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‘The following army list comprises the
complied and updated Sp:
Crusade Army list found in The Horis
Heresy Books 111 The Space Marine Legion
Grusade Army listis a rules expansion for

ce Marine Legion

Warhammer 40,000, presenting all of the

s a player will need
toassemble and use an army of Legiones
Astartes Space Marines from the age of the
Great Crusade and the dawning of the Horus
Heresy, Unlike the Space Marine Chapters
of the 41 Millennium, the Space Marine

unit entries and rul

Legions fielded a diverse range of military
formations and unique war machines, and
this army list allows players to constructa
wide variety of armies to represent these
different styles of warfare, featuring all of
the specialist units and vehicles that have
appeared in the first three books of

Forge World's Horus Heresy series.

The Space Marine Legion Crusade

Army list s intended for use in games of
Warhammer 40,000, and principally in using
the Battles in the Age of
expansicn originally found in Books 1111 and
summarised in abstract here. The Bartles in

f Darkness rules

the Age of Darkness system, which uses its

own Allies matrixand Force Organisation

charts, allows players to replicate the epic
scope and nightmarish slaughter of the

age of the Horus Heresy in their games

of Warhammer 40,000 1n 2 more focused
manner than the colossal clashes represented
by Apocalypse games. A points total of
around 1,750~ 3,500 points per player s an
tdeal game size for use with the Battles in the
Age of Darkness rules, battles of a larger size

may fit from using the Apocalypse rules
instead, while smaller games may benefit
from the use of a more restricted Force

Organisation chart

Loos oF WAR
The Lords of War system, originally developed
by Forge World, has since been expanded

into other formats in the Warhammer 50,000

range, however the bespoke version presented
here s designed to be used in conjunction
with Horus Heresy gaming.

Availability: In a Baules in the Age of
Darkness game of 2,000 points or greater,
Lords of War selections will be available

10 an army based upon the specific Force
Organisation chart being used (see the
subsequent section for more details). These
selections must be bought from the army's
‘points total as normal, and may not make up

BATTLES IN THE AGE OF DARKNESS

A WARHAMMER 40,000 EXPANSION

Machine Detachments, Monstrous Hordes

5% of the army's total points cost
and Sub-orbital Strike Wings

more than 25% !
for each Lord of War choice, unless specificd
a5 being otherwise by the mission b
played. Lords of War are only available to an

army’s primary detachment

Bartles in the Age of Darkness Force
Organisation charts you can use in your
games,as well as allies available during the
Horus Heresy.

The Price of Failure

(Lords of War Secondary Objective)
As well as being colossally powerful and
destructive units capable of turning the
tide of battle on their own,a Lord of War

also represents a substantial strategic asset

*The 25% rule: This means that the
maximum points value of a single Lard

of War sclection in a Bales i the Ageof
Darkness game for some commion army sizes

o thelr own side, the loss or destruction of
which can have dire implications for their
army's cause

Asaresult, unless specifically exempted or isas ollows.

modified by the special rules of a Bartles in

the Age of Darkness mission, destroying an + 2,000 points - 500 points
enemy Lord of War choice always represents + 2250 paints - 563 points

asecondary objective in the game. This + 2,500 points — 625 points

secondary objective is worth 2 additional + 2,750 points — 688 points
Victory points fo the destroying side in the + 3,000 points - 750 points
case of an Engine of Destruction, Great Beast * 3,250 points - 813 points

or Primarch or 1 additional Vi

ory point « 3,500 points — 875 points
cach per vehicle/creature in the case of

The following section presents the differeny

I

Each of the following constitutes a single Lord of War choice within the limits of the game
| being played and must be available to the army it is being chosen for

* The Primarch: The Primarch of the Space Marine Legion who forms the army’s
primary detachment
* The Engine of Destruction: A single Super-heavy vehicle of any type with a Hull
Points value of o or greater, chosen cither from the specific army list for the primary
detachment or from an appropriate Apocalypse datasheet
War Machine Detachment: 12 Super-heavy vehicles of the same unit type, each with
a Hull Points value of 8 or less, and each chosen either from the specific army list for
the pimary detachment or from an appropriate Apecalypse datasheet. This detachment
must be deployed within a 6" coherency if on the table at the start of the game o, if’
placed in reserve, will be rolled for as a single unitand must enter the table within 6"
ofasingle eligible location. However, after their deployment, these war engines are
considered to be separate units in the game
The Great Beast: A single Gargantuan Creature of any type with a Wounds value of g ot
greater, chosen either from the specific army list for the primary detachment ot from an
appropriate Apocalypse datasheet

Monstrous Horde: 1-2 Gargantuan Creatures of the same uni type, each witha
Wounds value of § or less chosen either from the specific army list for the primary
detachmentor from an appropriate Apocalypse datashect. This horde must be deplayed
vathina 6" coherency if on the table at the start of the game or, f placed in reserve;

will be rolled foras a single unit and must enter the table within 6 ofa single point
However, after their depl il considered to be sep

the game

Sub-orbital Strike Wing: 1-3 Flyers with up to 3 Hull Points each and of the same type
may be chosen to representa sub-orbitally launched strike force of fighters or bombers
during Horus Heresy games. This wing of Flyers arrives fom reserve as  single unit
They must enter play from within 6" of the same chosen point on the table edge, buare
afterwards rreated as entirely separ.

ate units during the game.
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The Battles in the Age of Darkness.
Force Organisation Chart

Games using the Battles in the Age of
Darkness rules expansion use one of a
number of potential Force Organisation
charts presented on page 10, depending

on the kind of battle being waged, each
reflecting a powerful concentration of
military force on the tabletop. The standard
is the Battles in the Age of Darkness Force
Organisation chart, which offers the

widest degree of flexibility and should be
considered the standard form of play while
using this rules expansion. This Force
Organisation chart has also been created to
work in tandem with the Rites of War rules
found in this book.

Battles in the Age of Darkne:
Alternative Force Organisation Charts
This expansion also details three other
alternative and optional Force Organisation
charts you can use to fight Bareles in the Age
of Darkness games, s well as several special
missions specifically designed to incorporate
them. The use of these alternative Force
Organisation charts s strictly optional when
not included as part of a particular mission
and should always be agreed upon by both
sides before their use When playing Horus
Heresy games using these alternative charts,
the Rites of War rules for the Space Marine
Legions may not be used in conjunction
ally mentioned
ina particular mission, as the provisions
and formations illustrated by the chart tak
precedence over them

swith them unless specil

Designer’s Note: These alternative charts
are created with fun and narrative play, rather
than pure competitive balance in mind

and should be treated accordingly T
particularly the case with the Leviathan
option which, for example, provides a rules
framework for that age old question: ‘Could a
Space Marine compar
and similar entertaining match-ups

is

take out a Reaver Titan?,

‘These alternative Batles in the Age of
Darkness charts are

* Battles in the Age of Darkness
Onslaught Force Organisation Chart
This chart represents an army focused on
direct mobile attack by heavy assault units,
‘but at the cost of tactical flexibility and the
element of surprise

+ Battles in the Age of Darkness
Castellan Force Organisation Chart
This chart represents an army focused on
defence, be it of a prepared fortification
or bartle line against an enemy attack ora

precedence over that listed in the rulebook
and, unlike the standard chart and bartle.
missions found in the Warhammer 46,000
rulebook, you may not take an additional
primary detachment in games over 200

points unless specified by the particular
mission (the expansion of the army being
taken has already been taken into account in
the Battles in the Age of Darkness charts).

wvital objective on the bartlefield

= Battles in the Age of Darkness
Leviathan Force Organisation Chart:
This chart allows the most colossal engines
of war, such as Battle Titans, to take to the
field alongside their escorting forces, but
imyposes structured limits on what forces
may support them.

OFmONAL AGE OF DARKNESS RULE:

Destrover WEARONS

In Age of Darkness bartles, players may opt to
reduce the power of Destroyer (Strength D)
weapons by introducing a random element
to moderate their effect on play in smaller
games. If doing so, it should be agreed upon
by all partics openly before play begins

1f this option is chosen, use the following
amended rules for Destroyer weapons:

Using Force Organisation Charts

When selecting your army fora Battles in
the Age of Darkness game, you use your
chosen army list in conjunction with one

of the Force Organisation charts shown on
page 10 of this book, and the scenario you are
playing Each chartis splitinto a number of
categories which correspond to the sections

+ Destroyer Weapons count as being
Strength 10 and have the Instant Death,
Sunderand Ignores C

in the army list, and each category has one ver special rules.
or more boxes. Each light tone box
that you may make one choice from that
section of the army list, while a dark tone box
means that a choice there is compulsory and
you must make a choice from that section « Each unsaved wound from a Destroyer
weapon inflicts D3+1 wounds. Each

ndicates

In addition, successful invulnerable saves
from Destroyer weapons

taken against hi

must be re-rolled

penetrating hit from a Destroyer weapon
causes D3+1 Hull Points/rolls once on the
appropriate Vehicle Damage chart.

Further advice on selecting your army and its
composition can be found in the Warhammer

40,000 rulebook. However, note that the Force
Organisation charts presented here take

Using Imperial units from other Forge World Books in Horus Heresy Games
The vast milieu of battle during the Horus Heresy and the armies of the Great Crusade
were staggeringly diverse, only the briefest portion of which has so far been dealt with

by Forge World's Horus Heresy supplements. In order to represent this diversity when it
cceptable to use specific Imperial
hicles and Flyer units from Forge World's wider Imperial Armour rang

comes 1o Super-heavy vehicles and Flyers,itis perfectly
Super-heavy 2
such as Inmperial Amour- Apocalypse or Tnmperial Anmour: Aeronautica, which do not already

have an era-specific counterpart listed in a Horus Heresy supplement. In many cases, the

Imperium of the Great Crusade sees the origin of some of these designs, while in athers

they can simply be used to stand-in for ane of the many, less widespread war machine
types and unique patterns employed by a vast Imperial armed force, fr less regimented

and standardised than its 41 Millennium counterpart

Space Marine Crew: Imperial Super-heavy tanks included with a Space Marine Legion
primary detachment may be given the option to upgrade to a Space Marine Crew for
15 points,increasing their Ballistic Skill o BS 4 where this is not already the case

Battle Servitor Control: Imperial Flyers may replace their human crew with hard-wired
Secvitor control and dedicated cogiltator fargeting arrays;designed o identify.and target
weak spots on enemy vehicles. This upgrade gives the Flyer the Tank Hunters special rule
and costs +15 points. If taken as an option for a Sub-orbital Strike Wing, then all the Flyers
Inithe wing must be so upgraded




Pruasy DEACHMENT

(ReUIRED)

T Tisn

Primary Detachment (Required)

« Compulsory: 1 HQ, 2 Troops

+ Optionall +2 HQ,+4 Tro0ps, +4 Elies,
43 Fast Attack, +3 Heavy Support

Fortification Detachment (Optional)
« 1choice

Lords of War Detachment (Optional)
» 1choice

Allied Detachment (Optional)

* Compulsory: 1t HQ, 1 Troops.

« Optional: +1 Troops, +1 Elites,
+1 Fast Attack, +1 Heavy Support

FORTIFICATION L

{ormoNAL (ovrioNat)

Opr1ONAL ONSIAUGHT FORCE ORGANISATION CHART

PRIMARY DETACHMENT

(requiReD)

Lorns 0 War

(ormonat)

T

ALLIED DETACHMENT
{

TIONAL) {

9

=\
G

e (y
Xt

Primary Detachment (Required) |

+ Compulsory: 1 HQ, 1 Troops, i
1 Heavy Support

+ Optional: +1 HQ, +3 Troops, +4 Elites,
+2 Fast Attack, +3 Heavy Support

Lords of War Detachment (Optional)
* +2 choices

Fortification Detachment (Optional)
* Notavailable

Allied Detachment (Optional)
* Notavailable

Onslaught Army Special Rule:

Rolling Thunder

Thanks to the thunder of their approach,
the attack of an Onslaught army is usually
more than easy to detect or predict Asa
result, in any mission where the first urn
and/or deployment is the result of a dice roll
and unless the enemy force is also using the
Onslaught Force Organisation chart, this
army never has the first turn, unless itcan
Seize the Initiative
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Prunagy Din

(RequIRED)

Primary Detachment (Required)

+ Compulsory: 1 HQ, 3 Troops

« Optional: +1 HQ, +3 Troops, +2 Elites,
+1 Fast Attack, +3 Heavy Support

IMENT

Fortification Detachment (Required)

* 1 Compulsory®, +3 Optional

#1f desired, this may be a Massive Fortification.
Apocalypse datasheet bype, see Warhamumer 40,000
Apocalypee for details

Lords of War Detachment (Optional)

 +1 choice

Allied Detachment (Optional)
+ Compulsory: 1 HQ, 1 Troops

+ Optional: +1 Troops, +1 Elites,
+1 Fast Attack, +1 Heavy Support

Formucanion

(REQUIRED)

(ormoNaL)

Loros oF War

ALLIED DETACHMENT

NAL)

OFTIONAL LEVIATHAN FORCE ORGANISATION CHART

PRIMARY DETACHMENT
(REQUIRED)

Primary D (Required)  Fortification Detachment
Lozos o W * Compulsory: 1 x Leviathan Lord * Not available
(oFmoNaL) of War
Allied Detachment (Optional)
Lords of War Detachment + Compulsory: 1 HQ, 1 Troops

(Optional)

 +2choices

+ Optional: +1 Troops, +1 Elites
+1 Fast Attack, +1 Heavy Support

Leviathan Army Special Rule: The Leviathan Lord of W
The centre and destructive heart of this army is its Leviathan. This must be a

Lord of War of either the Engine of Destruction or Great Beast type Unlike

ALIED DETACHMENT
{oenoNaL)

usual Lords of War, this may represent any percentage of your army value (and
indeed canstitute your entire force in a single model if you are sa incline
brave enough and your opponent agrees!) In contrary to the sual rules of
Warhammer 40,000, this Leviathan is both your force's Warlord effectively
(and uses its own special Warlord trait listed here) and is also a scoring unit.

Leviathan Warlord Trait - Legendary Destroyer: The Leviathan may fire

Overwatch with any of its weapons that do not possess either the Primary
Weapon or Blast types and may firc Overwatch at different targers (but no
A tch more than once per turn). The Leviathan

single weapon may fire O

has the Monster Hunter and Tank Hunters special rules (if it does not already

do so) and, in addition, when making Fear tests in order to charge it, units

must roll an additional D6 and discard the lowest of their results.

W
— e
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In the tumult and warfare of the Age of
Darkness, the forces of the Imperium and
the Traitors alike were torn apart by war and
suspicion. During these times old arguments,
suspicions and rivalries were bought to

the fore. This is represented by the Age

of Darkness Allies chart which works fna
similar manner to the Allies chart in the
Warhamier 40,000 rulebook, but rather than

depicting relationships berween alien races
and forces, it offers a more nuanced web
ofrelationships and discords beaween the
Space Marine Legions at the beginning of the
Horus Heresy Note that the chart tself s not
splitalong the lines of Traitors and Loyalists,

asin many cases the Legions were in

themselves spilt into factions for either side,

and so instead, in particular campaign battles

you are fighting, swho plays the Teaitor and
who plays the Lovalist in your own version

of the Horus Heresy (and such addirional

limitations this poses) s left up to yo

In any game shere the primary detachment
is built using the Space Marine Legion
Crusade Army list and an allied detachment
representing a different Legion (i.c, one with
adifferent version of the Legiones Astartes
special rule) is included, use the tabl
presented here rather than the one found in
the Warhanmer 50,000 rulebook to determine
any addisional affects which may apply to

both detachments during the game

Note: The Mechanicum' entry on the Allies
ehart includes both the Legio Cybernetica
and the Taghmata Omnissiah army lists

@ Sworn Brothers
The closest of allies who have fought beside

each other many times.

The two forces are considered friendly units’
in all regards. These means, for exampl
that Sworn Brothers may b joined by

racters, are treated as

g ¢ k2
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WhiteSaars @ 8 L]
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8 Ecllow Warriors
The two forces are willing to fight together
for common cause against their foes

Units in your army treat Fellow Warriors

as not being part of their army with the
exception that they may not be deliberately
targeted, attacked, targeted with psychic
pawers, etc (note that blasts, psychic powers
and the like may still scatter over allied
forces and adversely affect them). Fellow
Warriors cannot benefit from the effects of
ul!\u‘ Warlord Traits or be joined by allicd

mm.m units for the targeting of psychic
powers, special abilities, Warlord Traits and
50 .0n, and may also benelit from nuncio vox
cartied by allied units.

Note: Not even Sworn Brothers can embark
in allied transport vehicles, and rules that
affect a particular force owing to its Legiones
Astartes special rule do not carry over to an.
allied force.

characters and are not counted
as fmmnv units for the purposes of psychic
powers. In essence, the two forces fight
alongside each other without any additional
positive or negative effect.

? Distrusted Allics
The two forces

<an make common cause
againstan enemy, but never fully trust
each other due to long-standing feud or
inherent antipathy,

Distrusted Allies are treated exactly like
Fellow Warriors except that the allied units
are never counted as scoring units.

8@ By the Emperor’s (or the Warmaster’s)
Command

T forces with this relationship will only
ex fight beside each other in the direstof
circumstances or by the direct command of
their overlord, be they the Emperor or the

Warmaster.

In this case the two forces are dealt with
exactly like Distrusted Allies (see previously),
but,in addition, at the start of each of the
player's Movement phases, a D6 must be
tolled for every unit (except those already
engaged in combar) within 6” of anallied
unit. On a roll ofa 1, that unit may not move,
shoot, run or assault that turn (being too busy
watching for betrayal). Make a note or place
acounter to indicate which units have been
so affected.

ACENTS 3
In addition to the forces shown here,

some units in later volumes will be
described as being either Agents of the
Emperor or Agents of the Warmaster. These
forces are always treated as being Sworn
Brothers to citherall Loyalist ot all Tritor
forces respectively.




SpAcE MARINE LEcIoN WARLORD TRAITS

When generating their Warlord Traits, a Space Marine Legion Warlord may either roll on one of the Traits
tables found in the Warhanimer 40,000 rulebook, or can alternatively roll on the table belov:

WarLoRD TrATS TASLE
D6

‘Warlord Trait
Bloody-handed
The Warlord has ove
wpon their oul.
The Warlord and any unit with the Legiones Astartes special rule they join cause Fear

en the ending of whole species ond cultures, and the bloodshed s left its marle

Master Tactician

“The Warlord has long honed their tactical acunten 1o almost preternatural levels, and thery skills of
generalship allow them fo outmanacivre and outhink an enenry before a blow i struck

Afier both sidesare deployed but before which side gets the frst turn is determined, the
Warlords side may redeploy one of their units within the limitations of the mission being
played. This may place a unit that had been deployed normally into reserve, or bring a unit out
of reserve.

‘Warld Burner

The Warlord has commanded the purgation of enemy worlds and has battled foul xeno-forms and bumed
thiem from their notsome lars time and agam

The Warlord may nominate D3 units within their primary detachment, which these are must
be marked dovwn before the game begins. Any Template or Blast weapons possessed by these
units gain the Shred special rule if they did not already have it

Paladin of Glory

“The Warlord entbodics the highest martial tdeals of bravery and skill-at-arns, and inspires their forces fo
even greater heights of lory by their presence.
‘The Warlord has the Fearless special rule,and both the Warlord and any unit with the
Legiones Astartes special rule with models within 6" of the Warlord may add +1 1o the
Wounds score calculated to see if they win combat in the Assault phase.

Void Walker

“The Warlord has spenttime at the forefront of the Crusade flects piercing the outer darkness alongside the
Rogue Traders Militant and has stared into the Abyss of Old Night

“The Warlord gains the Adamantium Will special rule and one nominated infantry unit gains
the Deep Strike special rule.

Child of Terra
“The Warlord saw the birth of the G
and demigods of logend

“The Warlord and any unit they join with the Legiones Astartes special rule may re-roll any
failed rolls of 1 To Wound in close combat

al Crusade, and 1 the veteran of countless battles alongside warriors

Tell them rain has co
their world,

Deatl,despair and

war

Tell them their hopes and
pride have come to nothing,

“Tell then Hheiv ernply
whispers fall upon de
cars—their gods
Iiuman reason has
them,

“Tell them the Angels of
Death have cor

Tl hem tothing can save
e now?

= Perturabo
Primarcl of
the Tron Warriors




Practors are the mightiest
warriors and bartle-leaders|
of the Space Marine
Legions, second only 1o
the god-like Primarchs

i martial skilland
generalship: These lords
of thie Imperium hold the
power of life and death
overwholewarlds, wit

the direct control of entire
war fleets and armies (n
theirhands. Each isa
vastly experienced warrior
and warlord, unique in
character, who has writ
alegendin blood for
themselves and caries
into battle the finese
wargearand weapons
known to humanity In
theirranks can be found
Chiapter Masters and
Lord Commanders, First
Captains, Khans and
Tribunes asthe traditions
oftheio Legions dictate.
‘They are the masters of war
and have commanded the
hosts of the Grear Crusade
that have conquered
worlds uonumbered:

LEGION PRAETOR

WS

Legion Practor 6

Unit Composition
+ 1 Legion Practor

Unit Type
+ Infantry (Character)

‘Wargear (Legion Practor only)
* Artificer armour

+ Bolt pistol

+ Chainsword or combat blade

+ Fragand krak grenades

Wargear (Terminator only)

« Terminator armour o
Cataphractii armour

* Combi-bolter

+ Power weapon

Special Rules (All)

* Legiones Astartes

* Master of the Legion

« Independent Character

100 POINTS

BS S T w 1 A Ld Sv.

5 4 4 3 5 4 10 24

Options

+ A Legion Practor may take one of the following:
Bolter. B
- Combi-weapon e
 Volkite charger e

« AlLegion Practor may occhmgc euhmhurboh pmohnd/oy
chainsword/combat blade for one of the following:
Volkite Serpenta S

45 points

- Plasma pistol 415 pOints.
- Archaeotech pistol. - ~+20 points
- Heavy chainsword e 10 Points
- Charnabal sabre BEEESE ornen
Power weapon. - ~+15 points
- Power fist e 420 POINIS
- Single lightning claw: 420 points
- Thunder hammer. 5 25 Points
Paragon blade +25 points

+ ALegion Practor may exchange both their bole pistoland
chainsword/combat blade for a pair of lightning claws ._+25 points

+ AlLegion Practor may take melta bombs ¥ poluis
* A Legion Practor may take digital lasers..._.. et 15 POINIS
+ ALegion Practor may upgrade a single weapon to become:
- Master-crafted 415 points
* A Legion Practor may take one of the fn]lu\\nng‘
- Combatshield RO 45 points
- Refractor field e 10 pOINES
- Boarding shield .- : e 410 pointS
- Iron halo 425 points
< ATopion Prasor raay takeona SE A ol
- Jump pack 20 poitS
- Space Marine Bike \vuh twin- lmkul belmh e 25 pOINS.
- Legion Scimitar Jetbike with a heavy bolter....__...__+45 points

Options (Terminator only)

Alternatively, the Legion Practor may be equipped with Terminator
armour. If thisis the case they use the following list o options:

+ ATerminator may be one of the following:

Terminator armour with

combi-bolter & power weapon. ... omeeaen $35 POIDLS
- Cataphractii Terminator armour
with combi-bolter & poser weapon 435 points

* ATerminator may exchange their combi-bolter for one of the
following
- Combiweapon
- Volkite charger
* A
following

. +7 points
47 points
apon forone of the

r may exch: power

- Pawer fist or lightning claw. +10 points

- Chainfist s 2 - 41§ points

- lhunderh:mmtror}‘amgunbl:xde Gl e 20 pOIDIS
- A rmay exchange bath their power weapon and combi

bolter for a pair of lightning claws .. +20 poIDts.
* ATerminator may take digital lasers +15 points.
* ATerminator may take an iron halo - +10 points
* ATerminator may upgrade a single weapon to become:

- Master-crafted.. i +15 polnis
* ATerminator may rakmgmmdc harness +10 paints




MASTER OF THE LEGION
The full pancply of war of a Legion 15  ternble thing 1o behold, and is
capable of obliterating entire civilisations hrough a variety of deadly means.

The use of one of the Rites of War is always optional as they impose
limitations on your army as well as offering other abilities and

ranging from sheer bre force and numbers, dassault waves,
rde craft d relentl ke from close orbit
O the battlefield the wider operating deployments of a Space Manne Legion

funits on the Force Organisation chart In
particular you may be prevented from using cectain types of units
unless you purchase a particular type of Dedicated Transport for

the army list a more complex procedure

presented by the army list s writl f 4 them. This
Jsa present within the L i ted here by the Rites
of War special rule.

A Space Marine Legion army may only include a single model
with this rule as part of their HQ choice per 1,000 points

in the force. A model with this special rule may also include
Command squad as a retinue as part of the sime choice on the Force
Organisation chart (sec page 10).

Ifthe army's Warlord (see the Warhammer 0,000 rulebook), they
have the Master of the Legion special rule. They may also roll twice
on their chosen Warlord Traits chart (re-rolling any doubled result)
and select which of the two results they wish to use

than narmal and is recommended mainly for experienced players:

Only one Rites of War formation may be used by an army, regardless
of whether multiple characters with this rule are included, and the
Rites of War chosen only affects the force’s primary detachment
However, allied forees eligible to do so may use different rites

or none atall - effects do not carry over to allied forces from the
primary detachment and vice versa

Several of the more common Rites of War for the Space Marine.
Legions are shown below - individual Legions or special characters
‘may also have unique Rites of War of their own.

RITE OF WAR: ORBITAL ASSAULT

Effects

« All units in the army eligible to take a Rhino as a Dedicated

Transport may instead select Legion or Dreadclaw Drop Pods as

Dedicated Transports.

Legion Dreadnoughts may take Legion Drop Pods as Dedicated

Transports (on a £ 1 ratio) and Contemptor Dreadnoughts may

take Dreadclaw Drop Pods (see page 45)as Dedicated Transports

(ona 11 ratio).

Units and models in Terminator armour gain the Deep Strike

special rule

+ Legion Rapicr Weapons Batteries may select Legion Drop Pods as
Dedicated Transports.

Limitations

Units that cannot be deployed via Decp Strike, either by having
access to the rule themselves or because they cannot be carried in
atransport vehicle that has it (infantry in Drop Pods, for example),
may not be chosen as part of the army.

Youmay not take a fortification allied detachment
Allunits purchased Dedicated Transports i this a
the game transported within them

ny must begin

RITE OF WAR: ARMOURED SPEARHEAD

Effects

« Allunitsin the army eligible to take a Rhino s a Dedicated
“Transport may instead select either a Land Raider Phobos or a
Land Raider Proteus if they number ten models or fewer as their
Dedicated Transport.

+ Tank Shocks inflicted by tanks in the force impose an additional
-1 Ld penalty.

Limitations

+ Allunits with the Infantry type in the army must cither be
purchased Dedicated Transports and start the game deployed
inside them, or begin play transported inside another vehicle
in the army. This in essence means that you may not take more
infantry models in your army during selection than you have
transport capacity to carry!

+ Should all the tanks in the force be destroyed in the bartl, then the
enemy counts as having scored an additional secondary objective
+ Youmay not takea fortification allied detachment

RITE OF WAR: ANGEL'S WRATH

Effects

« Any model with the Jump Infantry type
special rule if it did not already possess it

« Any unit eligible to take a Rhino as a Dedicated Transport may
instead take a Storm Eagle Gunship as a Dedicated Transport

ains the Hitand Run

Limitations

+ Only units with the Jump Infantry, Skimmer and Jetbike types, as
well as infantry units which begin the game inside transporting
Skimmers and Flyers, may be chosen as part of the force. This

in essence means that you may not take more infantry models

in your army during selection than you have Skimmer/Flyer
transport capacity to carry!

No unit with the Tank type (unless also a Skimmer ot flyer) may
be taken as part of this army.

* You may not take a fortification allied detachment

RITE OF WAR: PRIDE OF THE LEGION

Effects

Veteran and Terminator squads are Troops choices in the force,

and units of either of these types must be selected as the force's

compulsory Troops sclections. This also includes any Legion

specific Terminator squads which are also Elites choices

+ Command squads may take a Land Raider of cither the Proteus or
Phobos type as a Dedicated Transport

Limitations

+ Should all Veterans and Terminator squads in the force be
destroyed in the batle, then the enemy counts as having scored
an additianal secondary objective.

+ You may ot take an allied force detachment




E

The ranks of each Space
Marine Leglon are tens

of thousands, sometimes:
‘hundreds of thousands
strong and as such require
asubstantial core of battle
commanders and officers
o control and co-ordinate,
as welllas more specialised:
ranks and roles which
help give a Legion its
operational depth and
strategicflexibilicy, The
Genturion represents such:
Ieaders, champlons and’
lineofficers, and whether
a Company Caprainin
command of a thousind
onmore Légionaries on
campaign; ora Shield=
Licutenant given charge of
a boarding party ina savage
space battle to have risen’
inthe ranks means they:
have already demonstrated
theirworthi in the bloody
firesof conflicr

Legion Centurion

Unit Composition
+ 1 Legion Centurion

Unit Type
« Infantry (Character)

Wargear
(Legion Centurion only)

+ Power armour

+ Dol pistol

« Chainsword or combat blade
« Emgand keak grenades

Wargear (Terminator only)

« “Terminator armour or
Cataphractii armour

* Combi-bolter

* Powerweapon

Special Rules (All)

« Legiones Astartes

* Consul

« Independent Character

Options.
+ A Legion Centurion may take one of the following;
- Bolter ;
- Combiweapan 24
 Volkite charger
+ A Legion Centurion may exchange cuhcuhmbgh
chainsword /combat blade for one of the following

10 pojngg
pistoland,,

- Volkite serpenta
~ plasma pistol ;
- Heavy chainsword

- Charnabal s

Single lightning claw
- Thunder hammer
« A Legion Centurion may exchange both rhcubolxpxsmlznd
chainsword /combat blade fora pair of lightning claws.___+ag iy
+ ALegion Centurion may take melta bombs. st
+ A Legion Centurion may exchange their power armour for

410 points

- Artificer armour 2
* A Legion Centurion may take one omu followmg
- Combat shield ~ s
- Refractor field
- Boarding shield
ALegion Centurion may take one of the following:
-+ Jump pack
- Space Marine Bike with twin-linked bolms i
- Legion Scimitar Jetbike with a heavy bolter

et ot
410 ot
410 points

Options (Terminator only)
Alternatively, the Legion Centurion may be equipped with Terminator
armour If this is the case they use the following list of options
* ATerminator may be one of the following:
- Terminator armour
with combi-bolter & power weapon
- Cataphractit Terminator armour
with combi-bolter & power weapon...
* ATerminator may exchange their combic| boherforoneor the
following:
- Combisweapon
- Velkite charger.

+7paints
+7poins

ATerminator may exchange rhmpmvcmcnpon furoneoflhe
following

- Power fist
- Lightning claw
- Chainfist

- Thunder hammer_
ATerminator may exchange both their power weapon and <ot

bolter for
4rspoint

- Pair of lightning claws..._




CoNSUL Any Centurion may be upgraded to one of these roles for
the points costlsted, gaining any wargear and special rules, and
abiding by army limirations shown. No Consul may have more than
one particular upgrade These upgrades should always be clearly
cepresented on the model

(CHAPLAIN: 3§ POINTS

‘Wargear

+ Crozius Arcanum — power \weapon (type as shown on model).
Special Rule

» Zealot

MASTER OF SIGNAL 45 FOINTS

Wargear

* Cognis-signum and Nuncio-vox.

+ May ot take a combi-weapon, boarding shield, bolter, power fist,
thunder hammer, lightning claw(s), Bike, Jetbike ot Terminator
armour.

Special Rule

+ Bombardment —Once per game, in lieu of firing a weapon in the
Shooting phase, they can opt to call in a bombardment attack
against the enemy. This has the following profile

Weapon
Bombardment

Range Str AP Type

Unlimited § 3 Ordnance D3, Large

Blast (s"), Barrage

LEGION CHAMPION: 35 FOINTS

Wargear

* One close combat weapon wielded by the Legion Champion gains
the Master-crafted special rule

Special Rules

+ Supreme Fighter ~ Increase WS 10 6.

« Honour of the Legion — Must re-roll failed attempts at Glorious
Intervention, and must always issue challenges in combat if able

THE COST OF PSycH

LIERARIAN: 25 FOINTS Il ASTERY

Psyker

+ Musttake up to two levels of psychic mastery (costing 20 points
each) A single psychic discipline from the Warhammer 0,000
rulebook s then chosen

Wargear

+ Replaces their chainsword or combat blade (or power weapon if in
Terminator armour) with a force weapon. A force sword, force axe
or force stave may be chosen

Forae Lorn: 35 POINTS

Wargear

* Servo-arm and artificer armour.

« Additional wargear listed for the Techmarine on page 23, may also
be taken at the costs indicated

* May ake a Cortex Controller for +15 points.

Special Rule

* Bartlesmith

Paanus MEDICAE: 35 pOINTS

Wargear

* Narthecium and needle pistol.

Special Rule

* Sacred Trust ~ In missions where Victory points are scored for
destroping units, ifa Primus Medicae is within 6" of a friendly

Space Marine infantry or Jump infantry unit which is wiped
autby the enemy; roll a D6 On a s the player whose unit was
destrayed also gains a Victory point,as well as the enemy:

ViciaTox:
Wargear
» Cameleoline and bolter (Kraken/Tempest/Scorpius bolts).

* May replace their power armour with scoutarmour (4+ save), this
gatns them the Infiltrate and Move through Cover rules (frec)

+ May not fake combi-weapon, boarding shield, power fist, thunder
hammer, lightning claw{(s), Bike, Jetbike or Terminator armour.

Special Rules

* Scoutand Sniper.

« Sabotage! After both sides have deployed, but before the first game
turn, select a single enemy unit or fortfication on the table (notan
Independent Character) Rolla D6. On a 2+ that unit suffers.

D6 Str s AP 6 hits. Targets are struck against their weakest Armour
value. Casualties are allocated by the opposing player and do not

TONTS

cause Morale checks. A single Sabotage! attack may be made for
each Vigilator in the force If both sides possess them, roll off ro

determine which side’s attacks go first

GE
Wargear

* Nuncio-vox.

+ May take up to three Phosphex bombs for +10 points each

Medusa Siege Tanks in the army may exchange their normal shells
for Phosphex shells for free

Special Rule

« Artof Destruction: The Siege Breaker has the Tank Hunters and
Wrecker special rules applied to all of their own attacks, and also
confers these rules to the heavy weapon shooting attacks of any
infantry unit they join.

MONITAT: 45 ROINTS

Wargear

+ Additional bolt pistol and rad grenades.

+ May not take a combi-weapon, boarding shield, bolter, pawer fist,
thunder hammer, lightning claw(s), Bike, Jetbike or Terminator
armour

Special Rules

* Scoutand Counter-attack

+ Chain Fire - When attacking with pistol weapons, the Morifat
may declare a Chain Fire attack For every successful hir, they may
make an immediate additional shooting attack with the

weapon

against the same target and may continue doing so until they miss

with the weapon (note that the Gunslinger special rule applies and
s the Moritat may fire two pistols at once). After they have made
4 Chain Fire attack, they may not assault in that player turn or use
shooting atacks in the following turn

« Lone Killer — A Moritat may not be taken as a Compulsory HQ.
choice, only as an optional HQ choice, and may never be the
army’s Warlord. Note that this means a Moritat may not be taken
as part of an Allied Contingent. They may not join units or travel
inside transports with other units e

t Legion Destroyer squads

They may not benefit from any Blessing type psychic powers, or
from Leadership bonuses, Leadership re-rolls or other beneficial
special rules provided by other friendly models or army-wide
effects which are the result of a Rite of Wa

"

e
|17 [




It is common for Space
‘Marine commanders
and champions tobe
accompanied in bartle bya
squad of highly disciplined
and worthy warriors. They:
serve both as a bodyguard
for their commanderand
are entrusted to carry.
ane of the Legion's great
andards, making them
arallying point on the
baulefield forthe Legion's
troops, Fhese chosen Space
Marines have access 1o the
finest wargear available to
the Legion's rank and file
and embody the Legion’s
honour in war.

LecioN COMMAND SQUAD

ws BS S T W I
Legion Space Matine Chosen s 4 4 4 1 4
Legion Standard Bearer 5 4 4 4 2 4
Unit Composition Special Rules (All)
2 Space Marine Chosen « Legiones Astartes
+ 1 Leglon Standard Bearer + Chosen Warriors
+ Retinue
Unit Type
« Infantry Dedicated Transport
+ ALegion Command Squad may choose a Rhino or Progeq
Wargear Raider as a Dedicated Transport Note that if an ;mm“:;nd
1

character that has one of the Rites of War specialrules (see

« Artficerarmonr
other Dedicated Transport options may be available for the

« Bolter (Chosen only)

* Legion Standard (Legion
Standard Bearer only)

« Bolt pistol

« Chainsword or combat blade

« Fragand krak grenades

Pegers)
Squad.

Wargear (Terminator
Bodyguard only)

* Terminator armour or 3

Cataphractii armour

* Combi-bolter

+ Power weapon

* Legion Standard (Terminator
Standard Bearer only)




Options

The Legion Command Squad may take:
- Two additional Legion Space Marine Chosen
The Legion Command Squad may take:

+20 poinis each

- Melta bombs TR 425 points
Any member of the Legion Command Squad may take
- Combar shield & +5 points each

Any member of the Legion Command Squad may exchange their
chainsword/combat blade ot bolt pistol for one of the following

45 points each
+5 points each
o points each

- Heavy chainsword S
Charnabal sabre.....

- Power weapon e
- Power fist or lightning claw +15 points each
= Plasma pistol +15 points each
Any Space Marine Chosen may exchange their bolter for one of the
following

- Combi-bolter. = +10 points each
- Volkite charger. +10 points
If the squad’s Legion Practor has either a Jump pack, Space Marine
Bike or Jetbike, then the Legion Command Squad may also be
identically equipped for the cost shown below. I any of these options

ach

are taken, the squad may no longer take a Dedicated Transport and
every member of the squad must be identically upgraded.

- Jump pack +15 points each
- Space Marine Bike with twin-linked bolters +20 points each
- Legion Scimitar Pattern Jethike with heavy bolter _+35 points each

Special Option (Terminator Bodyguard)

If the Legion Practor which is part of the Leglon Command Squad's
Force Organisation chart choice has Terminator armour, the squad
may exchange their wargear for a set of Terminator armour. If the
squad is upgraded with Terminator armous, then every member of
the squad must be upgraded in the same way and has access to the
following options rather than those shown previously

» The Terminator Bodyguard and Terminator Standard Bearer must be
equipped with one of the following:
- Terminator armour
with combi-bolter & pawer weapon
- Cataphractil Terminator armour
with combi-bolter & power weapon +15 points each
« One model in the squad may exchange their combi-bolter for one of
the following

+15 points each

- Heavy flamer. +10 points
Reaper autocannon 15 points
- Plasma blaster +15 points

* Any Terminator and/or the Terminator Standard Bearer may.
exchange their combi-bolter for
- Combi-weapon
- Volkite charger i
* Any Terminator and/or the Terminator Standard Bearer may
exchange their pawer weapon for one of the following

+7 points

+7 points

- Power fist +5 points.
- Lightning claw .+ points
- Chainfist +10 points
- Thunder hammer +15 points

Any Terminatorand/or the Terminator Standard Bearer may
exchange both their power weapon and combi-bolter for

Pair of lightning claws +15 points
* The Terminator Standard Bearer may take
- Grenade harness. 10 points

Legion Command Squads equipped in Terminator armour
numbering five models or less may take a Land Raider Phobos asa
Dedicated Transport (and can not take a Rhino).

Retinue

ALegion Command Squad may only be chosen as a retinue for
a Legion Practor or Legion special character with the Warlord |
special rule, and may not be taken as part of an army on their own
They take up a single Force Organisation chart choice with that |
Practor, but do not have to be deployed with them and are treated
a5 a separate unit during the game.

i
i




ELITES

Exceptional and
experienced warrors
within the ranks of the
Space Marine Leglons dre
quickly singled outand
honoured with additonal
trainirig in all aspects of
warfate and equipped to
the highest standards, so
10 further amplify their
battlefield poswer.
Legions will further
Separate their veterans
andirajse them above the
ranks by inducting them
into warrior brotherhoodss
marrial culss or specified
veteran companies. This
serves o createan elite
body within the Legion 1o
\which other warriors ¢an
agpiré 1o ascend,and from
which future commanders

ertain

are drawn.

ws
Legion Veteran Space Marine 4
Legion Veteran Sergeant

Unit Composition

« 4 Legion Veteran Space
Marines

« 3 Legion Veteran Sergeant

Unit Type

+ Legion Veteran Space Marine
Infantry

+ Legion Veteran Sergeant:
Infantry (Character)

Wargear
« Power armour

* Bolter

* Bolt pistol

+ Chainsword or combat blade
+ Fragand krak grenades

Special Rules
+ Legiones Astartes
* Veteran Tactics

Dedicated Transport

« AlLegion Veteran Tactical
squad may choose a Rhino asa
Dedicated Transport. Note that
ifan army contains a character
that has one of the Rites of
War special rules (see page
15), other Dedicated Transport
options may be available for
the squad

LEcioN VETERAN TACTICAL SQuaD

BS s T w 1 A Ld
4 + + 1 4 2 8
4 + + 1 + 2 9
Options

The Legion Veteran Tactical Squad may take:
- Up to s additional Veteran Space Marines
One Legion Veteran Space Marine may take:
- Nuncio-vox
One Legion Veteran Space Marine may carry:
Legion vexilla g
e ot sl R el e L
Any Veteran Space Marine or the Veteran Sergeant myekcha:wm
their bolt pistol for one of the following: il
- Volkite serpenta poins ey
Any Veteran Space Marine or the Vﬂem\ Sergmﬂ may !xdm\g(
their chainsword /combat blade for

S Bt g

10 poing;

- Power weapon 10 points ey

For every five models in the squad one \elcr:m may exchange their

bolter for one of the following:

- Volkite charger

- Meltagun

- Plasma gun

- Heavy flamer

- Heavy bolterand Suspcnsamcb

- Missile launcher and Suspensor web
(with frag and krak missiles). .-

The Veteran Sergeant may exchange |hnr:h:ms\mrd/mmbnbhk

for one of the following:

- Power fist

- Single lightning claw.. . ..

- Thunder hammer.. ..
The VASrah e rachnt oy Hpgrade thels pan: Ed e
- Artificerarmour ...

The Veteran Sergeant may cxchangc their bolter for one of

following:

+10 poinis exch

- Combi-weapon o
- Plasma pistol. ..
If the squad contains a sl ]aunchcr, this may be upgraded!
also fire flakk missiles... A IOP

Veteran Tactics
AlLegion's

among nsman p
fighters who have ground th
worlds under their boots. Before the game begmsm z
one of the following special rules for the

£

- Fearless
- Sniper
- Eurious Charge
- Outflank

- Tank Hunters




ws
Legion Destroyer Marine 4
Legion Destroyer Sergeant 4

Unit Composition
« 4 Legion Destroyer

Space Marines
+ 1 Legion Destroyer Sergeant

Unit Type

+ Legion Destroyer Marine
Infantry

+ Legion Destroyer Sergeant
Infantry (Character)

Wargear
« Powerarmour

+ Two bolt pistols each

+ Chainsword or combat blade
+ Frag, keak and rad grenades

2 Special Rules
B + Legiones Astartes
: + Counterattack

Dedicated Transport
+ ALegion Destroyer Squad may
choose a Rhino or a Proteus

Land Raider as a Dedicated
Transport. Note that if an army
contains a character that has
ane of the Rites of War special
rules (see page 15), other
Dedicated Transport options
may be available for the squad

LEGION DESTROYER SQUAD

BS

150 POINTS

S
-

s
&4 4 1 4+ 2 9 3+

Options
« The Legion Destroyer Squad may take:

- Up 1o 5 additional Destroyer Space Marines.
+ The entire squad may take melta bombs +25 points
+ The entire squad may be equipped with jump packs...+75 points

(i this is done the squad may not take a Dedicated Transport).
* For every five models in the squad, one Destroyer Space Marine may
exchange one of their bolt pistols for one of the following
- Missile launcher equipped with a suspensor weband

rad missiles (and no other type) 425 points each
- Volkite serpenta +5 point cach
- Hand flamer +15 points each
- Plasma pistol +15 points each
The Destroyer Sergeant may exchange their chainsword /combat
blade for one of the following:
- Power weapon
- Power fist

<20 points cach

410 points

415 points

Single lightning claw +15 points

- Thunder hammer : +20 points

+ The Destroyer Sergeant may upgrade their pawer armour o

- Atificer armour +10 points

The Destroyer Sergeant may take up to:
- Three phosphex bombs. L

+10 points each

ELIT

The origins of the Des
squads lay in the Unif
Wars of Terra, but perhaps
surprisingly not with the
forces of the Emperor but
his enemies. Considered
dishonourable by some
Legions who make little

use of them or eschew.

them altogether, the
Destroyers are équipped
swithand expertin the use
of otherwise proscribed

and forbidden seaponty,
Alongside certain factions
of the Mechanicum,

only Destroyer cadres

have license to use such
forbidden devices: Rad=
sveapons, bio-alchem
‘munitions and the crawl=
burning horror of Phosphex
areamong their dark
arsenal—weapons which
irrevocably aint the grotind:
onwhich they are sed:
During thelong nightmare
of the Age of Strife such:
weapons rendered many
oncelifessustaining colonies
uninhabitable charnel
houses of the dead. Marked
'by their fire-blackened:

and chem-scilded armour,
Space Marine Destroyers are
oftenshunnedand deemed:
somehow talnted by their
battlebrothers in many
Legions as considered atbest
anecessary evil although the
effecivenessof theirrelic-
weapons cannot be denied.




ELITES

The fruits of the Tactical
Dreadnought Armour
project, Terminatoe suits

are the ultimate advancein
personal armout technology.
the Imperium has developed.
Terminator squads

‘match these formidablé
developments with the

finest veteran forces of the

s 10 form devastating
frontline assault units;able
1o withstand the heaviest
enemy fire and deliveri
hammerblow o erushthe
foe with rurhless pawer:
Terminatorarmour equipped
uinits are particularly valuable
in heavy close- quarter
fighting such s battles
foughtin the deep confines
ofhivecities orin starship
boarding actions.

e lu, o

WS

Legion Terminator 4
Legion Terminator Sergeant. +

Unit Composition
« 4 Legion Terminators
+ 1 Legion Terminator Sergeant

Unit Type

+ Legion Terminator Space
Marine: Infantry

+ Legion Terminator Sergeant
Infantry (Character)

Wargear
+ Terminator armour
+ Combi-bolter
« Power weapon

Dedicated Transport

+ AlLegion Terminator squad
numbering five models may
take a Land Raider Phobos
as a Dedicated Transport or a
Spartan if ten models ot fewer
Note thatif an army contains
a character that has one of
the Rites of War special rules
(see page 15), other Dedicated
Transport options may be

available for the squad

Special Rules
+ Legiones Astartes
+ Implacable Advance

LecioN TERMINATOR SQUAD
BS S T W AR

Wi e
4 4 4 1 4 z 9
Options

The Legion Terminator Squad may take:
- Up to 5 additional Terminators

For every five models in the Legion fcrmm:wrsquld o:m“%

Terminator may exchange their combi-bolter for one of he

following special weapons

- Heavy flamer . ISR i,
- Reaper autocannon AR
- Plasma blaster il

Amy Terminatorand o the Terminsor Sergeant may b

combi-bolter for one of the following:

- Combi-weapon U ey
- Volkite charger B

iy Terminatocand/or the Tebmiasos Soogeans may exchange e

power weapon for one of the following:

~+10 poingy

- Power fist 5 e
- Lightning claw :
- Chainfist coe - +10 pointsexch
- Thunder hammer 410 points exch
Any Terminator and/or the Tcrmmawr Scrgeam ‘may exchange both
their power weapon and combi-boler for
- Pair of lightning claws .- SRS
The Terminator Sergeant may rakc agrcmdc hamess 410 points.
Any unit may exchange its Terminator armour for Cataphractit
pattern armour for free. If this is the case then the entire unit must
be so equipped and appropriately modelled.

+5 pointsexch
45 poiats exch

Implacable Advance
Legion Terminator squads are used to assail the most hrle
defended objectives and secure them for th

forces. Legion Terminator Squads are always counted as scoring.
units in any mission where Troops are alsa counted as scoringunit |~




Legion Techmarine
Servo-automata

Unit Composition

« 13 Legion Techmarines may
be taken as a single Elites
choice for the army. Each
Legion Techmarine functions
25 4 separate unitin the game
and may be joined by Servo
automata (see Options).

Unit Type

+ Servo-automata: Infantry

+ Legion Techmarine: Infantry
(Character)

Wargear (Legion Techmarine)
+ Artificer armour

+ Boltpistol

+ Fragand krak grenades

+ Poweraxe

+ Servoarm

‘Wargear (Servo-automata)
* Chainsword
* Bolter

Special Rules (Legion
Techmarine)

* Legiones Astartes

* Bardlesmith

Special Rule (Servo-automata)
+ Cybernetica

Dedicated Transport

* Any Legion Techmarine
may take a Rhinoasa
 Dedicated Transport.

45 POINTS PER MODEL

Id  sv
5 2+
6 s+

Options
+ Any Legion Techmarine may take one of the following items of

wargear

- Nuncio-vox

- Augury scanner. ...

Master-crafted bolter

- Combi-weapon

- Volkite charger

- Plasma pistol..

- Graviton gun

Any Techmarine may take melta bombs

Any Techmarine may replace their servo-arm with

- Conversion beamer S

Any Techmarine may take rad grenades

+10 points
+5 points
+5 points
+10 points
+10 points
+15 points
115 points
+5 points

+35 points
+10 points
Any Techmarine may exchange their power axe for a thunder

+15 points
415 points

hammer. 5

Any Techmarine may take a Cyber-familiar

Any Techmarine may be accompanicd by

- Up to 4 Servo-automata forming a unit with them _+12 points cach

Any Servitor-automata may exchange its bolter with one of the
following:
- Lascutter +5 points

+15 points
+5 points

+10 paints

- Power fist
- Flamer
- Rotor cannon ....

Cybernetica

If Servo-automata are no longer accompanied by a Legion
Techmarine, they must take a Pinning test at the starc of each
Movement phase unless they are already engaged in combat (in
which case they fight on normally).

ELITES

Techmarines are specialist
members of the Legion
whose intelligence and
aptitude marked them from
stage for induction
into the rites and secrets
of the Mechanicum, and
<o hold dual allegiances
Poth 1o their Legion and to
the Machine Cultof Mars
“Their role s to maintatn and
oversee the manuifacture
and supply of wargear and
vehicles for theic Legion, as
well'as operate and tepair
the most specialised and!
complex weaponry on
the battlefield:1n thisa
Legions Armorum and its
Techmarine masters are vital
o 15 abiliry to wage war,




ELITES.

ALegion’s Apothecaries
carry its most sacred trusts=
the care of its fallen and
the prowmise of ts future:
Serving as battlefield healers
(¢4 an Apothecarys task o
profferaid to the wounded;
return the injured back
10 the fray and mini
final mercy o thosein
need of it From those
beyond help, they have the
anarotis duty of recovering
the Legion's gene seed

és for implantationiin
future generations of Space

require

skillJearning and above all
courage—fortis one thing
<o fightan enemy, and quite
anothero tur from battle
andtend to the fallen in the
midstofwar whenallaround
isawhirlwind of slsughter,
heedless

APOTHECARION DETACHMENT

wSs
Legion Apothecary 4

Unit Composition

+ 13 Legion Apothecaries
may be taken asa single
Elives choice for the army as
long as you have sufficient
units to attach them to. Each
Apothecary must be assigned
toone of the following squad
types in your army during
deployment and may not
voluntarily leave it during the
game. Only one Apothecary

- Legion Tactical squad
- Legion Breacher Siege squad
- Legion Destroyer squad
ccker squad
- Legion Tactical
Support squad
- Legion Heavy Support squad
- Legion Veteran
Tactical squad
- Legion Command squad
- Night Lords Terror squad
alamanders Pyroclast squad
Alpha Legion Headhunter
Kill Team
- tmperial Fists Phalan
Warder squad
+ Note: Additional Legion
specific squads may also
include an Apothecary — units
which can do so will be noted
in their unit entry,

Unit Ty P
+ Infantry (Character)

BS
4

Wargear
Power armour
Bolt pistol
Fragand krak grenades
Chainsword
Narthecium

Special Rule
+ Legiones Astartes

Options
« The Apothecary may take one of the following:
- Augury scanner. ...
- Combi-weapon .- .- .
- Volkite charger . PP s
+ The Apothecary may exchange their chainsword for
- Power sword i et
« The Apothecary may have artificer armour..........




Legion Dreadnought G5

Unit Composition
+ 13 Legion Dreadnoughts .

Unit Type
« Vehicle (Walker)

‘Wargear

« Smoke launchers

+ Searchlight

+ Twin-linked heavy bolter

+ Dreadnought close combat
weapon with inbuilt twin-

linked bolter

Special Rule .
« Dreadnought Talon

Dedicated Transport

+ ALegion Dreadnought
Talon numbering a single
Dreadnought may select a
Legion Dreadnought Drop Pod
asa Dedicated Transport

BS S

Options

Armour
Front Side Rear I
6 PR 4

‘Any Legion Dreadnought in the Talon may replace their twin-linked
heavy bolter with one of the following:

- Multimelta - Free
- Twin-linked autocannon .45 points
- Twin linked missile launcher

(with frag and krak missiles) - +10 points
- Plasma cannon St +10 points
- Flamestorm cannon +15 points
- Twinlinked lascannon +25 points
- Volkite culverin ¢ +10 points
- Dreadnought close combat weapon with

inbuilt twin-linked bolter Free

(This grants the Dreadnought an additional close combat attack)
Any Dreadnought may replace its Dreadnought close combat
weapon and inbuilt twin-linked bolter with one of the following

- Twin-linked heavy bolter 5 Free
- Chainfist with an inbuilt rwininked bolter +10 points
- Siege Wrecker with inbuilt twin-inked bolter +10 points
- Twn linked autocannon +10 points
- Volkite culverin +10 points
- Twin linked missile luncher

(with frag and krak missiles) +15 points

Any Dreadnought in the Talon may replace any twin-linked bolter
with one of the following

- Heavy flamer.

- Plasma blaster

- Graviton gun

- Meltagun

Any Legion Dreadnought may be cquipped with
- Extra Armour

- Armoured Ceramite

Any Legion Dreadnought may be equipped with one of the
Dollowing

- Up 1o two Hunter kller missiles

+10 points each
420 points cach

15 points each
415 points cach

+10 points
~.420 points

+10 points each

- Havoc launcher : +15 points
Any Legion Dreadnought may be equipped with
Frag assaul launchers 15 points

Dreadnought Talon

dnought Talon is a specific f 1
asa clenched fist' on the battlefield in order to smash through
the fiercest resistance, but given the power and individuality of
the Dreadnoughts themselves operates more akin to a warrior
‘band than a squadron unit. When first deployed on the bactlefield
{ether at the suart of the game or when arriving via Reserves later
‘onY;the Dreadnoughts must be placed within 6%of éach othey,
but afterwards operate independendly, and are not treated 455
vehicle squadron. =

d 1o operate

ELITES

Dreadngughts are hea
armed and armo
robotic walke
by an interred Space

Marine whose injurics are
frceparable but who h
enough spark of life and will
left to endure encasement
within the Dreadnought's
cyborg frame. From within
this armoured sarcophagus
tlie warrior can confinte

ta fight for his Legion for
centuries, pechaps millennia,
sriding the batdefield like
one of the giants of legend;
both moreand less than
what they were before.
Dreadnoughts have their
roots far back in the Datk
‘Age of Technology, andhave
endured (n idiosyneratic
forms both on Mars and
awith the techrio-barbaric
warlords of Terra as well

a5 in scatrered humin
realms throughout the Age
ofiStrife Some ol these
individual relics are sillin
service—although many
times retenanted oy
millennia Bronght together
now under the banner of the
[mperium, many patterns of
Dreadnoughts existand it
{sin farter-day conjunction
with the superhuman
physiology of the Space
Marines that this rechnology
Has reachedits zenith.

. piloted

cthe




ELITES

Regarded by many s the
most advanced and powerful
pattern of Dreadnought
in the arsenal of thie Great
Crusade, the Conremptor
isa relativelyrecent design
thatincorporates 1ot only
traditional Dreadnought
technologies, but arcane
systems drawn from the
ancient and guarded fore
of the Legio Cybernetica
ofthie Mechanicum:
Principalamong these isa
compsctaromantiearcs
reactor more powerful by
far thananything of its size
in Imperial manufactre
The abundance of energy
it generates can be used
to grant the Dreadnought
frame speed and strength
as well s power defensive
energy field systems
fo furtherincreaseis
bartlefield durabilly, These
advantages over the older
Luciferand Castraferrum
ttern Dreadnoughts
haweverarenot withott
theit price. The Contemptor
reqtiires higher levels of
‘maintenance than most
previous designs, while
the arc-reactorif breached
s prone to catastrophic
failure; doomi;

mand for the

§ new chassis is hig

Legion Contemptor Dreadnought

Unit Composition
+ 13 Contempor Dreadnoughts

Unit Type
» Vehicle (Walker)

Wargear

+ Smoke launchers

+ Searchlight

+ Twin-linked heavy bolter

+ Dreadnought close combat
weapon with inbuilt twin-

linked bolter

Special Rules
+ Dreadnought Talon
+ Awomantic Shielding
* Fleet

Dedicated Transport

+ AContemptor Dreadnought
Talon numbering a single
Dreadnought may selecta
Legion Dreadnought Drop Pod
asa Dedicated Transport

CONTEMPTOR DREADNOUGHT TALON

Armour
ws BS s l-'r:m s:cllc R(e:r 1 A
5 s 7 4 z
Options

+ Any Legion Contemptor Dreadnought in the Talon may ceplac
theis twin-linked heavy bolter with cnenf(hefnllowmp :
- Multi-melta =
- Twin-linked autocannon
- Plasma cannon
- Volkite culverin
- Kheres pattern assault cannon.
- Twin-linked lascannon
- Heavy canversion beamer.
- Dreadnought close combat weapon e
inbuilt twin-linked bolter
(This grants the Dread: h
« Any Legion Contemptor Dreadnought may replace its Dreadnought
close combat weapon and bolter with one of the following:
- Chainfist with an inbuilt twin-linked bolter..
- Multi-melta
- Twin-linked autocannon
- Twin-inked heavy bolter
- Plasma cannon
- Volkite culverin g
- Kheres pattern assault cannon....._.
- Twin-linked lascannon -
SEALy Logion Contempror Dreadnoight o the et replice any
twin-linked bolter with one of the following:
- Heavy flamer s R
- Plasma blaster.
- Graviton gun
- Meltagun :
* Any Dreadnought may be nqlllppcd wuh Extra Armour . +10 poinis
* Any Dreadnought may have a:
- Carapace-mounted Havoc launcher -

an addifiosal o

Dreadnought Talon

A Dreadnought Talon is a specific formation designed
asa‘clenched fist'on the battlefield in order to smasht

ll’;c :m\. 'St resistance, hut given the powerand | In

the
warrior band thana squadmuunlr Wh n frst depl
quleﬁcld (ekherlul\es :
“on), the




WS
Legion Space Matine 4
Rapicr Garrier -
Unit Composition

« 1-3 Rapier Carriers forming a
squadron. Each Rapier has 2
Space Marine crew.

Unit Type
+ Rapier Carrier- Artillery
« Legion Space Marine: Infantry

‘Wargear (Space Marine Crew)
+ Power armour

+ Bolt pistol

« Frag and krak grenades

Wargear (Rapier Carrier)
+ Quad heavy bolter

Special Rules

+ Legiones Astartes (Space
Marine Crew)

+ Extremely Bulky (Rapier
combined with Crew)

LEGION RAPIER WEAPONS BATTERY

40 POINTS PER MODEL

BS S T W 1 A Id  sv

4 4 4 1 4 1 & 3

- - e - A

Options

« Any Rapier Carrier may exchange its quad heavy bolter with one of
the following

+15 points each
120 points each
435 points each

- Laser destroyerarmay. ...
- Quad mortar (Thud gun) :
- Graviton cannon

ELITES

One of a number of similar
designs utilised by the
Imperium's armed forces,

(argeting systems and power
génerators. Designed to
MoUNTSUPPOTt Weaponty:
100 large and cumbérsome
for éven the superhuman
strength ofa Space Marine
o carry, the Rapler's
relatively small size and
‘mobility makes ita perfect
supportweapon both in
defence and offence where
larger field artillery and
‘armoured vehicles cannot
go due o theirsize ot
‘weight: The most common
armaments mounted on the
‘Rapiers ofithe Space Marine
Legionsare quad-heavy
bolters and Laser Destrayer
arcays for anti-personnel and
antiarmoir use respectively,
while so-called Thudd
Gun'multi-launchers

are favoured for siege
warfire and suppressive

fire. More rarely a Legion's
Techmarines willalso use
Rapier cartiers as mounts for
‘more exotic weaponry for
special operations such as
the Graviton cannan.




ELITES

The Dreadnought weapon
configuration referred (o
45 the Mortis sub-pattern
‘mountsidentical weapons
‘on both arms, granting it the
ability o bringa
weightof firepawer o bear
on fts target. The Mortis is
often itred with a helical
targeting arcay slaved 10
ehhanced target-cursing
fogis engines thatallow
ikt track its foe with
dented accuracy and
it particularly;
cadly agalnst anemy Oyers.

rsome

ally, the majority
of Mortls sub-pattern
Dreadnoughts were of
the Contempior type,
‘butas the Castraferrum
Bateerns (MKIV and MkV)
Dreadnoughthas entered
Service in incre:

st
vwar zones of the Imperium

WS
Legion Mortis Dreadnought 4

Unit Composition
+ 1 Legion Mortis Dreadnought

Unit Type
« Vehicle (Walker)

Wargear
« Smoke launchers

+ Searchlight

« Two twin-linked heavy belters

Special Rules
+ Helical Targeting Array

Armour

Bs S FEront Side Rear
e e
Options

« The Legion Mortis Dreadnought may exchange its tyo
heavy bolters with one of the following:
- Two multi-meltas 2 i 2

wo twin-linked autocannon ... .

- Two twin-linked missile launchers
(with frag and krak missiles)

- Two twin-linked lascannon

¢ Legion Mortis Dreadnought may mkc any oflhrfnl[a\nng; e
- Extra Atmour
- Armoured Ceramite ot

« The Legion Mortis Dreadnought may take one 0f||m ronuwm,
- Up to two hunrer killer missiles S

- Havoe launcher e S i

windinked

410 poingy

Helical Targeting Array
The Helical array’s advanced augurs and sophisticated banks of
combat-cogitators allow the Mortis Dreadnought to track and
destroy even the swiftest of targets with ease. However, due to the
Helical array’s delicacy and ravencus consumption of power, the
Dreadnought must be immobile while the system is in operation.

If the Legion Mortis Dreadnought chooses to neither move nor
Run i its turn, it gains the Skyfire and Interceptor special ules
for that entire Game turn (ie, both the controlling player's tum,
and his opponent’s following player turn).




CONTEMPTOR-MORTIS DREADNOUGHT

WS
Legion Contemptor-Mortis 4

Unit Composition

155 POINTS

Armour.
BS S Front Side Rear A HP
5 Zi 3 o ey 2 3

Options
+ The

+ 1C
Dreadnought

Unit Type
+ Vehicle (Walker)

Wargear
+ Smoke lnunchers

+ Searchlight

+ Two twin-linked heavy bolters

Special Rules
+ Atomantic Shielding
+ Helical Targeting Array

~Mortis may exchange its two twin-linked heavy
bolters with one of the following;

- Two multi-meltas ... Free
- Two twin-linked autocannon ~+10 points
- Two Kheres pattern assault cannion 425 points
- Two twin-linked lascannon +30 points
“The Contemptor-Mortis may take any of the folle\\‘mg

ra Armour ...
- Havoc Launcher...

+10 points
+15 points

Atomantic Shielding.

One of the Contemptor pattern's most distinctive features is a
series of defensive field generators mounted inside its armour
plating and powered by the enhanced atomantic power core
within.

AC ptor-Mortis Dreadnought has a s+ invulnerable s
against shooting attacks and explosions, and a 6+ invulnerable
save against attacks in close combat In addition, if the
Contemptor-Mortis suffers a Vehicle Explodes’ dimage result
add +1” 1o the radius of the blast

Helical Targeting Array

The Heh(:l array’s advanced augurs and sophisticated banks of

c llow the C i to track and
destroy even the swiftest of targets with ease. However, due 1o the

Helical array’s delicacy and ravenous consumption of power, the
Dreadnought must be immobile while the system is in operation

1f the Contemptor-Mortis Dreadnought chooses to neither move

not Run in its turn, it gains the Skyfire and Interceptor special
rules for thac entire game turn (ic, bath the controlling player's
turn, and his opponents following player turn).

ELITES

Dreadnoughtsare uiilised
throughout the Legiones
Astartes, fielded as
spearhead assault units able
t0 operatin wat zones and

1o more convent onal
hicle Mostin

allihe types
of Dreadnoughtin the
arsenals of the Tmperium
arethe Contemprors,
towering war machines that
utilise 2 combination of
machine systems recovered
during the Grear Crusade,
principal amongst theim the
potentand il understood
AlOMmANtic ATC-reacton
When the Leglones Astittes
Contemptor Dreadnought
Talons go to war theyare
Sométimes accompanied
by specialist machines
10 protect them from aic
attack Where possible,
the Contemptorbortis
is Relded forthisanti=ie
sub-pattern of the standard
IContempor Dreadnought
IS Equipped with an array
of powerful seapons
specifically designed o
bring down enemy flyers
potent targeting augurie:
thitallowic o lock onto and
track multiple foes,as well
as heavy field projectors able
10 withstand the inevitable
Sorm of rettirn fire i1s Garget
s sure to unleash:




mainstay of the Space
Marin Legions and the
force by which the Gre
Crusade has reconquered
much of the galaxy Itis
by the Aghting power of
thousands of superhuman
warriors
armed and armoured/for
battle in the harshest off
environments and the
deadliestofwarzones that
theenemies ofMankind
have been crushed time
and again. The Legion.
‘Tactical’squad s a highly
flexible infantry unit, able
to attackor defend atwill;
assault heavily fortified
positions and rake and
hold strategic objectives or
Simply slaug
comprehensively in almost
any termain o simation

ich as these,

LEGIoN TACTICAL SQUAD
ws

Legion Tactical Space Marine 4

Legion Tactical Sergeant 4

Unit Composition
+ 9 Legion Tactical

Space Marines
« 1 Legion Tactical Sergeant

Unit Type

« Legion Tactical Space Marine
Infantry

* Legion Tactical Sergeant
Infantry (Character)

Wargear
* Power armour

+ Bolter

+ Bolepistol

+ Fragand krak grenades

Special Rules
+ Legiones Astartes
* Furyof the Legion

Dedicated Transport

« Aslong as it numbers no more
than 10 models, the squad may
choose a Rhino asa Dedicated
Transport. Note that if an army
contains a character that has
one of the Rites of War special
rules (see page 15), other
Dedicated Transport options
may be available for the squad

BS LS LW AT A
4 + + 1 4 1 8
40 4 e e
Options

he Legion Tactical Squad may take

- Up to 10 additional Legion Space Marines 16 polay

« The entire Legion Tactical Squad may do one of the fﬂ“awmg

- Exchange their bolter for a combat blade or ch:msv\crd

_ Take an additional combat blade or chainsword

+ One Space Marine may take a nuncio-vox

+ One Space Marine may carry a Legion vexilla... o

+ The Legion Tactical Squad’s Sergeant may exchange .hmbo]m
and/or chainsword for one of the following;

- Combi-weapon 2 I
- Plasma pistol.
- Heavy chainsword S
- Power weapon RAR
Power fist i
Single lightning claw
» The squad's Sergeant may take melta bombs BT
« The squad’s Sergeant may upgrade to artificer armour

e 10 pointy
415 points
~+15 points
45 points
~+10 points

Fury of the Legion

Oneof the Legion's greatest assers in open battle is the massed,co-
exdinard hal of ole v s Tacial suads can unlessh. echis
the h hells that enemy infantry
f devensq light beblasied o
the four winds in a single thunderous volley of bolt shells.

po

While at east five models remain in the unit armed with bokersor
bolt pistols, the squad can elect to make a Fury of the Legion attsck
in the Shooting phase so long as they did not move, arive via Decp
Strike or disembark a vehicle earlierin that player rurn. Models
making a Fury of the Legion attack may fire twice with their olter
orbolt pstols against a single target (note that in the case of2
combiweapon only the bolter part may fire rwice).

Owing to the massive expenditure of ammunition involved,
oncea squad has made a Fury of the Legton attack it may notuse
Qverwatch fire later that turn or fire in the Shooting phase of their
next player turn, but may otherwise move, fight in assault,run,¢fc,
normally (place a counter or note next to the unit to represent thisk
Fury of the Legion aracks may not be used for Snap Shotsand
models joining the unit o not benefit me lhls ruk and: mmﬁx
normally,as does any non-bolter weap

same time as the Fury of the Legion attack is madc.




LEGION ASSAULT SQUAD

WS
Legion Assault Space Marine 4
Legion Assault Sergeant 4

Unit Composition
« g Legion Assault

Space Marines
» 1 Legion Assault Sergeant

Unit Type

« Legion Assault Space Marine
Jump Infantry

+ Legion Assault Sergeant
Jump Infantry (Character)

Wargear
+ Powerarmour

+ Boltpistol

+ Chainsword or combat blade
+ Fragand krak grenades

+ Jump pack

Special Rule
* Legiones Astartes.

Options

+ The Legion Assault Squad may take
- Up to 1o additional Assault Space Marines
“The entire squad may take melta bombs
‘The entire squad may take combat shields

+15 points cach
+5 points each
+3 points each

For every five models in the squad one Legion Assault Space Marine

heir weapons in one of the following ways:

- Exchange their chainsword /combat blade for a
Power weapon L i
Exchange their bolt pistol for a hand flamer

may modify

+10 points cach
+10 points cach
- Exchange their bolt pstol for a plasma pistol .. _+15 points each
The squad's Sergeant may do one of the following:
- Exchange their bolt pistol for a hand flamer +10 points
hange their bolt pistol for a plasmia pistol 415 points
The squad' Sergeant may exchange their chainsword and/or combat
blade for one of the following;
- Heavy chainsword +5 points
+10 points
<15 points
+20 points

- Power weapon

- Single lightning claw
Thunder hammer

- Power fist

Aliernatively, the squad's Sergeant may exchange both their

chainsword/combat blade and bolt pistol with

- Bair of lightning claws

_.+15 points

120 points
“The squad's Sergeant may take any of the following
- Melta bombs (f the squad has not already been upgraded
w0 carry them)
- Combat shild (i the entire squad has nort already
been upgraded to carry them)
+ The squads Sergeant may upgrade to artficer armour

+5 points

+3 points
+10 points

TROOPS

Jump pack-equipped assault
squadsarerapid atuac

forces whose wargear is
optimised towards close-
quarrer fighting and hit
and-run tactics. The use of
jump packs allows Assault
squads to move with great
specd across the baulefield
and impact the enemy line.
with savage force, leaping
‘pastintervening terrain and
open defences to engage
theiradersaties in bloody
melee The needs of even
limited flight systems
however preclude the

use of heavy weaponcy
Orextensive munitions
supplies. Jump pack-
equipped Assaultsquads are
novembraced to the same
extent byallof the Legions
forreasons of combat
doctring, temperament ot
simpleresource difficulties,
with the Raven Guard and:
Night Lordsbeing among.
their greatest proponents.
Even those Leglons with
whom they do not find
particular favour however,
suchas the Death Guard and
Iron Hands, can still field

4 force of them when the
needadses.




TROOPS

The most hazardous and
desperate spheres of warfare

amid the cold void of space
and the forlom hope of the
firsgwwave of attackers into
# breached fortress domain
can prove lethal beyond
endurance, evenforthe
avarriors of the Legiones
Astartes For this reason
ince the early days of the
Great Crusade, specialised
forms ofwargearand tactics
have beenunder continuods
development o cope with
these Zones Mortalis and
certaln Legions stich as
the Imperial Fists, World
Eaters and the Iron Warriors
have cven madeihese
bloody modes of walare
their particular concern:
Breacher Sicge squadsare
1nifs of Space Morines
equipped with specialised
arms and armour designed
to enable them toactis a
vanguard in such missions,
including heayy ablacive
shieldstoresist enemyfire
and specialized breaching
charges and lascuttérs
tobypass bulkheadsand
shatter strongpoints.

LEGION BREACHER SIEGE SQUAD

WS
Legion Space 4
Legion Sergeant 4

Unit Composition
« g Legion Breacher Siege
Space Marines
1 Legion Breacher Siege
Sergeant

Unit Type

+ Legion Space Marine Infantry

+ Legion Sergeant: Infantry
(Character)

Wargear
+ Powerarmour

+ Boarding shield

* Bolter

* Bolt pistol

+ Fragand keak grenades

Special Rules
* Legiones Astartes
+ Hardened Armour

Dedicated Transport

+ Aslong as it numbers no more
than 10 models, the squad
make take a Land Ratder
Phobos or Land Raider Proteus
asa Dedicated Transport.

Bs S
£
4 4

Options
« The Legion Breacher Siege Squad may take
Up to 10 additional Space Marines ey
e e 2 ::z:j‘“h
For cvery five models in the squad, one Space Maring m,y,.d,:d’
their bolter for one of the following: e
- Volkite charger
- Flamer
felagun
- Graviton gun
- Lascutter 5
One Space Marine may take 2 nuncio-vox i
One Space Marine may carry a Legion vexilla.—___sxspoine
The Legion Breacher Siege Squad's Sergeant may exchange their
bolter for one of the following:
Combi-weapon e
- Plasma pistol XS oty
The Legion Breacher Siege Squads Sergeant may exchange their
bolter or balt pistol for one of the following:
- Power weapon 410 points
- Power fist <o 415 poIDIS
- Single lightning claw___ . +15 poins
- Thunder hammer o points
The Legion Breacher Siege Squad's Sergeant may take:
- One breaching charge 255 e e 10 POIRES
- Melta bombs e 45 poInS
Afthissqisd Has not alreirly been Gapmded oy oo s
The Legion Breacher Siege \quadssugum may
- Upgrade to arnficer armour o tOpOINS
{Nole: This means he will also be subject to uu mnl ed Armour spenl
ule)

Hardened Armour

Breacher squads employ specially customised and augmented
suits of power armour (usually variants on the Iron patern)
modified by the Legion's Techmarines to betrer withstand the
rigours of siege warfare, lethal environments and close-quarter
boarding actions in space The servos and power systems of sich
armour are d asa result of th difs nd
Tequire constant extensive maintenance between bartles. This
deficiency was one of the factors that ultimately led to the Tactcal
Dreadnought Armour project

Hardened armour automatically counts as being Void Hardened
(see the Cold Void mission special rules on page 173 of The Hens
Heresy Book One - Befrayal) in missions where this is pprop

and failed acmour saves against remplite and blast weapons
bere-rolled. Units with Hardened Armour reduce the d

rolled for charges. sweeping advances




ws
§y§ Legion Space Marine 4
Legion Sergeant G

Unit Composition
+ 4 Legion Tactical
Space Mannes
» 1 Legion Tactical Sergeant

R
& Unit Type
e » Legion Space Marine: Infantry
= + Legion Sergeant: Infantry
(Character)
‘Wargear
+ Power armour
X + Flamer
+ Bolt pistol
s  Fragand krak grenades
. Special Rules
- + Legiones Astartes

+ Support Squad

Dedicated Transport

~ « Aslongasit numbers no more
than 10 models, the squad may
choose a Rhino as a Dedicated
22 “Transport. Note that if an army
contains a character that has
one of the Rites of War special
rules (sce page 15), other
Dedicated Transport options
may be available for the squad

" LeGION TACTICAL SUPPORT SQUAD

100 POINTS

BS. S T W 1 A Ld sy

4 4 + 1 + 1 8 2%
44 4 1 e

Options.

+ The Legion Tactical Support Squad may take
- Up 1o 5 additional Space Marines

« All of the models in the squad may exchange their flamers for one

of the following weapons. If taken then all the models in the squad

must be equipped with the same weapon

- Rotor cannon

+15 points cach

45 points cach
+5 points each
+5 points each

- Volkite caliver
Volkite charger. ..
- Plasma gun _+15 points each
- Meltagun . 415 points each
« The squad's Sergeant may alternatively take any of the following
instead of their flamer
Close combat weapon or bolter and augury scanner Free
- Combi-weapon - Free
* The squad's Sergeant may exchange their bolt pistol for
- Plasma pistol +15 points
+ The squad's Sergeant may exchange their combat blade /chainsword
for one of the following
~ Heavy chainsword
- Power weapon
- Power fist -
- Single lightning claw
« The squad's Sergeant may upgrade to artificer armour
* The squad's Sergeant may also take melta bombs

+5 points
+10 points
+15 points
+15 points
+10 points

+5 points

Support Squad

Support squads are Legion formations that utilise specialised

swargear, weapons and tactics 10 support the assault of the Legion's
main strength. Although they are Troops choices for the Space
Marine Legion army, they may not be used to fill compulsory
Troops choices on a Force Organisation chart (unless a particular

Legion has special rules to the contrary).

TROOPS
Tactical support squads are

that replacé the unilitarian
balterof their comrades
with more speclalised
weapons, enabling them

1o cope with particular
bartlefield threars or
enemies. Operatingin
close orderywith the
Leglon's othex troops, the
support squadss firepower
enables abattlefield srike
force of Space Marines
toactwith even more
versarility and engige a
wider range of targets on.
its own terms. The most
common armaments used:
by Tactical support squads
are flamers which are ideal
forurban warfare, bunker
and trench clearance, as
wellas eradicating xenos
life forms from an area:
‘Rapid-hiring rotor cannion.
are used against large
numbers of lightly armed
foes, thermic energy meltas
for tank-busting. and
where avallable, plasma and
Volkite weapons against the
‘most heavily armoured and
monsiTols enemies.




TROOPS

The eyesand ears of

the Legion in the feld;
Recannaissance squads are
formed from experiénced
Space Mirines expertin
operating independently
and often deep behind
enemy lines. This isa task
for yhich they are armed
and equipped with a variety
of specialised wargear
includinglangringe
WeapODLY, sensor-auspex
and stealth gear. They
perform the function of
scouts and intelligence
gatherers, identifying
targets and gathering
information on enemy
‘movements and strengths:
They also setve the Legion
as pickets, saboteurs; taiders
and sniperswhere needed,
and in open batdle are
expert in sudden flanking
manoeuvres and {nfiltration
attacks in support of their
main force

LEGION RECONNAISSANCE SQUAD

WS

Legion Space Marine 4
Legion Sergeant 4

Unit Composition

+ 4 Legion Reconnaissance
Space Marines

+ 1 Legion Reconnaissance
Sergeant

Unit Type

+ Legion Space Marine: Infantry

+ Legion Sergeant: Infantry
(Character)

Wargear
* Powerarmour
Bolter
Bolt pistol
Frag and krak grenades
Shroud bombs

Special Rules

* Legiones Astartes
* Scout

+ Outflank

* Acute Senses

Support Squad

Dedicated Transport

« The squad may use cithera
Rhino or Storm Eagle Gunship
asa Dedicated Transport.

B S
4 +
VO

Options
+ “The Legion Reconnaissance Squad may take
- Up to 5 additional Space Marines
+ Any Space Marine may exchange -hmbohc,fmmnh,
following:
~ Sniperrifle e
- Space Marine shotgun... . o
Chainsword or combat blade s e
One Space Marine may take a nuncio-vox......._.__ 1ol
The squad may take Cameleoline S
+ The entire squad may take melta bombs ..+ poins et
he entire squad may replace their power armour with
- Recon armour
This hanges et Aot a1 5% w13 ehR O luﬁhmum
Maove Through Cover spectal vules).
“The squad's Sergeant may exchange their bolter and/or bt piso]
for ane of the following;
Chainsword or combat blade

Poibs exchy

Fower weapon
- Single lightning claw.

- Power fist
The suuads Sergeant may xchange thelc bollat kol
following:
- Hand flamer

Combi-weapon
- Plasma pistol
- Volkite serpenta ...
The t may upgrade to arti
(They stll gain Infiltrate and Move Through Cover if the unil exclange s
armiowr).

Support Squad

Support squads are Legion formations that utlise specialised.
wargear, weapons and tactics to support the assault of the Legions
main strength. Although they are Troops choices for the Spice
Marine Legion army, they may nor be used to fill compulsory.
Troops choices on the Force Organisation chart (unlessa
particular Legion has special rules to the contrary).
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LEGION RHINO ARMOURED CARRIER

BS
Legion Rhino 4+

Unit Composition
+ 1 Rhino

Unit Type
+ Vehicle (Tank, Transport)

Wargear
« Searchlight

« Smoke launcher

« Twin-linked bolter

Transport Capacity

+ 10 models (Rhinos may not
carry models with the Bulky,
Very Bulky o Extremely
Bulky special rules).

Fire Points
« Two models may fire from the
Rhino's top hatch.

Access Points

+ The Rhino has one aceess
point on each side of the hull
and one at the rear

Special Rule
* Repair

Armour
Front Side Rear HP
SO e e

Options
* ARhino may take any of the following;

- Hunterkiller missile +10 points

- Dozer blade 3 45 points
- Ausiliary drive +10 points
- Extraarmour o410 points

+ ARhino may take one of the following pintle-mounted weapons:
Twin linked bolter. +5 points
- Comb-veapon +10 points
- Heavy bolter +15 points
- Heavy flamer. ..415 points
- Havoc launcher +15 points

Repair

“These vehicles are extraordinarily robust and can often be
repaired in the midst of battle by their crews. 1€ Rhinois
immobilised for any reason, then in subsequent turns the crew

Lt

can attempt a repair instead of firing any of the Rhino's weapons.
In the Shooting phase instead of firing a weapon, the Rhino can
attempt to repair an Immobilised result on a D6 roll of 6

DEDICATE!
TRANSPOR’

The Rhino is the most

Impeérium. Based on
anclent STC technology:

the fundimental design

is robust, reliable and

cdsy to maintain, and its.
adaptive power plant can
run offa wide varlety.of
fuels ith varying degress
of efficiency); making

it perfect for the wide-
ranging armies of the Great
Crusade Produced in the
thousands and with several
distinctpatterns in common
use—the Deimos beirg
‘mostwidespread in the
Space Marine Legions, it
hasaleo served as the basis
fora numberofotheryar
‘machines.




DEDICATE)
TRANSPORTS

Drop pods are self:
contained; recoverable
orbital descent capsules,
each desfgned to carrya
squad of Space Marines
{with modified versions
fitted to carry Dreadnoughts
and other geat). They are
used for surprise atrac|

midst of active war zones,
with Space Marine warships
shoyering them dosn like
ordbance from the edge of
space towards thelr farger
Drop pods are armotired
and relnforced o withstand
the rigours of re-entry (andl
‘graund fire tosome extentl;
biit theironly trie defence
is speed and unaugmented:
lumans havelittle chance of
Surviving flightand landing
within ane

BS
Legion Drop Pod 4+

Unit Composition
« 1 Drop Pod

UnitType
« Vehicle (Open-topped,
Transport)

Wargear
« Twin-linked bolter

Transport Capacity
« The Legion Drop Pod may
transport 10 models or
1 Legion Dreadnought or
1 Rapier carrierand Crew.

Special Rules

* Drop Pod Assault

+ Immobile

* Inerual Guidance System

Front

35 POINTS BER Mopg,

Armour
Side Rear HP
SRR Ol

Drop Pod Assault

Legion Drop Pods always enter play using the Deep Strike ryles
and units who have purchased Drop Pods as transports mus
aluways be deployed in them. At the beginning of the conrrllng
player' firs player turn they must choose half o their Drop

Pod units (rounding up) to make a Drop Pod Assault. These

units arrive on their player’s first player turn. The arrival of the
remaining Drop Pods in the player's force s rolled foras usual for
the mission. A unit that Deep Strikes via Drop Pod may not assagl
in the turn it arrives. Note: As soon as a Drop Pod is deployed s
doors are automatically opened to their full extent

Immobile

Once it has been deployed a Drop Pod cannot move, and counts s
avehicle that has suffered an irreparable Immobilised result

Inertial Guidance System
Should a Drop Pod scatter on top of impassable terrain or another

model, then reduce the scatcer distance by the minimum required
toavoid the obstacle




Armous
BS Front Side Rear HP

Drop Pod Assault T

Legion Dreadnought

Drop Pod 4 1

Unit Composition
» 1 Drop Pod

Unit Type
+ Vehicle (Open-topped,
Transport (Special))

Wargear
+ None

‘Transport Capacity

+ The Legion Dreadnought Drop
Pod may transport a single
Dreadnought or Dreadnought
sariant (including Contemptor
Dreadnoughts)

Special Rules.

* Drop Pod Assault

* Immobile

+ Inertial Guidance System
« Burning Retros

* Assault Vehicle

 LrGioN DREADNOUGHT DRop Pop

r

Legion Drop Pods always enter play using the Deep Strike rules,
and units who have purchased Drop Pods as transports must
always be deployed in them. At the beginning of the controlling
player's first player turn, they must choose half of their Drop
Pod units (rounding up) to make a Drop Pod Assault with These
units arrive on their player's first player trn. The arrival of the
remaining Drop Pods in the player's force is rolled for as usual
for the mission. A unit who Deep Strikes via Drop Pod may

notassault in the turn it arrives Note: As soon as a Drop Pod is
deployed, its doors are automatically opened to their full extent

Immobile
and counts

Once it has been deployed, a Drop Pod cannot mov
asa vehicle that has suffered an irreparable Immobilised result
(although no Hull Point loss s suffered).

Inertial Guidance System

Should a Drap Pod scatter on top of impassable terrain or another
model, then reduce the scatter distance by the minimum required
10avoid the obstacle. Note that the Lucius pattern Dreadnought
Drop Pod is considerably larger than the more common Drop Pod
and so will need a larger space in which to land successfully

Burning Retros

Owing to the meteoric descent speed and impact of the Legion
Dreadnought Drop Pod, and the fiery blast of the Drop Pod's
retros on armival, the Legion Dreadnought Drop Pod has the
Shroud special rule on the game turn it arrives (note this also
applies to any interceptor fire or similar effects it might be subject
10). Once the Drop Pod lands, its doors are apened automatically,
but the Dreadnought inside does not have to deploy out unless
the controlling player wishes. Should the Dreadnought carried
by the Drop Pod remain on any part of its structure (including
{ts doors) on the game turn the Drop Pod arrives, it benefits from
the Shrouded special rule also, as does any unit targeted by any
shooting attack whose line of sight passes through or over the
Drop Pod on the game ruen of its armival.

Assault Vehicle
The Legion Dreadnought Drop Pod has the Assault Vehicle
special rule thanks to its larger size and special design, allowing
the mransported Dreadnought 1o assault on the same turn

it disembarks from the Drop Pod's structure. However, the
Dreadnought may still not assault on the same turn the Drap Pod
atrives from Deep Strike.

DEDICATEL
TRANSPORT:!

Developed alongside the
more common Legion
drop pod in general service,
specifically designed
Dreadnovght drop pods,
such as the Lucius partern
heavy drop pod, are
somewhat larger than the
standard drop pods of the
Legiones Astartes and have
amore powerful engine,
allowing for a dangerously
‘meteoric descent 1o the
‘bartlefield:This serves to'
protect their cargo during
approach and allowit o
strike with unprecedented
Speed. The stresses fnvolved,
however;are such that
only the beavily armoured
and protected shellofa
Dreadnought could hope
1o survive the descentand
impactwith the ground
without being wrecked ot
pulverised:

Dreadnought drop pods
are still highly valued by
imany Leglons, especially
considering theatirition:
rate they commonly suffer
inbaule; while others
inherently dislike the
design;lacking as (tdoes
armamentor the adaptabilicy
of more mobile; mul
roledesigns such as the
Deathclaw pattern recently
‘madeavailable.




FAST ATTACK

Scekersquadsare
comprised ofa specialised
force of Space Marines
whose principal task

on the bartlefield is to

warlords, officers, priests,
demagogucs-whatever
they may be, and slay them
swith a wellplaced bolt
round while the battle
vages round them.
Alpha Legion are said
to have first crystallized
this tacticand squad
configuration, which has
since, with the Emperors
approval, spread to the
other Legions, although its
use sits poorly within the
combatdoctrine of some;
Seeker squad members are
chosen primarily on pure
imerit as the bestshots in
their Legion, as a Secker
strike force will often be
forced to rely on the brlefest
window of opportunity to.
take down their fargets at
close range, mather than have
thie luxury of distance and
able sighting as a sniperina
reconnaissance squad might
have Toaid them'in the kill}
er squads are usually
equipped with specialissue

ammunition to betrer deal

with their chosen victims.

LEGION SEEKER SQUAD

Legion Secker Space Marine
Legion Strike Leader

Unit Composition
4 Seeker Space Marines
« 18trike Leader

Unit Type

« Legion Seeker Space Marine
Infantry

« Legion Strike Leader Infantry
(Character)

Wargear
* Power armour

+ Bolter

+ Boltpistol

+ Fragand knak grenades

Special Rules
« Legiones Astartes

ws B S T W I A
i A S A
4 s + 4 1 4 2
Options

« The Legion Seeker Squad may take
- Up to 5 additional Secker Space Marines 15 olnts

+ One Secker Space Marine may take a nunciovox ..__yiq por

« Any Seeker Space Marine may exchange their bolter for-

- Combi-weapon 3 B

The Legion Secker Squad's Strike Leader may take one of he

following:

- Power weapon ¥ e

- Power fist - - s 415 poins
+ “The Legion Seeker Squads Strike Leader may take:

- Melra-bombs : Bre

The Legion Seeker Squads Strike Leader may upgrade to

- Artificer armour. S e 10 POl
+ The Legion Seeker Squad’s Strike Leader may exchange their boler
and special issuc ammunition for a plasma pistol. ... +0 points

Special Issu

« Special Issue
* Marked For Death

Dedicated Transport

+ ASecker squad may choose
aRhino ora Land Raider
Proteus as a Dedicated
“Transport. Note that if an army.
contains a character that has
ane of the Rites of War special

rules (see page 15), other

Dedicated Transport options

may be available for the squad

Secker Space Marines are equipped with Kraken, Scorpius and
Tempest bolt shells for their bolters (and combi-weapons where
applicable), and may choose which to use each turn they fire.

Marked For Death

After the two sides have set up and any infiltrators have been
placed, each Space Marine Seeker unit in a player’s forcs may
specify a single enemy unit or independent character as being
‘Marked for Death’ Make a note of which unit this is. The Legion
Secker unit now counts as having the Preferred Enemy special
rule against this chosen target




TEGION OUTRIDER SQUAD

Legion Space Marine Outrider
Legion Outrider Sergeant

Unit Composition
+ 3 Legion Space Marine
Outriders

Unit Type

+ Legion Space Marine
Outrider: Bikes

» Legion Outrider Sergeant
Bike (Character)

Wargear
« Power armour
+ Boltpistol
Chainsword or combat blade
Fragand krak grenades
Space Marine Bike with twin-
linked bolter

Special Rules
« Legiones Astartes
+ Scout

90 POINTS

WS
4

Options
* The Legion Space Marine Outriders Squad may take
- Up to 7 additional Space Marine Outriders.. +30 points each
« The entire squad may take melta-bombs +5 points each
+ For every three models in the squad, one may modify their weapons
in one of the following ways:
- Exchange their chainsword or combat blade for
Power weapon :
- Exchange their bolt pistol for a
Hand flamer
Plasma pistol

410 points each

+10 points each
+15 point
* The Legion Space Marine Outriders squad may exchange their
Bike's twin-linked bolter for one of the following
- Twin-linked flamer
- Twinlinked melta-gun
- Twin-linked plasma gun
+ One Space Marine Outrider may be upgraded to an
Ourrider Sergeant +15 points each
+ The squad’s Outrider Sergeant may exchange their bol pistol for
one of the following:
- Hand flamer
- Plasma pistol

+15 points cach
+25 points each
+25 points each

+10 points
+15 points
+ The squad’s Outrider Sergeant may exchange their chainsword or
combat blade for one of the following:
- Power weapon.
- Power fist
- Single lightning claw. :
« The squad’s Outrider Sergeant may rake:
- Meltabombs +5 points
(if the squad has not already been upgraded to carry them)

+10 points
+15 points
=15 points

FAST ATTACK

Outriders are mechanised
Space Marine
squads who take to the

ficld mounted on ruggedly
constructed, all tetrain
armotred ground bikes and
Scramblers, Used for scouting
‘missions as well as rapid
encirclement and hirand-
run attacks behind enemy
lines, the chiefadvantage

of the Outriders is speed,
theirbikes enabling them

to cover ground far quicker
than infantey and go where
heaviervehicles cannot.

naissance




FAST ATTACK

Attack Bikes are larger,

often two-man bikes

wwhose expanded chassis

can accommodate x single
heavy weapon, making fora
formidablsarmedand swift
ifsomewyhat fragile gun
platform. Attack Bikes often
accompany Ourdderuniisto
provide fire supportand are
also deployed in squadrons as
a high-speed strike force to
ravage larger, slower enemy
units and destroy fsolated
armotred vehicles with
concentrated weapons fire:

LEGION ATTACK BIKE SQUADRON

ws
Legion Attack Bike 4

Unit Composition
+ 15 Legion Space Marine
Autack Bikes

Unit Type
« Bikes

Wargear

« Powerarmour

« Bolt pistol

+ Chainsword or combat blade
Frag and krak grenades
Space Marine Bike with twin-
linked bolter
Heavy bolter

Special Rule
* Leglones Astartes

BS S
4 3+

Options

+ The entire squadron may take melta-bombs it

+ Any Attack Bike in the squadron may excha%mmhmhﬂ,"
for one of the following:
- Heavy flamer : 5 i
- Auto-cannon e
- Mult-melta el




TEGION JETBIKE SKY HUNTER SQUADRON

Legion Space Marine Sky Hunter
Legion Sky Hunter Sergeant

Unit Composition
+ 3 Legion Space Marine Sky
Hunters

Unit Type

« Legion Space Marine Sky
Hunter Jetbike

« Legion Sky Hunter Sergeant
Jetbike (Character)

Wargear

+ Power armour

» Bolt pistol

« Chainsword or combat blade

+ Frog and krak grenades

+ Space Marine Scimitar Jetbike
witha heavy bolter

Special Rules
» Legiones Astartes
« Deep Strike

WS BS s A
AT A s 1 4 1 8 2+
4 4 + 5 1 4 2 9 2+

Options
« ‘The squad may take
- Up to 7 additional Space Marine Sky Hunters +35 points each
« The entire squad may take melta-bombs +5 points each
« For every three models in the squadron, one may replace their
Jetbike's heavy bolter with one of the following:
- Multimelta ...
- Volkite Culverin
- Plasma cannen
* One Space Marine Sky Hunter may be upgraded to:
Sky Hunter Sergeant +15 points
+ The squad's Sky Hunter Sergeant may exchange their bolt pistol for
one of the following:
- Hand flamer

+10 points
+10 points
+15 points

<10 points

415 points

« The squad’s Sky Hunter Sergeant may exchange their chainsword or

combat blade for

- Power weapon

- Power fist

- Single lightning claw. 2

The squad's Sky Hunter Sergeant may take:

- Melta-bombs. +5 points
(if the squad has not already been upgraded to carry them)

- Plasma pistol

+10 points
+15 points
+15 points

Sky Hunters are feared
striké units which u
sophisticated and pow
Jetbikes as mounts. These
gravimpellorassisted,

jet engine propelled eraft
ire more akin to com)
aircraft than ground bik
and are able to maintain
greatspeeds for extended
periods of low altitude
flight Theirlift-strength

is sufficientnot only o
carry a heavily armoured
‘Space Marine and his
wargear aloft, it also carry
‘avariety of heavy weapons
mountsand stocks of
ammunition, giving the Sky
Hunters extremely potent
firepower, The Jetbike
patterns In service with the
Space Marine Legions are
‘modifications of designs
which considerably predate
the Imperiumand given the
‘materials required tomake
and mafntain them (such as
the iriditm-calicite alloys
needed 1o fabricate the
hyper-efficient suspensor/
repulsor plates required for
flight), demand for them
by the Legions has always
outstripped supply.




FAST ATTACK

Arelatively recentaddition
to the armouries of the
Great Crusade, the Primaris-
Lightning Strike Fighter
isa high-speed sub-orbital
fighter craft, designed for
high-speeil mhvupnun.
erdi ury

strike roles, Created \:v
the Archmagos Arbitez

osk Thule, master of the
sovereign Forge World of
Voss, the Primaris-Lightning
represented & new paridigm
in sero-warcraft, being
builtaround a powerful
forced:plista rimjek drive
and optimised for the most
sophisticated munitions and
avionics systems available

While exceeding all similar
patterns in service of s
r speed and payload
Jitwas extremely

difficult fo maintain and
difficulr o handle by all bug
tha most expericnced pilors
—flaws Sykosk attributed

uelimited to the elite
pportunits of the

and the \Iulum- m itself;
it
more easy 10 bperate and
mainfain - version of the
as rumoured
der consideration
ior to the outbreak
fthe Horus Heresy, thi

ed pattern paid no pa

TR shRearlcn

Primaris-Lightning

Unit Composition
+ 1 Primaris-Lightning

Unit Type
« Vehicle (Elyer)

Wargear
+ Chafflauncher

+ Twinlinked lascannon
« Armoured cockpit

Special Rules

« Agile

+ Deep Strike

« Supersonic

+ Missile Barrage

B

@

PRIMARIS-LIGHTNING STRIKE FIGHTER

Armour
Front Side Rear HP
SR e e
Options

« The Primaris-Lightning is equipped with three dual hardpoing
mounis,each of which can be equipped with one of thefollowing

payload options at the cost listed:

- Twin-linked autocannon

- Twin-linked multilaser. 4

- Twin-linked missile launcher
(equipped with frag and krak)

-~ Two Sunfury heavy missiles

! Tuvo Koaken penetrator heavy missles

- Phosphex bomb cluster
- Two electromagneric storm charges

+20 pointy
420 points

The Primaris-Lightning may be equipped with Jnyof[he fu"o\\mg;

- Battle Servitor Control
- Ground-tracking Auguries.
- Ramjet Diffraction Grid

o IS points

+10 poins
+20 points

Special Ordnance: Rad Missiles

o

1f the Primaris-Lightning is equipped with one or more twin- ]
linked missile launchers, these may be upgraded to further carry

rad missiles for +15 points per twinlinked launcher




Ramjet Diffraction Grid
Using similar technology to the flare shield, this system channels
the phsm. heatand radiated waste of the Primaris-Lightning’s

es into a scattening supctk plasma field in the
mmﬁ s mh, leaving a fiery, comet-like trail. This reduces the
Strength value of incoming shooting attacks from its side and rear
arcs by -1, but means the model cannot benefit from cover saves
thanks to Night Fighting.

Ground-tracking Auguries
A Flyer equipped with this system gains the Strafing Run special

rule.

Deadly Cargo: If the Flyer carrying unused weapons with this rule
takes hull damage but is not destroyed, roll a D6, On the result of a
6 the flyer suffers an Explodes! result on the Vehicle Damage chart

Battle Servitor Control: A Primaris-Lightning may replace
their human crew with hard-wired servitor control and dedicated
cogitator targeting arrays, designed to identify and target weak
<pots on enemy vehicles. This upgrade gives the Primans-
Lightning the Tank Hunters special rule

Primaris-Lightning Weapons

‘The Primaris-Lightning was specifically intended 1o operate some
of the most advanced and savage munitions in the arsenal of the
ter Great Crusade era — sometimes unstable weapons of baleful
design and born of the darkest arts of the Mechanicum's priests of
the machine

Weapon Range Str AP Type
Sunfury
heavy missile 36 6 3 HeayiMissile,

Large Blast (57),
Blind, Gets Hot,
One Use
Kraken penetrator

heavy missile 36" 8 1 Heavy 1, Missile,
Armourban
Onel

Phosphex

bomb cluster Bomb s 2 Heavy 2, Barrage

Bomb Cluster,
Blast (3"),
34), Crawling
Lingering Death®,
Deadly Ca
One Use

Poisoned

g0,

Electromagnetic

storm charge Bomb 3 4 Heavy 1, Bomb,
Large Blast
(5), Haywire,
Concussive,
One Use

*See page 84




EAST ATTACK:

Possessed of formidable
firepower, automated
weapons platforms and
sentry gun batterfes are used
by many of the Imperiu's
diverse armed forces 1o/

take on the mundane

duties of point defence and
security, both planet-side
and aboard ship. The most
common of these designs

is the Tarantula; whose ease
of construcrion; multiple
weapons configurations and:
general reliability have made
it stapleof thic arsenals:
ofithe Greit Crusadeand
awell-regarded, if perhaps
inglorious; tool of war

“The Space Marine Legions,
in particular, make use of
Turantulss {n @ forward!
deploymentrale and see
them as entirely disposable.
assets, often utilising them
inthe thickofbartle to
defend a forward posttion,
draw out enemy forces for
attack oreven to guard a
withdrawal or pin an enemy
force during a feint. To
this énd| Tarantulis may

be dropped info forward
positions on the battle
lines immediately priorto
suspected engagement via
hovering servo-carriers or
pliced by reconnaissance

10 provide an unpleasant
surprise foran ate

30 POINTS PR gy

oW A Ld s
3 5 6 2 E B 5 3

Sentry Gun

o Options
't Composition 3
‘u,:‘} Composts el - Any Sentry Gun n the btcery may exchange it win inked ey

boleers for:
~ Twinlinked heavy flames. Gl
- Two twin-linked rotor cannon R

battery

~Free

Unit Type e
+ Artllery (Immobile) - Twin-linked lascannon. - +10 poins per mode]
- Multi-melta and searchlight 45 points per mad
Wargear + The entire Sentry Gun Battery may exchange their twin linkeg
+ Twin-linked heavy bolters heavy boliers fora
- Hyperios air-defence missile launcher® +20 poins pe model

« Any Sentry Gun equipped with a Hyperios missile launcher may
change it fora

- Hyperios command platform® 410 points per model
« The entire battery may be upgraded to have one of the following.

- Concealment - +10 points per model

- Forward Deployment +5 points per model

Special Rules
« Automated Artillery
« Firing Modes

A it of Sentry Guns with Hypertos missle launchers or Hyperios ommand
platforms docs not have the Firing Modes special rule

Deployment

+ Forward Deployment The Sentry Gun Battery has the Scout special rule (note that it stll may notbe
deployed from reserve)

+ Concealment The Sentry Gun Battery has the Shrouded special rule uncil the first time it fires ts
weapons,afterwards the effects of this rule no longer apply

Firing Modes

ASentry Gun can fire in one of two ways and the controlling player must decide which mode it will be

set up in before the start of the game. They cannot change its mode once it has been decided, it remains

in that mode for the rest of the game

+ Point Defence Mode: The Sentry Gun i sec up with a fised firingarc.In this mode the gun vill
engage enemy targets up to 36" away which are in a fixed 80° arc to its front

* Sentry Mode: The Sentry Gun is programmed for close defence and ‘may target enemy models

within 18" 1o which it can draw line of sight and can fire all around itself.

Targeting: Which enemy unit within range is the Sentry Gun's preferred rarget is determined by its

armament. If no preferred rarget extsts in its line of sight, it will simply attack the nearest enemy target

inrange

+ Aheavy bolter, heavy flamer or rotor cannon-equipped Sentry Gun will fire at the nearest enemy
non-Vehicle target according to its firing mode

* Alascannon or multi-melta equipped Sentry Gun will fire at the nearest enemy Vehicle or Monstrous

Creature according to its firing mode (nore that immobilised vehicles still count as viable targets;

only wrecked vehicles will be ignored)

Note thatthis means while  preferved taget ype s within vange, it s posible for a wnit of diferntly armed

Sentry Gunts 1o fire at two separate fargets.

Hyperios Air-defence Missile Launcher

Weapon Range Str AP Type
Hyperios 4 8 3 Heavyr,Skyfire, Interceptor,

§ Heat Secker

Hyperios Command Platform

As long as the Hyperios Command Platform is on the table, all Hyperios air-defence missile launcher:
equipped sentry guns in the same unit receive the Split Fire special rule (the unit automatically pases

any Leadership tests itis required to take to use the SPIM
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Dreadclaw 4

Front Side Rear HP
2

Armour

n 1 3

Unit Composition
+ 1 Dreadclaw

Unit Type
+ Vehicle (Hover, Flyer)

Wargear
+ Frag assault launchers

Special Rules

» Assault Vehicle

+ Deep Strike |
+ Drop Pod Assault

+ Heat Blast

Transport Capacity

+ The Dreadclaw has a transport
capacity of 10 or can be
used to transport a single
Dreadnought

Access Points

« Oneaccess hatch beneath the
hull. In practice, passengers
can disembark at ground level
within 2" of the hull

Drop Pod Assault

ADreadelaw, and any unit it transports, must always be held in
reserve and always enters play using the Deep Strike rules, and
counts as a Drop Pod for the wider use of the Drop Pod Assault
rule for the army. At the beginning of the controlling player’s
first player turn, they must choose half of their Drop Pod units
(rounding up) to make a Drop Pod Assault. Thes
on their controlling player's first player turn. The arrival of the
remaining Drop Pods in the player's force is rolled for as usual

for the mission. A unit that Decp Strikes via Drop Pod may not
assault in the turn it armives. In the case of the Dreadclaw, unlike
other Drop Pods it is not immabile, however, after it has landed, it
is treated as a Flyer with Hover mode (which starts off as hovering
after it has arrived via Deep Strike)

units arrive

Heat Blast

Certain boarding Assault Claws and Drop Pods are fitted with
cyclic thermal jers and melta cutters designed to burn their
way into the armoured hulls of ships. The Legiones Astartes
quickly learned they could also use these s
form of offensive weaponry, dispersing their blasts to incinerate
anything nearby on landing, or in the more extreme cases, even
scorch a swathe across the battlefield using dangerous low-level
flying attacks

stems as a limited

When a model with this rule arrives via Deep Strike, or later when
operatingasa skimmer in Hover mode, it may if its controlling
player wishes inflict a Heat Blast attack. If it does 5o, then models
it 1s transporting may not disembark or embark on the turn this
attack s used.

Heat Blast (Deep Strike): Immediately after the model

deploys using the Deep Strike rule, measure a radius of 3%+D3”
horizontally cutwards from its main hull (do not count any
landing struts, etc). All models caught in the blast sufferaStré
AP 5 hit with no cover saves. Vehicles are struck on their weakest
Armour value. This is counted as a flamer-based attack

Heat Blast (Eire Sweep): If the controlling player wishes, any
unit the model passes directly over (1.e falls directly under its
hull during its Movement phase) suffers D6 Str s AP s hits with
1o cover saves. Vehicles are struck on their weakest Armour value.
This is counted as a flamer-based attack. Hits from this artack are
distributed across a unit as the player suffering the attack wishes
Roll a D6 ach time this attack is inflicted. Ona resultofa 1, the

Drop Pod itself suffers a penerraung hit
A e T

Anvillus Pattemt Dreadelaw Drop Pods may be purchased individually as a
stand-alone Fast Attack choice for a Space Marine Legion Crisade army and as
Dedicated Transports forany Terminatar armor-cquipped unit of five medels
quipped Command squads. 1n the case

or less, including Termiriator armour:
ofthe Orbital Assault Rite of War (e page 15), they may be sed as Dedica
Transportsfor Confemplor Dreadnoughts as wellas the previous provisions

being in efect

FAS’

The Anvillus Pattern

Dreadclaw Drop Pod was
initially
Legion Space Marine
nto

designed to insert

boarding forc
void-craft in the midst of
battle, As such they have.
aminimal profilc and 2
heavily srmoured hull
designed to sucvive fire
from smaller ship-based
lefence weaponry,

and delivenits cargointo
the heart ofa vessel

Unlike some earlier
boarding craft, shich were
{ncapable of rerurning their
cargo ta friendly ships,

the Dreadclayw is also fully
capable of operating asan.
independent drops

Indeed, many Legions
favour using the Dreadclaw:
in this role insread of the
more common Storm
Eagle, dropping from

the skylike a flaming
comecand emplaying the
crafes thermal jers and
‘melta cutters o scorch

the landing zone clean
before diserbarking the
assault roops contined
within Though lacking in
any subtlety or elegance,
this vacric is undeniably
effective, and many crews
have developed a dark
notariety for their skill

ar reckless lowaltitude
strafing runs, leaving great
swathes of the enemy’s lines
aflame with each pass.




EAST ATTACK

Malnstays of most Space
Marine Leglon armaliries
Tand Speeders are highs
speed reconnaissance and
rapid attack skimmers

that urllise anti-gravity
techriology toachicve
extraordinary battlc
mobilityand speed: A5
lightly armoured two-man
craft,they require the kind
ofiskill and reflexes to
operateat peak performance
thatonly & Space Marine
can bring to bear.and rely
‘mote b theit extreme
manoeuvribillty and speed
forsurvival than durabiliiy:
Land Speeder squadrons
Providea Space Marine
force with i flexible core of
rapidly deployable firepovwer
and mike for highlyable
tank-unters and close aic
‘Support units. As a result,
mixed formations of Land
Speeders are oftén called

Striking fastand hard they:
ace particularly apt to fight
ing actions whils the
Space Marine forve
moves infoattack positions,
Sutedeploys. and Areable
dito repreat
ssfully ifneeded from
the very tecth of afoe

LEGION LAND SPEEDER SQUADRON 50 POINTS PER Moy,

Legion Land Speeder

Unit Composition
+ 15 Space Marine Land
Speeders

Unit Type
+ Vehicle (Skimmer, Fast)

Wargear
* Heavy bolter

Special Rule
* Decp Strke

Armour

Front Side Rear HP

10 10 3052

Options
« Any Land Speeder may chlx(e its heavy bolter with

- Heavy flamer BN

- Multi-melta .. = HOP"XNiu(h

Volkite Culverin.. - - s
‘Any Land Speeder may be upgraded with one of the rouuwmg
additional armaments:

Havoc launcher <415 poirs exch

- Heavy bolter e

- Plasma cannon t o430 pOins each
Graviton gun 3 TS POl

Any Land Specder may take

- Up o two Hunter-killer missile: , MO Pl




 LegioN STorM EAGLE ASSAULT GUNSHIP

BS Front Side Rear HP
4

Storm Eagle

Unit Composition
+ One Storm Eagle Gunship

Unit Type
+ Vehicle (Flyer, Hover,
Transport)

Access Points

+ The Storm Eagle has four
access points: one on both
cides and ramps at the front
and rear

Special Rules
+ Decp Strike
» Assault Vehicle

Wargear

+ One hull-mounted
twin-linked heavy bolter

+ One hull-mounted
Vengeance luncher

+ Four wing mounted
Tempest rockets

* Machine Spirit

“Transport Capacity
+ The Storm Eagle has a
transport capacity of

20models.

Armour

s e

Options
* AStorm Eagle may exchange its twin-linked heavy bolter for
- Twin-inked multi-melta
- Single mussile launcher -
+ AStorm Eagle may take one of the following upgrades:
- Exchange its four Tempest rockets
for four Hellstrike missiles
- Exchange its four Tempest rockets
for two twin-linked lascannon
Sttt Raplo may take snfof the Following upgrades
- Armoured ceramite
- Searchlight
- EXITa armour ... .......

+15 points

+5 points

+20 points

+40 points

+20 points

+1 point
+10 points

Vengeance Launcher

The Vengeance launcher is a multi-chambered rocket battery
which saturates a target area with fragmenting anti-personnel
warheads. Designed for close range ground attack, this weapon
allows the Storm Eagle to both clear a landing zonc in a hostile
areaand continue to provide direct fire support once it has
delivered its deadly cargo of Space Marines

Special
Heavy 2,
Large Blast (5")

Range Str AP
Vengeance launcher 48" 5 4

Tempest Rockets.

Anantiquated design now being phased out in favour of more
powerful munitions, Tempest rockets are nevertheless simple and
reliable ballistic weapons able to deal with mederately armoured

targets and shoot down encmy aireraft

Range Str AP Special
Tempest rocket 6 6 4  HeavyxSunder,
One Shot

AST ATTACK

The S ¢ Assaule

te mhlp s one of the most
nilmerous designs found.

ina Space Marine Legion
airfleer. A dedicared tactical
Strike unit, its primary

roles are orbital assault
deployment of Legion
Infantry forces and low:level
groundatiack. The Storm
Eagleisarugged and durable
machine, very heavily armed
foritssize, and considerably
protected by armour plating,
although it lacks the speed
and manoeuvrability of true
fighters and bombers. In
‘operational use i proved
itselfan extremely flexible
yehicle serving capably asa
long range transport, orbital
shurtle, scoutand Intercepior
when called wpon to do
5010 addition 1o {5 main
bartlefield roles:

[First constricted on Terra
overthecourse of the

Great Crusade, principal
‘mantfacuiring of the Storm
Eagle shifted to the Forge
Worldsof Anvilus, Galatea
and Tigrus whose vast ourput
\was stfficient to peovide all
of the Space Marine Legions
and the Custodian Guard
with extensive squadrons
‘of thése well-rogarded and
adapable craft.




EAST ATTACK

Javelin attack speeders.
share many of the advanced
systems found'in the
Jetbikes of the Legiones
‘Astartes Sky Hunter strike
squadrons, and as such

are both mare and highly
valied: Udlisinga mnge

of anti-gravimpellor
technologi
that some amongst the
Mechanicum regard them
with overt distrust, Jav
attack spéeders are time-
consuming to construct and.
difficult to repaic shonld:
they sustain batle damage:
Neverthieless, theyare fast,
Bighiy it noe bl ve
an extended operational
range and, pechaps most
importantly, areable to
carry a heavy payload of
sweapon systeims. Allof these
characteristics ensure that
these rare artack vehicles
remain in high demand
amongst the Legiones
Astartes; as well othe
formations such as the

Legio Custodes and the
Sisters of Silence:

50 esoreric

LEGION JAVELIN ATTACK SPEEDER SQUADRON

Armour

BS Front Side Rear HP

Javelin Artack Speeder 4 1 11 10 2
Options

Unit Composition

+ 1 Javelin Attack Speeder « The Legion Javelin Attack Speeder Squadron may inclyde

- Upto o addicional Javelin Attack Speeders ... y7goini oo
« Any Javelin Attack Speeder may replace its twin-linked cyclone

missile Jauncher fora

- Twin-linked lascannon.
« Any Javelin Attack Specder may mplm its. hcavybulmrwnm

Unit Type
« Vehicle (Skimmer, Fast)

Poinis.

Wargear
* Heavy bolter - Heavy flamer >~-~Pr
+ Twin-linked cyclone - Multi-melta Pt

+ Any Javelin Attack Speeder may be cquipped wikie any .,m,e

missile launcher
following upgrades

Special Rules - Searchlight S
* Deep Strike - Up to two hunter-killer missiles e S POt e
* Outflank




DeaTHSTORM DROP POD

Armour
BS Front Side Rear HP
e e

Deathstorm Drop Pod

Unit Composition Options SUPPORT
+ 1 Deathstorm Drop Pod * A Deathstorm Drop Ped may replace all five Deathstorm Frag
launchers with Deathstorm drop pods
s - Five Deathstorm krak launchers +30 points st concelved and
g + Vehicle (Open-topped) = A Deathstorm Drop Pod may take: prototyped by the Ray
57 Drop Pod Assault special rule +25 points Guard Legion, who sought
& Wargear o augment the firepower
\ + Five Deathstorm
- frag launchers SreciaL RuLes assaults. The Raven
Area Denial Guard's preference for
v Special Rules Any successful Morale checks or Pinning tests caused by a such surgical-strike tactics

« DeepStrike

« Immobile

« Inertial Guidance System

« Area Denial

+ Independent Machine-spirits

Deathstorm Drop Pod on the turn it deploys must be re-rolled

Inertial Guidance System

Should a Drop Pod scatter on top of impassable terrain or
another model, then reduce the scatter distance by the minimum
required to avoid the obstacle Note that the Deathstorm patteen
Dreadnought Drop Pod is considerably larger than the more
common Drop Pod and so will need a larger space in which to
land successfully.

Independent Machine-spirits
Deathstorm Drop Pods may target different enemy units with

cach of their weapons:

Deathstorm Launcher System

Weapon Range Str AP Type
Deathstorm frag launcher
48 5 4 HevyyBlas(),
Pinning
Deathstorm krak launcher
48" § 3 Heavy 2

would) upon occasion, leave
them ata disadvantage in
the case of both profmacted
engagements andin
assaulting very heavily
fortified rargets where heavy
units such as Legion tanks
andamillery could notused:

of their precision orbital
|

This opened the Legion
BN i o Lovels of casuslies
BN curing some successful

N drop pod assaulis that their
Primarch Coraxwould nop
countenance The Raven
Guiards solution spoke
‘much to thelrown nature
and preferred tactics —
\weapon thatwould Serike:
with merciless swiftness and-
expendits force ina lethal
fury tharlefe liule need for

I prolonged endurance.

May be taken instead as a Fast Altack chosce for s army i the Orbital
Assault Rite of War* 15 used

“See page 15

Builtaround a standard
drop pod chassis, the
Deathstorm pattern

uses rapld fring missile
Taunchers to blastan area
{namassive volley of ire
upon landing, clearing the
way for the Space Marines
toussault in their wake. The
machine-spiit targeted
weapons of the Deathstorm
will then continue to
sweep the landing zone

and provide fire support,
although at much reduced
firepower, the bulk of
theirammunition already

expended on their arrival




HEAVY SUPPORT

Heavy support squads
provide the Legions
infantry with mobile, Space
Marine-poriable firepower
flicient to bring down
hordes of enemy troops o
smash armoured vehicles
spart in withering hails of
fire. Although tanks and
field areillery outrange
and ourgun heayy support
squads in most cases—as
well s of course often
being much more heavily
protected by armour plate;
hieavy support squads
have all the fexibility of
the infantryman to thefe
advantage,and are able to
disperse in terrain, climb
helghts to artain better
fields of fire, and go where
abarde unkorevena
Dreadnought cannot

Legion Space Marine
Legion Space Marine Sergeant

Unit Composition
« 4 Legion Space Marines
+ 1 Legion Sergeant

Unit Type

+ Legion Space Marine: Infantry

+ Legion Space Marine Sergeant
Infantry (Character)

Wargear
« Pawer armour

* Heavy bolter

= Bolt pistol

+ Fragand krak grenades

Special Rule
« Legiones Astartes

Dedicated Transport

» Aslong as it numbers no more
than 10 models, the squad may
choose a Rhino as a Dedicated
‘Transport Note that if an army
contains a character that has
one of the Rites of War special
rules (see page 15), other
Dedicated Transport options
may be available for the squad.

4 + + 1 4 i
4 4 4 1 + 2
Options

The Legion Heavy Support Squad may take:
- Up to s additional Space Marines
Allthe Space Marines n the squad (including the Serpran
exchange theic heavy bolters forone of the fllovingorhc ey
‘weapon types 1fchosen, then all th heavybolters i the sad
must be exchanged or the same weapan

- Heavy flamer....... SRS ,

0 points each

Free

- Autocannon -5 points ek
- Missile launcher (with frag and kmk m:ssllu) -+ points each

- Multi-melta.. - ~+10 points each
- Pasma cannon s poin e
- Volkite culverin BESMNEEEE i
Lascannon eecc$20 points exch

The squad's Sexgeant may take any of the following
- Exchange their heavy bolter for a nuncio-vox and chainsword or
combat blade ... .. 3
Upgrade to arnficer armour 3
- Take an Augury scanner ... 5
- Take melta bombs
1f the squad’s Sergeant is not carrying a heavy weapon, lhey ‘may take.
one of the following
Bolter " = x- e e 8 POLORE
- Combi-weapon - +10 points
1f the squad's Sergeant is not [Jrrymgahmvy\\upen they may
exchange their bolt pistol for a plasma pistol. 15 peins
If the squads Sergeant is not carrying a heavy weapon, they may
exchange their combat blade or chainsword for one of the following:
Power weapon . R +10 points
Power fist +15 peins
1fche squad has missils unchers they imay be Salupped Wi
- Flakk missiles ... ...+50 points for the entire squad
‘The entire squad may take Hardened Armour+5 polnts (see pige 5
for details).




DATO,
(OUR SQUADRON

R

Legion Predator Tank

75 POINTS PER MODEL

Armour
Side
11

BS Front
4 1B

Rear
10

HP
3

Options
+ Any Legion Predator may take one of the following sets of tso
sponson weapons:

Unit Composition
+ 1.3 Predaror tanks

Unit Type - Heavy bolters +20 points per model
«+ Vehicle (Tank) - Heavy flamer e 420 points per model
- Lascannon

+40 points per model

§ Wargear * Any Legion Predator may exchange its Predator cannen for a

; + Searchlight - Flamestorm cannon a1 POIDIS
i « Smoke launcher - Executioner plasma destroyer.. . 435 points
N « Predator cannon - Heavy conversion beamer +40 points
1 - Magna-melta cannon. ... +45 points

Any Legion Predator may take any of the following

- Hunter-killer missile 10 points per model

3 - Dozer blade +5 points per model
- Ausaliary drve +10 points per model
¥ - Extra Armour .. +10 points per model
- Armoured Ceramite +20 points per model
- Machine Spirit +25 points per model
+ Any Legion Predator may take onc of the following pintle-mounted

weapons
- Combu-bolter +5 points per model
> Combi-weapon +10 points per model
- Heavy flamer +10 points per model

- Heavy bolter
Havoc launcher

+ One Legion Predator in the squadron may be upgraded to:
- Command Tank

+15 points per model
415 paints per model

+25 points

HEAVY SUPPORT

The Predator s perhaps

equipped with superior
armour protection and
firepower, but sacrificing
the Rhino's troop transport
‘capacity entirely The
Predatoris an effective and
versatile medinm tank; with
2 good balance of speed,
frepowerand protection
and whose robust design
can field a wide variety of
armament configurations,
with the standard and by
far most common beinga
rapid:firing tusrebmounted
autocannon: The Predator
can also be fielded cither
with or without additional
external sponson-mounted
‘weaponry, with each
Sponson either mounting 4
single heavy bolter, heavy:
flamer ok lascannon as patt
ofa modularunit The type
of sponson weaponry fitted
often reflects the expected
‘conditions of threar within
2 given warzone; where
heavy infantry resistance

is predicted (such as in
battle against the Orks for
example); heavy bolters

are mostfavoured, while
lascannonare equipped
where armoured vehiclesare
expected to predominate the
opposition’ forces.




HEAVY SUPPORT

‘The Land Raideris regarded
by many as the finest
armoured fighting vehicle
ofits class in the Imperium's
arsenal—if ot the galaxy,
and the mainstay battle

tank of the Space Marine
Legions. Itis a phenomeénally
powerful war machine, its
multi-layered composite
armotrand reinforeed hull
isall butimpervious even fo.
heavy weapons,and it has o
truly vulnerable arcas being
a sealed unlt designed to
resist enemy attack from any
approach, Intended ta serve
inalmostany environmentas
war machine and exploratian’
vehicle;the Land Raider

can operdte freely i war
sones ranging from acid
swamps to md-deserts o'
arctic wasteswithoutany
noticeable impediment to its
performance, and can éven
operate underwaterandin
hard vacuum, ensuring thar
there is no open battlefield
on whichits armored wrath
‘cannot be unleashed: The
Tand Raider isa masterwork
thathenldsback o the
might of Mankind during
the lost High Dark Age
ofTechriology.and since

STC in the vaults of Mars

form and functio

Leciox Lax Raper Prosos
Léciox Lan RAIDER PROTEUS
Leciox Laxp RAIDER ACHILLES

BS
Legion Phobos Y
Legion Proteus 4
Legion Achilles 4

Unit Composition

+ 13 Land Raider tanks, any of
which may be of the Phobos or
Proteus types, and up to one of
which may be of the Achilles

type

Unit Type (All)
« Vehicle (Tank, Transport)

Transport Capacity

« The Land Raider Phobos can
transport 10 models

« The Land Raider Proteus can
transport 10 models

+ The Land Raider Achilles can
transport 6 models.

Lecion LaND RAIDER BATTLE SQUADRON

Armour
Front Side Rear HP
14 14 4 4
14 14 14 4

PR T T

Fire Points
* None (all)

Access Points

+ Land Raiders have one access
pointon each side of the hull
and,in addition, the Land
Raider Phobos has one at the

front

Special Rules

* Land Raider Phobos — A;
Vehicle

« Land Raider Proteus — None

« Land Raider Achilles -
Ferromantic Invulnerabulity

ault

250 FOINTS 7ER wiopgy
200 WIS oy
275 IOINTS bk ag DEL

Wargear (Land Raider Phobos)

+ Two sponson-mounted rwin.
linked lascannon

* Hull-mounted twin-linked

heavy bolter

Searchlight

Smoke launchers

« Machine Spirit

Wargear (Land Raider

Proteus)

+ Two sponson-mounted twin-
linked lascannon

+ Searchlight

« Smoke launchers

+ Machine Spirit

‘Wargear (Land Raider

Achilles)

+ One hull-mounted
quad mortar

« Two sponson-mounted
twin-linked multi-meltas

+ Searchlight

» Smoke launchers

« Extra Armour

+ Machine Spirit

Armoured Ceramite




£

Options (all)

+ Any Land Raider may take any of the following (i not already so
equipped
_ Hunterkiller missile +10 points per model
. ozerblade +5 points per model

- Awxiliary drive +10 points per model
tra Armour - g 10 points per model

. Armoured Ceramite +20 points per model
+ Any Land Raider may take one of the following pintle-mounted

weapons:

 Twinlinked bolter.
Combi-weapon

- Heavy flamer
Havoc launcher

+5 points per model
+10 points per model
+15 points per model
+15 points per model
 Heavy bolter +15 points per model
Multimelta .- 2 +20 points per model
In squadrons of three, one Land Raider may be upgraded o
 Command tank

+25 points

Additional Options (Land Raider Phobos)
+ Any model may take frag assault launchers. +10 points
Additional Options (Land Raider Proteus)
« Any model may be further armed with one of the following hull-
mounted weapons
- Twin-linked heavy bolter +20 points per model
- Twin-linked heavy flamer 20 points per model
+ Any model may be upgraded to be equipped with
- Explorator Augury Web +50 points per model
Additional Options (Land Raider Achilles)
« None

Explorator Augury Web.

“The sophisticated scanners and cognis-interpreters built into

the structure of the Proteus are all but unreplicable devices that
likely far pre-date the Age of the Imperium, When under the
control of an experienced Techmarine these augurs can be used
in conjunction with Legion command to scan encmy positions in
extraordinary detail, allowing enemy movements to be thwarted
or reinforcements to be called in with uncanny aceuracy,

A Land Raider Proteus with an Exploratar Augury Web gains the
Scout special rule.

While a Proteus with this upgrade is on the table, ar the start of
any of the controlling player's turn, before any Reserve rolls are
made, they may declare that the Proteus’ auguries are being used
in Distuption or Relay modes, their effect lasting unil their next
player tum

s-1 to their

* Disruption Mode: The opposing force suffe
Reserve rolls

* Relay Mode: The owning player's Reserve rolls may be
re-rolled (whether failed or successful!) if they wish

Note that the presence of multiple Explorator Augury Web-

equipped Proteus have no additional effect and only one mode

may be chosen a rurn

1fa Land Raider Proteus s fitted with an Explorater Augury Web,
its transport capacity is reduced to §

Ferromantic Invulncrability
‘The hull of the Achilles has been specially constructed 1o resist
even the most determined assaultand is almost preternaturally
resilient Asa result, the Land Raider Achilles is not subject o the
s

particular effects of the Lance and Melta special rules by arw
‘made against it In addition it reduces the effects of all rolls on the
Vehi
Destroyer type weaponry) by 1

e Damage chart caused by Penetrating hits (other than by




HEAVY SUPPORT

Avariantof the Storm

e, the Fire Raptor
gunship was created with
the aim of providing
overwhelming aerial
firepower1o Leglones
Astartes assault forces
These relentless craft can
reduce any atiacking force
10 ruin in a des
rain of boltshells and high
explosive rockets, and are in
use amongst virtually every.
one of the Legions.

n‘addition’totwin noses
mounted Avenger balt
cannon and an array of
rockets Grmissiles; the
Fire Raptor replaces
the capacious ransport
bay of the Storm Eagle
with ammunition and
targeting cogitators for two
independent ball-turrets.
Fach of these sophisticated
turrets is equipped with 1
syroscopicarray and cresved
by a dedicated Space Marinc
gunner allowing each to
strike separate targets with
pinpoint pr
while the gunship moves at
flanksp

iom even

“The Eire Raptoc fitst gained
reriown during the many
Cimpalgns aj

hat fnfest many of the

. The ferocious.
erof these craft

pivotal in many.

ing numbers
untered on

LEGioN FIRE RAPTOR GUNSHIP

BS
Fire Raptor 4

Unit Composition
« 1 Fire Raptor Gunship

Unit Type
* Vehicle (Flyer, Hover)

Wargear
« One hull-mounted twin-linked
avenger bolt cannon
* Two turretmounted
quad heavy bolters
+ Four wing-mounted
tempest rockets
* Machine Spirit
« Extra Armour

Special Rules
* Deep Strike
+ Strafing Run
« Independent Turret Fire

Access Points
« None

Armour
Front Side Rear HP
RS T R
Options

+ A Fire Raptor may exchange its quad heavy bolrers for-
- Reaper autocannon battery ..

~~-+10 pointg
+ A Fire Raptor may take any of tha follswing agradee
- Armoured Ceramite e s 20 DO
- Searchlight A

+ A Fire Raptor may exchange its fnur tempest mkm (nr

- ¥our hellstrike missiles B

T
Independent Turret Fire

The Fire Raptar is equipped with two waist-mounted rapid
tracking turrets capable of fully independent operation. So long as
the Fire Raptar i ehigible to fire a weapon in the Shooting phase,
each waist turret may fire at a target of its own and its weapons do
not count towards the number of weapons the Gunship may fire
cach turn

Fire Raptor Weapons

The Fire Raptor Gunship carries vast firepower for a vehicle of s
size Mounting heavy anti-persannel and anti-materiel weaponry,
the Fire Raptor forgoes the Storm Eagle’s transport capacity fora
teinforced airframe and substantial ammunition capacity to feed
the hunger of its guns

Range Str AP Special

Tempest rockets 6 4 Heavy,Sunder,
One Shot

Avenger bolt cannon 36" 6 3 Heavy 7

Quad heavybolter 36" 5 4+  Hevys,
Twin-linked

Reaper autocannon

battery 36" 97 4 Heavys

Twin-linked




\cHILLES-ALPHA PATTERN LAND RAIDER

BS
Achilles-Alpha i
Unit Composition

+ 1 Achilles-Alpha pattern
Land Raider

UnitType
« Vehicle (Tank)

Wargear

+ One hullmounted quad
‘mortar with frag and shatter
shells

« Two sponson-mounted twin-
linked Volkite culverins

+ Searchlight

+ Smoke launcher

+ Extra Armour

+ Machine Spinit

Special Rules
« Enhanced Ferromantic Rites
» Galvanic Traction Drive

Transport Capacity
+ The Achilles-Alpha hasa
transport capacity of 6 models

Fire Points
* None

Access Points
* One access hatch on each side
of the hull.

Armour
Front Side Rear HP
o onxel oy

Enhanced Ferromantic Rites

‘The hull of the Achilles-Alpha has been specially constructed

to resist even the most determined assault and is almost
preternaturally resilient As a result the Achilles-Alpha Land
Raider is not subject to the particular effects of the Lance and
Melta special rules by attacks made against it. 1n addition, it
reduces the effects of allrolls on the Vehicle Dimage chart caused
by Penctrating bits (other than by Destroyer weapons) by -1. Note
that this reduction is applied 10 any AP value that would first add
0 this roll rather than the final result where this is appropriate
So, for example, an AP 1 attack which would usually gaina +2
modifier to the damage roll instead would only gain a +1, et

Galvanic Traction Drive
The Achilles-Alpha must re-roll failed Dangerous Terrain tests

Quad Mortar
“The quad mortar carries two types of shells on-board and may
select which 1o use each time the weapon fircs

‘Weapon
Quad mortar
(Frag) 12%60" 5

Range Str AP Special

Heavy 4, Barrage,
Blast (3",

Shell Shock

(Shatter) Heavy 4, Sunder

300 POINTS

HEAVY SUPPO!

The Achilles-Alpha

pattern Land Raider is

the most durable vehicle
currently in service with
the Legiones Astartes
These vehicles shrug off
weapon strikes that svouldl
cripple even such titanic
weapons of war as the
mighty Fellblade; and are
proofagainst even the most
roxic environment. The
‘weaponry of these vehicles
is nio less impressive, each
being armed with a quad
mortar tooled with exacting
precision and capable of
launching shatter shells as
wellas the more common
frag shells, Those Lepions
thatmaintain Achilles
Alpha pattern Land
Raiders uttlise them as the
spearpoint of any assault
under fire, trusting the
vehicle's near-impregnable
armourand punishing
\weaponsarray to break any
defensive position:

Each Achilles-Alpha s
assembled under the dicect
oversight of a Forge World's
Macrortek Magos, and is
theresult of months of
painstaking lsbour,and so
Costlyare they 1o produce
thit no Leglon felds

‘more than & handful of
such vehiclés The more
common Achilles pattern
Land Raideris derived from
the design of these mighty
engines of war—a lesser
copy that can be reproduced
with the expenditure

of fewerresources, but
possesses only a fraction of
the original’s might




HEAVY SUPPORT

As cohesive fighting forces
able to operate and conquer
in any theatre of war, the
Space Mirine Legions
maintain thelr own mobile
heavy artillery units,
although to nowhere near
the extent that thehosts of
the Imperial Armydoin
térms of numbers, This is in
nio small part due to the fact
that static warfare does not
suigthe character o indeed:
the strengths and advantages
of the Space Marines
themselves, although there
are those whose extensive
practice of stege craft such as
the Imperial Fists ahid Tron
Warrlors lends them more
reliance and trustinthe big
guns! The most common
artillery vehicles employed
arethe relativelylightand
‘mobile Whirlwindmultiple
missile launcher tank which
has the advantage of being

and therefore easy o repair
and support) the long-range
cannan-armed Basilisk,
excellent both for protracted
bombardments and asa
defensive weapon against
enenty armour, and the
heavy Medus
2 short ranged but extremely
ge-mortar.

which carries

Leciox Basiuisk
Leciox Mepusa
Lecioy WHIRLWIND

BS
Legion Basilisk 4
Legion Medusa 4
Legion Whirlwind 3

Unit Composition

+ 1-3 tanks chosen from one
of the following types
Whirhwind, Bastlisk or
Medusa

Unit Type (All)
« Vehicle (Tank)

Wargear (Basilisk)

« Earthshaker cannon

+ Hull-mounted heavy bolter
+ Smoke launcher

« Searchlight

‘Wargear (Medusa)
« Medusa siege gun
+ Hull-mounted heavy bolter
*+ Smoke launcher
Searchlight

Wargear (Whirlwind)
+ Whirlwind launcher with
Vengeance and Castellan

missiles (nominate which type
is used cach time the launcher

fires).
+ Smoke launcher

+ Twin-linked bolter
« searchlight

0-1 LEGION ARTILLERY TANK SQUADRON

140 FOINTS v42 Mgy
155 POINTS FER Mopgy
75 POINTS iR Mgy

Armour
Front Side Rear HP
2 1w 10 3
7 10 10 3
R o e 3

Options (All)
+ Any model may take any of the following:

- Hunter-killer missile e 410 POINS et model

- Dozer blade - == +S POINGS per model
Auxiliary drive - +10 points per mode|
- Extra Armour . +10 POInIs per model

+ Any model may nl« one of the following pintle-meunted weapons:
- Twin-linked bolter. +5 points per model
« Insquadrons of three, one odel may b vpprded o
- Command tank . ~ 5

~+25 points

Options (Whirlwind)
+ Whirlwinds may exchange their Vengeance and Castellan missiles
for

- Hyperios air-defence missiles.. s Free




JEGION VINDICATOR 120 POINTS

Armour
BS Front Side Rear HP
Legion Vindicator Tank + 13 1 10 3

Unit Composition Options
+ 1 Vindicator Sicge tank * AVindicator Sicge Tank may exchange its Demolisher cannon for A powerful assault tank

- Laser destrayer array < ; YU the Vindicator's principal
Unit Type Vindicator Siege Tank may take any of the following: armament is a heavy-calibre
+ Vehicle (Tank) - Hunterkiller missile R LIRSS NI dcmolisher cannon capable

Dozer blade . +5 points per model of shattering fortificatios

Wargear - Ausiliary drive ROCLIEPSENBERE ond breaching the armour
+ Searchlight - Extra Armour RTINS NI 1laic of tanks with equal
+ Smoke launcher - Armoured Ceramite +20 points permodel | [RECEUNAIITI RINSETI
+ Demolisher cannon - Machine Spirit g NN i< short ranged, is only able
+ Combi-bolter + A Vindicator Siege tank may take one of the following additional tocarry alimiied supply,

pintde-mounted weapos ofits rocketassisted shells

- Combi-bolter. - +5 points permodel | [RTRIRS ST IRNI

- Combrweapon +10 points per model ofa turreted weapon, the

- Heavy flamer +10 points per model | PRIt A1

Heavy bolter +15 points per model given the task of attacking

- Havoc launcher +15 points per model aheavily fortified position
oroperaring in city-fighting
conditions: It can blast
and shuntits way through
‘barricades and obstacles.
Often deployed in close
support of infantry squads,
the Vindicator's heavily
reinforced armourand low
hull profile increases its
survivability This endurance
and firepoweroffers the
SUpporting Space Marines
the equivalent ofa mobile
strongpointallowing them
1o better adyance against
heavy fire Arelative rarity,
some Space Marine Legions,
suchasihe Sons of Horus
and the Iron Hands,make
wider useof the Vindicaton
employing the tankasa
main battle line vehicle,
using them in spearhead
formations. In this they
atempE 1o overcome any
disadvantages the Vindicator
has through relentlessly
closing with the enemy
wherever they can.




HEAVY SUPPO]

/Anarmoured assault
transport of traly massive
proportions, the Spartan
is a heavy tank whose use
is unique to the Space
Marine Legions and
thie Mechanicum, and!
whose design bears clear
connections ofineage to
thatofithe Eand Raider.
‘Thie Spartan isahuge
armoured conveyerwhose
purpose is to carry a large
contingent of troops into
the heart of the enemy,
weatheting fire that would
'bé the death ofanylesser
vehicle Although its
armoredand sealed shiell
i as legendarily durable s
that of a Land Raider; the
genius of its design is such
thatthe greater proportion’
ofitsinterior space s
Sivenovertoils arrying
Capacity; which is greater
than any save the super-
heavy transporters such as
the Gorgon favoured by
the Imperial Army, while
being considerably faster
on the bartlefield thanks o
irs reactor-driven motive
drives. Itsarmament is
neverthelessstill flerce,
featuring sponson-

nted quad lascannon

destroy nnduwn\hry
nsively

mmmm] heayy bolte

heavy flamers enabling

required to produce it
N which exceeds that of mo
tanks:

r-heavy ‘makes
itfarle

Land Raider

s common than the

BS
Spartan +

Unit Composition
« 1 Spartan Assault Tank

Unit Type
« Vehicle (Tank, Transport)

Wargear

+ Two spanson mounted quad
lascannon

* Hull-mounted twin linked
heavy bolter

« Searchlight

« Smoke launchers

« Machine Spirit

« Extra Armour

Transport Capacity
+ The Spartan has a transport
capaciry of 25 models

Access Points
« The Spartan has one access

pointat the front and two on
each side

Special Rule
« Assault Vehicle

LEGION SPARTAN AssauLT TANK

Front

295 POINTS

Armour
Side Rear HP
4 A S

Options

+ A Spartan may exchange its liscannon sponsons for-
- Laser destroyers.

« ALand Raider Spartan may change s hall i ied R lmkcd

heavy bolters for:

~ Twindinked heavy flamer

A Spartan may take any of the following:

- Hunterkiller missile

- Auxiliary drive , J

- Armoured Ceramite A &
- Flare shield e
- Dozer blade +5 points

A Spartan may take one of the following pmx]c -mounted weapons:
- Twin-linked bolter

~Free

~~ 410 points
o +10 points.
+20 points.

~+5 points

- Combi-weapon 410 points 1.
- Heavy flamer. e t15 DOIRLS F:
- Havoc launcher 15 pofnts 4

- Heavy bolter & A e +15 POINS

- Multi-melta ~+20 points

+ ASpartan may take frag assault Limchimd - +10 pOIRIS



305 POINTS

‘Lecion CAESTUS ASSAULT Ram

Armour
BS Front Side Rear HP
Legion Caestus I e e

Options

Composition
* A Caestus Assault Ram may be u

AVY SUPPORT

+ 1 Legion Caestus Assault Ram

Unit Type:
+ Vehicle (Tank®, Flyer, Hover,

Transport)

Transport

« The Legion Cacstus can
sransport 10 models (see
Special Rules).

Fire Points
+ None

Access Points
+ The Caestus has two access
peintsat the front ofits hull

‘Wargear

+ Onewininked hull mounted
magna melta

+ Armoured Ceramite

+ Extra armour

+ Two wing-mounted Havoc
Taunchers

« Machine Spirit

Special Rules
+ Assaultvehicle
* Misericord

edeclared o the start of the Caestus”
i phase,

pgraded with any of the followin,
- Frag assault launchers = o

+10 points
- Auxiliary drive +10 points

* A Caestus Assault Ram may exchange its Havoc launchers for

- Two wing-mounted missile launchers

(Frag & krak missiles) +10 points

Caestus Ram
The vessel is purpose built to survive smashing into a heavily
armoured structure, and its forward prow s augmented with
field generators When conducting a ram attack, the Caestus’
controlling player can roll two dice and pick the higher number
when determining if it has pencirated the targer's armour and add
+1t0 any rolls on the Vehicle Damage chart that it uses

In addition, the Caestus has an invulnerable save of s+ against any
attacks against its front armour, including any damage it suffers as 2
result of carrying out a ram or being ramamed itself from the front

Misericord

“The rams two hull booms contain heavily armoured compartments,
each fitted with multiple inertial suppression clamps which lock
transported troops in place and protect them from impact. As
aresult the Caestus Assault Ram has a transport capacity of 10
models, but may only transport models in power armour, artificer
armour or Terminator armour (the latter of which de not countas
having the Bulky rule in this specific instance).

Assault rams are attack craft
intended to participare
in close-range boarding

5 n space and also

secondary role

as drop-assaulr v
fordirect orbital atrack
Smallerin size and
displacement than many
gunships, the Caestus
pattern Assault Ram is
adensely constructed;
shield-augmented block of
armour designedito effect
aboarding by burning
and smashing its way
through an enemy ship.
‘The revelations brought
onby the discoverics of
‘Arkhan Land enabled
theatgmentation of the
venerable design, allowing.
itto be used in high velocity
dicect orbiral attacks, us
well as operate as a heavy.
battle skimmer in support
of ground operations when
calledon todo so- As an
assaultram the Caestus is.
deslgned and outfitted with
ahighlyarmonred forward
Superstructure buttress
withiinertial and recoil
compensarion systems,
specifically built 1o allow
the vehicle o crashinto
15 targer, creating a breach
into which {1s complement
of Space Marines can
{mmediately advance. Its
‘main armament is similarly
direce, with a recessed
forward firing magna-
‘meltawhich {5 intended
10 weaken the hull armour
ofa target space craft,
also providing irwith 1
devastating close-range
wweapon againstenéemy.
tanks and bunkers in
ground operations




HEAVY SUPPORT

‘The Sicaran Venator isa
variant of the Sicaran battle
tank which say extensive
use in the opening battles
of the Horus Heresy. The
Sicaran Venator replaced
the turretmounted
acceleratorcannon ofithe
Sicaran with 8 powerful
neutron liser When
coupled with the Stcaran
Venatorsferocious speeds
the neurron Jasenis anlideal
anti-tank weapon,slicing
apatt armoured hulls with
casual ease and blasting
Internal compartments and.
crew with aromic fire

Conceived in the fires of
ywar, the Sicaran Venator
is the resultof al the
knowledge gleaned from
the tnnumbered batles
of the Grear Crusade Its
advanced neutron laser
s specially designed to
provide the Legiones
Astartes with superior
firepower, enabling it

to destroy anyandall
Xenos threats that might
be encountered by the
expanding armies of the
nascent Imperium.

At the ime Horus began
his rebellion on the black
ficlds of Isstvan Vi the
Sicaran Venator had only
just entered full production:
and only limited numbers
ted into the
ns. Despite:
the relative rarity of these
vehicles, their combination
of durability, speed ar
firepower ensured that
they proved pivotal in a
number of battles, surviving
where lesser Predator o

Vindicator tanks did not

S1cARAN VENATOR TANK DESTROYER 190 POINTS

Armour
Front Side Rear HP

Sicaran Venator. 137 Cxagsaz 3

Unit Composition Special Rules
« 1 Sicaran Venator + Dangerous Reactor Core

Unit Type Options
« Vehicle (Tank, Fast) + “the vehicle may take any of xhcfolln\vmgopnom
- Hunterkiller missile
‘Wargear - Dozer blade.
Searchlight - Auxiliary Drive
Smoke launcher - Armoured Ceramite .
ol unted eary bolies -« The Slcasan Vendtos may rake one of he Fallowlng se e
Hullmounted spanson weapons
neutron beam laser - Heavy bolters - e 420 POINTS
Extra Armour - Lascannen et pOTRRS

Neutron Beam Laser

One of the most powerful weapons mounted on any Imperial vehicle of its class, the Hadyxis pattern
neutron beam laser was a more compact and sophisticated variant of the arcane neutron laser array
found mounted on the far larger Cerberus Heavy Tank Destroyer. While lacking the sheer damage
output of the Cerberus’ system, its shorter-focused, densely collimated beam at last dealt with the risks
of dangerous fecdback that had plagued that weapons system. This advance was only made possible
by the Archmagos Jun Hadyxis of Phacton in the closing decade of the Great Crusade, and along with
the lifc of the savant-genius that created it, the secret of the weapon's construction would be lost in the
bitter years of war to follow.

Weapon Special
Neutron beam laser 3 Ordnance 2, Concussive, Shock Pulse

Shock Pulse: Any vehicle (including super-heavy vehicles) that suffers a Penetrating hit from a
sweapon with this rule may only fire Snap Shots on the following game turn

Dangerous Reactor Core

The powerful reactor containment vessels needed to power the Sicaran Venator's primary weapon
confer considerable risk of catastrophic explosion should the tank's armour be severely breached. 1f
an enemy unit inflicts a Penetrating hit on the Sicaran Venator, then they may re-roll resulrs of a ron
the Vehicle Damage table against it In addition, should it suffer an Explodes! result, add +D3” tothe
explosion's radius

R S S 3 o i




-
LEGION SICARAN BATTLE TANK

135 POINTS

Armour
BS Front Side Rear

Searan Tank e e e

Unit Composition OP_‘}:DHS HEAVY SUPPORT
+ ¢ Sicaran Tank * The Sicaran may take any of the following upgrades

- Hunterkille ¢ £
e missile SCYSIITEIN O of the mostadvanced

28 2 B BRI < oured unics in the
gt SUPSIIOIN or<cnal of the Great Crusade,
- S R N < Sicaran bautle tank was
S * The Sicaran may take one of the following sets of o sponsan the exclusive province of the.
+ searchlight weapons Space Marine Leglons Its
« Smoke launcher - Heavy bolters. +20 points introduction was on-going
+ Toininked - Lascannon PORISINOIN . che outbreak of the Horus
accelerator autocannon ‘Heresy,and the Warmaster
« Heavy bolter I TN i o e ensured that many examples
e Accelerator Autocannon of this new tank found their
The accelerator autocannon s a sophisticated weapon which way into the armotiries of
fires a hail of medium-calibre high velocity shells with great those Leglons thatwould
accuracy: Its bursts of cannon fire can ip through heavy armour side with him before the

with repeated shell-impacts or strafe rapidly moving targers with outbreak of the civil war
devastating effect

i Tye - Dozer blade
+ Vehicle (Tank, Fast) - Auxiliary Drive
- Armoured Ceramite

Designed in concert
‘Weapon Range Str AP Special between the Primarchs:
Accelerator autocannon 'Ferrus Manus and Roboute

48" Heavy 6, Rending, Guilliman, alongside the

Rapid Tracking Magos of theMechanicum

Tempéstora Seco the
Rapid Tracking: Targets may not take Jink saves against damage Sicaran utilises component
from this weapon rechnologies from various
STC patterns such as the
Rhino, Land Raider and!
Hephiestus, to create a
high-speed destroyer' tank
to complement the more
commonplace Predator and
Land Raidler designs.

The primary armament of
the main Sicaran variant
is the sophisticated
Herakles pattern
accelemtor autocannon.
Technologically akin to the
heavier Gilibre ordnance
‘mounted on the Fellblade
super-heavy tank, {risa
superior rapid-firing and
highly accurate weapon.
Tt fires shells at far higher
velocities than a standard
autocannon, enabling it
to suceessfully track and
engage swiftmoving targets
and pinpointvulnerabilities
fll in cnemy armour with

H lethal precision




HEAVY SUPPORT

Employed by many Legions
as their primary ship-
to-shipassault craff, the
Kharybdis is a monstrous
ddrop pod capable of carrying
large assault forces through
the voidand mounting
significant firepower to blast
apath through deferiding
small craft. The ardval of
aflight of these ominous
craft, boarding hooks
extended as they approach
their target, signals the.

end forthe crew of any
vessel thiat dares oppase the
Legiones Astartes.

Asafully operational
dropship, Kharybdlis
assault claws also serve as
surface-to-orbit transports,
3 role thatallows them to
use the firepower of their
storm launchers and melta
cutters to scour clean

their chosen landing zone
before disembarking their
deadly cargo into the midst

craftserve solelyas infantry
transports, many more

commanders

LecioN Kuaryspis AssauLt CLAW

Armour
BS Front Side Rear HP
Kharybdis Assault Claw 4 12 12 12 5

Transport Capacity
+ The Kharybdis has a Transport capacity of 20 models, or can be sed
to transport a single Dreadnought of any type or a unit of Rapier.

Unit Composition
» 1 Kharybdis Assaulc Claw

Unit Type Carrier teams.
+ Vehicle (Flyer, Transport
Hover) Access Points
+ One access harch beneath the hull. In practice, passengers can
Wargear discmbark at ground level, measuring their disembatkation from the

* Five Kharybdis storm ground level of the main hull.
launchers
* Mela-ram

* Fragassault launchers

Special Rules

« Assault Vehicle

« Drop Pod Assault
* Inertial Guidance S

stem
« Independent Machine Spirits
« Hear Blast



Drop Pod Assault
‘A Kharybdis, and any unit it transports, must always be held in

dalt play using the Deep Strike rules, and
;w,,,s,,,, Drop Pod for the wider use of the Drop Pod Assault rule
for thearmy. At the beginning of the controlling player's firs player
tumn, they must choose halfof their Drop Pod units (rounding up)
tomakea Drop Pod Assault These units arrive on their controlling
playet’ fsst player turn. The arrival of the remaining Drop Pods in
the players force is rolled for as usual for the mission. A unit who
DeepStrikes via Drop Pod may not assault in the turn it arrives In
the case of the Kharybdis, unlike other Drop Pods it is not immaobile
‘however, after it has landed it is treated as a Flyer with Hover mode
(which sarts offas hovering after it has arrived via Decp Strike),

Inertial Guidance System
Should a Kharybdis scatter on top of impassable tertain or another
model, then reduce the scatter distance by the minimun required to
avoid the obstacle if desired

Independent Machine Spirits
Kharybdis may target different enemy units with each of their
weapons

Heat Blast

Certain boarding Assault Claws and Drop Pods are ficed with cyclic
thermaljets and melta cutters designed to burn their way into the
armoured hulls of ships. The Legiones Astartes quickly learned they
could also use these systems as a limited form of offence weaponry,
dispersing their blasts to incinerate anything nearby on landing,
orin the more extreme cases, even scorch a swathe across the
battlefield using dangerous low-level flying attacks.

| Whena model with this rule arrives via Deep Strike, ot later when
ting as a skimmer in Hover mode, it may i€ its controlling
yerwishes inflict a Hear Blast attack. 1f it does so, then models it

Heat Blast (Decp Strike): Immediately after the model linds,
measure a radius of 3%+D3” horizontally outwards from its man hull
(do not count any landing strurs,etc). All models caught in the blast
suffera Str 6 AP s hit with no cover saves. Vehicles are struck on
their weakest Armour value Thisis counted as 1 flamer based attack.

Heat Blast (Fire Sweep): Ifthe controlling player wishes, any
unit the model passes directly over (ie, falls directly under its hull
during its Movement phase) suffers D6 Str 5 AP 5 hits with no
cover saves. Vehicles are struck on their weakest Armour valuc.
This is counted as a flamer-based attack. Hits from this attack are
distributed across a unitas the player suffering the attack wishes.
Rolla D6 each time this attack is inflicted. On a result of a 1, the
Drop Pod itself suffers a penetrating hit

Melta-ram

Although a Flyer, the Kharybdis may conduct Ram attacks as if it
werea Tank while using Hover mode. 1t may not, however, Ram
other Flyers or make such an artack on any turn in which it arrives
from reserve. Tt also may not conduct a Ram on any turn on which it
embarks or disembarks models or uses its Heat Blast attack

Kharybdis Storm Launcher
These rapid firing missile launchers are designed to provide the
Kharybdis with some measure of striking power as it closes with its
targetand 1o clear landing zones around the Kharybdis, throwing
nearby resistance into disarray as the wartiors on board disembark
To this end, the launcher fires clusters of fragmentation and anti-
armour warheads, with each launcher controlled independently by
on-board augury-arrays

Weapon Special
Kharybdis
storm launcher

Range Str AP

Heavy 2, Pinning
Twin-linked

SR




LeGroN WHIRLWIND SCORPIUS 115 POINTS

Armour
BS Front Side Rear
Whidlwind Scorpius PG LR e b

HEAVY SUPPORT Unit Composition Options
+ 1 Whirlwind + The Whirlwind Scorpius may take any of the following upgrades:
The term ‘Whirlwind’ - Hunter-killer missile .. < +10 pOINIS cach
used amongst the Legiones Unit Type - Dozer blade. 5 2 +5 points each
Astartes 1o describea + Vehicle (Tank) - Extra Armour e +10 POINS each
tange of vehicle-mounted
multiple missile launcher Wargear
systems, many of which + Searchlight Scorpius Multi-launcher
have been recovered during « Smoke launcher This is a prototype weapons system intended to replace
the Great Crusade and are * Scorpius multi-launcher the standard Whirlwind armament which was undergoing.
undergoing frontline trials * Twin-linked bolter battlefield testing at the outbreak of the Horus Heresy. As well
with various units The as the launcher itself being capable of more rapid fire than its
rpius s a pattern that predecessor, the Scorpius’ rocket munitions were designed to
hasonly récently entered concentrate their force in a more confined area, greatly increasing
Service, having been created their destructive potential.
at the behest af the Space
Wolves Legion o aid in Weapon Range Str AP Special
the campaign against the Multi-launcher 48" 8 3 Heavy 1, Barrage,
fortlfied bastion-citles Blast (37),
of the xenos Ghassulian Rocket Barrage
Sub-realms. Fighting:
alongside Legion Fredatars, Rocket Barrage: In a turn in which the vehicle has not moved,
swith which it shares many the multi-luncher's rate of fire is increased to Heavy 14D3;
common armourand drive
systems, the Scorpios has
proven itselfywell suited
1o such high-intensity:
operations and has been

approved for service across
the entire Legiones Astartes.




'LEGION STORMBLADE SUPER-HEAVY TANK

 Legion Stormblade

Unit Composition
+ 1 Stormblade

UnitType
+ superheayy Vehicle

‘Wargear

+ Plasmablastgun

+ Searchlight

+ Smoke launchers

. Hull mounted heavy bolrer

455 POINTS

Armour
BS Front Side Rear Hp
3 K sy

Options
* AStormblade may take
- U to1wo pairs of side sponsons, each i
twin-linked heavy bolter
A Stormblade may re
bolters with:
= Twin-linked heavy flamers
A Stormblade may take any of the following
- Hunterkiller missile +10 points
- Armoured Ceramite , +25 points
A Stormblade may tske one of the following pintle-mounted
weapons:
- Twin-linked bolter
~ Combi-weapon
- Heavy flamer.
- Havoc launcher +15 points
- Heavy bolter +15 points
- Multimelta +20 points
+ AStormblade may be upgraded 101 Command k. 425 points
+ AStormblade may be upgraded to take
- Space Manine Legion Crew +15 points

ith one lascannon and one

BRR #50 points per pair
place any of its sponsons twin-linked heavy

Free

+5 points
+10 points
+15 points

Plasma blastgun

The majority of plasma blastguns utilised on Legion Stormblades
are wrought upon the Forge World of Ryza, a sovereign
Mechanicum domain whose lords are known as the undisputed
masters of this particular strand of machine lore. When the
weapon fires, a roiling, barely contained bolt of raw plasma as
bright as a sun is unleashed. All but the strongest of armour is
reduced to slag by such an attack and it can defeat even Titan
grade void shields with relative case

Weapon Range Str AP Special

Plasma blastgun

(Rapid) 7 8 Primary Weapon 2,
Massive Blast (77)

(Overload) - Primary Weapon 1,
Apocalyptic Blast
(10

Space Marine Legion Crew
A Stormblade upgraded to have Space Marine Legion Crew
increases its Ballistic Skill to BS 4

Command Tank
1€ the vehiicle is upgraded to 3 Command rank; all allied units

\within 24" of the Stormblade may re-roll failed Morale checks.
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The Legion Stormblade is.
avariant ofthe Imperial
Army super-heavy tink
mstructed on the
Forge World of Lucius
and equipped with a
mighty plasma blastgun.
“This weapon 6ccupies d
tactical niche between the
michheavier turbolaser
déstructor carried on the

butlighterweapons carried
on smuller vehicles, The
plasma blastgun is simpler
10 mainain and supply
than e turbolaser, giving
theank an extended
operational range and its
Spice Marine crew are s lot
more tesistant to the hear
and radiation generated by
118 enormaus reactor array:
than the crews of Imperial
Army Stormblades:

The mujority of Leglons
‘maintain'a stock of
Stormblades amongst
their super-heavy tank
formations, though some
onlyutilise them as
Legion reserves and do
not commit them to the
lingasamatterof course:
(Thie Iron Warriors and the
Tton Hands hove both been
known to utilise armoured:
Vanguards comprising
Stormblades, often flanked
by Predators and, more
recently, Sicarans.
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An experimental variant
based upon the Spartan
chassis, the Mechanicum:
used the Spartan's intemal
capacity to mounta
prototype Neutron Laser
Projectorand the sizable
Atwmantic-arc resctors and:
radiation-shielding needed
1o operate the weapon. The
weapon technology itself
had been retro-engineered:
from Dark Age bardefield
wreckage recovered at.
great cost on the forbidden
sphere ofiDeep Hyades:
VI by Mechanicum
Explorators out of Galatea,
and some controversy
was evidentaboutboth i(s
provenanceand safety for
wider dissemination by
the Mechanicum. Despite
ite instability, the Neutron
laser offered a potential
rival weapon to the more
common Turbo-laser
systems found onitans and
the Shadowsword super-
heayy tank destroyer, which
was both more compact
in size.and possessed of
enhanced ability to inflict
collateral damage, Shortly
before the putbreak of the
Heresy war, preliminary
detachments of the
had been delivered into
the service ofa number of
Space Marine Legions for
comprehen
testing and trial, and were
on pressed (0 turn €

own destructive pow

ainst the Imperium!

war machines, rather than

that of the alien.

Legion Cerberus
Unit Composition
* 1 Cerberus Heavy Tank

Destroyer

Unit Type

LEcioN CERBERUS HEAVY TANK DESTROYER

BS
4

395 POINTS

Armour
Front Side Rear HP
Ty Al e

Options
+ A Cerberus Heavy Tank Destroyer may be equipped with one set of
two of the following sponson-mounted weapans:

+ Super-heavy vehicl

Wargear

« Twindinked neutron
luser battery

+ Searchlight

+ Smoke launchers

« Flare shield

Special Rules
+ Reactor Blast

Heavy bolters +20 polnts

- Lascannon...- +40 points.
* ACerberus Heavy x.mk Destrayer may take any of the |ollemng,

-1 killer mi +10 points

Armoured Ceramite +20 points.

‘A Gesberus Heavy Tank Destroyex maytake me of e fallowiig
pintle-mounted weapans
Twin-linked bolter -

~+§ points
- Combi-weapon £ +10 points
- Heavy flamer +15 poinis
- Heavy bolter +15 points
- Multi-melta - )

Reactor Blast

Should the Cerberus lose its last Hull Point, it rolls on the
Catastrophic Damage table with a +1 modifier. The vehicle is then
removed.

Neutron Laser Battery

‘The neutron laser is a Dark Age of Technology relic whose secrets
are litle understood outside the highest circles of the Adeptus
Mechanicus and whse powerful blasts, while outmatching

any weapon ofits size, are prone to dangerous feedback if they
encounter anything able to resist the terrible forces they can

unleash

Weapon Range Str AP Special

Neutron laser battery 72" 10 1 Primary Weapon
D3 (roll
each time the
weapon isfired).
Concussive,
Feedback, Shock
Pulse

Feedback

1fa weapon with this type fails its Penctration roll against a target
vehicle's armour, or fails a To Wound roll against a target model
(note that successful armour saves do not count for this) rell a
D6, Ifthe resultis a 1, dangerous energy feedback along the beam
causes the firing model to lose 1 Hull Potnt or wound.

Shock Pulse

Any vehicle (including Super-heavy vehicles) that suffersa
Penctrating hit from a weapon with this type may only fire Snap
Shots in the following game turn

|




Legion Typhon 4
Unit Composition ;
+ 1 Typhon Heavy Siege Tank
Unit Type
« superheavy vehicle

3
+ Dreadhammer siege cannon
» Searchlight

+ Smoke launchers

Special Rules
« Crushing Weight

350 POINTS

r

Armou
BS  Front Side Rear Hp

R e e

Options
* ATyphon Heavy Sicge Tank may be equipped with one set of two of
the following sponson-mounted weapons
- Heavybolters .

e s e
* ATyphon Heavy Siege Tank may take any of the following
- Hunteckiller missile SRR +10 points

- Armoured Ceramite

* ATyphon Heavy Siege Tank may
mounted weapons:
- Twin-linked bolter.

e +20 points
take one of the following pinle-

~ Conbweapon o
- Heavy flamer +15 points
- Heavy bolter X i +15 points
- Multi-melta 420 points

Dreadhammer Siege Cannon |
The Dreadhammer is a huge siege weapon, modified from
the kind of staric weaponry usully deployed to slowly pound
cities and gargantuan fortresses to dust, The kinetic blast wave
produced by the multi-tonne shells i fires alone is enough to
liquefy flesh and bone, and the most well-protected bunker
provides litdle defence for those within

Weapon
Dreadhammer
siege cannon

Range Str AP
247/48" 10 1

Special
Primary Weapon 1
Massive Blast (7°),
No Cover Saves
Allowed

"The Dreadhammmer sicge cannon has two ranges depending on whether
itsvehicle has remarnied stationary or not. 1f the vehicle that the canen
s mounted on moved n the preceding Movement phase, the weapon has
arange of 24° 1l did not move, the range is increased fo 45

Crushing Weight

A Super-heavy vehicle with this special rule adds +1 toall rolls on
the Thunderblitz table when making a Ram or Tank Shock attac

LORDS OF WAR

for the ‘Grear Beast
of Terran myth, this sieg

s developed by
the Martian Mechanicum

simultaneously with the
Spartan, svith which it sha

a basic hull, armour and
chassis design. The Typhon
i amobile gan-platform

of prodigious strength and
carrying capacity designed
10 operate a single massiv
piece of slege arillery=—the
Dreadhammer cannon. The
destgn iselfwas created in
response to a tequest fram
the Primarch Peturabo of
theron Warriors, and also
with his direct involverent,
\who demandeda swar engine
created for the Space Marine
Legionsthat could rapidly.
deploy such forrress-
breaking firepower 1o the
bande line at speeds gredter
than'the slow criwl of the
Imperial Army's heavy
bateries—the Typhon was
the result: Many observers
havelabelled iras lirtle more:
than an ‘upscaled Vindicator
in design; and while i some
\ways thismay be trie, few
<an deny s urterly brutal
effectiveness in action
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The Falchfon utilisesa
potent weapon combining
rechnologies used in

the Fellblade andithe
Shadowsword super-heavy
tank: The Falchion's twin-
‘maunted Volcana eannon
s one of the most powerful
vehicle-mounted;anti-rank
weapons in the Imperitim's
arsenaland it requires such
An Investmentin resources
to construct justa single.
examplé that ifs use 1S
limited 1o the Leglones
Astartes. Even then; the:
Falchion {s so rare that
most Leglons maintain but
a handful, reserved foruse
against the largest of enemy
war machines

The Falchion was developed
long before the outbreak.
of the Horus Heresy and
s such its prey was not the
enemy Titans it would Tater
sco such extensive combat
against, As the Great
expanded ever
outward; the Expeditionary
fleets encountereda
ring array of foes,
some of whom were of @
truly gargantuan scale The
formless overlord beings of:
jm Reach were so

Crusad

1o ravening flame by the
rouch of the Ultramarines’
Falchions' Volcanos,
When the g

mountain-fortre

the Thul
ol

Falchion

Unit Composition

LEGION FALCHION SUPER-HEAVY TANK DESTROYER

BS Front Side

3

1 Falchion

Unit Type

Super heavy Vehicle

\mgm

Searchlight

Smoke launcher

One owin-linked hull-mounted
Volcano cannon

Two sponson-mounted

quad lascannon

505 POINTS

Armour

HP
1352,

Rear
14

Options
« The vehicle may take any of the lcllu\\mgopuum

- Hunterkiller missile .- +10 poinis
- Auxiliary Dnive - 410 points
- Armoured Ceramite +25 points

ake one of the following pintle-mounted

The Falchton may

weapons:
- Twin-linked bolter. ~ 2 sl

+5 points

- Combi-weapon : +10 points

- Heavy flamer S S
- Havoc launcher ~.+15 points

- Heavy bolter +15 poinis
Multi-melta ~~+20 points.

« ‘The Falchion may be upgraded totake a

- Space Marine Legion Crew . +15 points

Volcano Cannon

The Voleano cannon (so named, ie s generally thought,given
its tendency to turn rock and stone into spraying magma where
it strikes) is an apocalypically powerful laser weapon designed
tolevel the most reinforced fortification and deal fatal blows to
the most colossal of enemy war machines. For all its firepower
however, the Volcano cannon is an inflexible and maintenance-
intensive weapon whose sheer size consumes much of the
Kalchion' bulk as it does the Shadowsword of the Imperialis
Auxillia which also fields this weapon ss its main armament

Special
Primary Weapon 1
Large Blast (")

Weapon
Volcano cannon

Range Str AP
126" D 2




Legion Malcador

Unit Composition.
+ y Malcador Assault Tank

Unit Type
+ Superheavy Vehicle (Fast)

Wargear
« Traverse-mounted
battle cannon
+ Hull-mounted autocannon
+ Tiwo sponson-mounted
heavy stubbers
» Searchlight
« Smoke launchers

Special Rules
« Bartle Speed.

Al
BS Front Side

300 POINTS

rmour
Rear HP
K e

Options

* AMalcador Assault Tank may ex,
- Twin-linked lascannon

* AMalcador Assault Tank may exchan

autocannon for:

= Demolisher cannon

A Malcador Assault Tank ma:

two of the following

- Heavy bolters

change its battle cannon for-
o - & Free
ge s hull-mounted

4 25 points
y upgrade s two sponson weapons to

o e
- Autocannan 420 points
- Lascannon 430 points
* AMalcador Assault Tank may take any of the following
- Hunterkiller missile +10 points
- Ammoured ceramite +20 points
- Flare shield +25 points

AMalcador Assault Tank may take one of the following pinle-
mounted weapons
ed bolter
- Heavy stubber-

- Combi-weapon

- Twin-li

+5 points
+5 points

+10 points

- Heavy flamer. 15 points
* AMalcador Assault Tank may be upgraded to:

- Command tank +25 points
* A Malcador Assault Tank may be upgraded to take

- Space Marine Legion Crew +15 points

A Malcador upgraded 1o have a Space Marine Legion crew
increases its Ballistic Skill to BS 4

Space Marine Legion Crew ‘
Command Tank
Ifthe vehicle is upgraded to 3 Command Tank, all allied units
within 24" of the Malcador may re-roll failed Morale checks.

Battle Speed :

When the Malcador Assault Tank moves Flat Out in the Shooting
phase, it may choose to fire its traverse-mounted battle canon

or twinlinked lascannon at its full Ballstic Skill either before or
after the Flat Out moe (but may fire no other weapans)

ge of Strife on Term,
the Imperial production
model of this heavy rank
Pattern was given the nime
of Malcador the Sigillite,
vight hand of the Emperar.
during the early days of
the Great Crusads when
thousands of these war
machines rolled offithe
production lines of Mirs
and Voss. Althiough nor as
heavily armed as goliaths
such as the Baneblade or
as well protected as the
Land Raider that would
come to largely replace it
in Leglon service asa main
bastle fank; the Malcador
nevertheless possesses a
numberof advantages to
its design, the principal of
which s its battle speed,
whicliis truly formidable for
atank ofiits size, thanks toa
sophisticated,if somewhat
tempetamental drive system
By the time of the Horus
Heresy many Malcador
tanks had been relogated.
[0 strategic reserves and
second line Imperial Army:
unies, ceplaced by newer,
more powerful designs,
alihatigh the demands of the
galaxy-wide civilwar soon
brought them back into the
fray, while theiravailability
saw themised as test-beds
fora variety of new variants
designed to plug gaps in
Supply and resource.
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Based upon the same
Standard Template
Constructor pattern

as the Baneblade and
Deathhammer super-
heavy tanks which form
the mainstay of the vast
armoured brigades of the
Imperial Criisade Army,
the Fellblade was a mare
advanced variant that firsc
saw widespread service,
particulatly in the Space
Marine Legions, in the
last decades before the
nightmare of the Heresy.
The Fellblade was most
nigtable forits use of both
Mechanicum Atomantic
arcireactor technology
and a reinforced metaplas
alloy chassis superior to
tharof the Baneblade;
and the employmentof
an advanced acceleraron
cannon 45 its primary
armament=—all fruits

of technologes restored
o humanity by the later
conguests ofithe Great
Crusade:

LeGioN FELLBLADE SUPER-HEAVY TANK

Armour
BS Front Side Rear HP
Fellblade Sui - g A e

Unit Composition

1 Fellblade

Umﬂ)-pk

S

~heavy vehicle

Wargear

Turret-mounted twin-linked
Fellblade accelerator cannon
Two sponson-mounted
quad lascannon
Hull-mounted twin-linked
heavy bolter

Hull-mounted

demolisher siege cannon
Searchlight

Smoke launchers

Options

+ A Fellblade may exchange its quad lascannon spansons for-

 Laser destroyer sponsons

Free
A Fellblade may exchange its hull nmunud twin-linked l\c:w

bolters for

- Twin-linked heavy flamer

A Fellblade may take any of the following
- Hunter-killer missile

- Armoured Ceramite

fwin-linked bolter
Combi-weapon...
Heavy flamer
- Heavy bolter
- Mulu-melta..
A Fellblade may any of the following uwmu
- Command tank
- Space Marine Legion crew

A Fellblade may take one of the following plmlL mounted weapons

525 POINTS

Free
e 410 OIS
+25 points

+5 points
-+10 points

+15 points #

2 +15 points
~+20 points

425 paints
+I points

Fellblade Accelerator Cannon

Acogitator-assisted high velocity accelerator cannon designed
o the Forge World of Tigrus, the Fellblade cannon is a superior
heavy armament able to switch between high density-core

cing shells for use sgainst enemy armour and

nd powerful high explosive fragmentation rounds
against concentrations of troops. Choose which of the following

armour pie

fornfications,

two profile entries the cannon uses every time
‘Weapon Range Str AP
Fellblade accelerator cannon

(HE shell)” 00" 8 3

(AE shell)® 1657 gl
Laser destroyer 36 9 2
Quadhscannon 48 9 2

itis fired
Special
Ordnance 1,
Massive Blast (7°)
Heavy 1,
Armourbane,
Blast (37)

Ordnance 1,
“Twin-linked

Heavy 2,
Twin-linked




I

LUnit Composition
+ 1Ghive

Unit Type
. superheavy vehicle

ear
e

Volkite Carronade
. Twnsponson-mounted

d ascannion

R

beavy bolter
. Searchlight
« smoke lunchers

GION GLAIVE SUPER-HEAVY SPECIAL WEARONS Tank

Armour
BS Front Side Rear mHp
4

VR e

Options
* AGlaive may exchange its quad lascannon sponsons for-
- Laser destroyer sponsons
* AGlaive may
for
- Twin-linked heavy flamers

exchange it hull mounted twin-inked heavy baher

i Fre
* AGlaive may take any of the following: o
- Hunterkiller mi i
- Armoured Ceraite - i
: +25 points
Volkite Carronade
Weapon Range Str AP Special
Volkite Carronade 48" 8 2 Primary Weapon 1,

Ignores Cover,
Heavy Beam,
Deflagrate,
Haywire

Heavy Beam: When the weapon i fired, draw a line from the end
of the gun barrel up to the listed range of the weapon and 1" yeide
The initial target for the weapon (the first model in the beams
path) must be an enemy model

+ Allmodels (friend and enemy) caught in the beam area
(excepting the firing tank) suffer a hit with the listed profile
of the sweapon, except Zooming Flyers, Swooping Monstrous
creatures, and flying Gargantuan Creatures that cannot be
affected or targeted

Units struck receive a number of hits equal to the number
of their models caught in the path of the beam, casualties
are removed from affected units using the normal rules for

removing casualties

+ Ifthe beam strikes a Super-heavy vehicle, Gargantuan Creature
orlarge intact building/fortification (bastion sized or larger),
the attack is blocked and its line of effect will go no further. The
blocking target will, however, suffer 14D separate hits, rather
than just 1

+ Ifavehicle transporting models suffers a penetrating hit from
the Volkite Carronade, the occupants inside suffer D6 Str 4 AP-
hits with the Deflagrate rule, in addition to any other effects.

igned by the controlling player

Casualties ar

625 POINTS

Fre

s

i
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The Glaive, or Fellghive as

itis sometimes known, is

asuperheavy tank pattern
relited to the Fellblade, b
vond the obvi
similarities the two tanks
cery differ

lies with the Glai
Primacy weapon system,

the featsome and arcan
Volkite Carroniade A device
ofthe Mechanicum whose
designis said to originate
onMars in the wars of the
Age of Strife it wis ot
without some sctimony thar
the Forge Lords agreed to
the Emperor's demand for

a Legion tank to be created
that utilised this weapon
The need however was grear,
and the Glaive was first
deployed against the apex
exo-chthon codified as the
Catachi Diabolunwhichhad
proved such a thorn in

the Grear Crusade's side
Later the Glaive proved

its worth both against

the Ork hordes and the
STANErXenos monstrositics
encountered as the
Emperor's crusading armies
penerrated the murderous
20nes strrounding the
galictic core.

The effort of constructing
pracricable numbers of
superheavy tanks around
the Volkite Carronade is
considered well worth the
staggering expenliture

IR Fetotcaseotad)

for multiple targets and
eventhe largestaf xenos
abominations are struck
down by its avening beam
before even a portion of its
energy s dissipated.
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The Thundérhawk
Transparterisa Support
variantof the standard!
Thundechawk Gunship
that has recently entered
into service with the Space
Marine Legions. It may be
used o quickly deploy or
redeploy armoured vehicles
and déliver suppliesin
cantested warzones
where fess well armed
and armoured craft would
prove extremelyvulnerable,
Rapidly becominga relied
upon workhorse of the
Legions,a Thunderhawk
‘Transporter can carty two
Rhino-sized vehicles, ora
single Land Raidersized
vehicle Ttcanalso be
used carry an under-slung
supply pod and other
usefulequipment suchassy
winich-system for recovering
Drop Fods aftera battle
deployment.

LEGION THUNDERHAWK TRANSPORTER

S
‘Thunderhawk Transporter 4

Unit Composition
+ tThundechawk Transporter

Unit Type
« Super-heavy Fyer (Hover,
Transport)

Access Points
* Oneaccess hatch on each side

of the forward cockpit section

Wargear
+ Four twin-linked heavy bolters
* Armoured Ceramite

Transport Capacity

« The Thunderhawk Transporter
hasa transport capacity of 15
models.
The Thunderhawk Transporter
may additionally carry owo
Rhino-sized vehicles, or one
Land Raider-sized vehicle.
These vehicles may contain
passengers.

Front Side

400 POINTS

Armour
HP
SRR eI o

Rear

Options

The Thunderhawk Transporter may take any of the following:
- Chaff launcher
- Armoured cockpit
tllum flares.
- Distinctive paint scheme or markings
- Flare shield
- Ramjer diffraction grid.
- Void-crafted hull
The Thunderhawk Transporter may carry up to:
 six hellstrike missiles .. +10 points per missile

+10 points
+15 points
+5 points
+10 points.
+50 points
~+50 points
+35 points.

See page 73

Loading Vehicles

An empty Thunderhawk Transporter can pick up a stationary
vehicle by moving over it whilst in Hover mode. The vehicle
cannot have moved this turn. Next turn, the Transporter can
move again, taking the vehicle with it

Unloading Vehicles

Vehicles can disembark from the Transporter very quickly, Ifit
lands (ie, doesn't move in a turn, whilst in Hover mode), then the
vehicles carried on board may move as normal.




ﬁaon THUNDERHAWK GUNSHIP

Armour
BS Front Side Rear Hp
Wm]‘hundtr’mwk 4 SRR Ay 0 9

gaitComposition Sty
+hawk Gunship * The Thunderhawk cannor
e etk cnnon may b replcd i LORDS OF WAR
L * May replace all six hellsrike misiles sk v
perheavy Flser (Hover, = SixThunderhawk cluster bombs
5 + The Thunderhwk may take s
Trnspo - Chafflauncher..._
e - Armouted cockpit -
e hachoneachside - Flareshield ..
B - Ramjec diffraction grid.
id-crafred hull

ur

6 k Gunship
7 +60 points spment of
y of the following upgrades thelater Great Grusade,
g +10 points intended to bridge the
+15points | [FETSTRRBINR
SLICLER erveen smaller designs
+50 points stich as the Storm Eagle
- SELYIIYORMN <1l the Larger and more
sz?;::r?l:;:\k hasa s 2 costly Stormbirdand Argo
+ The Thun = 7 T Drop ships. Designed to
operate in atmosphere and
Void space, it combiried
the roles oforbital roop.
Iander heavy gunshipand
medium bomber, and proved
ahighly successful addition

of 30models

P
and may carry Dreadnoughts Animmense laser weapon designed to flash-boil hardencd [
(counting a5 10 models ceramite armourand destroy the heaviest of enemy armoured. |
each, and may anly embark/ vehicles
disembark using the main ’
ramp) Jump Infantry and Weapon Range Str AP Type [
Bikes. Turbo-laser destructor 96" D 2 Primary Weapon 1, ’ 10a Legion's fleer With
Large Blast (s7) | | [RERSSIHASHIN RS
Special Rules ofthe Heresy, both sides
« Assault Vehicle Thunderhawk Cannon ramped-up production of
sion of a defensive macro-cannon design more Thunderhawks to meet
commonly found as a defensive turret armament on frigate. the on-going demands of
Hellmounted Thunderhawk class warships, the Thunderhawk cannon offers unprecedented the war.
nnon firepower for a ground attack craft of the Thunderhawk's size.
* Foursponson-mounted
twininked heavy bolters Weapon Range Str AP Type
+ Sichellstrike missiles Thunderhawk cannon 72 8 3 Primary Weapon 1,
* Two hullmounted lascannon Massive Blast (77)
* Amoured Ceramite
* Machine Spirit Heavy Bomb Clusters.
“The pylon-maunted bomb loads of a Thunderhawk are intended
10 allow it to clear potential landing zones of opposition and.
conduct ground attack missions in support of a main assault

Weapon Range Str AP Type
Heavy bomb Bomb 6 4 Heavy 1,
Apocalyptic
Bartage (6),
One Use

“You can elect {0 have the Thunderhawk drop one Heavy Bomb Cluster

per bombing nun. The Thunderhawk has enough bambs to do this fhree

times over the course of a game

Void-crafted Hull ;
Once the Thunderhawk went into mass production during the
place Jost stockpiles of the larger multi-role

eresy to e
s s wily constructed

Stormbid cral rwas relisedthat merc beavily <onst
ariants were equired or the rigoursofprolonged vaid
operations, AThunderhawk with this upgrade increases

Armourvalue 1012,
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Consisting of a system

of interlocking modular
fortifications; the Gastellum
Strongholdis a Space
Marine tactical forification
intended for frontline

use Deployed from orbit
bylanding craff, it can be
swiltly configured and
assembled even under
heavy fire The individual
comporients are deployed in
drop cradles clad inabliive
armout the remnants of
which are jertisoned at the
moment the sections are
lunded, revealing a fully
operational stronghold:
Such is the skill ofithe
Legiones Astartes that in
battle conditions thismight
take as Hirde as 30 miniites;
while the most adeptatsuch:
operations, in particular

the Iron Warriors and the
Imperial Fists Leglons, take
great pride in reducing this
timeframe even further.

Castellum Strongholds
are generally deployed
for short lived but high
Intensity operations where
the Spice Marines must
ablish a heavily fortified
base in highly contested war
zones. In such condirlons
ircan serve as g firebase,
artillery redoubr, defensive
strongpoint, or platform
from which they can launch
¥ immediate offensive actions
Itis notan unknown tactic
fora Castellum Stronghold
to be dropped deep behind
enemy lin

t0stop their
from being
ed from within.

ImPERIAL CASTELLUM STRONGHOLD

Composition

+ 1 Castellum Stronghold
consisting of a main Bunker
and three Bunker Annexes.

Terrain type
Multiple-part building with
Battlements. This comprises a
single Space Marine Castellum
Stronghold Realm of Battle
tile. The Stronghold consists
of an open Deck Area,a
main Tacticus Bunker (Large
Building Armour value 14)
and three Bunker Annexes
(Medium Buildings, Armour
value 14}

Wargear
« None

Special Rules
+ Shiclded Gate Barriers
+ Defensive Structure

Access Points & Fire Points
+ Aspermodel

275 POINTS+OPTIONS

Options

“The Tacticus Bunker and cach of the Bunker Annexes may be
equipped with the following emplaced weapons. Emplaced weapons
may be used by units within their bunker at that unit’s BS value,
othenwise they use the Automated Fire rules and are utilised by the
Castellums ling player Thes may not be
targeted separately and are considered destroyed when their Bunkeris.

« The Tacticus Bunker has two mounting points and so may take two.
weapans choices, while the Bunker Annexes have one mounting
point and so may take a single weapon choice each of the following:

- Twin linked heavy bolter +10 points each
~Twinlinked heavy flamer - +10 points each
- Twin linked lascannon +20 points each
- Multi-melta & searchlight 10 oINS cach
- Hyperios missile launcher. +30 points each
- Whirlwind launcher _+35 points each
- Icarus lascannon e 435 POINIS €ach
- Quad gun +50 points each
“The following options may only be taken by the mounts on the
Tacticus Bunker in addition to those previously listed
- Hyperios command platform' 420 points each
- Battle cannon turret < w450 points each

475 points each

1n eddicios; the Tacticus Binket may be furthes Sanippid AL AAEY

of the following options:

- Comms relay 5

- Hostile signal jammer

- lcarus quad lascannon ..

+20 points
+20 points




Gate Batriers
:::l‘::anmnms ofthe Castellum Sttonghold ae covered ot by
,?w,,(,.nd adamantium, but crackling barriers of energy that can
T sedorloviered atthe will ofthe ortiicaion's control

ler.

Juihe saccofesch ofthe controlling player’s turns they may
Jechre whether the gate barriers (sce the diagram on page »7) are
echrisedorlawered - consider them to be aised by defaut t the
qurcof the game.

. Ralsedbarrersare reated as impassable terrain to the height
ofthe adjoining walls, bu do not block line of sight Wounds
inficted by shooting attacks that pass through a raised shield gate
barrier beneit from a 3+ invulnerable save.

+ should the Castellum's Tacticus Bunker be destroyed, the barriers
collipse and cannot be raised again

Defensive Structure
The Castellum Stronghold is a paragon of the military architec's
enai,utilising technologies and materials beyond that of mute stone
and steel

The following rules and conditions apply-
« The Battlements of the Castellum Stronghold confer a 4+ cover
eave forunits on top of them
+ Unissthat Go to Ground anywhere on the Castellum Stronghold
tle gain +2 10 their cover saves rather than +1
* The Bunkers of the Castellum Stronghold have a s+ invulnerable
saveagainst shooting attacks directed against them and units
within them

Comms Relay
Whil the Tacticus Bunker s intact and occupied by a friendly unit,
thecontrolling player’s Reserve rolls may be re-rolled

Hostile Signal Jammer
While the Tacticus
rolla D6 for any ene

Special Stronghold Mounted Weaponry

Weapon Range Str AP Special

earss lascannon 4 (i5gs o g 1, Interceptor,

Quad gun 3 sl

‘ 48 7 4 Heavy 4, Interceptor,

Skyfire, Twin-linked

Icarus

quad lascannon 967 9 2 Heavy 2, Interceptor,
Skyfire, Twin-linked

Hyperios

missile luncher 457 g 3 Heavyy,Skyfire,

Interceptor,
Heat Secker®

“Heat Secker: A weapon with thi specal rule can re-voll al faied To Hit
volls against Flyers and Fast Skimmers.

'Hyperios Command Platform (Castellum Stronghold)

As long as the Hyperios Command Platform is functianing, all
Hyperios missile launchers, quad guns,icarus lascannon and quad
icarus lascannon mounted on the Castellum Stronghold resolve any
automated fire at BS 3

In addition, while the command platform is in play, any of the
Strongholds emplaced weapons with the Skyfire special rule may
target Flyers and Fast Skimmers in preference to closer models
when shooting using the Automated Fire special rule

i
I
i
z
|




44+ L S

LeNe/PUARETARY ASSAULT
 FORTIFICATION 4

o
| pll/hmﬂm: Issug/
IYMENT++

-nicum CRUSADE
XTION LIMITED TO

NDIT GRADE FOUNDRIES AND
LISED LEGION FORGES+

LOYED PATTERNS 1Q/2XX/4K++




EMPLACED WEAPON

SHIELDED
—— MOUNTING POINT

EMPLACED WEAPON
GATE BARRIER

SHIELDED
MouNTING PornTs

GATE BARRIERS

o —

TACTICUS |
BUNKER

Wearon BUNKER: SHIELDED
. Porny ANNEXE GATE BARRIER

{CASTELLUM STRONGHOLD+
++LEGIONES ASTARTES FORTIFICATION -+

22K.3974++
++LOGISTICA MILITARUM, ORDINATI MANDATE Z22K.3




HEAVY.
‘The hulking,
troop:

of the Mecha

bothin their

augmetl

along wih th

apparat
traumatic as
surgical excis

Thallaxhow

individuality
by far than thi
tech-thial
surge
crudeatbest
much as they

Many variant;

which found
the outer F

the Imperium

d uj

in larger num

OPTIONAL

augmented cyborg shock-
thie Ordo Reductor faction

Thallax differ from the
Martian Skitatil regiments

thietinique degree of their
The Lorica
Thallaxwhich encases
their major organs, nervous
Syatem and.ca
alsareplaces the skeleton
andiinbs crtirelywith
armoured mechanical
systems powered byan
Intemnal reactor core

‘The agony.of
of the tsual human'sensory
5, proves sa
centres and emotions. The

adegree ofindependent
human thought:this

determination is greater

¢ implants are often

flexible and powerful
Thallax have been brought

ndicant Ordo.

Reductor, a number of

ore practical to produce

SUPPORT

heavily

nicum, the

purposeand

brum

this process,
e replacement

o require the
1o of the patn

ver tetains

and self:

at enjayes

dsmagingas

s of the

their way to
Worlds of
n where they

on as potent

nbers

Thallax

Unit Composition
* 3Thallax

Unit Type
« Jet Pack Tnfantry.

Wargear

*+ Lorica Thallax

* Lightning gun

+ Close combat weapon
+ Frag grenades

Special Rules
« Bulky

* Stubborn

« Djinn-sight

WS

3

BS

4

Options

135 POINTS

Sv
4+

s
5

The squad may include

- Up to an additional six Thallax w440 points each
The entire squad may have:

- Melta bombs +5 points per model
A il iy Ca A e ety closd tomt T mdason Lt

- Heavy chainblade - - +5 points

Orie I three Thallae i the unltmay replace thelx Ighialng gl e
ane of the following weapons:

- Multi-laser - ~+5 paints.
- Phase plasma-fusil e e 41O PoInTS
- Irad-cleanser 5 3 410 points
- Multi-melta s . +15 pOIRIS
- Photon thruster = « +25 points

Djinn sight

The sinister blank-faced helns of the Thallaxii conceal an array of
inhuman sensory apparatus through which they experience the
battlefield as a raging storm of electromagnetic turmoil, blood-
heatand seismic percussion. However, for the organic brain to
handle this hurricane of data, it must be surgically murilated,
removing the mere human senses such 1s sight and hearing.

The Djinn-sight means that a Thallax reduces the benefits of any
cover save its opponent has by -2 (a 4+ becominga 6,a s+ being
ignored entirely, and so on). Addirionally, Infiltrators may not be
setup within 24" of Thallax units, regardless of line of sight

Optional Heavy Support: This unit may only be included in the
army under certain provisions - see the Cortex Controller on
page 89.




. tion
 ginit Composi
‘v',"c,g..mxdm
~ paleautomatd

- UnitType
+ Monstrous Creature

+ Twohbaltguns
+ Shock chargers
+ Atomanticshielding

pecil Rules

+ Cybernetica Cortex
+ Reactor Blast

« Rage

+ Support Unit

Wargear
+ Mauler partern bolt cannon

BS s
46

Options
* The Maniple may include
- Up o four additional Castellax

class Battle-automata i
Any Batde-automata Maniple may be give
options - all Battle-automata in the

. +85 points each
nany of the following
Maniple must have the same

upgrade.
- Searchlight._ +1 point cach
- Infravisor +5 points each
- Frag grenades

+5 points each
- Enhanced targeting array +15 points each
* Any Castellax class Battle-automata may exchange its Mauler pattern
bolt cannon for one of the following:
- Darkfire cannon

+20 paints
- Multi-melta

% Free
Any Castellax class Battle-automata may exchange one or both of ite
bolters for-

- Flamers...___ +5 points each
 Castellax class Batde-automata may exchange its shock chargers
for one of the following options

- Two Baule-automata power blades
- Siege Wrecker

+10 points per Castellax
20 points per Castellax®

<A model equipped with a Sicge Waecker loses one of s boltguos,

Special Option
* Asingle Maniple comprised solely of a single Battle-automata (of
any type) in the detachment may be given

- Parsgon of Metal special rule 435 points

Optional Heavy Support: This unit may only be included in the
army under certain provisions — sec the Cortex Controller on
page 89.

OPTIONAL
HEAVY SUPPORT

The most common
Castellan: type Barle-
automatain service,
Castellax

unit developed dring the
Great.Crusade from its:
ancient forebear. Primarily
intended for stege work
and shock assaulrs, itis

2 temifying humanoid
machine thrice the height
of a man, with a notoriously
apgressive and responsive
‘machine-spirit,and an
enviable reputation on the
banlefield: 155 armoured
endoskeleron s proof
against small arms fire and
highly resistant to damage
thanks 1o its durable
design and the presence
of the same atomantic
shielding technology that
fedrures on the Legiones
‘Astartes Contemptor elass
Dreadnought.

‘The Castellix class was
‘matnstay both ofthe Legio
Gyberneticaand the elire
defensive formations of
many Forge Worlds, who
relied onits formidable:
power for thelr protection.
Some in the Imperial
hierarchy saw the steady
{ncrease in the number
ofthese war machines as
asleeping threatto the
supremacy ofthe Imperium
should the Mechanicum
ever defaulton its treaty
of mutual support with

the Emperor. History was
10 takea different course,
and ina few shortyears
thousinds of thes war
engines would be broken

on the wheelofwar;and the
Castellaxwas never to be
seen again in such numbers.




“Peace? There can be no
pedce i hese times, We
fight not merely for vietory,
but for survival,for the
control of the destiny of
hunianity! There caribe
o higher calling, o ¢ause.
greater and more worlly
of sacrifice, Any man who
calls for peace is an enery
asmuclias thetraitorhio
seeks your lifo—treat them
it e conteanpk they
deserve”

- Rogal Dot
Primarchof
1he Impenal Eists

LEGIONES ASTARTES SPECIAL RULES
LEGIONES ASTARTES

The Space Marines of the Emperor’s Legions are genetically
superhuman abilities and minds and souls tempered for war Inuddnmn o mdmdual Legion has Hsown
idiosyncrasies and character—the product of their gene-seed and unique warrior culture

+ Units with this special rule may always attempt to tegroup normally regardless of casualties.

= Units will also have additional special rules and abilities specific to their Legion.

A Space Marine may anly have one such ‘named’ rule, eg, Legiones Astartes (Sons of Horus). Space Marine
units from a different Legion may only be included using the Allies rules (see the Warhanmer 40,000
rulebook) in conjunction with the Allies in the Age of Darkness chart found on page 12

Unlisted Legions: 1f you arc using this army list to represent a Legion which docs ot yet have ils own unique
Legiones Astartes rule, you may instead add cither the Stubborn or Furious Charge special rule to the standard provisions
of this rule in the interim

Automated Artillery

Unlike standard artillery, Automated Artillery does not require crew in order to function. Itis not removed
from play due to 2 lack of crew and cach gun must be destroyed normally before itis removed. Automated
Artillery cannot move and cannot charge If assaulted they do not Pile In and cannot be locked in combar;
their attackers will hit automatically, but must roll To Wound normally. Ifa unit of Automated Artillery loses
an assault nothing happens, there are no Sweeping Advances, no Pile Ins and no Consolidation moves. The.
Automated Artillery remains in place and may fire normally in future turns. If the Automated Artillery wins
an assault, the enemy must take a Morale check as normal, although the artillery picce cannat Consolidate
or make a Sweeping Advance

Primarch

Genetically engineered creations whose powers and abilities shame even those of the enhanced wardiors
they lead, the Primarchs,although few in number, bestride the battlefields of the Great Crusade and the
dark age of the Horus Heresy like demi-gods and no moral force can stand against them. Any model with
the Primarch special rule is automatically the army's Warlord and does not roll randomly for Warlord Traits
(these will have been included in their own unigue abilities). Unless fighting in a game of Warhammer
40,000 Apocalypse, no force may ever include more than a single Primarch

Primarch also incorporates the effects of a number of other special rules. These are the following
Independent Character

+ Eternal Warrior

« Fear

+ Adamantium Will

+ Fleet

« Fearless

Tt will not Die

Master of the Legion (See the Space Marine Legion Practor entry on page 14)

Chosen Warriors
Amodel with this special rule may issue and accept Challenges as if it had the Character rype. Note that this
does not allow a model with this special rule to use any other rules associated with the Character type




inghis, hey an HEMPL 0 €paicone of them instead of frng

* fawespon Destroyed result is repaired, that weapon can b fired n the f

in the secret arts and teachings of the Mech.  whether Tech
e the silland abilty to reconstruct and effct ield repairs fo

. Forge Lond or
ac machinery in the very heat

fasmith s in base contact with,or mbarked upon, one or more dumaged sehycee during the

aweapon. Rolla D6 If the result is

e omore you may doone of the following:
Restore alost Hull Point.

Repaira Weapon Destroyed result.

Reparan Immobilised result o the attendant vehicle

llowing Shooting phase Th
suesmith cannot use thisabiliy i they have gone t ground or are flling back. izttt
iodlsith he Batlesmith rule that also possess  Cortex Controlle may stead of the sbove restore
snglelost wound 0 Battle Automata as 2 use of his abilry

fmmobile (Artillery Type)

aatmmobile Artley pece cannot be mosed aftc it has been deployed except by the us of s peciaisd
s andignores any effect which forces it move: Thisonly ffects the platform - ot any eat whosre
st normal Arillery rules. When called upon o all back, the crew must leave theit gans beynd
and fall backs the platforms are then removed as casualties.

Nete that an Immobile unit may stll have the Scout or Decp Strike special rules as these reflect
edeloyment or deployment during battle,rather than game movement Only if it has the Decp Strike
special rule may an Immobile unit be held in reserve |

Space Marine Legion Crew
AStormblade upgraded to have Space Marine Legion Crew increases its Ballistic Skill to BS 4.

Command Tank
Afthe vehicle is upgraded to.a Command tank, all allied units within 247 of the Stormblade may re-roll failed
checks.

Co-axial Weapon

Aveapon with the Co-axial special rule will specify another weapon mounted on the same ve
trgetis declared for this weapon, the co-axial weapon must fire at it first if it is within range. If the ca-axial
#ep0n hits the target, then the other weapon may re-roll its To Hit roll if it misscs.

Whena

Hyers and the Deep Strike special rule
Aiwel.lzs:m\'ing via the usual Reserves method, some Flyers also have the ability 10 deploy via Deep
Sk representing a vertical dive onto the batdlefield. If the Flyer in question has the Hover mode, the
contolling player mugt declare before the Decp Strike is attempted whether the Flyer is Zooming or being
eted 352 Fast Skimmer.If using Hover mode, the rules for Decp Strike apply as standard. If using a
Zeaming Decp Strike, Elyers deploying via Decp Strike count 3s making a Zoom move and having moved
3 Cruing speed (15°) on the turn they arrive, but are not moved any further in che turn in which they are

Poyed They cannot evade, go Flat Out, drop bombs or deploy transported units in the turn in which they
dmive, Onmbs('quennurns,lhcl-’l)'crls free to operate as normal. This is a risky proposition for an aircraft
P4atestala pilas kil and s e sual rules for Deep Serke mishaps apply even though the I

0tonally aca higher ariry,

de than is normally the case

“Blood will have blood,
Sorrolu piles upon
Vengerce breeds Vengeice

= Ancient Termn Proverh,




LEGIONES ASTARTES WARGEAR
This section of the Space Marine Crusade Legion Army list details the weapons and equipment used by the Space Marines in the
era of the latter Great Crusade and at the outbreak of the cataclysmic wars of the Horus Heresy, along with rules for using them in
your games of Warhammer 40,000, Weapons that are used by multiple units are listed here, while unique items belonging to special

characters and units are listed with their profile.

Raxcen WEARONS

Archacotech Pistol

Despite the renaissance of human power in the galaxy that the Great
Crusade has created, there remains much of Mankind's ancient might
and arts thatare lost to myth and legend, save for a few relics that have
Sirvived the stifling Garkness of Ol Night. One of the more common

types of these relics found are sidearms of surpassing firepower and
elegance. Be they bespo
e e S o ) o e e
magnetosphere, such priceless artefacts of war find their way into the
hands of the Emperor's chosen agents and the masters of the Space

e slug throwers utilising micro-atomic

Marine Legions.
Weapon Range Str AP Type
Archacotech pistol 12" 6 3 Pistol, Master-crafted
Avenger Bolt Cannon

The Avenger cannon fires a relentless stream of heavy, high velocity

mass reactive shells, making it highly effective against foes that attack

in large concentrations o massed infantry. So heavy is this torrent of
fire however that even heavily armoured fargets are in danger, their
armour torn to ragged shreds under the relentless rain of explosive

impacts.
Weapon Range Str AP Type
Avengerboltcannon 36" 6 3 Heavy7

Combi-bolter
De:
Terminator armour project, a combi-bolter is in essence two standard
pattern bolters slaved to fire together. It s a bulky and somewhat
crude, but very effective, weapon prototype that was gaining
widespread use at the time of the Heresy

gned asa tactically flexible weapon for employment in the

Weapon Range Str AP Type
Combi-bolter 24 4 5 RapidFire,Twinlinked

Conversion Beam Weapons

These esoteric energy weapons fire a beam which induces a subatomic
implosion in their target, with the beam itself gathering power
over distance up to a terminal point of beam instability. Conversion
beamers are both difficult to construct and highly complex to use,
needing skilled calibration to operate as well as dedicated reactor
core systems to power As a result conversion beamers are primarily
used for dedicated siege warfare or starship breaching assaults

by specialised operators such as Techmarines and Mechanicum
Destructors. More rarely larger conversion beamer weapons are
mounted on a vehicle chassis with advanced control mechanisms.
and an abundance of reactor power such as the Contemptor
pattern Dreadnought

A shot from a conversion beamer has a number of different profiles,
the use of which depends upon how far the chosen target is from the
firer up to the weapon's maximum range. When firing the weapon
measure the distance to the target, place the weapon's Blast template
and scatter as normal for a blast weapon. Once the final location of
the template has been determined, measure to the centre of the Blast
marker and consult the weapon's char to determine the effect

Firing Calibration (Heavy Conversion Beamer only): The power
requirements and targeting calculations needed to effectively use this
weapon means that it may not be fired if the model carrying it has
moved in the same turn, regardless of the Relentless special rule or if
the carrying model is a vehicle, etc

Weapon
Conversion Beamer
Upto18" 6

Range Str AP Type

Heavy 1, Blast (3°)

8 4 Heavy1,Blast(37)
YoNlT Heavy 1, Blast (37)
Heavy Conversion Beamer
Uptoss® 6 Heavy 1, Large Blast
(57), Firing Calibration
187t042” § 4 Heavyr,Large Blast
(5”), Firing Calibration
42°1072" 10 1 Heavy 1, Large Blast

(57), Firing Calibration

Demolisher Cannon

Ashortranged but highly destructive weapon designed for line-
breaking and smashing enemy fortifications, the huge, rocket-
propelled shell fired by the Demolisher cannon is enough to pulverise
bunkersand collapse buildings around their defenders in a tide of
rubble and dust

Weapon
Demolishercannon 24" 10 2

Range Str AP Type
Ordnance 1,
Large Blast (5")




- Field Artillery Weapons

“The Space Marine Legions uilise a variety of support weapons
asneeded including shell-ﬁr{ng heavy guns of different calibres
and missile launch systems for bombardment and heavy assaults
sgainstfortfied positions. One of the most common of these is the
Whirlwind Launcher,a variant of the Rhino chassis able to urilise o
ity of warhead payloads, while the quad launcher (colloquially
Lknown as a Thudd gun) is favoured against enemies wont o attack
{na great horde such as the Orks The Medusas devastating if short
ranged cannon is favoured for close siege assaults

Weapon Range Str AP Type

Earthshaker cannon36™240" 9 3 Ordnance 1, Barrage,
Large Blast (")

Medusasigegun 36 10 2 Ordnance 1, Barrage,
Large Blast (5°)

Quad mortar

(Frag) 12760" 5 5 Heavy 4, Barrage, Blast
(37), Shell Shock

(Shatter) 36 8 4 Heavy 4, Sunder

Qudhesvybolier 36 5 4 Heavys Twindinked

Quad lascannon 48" 9 2 Heavy 2, Twin-linked

Whirlwind launcher

Vengeancewarhead 1248 s 4 Ordnance 1, Barrage,
Large Blast (57)

Castellanwarhead 12748 4 5 Ordnance 1, Barrage,
Large Blast (5"
Ignores Cover Saves

Hypedioswarhead 48" 8 3 Heavy 1,Skyfire,
Interceptor

[ Shell Shock

|| Due o the repeated rapid impact of the quad-launcher's shells

| Pinning tests taken because of its attacks are made ata -
Leadership penalty.

Graviton Weapons

Litle understood even by the Tech-priests of Mars, the term ‘graviton
gun'refers o 3 group of gravity projector devices whose sophistication
issuch that the few that now remain are relics of a lost age. Such
¥eapons prove extremely useful when fighting on a starship orin a
2ull gryity environment. The poswer of the graviton gun's highest
settings s sufficient to rupture organs and crack bones even inside
a1mous, but 15 primary use s to impede the enemy and damage
machinery without the risks of secondary explosions

Weapon

Range Str AP Type
Ctaviton gun 1 ° 4 HeavyrBlst(s),
Concussion, Graviton
Pulse®, Haywire
Graviton cannon 36" » 4 Heavy 1, Large Blast

(5, Concussion,
Graviton Pulse®,
Haywire

“Graviton Pulse
Instead of rolling To Wo
model caughr in its blast

und normally with this weapan, any
must instead roll equal 10 or under their
Strength on a D6 or suffer a wound (a roll of & alsways counts as
afailure). After the Graviton pulse weapon has been fired, leave
the Blast markerin place. This area now counts as both difficult
termain and dangerous terrain for the next turn thanks to the
gravity flux.

e AN S R

Grenade Harness

An awxliary weapon system fitted to Terminator armour, the grenade
harness unleashes a barrage of fragmentation charges at the foe as the
Terminator charges. The grenade harness is  one-shot weapom, and
when itis fired the firing Terminator and any squad they have jofned
countas having assault grenades in the Assault phase of that turn.

Weapon Range Str AP Type
Grenade harness 8 3 - Assault 2, Blast (37),
One Use

Havoc Launcher

Widely utilised as an additional assault weapon system mounted on

vehicles in the Space Marine Legions, the havoc launcher i asimple
but effective multi-barrelled rocket launcher, firing clusters of high

explosive munitions.

Weapon Range Str AP Type
Havoc launcher 48 s s Heavy 1, Blast (37),
Twin-linked

Kheres Pattern Assault Cannon

A prototype weapons system incorporated inta the advanced
Contemptor pattern Dreadnought, the Kheres is a high velocity.
cannon which uses electrically driven spinning barrels to maintain
amassive rate of fire. Thanks to this relentless torrent of explosive
shells this assault cannon can chew and tear its way through the most
heavily armoured foe. More compact assault cannons were entering
limited use with the Terminator-armour equipped forces of several
Legions at the beginning of the Heresy.

Weapon Range Str AP
Kheres a6y

Type
Heavy 6, Rending

Lightning Gun

“This aptly named weapon takes the form of a baroquely designed
catbine cither connected to 4 micro-reactor or,in the case of a Ordo
Reductor Thallax, their firer's own cybernetic power core. It fires
an fonizing las-beam down which a powerful phased discharge

of electromagnetic force is unleashed, and is equally effectve at
slaughtering the living and overloading machine targets.

AP Type
Heavy 1, Shred,
Rending

Weapon Range Str

Lightning gun 18 7 s




Needle Pistol
A favoured weapon of the assassins of the Terran Courts during

the days before Unification, needle pistols are sophisticated and
elegant handguns whose operation is silent, invisible and deadly.
The finest examples use a combination of a flash-less laser to pierce
flesh, followed by an impellor-shot of virulent poisons delivered
mbination can lay low

instantaneously into the open wound Thi
the toughest foe with ruthless efficiency

Weapon Range Str AP Type
Needle pistol i 2 s Pistol, Poisoned

Rending

Laser Destroyer

The laser destroyer is 1 powerful reactor-charged anti-tank weapon
that uses multiple laser generators to fire s
blasts of energy focused on a single target point. This has the effect

ggered near-simultaneous

of disintegrating the densest armour in a series of powerful impacts
g the weapon able to vaporise a tank or
shatteran armoured bulkhead in

micra second:

single blazing vollcy.

Weapon
Laser destroyer 36

Range Str AP Type
" 9 1 Ordnance 1,

Twin-linked

Magna-melta
He
mag
them to turn a large cubic volume of starship hull-plating to liquid

slag, A weapon of this magnitude’ effects on less durable targets such

, vehicle-mounted, short ranged, area-¢ffect heat cannon,

a-meltas were originally designed for space assault craft to enable

as battle tanks and living matter are unsurprisingly catastrophic

Type
Heavy 1, Melta,
Large Blast (57)

Weapon
Magna.

Range Str AP
nelta feriiis

Phosphex Bombs & Medusa Shells

Phosphex is  rare corrosive toxic and incendiary compound utterly
inimical to life, deployed both in the form of large canister bombs
and heavy shells. It expands on contact with air into a seething, liquid
mist which burns with an eerie white-green flame which s attracted
to movement This gelid flame ignites metal and eats relentlessly into
living tissue, and cannot be extinguished short of exposure to vacuum
As effective as this horrific weapon is,its use is not widespread as it
has a tainting effect beyond even rad weapons on the areas in which
itis cmployed, but rematns within the arsenals of the Space Marine
Legions as a weapon of dire resort

‘Weapon Range Str AP Type

Phosphex bomb 6 s 2 Assault 1, One Use,
Blast (37), Poisoned
(3), Crawling Fire,
Lingering Death

Phosphex shell

(Medusa) 36" 3 2 Ordnance 1, Large

Blast ("), Poisoned
(3+), Crawling Fire,
Lingering Death

Lingering Death
When a Blast weapon with this rule is used, after the attack is
resolved leave the Blast matker in play for the rest of the game
| and mark it with a counter of some kind. This area is now treated
dangerous terrain for all models with a Toughtiess value and
open-topped veh |
blast markers when using this rule! |

les Note: Itis advisable to have multiple spare

| Crawling Fire
| After the blast marker for a weapon with this rule is placed, the
| firer may move the marker up to 2" in any direction so long as

this would cover more models than previously:

Plasma Weaponry [Crusade Era)

In addition to the Imperial plasma weapons listed in the Warhantmer
s far better understood during
the dawning age of the Imperium if still somewhat unsafe. As a result,
three additional rarer types of sophisticated plasma weapons are listed
below, which would become all but unknown in later ages.

o000 rulebook, such technology

Weapon Range Str AP Type
Plasma blaster i 7 2 Asault2GersHot
Phasedplasma-fusil 24" 6 3 Salvoa/s
Executioner cannon 36" 7 2 Heavy 3, Blast (3°)
Predator Cannon

The Predator carries a heavy-duty, tucret mounted autocannion which,
thanks to its extensive ammunition supply, reinforced bareel and the
turret's sophisticated on-board auto-loader systems of exclusively
Martian manufacture, is able to sustain a far higher rate of accurate fire
than an equivalent weapon ofits class.

Range Str AP Type
4  Heavyy

Weapon
Predatorcannon 48

Rad Grenades & Rad Missiles
Special issue weapans commanly only employed against the most
1 head

fxenoforms, rad grenads d witha

short, intense burst of radiation and shower the immediate area with
highly contaminated fallout. As well as direct damage, these can be
used to bormbard an area, and have the effect of debilitaring rather than
slaying outright, rendering a target vulnerable to further injury:

Rad Grenades: These are special grenades that count neitheras
e grenades, but have their own unique effect
Duringa turn in which a unit equipped with rad grenades launches an
assault, o is themselves assaulted, the enemy uni(s) suffera-1 penalty
t0 their Toughness until the end of the Assault phase. Note- This does
affect the victims' instant death thresholds

assault or defens




‘Rad Missiles: These Terran-devised missiles, a horror of the genewar
marchy of Old Night, use customloaded warheads which combine
ith

h ex cases made from
itk rdiesctive sotapes,usally harvested from decommisioned
s anrescorshells The ellet i o creste an invensely toxic weapan
fa s a hideous desth o s victims,and that can potsen a1y
o the mos resilient organism

earon Range Str AP Type
e Prp 3 Heavy 1, Blast (3),

Fleshbane, Rad-phage
Reaper Autocannon

Designed as  support weapon for the Tactical Dreadnought Armour
prjectthe Reaper i a compact,rapidfiring autocannon which
depends on the weightand strength of Terminator armour to stabilise
he weapon and cope with its massive recoil

Range Str AP

36 7 +

Type
Heavy 2, Twin-linked

Weapon
Reaperautocannon

Rotor Cannon

Fsvoured by many Imperial Army formations and seeing limited use
with some Space Marine Legions, rotor cannons are multi-barrelled
stubbers,using electric motors to maintain an extraordinary rate of
firefrom their spinning barrels. The simple, medium calibre solid slug
projectles they fire lack the power of bolt shells, but the hail of shor
they unleash can be particularly useful against unarmoured hordes
offoes and fleshy xenoforms. The newly prototyped assault cannon
technology represents a more effective and powerful implementation
ofthis principle

Weapon Range Str AP  Type
Rotor cannon 308 36 Salvoa/s
Shroud Bombs

These canister bombs unleash a shimmering grey fog of dense smoke
2 muli-spectrum electromagnetic charge that fols scanners and
surveyors just as easily as it does vision

Shroud bombs count as defensive grenades in combat (see the
Warhammer 30,000 rulebook). In addition, with the exception of
vehicles, Dacmons, Gargantuan Creatures and units which have the
thr\'xsmnsp«cn[mk\umxsmuslp.n a Leadership test in order to
charge a unit equipped with Shroud bombs.

Special Issue Bolter Munitions

Thefollowing are specisl issue boler munitions utlised by certain
¢lite Space Marine units and, while often uniguely effective, were
€ther 109 specialised or simply too difficult to produce to enter
widespread issue

Tempest Bolt Shells: These are specilised munitions which replace
i nd armour picrcing tip of  bolt
e4nd with a fragmentation shell encasing 1 powerful micro-explosive
Feoximity charge. This has the effect of showering a arget with a
::rdcmm #torm of shrapnel. These heavier rounds however lack

"B compared 1o standard bolt shells

 standard mass-reactive cor

W
Siton AP Type

6 Rapid Fire, Blast (3°)

Tempest boly shefls 18"

Range Str
3

e e e

Kraken Bolt Shells: Kraken bolts are specialised bolrgun shells with
an enhanced adamantium core and improved propellant utlised by
Seeker squads. They hmsupcnnrannum-picmng properties and
increased range, but the expense and resources required o create
them keep them limited in fssue.

Weapon Range Str AP

T
Kraken bolt shells 30" 4 i

4 RapidFire

Scorpius Bolt Shells: Individually hand-crafied by the Techmarines
ofa Legion's armoury,these specialised shells utlse a wo-stage
warhead which contains a micro-guidance system and a needle-like
sabot-dart which vaporises to molten heat when striking an armoured
target. Scorpius bolts are rare and temperamental munitions which are
hand Joaded into a bolter for firing

Weapon Range Str AP Type
Scorpiusboltshells 24" 4 5 Heavyz, Rending,
Shred

Tempest Rockets

Anantiquated design now being phased out in favour of more
powerful munitions, Tempest rocket:
reliable ballistic weapons able to deal with moderately armoured
targets and shoot down enemy aircraft

e nevertheless simple and

Range Str AP Special
Tempest rocket 6 6 4 - HeavyrSunder
One Shot
Volkite Weapons

‘Volkite'is an arcane Martian term for a variety of powerful ray

weapons whose origins date back to the Age of Strife. Possessed of
considerable killing p
Volkites were difficult to manufacture, even for the most able of the

passing most f theirsize
Mechanicum’s forges, and the demands of the expanding Crusade
swily overwhelmed supply of these relic-guns Once relatively
common within the fledgling Legions, they had fallen largely from
favour by the time of the Heresy, and had been superseded in the
Space Marine Legions by the far more flexible and utilitarian Terran
bolter Those few that remained in service were the purviess of anly
afew specialised units at the outbreak of the contlict that rent the

Imperium asunder

Weapon Range Str AP Type
Jolkite serpenta 10" s 5 Pistol, Deflagrate
Volkite charger 15" 5 5 Assault 2, Deflagrate
Volkite caliver 3" 6 5 Heavyz Deflagrate
Volkite culverin 45" 6 5 Heavy 4, Deflagrate

Deflagrate
Deflagraring attacks have a devastating effect on organic matter,
explosively bumning flesh into ash and erting fire Afrer normal
attacks by this weapon have been resolved, count the number of
unsaved wounds caused on the target unit. Immediately resolve
2 number of additional automatic hits on the same unit using the
weaponis profile equal to the number of unsaved wounds - these
can then be saved normally. Models in the targeted unit must scll
be in range in order for these additional hits o ake effect. These
additional hits do not themselves inflict more hits! |

e




Gost Conzar WEARONS
The full rules for the following close combat weapons can be found in
the Warhammer 40,000 rulebook

+ Chainfist

+ Chainsword

* Heavy chainsword

+ Dreadnough close combat weapon

Force weapons

Lightning claws

Power fist

Power sword

Power axe

Power maul
Power lance
Thunder hammer

A Note on Power Weapons

Wherever in this books profile list a model is described as being cither
equipped with a ‘power weapon'or has the option to take one then
either a power sword, power axe or power maul (see the Warkammer
40,000 rulebook) may be freely chosen so long as they are clearly
depicted on the model.

Breacher Charge
A Breacher charge is used ta destroy armoured emplacements and
shatter fortifications and barricades. Much like melta bombs these
povesful clectrochemical explosive charges are oo bulky and

to easily throw like a grenade, and additionally pose
some risk to their user at close range, but are extremely destructive in
skilled hands.

Amodel equipped with a breacher charge may use it in an assault
instead of using their normal attacks or weapons. The model makesa
single attack. Place the Blast (3”) template anywhere in base contact
with the attacking model so that it covers the enemy, The template
may not be placed so that it covers friendly models. Roll to hit against

Charnabal Sabre
With their origins tracing back to the ancient duelling societies,
assassin cults and bloody vendettas of the Terran Courts during the
Age of Strife, these elegant and deadly weapons rely on speed and
dexterity rather than brute force for their lethality, The pure metal

of their blades is press-folded and stamped scores of times over

before being micro-serrated with a fractal-sharp edge.The master
swordsmiths of Terra are cach said to have their own rituals of forging,
{mpressing a distinct pattern in each bespoke blade as legible asa
signature to those with the wit to read them. As well as the nobles

of the Terran Court certain Space Marine Legion officers favour the
Charnabal sabre over more ‘clumsy’ power weapons as they see them
15 being more responsive to true martial skill, while others think them
effete and decadent weapons.

Type
Melee, Rending,
Duellists Edge

Weapon
Charnabal sabr

Range Str AP
- AsUser

Duellist’s Edge
When fighting in a challenge, the user of this weapon gainsa +1 ]

bonus to their Iniriative score.

Combat Blades

Combat blade is a catch-all category which describes a variery of lethal
hand-to-hand weapons favoured by the Space Marine Legions, the
exact form varying from Legion to Legion by its culture and tradition.
They range from heavy razor-edged chain-bayonet, to adamantine
gladius and Thule-alloy battle-axes that would be too heayy foran
unaugmented human to wield

the majority Weapon Skill of the enemy (buildings, empl:

and stationary vehicles are it automatically and no roll s needed)
On asuccessful hit, the template remains where tis. On a miss, the
Scatter dice and flip the template over in the direction shown ifan
arrow result is rolled (re-roll the Hit symbol if needed until an arrow

is shown)

Weapon Range Str AP Type

Breachercharge  Special 8 2 Melee,One Use,
Blast (37), Wrecker

Chainaxe

Asavage weapan that had its origins within the World Eaters Space
Marine Legion, and the black-humoured whims of its master, the
Primarch Angron, chainaxes feature heavier blades and more powerful
motors than the more common Legion chainsword. Better able to
‘pierce armour in the hands of a skilled wielder (and all but unusable
otherwise), there were those, even before the Heresy, that wondered
at the development of such a weapon, seemingly designed as much for
the displays of fountaining gore it created as its effectiveness in batle

Range Str AP Type
AsUser 4 Melee

Weapon
Chainaxe -

pon Range Str AP Type
Combat blade - AsUser Melee
These unique heavy pow ,also known s’ pers, are

utilised by the warriors uﬁlw Death Guard Legion. In concert with
the Death Guard's own specialised training and martial lore, they
enable a warrior to face many times his number in battle, cutting them
down like a reaper slashing through a field of ripe crops.

Weapon
Power scythe - 41 2

Range Str AP Type
Melee, Unwieldy, Tiwo-
handed, Sweep Attack

Sweep Attack

Rather than using their own Attack value, a model using a
weapon with this special rule may, if they wish, instead makea
number of artacks equal to the number of enemy models in base
contact with them.

b e e

Bt opliiy ;ﬁ%:—:—~
e




Digital Lasers. i

Jncredibly sophisticated miniaturised weapons of xenos origin, these
devices arc extremely short ranged but potent enough to kill despite.
being mall nough (o be concealed in a ring, gauntler, sword hile

or helm. With a skilled user they are particularly effective in close
combat where they can be sed to delivera deadly strike to. foe
‘Jceady occupied in fending off the fighter's blows

igial lasers provide +1 Attack in close combat

Lascutter
These are powerful, albeit extremely unwieldy, industrial ools used
for cutting through srmoured bulkheads and working otherwise
mpermeable ores that make use of a distuption field-asisted short
range laserarc. They are uilised in siege warfare where they can make
fora devastating if makeshift close-quarter weapon

Weapon Range Str AP Type
Lascutter = 9 2 Melee, Unwieldy,
Cumbersome
Cumbersome

Amodel using a close combat weapon with this special rule
can only ever make a single attack at WS 1 in an Assault phase,
regardless of their profile or any bonus or other special rule

Machinator Array

Akin to the servo-arm employed by Techmarines and Mechanicum
Enginseers,a Machinator array is a far more complex and intricate
system of manipulators, augmetic body replacements, inbuilt tools,
sensors and energy arc-projectors utilised by the most able Magos
ofthe Machine Cult. Each array is unique to the Magos who bears it
implanted into their flesh and cerebral cortex, and depended upon
them more than their own weak flesh

AMachinator array adds +1 (0 its user’s Toughness characteristic and
the Night Vision special rule. It also incorporates a flamer and an
infemna pistol, and the user can either opt to fire both of these weapons
inthe Shooring phase, or one of them and another ranged weapon the
modelis carrying,

Amodel with the Battlesmith special rule may add +2 1o their Repair
mollresultifthey are also equipped with a Machinator array

Amodel equipped with a Machinator array may make two additional
tticks per urn in close combat as well.as any they would normally be
Sigble o make This is done using the weapon profile shown below

Weapon

Range Str AP
Michinsor ey

7 +1 2

Type
Melee, Unwieldy,
Shred, Armourbane

Paragon Blade
¥eaponsforged of consummate aristey oriceplaceable elics of the
“nclent might of the Dark Age, Paragon blades are few in number

2
4y take many forms, The most common Paragon blades are
0.

althg,

#0ded poyer weapons of extraordinary balance and durability,
"gh even more rarely unique chain weapons wrought from the

e B e e e

secth oftertifying enos-beasts and certain night black sickle swonds
found on remote death vorlds o the edges f th sl Sars b

been known o hold similar phenomenalkilling power Regardlessof
theit orm, Paragon blades are valued beyond price by the Imperiums

warriors

Weapon Range Str AP Type

Paragon blade +1 2 Melee, Murderous
Strike, Specialist
Weapon

S S D N

Murderous Strike
Attacks with this special rule cause Instant Death on a To Wound
roll of 6 Rollany viable saves against this instant death-causing
wound separately to any other wounds the atcack inflicts.

arm

Aservoarm isa heavy industrial claw-limb and manipulator array
often directly spliced into a Techmarine’s or Magos Adept's nervous
system. As well as making for a powerful tool, they can also be wielded
in battle as a clumsy but savagely powerful weapon

A model with the Banlesmith special rule may add +1 to their Repair
roll result if they are also equipped with a servo arm.

A model equipped with a servo-arm may make an additional single
attack per turn as well as any they would normally be eligible to make
‘This is done using the weapon profile shown belorw

Weapon Range Str AP Type
Servoarm 8 Melee, Unwieldy
Siege Wrecker

This is a general term given to a specialised form of massive close
combat weapons intended for Legion Dreadnoughts and Mechanicum
battle-automata. Wreckers are designed to enable these heavy assault

units to smash through fortifications and e: crush armoured

barricades and defences in siege warfare. The most common form of

this weapon is a hydraulic ram or massive disruption-field augmented
hammer, although specialised forms of heavy claw or drill systems are
also used
Weapon Range Str AP
Siege wrecker 0 2
Specialist Weapon

R A |

Wrecker

Weapons and attacks with this special rule may re-roll failed
Armour Penctration rolls against fortifications and immobile
structures (such as bunkers and barricades),and add +1 o any
result rolled an the Building Damage chart. If this arrack damages

2 bulkhead or wall section of terrain and destroys it, remove that
section of terrain from play if possible




IENT
Rules for the following vehicle upgrades can be found in the
Warkanimer 30,000 rulebook

+ Dazer blade

+ Extraarmour

+ Hunterkiller missile

+ Searchlight

+ Smoke launchers

Armoured Ceramite

Additional heavy ceramite plating fitted to a vehicle allows it to
withstand extremes of heatand radiation. Plating of this kind is
commonly fitted to orbiral strike craft to enable them to withstand
the rig

urs of crash re-entry from space into  planet’s atmosphere,
and also to certain sicge vehicles to protect them from thermal

energy weapons

A vehicle with this wargear is not subject to the additional Dé armour
penctration caused by weapons with the Melta special rule

Armoured Cockpit (Elyers)
A vehicle equipped with an
"

rmoured Cockpit may ignore results of

Crew Shaken and Crew Stunned on a roll of 4+

Armoured Track Guards

A vehicle equipped with Armoured Track Guards has a 4+ save
against any Immobilised results on the Vehicle Damage table (note
that Hull Point damage from such an attack is still inflicted, but the
Immobilised resultis ignored

Artificer Armour
Forged by the master craftsmen of the Mechanicum these superior
ations of pawer armourare often highly embellished with ciphers

vai
ns are

of strength and dursbility; while some of wildly differing desig
far older than the present age and owe their origins to the forgotten
zenith of human technological might

Arnficer armour confers a 2+ Armour save

anner

v scanning device has the effect of alerting the user

{0 the concealed presence or imminent arrival of enemy troops
the vicinity, even if concealed, and can even detect the tell-tale
electro-gravitic disruption effect on Iocal space that presages
teleport transfers.

Models cannot be deployed using the Infiltrate special rule within 1
of a model with an augury scanner. Enemy models deployed using

deepstrike within this range can also be attacked by a unit carrying an
Augury Scanner in the Shooting phase as if their rapid fire and heavy

wweapons (if they have any) had the Intercepror special rule

e

Auxiliary Drive

The standard patterns of Imperial vehicles are often customised
by the Legions that field them, and in some caes are test beds for
technology either designed or recovered in the field by the Magos
and Techmarines that maintain them. One common form of such
customisation is the ftting of backup and ausiliary drive systems
such as secondary galvanic motors or outrigger thrusters to keep
avehicle mobile for short periods even if its main motive drive
becomes damaged.

Avehicle with an auxiliary drive may repair Immobilised results
itsuffers on a D roll of 4+ at the start of the controlling players
Movement phase

Bomb Cluster (Elyers)

A weapons system with the Bomb Cluster type may drop as many
bombs as its controlling player wishes as part of a single bombing
run, up 1o the toal listed number of bombs it is carrying. Pick a single:
target model for all of the bombs in the bombing run ~ this must be a
model the Flyer has passed over that turn. The initial bomb dropped
scatters D6 and bombs dropped after that scatter the same way as
additional barrage blasts from a Multiple Barrage (see the Warhammer
40000 rulebook)

Cameleoline
Cameleoline is a refractive chemical substance that morphically

blends its colouration into the surrounding area. It is often woven into

cloaks and smocks, of more rarely, as a coating over armour plate, and
aids with concealment and in covert assaults

Cameleoline provides the user with the Stealth special rule

Cognis-signum

An advanced array of sensory devices, cogitator-assisted
communications and telemetry arrays buiit into a purpose-modified
suit of power armour, these enable the wearer to co-ordinate
autlefield data with blinding speed.

equipped
with an augury scannerand has the Night Vision special rule

Amodel with this wargear auromatically counts as being

Inaddition, in lieu of the model equipped with the Cognis-signum
firing a weapon in the Shooting ph: e designated unit of the
controlling player's choice within 6" of the signum-equipped model

(other than Independent Characters or Super-heavies) gains a bonus
of +1 to their BS for that Shooting phase

e,asin




Combat Shields & RBoarding Shiclds
Acombat shield is a wrist-mounted shield or buckler containing
 llfild generaor which enables i to ithstand great amounts

< damage, whileboarding shiclds are larger, bulkier versions of the
e These were favoured by assault units employed by Breacher
s forprotetion n the confined close quarte fighting of sarship
pouding sctions and siege atiacks. Althovgh these shields' smaller
e and weaker defensive field mean they offer nothing like the
sectonafered by the protorype Legiones Astartessorm shiclds
{hat were beginning to enter service at the time of the Heresy, they
remained a valued part ofa Legion’s armoury;

Combatshields and boarding shields confer a6+ invulnerable save,
increasing to 5+ in close combat.

s model cquipped with a boarding shicld also counts as being
equipped with defensive grenades, Boarding shields however are
frheavierand more cumbersome than combat shields and models
equipped with them cannot claim the exira attack for being armed
withan additional close combat weapon

Cortex Controller
“This control and signalling device uses data-djinn to command Batrle.
automata fitted with Cybernetica Cortex systems, allowing the wielder
towitness the battlefield through the automata’s own senses as well as
monitor their status and exact precise control over their actions. Only
the most highly experienced and specifically augmented adepts of the
Mechanicum and the Forge Lords of the Legiones Astartes can hope
tofathom the use of these fractious devices and successfully interpret
the storm of data streaming from their un-living minions.

The presence of a Cortex Controller within 12" of part of a unit of
fiendly models with the Programmed Behaviour special rule at the
startof any phase means that special rule is negated for that phase and
theircontmolling player i frec o use them as any other unit

Cyber-familiar

Utilised by Techmarines and the Adepts of the Mechanicum, cyber-
familiaris a term that encompasses a variety of semi-autonomou
devices such as servo-skulls, mek-spiders and other smaller drone
units and lesser haemonculites tied into the direct neural control of

theitoperstor. These minion-drones are an extension of their master's
willand provide them with a host of additional senses and capabilities

AGpber-familiaradds +1 to its owner's invulnerable save (to a
Mmum of 3+) or an invulnerable save of 6+ if they do not already.
Possessone In addition they allow them to re-roll failed characteristic
165t other than Leadership tests and failed Dangerous Terrain tests

T Cyberfamliar may b either modelled as part of the character
“3pped with them, or on separate bases and kept in coherency,
Bomeverthey ae discounted as models for game purposes, have no
*PaTate profile, make no attacks, need ot be transported, etc,

. 4
1t simply moved out of the way in combat or i they interfere
iththe o,

Gybernetica Corgex.
w::,:?ng?”"mcuc “brain’of sorts of the most advanced Battle-
(«nmnm"’:-)’h@meniacurlcxmnsys(ﬁof:nan-no\lr(d Casmglk‘
enengtomPIex bio platic mas which extrudes nerve ke
Rova 3010 the body of the robotic frame o which itis
IVigorating ic with strange false-lfe. Far beyond a simple

ORUAOT in capacity,
dread and inhuman

itis neither truly alive nor saplent like the
‘Silica Animus'feared of old. Instead, it is akin
toaprimal web of bellicose instinct, guided not by self-awarencss
and reason, but by a programmed framerwork of encoded behayiour
comprising simple and exacting instructions and commands, The
resultis a superior,sel-guided weapon, a machine-predator that will
ctively and instinciively pursue it focs as wellas act with a degree
of tactical sense and self-preservation beyond snything a servitat i
capable of but without the dangers of revolr and the developmentof
Blasphemous intelligence—or so the Legio Cybernetica elaim

Models with a Cybernetica cortex have the Programmed Behaviour,
Fearless, Cybernetic Resilicnce and Adamantium Will special rules.

Programmed Behaviour: Unless within 12" ofa friendly model
€quipped with a Cortex Controller, the following restrictions are
Placed on the unit’s use in the game. These restrictions do not apply if
the chosen model s already locked in an assault

* Methodical: The Bartle-automata may not make sweeping
advances or Run moves

Target Priority: If enemy models are within 12" and within line
of sight during their Shooting phase, the Battle-automata Maniple
must fire all its weapons against the closest enemy unir it is able to
harm. If this is not the case, they are free to select targets as normal
Onslaught: If enemy units are within 12” during their Assault
phase, the Battle-automata must attempt to charge the closest
enemy unit if able. Note that the Bartle-automata may sull only
charge the same unit it fired at if it fired in the Shooting phase If
consolidating after combat, they must do so towards the nearest
enemy model if one is present within 12"

* Fire Protocols: A model with this rule may fire up to three of its

weapons once each in the Shooting phase ~ this must be against the
same rarget

Cybernetic Resilience: Models with this special rule straddle an
existence between machine creature and synthetic life, making them
both resilient to the particular frailties of the organic, but also partly
subject to the vulnerabilities of the pure machine

+ Successful wounds scored by attacks with the Poisoned or
Fleshbane special rules must be re-rolled against this model

+ Inaddition to any other effects the
special rule will cause an additional wound on a D6 result of a 6
against the model. Roll for this wound separately,saves may be

cause, attacks with the Haywire

taken as normal.

Elare Shicld

Another of the Mechanicum’s specialised systems that only their high
adepts ruly understand, a fare shield is a dircctional electromagnetic
flux field generaror rumoured by some to be a product of Dark Age
technology from a source best left forgotten

A flare shield operates against shooting attacks that strike the vehicle's
frontarc. It reduces the strength of attacks by weapons with the

ind other shooring attacks' Strength by -1
orattacks inflicted

Template or Blast type by -2,
A flare shield has no effect on close combat attac
with the Destroyer rule.




Ground-tracking Augurics

Utilising similar systems to those carricd by the Proteus pattern
Land Raider, ground tracking auguries are jealously guarded by the
Mechanicum, They are fitted to sub-orbital craft operating as scouts
at the leading edge of the Great Crusade, sophisticated scanners and
advanced cognis-interpreters allowing for the detection and analysis
of even the most well concealed ground target

A Flyer equipped with this system gains the Strafing Run special rule

Tlum Flares (Elyers)

Avehicle equipped with llum Flares may drop a single flare per turn
They are fired in the same manner as Bombs (sce the Warhanmer
40000 rulebook) a marker being placed where the flare lands after it
has scattered. Leave the marker in place unal the end of the turn
Any unit targeting an enemy unit within 12" of the flare marker
gains the Night Vision rule for that Shooting phase. 1 the firing
unit also bas the Split Fire special rule, it only gains the benefit of
Night Vision when firing at units with at least one model within

* of the flare marker.

Infra-red Targeting
Avehicle equipped with Infra-red Targeting gains the Night Vision
special rule

Flare or Chaff Launchers (
These are a single use item. A vehicle cquipped with flare or chaff
Taunchers has a 4+ invutnerable save against any damage inflicted by
missile weapons.

Lorica Thallax

A divergent form of power armour technology developed by the
Ordo Reductor of the Mechanicum for their Thallax Centuries, the
Lorica Thallax, unlike its Space Marine counterparts, is permanently
surgically bonded to the body of the wearer. It uses linked mechanical
armatures to replace the primary limbs, and a compact reactor core
weaponry. The armour is fused
directly to the spinal column and nervous system of the Thallax and

to generate power for the Thallax’s

marks them both as warriors of the Mechanicum and serves asa
symbol of their servitude.

Lorica Thallax provides a 4+ Armour save and Feel No Pain (6+),and a
model equipped with this armour may not make Sweeping Advances

Legion Vexilla and Standard

Each Space Marine maintains the ancient military tradition of the
battle standard being  rallying point and spur to glory. These icons
vary greatly from Legion to Legion depending on their particular
martial culture. Be they be a tattered flag that has weathered the shot
and shell of a hundred bardlefields, a burning steel standard or a rophy
rack bedecked with the heads of slain xenos, itis in the shadow of
such banners and icons that battles are won or lost. From the Vexilla
displaying a particular squads proud colours to the great standards of
the Legions' chapters and companics, it is beneath such banners that
countless worlds have been conquered and scores of inhuman empires
have been trampled into the dust

« Legion Vexill— A unit with a Legion Vexilla may re-roll faled
Morale checks.

« Legion Standard - All of the Controlling player's units with the
Legiones Astartes special rule within 6" of a Legion Standard
(including its bearet) are Fearless.

Legion Space Marine Bike

To some greater or lesser extent each Space Marine Legion deploys

a number of Bike and Attack Bike squadrons as battlefield scouts,
pursuit and shock troops. Some are based on venerable parterns such
as the Iron Shadow predating the Dark Age, while others, such as the
Wyvern which was developed on the far flung worlds of humanity in
tespanse to local conditions, have been considerably up-engined and
armoured for Space Marine use.

Space Marine Bikes and Attack Bikes use the standard rules found in
the Warhammer 40,000 rulebook

Legion Space Marine Scimitar Jetbike

Rare and deadly machines, whose compact and extremely powerful
grav-repellor motors are limited in production to only « handful of
sources in the galaxy-spanning Imperium, Space Marine Scimitar
Jetbikes are a glorious sight in battle, and often the last one an
enemy sees

Space Marine Scimitar Jetbikes operate under the standard rules for
Jetbikes found in the Warhammer 40,000 rulebook. Any character
model that selects a Scimitar Jetbike as an option gains both +1
Toughness and improves its Armour save to 2+ if it is lower than this

Machine Spirit

Certain vehicles of the Space Marine Legions, most notably the Land
Raider and its variants, arc outfitted with a far more powerful control
and cogitation system than usually found in armoured vehicles, whose
Machine Spirit verges on the dangerously near-sentient. This bellicose
machine-entity not only supports the crew’s actions in combat,
butalso predicts them, and can even take over if they have become
incapacitated or stunned, prosecuting its own coldly savage attacks

Avehicle equipped with a Machine Spirit gains the Power of the
Machine Spirit special rule

Missile Barrage (Elyers)

A Flyer with this rule may fire up to four of its missiles in a single turn
rather than the normal maximum of two. These still count to the total
‘maximum of four weapons it may fire at once, however, according to
the standard rules for Zooming Flyers

Mine Plough

Avehicle equipped with a mine plough rolls 2D6 when making a
Dangerous Terrain test instead of just one dice. The test is only failed if
the result of both rolls is 1s. In addition, whenever the vehicle moves
through an enemy Infantry unit as part of a Tank Shock move and is
not destroyed, the enemy unit takes D3 +1 S2 AP- hits.

Narthecium

While the Apothecary who carries this specialised medical and
alchemical gear is still alive, all Space Marine models in their squad
and any Space Marine Independent Characters that have joined it
have the Feel No Pain universal special rule.




-VOX.
m; firted intoa modified powerarmour backpack, a nuncio-vox is
beacon and communications artay thatallows a Space Marine unit o
2 i constant co-ordination with other elements of their Legion
nbexh(vlnl hb region ot in orbit high ove L This
:]J.,ws precision reinforcements 1o be deployed nearby and strikes to
e argeted with deadly accuracy.

Jfaneofthe controlling player's units wishes o arrive on the
panlefield via Deep Strike and chooses to do so within 6 of a unit
equipped witha nuncio-vox, then it will not scatter. When barrage
apans are being used by the controlling player ine of ight may
e dratn from any model in their force equipped with a nuncio-vox
sowell s he iring model itself (range i still drawn from the fiing
‘modeletc) Note that the nuncio-vox model must already be on the
(ableatthe start of the turn for it to be used (and cannot be used from
{nsideavehicle).

Power Armour.
Made from high grade composite armour plating over an augmenting
muscularure of electro-fibre bundles, power armour features its own
energy systems, sensors and environmental seals. Legiones Astartes
powerarmour is the signature wargear of the Space Marine Legions
andsubject 1o an on-going evolution in design stretching back to
the Thunder Warriors of the Unification Wars of Terra, fused with
the wisdom of the Mechanicum of Mars and technological relics
recovered over the years of the Crusade. At the outset of the Heresy,
the most common patterns employed by the Legions are the ‘Crusade’
and Maximus' types, with the ‘Iron’ pattern favoured for siege and
close assaule work, although there are considerable customised

lics and many other Legion-sp b

p: in service
Bower armour provides a 3+ Armour save.

Ramjet Diffraction Grid

Using similar technology to the flare shield, this system channels the
plasma heat and radiated waste of the Primaris-Lightning’s powerful
€0gines intoa scattering superheated plasma field in the aircraft’s wake,
leaving a fiery, comet-like trail. This reduces the Strength value of
incoming shooting attacks from its side and rear arcs by -1, but means
themodel cannot benefic from cover saves thanks to Night Fighting

Refractor Fields & Iron Halos

These devices are defensive field generators designed for personal
Protection. They encompass the wearer in an energy field or force
Batict which serves 1o refract or deflect impacts and energy
dicharges although the need for the wearer to move and fight, a5

well ag their power consumption prevents them from being anywhere
“earinviolsble 1o atack Devices of this nature are relatively rare,
£tnamong the Space Marine Legions, and are the province of
“emmanding officers and honoured champions where they are often

“1porsted into armour or amulets and pifted as a mark of favour
i0drank

: :‘tfﬁclorﬁelds provide a s+ invulnerable save.
100 halos provide a 4+ invulnerable save.

Suspensor Web

These rare and highly sophisticated devices atach 1o portable heavy
pons systems partally negating their weight (if not their bulk),
allowing therm to be wiclded in the maner of an assouls weapon,
although ata reduced effective range

Aheavy weapon with a suspensor web effectivly allows the firer
totreat the weapon as having the type Assaul rather than Heavy
{meaning that they can move and fire at full WS, etc) when frng
in the Shooting phase at targets at up to hlf the weapon's usual

maximum tange. This has no other effect, such as on Snap Shots when
charged, etc

Example: A heavy bolier with a suspensor sweb,whicl i usually a range 36
Heavy 3 weapon, can instead be wied asif it were range 18" Assault 31
ifthe player wishes in thei Shoofing phase

pon

Terminator Armour [Great Crusade Era]

Also known as Tactical Dreadnought Armour after the edict which
called itinto creation, Terminator armour s the finest protective.
vargearin the arsenal of the Space Marine Legions, affording all but
impervious protection on the bartlefield. Designed principally for
heavy assault speatheads and for fighting in the murderous confines
of space hulks, Terminator armouris based in part on the heavily
shielded industrial gear used by the Mechanicums Solar Adepts 1o
work within the blazing sun-hot interiors of plasma macro-reactors.
Several different Terminator armour patterns were developed roughly
concurrently by different Forge Worlds during the later decades of
the Great Crusade, including the Indomitus, Tartaros and Saturnine
patterns, most of which were functionally identical

Terminator armour features a powerful support exoskeleton and
internal energy supply, but pays for its unparalleled protection with
bulk A model in Terminator armour has the Relentless and Bulky
special rules, and s not able to make Sweeping Advance moves in
combat. They also may not be transported in Rhino APCs. Terminator
armour affords a 2+ Armour save and a 5+ invulnerable save

Cataphractii Pattern Terminator Armour: One of the first issued
Tactical Dreadnought armour patterns, the Cataphracti suits were
even more heavily protected than their contemporaries, with slab-
like ceramite pauldrons housing additional shield generators. This
design has the unfortunate side effect of overstraining the armour'
i g the wearer dangerously. This difference led

s

exoskeleton and slowi
1o the pattern' declining use with some Legions a the outbreak of the

Heresy,

In addition to the effects and rules listed previously for Terminator

armour, models in Cataphractii pattern armour have the Slow and

Purposeful special rules rather than the Relentless special rule, but
ased to 4+

their invulnerable save is i

oo

i
i




Ranged Weapons
Weapon Range Str
Accelerator autocantion

48
Archacotechpistol 12”6
Avengerbolt cannon 367 6

Bolter special ammunition

(Kraken boltshells) 30" 4
(Scorpiusbolr shells) 24 4
(Tempest bolt shells) 5
Combirbolier i

Conversion beamer
Upto1§" 6

18 042" 8
42" t0 72" 10
Cycloné missile liuncher
(Erag Graay
(Krak) s
Deathstorm frag launcher
48" s

Deathstorm krak launcher
488
Demolisher cannon 247 10

Dieadhammer sioge cannon
24'/48" 10

Dual reaper autocannon
6 7

Earthshaker cannon

Elcctromagnetic storm charge
Bomb 3

Executioner cannon

Fellblade accele:
(HE shell)

(AP shell)

100 9
Graviton cannon 36" Special
Graviton gun 18" Special
Grenade harness 8 3
Havoc launcher AT
Heavy Bomb Bomb €

4

4

Type

Heavy 6, Rending,
Rapid Tracking
Pistol, Master-crafted
Heawy7

Rapid Fire

Heavy 1, Rending,
Shred

Rapid Fire, Blast (3)

Rapid Fire, Twin-linked

Heavy 1, Blast (37)
Heavy 1, Blast (3°)
Heavy 1, Blast (3°)

Heavy 2, Blast (3"
Heavy 2

Heavy 1, Blast (37),
Pinning

Heavy 2
Ordnance 1
Large Blast (5)

Ordnance 1
Massive Blast (77), No
Cover Saves Allowed.

Heavy 4. Twin-linked

Ordnance 1, Barrage,
Large Blast (s%)

Heavy 1, Large
Blast (5"), Haywire,
Concussive, One Use

Heavy 3, Blast (37}

Ordnance 1,
Massive Blast (7°)

Heavy 1, Armourbane,
Blast (3")

Heavy 1,

Large Blas (5"),
Concussive,
Graviton Pulse,
Haywire

Heavy 1, Blast (3°),
Concussive, Graviton
Pulse, Haywire
Assault 2, Blast (37,
One Use

Heavy 1, Blast (3%),
Twin-linked

Heavy 1, Apocalyptic
Barrage (6), One Use

Weapon Range Str

Heayy conversion beamer
Uptox§ 6
182t 8

42 w72 10

Hyperios missile launcher

8
Tearus lascannon 96" g
laarus quad bscannon 96”9
Trad-cléanser Template 2
Irradiation engine Template 4
Kheresassauli Gannion é
Kraken penctrator heavy missile

]
Laser destroyer T
Lightning gun 8 7
Magnamelia T |

Master of Signal bombardment
Unlimited &

Medusa phosphex shell
36" s

Medusasiegegun 36" 10

Needle pistol oVRE
Neutron beam laser 36" 10
Neutron laser battery 72* 10
Phosphex bomb 6 s
Phosphex bomb cluster

Bomb 5

AP

__Deadly Cargo,

Type

Heavy 1, :
Large Blast (s,
Firing Calibration
Heavy 1,

Large Blast (57),
Eiring Calibrtion
Heavy 1,

Large Blast (57},
Firing Calibration:

Heavy 1, Skyfire,
Interceptor,

Heat Seeker

Heavy 1, Tntercepior,
Skyfire

Heavy 2, Interceptor,
Skyfire, Twin-linked
Assauli 1, Fleshbane,
Rad-phage

Heavy 1, Fleshbane,
Rad-phage, Torrent
Heavy 6, Rending

Heavy 1, Missile,

Armourbane, One Use
Ordnance 1,
Twin-linked
Heavy 1, Shred,
Rending

vy 1,
Large Blast (57), Melta

Ordnance D
Large Blast (5"

Bammage

Ordnance 1

Large Blast (5°),
Poisoned (3+),
Crawling Fire,
Lingering Death
QOrdnance 1, Barrage,
Large Blast (5)
Pistol, Poisoned,
Rending

Ordnance 2,
Concussive,

Shock Pulse
Primary Weapon
D3 (roll each time.
the weapon s fired),
Concussive, Feedback,
Shock Pulse
Assault 1, One Use,
Blast (37), Poisoned
(3+), Crawling Fire,
Lingering Death

Heavy 2, Barrage,
Bomb Cluster, |
Blast (37 Poisoned
(34), Crawling Fire, |

Lingering Death, |




Assaultz, Gets Hot

Stom launcher
(Kharybis) 2

Sinfury heavy missile 367
g

Tempestrockets 607

iawk cannon 72"

Turbo-laser destructor 96°
{W‘T" ice lauinichier 45

SR
Vekano cannon
(Fachion) 120"

Volkitecaronade 48"

£0)
45"

=
Yolkite culyerin

TS
Whitbyind launcher
Vengeance warhead) 12"

Castella varhead) 12.45°

Hiperios yarhesqy 48"

o

5

4

3

Primary Weapon ,
Massive Blast (77)
Primary Weapon 1,

__ Apocalypic Blast (107)

Salvo2/3

Heavy 2, Lance,
Blind, Gets Hot
Heavy 4

Heavy 6, Twin-linked

Heavy 4, Barrage,
Blast (3, Shell Shock
Heavy 4, Sunder
Heavy 4, Interceptor,
Skyfire, Twin-linked
Heavy 2, Twin-linked
Heavy 1, Blast (37),
Eleshbane, Rad-phage

Heavy 4, Twin-linked
Salvo 3/4

Heavy 1, Burrage,
Blast (37),
Rocket Barrage

Heavy 2, Pinning,
Twin-lin]
Heavy 1, Missile,
Large Blast (57), Blind
Gers Hor, One Use:
Heavy 1, Sunder,
One Shot

Primary Weapon 1,
Massive Blast (77)
Primary Weapon 1,
Large Blast (5”)

Heavy 2,
Large Blast (:
Primaty Weapon 1,
Large Blast (5)

Heavy 2, Deflagrate
Primary Weapon 1
Haywire, Ignores
Cover, Heavy Beam,
Deflagrate

Assault 2, Deflagrate.
Heavy 4, Deflagrate
Pistol, Deflagrate

Ordnance 1, Barrage,
Large Blast (5”)
Ordnance 1, Barrage,
Large Blast (57),
Ignores Cover Saves
Heavy 1, Skyfire,
Interceptor

40,000 rulebook:

* Autocannon

* Banle cannon

* Bolter/boligun

« Bolt pistol

* Heavy bolter

+ Combi-weapons

* Cyclone missile launcher
* Flamer

* Hand flamer

* Havoc launcher

* Heavy flamer

* Hellstrike missiles

Melee Weapons
Weapon Range &
on ge Str

Anbarié iy 2 RS

Breacher charge Special  §

Charnibal sabre - AsUser”

Chainaxe SAY Uder

Combatblade = AsUser

Lascutter 9 2 Melee, Unwieldy,

. Cumbersome

Machinator array - w1 1 Melee, Unwicldy,

s Shred, Armourbane:

Paragon blade 41 2 Melee, Murderous
Strike, Specialist
Weapon

Servoarm - 8 Z Melee, Unwieldy

Siege wrecker © 10 2 Melee,Concussive,
Wrecker, Specialist

= Lo
’7 Che full rules for thes eapans can be found in the Warkammer

+ Flamestorm cannon
+ Force weapons
* Heavy stubber

« Space Marine shotgun

* Snipernifle

+ Grenade luncher (frag & krak grenades

+ Lascannon

* Multi-laser

* Missile launcher (frag, krak & flakk missiles)
* Reaperautocannon

* Inferno pistol

« Meltagun

* Muti-melta

« Plasma pistol

« Plasma gun
« Plasma cannon
The full rules for the following close combat weapons can be
found in the Warhammer 40,000 rulebook.

« Chainfist

« Chainsword

« Heavy chainsword

+ Dreadnought close combat weapon

« Force weapons

« Lightning claws

« Power fist

« Powersword

- Poweraxe

» Power maul

« Power lance

« Thunder hammer

B o e
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Fulgrim, Primarch of the Emperor’s Children Legion

Angron, Primarch of the World Eaters Legion
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