK TWICE.



== ELITES

Pts/Model WS-

BS S T W 1 A
Techmarine 65 4 4 -4 4 2" 4 2
Tech Servitor 10 gl g N o1 ek
Combat Servitor 25 4 3 3 3 o 3 1
Gun Servitor 10 +gun 3 4 3 < X § 3 1

Number/squad: A Techmarine and 0 to 4 Servitors

Weapons: The Techmarine is armed with a bolter and powér weapon and is
equipped with a signum, auspex and servo-arm.

Options: The Techmarine may upgrade his equipment to a full sefvo-harness at
+35 pts. The servo-hamess incorporates the following features: -artificer armour
(improving his Armour Save to 2+), a second servo-arm (giving him two servo-arm
attacks), a plasma cutter (which counts as a twin-linked plasma pistol) and a flamer.
Inthe Shooting phase, the ine may fire both h ted weapons or
one hamess-mounted weapon and one of his personal weapons. A Techmarine
with a’servo-hamess may re-foll the dice when attempting to repair a damaged
vehicle (See Blessing of the Omnissiah special rule).

Character: A Techmarine is an Independent Character. He may select additional equipment from the Space Marine Armoury. He may lead
= retinue of 0-4 Senvitors, selected from the options below. It he has a Servtor refinue the Techmarine may not leave it or join another unit

Slessing of the Omnissiah: As an Adept of the Cult Mechanicus, it is a Techmarine’s sacted duty to repair damaged vehicles and
=store them to their rightful place on the battlefield. If a Space Marine vehicle has suffered an Immobilised.or Weapon Destroyed
ult then there is a chance the Techmarine can rekindle its angered wr spirit. To do this the Techmarine must start the Movement
ase of the Space Marine tum in contact with the damaged vehicle and fiot be inside it (although he can disembark and begin-
e repairs), Falling Back, Locked or Pinned. Roll a D6 and if the result is a 6 then either a Weapon Destroyed result or Immobilised
~=sult (owning player's choice) will be repaired. Both the vehicle and the Techmarine (including any.unit he leads or has joined)
~ust remain stationary for the entire Movement phase. The repair attempt will be complete before the Shooting phase begiris.

Servitors: Techmarines often take to the field of battle accompanied by heavily augmerited servitors from the Chapter forge. They ™

=an be of several different types, most commonly Technical Servitors, Combat Servitors or Gun Servitors. A Techmarine’s retinue
may consist of any mix of the Servitors listed below: &

Gun Servitors: Augmented with a variety of heavy weapons, these Servitors provide fire support for the Techmarine while he
works. They must be armed with one of the following weapons: multi-melta at +25 pts; heavy bolter at +15 pts; plasma cannon
at +35 pts. Note that only one plasma cannon armed Gun Servitor can' be taken per Techmarine.

Combat Servitors: Mono-tasked with delending a Techmarine from enemy assaults, these Senvitors are equipped purely to

fight in close combat. They are armed with a power fist and a close combat weapon:
Technical Servitors: A relatively common sight in.the Imperium, these Servitors are not-intended for combat, but are very
useful in helping in the repair of damaged vehicles. For each Technical Sewvitor in the Techmarine’s retinue add +1 to the dice
when rolling to repair damaged Space Marine vehicles, to a maximum score:of 6 (see Blessing of the-Omnissiah special rule).

Technical Servitors are armed with a single close combat weapon. . %

Transport: A Techmarine (and any Servitors) may select a Razorbadk of Rhino fransport-See the Transport Vehicles entry for fieir detas.

oF

SERVO-ARMS

A Techmarine servo-hamess s fitted with an _
array of servo arms carrying drills, welders and
cutters, and is womn over power armour,
connecting to its external ports. Space.Marine
armour is fitted with -gyro-stabilisers - and -
electrically-triggered fibre bundles that react to
the movements_of the wearer. When a servo
hamess is wom, it overrides the power armour
controls to maintain balance while handling
massive weights and operating heavy power
tools. Multiple servo-arms fitted to a servo-
harness enable a Techmarine to_heft armoured
plates and tracks with ease*and carry enough
weaponry to ensute that he is not disturbed
while doing so. -

2
%
g
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TROOPS

PtsModel WS BS S T W | A Ld Sv
{ Space Marine 15 4 4 4 4 1

§ | Number/squad: Sergeant and 4 to 9 Space Marines

2
=N |
=
v
S.,
51
g

Weapons: Bolter. The Sergeant may replace his bolter with a bolt pistol and close combat
weapon for free.

Options: The squad may be equipped with frag grenades at +1 pt per model and/or krak
grenades at +2 pts per model. One Space Marine can be armed with a weapon from the
following list: heavy bolter at +5 pts; missile launcher or multi-melta at +10 pts; lascannon
at +15 pts; plasma cannon at +20 pts. One Space Marine can be armed with & weapon from
the following list: flamer at +6 pts; meltagun or plasma gun at +10 pts.

—

Character: The Sergeant may be given Terminator Honours at +15 points. If so, he may select equipment from the Space Mari
Armoury.

Transport: A Tactical squad which numbers six models or less may select a Razorback transport. Tactical squads that number tes
models or less may select a Rhino transport. See the Transport vehicles entry for their details.

Pts/Model WS BS S T W | A Ld Sv
Space Marine Scout . 13 4 4 4. /54 1 4 1 8 4+

|| ' Number/squad: Sergeant and 4 to 9 Space Marine Scouts
§| Weapons: The Scouts and Sergeant are armed with a bolt pistol and elose combat weapon.

Options: The squad may be equipped with frag grenades at +1 pt per model and/or krak
grenades at +2 pts per model. Any models (including the Sergeant) may replace their
|| standard weapons with either a shotgun or a bolter for free, or a sniper rifle at+5 pts. Up to
one model may be armed with a heavy bolter at +5 pts or a missile launcher at +10 pts.

Character: The Sergeant may be given Terminator Honours at +13 pts. If so, he may select
équipment from the Space MarineArmoury. i

* SCOUT SQUAD

i
| Stealth Training: All Scouts possess the Infiltrate and Move Through Cover skills (see the
J Universal Special Rules section of the Warhammer 40,000 rulebook).

Pain and death arc illusions of the
weak mind. While his gene-seed
returns to the Chapter, 2 Marine
cannot dic. Without dcath, pain loses
its relevance.

He that may fight, heal him.

He that may fight no more, give
him peace.

He that is dead, take from him the

Chapter's due.
A -

"

DEATH IS THE SERVANT OF THE RIGHTEOUS. ' /'



'TRANSPORT VEHICLES

in Space Marine units have the option of selecting a trsnsport vehicle.. These vehicles do not use up any additional Iorce organisation
==art selections, but otherwise function as separate units. The vehicles described here may only transport the units they are selected with,
< may not be used to transport other units during the colrse of a battle. See the Warhammer 40,000 rules for details of dedioated transports.

~d Raiders may be selected by some units as dedicated transports. See the antry in the Heavy Support section for details. Because Land
“ders are such formidable vehicles they do not count as dedicated transports for the purposes of holding objectives and scoring Victory

nts. Treat them as Vehicles instead.

ARMOUR T
Pts Front Side Rear ws BS S 1 A

50 1" 1 10 n/a 4 n/a n/a n/a

Type: Tank. Crew: One Space Marine.
Weapons: The Rhino is armed with a storm bolter.
="\ Transport: The Rhino may carry up to 10 Space Marines, but
5 ¥ may not transport Terminators.
&

Fire Points: Up to two models can fire from the Rhino’s top hatch.

Access Points: Rhinos have a hatch on each side of the hull
and one ramp at the rear.

wehicle upgrades: Rhinos may have any of the following vehicle upgrades at the cost listed in the Space Marines Armoury: dozer
=izdes; extra armour; hunter-killer missile; pintle-mounted storm bolter; Power of the Machine Spirit; searchlight; smoke launchers.

hinos are exceptionally resilient vehicles and can often be repaired by their crew in the heat of battle. If a Rhino is
mmobilised for any reason, then in subsequent turns the driver may attempt to effect a temporary repair instead of shooting. Roll
= D6 in the Shooting phase, and on a 6 the vehicle is free to move in its next turn.

ARMOUR
Pts Front Side Rear ws BS S L] A
70 " 1" 10 n/a 4 n/a na n/a

Type: Tank. Crew: One Space Marine.

Weapons: The Razorback's turret is armed with a twin-linked
heavy bolter.

Options: The twin-linked heavy bolter can be upgraded to a
twin-linked lascannon at +20 pts.

Transport: Th Y Upt0 6 Sps ines, but
may ot transport Terminators.

. Fire Points: None

Access Points: A Razorback has one hatch on each side of the
hull and one ramp at the rear.

¥ehicle upgrades: Razorbacks may have any of the following vehicle upgrades at the cost listed in the Space Marine Armoury: dozer
siades; extra armour; hunter-killer missile; pintle-mounted storm bolfer; Power-of the Machine Spirit; searchlight; smoke launchers.

ARMOUR
Pts Front Side. Rear ws BS S 1 A
30 12 12 12 n/a 2 n/a n/a n/a

Type: Vehicle, Immobile, Open-topped. Crew: None. “ “Weapons: A drop pod is armed with a storm bolter.

Options: A drop pod can be upgraded to carry a Deathwind launcher at +20 points.
Deathwind Launcher: Range 12° Strength 5; AP 6; Heavy 1, Large Blast

Transport: A drop pod may carry up to 10 Space Marines, 5 i or1Di Once have di:
ey may not re-embark.
Fire Points: None Access Points: Open-topped vehicle.

2 drop pod always'has the Power of the Machine Spirit upgrade this has been included in its points cost. Drop pods may fire on
e same turn as (hey land.

ONIHY
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aod doya

35



36

ASSAULT 'SQU

LAND SPEEDER SQUADRON

also ngppea ‘with frag grenades and jump packs.
N

53 The enhrasquad is armed with a bolt plstol and close combat weapon. They are

Options: The entire.squad may be equipped with krak grenades at +1 pt per model and/or
meltabombs at +2 pts per modet. Up to two Space Marines can be armed with a weapon
from the following list: flamer at +5 pts or plasma pistol at +5 pts.

Character: The Sergeant may be given Terminator Honours at +15 points. If 50, he may
select equipment from the Space Marine Armoury.

Remove Jump Packs: An'Assault squad can fight without jump packs if desired. If they
choose to do so, then the cost of each model is reduced to 15 pts.

Deep Strike: An Assault squad with jump packs may make combat drops from Thunderhawk gunships to strike at the heart of th
enemy'’s battle lines. Assault squads with jump packs may use the Deep Strike special rule where the mission being played allows.

ARMOUR
Pts Front Side Rear Ws. BS S ! A
50 10 10 10 na - 4 n/a n/a n/a

Type: Fast, Skimmer.

Crew: Two Space Marines. E 1

Squad: The-Squadron consists of between 1 and 3 it =5
Land Speeders.

Weapons: Each Land Speeder is armed with a 2 8 o | .
heavy bolter. i s I

Options: Any Land Speeder may replace its heavy

bolter with a multi-melta at +15 pts each. They may

additionally be upgraded as a Torado or Typhoon, -

although you may not use both Tomado and Typhoon

upgrades on the same model. All types of Land 2

Speeders can be combined in a single squadron. i

* Land Speeder Tornado: Tornado pattern Land Speeders are more heavily armed than a normal Land Speeder, carrying

effective mix of anti-armour and anti-personnel weaponry, and are often used to exploit weaknesses in the enemy battle line. At

Land Speeder with a heavy bolter may be upgraded to a Land Speeder Tomado by adding an assault cannon.at +30 pts. Any Lar

Speeder with a multi-melta may add a heavy flamer at + 10 pts.

+Land Speeder Typhoon: Typhoon pattern Land Speeders are fitted with the Typhoon multiple missile launcher and are used to bi

up enemy troop formations or attack other light vehicles. Land Speeders may add a Typhoon multiple missile launcher at + 20 pts.
Typhoon multiple missile launcher: Range 48°; S 5; AP 5; Heavy 1, Blast, Twin-linked.

Deep Strike: A Land Speeder squadron may drop into the enemy battle lines from high altitude, pulling up at the last moment:
Accordingly, they may use the Deep Strike special rule where the mission being played allows it.

“While vile mutants still draw breath, there can be no peace. While obscene heretics’ hearts still beat, there can be no
respite. While faithless traitors still live, there can be no forgivencss” ~

Legiones Astartes Silver Skulls” Catechism of Hate
Verse 1 of XXV *
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PtsiModel WS BS 'S’ T W 1

A _Ld Sv
Biker 32 440 4 45 1 4 1 8 3
Attack Bike 50 4 4 4 45) 2 4 2 8 B+ 4

Number/squad: Sergeant and 2 to 4 Space Marine Bikers.

Weapons: Each bike is armed with twin-iinked bolters. All Bikers -are
equipped with frag grenades.

Options: The squad may be equipped with krak grenades at +1 pt.per
model and/or meltabombs at +2 pts per model: Up to two Bikers can be
armed with a weapon from the following list: flamer at +6 pts; meltagun or
plasma gun at +10 pts. :

Character: The Sergeant may. be given Terminator Honours at +15 points.
If s0, he may select equipment from the Space Marine Armoury.

Attack Bike: You may add a single Attack Bike to the squadron at a cost of
+50 points. It is armed with a heavy bolter & twin-linked bolter The heavy
bolter can be replaced with a multi-melta at +15 points. 3

NOYavnds 19

PtsModelWS BS S T W 1A Ld Sv
Attack Bike 50 4 4 4 45 2 4 2

Number/squad: 2 to 3 Space Marine Attack Bikes, each with 2 Space
Marine crew.
Weapons: Each Attack Bike is armed with twin-linked bolters and a heavy
bolter. All Bikers are equipped with frag grenades.

- Options: Any Attack Bike may replace its heavy bolter with a multi-melta at
+15pts.

. NOYavods
IIIF MOVLLY

Pts/ModelWS BS S T W 1|
Scout Biker 25 4 4 4 405) 1 4 -1 8 4+

Number/squad: Sergeant and 2 to 4 Space Marine Scout Bikers.

Weapons: Each Bike is armed with twin-linked bolters. All Bikers are
equipped with frag grenades. S

Options: The entire squad may,be equipped with krak grenades at +1 pt per
model and/or meltabombs at +2 pts per model.

Character: The Sergeant may be given Terminator Honours at +15 points.
If so, he may select equipment from the Space Marine Armoury.

Scouts: Scout Bikers often range ahead of Space Marine armies, locating
enemy forces, gathering intelligence on their movements or secreting
themselves in order to ambush them. Scout Bike squadrons may use the
Scouts special rule. See the Universal Special Rules section of the
Warhammer 40,000 rulebook. In order to maintain stealth they may not use
the turbo-boost option for their scout move.

S
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DEVASTATOR SQUAD

VINDICATOR

PREDATOR
ANNIHILATOR

38

HEAVY SUPPORT

PisiModelWS BS S T W | A Ld Sv
Space Marine S R T TR Y

Number/squad: Sergeant and 4 to 9 Space Marines

Weapons: Bolter. The Sergeant may replace his bolter with bolt pistol and close combat
weapon for free.

Options: The squad may be equipped with frag grenades at +1 pt per model and/or krak
grenades at +2 pts per model. Up to four Space Marines can be armed with a weapon from
the following list: heavy bolter at +15 pts; missile launcher or multi-melta at +20 pts; plasma
cannon or lascannon at +35 pts.

Character: The Sergeant may be given Terminator Honours at +15 points. f so, he may
select equipment from the Space Marine Armoury.

Transport: A Devastator squad which numbers six models or less may select a Razorback transport. Devastator squads thd'
number ten models or less may select a Rhino transport. See the Transport vehicles entry for their details.

ARMOUR
Pts Front Side Rear ws BS S 1 A
125 13 1 10 na 4 n/a n/a n/a
Type: Tank Crew: Two Space Marines

Weapons: The Vindicator is armed with a hull-
mounted Demolisher cannon and a storm bolter.

Vehicle upgrades: Vindicators may have any of
the following vehicle upgrades at the cost listed
in the Space Marine Armoury: dozer blades;
extra armour; hunter-killer missile; pintle-
mounted storm bolter; Power of the Machine
Spirit; searchlight; smoke launchers.

ARMOUR
Pts _ Front Side Rear WS BS S 1 A
120 13 11 10 na 4 na na na
Type: Tank Crew: Two Space Marines

Weapons: A Predator Annihilator is armed with a turret-
mounted twin-linked lascannon.

Options: The Annihilator may also be armed with two
side sponsons with either heavy bolters at +10 pts or
lascannons at +25 pts.

Vehicle upgrades: Predator Annihilators may have any
of the following vehicle upgrades at the cost listed in the
Space Marine Armoury: dozer blades; extra armour;
hunter-killer missile; pintle-mounted storm bolter; Power
of the Machine Spirit; searchlight; smoke launchers.




HEAVY S UPPORT

_ARMOUR .
Pts Front. _Side Rear . WS BS - S ! A
100 13 " 10 “n/a 4 n/a n/a n/a
Type: Tank
% P2, Crew: Two Space Marines
T p o 2 =
& AN 5 Weapons: A Predator Destructor is ammed with a
5 . o turret-mounted autocannon:
Options: The Destructor may also be armed with two
side sponsons with either heavy bolters at-+10 pts or

5 lascannons at +25 pts.

e Vehicle upgrades: Predator Destructors may have
any of the following vehicle upgrades at the cost listed
in the Space Marine Armoury: dozer blades; extra
armour; hunter-killer missile; pintle-mounted storm
bolter; Power of the Machine Spirit; searchlight;
'smoke launchers.

ARMOUR 4

Pts Front Side Rear WS BS S L} A
85 =]t 1 10 n/a 4 n/a n/a n/a

Type: Tank Crew: Two Space Marines

Weapons: The Whirwind is armed with a turret-
fmounted Whirtwind multiple missile launcher equipped
to fire Vengeance missiles. Alternatively, it may be fitted
to fire Castellan missiles. You must decide before the
_game begins which missiles the Whiriwind is fitted with
4 and ensure that your opponent is aware of your choice.
‘You may not switch missiles during a game.

Missile
Vengeance 5 bar 5
Castellan ;. n/a . n/a Ordnance barrage, Large Blast:marker

Castellan Missiles: Casteuan missiles are fired singly, each contains dozens of mines which' upon the Caslellans detonation
scatter over a wide area. The Castellan can targsl ehemy units normally or be fired at an empty aréa so that no friendly or enemy
models are under the Blast marker. Resolve'the shot as you would if it were firing a Vengeance missile but instead of wounding
enemy under the large template place a marker thé'size of a large Blast marker there for the remainder of the game. This represents
the area covered by the minefield. Any enemy model moving over the minefield triggers a mine on a roll of 4+, taking a Strengm 6,
AP-hit. Vehicles are always hit on their rear armour. Skimmers and jump infantty are affected normally. -

Vehicle upgrades: Whirlwinds may have any of the following vehicle upgrades at the cost listed in the Space MannesArmoury dozer
blades; extra armour; hunter-killer missile; pintle-mounted storm bolter; Power of the Machine Spirit; searchlight; smoke launchers.

\

I

“Gonsidet the Prodsfor, Let your.soul be armoured with Faith, driven o the tracks of obedicnce which overcomes
al obstacles; nd:srmed with:th three grest gons of Zesl. Duty and Pority”
Anon.

FAITH IS YOUR SHIELD,

JOLINALSTA

ANIMTIIHM

Jorvazdd
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LAND RAIDER

LAND RAIDER CRUSADER

ARMOUR
Pts Front - Side
250 14 14

Type: Tank
Crew: Three Space Marines

Weapons: The Land Raider is
armed with a hull-mounted, twin-
linked heavy bolter and a two side
sponsons equipped with twin-linked
lascannons.

Fire Points: None.

Access Points: A Land Raider has
a front assault ramp and two side
hatches.

Transport: A Land Raider can transport up to 10 Space Marines in power armour or 5 Space Marine Terminators,

Power of the Machine Spirit: Land Raiders are imbued with the Power of the Machine Spirit vehicle upgrade, and its cost
included in the vehicle’s points value. See the Vehicle Upgrade section for details.

Vehicle upgrades: Land Raiders may have any of the following vehicle upgrades at the cost listed in the Space Marine Armout

dozer blades; extra armour; hunter-killer missile; pintle-mounted storm bolter; searchlight; smoke launchers.

ARMOUR

Type: Tank.

Crew: Three Space Marines.

Weapons: The Land Raider is
armed with a hull-mounted - twin-
linked assault cannon, a hull-
mounted multi-melta and a pair of
'sponson-mounted hurricane bolters.
Each hurricane bolter consists of
three twin-linked bolters.

Frag Assault Launchers: The front
of the Crusader is studded with
explosive charges designed to hurl 1 24

shrapnel at the enemy as the troops inside charge out. Any unit which charges into close combat on the same turn as it disembat
from the Crusader counts as having frag grenades.

Fire Points: None.
Access Points: A Land Raider Crusader has a front assault ramp and two side hatches.

Transport: Without the generators required to power. sponson lascannons, a Land Raider Crusader can transport more |
passengers than normal. Crusaders can carfy up to fifteen:Space Marines in [power armour or up to eight Terminators.

Power of the Machine Spirit: Land Raiders are imbued with the Power of the Machine Spirit vehicle upgrade, and its cost is
included in the vehicle’s points value.

Extra Armour: All Land Raider Crusaders have the extra armour upgrade and its cost is included in the vehicle’s points value.

Vehicle Upgrades: Land Raiders may have any of the following vehicle upgrades at the cost listed in the Space Marine Armoury:
dozer blades; hunter-killer missile; pintle-mounted storm bolter; searchlight; smoke launchers.




RANGED WEAPONS

WSBS S T W | A LdSv
Master 5 5 4-4 3 5 3 10 3+ Weapon Range Str. AP
Captain e Bolt pistol 122 4 5  Pisol
Masterof Sanctity 5 5 4 4 3 5 3 10 3+ Boltgun 24" 4 75 " RapidFire
Reclusiarch 5118 P47 a B R aY Storm bolter 24" 4 5 ‘Assault2
Epistolary 545 Jals 4735 8 108K Heavy bolter 36" 5 4  Heawy3
Codicier 5:. 50 4 A SRS SELIOE 3R Assault cannon 24" 6 4 Heavy ; Rending
Familiar Buin 3 FONIIRET 801 8 Lo Autocannon 48" 7 4 Heavy2
SpaceMarine 4 4 4 4 1 4 1 8 3+ Lascannon 48" 9 2 Heawt
Terminator A A . 4. 0 9oy Flamer Template 4 5 Assault 1
- ey Heavy flamer Template 5 4  Assauit1
TechSenitor ~ 3 3 3 3 1 3 1 8 5¢ menf’g“’: 24: ap :ssa“""' Mt
CombatSenitor 4 3 3 3 1 3 1 8 4 S::t'g':: 2 ol ': d o éme"a
Gun Servitor 3°.4% 3 132 153" 1.8 My Sniper rifle " X 6  HeawlSpeimig
Scout 4 4 4 4.1 41 84k Wilauncher (Krak) 48" 8 3 Heaw1t*
S/Marine Biker 4 4 4 4(5) 1 4 1 8 3+ M. launcher (Frag) 48" 4 6 Heavy 1, Blast*
Scout Biker 4 4 445 1 4 1 8 4+ Plasma pistol 12" T Pistol, Gets Hot!
Attack Bike 4.4 445 2 4 2 8 3+ Plasma gun 24" 7 2 RapidFire, GetsHot!
Plasma cannon 36" 7 2 Heawy 1,Bast, GetsHo!
oy As"’::“;ear s Deathwind 12 5 6 Heaw1,Large Biast
Typhoon missile 48" 5 5 Heavy 1, Blast,
Rhino =11 jo- . 4 Twin-linked
Razorback RO * Amissile launcher can fire either frag or krak missiles.
Land Speeder 10 10 10 4 See the Warhammer 40,000 rulebook for an explanation of
Whirlwind AT R Wapon.lypes.
Predator 130771177107 34
Vindicator o BN R ORDNANCE
Land Raider 14 14 147 4 el fnpec o5 AL
Demolisher 24" 10 2 Ord. 1/Large Blast
Armour Whirlwind
WS BS S Front Side Rear | A 1248"G 5 4 Ord. 1/Large Blast
Dreadnought 4 4 6(10) 12 12 10, /4 2 Castellan  12-48'G  n/a n/a Ord. 1/Large Blast

Ll



Though the vast majority of Space Marine Chapters
honour the teachings of the Codex Astartes, it would be
a mistake to believe that all of them do. Just because a
Ppartioular-Space Marine Chapter is known as a Codex
Chapter4s no guarantee that it is identical to every other
Codex Chapter. Inevitably there are many differences
betweern them, none of which stop them being regarded
as Codex Chapters. The definition is really based on a
willingness to comply rather than literal obedience.

This means that when you build a Codex: Space
Marines army you can either build one that is totally
Codex-compliant or use these Chapter Trait rules to
come up with something a little different. You wiil find
that the:Chapter Trait rules are all about creating small
variations to add colour to your Chapter, they are not
about creating more powerful army compositions.

At any time there are approximately a thousand
Chapters of Space Marines, of which the majority are
Codex Chapters. So, if adding something of your own
invention appeals to you, why not give them a go?

/MINOR
DIVERGENCE '

CODEX CHAPTERS

All Space Marines are assumed to have the Codex at +§
the core of their training, as best exemplified by the
Ultramarines Chapter. All armies chosen from the main
list in this book are considered not to have divergent
traits. Players are, however, free to utilise the Chapter
Trait rules to create their own divergent Codex Chapter.

DIVERGENT CODEX CHAPTERS

When creating a divergent"Codex Chapter, first declde
how divergent you wish the Chapter to be. There are
three Isvels of acceptable dlvergence Minor, Notable
and ing degrees of
divergence from the Codex Astartes.-Once you' have
chosen the level of divergence for your chapter, consult
the chart below and then select the specified number of
advantages and drawbacks form the appropriate
sections. Advantages represent the Chapter
concentrating on certain areas of the Codex, while
drawbacks represent the elements that a Chapter has to
forego inYarder to specialise.

ADVANTACES

DRAWBACKS

Select one advaniage | g yet ona minor drawback
_from_any one. Trait. | s

" NOTABLE
'DIVERGENCE

Select two. advantages
from any one Trait. _

] Select one. major drawback

SIGNIFICANT
DIVERGENCE

- Select two diff E’e'" ’ ‘Select one major-drawback
advantages from any t0 \. ~znq ong minor drawback
different Traits. *

4
>

¥
]

L
i
f

THE QUALITIES OF A SPACE MARINE

This diagram above shows the essential Traits
of the Space Marine. A member of a Codex
Chapter is expected to have all these Traits in
equal measure. Divergent Chapters emphasise. |
one or two of the divergent Traits at:the
expense of some other aspect of their training.




There are many Tralls such as Pious, Wise or Sombre. Each Tran has 3hreé

with it.

an advantage will be associated with more than one Trait. In‘any evsr(l- you may not selec( the same advantage twice.
Many of the advantages allow the Chapter to utilise skills." See'the Warhammer 40, 000 Unlversal Special-Rules for

details of these.

o~ Cany ‘the Emperors Wdl
- as yourtorch. -
Tuﬂidvemage
« " Suffer not the work of hemm
+ Puity above all-
* Suffer not.the alien to live

Heed the wisdont-of . S
~ the'ahcients” - ¢
s of Mars

fons

your wargear-

WISE *

55 -+ | Life'is a prison,

deatha releasa
Trait adyantages

* See, but don't be & seen
.- * Cleanse.and purify -
. Never despair

BE SWIFT AS. THE WIND .
May take Bike Squadrons as Elites
(and must select either the Tank
Hunter or Futious Assault special
skill as Veteran Squads do, at a
cost of +3 points per model) and/or
as Troops.

Any taken as Troops must be at least
5 models strong. Any Bike Squadron
may take the Expert Rider skill at +2
points per model.

BLESSED BE THE WARRIORS

May take Assault: Squads aé,,EIn9§

and/or as Fast Attack.

If taken as Elites, these squads’ must.
* take the Furious Assault sk!ll at3. pemts

per model 3 4 S4B

'/'_,

CLEANSE AND PUHIFV

One member of a Tactical squad may
replace’ his missile launcher with a
flamer or his las¢annon witha plasma
gun or meltagun.

HEED THE WISDOM OF THE ANCIENTS
Dreadnoughts maybe taken as Heavy
Support or as Elites.Any Dreadnoughts:
selected as Elites myst be Venerable
and the 0-1 limit is removed May not
“be selected by a Chapter that has
taken Aspire to Glory.

HONOUR YOUR WARGEAR

May take Devastator squads as Elites

and/or as Heavy Support. If taken as'

Eiites, these squads must take the Tank-

Hunter'or Infiltrate skillat +3 pts/model.
: i %

NEVER DESPAIR

At the end of.a game the Space Marine
player can request an extra turn be
played. Roll a dice; on a 4+ an.extra -
game tum is ‘played. Games that end
when a particular action is achieved,
such-as Sabotage, are not affected if
the action is- performed, but can be
affected by. allowing an extra tumn for
the action to be performed. If the
Space Marine player does riot exercise -
this option then his opponent may do.
so. If both.armies have this option then
an extra tum must always be played.

NO MERCY, NO RESPITE
Any Tactical Squad or Assault Squad
may_take the Furious Assault skill at a
cost of +3 points per model.




b

> /

PURITY ABOVE ALL
The_Chapter is especially committed
to. ling mutation and ion.
Any Veteran or Tactical squad may
upgrade its Veteran Sergeant to be
an Apothecary. This upgrade costs a
further +25 points and includes

SCIONS OF MARS

May upgrade a Techmarine to have
an extra wound at +15 points. Any
Techmarine upgraded in this way
counts as a HQ selection and you
may not use Commanders at all.
Amend the points cost for
i armour to 25/15, unless

the y with a
Narthecium & Reductor.

TAKE THE FIGHT TO THEM

‘Any model with a bolter in a Tactical
squad, who is not an independent
character, may exchange it for a bolt
pistol and close combat weapon at
no extra cost.

the Chapter has also taken Aspire
to Glory. This does mean that
single wound models can be given
Terminator armour.

SEE, BUT DON'T BE SEEN

Any Tactical Squad or Devastator
Squad, that does not have a transport
vehicle, may take the Infiltrate skill at a
cost of +3 points per model. Any squad
that has taken Infiltrate may take the
Acute Senses skill at +1 per model
(including Veteran Squads). May not
be selected by a Chapter that has
taken Have pride in your colours .

SUFFER NOT THE ALIEN TO LIVE
The Chapter is expert at fighting a
particular Xeno-species. All models
have the Preferred Enemy" ability,
against either Tyranids, Eldar
(including Dark Eldar) or Orks.

This ability costs 1 point per model.

Every Space Marine non-vehicle
model used must have this ability if
any do. The choice of Preferred
Enemy should be apparent from
trophies and other embellishments on
the models.

SUFFER NOT

THE WORKS OF HERETICS

Any Tactical Squad or Devastator
Squad may take the Tank Hunters
skill at a cost of +3 points per model.

TRUST YOUR BATTLE-BROTHERS
Any Command Squad, Veteran Squad,
Tactical Squad, Assault Squad or
Devastator Squad may take the skills
Counter-attack and True Grit at a cost
of +3 points per model for both skills.
Models with True Grit and a Bolter are
assumed to have a close. combat
‘weapon at no extra cost.

UPHOLD THE

HONOUR OF THE EMPEROR

Any Command Squad or Veteran
Squad may take a vow to trust the
Emperor for their protection. They
duly receive a 6+ Invulnerable Save,
(against shooting anly) but do not
receive Cover saves.

ASPIRE TO GLORY

Almost all of the technology used by
Space Marine Chapters is ancient
and precious. Dreadnoughts and
Terminator armour for example require
rare artificer skills. A recently founded
Chapter may take centuries to acquire
such equipment and, should battle
losses be heavy, replacements are not
readily available.

May take only take 0-1 selection in
total from the following list:
Dreadnought, Terminator Squad.

May not take any Terminator
Command Squads or Terminator
Assault Squads. May only take 0-1
Veteran Squads. May not take
Terminator armour as Wargear.

May not take any relics or artefacts
from the Armoury.

EYE TO EYE -~

Although the Codex Astartes includes
extensive guidance on raiding, hit
and run and guerrilla warfare these

FLESH OVER STEEL
Some Chapters either lack the .
facilities to equip or to train
themselves with the heaviest

are not

employed. The Chapter may not be
able to train in these tactics (due to
lack of equipment or training
facilities) or be temperamentally
opposed to them. This drawback may
not be selected along with Be Swift
as the Wind.

May only take 0-1 selection in total
from the following list: Land Speeder
Squadron, Attack Bike Squadron,
Bike Squadron.

S

or they have adopted
specialised fighting techniques that
make such equipment less
significant to them. The desire to
prevail through their fighting qualities -
rather than through operating °
machinery can also be a factor.

May only take 0-1 selection ‘in total =
from the following list: Land Raider,
Predator  Destructor, Whirlwind,
Vindicator.

May not use Land Raider Crusader or
Predator Annihilator.

Each transport option selected uses 3
up a Fast Attack slot on the Force. -
Organisation Chart.




DEATH BEFORE DISHONOUR
Space Marines never accept defeat.
Sometimes however this can be
unwise, and stubbornness can lead to
needless sacrifice. The history of the
Space Marines is littered with heroic
last stands, at least some of which
were probably unnecessary. The
Codex Astartes advises powerfully
against this problem, but these
teachings are not always heeded by
the proud Adeptus Astartes.

At the end of any game involving one
army with this drawback, the
opposing player can request an extra
turn be played. Roll a dice; on 4+ an
extra turn is played. Games that end
when a particular action is achieved,
such as Sabotage, are not affected if
the action is performed, but can be
affected by allowing an extra turn for
the action to be performed. This
drawback may not be combined with
the Never Despair advantage.

DIE STANDING

Space Marines are best known for
their daring orbital attacks and
planetary assaults. Not all Chapters
are willing to use such tactics
however. A powerful fleet presence is
required to make such tactics tenable

Listed-here are some of the most -

% illustrious Ch’ap(ers from the war-
tornhistory of the Imperium,.

- along "with the .
. divergences that dnltersrmats
& themfmmat(uw Chamar

b

of these Chaptars~u§|ng
ese.

Chapter Traits rules, then

“are 'the traits 'you. must

o usmg -the n¢
Space Marines -army list

7 Traits is always ¢ ‘a vAKd
option, and s perfectly

reprasemanvedMsserChapleYs.

~ IMPI
\\ Pious:

Suﬂerﬂmthe;
Works: avé\aes
‘Drawback: - paama g
. - Dighonour -

‘traits” and -

and heavy losses can be suffered
before the assaulting tropps can
confront the enemy... Whilst not
common, there are Chapters .who
prefer to get their feet on the ground
before entering battle.

May not use the Drop’ Pod assault
special rules.

FAITHFUL UNTO DEATH

The Chapter has suffered. grievous
losses and is significantly under
strength. Each Company is unable to
call upon significant support from the
rest of the Chapter.

The Chapter has one less Elite, Fast
Attack and Heavy Support choice on
the force selection chart than the
mission normally permits.

HAVE FAITH IN SUSPICION

Within the Imperium the balance
between distrust for psykers and the
absolute need to make use of them is
rarely achieved. Sharp_ reactionary
views are commonplace and are
offen vindicated. Space Marine
Chapter beliefs are equally divided
and even in the most moderate
Chapters Librarians tend to stand
apart - from their battle brothers,

_RAVEN GU.
“Fierce:

viewed with fearful awe as .well as
respect.

May ‘not.use Librarians.

-May not use any allies with Psychic

powers.

HAVE PRIDE IN YOUR COLOURS
Although all Space Marines proudly
display their heraldry to intimidate the
enemy the Codex Astartes makes
provision for the use of stealth where
appropriate. Some Space Marine
Chapters take an extreme view and
reject stealth-in all its forms-as an act
of cowardice:

No models may use the Infiltrate or
Scouts special rules.

WE STAND ALONE

The place of Space Marines” within
the hierarchy .of the Imperium is a
complex issue. All Chapters retain
autonomy from the institutions of the
imperium, and the degree of co-
operation they exhibit is also highly
variable. Many Chapters are insular
and _isolationist, keeping their own
secrets and- resisting any external
interference.

May not use any Allies.

RAV
rageous - See But Don't
2 Seen &
Trust Your Battle
Brothers

‘Flesh Over Steel



Captain Shrike made his name during the campaign to
destroy the Ork Warlords of Targus VIII, a hive world locked
in perpetual night on the fringes of the Halo Stars of the
galactic south. Fallen to the might of their Waaagh!, the task
of reclaiming this world was entrusted to the Raven Guard,
ten regiments of the Imperial Guard and their attached
Naval units. Carefully selected targets were assigned to
squads of Raven Guard to destroy prior to the Imperial
invasion, and Shrike led an assault force of Space Marines
deep behind enemy lines to take out a giant orbital gun.
Striking hard and fast, Shrike’s force accomplished its
primary mission, but was left. stranded when its
Thunderhawk was destroyed en route to extract them.

Undaunted, Shrike and his warriors remained deep in Ork
territory for over two years before finally returning to the
Chapter. During this time, they provided invaluable targeting
information to Naval assets and wreaked havoc in the rear
echelons of the Ork armies, destroying fuel dumps;
ammunition stores and uncounted vehicle parks before
vanishing into the shadows of the ruined hive, all the while

stealing what they needed to survive and continue their

mission. Shrike was honeured with the Laurel Imperialis

upon his triumphant return to his battle brothers, having

upheld his honour and exemplified the virtues of his

Chapter. Thanks largely to Shrike's efforts, the campaign
was brought to a victorious end decades before Imperial

Strategos predicted.

Profile

Pts/Model WS BS S T W
Shrike 4 4 3

A Ld Sv
175 5 5 4

L}
5 10 3+
Special Character. Kayvaan Shrike is a special character.
He may be used in a Raven Guard army of at least 1,500
points as an HQ choice. You may not select any additional
items from the Armoury.

Equipment: Jump pack, frag and melta grenades, purity
seals, the Raven's Talons, Terminator Honours (bonus
included in profile).

SPECIAL RULES
Independent Character: Shrike is an Independent
Character.

Rites of Battle: As Space Marine Commanders ‘(see
page 28).

The Raven’s Talons: Said to have been crafted by Corax
himself on Deliverance after the Istvaan V massacre, these
exquisite talons are reputedly unbreakable and cut through
the toughest armour with ease. The Raven's Talons are a
pair of master-crafted lightning claws with the Rending
special rule (see the Warhammer 40,000 main rulebook).

Strike from the Shadows: Shrike possesses the Infittrate,
Scout and Stealth special rules.

Shrike’s Wing: Shrike may lead a squad of Raven Guard
veterans that he has trained personally.

Profi Pts/Model WS BS S T W
1

A _Ld Sv
Space Marine 51 4 4 4 4 2

1
4 9 3+
Number/squad: 4 to 9 Space Marines.

Weapons: Lightning claws, krak & frag grenades and jump
packs.

Strike from the Shadows. Shrike’s Wing possess the
Infiltrate, Scout and Stealth special rules.

Deep Strike: Shrike's Wing may use the Deep Strike

special rule where the mission being played allows it.

“From the darkness we strike, fast and lethal, and by
the time our foes can react.. darkness there and
nothing more.”

Kayvaan Shrike,
Shadow Captain of the 3rd Company




The name'Lysander first appeared on the Liber Honorus of
the Imperial Fists Chapter in 567.M40 when, as a sergeant
of the 2nd Company, he was victorious over the heretics of
duno at the battle of Colonial Bridge. This was but the first
mperial Laurel of many. In 585:M40 he took command of
the 2nd Company after successfully boarding and capturing
the Eldar cruiser, Blood of Khaine.

During the three-year siege of Haddrake Tor he
commanded the drop pod assault on its highest peaks.
Having secured the high ground, teleport homers were set
up to allow the Terminators of 1st Company to teleport in to
clear the lower levels. The defending cultists used
blasphemous rituals of cursing to disrupt the Warp,
however, and many of the Terminators arrived off-target,
entombed in solid rock or plunging to their doom over the
orecipices. Lysander saw Kleitus, the Captain of the 1st
Company, materialise with his left side merged with
unyielding stone, but before he died, Kleitus thrust his
thunder hammer, the Fist of Dorn, into Lysander’s hands.
Despite this disaster Lysander scorned retreat and took
command of the survivors. Leading them into the heart of
the Tor, he wielded the hammer to terrifying effect, crushing
the heretics and their defences as he went.

During the subsequent reorganisation of the Chapter,
Lysander was elevated to the rank of First Captain, Master
of the 1st Company, Overseer of the Armoury and Watch
Commander of the Phalanx (the Imperial Fists’ massive
space-borne fortress-monastery).

n battle Captain Lysander led the 1st Company to the heart
of the enemy for many years, determined to be the first
mperial Fist to confront the enemy and never to retreat
oefore them. His courage bordered on the foolhardy, but
fortune favoured him until the appointed day of his death. To
the Imperial Fists he is testament to the fact-that only

victorious. A

Profile Pts/Model WS BS S T W
Lysander 170 5

A Ld Sv
5 4 4 3 5 4 102+

Special Character: Captain Lysander is a special
character. He may be used in Imperial Fist armies of at least
1,500 points as an HQ choice. You may not select any
additional items from the Armoury.

Equipment: Captain Lysander wears Terminator armour
(the extra Attack is included in the profile above) and carries
the Fist of Dorn (a master-crafted thunder hammer) and a
storm shield. His armour is embellished with purity seals.

SPECIAL RULES
Independent Character:
Independent Character.

Captain Lysander is an

Rites of Battle: As Space Marine Commanders (see p.28).

Teleport Assault: Lysander has become adept at leading his
Company into battle by teleportation. The Phalanx is welk-
equipped with teleporters and is able to teleport several squads at
once. If an Imperial Fist amy including Lysander elects to'deploy
its Terminators by Deep Strike, Lysander will lead the assautt.
Make one Reserves roll for all the Terminators in the army, re-
rolling the result if desired. All Terminators will therefore arrive on
the same tum, though each unit will be placed independently.

Command Squad: Lysander may lead a
Terminator Command squad chosen

as normal from the army list. The
squad may have other
characters attached to
it as normal.

a
warrior who is willing to sacrifice everything can b’

“During the rightcous pacification of |l|:7,
herctical insurgence on Iduno, Lysander
(at the time still a scrgeant) bravely led
his squad in the stubborn defence of the
Colonial Bridge. For fourteen hours,
Lysander and his men held against wave
after wave, of attacks by the hateful
rebels who had forsworn the glorious
Emperor of Makind for the Fals
Glories of the Fallen Gods. Well versed
in the Rites of Battle, Lysander guided
his men surcly and strongly, bringing the
vengeance of the Emperor i volleys of
controlled, effective bolter fire. When
Lysander and the survivors of his squad
were relieved, it took several hours to
clear the corpses of the - shadow-
shrouded recreants so that the” bridge -
could be crossed.”

Excerpt from the Liber Honorus
Imperial Fists Chapter, Legions Astartes




Chaplain Cassius is among the oldest members of the
Ultramarines Chapter, discounting those who fight on with
the blessings of internment within the armoured
sarcophagus of a holy Dreadnought. Though close on four
centuries old his arm remains strong, his aim remains true
and his sturdy presence within the Ultramarines battle lines
fills the hearts of his younger brethren with pride. Cassius
can recall tales of the first Tyrannic war when he fought
alongside Mameus Calgar, always ‘young Calgar” to
Cassius, to purge Ultramar of the horrific denizens of Hive
Fleet Behemoth. His impassioned words have carried the
Ultramarines forward into battle on a.thousand worlds, firing
them with his own deeply-held passion and belief. And now,
with the strength of the Chapter restored, he has allowed
the Banner of Macragge to be carried into battie once more.

Pts/Model WSBS S T W | A LdSv
5 54 425 4 9 3+

Profile
Cassius 160

Special Character: Chaplain Cassius is a special
character. He may be used in Ultramarines armies of at
least 1,500 points as an HQ choice. You may not select
any additional equipment or wargear beyond that
defined below.

Equipment: Bolt pistol, frag grenades, Crozius
Arcanum, Rosarius, Terminator Honours (bonus
included in profile) and bionics.

SPECIAL RULES

Independent Character: Chaplain Cassius is an
Independent Character.

Honour of the Chapter: As Space Marine Chaplain
(see page 28).

Litanies of Hate: As Space Marine Chaplain (see
page 28).

Tyranid Hunter: Cassius is one of the few surviving
veterans of the first Tyrannic war. He has fought in many
battles against the Tyranids and understands them all too
well. His hard: has led the L i

to victory against these aliens, overcoming both their
heinous weaponry and inhuman constitution. Cassius,
and any Ultramarines squad led by Cassius benefit from
the Veteran skill — Preferred Enemy (Tyranids).

Great Knowledge: Any Ultramarine unit within 6" of
Cassius may re-roll their Morale checks, accepting the
second result as final. Note that this ability can be used
even if a Morale check is passed on the first roll, so you
can use it to try make sure Ultramarines fall
back in disadvantageous or outright
dangerous situations (Cassius
counsels with both strength and
wisdom).

Command. Squad: Chaplain
Cassius may lead a Reclusiam
Command Squad selected as

normal from the army list.



Tigurius is chief among the Librarians of the Ultramarines.
He has always stood apart from his battle brothers, a figure
of mystery, possessed of knowledge that goes beyond the
towering data stacks of the Chapter Librarius. He is one of
the few survivors of the Ork attack on Boros and is
undoubtedly the foremost expert on the Ork empire of
Charadon in the Imperium. For decades he has been able
to advise Lord Calgar on the best ways to strike ‘at
Charadon, deflecting Waaagh! after Waaagh! with well-
timed crusades, before they become too great to stop.

It is said he is guided by the Emperor himself and there is
little that happens that Tigurius does not seem to know.
Were he any other man his prescience might attract
suspicion but anyone who has seen him smite the foes of
Ultramar in battle know not to doubt him.

In recent decades Tigurius has turned his talents to divining
more about the threat of the Tyranid hive fleets. His
predictions about their movements and intents have been
so accurate that it would appear he has tapped into the
Tyranid gestalt consciousness, the very Hive Mind itself. If
this is true then Tigurius will have proved himself one of the
most powerful psykers in the Imperium as lesser individuals
have been driven mad by the mere shadow of the Hive
Mind.

Pts/Model WS BS S T W | A LdSv
5 4 4 3 5 3103+

Profile
Tigurius 165 5

Special Character: Tigurius is a special character. He may
be used in Ultramarines armies of at least 1,500 points as
an HQ choice. You may not select any additional items from
the Armoury. F:

Equipment: Tigurius wears the Hood of Hellfire and carries
a bolt pistol and the Rod of Tigurius. In addition, he has frag
and krak grenades.

SPECIAL RULES
Independent Character: Tigurius is an Independent
Character.

Psychic Powers: Tigurius may use any two Librarian
psychic powers, selected after deployment.

Hood of Hellfire: The Hood of Hellfire functions as a
psychic hood and, in addition, ‘doubles the range of any
psychic powers used by Tigurius.

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

Command Squad: Tigurius may lead a Librarium
Command squad selected as normal from the army list.




In the two hundred and fifty years since the arrival of Hive
Fleet Behemoth, Ultramar has been the bastion of the eastern
fringe. Time and time again the Ultramarines have sallied
forth to face the Tyranids, sparing others the terror and death
that accompanies them, but the price has been a steep one.
During the Battle for Macragge, the Ultramarines 1st
Company was utterly wiped out in a heroic last stand beneath
the northern polar fortress. The 1st Company contained the
Chapter's finest veteran warriors, equipped with Tactical
Dreadnought armour — or Terminator armour — a precious and
ever-dwindling resource, and such losses are not easily
replaced.

The Ultramarines would never allow losses, however
grievous, to deflect them from their duty and they immediately
began to rebuild the 1st Company. With the successive
assaults of the Tyranid hive fleets, the Ultramarines saw
regular battle and the experiences that made veterans of their
warriors inevitably came from fighting the Tyranids. Under the
personal direction of Chaplain Cassius, a new corps d'elite
began to emerge. Known as Tyrannic war veterans, these
new squads were a departure for the Ultramarines. In the past
it had been argued that it was contrary to the teachings of the
great Codex Astartes for Space Marines to specialise to this
degree, but two factors weighed against this. First, the
necessity of having a full strength Veteran company available
_and : secua:-a deeply-felt hatred for the Tyranids within the

Tyrannic War Veterans are an Elite choice that can only be
used in Ultramarines armies.

Profile __ Pts/Model WSBS S T W | A LdS
Sergeant 32 4 4 4 4 1 4 2 9 3+
SpaceMarine 17, 4 4 4 4 1 4 1 8 3+

Number/squad: Sergeant and 4-9 Space Marines.

Weapons: Bolter, frag & krak grenades, purity seals. The
Sergeant may replace his bolter with a bolt pistol and close
combat weapon at no extra cost.

Options: One Space Marine may replace his bolter with a
flamer at +6 points. One Space Marine may replace his
bolter with a heavy bolter at +10 points. Every Space
Marine in the unit may be given Terminator Honours at a
cost of +10 points per model.

Characters: The Sergeant may select equipment from the
Space Marine Armoury. He already has Terminator Honours
included in the profile above.

Transport: A Tyrannic War Veteran squad which numbers
six models or less may select a Razorback transport. A
Tyrannic War Veteran squad that numbers ten models or
less may select a Rhino transport. See the Transport
Vehicles entry for their details.

Special Skills: All models in a Tyrannic War Veteran squad
have the following skills: Preferred Enemy (Tyranids); Counrer—
 attack. (See the Universal Special Rules section of the

~ Warhammer 40,000 rulebook for details).

Special Ammunition: Early in the Tyrannic

Wars, a special round was developed for
use against the Tyranids known as a
Hellfire round. . It consists of thousands of
needles full of mutagenic acid encased in

rounds available. A round is chambered
singly and can be used as an
alternative to the normal heavy bolter
profile as follows:

Range 36"; S 5; AP 4; Heavy 1, Blast

Irrespective of the Toughness of the
target, a Hellfire round always
wounds on a 2+.

Krak Grenades: Tyrannic War
veterans have learnt that even the

well-placed krak grenade. When in
close combat they can.therefore
choose to use krak grenades as.a
close combat weapon. Regardless of

profile and modifiers for charging or.
having two weapons each model

krak grenade, hitting on a 6+
normally, 3+ if against a Preferred
Enemy. Any hits are resolved af
Strength 6, ignoring Armour Saves.

<

a ceramic shell. Tyrannic War Veteran
heavy bolters always have Hellfire -

largest creatures can be killed with a

the number of attacks on a model’s

may only make one attack with a _




52

A _Ld Sv
5 4 10 2+

Profile

Pts/Model WS BS S T W 1|
Calgar 4 4 4

185 5 5

Special Character: Marneus Calgar is a special
character. He may be used in Ultramarines armies of at
least 1,500 points as an HQ choice. You may not select
any additional items from the Armoury.

Marneus may choose whether to take to the field of battle
in Artificer armour or Terminator armour as noted below.

Equipment: Gauntlets of Ultramar, Artificer armour, frag
and krak grenades, bionics, Terminator Honours (bonus
included in profile), Iron Halo.

Options: Marneus Calgar may swap his Artificer
armour and Iron Halo for a suit of Terminator armour.
While equipped with Terminator armour, Marneus
Calgar may still join a Command squad that is equipped
with power armour, though he will forfeit his ability to
Deep Strike.

SUCCESS IS MEASURED IN BLOOD: YOURS OR YOUR ENEMY'S.

\

SPECIAL RULES
Independent Character: Marneus Calgar is an
Independent Character.

Honour Guard: Marneus Calgar may lead an 1
Ultramarines Honour Guard Command squad chosen
as normal from the unit entry.

Rites of Battle: As Space Marine Commanders (see
page 28).

The of t A gst the most
revered of the Ultramarines’ relics are the Gauntlets
of Ultramar, ancient artefacts taken back from a fell
Champion of the Ruinous Powers slain by Roboute
Guilliman after the Gamalia Reclusiam Massacre.
These weapons are of unknown origin and no Techno-
Magus has ever succeeded in penetrating their
armoured shell to examine the mechanism within.
Only the Master of the Ultramarines himself wears the
Gauntlets, and at all other times they rest within a
crystal case within the Shrine of the Great Primarch.
The Gauntlets of Ultramar are a pair of master-crafted
power fists with built-in bolters that fire with the
same weapon profile as a single storm bolter
(note that only the power fists count as being master-
crafted).

Pure of Heart and Strong of Body: A living
embodiment of a Space Marine Chapter Master’s
strength of character and nobility of spirit, Marneus
Calgar is a giant amongst men. As such, he can
choose whether to pass or fail any Morale check or
Pinning test he is called upon to make. This ability is
conveyed to any unit he joins. Even if failure is
normally automatic, Calgar may still choose whether
to pass or fail the test.




