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FENRIS

FENRIS

he planet of Fenris is a world of ice and fire,

dominated by extremes of climate and an erratic

orbit that makes it one of the most turbulent worlds

inhabited by man. For the most part its surface is
covered by water, and its tiny land masses are no more than
islands scattered sparsely upon the mighty sea. The one and
only sizeable continent, Asaheim, lies at the north pole.

Fenris is situated far to the galactic north of Earth at the edge
of the regions known as the Eye of Terror, from which come
the raiders and despoilers of the foul Chaos Gods, Fenris is
thus at the forefront of the Imperivm’s defence against Chaos,
The Space Walves maintain the vigil that began many
thousands of years ago at the close of the apocalyptic conflict
known as the Horus Heresy.

The planet of Fenris follows an extreme elliptical orbit around
its pale sun. The Great Year, the period it takes Fenris to
complete a single orbit, is approximately two Earth years long,
For much of this long year the world is tremote from its sun and
its surface remains bitterly cold. The icy oceans freeze over as
Fenris draws away from its sun, and at its Tarthest point even
the equatorial seas are covered with ice. Towards the end of
thi vear, as the planet sweeps close to the sun once morg, the
Wolf"s Eye swells in the sky and a brief spring warms the
surface of Fenris, During this period the ice retreats to the
poles and countless denizens of the deep waters emerge to
enjoy the bounty of sun-spawned plankton and other short-
lived oceanic life-forms.

As Fenris reaches its perihelion, the point at which it is closest
o the sun, the massive gravitational pull begins to affect the
planet. Aside from the rocky polar continent of Asaheim, the
land masses of Fenris are unstable and the crust of the planet is
thin, The passage of the planet close to its sun breaks and
twists the delicate sub-oceanic crust exposing the molien core
o the icy waters. With explosive violence the world is torn
asunder. Blazing islands rise from the sea spewing fire and
pouring lava down their slopes. Below the surface the waters
boil into steam which engulfs Fenris with its sulphurous
fumnes. Great tidal waves scour the coasts of Asaheim but the
mighty rock stands fast, a single changeless land amongst a
planet undergoing a savage metamorphosis. Elsewhere islands
created in the wpheaval of preceding yvears are cast into
turmoil. Some survive, but many are broken apart or
swiallowed by the sea, engulfed in the churning oceans,
casting their inhabitants into the merciless deep.

LIFE ON FENRIS

The native life-forms of Fenris are used to the annual pattern
of destruction and they have evolved ways of coping with the
endless changing of their lands, Only on the polar continent of
Asaheim are the animals protected to some degree from the
extreme climate. Here there are many unigue ¢reatures not
able to live elsewhere on Fenris including massive and
ferocious bears, gigantic herbivores, and the great Wolves of
Fenris themselves, Yet Asaheim is remote, surrounded by
clitts tens of thousands of feet high that raise it above the seas
and separate it from the oceans as one world from another,
Asaheim provides no refuge for the creatures that live beyond
its rocky confines.

Muost of the native life-forms of Fenris are creatures which
live in the sea. Many monstrous things inhabit the deep
oceans, ancient and scaly beasts that battle for supremacy
against others of their kind. Some are as large as islands and
can consume @ longship with a single swallow. Qthers are
long and serpentine, creatures that the humans of Fenris call
Sca Dragons, These will sometimes pluck a sailor from the
deck of a ship and drag him to his death in the cold waters,
Still others are 100 uncertain in form to describe accurately,
many-tentacled things with cold eyes like beacons that shine
deep below, Such is the nature of most of the creatures that
live upon Fenris. Yet even on this world there are land-living
creatures which brave the elements, living upon the islands
and hoping to survive the annual turmoil of their planet. Most
hopeful of all are the native humans, the fierce men of Fenris,

THE FENRISIANS

Although Fenris is the world of the Space Wolves the Space
Marine Chapler occupies only the island continent of Asaheim
which rises from the polar oceans like a massive pillar, sheer
and forbidding, separated from the rest of Fenris by its tall
clitfs. The remainder of Fenris is left in its wild and primitive
state and the people survive as best they can amidst the
endless seasons of ice and fire. The Space Wolves maintain a
careful watch over their barbarous subjects but never appear
openly amongst the warrior tribes. To the Fenrisians the Space
Wolves are the warriors of the gods, glimpsed only
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occasionally from afar, possessing powers magical and holy.
The lands of Asaheim are the forbidden realms of the divine,
where native legend forbids man to go. Only a warrior chosen
by the gods can enter Asaheim, and only the best of the brave
are ever chosen,

The people of Fenris are barbarians with no knowledge of
advanced technology nor of the world beyond their own
troubled horizons. They are warriors, whose survival depends
upon their skill with sword and spear. Because their world is
almost entirely covered with water they are masters of the sea.
They build mighty longships from the bone and hide of the sea
monsters they hunt. In addition, they harvest some timber
from lands old enough 1o grow mature trees. Fortunately the
vegetation of Fenris has evolved to grow quickly, and the
volcanic sca-soil of the new lands is rich and fertile. The
Fenrisians endure a savage existence which often ends in
battle against the monstrous creatures of the deep. The
competition for food is great, and the tribes are often drawn
inte conflict over the planet's precious résources.

The most valuable resource of all is land. No man knows how
much the land will change at the turning of the year.
Sometimes old islands survive the changing of the seasons,
and good fortune may preserve a tribe’s territory intact for
many years, but it is more likely that they will be broken and
destroyed, submerged beneath the ocean by the upheavals of
Fenris's fragile crust. Many islands will be reduced or
devastated so that only a few can live where before there were
many. When this happens there will be bloody war, and only
those who succeed in finding new land and establishing
themselves will survive.

When the Great Year comes round and the pale sun of Fenris
swells in the sky, whole populations take to the longships to
escape the inundation of their islands. They must settle the
newly formed lands quickly, for soon their supplies will run
out and they will have to consume their stock animals ancd
seed. If they can find no new land they must fight to take the
territories of other tribes. This continual migration resultls in
constant, bitter warfare as each tribe attempts to take
possession of, and establish supremacy over, the newly
formed lands.

It is from these hardy warriors that the Space Wolves recruit
their kind, taking only the best of the brave to become Space
Marines worthy of the Emperor,

THE SPACE WOLVES

The character of every Space Marine Chapter is moulded by
the world on which it is bascd and by the gene-seed of its
founder. The Space Wolves are a product of Fenris and their
Primarch Leman Russ. The cold, deadly world of Fenris
schools its people in survival and constant warfare. The Space
Marines are chosen from the best warriors of a warrior race
and the ablest survivors of a folk for whom each day is a
struggle to stay alive. They are hunters, seafarers, and fearless

FENRIS

warriors for whom death in battle is the most fitting end to an
honourable life. Whilst young they learn that loyalty to their
clan and their leader is the highest virtue. They carry these
qualities all their lives, and their warrior ideals become the
ideals of the Space Wolves Chapter. Born on such a hostile
world, few places in the universe hold any terror for the Space
Walves,

Leman Russ was the most ferocious of the Primarchs, a siant
cven among the Emperor’s chosen, a great brawling warrior,
fiercely loyal to his friends and a terror to his enemies. He was
said to be the most headstrong of the Primarchs but was
undoubtedly one of the most brilliant military commanders in
an age of great generals. Leman Russ vanished ten thousand
years ago, no-one knows where to. [t is said that he will return
in the Last Days to lead his people into the final battle when
Warmaster Horus, the Greal Evil One, will return from the
Eve of Terror and the forces of darkness will overwhelm the
universe. Russ's people — the Space Wolves — guard the
gateway to the Eye of Terror and wait for the last battle,

THE MAKING OF A SPACE WOLF

In the constant tribal warfare for possession of land, each
youth competes 1o catch the attention of the gods of Fenris.
The Fenrisians identify their gods with Leman Russ and with
the Emperor himself, The Space Wolves are the warriors of
the gods. the chosen companions of Russ, who will fight
alongside him in the final battle at the end of the universe.
Thus the Fenrisians have become accustomed to the bravest of
the young warriors earning a place beside the pods, vanishing
from the everyday world of Fenris and going to live in the
high realm of Asaheim.

Space Marines must be selecied young if they are to survive
the difficult transformation from a normal human to
genctically enhanced superbeing. Young warriors, eager 1o
attract the attention of the gods. fight together in a distinct




band called the Woltbrothers, The Wolfbrothers always fight
at the forefront of battle, They are keen to win honour and the
respect of their elders. They know that the eyes of their gods
are upen them, and they may be chosen (o join Russ, This
knowledge drives them to acts of extreme bravery, and many
Wolfbrothers die in battle before they reach manhood.

On Fenris strangers stalk the lands of men. They are a
frightening sight — huge, burly warriors with burning eyes,
cloaked in the pelts of the Wolves of Fenris that live only on
the island continent of Asaheim. In the long halls, tales are
told of mysterious strangers who arrive in the depths of winler
and challenge the strongest and most boastiul of the warriors
to houts of strength and drinking, The strangers always
outwrestle the strongest warmiors and outdrink the staunchest.
Omce they have fought every challenger they pick the most
worthy and take them away into the dark never (o be seen
again. Always they choose the young warriors, for only the
young can fight beside Russ in the final battle.

These same mysterious strangers can often be seen standing
on the high ground above the field of battle, Sometimes, when
the longships come ashore bringing bands of raiding warriors,

the strangers will be watching. If the battle is hard fought the
strangers may descend after the battle and choose the bravest
of the Wolfbrothers, Often those chosen are on the point of
death, but as long as their wounds are to the fore, the strangers
do not care. They take the youths away. Some say that they
vanish into the lightning, others that a great flying ship comes
down to collect them. All know that the warmiors have gone (o
join the pods

These mysterious strangers are the Wolf Priests of the Space
Wolves: the Choosers of the Valiant. The youths they pick
will be tested to become Space Wolves, If they succeed, the
gene-seed of Leman Russ will be implanted in their bodies
and they will become Space Marines. As Space Marines they
will live for hundreds of vears, if they do not die in battle, and
they will voyage through the stars to fight in wars on the other
side of the galaxy. They will fight monstrous Orks and
heinous Daemons of Chaos, They will encounter the mind-
numbing horrors of the Tyranid hive fleets and they will
endure the indescribable perils of warp space. To a man born
and raised amidst the ice and fire of Fenris, this is indeed a life
amongst the gods,

F‘(nrin is a harsh world where tribes constantly make war to
wrest ever-changing territories from the monster-infested
waters of the croel scas. Every tribe must fight for its survival, for
its existence depends upon the prowess of its warriors. The youth
of Fenris is incvitably blooded early for in a society where war is
the only constant even children must bear arms. The youth of
Fenris is doubly battle-cager, for these young wareiors hope to
earn a place amongst the Space Walves who their legends describe
a5 warriors of the gods themselves.

The Walf Pricsts of the Space Wolves wander the lands of

Fenris, massive grey-clad figures gnarled with age and battle-lore.
These fabled warriors chooss from amongst the most valiant
those who are £it to be tested, and of those whe prove worthy the
Wolf Priests select the few who will become Space Waolves.

Many are the trials which a young Fenrisian warrior must endure
before he can join the ranks of the Space Waolves, Even to carch
the eye of one of the wandering grey Wolf Priests he must do
some deed of valour which exceeds even the common bravery and
might of the Fenrisizns. The many tests will try the warrior's wit
as well as his strength, and place him in mortal dangers from
which he must emerge alive if not unscathed. Although the nature
of these trials is varied, being determined by the great conning of
the Walf Priests. the final test is always the same. This is the test
of Morkai, named after the legendary two-headed wolf that guards
the gate of death.

Some fail this final test and are claimed by Morkai and forgotten.
The trial is long. for the young warrior is taken 2 thousand miles
into the barren wastes beyond the Space Walves fortress of the
Fang. He drinks from the Cup of Wulfen, and his body absorbs
the first and most deadly gene-seed of the Space Wolves - the
unique Canis gene helix, without which none of the other gene-
seeds will work.

The Walfen sced grows fast within the warrior, splitting bone and
distorting flesh, furning man into 2 howling savage that is half
human and half wolf. The warrior hungers for flesh and his mind
is possessed with bestial instincts which averride his natural
sanity. Only one thought remains, and that is to return fo the
Fang. where his humanity can be restored by the insertion of
other gene-seeds. Many die under the curse of the Wulfen. Others
lose their way and are left to wander the barren wastes of Asaheim.
Yer some succeed, despite the multitude of wild beasts and
natural perils that lie berween them and their goal. Even years
afterwards, a Space Marine always retains a small part of the
Waulfen spirit within him, a dark memory of the savage and
bestial self that he has overcome.




THE HISTORY OF THE SPACE WOLVES

HISTORY OF THE SPACE WOLVES

he Space Wolves are one of over a thousand
Chapters of Space Marines that maintain the age-
long vigil against the enemies of mankind. They
are one of the most famous of all Chapters, and
their name and honours are known throughout the galaxy. The
Space Wolves were one of the original twenty Space Marine
gions, founded by the Emperor over 1en thousand years ago.

The Space Marine Legions were created to take part in the
Great Crusade, the Emperor’s reconquest of the galaxy which
established the Imperium as it is today. Before the Great
Crusade Earth had endured thousands of years of isolation
whilst impenetrable warp storms seethed and howled
throughout the western part of the galaxy. The Emperor was
trapped on Barth by these warp storms, and was therefore
unable to do anything but prepare his armies and make plans
for the reconguest to come.

THE PRIMARCHS

The Emperor’s first efforts were directed towards the creation
of & number of super-humans which he called the Primarchs.
The Primarchs were genetically engineered creatures,
artificial humanoids with astounding abilities. Each Primarch
was created differently, with his own unique powers. Some of
the Primarchs were made 50 as to resemble ordinary humans,
but many were of titanic proportions and strange appearance.
The Primarch experiment never reached its conclusion, as the
embryvonic creatures were spirited away by a raiding party of
Chaos Daemons which successfully pierced the raging warp
storms to reach Earth.

Before they were able to destroy the Primarchs, the Daemons
were themselves destroyed in the turmeil of the warp storms.
The Emperor was able to use his psychic powers to save the
Primarch embryos, but he was unable to return them to Earth.
The Primarchs were scattered to the winds of warp space and
lost.

The Emperor was unable to duplicate the long and arduous
work through which he had created the Primarchs. Instead,
genetic material developed during the Primarch project was
used to create the Space Marines. A number of artificially
cultured organs were re-engineered from the gene-banks of
the Primarchs. These organs were designed so thar they could
be implanted into the body of an ordinary adolescent human.
Once implanted, the organs would take root and develop
within the host's human tissues, becoming an integrated pan
of his body, Many of these organs were designed to interas
with ordinary human body tissues as they became functional,
enhancing muscle growth, stimulating mental processes, and
subtly altering the recipient into a super-human warrior.
Compared to the Primarchs whose genetically engineered

powers they inherited the Space Marines are but pale
shadows, but they are siill the most mighty of men and the
greatest of the Emperor’s loval warriors,

THE GREAT CRUSADE

From the residue genetic helices of the Primarchs the Emperor
created twenty Space Marine Legions, each utilising the
genetic material derived from one of the Primarchs. Most of
the implants were common in type and function to all twenty
Legions, but there were subtle variances in the genetic
structure due to their different origins. Thus the warriors of the
twenty Space Marine Legions echoed to some degree the
particular strengths and powers of the Primarch whose genes
were used to develop their own implants, The implants of the
Space Wolves were developed from the genetic helix of the
Primarch Leman Russ.

At this time the Emperor only knew that his embryonic
Primarchs had been spirited away by Chaotic forces — be had
no idea where they were or even whether they had survived at
all. Only later, during the Great Crusades themselves, was the
Emperor able to recover the Primarchs. By then, of course,
they had grown to adulthood amongst whatever civilisations
existed on the planets where they happened to be. Not all of
the Primarchs found themselves on advanced civilised worlds.
or even human worlds, for that marter. Leman Russ was found
and raised upon the planet of Fenris,




THE HISTORY OF THE SPACE WOLVES

During the Great Crusades the Emperor's all congquering
Space Marine Legions liberated thousands of human worlds.
Across the galaxy humanity was drawn into a single mighty
Imperium. The world of Fenris was discovered carly on, lying,
a5 it does, in the north western part of the galaxy. The youthful
Leman Russ was identified by the Emperor’s agents and
united with the Space Marine Legion that bore his genes
Legend has it that it was the Emperor himself who finally
confronted the barbaric Primarch and won his fealty by
defeating him in single combat,

Owver the following decades Leman Russ led the Space
Wolves in many wars throughout the galaxy, proving 1o be
one of the most daring and successful of the Emperor’s
generals. The world of Fenris was adopted as the home planet
of the Space Wolves, and a mighty fortress was constructed in
the mountains of the polar continent of Asaheim. This fortress
was called the Fang, and it is still reckoned to be one of the
greatest citadels of the galaxy.

THE HORUS HERESY

The Space Wolves were not the only Space Marine Legion o
be united with their genetic forebear. Gradually, all twenty
Primarchs joined the Emperor and went on (o lead their own
Legion of Space Marines. One of these Primarchs was the
Warmaster Horus, Horus was the most powerful of all the

he relationships between the many Space Marine

f_-:]:a_Fch;rzi !uw; il .|Iw1}'. ween cordial d:ﬁpiﬂ.‘ thedr

common [oyalties to the Emp::‘nr and |m]_\|::rium.
Ancient rivalries, territorial conflicts, and all manner of
circumstances exist to create discord amongst them. Few rivalries
are a5 deep-rooted or as well known as that between the Space
Walves and the Durk Angels.

According to legend, it was during the Homs Heresy that the twa
Chapters met for the first time. The history of the Dark Angels
has nothing to tell of that Chapter's role in the Hores Heresy, for
all records of its involvement were rately purged after the
conflict. The Space Wolves maintain that it was Lion EI Jonson,
Primarch of the Dark Angels, who began the feed with the Space
Wolves. Supposedly the Space Wolves and Dark Angels were
fighting al
El "Jonson
The Space

de each other when, 5|J|:f-:il;r|]'!.' and without orders,
oke ranks and led the Dark Angels into the artack.
ves fonnd their flank vnprotected, and many
warriors were slain when the enemy counter-attacked. More
E;]]i_n the ]_'I!'_!iil".lll Leman Ry s the fact that the Dark

Angels swept all before them and easily won the battle.

Primarchs and also the closest to the Emperor. He became the
Emperor’s most trusted commander and greatest friend. Horus
led not only his own Space Marine Legion, renamed the Sons
of Horus in his honour, but also a sizeable chunk of the
Imperium’s forces. Horus's armies, including several other
Space Marine Legions and their Primarchs, undertook the
conguest of the galactic north and east, and succeeded in
reclaiming many thousands of human worlds for the Emperor.
It was a time of constant conguest, and the Space Wolves too
were playing their part, though, fortunately as it tumed out, in
a different part of the galaxy.

The rebellion of Horus tore the Imperium apart at its very birth
and set Space Marine against Space Marine as Legions sided
both for and against Horus. At first, few suspected the heinous
evil that was to be revealed as the Horus Heresy, and some
Legions stood aside from the conflict, unsure of what to do.
Some of the Legions that sided with Horus did so out of a
sense of comradeship with their old Warmaster, Legend has it
that Horus denounced the Emperor, and convinced his
followers that the leader of humanity had been stricken with a
murderous insanity spawned of warp-contagion or worse still,
daemaonic possession. His loyal troops had no reason 1o doubt
Horus at the time. It was only later that some had cause to
regret their decision, but by then it was too late! For it was
Horus himself who had become corrupted in spirit. It was he
who had pledged allegiance to the Chaos Gods in retumn for
powers unimaginable to mortals, even such mortals as the
Primarchs.

The Space Wolves remained loyal 1o the Emperor throughout
the Heresy and took part in some of its most renowned
actions, From these times, ten thousand vears ago, come few
details of any certainty. It was g time of legends. It was an ape
of war, Such records as were made have not survived. and
only later chroniclers of the Administratum describe the
bloady events of those days. According to their own tradition,
the Space Wolves were pivotal in one of the early campaigns
in the war, when the entire Legion attacked and devastated the

After the conflict, hot-tempered and fearless, Russ stormed afrer
El' Jouson and sct about the Dark Angels’ leader. After a long and
close fought battle the two Primarchs collapsed with exhaustio
each swearing vengeance upon the other. Thus began the long and
bitter fend between the two Primarchs, which never really ended
and which continues to this day alter a fashic claimed that
the two m LEhT\-' Primarchs eve nl!'|_u”_1_.l became accustomed to these
personal battles, growing to respect each other and even becoming
friends. However, their pride could never allow cither of
forget their vows of vengeance. Both felt honour-bound
to try to kill the other on every occasion they met. Though
terrible wounds were suffered by both, it was probably to their

mutual relicf that neither succeeded in slaying the other.

Since the passing of these two mighty Primarchs the Space

Wolves and Dark Angels have grown ever further apart, Though

they have fought together since, and won many battles together,
thesr mutual loyaltics have done nothing to dispel their enmity.
More than once they have fought each other, and suffered greatly
as a result. Yet neither is preparcd to forget the vows of vesgeance

made by their progenitors so many years agn-




THE HISTORY OF THE SPACE WOLVES

Thousand Sons Space Marines on their homeworld of
Prospero. The Primarch of the Thousand Sons, the cyclopean
giant Magnus the Red. is said to have fought Leman Russ
whilst all around the rival Space Marines battled for
supremacy. Eventually the Thousand Sons gave way, and
Magnus the Red fled with what remained of his forces. It was
whilst pursuing the Thousand Sons that the Space Wolves lost
the thirteenth Wulfen Company. Since then the Space Walves
have never had a thirteenth Company nor has any Wolf Lord
borne the badge of the Wulfen.

THE CODEX ASTARTES

The Space Wolves were not present during the final battle for
Earth which ended the Heresy and doomed the Emperor 1o a
living death in the stasis field of his Golden Throne.
Afterwards Leman Russ was 1o rage against events that kept
him from his beloved Emperor. He led the Space Wolves deep
inside the Eye of Terror in pursuit of the renegade Space
Marine Legions of Chaos. With the enthronement of the
Emperor came a different age, and the rule of the Imperium
passed into the hands of the High Lords of Terra. Both the
High Lords and the Primarchs feared the resurgence of Chaos,
Many worlds were purged. On planets throughout the galaxy
the tainted were sought out and destroyed. Everywhere the
rapidly expanding offices of the Inquisition prospered.

Newver again could the Imperium tolerate the possibility of
Space Marine armies falling under the influence of an enemy.
The original Space Marine Legions were broken up into
smaller Chapters and a code was drawn up to redefine their
role and jurisdiction within the Imperium. This code was
called the Codex Astaries and it established the basis on which
Space Marines would operate in the future, Whereas before
the Heresy a Space Marine Legion might number ten thousand
or more warriors, under the new order each Chapter’s size was
determined at about a thousand. The original Legion survived
as a smaller Chapter and continued to keep its old name, bul
the remaining Space Marine warriors were reorganised into
new Chapters.

The new Chapters became known as the Second Founding.
These Second Founding Chapters all descend from one of the
original Legions, and so claim a genetic brotherhood with the
original Space Marines and the Primarchs. For example, the
Ultramarine Legion gave rise to not only the Ultramarine
Chapter, but also to the Eagle Warriors Chapter amongst
others. The Space Wolves were never a very large Legion and
so were divided only once, creating the ill-fated Wolfbrothers
Chapter. Perhaps the High Lords recognised the problems of
genetic instability that would plague the genetic seed of
Leman Russ, giving rise in later times to the terrible curse of
Wulfen, and therefore decided against dividing and further
spreading the Space Wolves’ genetic base.

THE INHERITANCE OF RUSS

For ten thousand vears since the end of the Horus Heresy and
the rule of the High Lords of Terra. the Space Wolves have
continued to serve the Emperor faithfully and with honour.
The Chapter has endured ages of constant battle, Tt has
survived times of anarchy within the Imperium, and periods of
occasional iselation from Earth. The Imperium itself has
weathered crises from within and without, At times it has been
deeply riven by rebellion or divided by invasion. On other
occasions tumuliuous warp storms have stranded parts of the
galaxy for hundreds of years. Through all these years of mixed
fortune the Space Wolves have held true to the vow of Leman
Russ to serve the Emperor.

It would be impossible to describe at any length the wars
fought by the Space Wolves over their ten thousand year
history. Indeed, not even their own extensive records give a
full account. Legends tell of fierce battles fought against the
Chaos Space Marines following the Horus Heresy, However,
no formal history of those times has survived. Some of the
Chapter’s earliest history is preserved only in the form of epic
sagas, tales of heroism composed by Fenrisian bards at the
courts of the Wolf Lords.

Such tales form an important part of the Space Wolves’
tradition, and it is in this form that Space Wolves warriors
habitually recall the deeds of the past. There are many
thousands of these sagas. Some seem so improbable as o be
pure invention, but most contain a germ of truth, and all are
accepted for what they are — a fitting lestament to the heroes of
the past.
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CHAPTER ORGANISATION

he Space Wolves are organised in a very different

way from most other Space Marine Chapters. The

Chapter dates from the First Founding and its

slructure owes more to the personality of Leman
Russ than it does to the Codex Astaries. It also reflects the
preferred fighting style and social organisation of the native
Fenrisians.

THE GREAT COMPANIES

The Space Wolves Chapter is divided into a dozen Great
Companies. Each company is led by a Wolf Lord, a mighty
warrior whose only master is the Great Woll himself, the
leader of the entire Chapter. Each Great Company has its own
headquarters and territory within the massive Fang foriress
which is the Chapter’s base. This individual territory is known
as the Great Company s Lair, and obviously there are twelve
such Lairs within the Fang. Each Great Company has its own
spacecraft, its own weapons, and in almost all respect it
functions as a separate, self-sufficient body of warriors. Each
Great Company has its own ancient traditions, renowned
heroes. and warrior traditions, of which it is justly proud.

Each Great Company is named after its leader or Wolfl Lord.
When a Wolf Lord is slain in bartle, a new Wolf Lord is
proclaimed, and the Great Company takes on a new name
together with its new leader. Thus the Great Companies have
no fixed identity as do the companies of other Space Marine
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COMPANY OF THE GREAT WOLF
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Chapters, but are constantly changing through the ages as one
mighty leader succeeds another, Each Woll Lord chooses as
his emblem some symbol or badge from the ancient legends of
Fenris. This symbol, usually representing a woll, becomes the
Great Company's banner and is repeated on the armour of
cach Space Marine warrior. Although there have been
thousands of Wolf Lords over the Space Waolves™ long history,
many have chosen o repeat badges or legendary figures used
by famous precursors. Amongst the most favoured emblems is
that of the Thunderwolf Drekan, which in Fenrisian legend
was defeated by the Primarch Russ and chases around the
world itself. The snarling of the Thunderwolf is said to create
the thunder of Fenriz whilst the glint of its fangs has become
the lightning.

THE COMPANY
OF THE GREAT WOLF

In addition to the twelve Great Companies there is the
household of the Space Wolves™ leader the Great Wolf
himself, This is effectively another company, but it differs
from the Great Companies in some imporiant respects. The
Company of the Great Wolf is home to all the Chapter's Wolf
Priests, Iron Priests and Rune Priests, It is also where all the
Chapter’s Space Marine Dreadnoughts are kept in stasis (o
extend their lives. The Great Wolfl™s emblem is always the
same, unlike the emblems of the Great Companies which are

Wolf
Scouts

Wolf
Priests

Iron
Priests

Rune
Priests

Chapter's
Dreadaoughts

WOLF
LORD

7th

Great

Company
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SPACE WOLVES BADGES

The Space Wolves use a large array of wolf symbols, emblems and images. Most of these
are related to the ancient legends and history of the Space Wolves, wherein are recounted
tales of the great wolf-beasts of Fenris.

& e 4b

ccording to the ancient
legends of Fenris Leman
Russ fought and tamed the greal
wolf packs of Asaheim. He cast
down the two-headed wolf
Morkai, and made him the

guardian of the gates of death, a
task which Morkai has endured
ever since, There are many stories
of how Russ fought Morkai's
licutenants, and banished each in
turn to an appointed place.

The most fearsome of all was
Blackmane, a terrifying black-
maned giant known as the Howler
in the Night, whose long howling
cry calls the souls of dead warriors
from their graves. Russ fought
Blackmane and slew him, making
his pelt into a magic cloak that
allowed him to pass into the realm
of the dead. The spirit of
Blackmane still calls to the dead,
but can no longer summon them
into the world of the living,

he badge of the Thunderwolf

is highly favoured as an
emblem by Woll Lords, It is quite
rare for ome of the Greal
Companies not to display this
symbol, and many renowned
leaders have borne this distinet
emblem into battle. It is regarded
as a very lucky symbol, and over
the centuries many Great
Companies bearing this badge
have camed everlasting fame.

According to  legend, the
Thunderwolf was one of the
ancient wolves that Russ fought
and vanguished. The Thunderwolf
ran from Russ and continues to
run to this day, forever circling the
world of Fenris. The creature can
be seen as a constellation in the
night sky fleeing across the
heavens. As he passes overhead
his howling cry is said to create
the thunder, and his flashing fangs
are the lightning.

he badge of the two-headed

wolf is an ancient and
significant symbaol for the Space
Wolves, It is frequently adopted
by a Wolf Lord as his personal
emblem, and it is therefore often
borne by one of the Chapter’s
Great Companies. The two-
headed woll represents both
Morkai, the guardian of the gates
of death, and Freki and Geri, the
legendary companion wolves of
Russ himself,

The badge of the Great Grey Wolf

represents Leman Russ, Used on
the Chapter’s Greal Company
banners, it is the traditional icon
of the Great Wolf.
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the personal badges of their Wolf Lords, This is the Wolf That
Stalks Between Stars: the ancient badge of Russ himself and
the symbol carried on the Chapter’s banner. At the ¢urrent
time the Great Wolf Logan Grimnar rules over the Space
Wolves. He is the latest in a line of Space Marine masters that
stretehes back to the Great Crusades and the time of the Space
Wolves' founder the Primarch Leman Russ. Logan Grimnar is
one of the Imperium’s oldest and most powerful warriors.
This cunning and fieree old man has led the Space Wolves for
aver five centuries, but even this incredible span is no record
amongst the long-lived Space Marines.

SPACE WOLVES WARRIORS

Each Great Company is led by its Wolf Lord, a potent hero
who has earned his place by dint of valiant deeds and proven
wisdom. When the Chapter’s leader the Great Wolf dies the
entire Chapter selects his successor from amongst the twelve
Wolf Lords.

Every Wolf Lord has a personal retinue of picked Space
Marine warriors called the Wolf Guard. The Wolf Guard
accompanies its Wolf Lord in battle, and consists of the most
mighty warriors in the Great Company. The remaining troops
in each Great Company are divided into three groups of Space
Wolves warriors: the Grey Hunters, the Blood Claws and the
Long Fangs. Grey Hunters are proven warriors of ability;
Blood Claws are glory-hungry young warriors: Long Fangs
are older. steadfast warriors armed with heavy weapons.

Warriors of the Great Companies fight in squads known as
packs. In battle Space Wolves risk their lives for their pack-
brothers without a second’s thought. This creates debts of
honour and friendship that may take a life-time to repay. Even
after pack-brothers have moved on through promotion or have
been assigned to other dutics, these bonds remain. Thus Great
Companies are bound together by chains of honour and
loyalty stronger than tempered steel.

As a Space Wolves warrior becomes older and increasingly
battle-wise his role within the Great Company changes. At
first he fights with the Blood Claws. where hand-to-hand
combat is all important, and where hot-blooded aggression is
directed into tasks such as seizing enemy outposts and driving
foes oul of forward positions. As a Space Wolves warrior
arows older his hair becomes progressively grey and his fangs
lengthen as a result of a genetic flaw in the Space Wolves'
gene-seed. Even his skin becomes ever more tanned and
leathery, and, of course, he acquires the inevitable scars of
combat. Mature Space Wolves who are innured to battle and
at the peak of their powers are called Grey Hunters. Grey
Hunters make up the majority of the Great Companies. They
are experienced warriors, dour and sombre, proud of their
skills, and rightly honoured by their younger comrades. The
oldest warriors are called Long Fangs in recognition of their
great age and experience. Their fangs are even longer than
other Space Wolves', and their grizzled hair may have turned
to colour of the ashen Fenrisian sky. Long Fangs are battle-
wise and cunning, they are steadfast in adversity and it is said
they are always the last to retreat from a battle.

CHAPTER ORGANISATION

PRIESTS
OF THE SPACE WOLVES

The Space Waolves revere the Emperor as the greatest warrior
of all time, the only man ever o best the great Leman Russ in
hand-to-hand combat. The Space Wolves are nol a deeply
religious Chapter. a fact which stirs some ill feeling amongst
the ranks of the Adeptus. Like the native Fenrisians, they
expect little of their gods and rely instead uwpon their own
efforts and valour. When the Space Wolves call upon Russ or
the Emperor in battle, it is to witness of the deeds of men and
to judge the souls of the fallen. These fierce warriors have
little patience with what they see as the fawning superstitions
of the Adeptus. Their own cults are rough and ready. designed
to serve a fighting man in life and beyond.

There are three kinds of Space Wolves Priest, namely the
Wolf Priests, the Iron Priests, and the Rune Priests, All three
tend the shrines of Russ and take their part in preserving the
ancient sagas which are the Space Wolves® equivalent of
sacred books. All are independent-minded warriors with
particular gifts to offer their Chapter. All three belong cutside
the main organisation of the Chapter. They live within the
Fang, the massive fortress of the Space Wolves, in their own
halls and shrines, with their own households of bondsmen, Tt
is the sole honour of the Great Wolf himself to provide the
Space Wolves Priests with all they need, and in return they act
as his councillors and advise him in all matters concerning
peace and war.

The Wolf Pricsts are learnaed in the ways of medicine and bio-
mechanics, and they fulfil a similar role to Apothecaries in
other Chapters. At the same time they are spiritual guides of
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the Space Wolves, and in particular of the young Wolf Scouts
who they recruit from amongst the native Fenrisians. They are
highly honoured and trusted figures amongst all the Space
Wolves., Even the most proud of Wolf Lords bows before a
Wolf Priest and will step aside from his path.

The Iron Priests are masters of the forge and armoury, their
expertise is with technical matters and their role is akin (o tha
of Techmarines in other Chapters. Like Techmarines they
spend several years with the Tech Priests of the Adeptus
Mechanicus on Mars where they leam the innermost secrets of
arcane mechanics. Without them (o0 maintain the Chapter s
spacecraft would soon become unspaceworthy. the Fang
would crumble, and the Chapter itself would die.

The Rune Priests are the strangest of all the priests of the
Space Wolves. Like the Librarians of other Chapters they

ke wolves of Fenris arc amongst the most
vicous predators in the known universe. They
arc massive creatures easily 2s large as a horse.
Legends tell of creatures larger still, whose jaws are
capable of crushing steel and whose teeth are as huge
as tree trunks. These creatures roam the wastes of

Fenris. They are numerous in the vast Jands of
Asaheim that lie around the foot of the Mountains

of Fangard upon whose peaks stands the Space
Waolves fortress of the Fang. The Wolves of Fenris
arc more intclligent by far than ordinary wolves. It
is said that they are led by 2 great king of their kind,
a wolf black as the night as a big as 2 mountain who
is called Kiarg King of Wolfkind.

have powerful psychic abilities, but unlike Librarians their
powers are based upon the shamanistic rune magic of the
natives of Fenris. The Rune Priests use runes to concentrate
and develop their powers, and their armour is enscribed with
patlerns of interwoven runes that form a complex psychic web
attuned to the Rune Priest’s own mind.

WOLF SCOUTS

Every Chapter of Space Marines must recriit new warriors
into its ranks in order to survive. The process varies from
Chapter to Chapter, many recruiting from their own world or
worlds. Whatever the tradition of a particular Chapter,
warriors must alwavs be chosen when they are still young,
before their bodies become too mature to accept the many bio-
implants which will turn them into Space Marines. This
procedure of implantation is just the beginning, for it takes
several years for the genetic implants to turn an ordinary
human into a full Space Marine. During those years the
warrior is known as a Space Marine Scout - he is neither fully
a Space Marine nor entirely human.

A Space Marine Scout has much to learn. Not only must he
hecome accustomed to the many biologically engineered
enhancements which are at work on his body, but he must
learn the litany of battle which will fortify and strengthen him.
He will undergo several phases of initiation into the Chapter’s
own secret cults, and he will learn how to use the battle gear
on which his life will ultimately depend. Most importantly of
all, he will get his first chance to fight in battle.

Space Marine Scouts are neither as tough nor as experienced
as full Space Marines, Scouts can fight alongside other Space
Marines in the main battle-lines, and often do so, Indeed,
every Chapter has its tales of valiant actions by Scouts pressed
into front line service during moments of desperation, On the
whaole, however, Scouts fight as lightly armed skirmishers.
Their duties are to infiltrate the enemy positions or to fight as
skirmishers ahead of the rest of the Chapter. Operating behind
enemy lines, Scouts set ambushes for unwary foes, spy out the
enemy’s movements, and gather what information they can
about their opponent’s plans. Sometimes Scouts will pounce
unseen within an enemy camp, capturing a commander for
interrogation or sabolaging equipment and supplies. Striking
fast and hard. the Scouts accomplish their mission and vanish
before the enemy has the chance to retaliate in force.

Amongst the Space Wolves Chapter the Scouts are known as
Wolf Scouts. Once he is chosen from the ranks of young
Fenrisian Wolfbrothers a human warrior must undergo the
ritual trials of the Space Wolves before he is finally accepted
into the Chapter. Once accepted, the genetic implantation and
induction begins. The warrior has taken the first step to
becoming a fully fledzed Space Wolves warrior,

A Wolf Scout is placed under the tutelage of one of the
Chapter’s Wolf Priests who will appoint a grizzled old
sergeant to oversee his induction and training. These sergeants
lead the Wolf Scouts in battle. Not yet ready to join a Great
Company. the young Scout lives alongside other Wolf Scouts,
in one of the cavernous halls of the Fang. Here the warriors
eat, sleep, practice their swordsmanship, and learn the sagas of
the Space Wolves. Only after the Wolf Scout has proven
himself in combat will his sergeant judge him worthy of the
title Space Marine, and pronounce him ready to join one of the
Gireat Companies.
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eep within the heart of the Fang, the huge and

impregnable fortress of the Space Wolves. is a

series of vaulted chambers. These ancient

chambers are labyrinthine in construction,
sprawling many miles underground. Here there is no light and
few of the living Space Wolves ever venture into the darkness,
for this is the resting place of fallen warriors. This is where the
Chapter's Dreadnoughts slumber, awaiting the call to arms
from the Great Wolf.

A Dreadnought is neither flesh nor metal, neither human nor
machine, but a mechanical body driven by a living mind.
Dreadnoughts are ancieni constructions, their core programs
and mechanical components created many centuries ago by the
Adeptus Mechanicus. Over the millennia these machines have
been carefully maintained. modified. and lovingly embellished
by the Chapter's craftsmen. Every Dreadnought is different,
each a testament to the many heroes who have inhabited its
shell over the centuries.

Within each Dreadnought is embedded the remnants of a
barely living hero. Wounded unto the point of death. the
warrior is bio-meshed into the shell of a vacant Dreadnought.
A man may live within a Dreadnought for many centuries
sustained by its hio-mechanisms., His consciousness is
preserved by the complex interaction of flesh and machine,
and his memories gradually fix themselves within the
Dreadnought’s core program. What remains of the warrior’s
body is uncertain, for as the centurics pass the body
degenerates into a mere husk, and the mind within grows
increasingly sluggish and detached from the real world,

The Space Wolf Dreadnoughts spend most of their time in
sleep beneath the Fang, and are only awakened when they are
needed in battle. During such times the Tron Priests descend
into the crypts and choose the sirongest Dreadnoughts for the

D ccp within the Space Wolves' fortress of the Fang 15 a
chamber of adamantium. It iz shielded by a stasis-
generator which twists time around the chamber's impenetrable
shell. Within the chamber time has almost ceased to exist, so
slowly do the fractions of seconds leak through the temporal
defences, This shicld was dey
using the most arcane technology of ancther age. Since then it
has been religiously maintained by the bondsmen of the Space
Walves, constantly repaired and lovingly perpetuated as if it were

many thonsands of years ago

a shrine.

And a shrine it is. of sorts, for here dwells the legendary Bjom
the Fell-Handed, aldest and most honoured of all living Space
Marines, When Leman Russ fought alongside the Space Wolves
Bjorn was 2 young Blood Claw full of the fury of hattle, During
the Space Wolves” many battles against the Thousand Sons,

Bjom grew older and wiser, and carned many honours. OF his

deeds the sagas of the Space Wolves still sing, and many a
warrior has drawn ||:|:_.p|:ra.l_i:':m from the lcgcnd:i ol I{j‘l‘JIEI the Fell-
Handed. He lives still, after a fashion, for after sustaining martal

wounds in combat his body was hio-enginecred into a

forthcoming conflict. As the process of achieving full
consciousness is very demanding, it is only possible o
awaken 2 Dreadnought maybe once every ten years or so. The
older a Dreadnought is the harder it is to awaken, and the
longer it takes to recover before it is ready for another battle.
Although there arc as many as a hundred or more
Dreadnoughts beneath the Fang, the Great Wolf must be
careful how he uses them. To commit more than a handful at
once would be a rare and momentous event,

When a Dreadnought is destroyed in battle it is a terrible loss
for the Chapter. Its warrior may be many hundreds or even
thousands of years old, often the sole remaining witness to
great events in the Chapter’s history. The Space Wolves
always try to recover the wreckage of a destroyed
Dreadnought, so that the warrior’s body can be interred in an
honourcd shrine within the Chapter’'s mausoleum. As
Dreadnoughts are rarc they are always repaired where

"possible, belore they are used to preserve the life of another

fallen hero. Fortunately the Dreadnought’s central processors
are encased in adamantium, and more often than not the
previous inhabitants’ memories are absorbed into the core
program. As a result the new inhabitant will have access (o
some of the memories of all the previous inhabitants. These
ghost-like shadow memories gradually accumulate into the
Dreadnought, endowing it with a multiple personality as well
as the wisdom and courage of dozens of fighting men.

Dreadnounght. Within his metal cask Byorn weat o fight further
hattles over many centuries. Eventually his mind began to drift
into un:uding 5.||:c|:|._ for even mortal flesh and metal cannat live

forever.

As the aldest and most honoured of Dreadooughis Bjora the
Fell- Handed was lock

adamantivm enclosed within a stasis shell. There this ancient

into his shrine, a chamber of purest

warrior spends centuries in dormancy, awaiting the promised
retorn of his master Leman Russ. He wakes only rarely, for the
Rune Pricsts are reluctant to disturb this O0d One from his stare
of reat. As the centuries pass he wakes [ess often, 25 his mind
retrests from the living world and his spirit draws increasingly
shadowy. When he gathers strength to lesve his sleep he speaks
long with the Woll Lords and Rune Priests, and learns what he
can of the Chapter’s recent affairs and fortunes. 1f the Space
Walves are lucky Bom will tell sagas from the past. tales of
heroism and events often forgotien over the zges, Within the data
banks of his Dreadnought body are stored all the sagas ever told,
cherished memories poing beck 1o the Horus Heresy itself.
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jorn stood on the topmost level of the Fang

B and wondered what it would be like to

breathe again, to walk open-faced beneath
the cold, dark sky, to hold a bolter in his fist and feel
the kick when he pulled the trigger. He swivelled his
head to one side, aware of the hum of hydraulics and
the slow shifting of the ancient cogs and gears.

He could rotate his field of vision through three
hundred and sixty degrees if he wanted to, but
somehow that felt wrong,. It never ceased to amaze
him how the millennia-old reflexes of his body still
tricked him after all these years, just as the appetites
of his body still lived long after he had outlived his
ability to fulfil them. There were times when he still
craved the raw bloody taste of bear steak. There were
times when all he wanted to do was down a huge
stein of foaming ale. When he had stepped out
through an airlock into the airless heights above the
waorld he had still felt an urge to hold his breath. He
laughed inwardly and admired the view. Old fool, he
thought. Be grateful for what you have.

The long curve of the world's horizon filled his
vision. Below him he could see cyclones of cloud
swirling across the endless ice. A blizzard was
blowing in from the Sea of Storms. From up here he
could see it as well as any weather satellite. He upped
the magnification of his eyes and studied the pattern.
Yes, no doubt about it, a big storm was coming,.

He hoped that this was not an omen. He hoped that
this had nothing to do with the reason why the Great
Wolf had woken him from his centuries of sleep. He
feared this was not the case. The young ones woke
him only in times of direst necessity now, and that
was something he appreciated. He liked being alone
with his dreams.

There were times when he wondered if that was all
they were. Had there really been a time when he had
worn the flesh, when his body had lived and

breathed and walked among men?

Had he really once watched Russ stand on the Ice
Flain of Skagarak and command his roaring host of
warriors to board those gleaming silver starships?
Had he really fought his way right across the galaxy
from Fenris to distant Earth, during the dark days of
the Horus Heresy? There were times when some of
those long gone memories seemed little more than
fever dreams.

Yet there were some memories that still burned as
bright in his memory banks as the day when they
happened. He could remember the faces of long dead
comrades, The shouts of aeons’ old warcries still
echoed through his mind. He could remember the
smell of blood and death on Tallarn, and the sight of
Titans marching to battle across the blazing desert.
He could remember the Burning of Prospero and the
flight of the Thousand Sons. He could remember the
ruins of Earth, and the mangled form of the Emperor
being placed within his golden throne by Rogal Dorn.

He could remember things that were only legends to
those who lived today. But mostly what he
remembered was Russ, his Primarch: the roaring,
roistering giant he had followed across a hundred
worlds in those ancient days. By all that was sacred,
had there ever been another such man? He doubted
it. Russ had been a giant, and there were no more
giants left. It seemed impaossible to believe that such a
one as Russ could die. He had burned with life and
power and pride.

Bjorn did not believe that he was dead. The power of
the Primarch transcended mere mortality. He knew
that somehow Russ would defy time and come back
to the Fang one day.

He felt the airlock door open behind him, and
watched the escaped air cloud crystallize. Droplets of
moisture condensed on his carapace and ran down
his faceplate like tears. He turned and looked at the
open door and saw the towering figure of the Rune
Priest that waited behind the transparent inner lock.
The man looked gnarled and ancient beyond words.
Bjorn found it hard to believe that the priest had not
yet been born when last he had woken.

With powerful mechanical strides he walked back
towards the airlock, and stepped inside. The door
hissed shut behind him, cloudy air filtered into the
chamber. The transparent inner door slid open.

“The Great Wolf wishes to see you now, Lord,” said
the Rune Priest. Bjorn studied the man. The
reverential expression there would seemed more at
home on the face of an Aspirant than on that gnarled
and lined visage. 1 shall take you to him.”

“There's no need,” he said. “T know the way.”

Filled with ancient confidence and power he strode
through the halls of the Fang, like the still-living
ghost of ancient days.




FANGS OF THE WOLF

By Andy Chambers & Jervis Johnson

INTRODUCTION

This hard-fought encounter took place between a Space Wolf

army commanded by Andy Chambers in the guise of Ragnar
Blackmane, and the Ork Horde of Ghazghkull Thraka, ably
impersonated on this eccasion by Jervis Johnson. The battle
was one of many fought during the course of the development
of the Warhammer 40,000 game and the creation of the Space
Wolves range of models.

The game was played on one of the 8' x 4' tables at the Games
Workshop Studio and took abowt five hours once both sides
had deployed. As is usual when playing a game for
publication, copious notes were taken during play and polaroid
photographs were shot every turn. This enabled the
participants to recreate the battle later and to arrange the staged
photographs that you see here. [t is pretty much impossible (o
play a game and take decent photographs at the same time, so
we always adopt this technigue which allows us to have a
proper battle and illustrate the resull with good quality
photographs of the vital moves,

The first thing we needed to do was set up the terrain for the
battle. We particularly wanted to use the new ruins and rocky
columns as these had just been completed by Adrian Wild, our
resident model maker. A similar effect could be obtained with
the card ruins from the Warhammer 40,000 game itself. For
this battle we set the scenery up between us, as we had already
decided we wanted an intense shoot-oul around the ruins
themselves. This would also curtail the effectiveness of the
longer ranged weaponry, as the dense terrain would reduce the
available lines of sight.

Because both the Space Wolves and Orks are very close-
combat oriented this arrangement promised a good scrap over
the central area of the battlefield. Generally speaking, this is a
good way to set up your scenery no matter what armies are
fighting. If you use lots of scenery and make sure there is
plenty of cover in the centre of the table it will force both
players to manoeuvre for position. Each piece of terrain
becomes important as a position from which vou can shoot.
This is infinitely preferable to a game with little scenery where
players ¢ling to their base lines shooting at the enemy with
heavy weapans.

For this particular battle we invented a specific scenario [0
make the game more interesting, A Dark Angels Space Maring
Predator has been lost in no-mans land between Ork and

Imperial forces on the world of Golgotha. The Predator carries
vital plans and troop dispositions which must be recovered or
destroyed before the Orks can capture them. Unfortunately the
Predator’s crew has been killed by a rogue swarm of killer
Buzz squigs. and now a mob of looting Gretchin has
discovered the vehicle and news of its importance has reached
the Ork Warlord Ghazghkull Thraka,

Realising that it would be disastrous for such information to
fall into the hands of the notorious Ghazghkull, Wolf Lord
Ragnar Blackmane and a force of Space Wolves advances
rapidly towards the area. The Space Wolves are altempting (o
recover the plans, or at the very least o prevent them falling
into the hands of the Orks, The fact that the plans have been
lost by the Space Wolves® greatest rivals, the Dark Angels
Chapter, is added incentive for Ragnar Blackmane to save the
day and prove the worth of the Space Wolves once more!
Even as the Space Wolves advance, an Ork force led by
Ghazghkull approaches from the opposite direction,

We decided that to win the game one side or other would have
to recover the plans and get them out of danger. To do this a
model must be moved inside the Predator to get the plans, and
then the model must be retreated away from the battle, exiting
by the plaver’s own table edge. Alternatively, if a vehicle
crew could be moved inside the Predator it could be driven off
the player’s table edge for victory. We decided that any
models climbing into the Predator would forfeit their shooting
phase whilst they recovered plans or readied the vehicle, The
Predator is drivable and its weaponry operational. Due to s
alien construction, the Orks are only permitied (o drive or
operate the Predator if there is an Ork Mekboy on board, In
the case of the Space Marines any model could act as a
crewman.

All of these conditions were mutually agreed before the game
began. It is a simple matter to invent a scenario like this, and it
makes the game far more interesting, The Warhammer 40,000
game has special Mission cards which can also be used 1o
establish the broad objectives of each side, but even so, it is
well worth inventing your own scenarios now and again.
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WAA GHAZGHKULL!
(Jervis Johnson)

For this battle I took command of a Goff warband from our
Studio Ork army. It forms the core of our Ork army and is
therefore a force I'm quite familiar with. Most importantly,
the Orks are led by Ghazghkull Thraka, a special Ork
character with better than usual characteristics and some
potent weaponry, His abilities would undoubtedly prove
useful during the game, He is also the only character available
who would be able to fight Ragnar Blackmane or Ulrik the
Slayer on anything like equal terms.

Ghazghkull’s faithful warband includes a Mekaniak (Gorbog)
and a Runtherd (Grotslag). The force also includes a sirange
Ork weapon, the Shokk Attack Gun, which I was looking
forward to using for the first time. The Shokk Attack Gun is
not described in the main Warhammer 40,000 game (it's
featured in the Ork Codex) so we were anxious to see just how
effective it would prove. The Shokk Attack Gun is a kind of
teleporter that projects an attack mob of enraged Snotlings
amongst the enemy.

When using the Ork army in the past I'd found that it is best to
organise the Orks into fairly large mobs rather than several
smaller ones. This is primarily because larger mobs are harder
to break. [ decided to use a twenty-strong mob of Goffs as the
main foree in my army. At this stage in the development of
Warhammer 40,000 we were in the course of designing the
army lists, and [ was still allowed a fairly flexible combination
of weapons including two different heavy weapons in the
maob. I therefore included both a heavy plasma gun and heavy
bolter. Since playing this game the army lists have been
revised so that the different Ork mobs are now significantly
different in the way they are armed, and astute players will
realise that my mob does not therefore conform to the Codex
Army Lists!

I decided to break with my usual practice and include a
number of Ork vehicles in the form of a warbuggy, two war
bikes and a wartrak. I also added in the Ork Dreadnought to
form a powerful armoured core to the army.

DA PLAN

Unlike many of the Warhammer 40,000 games | had played in
the past, where the objective was simply to wipe out the
enemy, this game had a very specific set of victory conditions.
Somehow or other I had to get the plans that were in the
wrecked Predator off my edge of the table in order to win the
game. An added problem for my Orks was that only
Mekaniaks could drive the Predator, unlike the superbly
trained Space Marines, who were allowed to use any of their
madels to perform the same action.

Eearing this in mind, I decided to set up the vast bulk of my
force as close to the Predator as I could get them. My largest
single unit was the Goffs, so I set these up first right opposite
the Predator and the full 12" in from my table edge that [ was
allowed. T hoped that the Goffs would be able to overwhelm

any Space Marines near the Predator, but [ also wanted to use
them to draw fire away from my other mobs. The Goffs, being
a big unit, were perfectly capable of sustaining a large number
of casualties without breaking. As they also had a lower
proportion of heavy weapons than my other mobz, they would
also act as a good ‘skirmish’' screen to lead the antack.

The next unit [ set up was the Evil Sunz. These went to the left
of the Goffs, partially to support their flank, but mainly
because the mob included & Mekaniak who could drive the
Predator. As the Evil Sunz had relatively few heavy weapons [
wouldn't mind keeping them moving to support the Goffs, and
if I could get the Mek into the Predator [ would have the game
SEWTL U,

By now 1 had set up over 30 miniatures — almost as many
models as in the entire Space Marine force — and was rapidly
running out of room on my left flank for further *front line’
units 1o take part in the attack on the Predator. Because of this
I decided to use my remaining assault units — namely
Ghazghkull, the Goff Nobs and the vehicles — to launch a
flank attack on my right. I was fairly certain that Andy would
place his heavy weapons on the large hill facing the right hand
side of my table, where they would have a good line of sight 1o
the Predator and I hoped that my fast moving mechanised
units would be able to overrun this position. Then they could
sweep on round behind the Space Marines who would be
attacking the Predator and fall on them from behind.

The next two units I set up were my Death Skulls and the
Shokk Attack Gun team. These units were equipped with
heavy weapons and would provide almost all of the
supporting fire for the attack. 1 therefore placed them on the
two hills on my edge of the table where they could see as
much of the battlefield as possible. The Gretchin joined the
Shokk Artack Gun team on the hill on my left to act as a
screen for that weapon while the Death Skulls were set up in
cover on the rocky hill that they occupied. T hoped that neither
unit would have to move at all over the course of the battle
from these dominating and well-protected positions, This
meant that they would be able to keep up a constant barrage of
fire with their heavy weapons.

This left me with the Bad Moons and the Dreadnought to set
up. As I didn’t have enough room to fit them in the front line
with my Evil Sunz and Goffs, I decided to place them in
support, just behind the main attacking mobs. The Bad
Moons' heavy weapons were placed on the same hill as the
Shokk Attack Gun so they could provide extra supporting fire.

My overall plan, then, was a simple and direct one, as befits a
large but unwieldy army like the Orks. My Goffs and Evil
Sunz, supported by the Bad Moons, would rush forward and
swamp any Space Marines near the Predator. The Mekaniak
would then grab the plans and either drive or run with them for
my edge of the table. On the right Ghazghkull, the Nobz and
the vehicles would overrun the large hill opposite my right
and then swing round in support of the attack on the Predator.
Finally, the Shokk Attack Gun and Death Skulls would lay
down heavy weapons fire in support of these two attacks and
try to force the Space Marines to keep their heads down,
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GHAZGHKULL THRAKA’S ORK WARBAND

GROTNOB™S DEATH SKULL MOB
Grotnob — Nob, plasma pistol, power armour, bolt pistol. 3 Death Skulls -
flak armour, bolters, 2 Death Skulls — flak armour, heavy bolters, balt
pistols. 2 Death Skulls — flak armour, heavy stubbers, bolt pistols. 1 Death
Skull - flak armour, heavy plasma gun, bolt pistol.

GOFF BIGMODB
15 Goffs — flak armour, bolters, bolt pistol & frag stikk bomz. 5 Skarboyz
= flak armour, bolters, bolt pistols & frag stikk bomz (1 with a heavy
plasma gun and 1 with a heavy bolter)
GROG’'S EVIL SUNZ MOB

Grrog — Nob, flak armour, bolt pistol, power fist. 7 Evil Sunz - flak armour,
bolters, bolt pistols, 1 Evil Sun - flak armour, multi-melta, bolt pistol,
Mekaniak — flak armour, kustom meltagun, bolt pistel, refrakior fiald.

MORGOG'S BAD MOON MOB
Maorgog - Bighoss, power armour, kombi-weapon, 6 Bad Moons - flak

armour, bolters. 1 Bad Moon — flak armour, lascannen, bolt pistol.
1 Bad Moon — flak armour, autocannon, bolt pistol,
SHOKK ATTACK TEAM
Mekaniak - flak armour, Shokk Attack Gun, bolt pistol.
o Runtherd: flak armour, bolt pistol, whip.
‘ﬁ 4 Snotling bases
5 Gretchin

Welrdboy - flak armour.
. 2 Minderz — flak armour, bolters.

o000 00000 000

VEHICLES
Kaptin — flak armour, bolt pastol.
5 Orks — flak armour, bolt pistols,

1 Warbuggy

2 Warhikes

1 Wartrak

GHAZGHREULL'S MOB

Warlord Ghazghkull Thraka & his
Gretchin sidekick Makari — kustom
meltagun, kustom bolter, power
swinnd.

MNobz Mob: 6 Goflf Nobz — power
armour, boltguns, bolt pistols, power
fists, bionik bitz, frag and krak
stikkbomz, buzz bombs, knives, clubs
and swords etc.

1 Painboy
Ghazghkull's Battlewagon
1 Dreadnought
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SPACE WOLF BATTLEPLAN
{Andy Chambers)

This was the first time for ages that I'd fought a Warhammer
40,000 battle against the Orks. 1 knew that Jervis's Ork force
was very numerous, and would include a bigmob of about
twenty Goffs and several other large mobs of Boyz, Warbikes
and wartraks would doubtless also be in evidence, as well as a
Dreadnought or two, Against this major force of Orks T could
muster only a handful of Space Wolf packs, one of Blood
Claws, one of Grey Hunters and one of Long Fangs,
Fortunately, 1 could call upon the not inconsiderable prowess
of Ragnar Blackmane, Brother Ulrik, Njal Stormcaller and the
Woll Guard to toughen up the wolf brothers. 1 was tempted to
included some brother Marines from the Ultramarines or the
Blood Angels to increase my firepower. However, the number
of troops the Orks would field and the closeness of the terrain
meant close combat was inevitable and [ decided that a purely
Space Wolf force would be better suited to fighting its way to
the objective and back.

After totalling up the value of my three squads [ began to add
on the extra points for weapon upgrades and changes to my
units. I equipped the Blood Claws with a particularly deadly
combination of ¢lose combat weapons such as power fists,
plasma pistols, hand flamers, power swords and the like. [ also
equipped five of my Grey Hunters with assorted close combat
weapons. The Long Fangs’ sergeant was armed with a power
axe and one was given a lascannon to give them some exira
punch against any Ork vehicles or Dreadnoughts. The
additional cost of these weapon upgrades meant that I'd spent
over half my points on squads but T thought that it was well
worth the cost,

I toyed with the idea of using some vehicle support such as our
Blood Angel land speeder or Dreadnought but [ had a feeling
the terrain was a bit too tight to risk running into Orks at close
quarters. If they were equipped with krak stikkbomz the
results would be very painful.

MNext 1 added on the points for Ragnar, Ulrik and Njal - T felt
confident that they would pay for themselves once battle was
joined. Ragnar in particular is very tough in hand-to-hand
combat. Brother Ulrik would ensure I had no morale
problems, and Njal's powerful psychic abilities would also
hopefully help to redress the balance against the Orkish
hordes. I spent the bulk of my remaining points on four Wolf
Guard in Terminator armour, arming one with a heavy flamer
and one with the rightly feared assault cannon.

I couldn’t quite afford the Wolf Guard sergeant. so [ used my
remaining points to buy extra equipment. [ bought the Long
Fangs a supply of plasma missiles and supplied krak grenades
to five of the Grey Hunters. I gave photon flash flares to the
Blood Claws (these are particularly useful for close combat
troops as they can be used at close guarters without fear of
accidentally blinding the Space Marines). This gobbled up my
remaining points nicely, so now [ just had to organise my
troops for the task in hand,

I decided to break the Grey Hunters and Blood Claws down
into battle squads which would supply me with a total of five
five-man squads, T also divided the squads so as to ensure that
I obtained the best mixture of weapons. For example, the Grey
Hunters were split into one battle squad armed with bolters
and krak grenades and the other armed with bolters and elose
combat weapons led by the sergeant, 1 divided the Wolf Guard
amongst the Grey Hunters and Blood Claws so that one would
accompany each baitle squad, This would give each squad; in
effect, a small Dreadnought to support them!

THE BATTLE PLAN

[ didn't have too much time to think about my plan and
deployment, so 1 decided 1o take a direct approach to the
problem. T wanted to start the game with as large a part of my
force hidden as possible. This would enable me to avoid
taking too many casualties if the Orks won the first turn. This
strictly limited where 1 could deploy because the hidden units
have to be placed in cover.

I knew that because the Orks vastly outnumbered me, [ would
need to avoid big attritional gun battles at all costs and use
plenty of cover to cut down on the effectiveness of the Orks’
fire. Of course, the Space Wolves truly excel at close combat,
s0 [ had no fears about getting to grips with the Orks at close
quarters, even though sheer weight in numbers can sometimes
bring down the toughest individual.

I placed Ragnar with a battle squad of Blood Claws in hiding
behind the low hill next to the swamp. They were supported
by Wolf Guard Olaf, armed with the heavy flamer. [ reasoned
that this squad would be the one most likely to get into close
combat with the Orks, hence the placement of Ragnar and
Olaf here. Also hidden amongst the craters behind the ruined
temple were the Grey Hunter battle squad armed with close
combat weapons and the other Blood Claw battle squad,
These were accompanied by Brother Ulrik plus Thorolf and
Gunnar,

I placed the Long Fangs on overwatch up on the rocky hill on
my left flank. From here they would have a good field of fire
across the battlefield and also some cover against enemy fire. I
placed the other battle squad of Grey Hunters (also in
overwatch) on the slopes behind them to guard the Long
Fangs' flank against any Orks who tried to sweep round the
rocks. T also reinforced this group with Njal Stormealler and
Wolf Guard Egil because they were rather out on a limb,

The plan was for Ragnar and the Blood Claws to rush forward
and seize the Predator and either drive off in it or grab the
plans and run. In either case they would first head off behind
the ruins (because they alTorded more cover) and then off the
edge of the table. The two squads in the craters behind the
ruined temple would first move into the temple itself and
supply covering fire for Ragnar. From there they could then
either charge out to help Ragnar get to the plans or fight a
rearguard action as Ragnar and the Blood Claws pulled back
after seizing the plans.

The Long Fangs had a reasonable line of fire through the ruins
and to the rocky hill in the centre of the Orks’ line, so they
could supply long range fire support by shooting at any Orks
loitering around with heavy weapons and pick off any
vehicles they could see. [ had bought plasma missiles for the
two Long Fangs missile launchers, so [ also had the option of
dropping a curtain of plasma in front of the Orks if they
massed in one area,

NOTE: This game was fought during the development of
the Warhammer 40,000 game and the accompanying
Codex army lists. Al the time both armies were costed at
2006 points (in fact they both exactly 1998 points). Since
the game was fought the army lists have been changed
somewhat, and the Ork army has been further developed in
other respects too. This makes it impossible to work out a
points value exactly, so we've decided 1o present the
armies as they were on that fateful day as the dust clouds
rise in the north and barbaric Orkish cries are carried by the
wind, “*Ere We Go, "Ere We Go, "Ere We Go...."
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RAGNAR BLACKMANE’S SPACE WOLVES

® > 00O

®®

Ragnar Blackmane: Space Wolf Lord — power
armaour, bolt pistol, chainsword, frag and krak grenades.

Ulrik the Slayer: Wolf Priest — bolt pistol, plasma
pistol, crozius; frag, krak, vimus and toxin grenades.

Njal Stormealler: Rune Priest = power armour, bolt
pistol, foree rod, frag and krak grenades.

GREY HUNTER PACK

Grey Hunter Sergeant — power sword, plasma pistol,
bio scanner.

Grey Hunter Veteran — power fist, bolt pistol, krak
grenudes.

5 Gzrey Hunters — boltgun. krak grenades.
3 Grey Hunters = boligun, {1 with power sword, 1 with
chainsword, 1 with power axe).

LONG FANG PACK
Long Fang Sergeant — power axe. boltgun (targeter).

2 Long Fangs - missile lawncher (targeter and
suspensors, frag, super kruk and plasma missiles)

1 Long Fang — heavy bolter (targeter and suspensors,
hellfire shells)

1 Long Fang - lascannen (targeter and suspensors),

SEVE=H)

BLOOD CLAW PACK

Blood Claw Sergeant — chainsword, power fisl,
bio scanner,

Blood Claw Veteran — hand flamer, power fist.

2 Blood Claws — hand flamer. {1 with a power sword
and 1 with a chainsword)

3 Blood Claws = plasma pistol. (1 with a power sword, 1
with a chainsword and 1 with a power [is)

3 Blood Claws = | with a power sword, | with a power
axe and 1 with a power fist

WOLF GUARD TERMINATORS

Brother Olaf — heavy flamer. power fisL.

Brother Egil — storm bolter. power fist.

Brother Gunnar — assault cannon, chainfist.

Brother Thorolf - storm bolier, chainfist
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DEPLOYMENT

GHAZGHKULL THRAKA'S
ORK WARBAND

@ Death Skulls

Warbugzgy
@ Grotnob’s Mob
G Goff Bigmoh % Warbike
Evil Sunz Wartrak
Grog's Mob

%

Weirdboy & Minderz

Ghazghkull’s

. . . battlewagon,
e Mobz Mob
Bad Moons _ and
Painbovy.

9 Morgog's Mob
@ Shokk Attack Gun

9 Runtherd &
Bﬁ. Snotlings

!: @ ,'l Dreadnought

RAGNAR BLACKMANE’S
SPACE WOLVES

Ragnar Blackmane =
Woalf Lord BLOOD CLAWS
@ Ulrik the Slayer . Sergeant
Wolf Priest
9 Njal Stormealler . Battle Squad
Rune Priest Leader
. Blood Claw

GREY HUNTER PACK
® Sergeant

@ Battle Squad Leader
@ Girey Hunter

WOLF GUARD

@ Brother Olaf
@ Brother Egil
@ Brother Gunnar
@ Brother Thorolf

LONG FANGS PACK
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ORK TURN 1

The Ork attack began as
so0n as the first pale light
of dawn illuminated the
horizon, Bellowing
fearsome battle cries, the
Goff bigmob surged
forward, supported on
their left by Grog and his
Evil Sunz.

Further to the right, the
Orks jovfully kick-started
the engines of their
vehicles into life and with
a screech of burning
rubber accelerated away
to sweep round the Space
Waolves” flank.

The deeper rumble of
Ghazghkull’s battlewagon
added to the cacophony of
sound on the Orks” right

flank as it rolled forward, CRK TURN 1
As the battlewagon began

to gather speed, Mad Doc Grosnik suddenly leapt to his feet, Ghazghkull and the rest of his retinue, well used o Grotsnik's
“Nao! No!™ he cried, “MNot that way Boyz! Quick, follow antics, watched him head off with not a Little relief. At least he
messeee!” And with that he jumped off the battlewagon and wouldn't get in the way now. Ghazghkull's attention was
charged off towards the Orks’ camp to the rear of the wrenched back to the battlefield as a hail of fire erupted from

battlefield.

the Long Fangs and Grey Hunters hidden on the rocky hill

THE ORKS CHARGE FORWARD TOWARDS THE PREDATOR AS RAGNAR, EGIL AND THE BLOOD CLAWS EMERGE FROM COVER.
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ahead. The wartrak leading the attack swerved and flipped
aver, its driver torn apart by a hail of bolter shells. Frag
missiles and lascannon fire tore into the Death Skulls and the
advancing Goffs, killing several of them as the Bovz dived for
cover.

These opening shots were quickly answered by the Death
Skulls and Bad Moons who had been waiting in support and
two of the Long Fangs went down as autocannon shells,
stubber fire and the flickering light of lascannon beams
thudded into their position. The Shokk Attack Gun also
whirred up to full power and launched an attack at the Long
Fangs but was off-target, spilling frenzied Snotlings just short
of the hill. Even though everything was going to plan,
Ghazghkull had nagging doubts. The Long Fangs and Grey
Hunters were only a third of the Space Wolves force. Where
were the rest of them hidden? To his left, he could see that the
Death Skulls were also firing towards the Predator as
explosions lit up the ruins.

SPACE WOLF TURN 1

A great howl went up as the Grey Hunters and Blood Claws
leapt up from concealed positions amongst the craters and
rushed forward into the ruined temple led by the Wolf Guard
and Brother Ulrik. On the right, Ragnar and the other battle
squad of Blood Claws sprinted towards the armoured bulk of
the Predator. Almost immediately, the Space Wolves came
under fire from the Ork Dreadnought directly ahead of them,
Brother Thorolf took a lascannon hit which melted through his
armour but miraculously failed to vapourise his flesh. One of
the Blood Claws was equally lucky, his armour barely
deflecting a heavy plasma blast that would have burned him to
cinders. Brother Gunnar turned his assault cannon on the great
metal beast, the torrent of shells vipped ragged gashes across
its midriff until green blood spurted amongst the oil and the
Dreadnought fell silent.

The Blood Claws hurled grenades at the nearby Snotlings but
they all flew wide and the little gremlins scurried on madly
towards them. The Long Fangs sergeant cut down several of
them with bolter fire from his position on the hill but the
sereaming creatures seemed not to notice. Behind the sergeant

the Long Fangs unleashed another volley of missiles into the
Ork horde. A plasma missile exploded amongst rocks where
the Death Skulls lurked, the incandescent flash making them
flinch but caused no casualties.

A second plasma missile homed in on the Bad Moons,
blossoming inta a ball of fire where their heavy weapons Boyz
stood, One of them managed to stagger out of the fire but the
other fried where he stood. The Grey Hunters on the left flank
blasted long range shots at a distant warbike, bt failed to hit
the rider, their bolter shells rnging ofT the bike's sturdy frame
instead.

Unnoticed by Ghazghkull, a black-winged shape swooped
between the rocks, Njal

Stormcaller gazed down
through the eyes of Night
Wing, his psyber-raven, at
the rapidly approaching
Ork column. Realizing that
he had to slow them down
before they broke throwgh
onto the Long Fangs’
flank, he concentrated his
mind. A nimbus of
crackling light grew
arpund him as he exerted
his powers to summon a
great wind storm. A
tumulivous hlast suddenly
engulfed the warbikes,
clogging their engines and
blinding their riders with
flying dust. Caught in the
elemental power of the
blast, the Orks could do
little more than cling onto
their stalled bikes in the

SFACE WOLVES TURN 1

teeth of the howling gale,
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Grog and the Evil Sunz
approached more
cautiously, attempting to
pin down Ragnar and his
bodyguard of Blood Claws
with bolter fire.

The Bad Moons rushed
forward to support the
Goffs, dragging their
protesting and struggling
Weirdboy with them as
they went. Surrounded on
all sides by frenzied Goffs
and Bad Moons, the
Weirdboy started to shake
and gibber as he sucked up
the psychic energy of the
Orks like a sponge.

Sparks and weird lights
began to shoot out of his
mouth and ears, but his
Minderz held him fast and

ORK TURN 2

ORK TURN 2

Enraged at the sight of the hated Space Wolves and incensed
by the death of their companions, the Gofl higmob went into
the dreaded Goff Battle Rage. With a great howl, they
bounded forward firing their bolters in a deadly explosive arc.

THE NOBZ ATTEMPT T DISLODGE THE LONG FANGS FROM THEIR POSITION ON TOP OF THE HILL

T S T T L

gripped him tight. There

were too many Orks in

between the Weirdboy and

the Space Wolves to allow

him to unleash one of his
strange and powerful attacks just yet. Behind the ruined
temple, the frenzied Snotlings pounced on a nearby Blood
Claw, who kept them at bay with sweeps of his chainsword
and spraved them with liguid fire from his hand flamer.
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Ragnar also found himself engulfed by a another horde of
Snotlings launched at him by the Shokk Attack Gun, but the
tiny creatures proved no match for his battle skills and he cut
his way through them without breaking his stride.

On the Orks’ right Alank the only vehicles that could move
were the war buggy and the battlewagon, the two warbikes
remaining firmly in place, paralysed by Njal's wind blast.
Dipping and weaving, the war buggy hurtled towards the
Space Wolves silhouetted up on the hill. Ecstatic from the
speed and noise, the driver expertly avoided the incoming fire
from the Space Wolves before his gunner unleashed a wildly
inaccurate melta blast over the heads of his tormentors.

Meanwhile, Ghazghkull's battlewagon roared up beside the
war buggy and came screeching to a halt as the Nobz piled out
and started to blaze away at the Grey Hunters on the hill. It
seemed impossible that anyone could survive the hail of bolter
shells and heavy weapons fire that rained down on the Space
Wolves as the entire Ork battleline let fly with every weapon
they had. However, the Orks were gripped by a battle rage and
their fire, never very accurate, was even wilder than usual.

Expertly taking advantage of every scrap of cover, their
lightning fast reactions allowing them to dodge and weave
away from danger, the Space Wolves took everything the
Orks could throw at them and came through it almost
unscathed, Only two Wolf brothers fell to the massed fire of
the Orks. The tide of battle was starting to turn in the Space
Waolves™ favour.

SPACE WOLF TURN 2

Ragnar weaved forward through the chaos of explosions and
bolter fire to reach the Predator, from where he paused to hurl
a frag prenade into the advancing Goffs, blowing three of
them to pieces. Behind him two of the Blood Claws leapt into
the Predator to retrieve the plans, their brothers rushing
forward to throw photon flares amongst the nearby Evil Sunz
Orks. The grenades flashed blinding white like miniature suns
and sent the Orks stumbling back clutching at their eyes.
Brother Olaf advanced with the Blood Claws, hosing liguid
fire over the Goffs that had made it to the rubble, tuming two
into guttering torches,

The squads in the ruined
temple took up positions
in the rubble and blasted
the advancing Goffs with
bolter fire and frag
grenades  to support
Ragnar’s advance. Ulrik
hurled his virus bomb into
the battle-maddened Orks
as they spilled into the
ruins but the bacillus
proved weak and only one
of the Orks succumbed.
Thorolf and Gunnar
stepped forward into the
breach and carved bloody
arcs through the horde
with their storm bolter and
assault cannon to keep the
Orks back. The Blood
Claw  fighting  the
Snotlings behind the ruins
finally cut down the last of
the tiny burning figures
with his chainsword,

On the left the Long Fangs hit the Death Skull Orks with
another plasma missile, the incandescent flames burning
through Orks and rocks with equal abandon. The Grey
Hunters guarding their flank advanced to attack Ghazghkull
and his Nobz head on, Frag grenades exploded with shocking
violence, slaying two of the Nobz instantly and almost
decapitating the Ork gunner on the war buggy as he tried o
bring his multi-melta to bear on Egil’s hulking, armoured
figure. The staccato bark of Egil's storm bolter cut through the
roaring explosions as he cut down another Nob and the buggy
driver.

It was all too much for the surviving Nobz. Ignering
Ghazghkull's bellowed threats, they ran for cover behind the
battlewagon. The triumphant Grey Hunters shot down another
Nob as he fled and hurled krak grenades at the battlewagon,
but the grenades did little more than gouge chunks out of the
vehicle's thick armour. The battlewagon driver briefly gunned
his engine in anticipation of running down these annoying
humies before a krak missile from the Long Fangs tore off the
battlewagon's front wheel, sending it slewing sideways before
it skidded to a halt. Brows knitted with concentration, Njal
maintained his stormwind against the warbikes, holding them
fast amidst a swirling vortex of dust.

SPACE WOLVES TURN 2
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Ork gods, Ghazghkull
bellowed his defiance at
the Space Wolves, his ery
being taken up by Ork
after Ork, until the
shouted WaAsAGH!
resounded all over the
battlefield. At the back of
the Ork army. Grotnob
and hiz Death Skulls
grabbed the opportunity to
start scavenging for loot
now that no-one was
watching them. They
would play no further part
in the battle.

The rest of the Orks
carried on with the attack.
The Goffs and the Evil
Sunz charged the Space
Wolves around  the
Predator, Grog and two
Goffs engaging Ragnar in

ORK TURN 3 hand-to-hand combat.

Morgog and the rest of his

ORK TURN 3 Bad Moons fﬂ]l{:weq up in support, [_]'H: Weirdboy dragged

along by his two Minderz. On the right, Ghazghkull and

Ghazghkull knew that he had to do something soon otherwise Makari leapt from the wrecked battlewagon and rushed

the battle would be lost. Raising his eyes skyward, he towards the Space Wolves on the hill. Their places in the

concentrated his mental energies and called on Mork and battlewagon were taken by the Mobz, who did their best to
Giork to aid him. Filled with the strange energy of the savage provide supporting fire for Ghazghkull as he advanced.

BATTLE ERLIPTS AROUND THE PREDATOR AS THE POWER OF THE WAAAGH! SENDS THE ORKS INTO A FRENZY
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Omnce again Ork fire rained
down on the Space
Waolves, but the Orks’
shooting proved even
more  inaccurate  than
before and only one Space
Wolf fell to the massed
fire of the Ork army.

The Shokk Attack Gun
ance again weni haywire,
and the last two groups of
Snotlings materialised in
the centre of the ruined
temple rather than inside
the Predator as intended.
The battle would be
decided by the hand-to-
hand combat between the
Orks and Space Wolves
around the stranded tank.

Filled with divinely
inspired battle fury, the
Orks hurled themselves at
the Space Waolves.
Frothing and yelling they
slashed and cut at the Space Marines with berserk frenzy.
Ragnar quickly dispatched the two Goffs as they charged at
him, but was then smashed to the ground by Grog’s mighty
powerfist. Towering over the prone figure, Grog prepared to
deliver the killing blow that could still turn the tide in favour
of the Orks. Then, with a loud “SNIK!", the battle claws in
Ragnar's boots slashed out, eviscerating the surprised Ork
Mob before driving into his heart, Grog was dead before he hit
the ground.

Inspired by the example set by their Lord, the Space Wolves
redoubled their efforts. The Orks” wild attacks proved no
match for the equally savage battle skills of the Space Wolves.
Ork after Ork went down in a welter of green blood without
the Space Wolves taking a single casualty,

Ragnar bounded 1o his feet just in time to see the Orks make
their last desperate bid to capture the Predator and the vital
plans it contained. Grabbing an arm and a leg each, the two
Bad Moon minderz grabbed the Weirdboy and pointed him
head first at the vehicle, like a living cannon. The Weirdboy
vomited forth the terrible energies that coursed through his
body and a tidal wave of deadly, incandescent psychic energy
rolled towards the Predator,

Hurling himself to one side, Ragnar dodged out of the way of
the death wave, but the Blood Claws in and around the
Predator were not so lucky. Bowled over by the sheer force of
the psychic attack they fell to the ground, clutching their heads
in agony. Two died as the wave passed over them, and the
survivors lay stunned, unable to do anvthing.

SPACE WOLVES TURN 3

SPACE WOLF TURN 3

With a howl the Grey Hunters in the ruined temple leapt into
combat with the Goffs around the Predator. Ahead of them,
Ragnar stormed up the hill in a battle rage. He cut down an
Evil Sunz Ork with a multi-melta before leaping forward to
attack the Minderz surrounding the cringing Weirdboy,
Inspired by their Wolf Lord's example the Grey Hunters
hacked down three Goffs, their power axes and chainswords
cleaving through the Orks like knives through butter.

Gunnar and Thorolf advanced through the ruins, illuminated
by the strobing gun flashes as they cut down another pair of
Chks. The chatter of Gunnar’s assault cannon echoed across
the battlefield until it was silenced by a jam. Rushing up
behind them, the Blood Claws hurled photon flares amongst
the yelling Snotlings, blinding them with actinic flashes until
the little creatures’ screeching became almost unbearable.

Around the Predator, the surviving Blood Claws slowly
recovered from the devastating psychic attack, saved from
being butchered where they lay only by the fierce counter-
charge of Ragnar and the rest of the Space Wolves. The Orks
had been beaten off and now the Predator and its vital cargo
lay firmly in the Space Wolves® grasp.

Missiles leapt out from the Long Fangs® positions. A krak
missile ricocheted off the armoured fuel tank of Ghazghkull's
batilewagon, much to the relief of the Nobz inside it. Another
missile burst at the feet of the Bad Moons™ Nob, Morgog,
instantly engulfing him in unquenchable plasma fire. Egil
slipped away behind the rock spire and gunned down one of
the stalled warbikers with a long burst of storm bolter fire.,

A sharp-eved Grey Hunter in the rocks behind Egil canght
sight of the other warbike and killed its rider with a neat bolter
shot between the eyes. The rest of the Grey Hunters backed
away from Ghazghkull, their bolter shells bouncing off his
glowing form. The psychic power of the Waaagh! still coursed
throngh him. making him invulnerable to the Grey Hunters’
WEAPONS,

Njal allowed the wind blast slowly die down. It had served its
purpose and now the only real threat was Ghazghkull himself.
The old Rune Priest marshalled his strength and prepared to
meet Ghazghkull's deadly powers head on. He was
determined to stop the rampages of this brutal Ork Warlord
once and for all or die trying. As he gazed down from the hill,
he realized that Ghazghkull was gone. Hidden by the smoke
and flames, the Ork Warlord had made good his escape. He'd
realized that this battle was lost, but there would be many
others. The galaxy would hear of Ghazghkull Uruk Thraka
again. With their leader gone, the remaining Orks withdrew
into the rocky hills like wraiths, thwarted for the present but
still as dangerous as ever.
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SPACE WOLF DEBRIEFING
(Andy Chambers)

Well, everything went more or
less according to plan, mainly
because Jervis set up his Orks
preity much where I thought he
would, even down to putting a
force out on his flank to take
the hill with the Long Fangs on
it. Under the circumstances, it
was just as well I put Njal and a
battle squad of Grey Hunters
over there to support the Long
Fangs, otherwise Ghazghkull
and his motorised troops would
have been all over them like a rash. It was a bit of a gamble on
Jervis™s part to undertake such a bold outflanking move, but if
it had come off it would have thrown my plans into complete
confusion by cutting me off from my own table edge. In the
event, it was stopped mostly by the combined efforts of Njal
Stormealler living up to his name and the Wolf Guard Egil.
who singlehandedly rampaged through three Nobz, a war
buggy and a warbike!

But self congratulations aside, it was pretty dumb of me to
dedicate a third of my forces to one remote corner of the table
which was nowhere near my objective. If Jervis had not gone
for the Mank attack, or had dedicated a smaller force to it, my
meagre three squads in the centre would have been overrun.
As it was, 1 think that the Orks in the centre badly lacked the

kind of hardness that Ghazghkull and the Nobz could have
supplied. Unimpeded, Ragnar and his squads ran riot through
the Orks and there was little they could do to stop him. Even
in the round when Ghazghkull unleashed the Waaagh! the
Goffs which actually made it into close combat suffered badly
for no loss to the Space Wolves. The only severe losses |
suffered in the centre were from the Weirdboy's psychic
effects, which gave me a nasty fright but came at a time when
the Orks were just about running out of momentum. [ was
incredibly lucky to avoid taking more casualties than [ did,
though I did take care to use whatever cover I could to
minimise Jervis's chances of hitting

The other slight spanner in the works was the Snotlings
pinning down the Blood Claws in the ruins for a turn, an
annoying incident, but not too damaging overall. A minor

THE BLOOD CLAWS AND THE GREY HUNTERS ENGAGE THE ORKS IN BITTER HAND-TO-HAND COMBAT
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point which had struck me about the deployment of the Blood
Claws in the ruins was that I should have placed them closer to
the Predator, in effect swapping their place with the Grey
Hunters. This was because the Blood Claws were out of range
with their bolt pistols and grenades until Turn 3, whereas the
bolter-armed Grey Hunters wouldn't have had such problems.
This is a minor point, but little details often add up to victory
or defeat in a close-run battle. On the whole, I also think [ used
the Long Fangs in a rather disorganised manner, tending 1o
snipe at available targets instead of concentrating on erippling
one mob of Boyz per turn,

Of my three characters Brother Ulrik never made it into close
combat 50 he didn’t make much impression, even his virus
bomb failed abysmally. Njal did sterling service where he
was, but was a little bit surplus to requirements there. Placing
Egil and all of the Grey Hunters on overwatch on Turn 1
probably would have done just as good a job of keeping the
vehicles at bay. If Njal had been somewhere in the centre his
powers would have made life a lot easier — the Weirdboy
certainly wouldn't have lived long enough to get off his death
wave! Ragnar was every bit as unstoppable as I'd hoped he
would be and his ability to dodge saved him from being hit
numerous times — a truly inspirational character!

Owverall, [ think that in the rush to deploy my forces and get
playing I overlooked the main objective of the game.
Fortunately, Jervis also made the same mistake and deployed
more for a normal knock down and drag out kind of a bartle.
Unfortunately for him, Jervis compounded his problems by
spreading his efforts across his whole front, trying to inflict
casualties here and there and then making a half-hearted stab
at taking the Predator with the Goffs after they had already
suffered a horrendous beating.

WAAAGH!

(Jervis Johnson)

Well then, that was a bit of a
disaster, wasn’t it! Although I
do have to say that the dice
were not kind in the way they
rolled for me in this game, |
can't really use that as an
excuse to hide the fact that my
set-up and execution of my
plan where both fatally flawed.
One of the good things about
writing a battle report is that it
forces you to study what
happened in a game wvery
carefully. If I hadn't had to write this report I would probably
have done my best to forget about this game, which would
have been a shame, because it actually had a number of
important lessons o teach me.

If you've had a game where nothing seems to work out right
it's very easy to end up blaming your defeat on all kinds of
things other than the way vou played the game. I've lost count
of the number of times I"ve heard players (including myself!)

_bemeoaning their bad luck or saying that, thanks to the army

lists, their opponent’s army is unbeatable, while their own
army is rubbish.

However, if you want to learn from your defeats and go on to
become a better player, you must attempt to see through these
excuses to what really happened. Even more importantly, you
should try to do this while the game 15 in progress.

Part of the reason that [ lost so badly is because | became
completely demoralised with the way my troops couldn't hit
the side of a barn door, while the Space Wolves were merrily
gunning down my Boyz in droves! As I suffered over 30
casualties to the Space Marines’ 7 (a kill ratio of over 4-11)
this is somewhat understandable. Anyvway, by about midway
through the game I felt that my bad dice rolling and the Orks’
relatively low ballistic skill meant that [ never really stood a
chance of winning. Mentally I had given up and was thinking
“If only T was a bit luckier and had a Space Marine army I
could easily win”, But in actual fact, as I will explain below, |
did have a very good chance to win, [ just didn't see it!

When you are playing a game you must always keep your
main objective clearly in your mind. This may seem obviouws,
but it is actually quite easy to forget. In this game all T had 1w
do to win was grab the plans from the Predator, nothing else
mattered and all of my attentions should have been focused on
achieving that objective. From this point of view setting up
Ghazghkull and his retinue so far to the right was a bad
mistake. As my single most powerful unit Ghazghkull should
have been leading the attack on the Predator, as Ragnar did for
the Space Wolves. The attack on the hill would have been a
sensible tactic in a game using the normal Warhammer 40,000
victory conditions, but this game had a different set of
objectives which made it no more than a diversionary attack
that could have been handled perfectly well by the warbikes
and wartrak on their own,

But if my set up was flawed, it was nowhere near as bad as my
execution of my plan. Studying what happened during the
game for this report, I realised that as soon as [ started to play
the game I forget about the victory conditions all together! My
attack on the Predator was halfhearted and slow, mainly
because I had become sidetracked into trying to wipe ouf the
Space Wolves rather than grab the plans from the Predator.
Nowhere is this more apparent than in the way I directed the
firing. The ranged attacks that | made and therefore the
casualties | caused, few though they may have been, where
spread all over the battlefield rather than being concentrated
around the Predator.

What T did was attack Andy’s most powerful models
whenever I could, no matter where they were. This is a
sensible tactic in a normal Warhammer 40,000 game, but it
proved disastrous here. Imagine the situation on Turn 3 if all
seven casualties that I inflicted had all been around the
Predator. Instead of Andy having an overwhelming
superiority, the odds would have been about even and if
Ghazghkull and the Nobz had been there, the odds would have
been strongly in my favour. And I could have achieved this
with the same army and the same luck that I had in the game
which [ actually lost so disastrously.

Turning my attentions to the other side of the table I do have
to say that Andy's set-up was, if anything, even worse than
ming, Although he placed Ragnar in a sensible position, the
vast bulk of the Space Wolves were way off to my right, and
played very little part in the battle in and around the Predator,
The main reason for this is because Andy likes to make sure
that all of his models are set-up in cover, and that they start the
game hiding in case the other side gets the first turn. This is a
sensible tactic in a normal game, but in this case it forced him
to spread his troops around and place them too far away from
the main objective to be useful. However, once the game
started there is little I can fault in Andy's execution. All of his
moves were directed to getting the plans out of the Predator
and winning the game, something which I singularly failed to
do, and so he eamned a well-deserved victory.




THE FELL-HANDED
SPACE WOLVES
DREADNOUGHT

Bjorn the Fell-Handed is a mighty totem of the Space
Wolves fighting history. His massive Dreadnought armour is
an honoured Chapter artifact that represents an unbroken
link through the centuries to the Space Wolves' legendary
founder Leman Russ. Bjorn actually fought alongside Russ
during the early days of the Space Wolves Chapter and he is
a potent reminder of those epic times.

Between battles Bjorn’s armour is constantly maintained by
the Chapter’s Iron Priests, Rune Priests and Artificiers.

Within the armour Bjorn rests, gathering his strength,
awaiting the moment when his awesome power is needed by
the Space Wolves and once more he has to crush their foes.

N3

LEMAN'S BADGE PACK MARKING RAGNAR'S BADGE

* ’. Leman’s badge marks Bjorn as having fought alongside Russ in
ancient times. The badge of Ragnar and the army badge are additions
i Bjorn’s heraldry and simply refer to his being a part of Ragnar's

current task force,

Amongst the trophies and icons displaved by Bjorn are badges and
markings which refer to his early days as a warrior with the famed
Leman Russ, The black, red and white pack marking is an archaic
form of those currently in use by the Space Wolves,

ARMY BADGE

BIORN'S BANNER
depicts him os o powerful
member ol the Blood Claws
in the days of Leran Russ.

%

ASSAULT CANNON

BJORN'S WEAPONS

Over the centuries Bjorn has wielded an enormous
variety of different weapons. He is currently armed
with an assault cannon and a lightning claw, the latter
having an additional heavy flamer attatched. Despite
the vast destructive potential of this wargear it is his
fighting spirit, legendary personality and battlefield
cxpericnce which are Bjorn's strongest weapons.

LEGHTNING CLAW WITH HEAVY FLAMER
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GREAT COMPANIES

Each Space Waolf Great Company is led by a mighty hero known as
the Waoll Lord. Each of these champions adopis as a totem one of the
preat mythical wolves of Fenris, As a mark of respect and fealty to
the Wolfl Lord, the warriors of each Great Company paint these
symbols onto their armour, The same icons are also woven inloe
hanners and carved onto the Space Wolves" machines and buildings.

Ragnar Blackmane’s Wolf
totem company badge

Alarik Skallagrim
Mightrunner the Red

Grimnar
The Great Wolf
Lord of Fenris

GREY HUNTERS

Each Grey Hunter pack adopis a red and black shoulder pad design. These
patterns are unigue to the Space Wolves, Similar primitive tribal markings
proliferate among the barbaric clans of Fenris, where they appear as shield
designs and are woven onto furs or painted onto armour.

Pack
marking

Pack Army badge
marking

Ragnar's black wolf head totems

The Space Wolves' barbarian heritage is reflected in their
disregard for any formal military svstem of uniform insignia.
Even the Wolfl Lords totem badge can be rendered in a
variety of ways — there is simply no one style or design
which is regarded as official. The illustrated pack markings
are just some of the many hundreds of different patterns used
by the Chapier over the conturics.

Grey Hunter in Mk VII Grey Hunter in Mk V1
POWET armour POWET armour

The Space Wolves are assigned armour and weapons in @ much more
ad hoc way than any of the other Chapters of Space Marines.
Individuals may retain armour and equipment long after their felloes
have received new or replacement gear. Therefore it is quite
commen for a squad to have Space Marine armour in 3 variety of
armour marks, Mk VIT and MEV] are the most numerous as they ane
the most recent; but it 15 not unusual to see the occasional older
Mk IV or MKV on a grizzled veteran or doughty Sergeant, Such
armour marks oul the wearer as an old campaigner worthy of honour
and respect.

Grey Hunter Sergeant

Grey Hunter Veteran

The Serzeant and Veteran in each squad carry backbanners and display
nonour badges o signify their impontant batflefield roles. The banners
provide a rallying point and inspiration for the combal squads each leads
in battle. The woll head and wolf 1ail honour markings shown on their
banners. are repeated on the right shoulder pads of the Sergeant and

Veteran respectively,

P g T pe—
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The packs of Blood Claws are the most ferocious and barbaric of all
Space Wolves. The individual warriors freely decorate their armour and

and weapons with wolf totems and trophies.

Example of a
Pack marking

Bloed Claw

Blood Claw Sergeant Blood claw Veteran

Blood Claw packs decorate their right shoulder pads with bright red and yellow
tribal patterns, each pack choosing or being given a different marking. These
patterns are retained by the squad as it matures into a Grey Hunter pack. At that
point the pack marking iz rendered in the classic red and black style of a Grey
Hunter. As with the Grey Hunters, the Sergeant and Veteran Blood Claws carry
back banners into battle. Their identifying symbols are the archetypal wolf claw
motifs rendered in jet back. The same symbols are also displayed on their right

shoulder pads,

Example of a Blood Claw
Pack marking.

The Sergeant’s red skull badge has the
extended fangs characteristic of these

stalwarl velerans.

In a startling black and white colour
scheme the Long Fangs display the pack
markings they have wom since their youth
as Blood Claws, through the Grey Hunters
squads and now into their veteran status

within the Chapter. Long Fangs often hang

Long Fang (Mote the pack trophics and honowrs from their belts and
marking on his shoulder pad paint vartous wolf symbols and designs on

and personalised design on his their weapons,
missile launcher ammunition), Long Fang Sergeant (with back banner)

oas R—MA B W B L RKNIGNS

The Space Wolves have an ancient warrior heritage and are proud to display their symbols of courage, bravery and skill. These badges are painted
or carved onto armour and weapons. As with their squad markings, the Space Wolves ignore any formal system of awards. It is honour enough that
a warrior's close comrades - his pack brothers, understand and appreciate the symbol's meaning. Nonetheless, over the centuries, certain badges
have scquired particular significance. The Sergeant and Veteran badges are examples of this; bone symbols are often a reference o wounds
endured in past battles, knife and claw symbols represent ferocity or bravery and wolf tails are awarded for special skills and endeavour.
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WOLF PRIEST BROTHER ULRIK

Rl

The back banner of the black wolf's head on a yellow
background is Ragnar's Company banner. All the
Space Walves in this Company wear the design on their
left shoulder pad. The second back banner is Ragnars
personal one and features a stylised blackmaned wolf
fighting against Chaos.

RAGNAR BLACKMANE

Ragnar Blackmane is the youngest Wolf Lord in the long
history of the Space Wolves. Ragnar takes his surname from
from the pelt of the blackmaned wolf that forms his personal
totem and Company banner. Ragnar joined the Wolf Guard
directly from the Blood Claws after he slew
the Ork Warboss Borzag Khan and his

entire bodyguard in close combat. Ragnar’s
great skill lies in leading raids and
spacedrops. The Great Wolf ofien chooses
Ragnar’s Company to spearhead any
planetary landing.

ULRIK THE SLAYER - WOLF PRIEST

Wolf Priest back banner

ULRIK THE SLAYER

Before coming a Wolf Priest,
Ulrik was the leader of Great
Wolf Logan Grimnar’s Blood
Claw pack. In the first
Armageddon War Ulrik
single-handely cut down three
World Eater Space Marines in
hand-to-hand combat, As a
Wolf Priest he is responsible
for recruiting new Space
Waolves and turning them into
true Space Marines,
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" SPACE WOLVES
NJAL STORM CALLER
RUNE PRIEST

After banishing the Greater Daemon
that slew the old Rune Priest
Heimdall. Njal summoned up a
mighty psychic storm, sweeping away
the daemon's minions and bringing
victory to his hard-pressed brother
Space Wolves. From that day forth
Njal was known as "Storm Caller”,

MNow Njal serves Lord Ragnar
Blackmane, tempering the young
Wolf Lords impetuosity with wisdom
and knowledge gleaned from the runes
and the sagas.

RUNE FRIEST WITH PSYBER RAVEN




The mightiest warriors of a Space Wolves
Gireat Company, these fearsome Space Marines
are the Wolf Lord's persenal retainers.

In battle, the Wolf Guard fight according to each warrior's
personal skills and disposition. As powerful individuals they
bolster the fighting strength of the packs and act as the Wolf
Lord's bodyguard and Lieutenents.

ALARIK'S
WOLF GUARD

When a Space Wolf is
elevated to the status of
4 Wolf Guard, he puts
aside his former pack
loyalties and regalia and
commits himself wholly
; o his Lord. As a symbol
H agon's  of hi:_statu_s, a new pac‘;
marking is engrave
B SUARD upon the right shoulder
pad of his power
armour. Although this
marking is unigue to
each Great Company, it
is always rendered in
yellow and black, the
traditional colours of a

1

EGUHER Mobic. WOLF GUARD WITH Wolf Guard bearing the honoured Company
POWER SWORD AND Banner, In this instance, the banner depicts
Iil BOLTER the great Grey Wolf Leman Russ himself,

p 9
"y
b4

Wolf Guards in Terminator armour bear the

Great Company icon on their right shoulder

pod T i e N ILed o oty CWIOERENIARD WITH WOLF GUARD WITH BOLTER
knesprds AuCwespon Cakings. BOLTER AND POWER FIST

WOLF GUARD IN TERMINATOR ARMOUR
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SPACE WOLF GREY HUNTERS

WOLF PRIEST ULRIK THE SLAYER LEADING A SQUAD OF GREY HUNTERS
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SPACE WOLF WARGEAR CARDS

WARGEAR |

CARD

0y
WARGEAR
CARD

WARGEAR
CARD

WARGEAR
CARD

THE AXE MORKAI

The Axe Markai waz taken by Space Wolf Commander
Logan Grimnar fram a defeated Champion of Khiorne,
and it is imbued with the brutal powsr of that bloodthirsty
god. The Axe was reforged by the Space Walvas' Iron
Priests and engraved with the two heads of Morkai
guardian wolf of the Gates of Death.

The Axe has 56 and enemy suffering wounds have a -3
save madifier. For each eritical hit scored in hand-to-hand
combat (i.e., each attack dice roll of a 8) add nat +1 ta the
Combat Score but +03 (1-2 =1, 34 =2, 56 =3).

15 Points

SPACE WOLF COMMANDER ONLY

MASTER-CRAFTED BOLT PISTOL 10 Points

A weapon crafted by a master armourer and
ornamented by the greatest artists is a worthy
weapon for a warrior, Such pistols are treasured
possessions, and are often passed from one
warrior to another.

F 1.-'.-...1':_ o

RANGE TO HIT SAYE ARMOUR
SHOAT LONG SHORT LONG STR. DAM. MWOD, PENE, SPECIAL

012" 12-24° 2 +1 4 i =1 D6+4  Gloea cambal

FROSTFANG

Frostfang is a mighty weapon crafted centuries ago
by the lron Priest Fergus Forgrim, the famed
master craftsman of the Space Wolves. Its
chainsaw blade is fashioned from a rare meta
whose secret died with the ancient Iron Priest. It
has a superior profile as shown below

10 Poinis

RANGE TO HT SAVE ARMOUR
SHORT LOWG SHORT LOMG = STR. DAM. MOD. PENE  SPECEAL

Close combat only 5 pa 2 2D6+D3+5 Parry

SPACE WOLVES ONLY

THE PELT OF WULFEN 15 Points

This ancient palt is from a massive Wolf of Fenris, the
argest ever slain by a warrior of the Space Wolves
This ancient and venerable hide has been interwoven
with a modified camalecling web.

At ranges of up to 10" the Pelt of Wulfen reduces the
enemy's chances of scoring a hit by -1, At 10-20° the
penalty is -2, at 20-30" it is -3, and s0 on, each axira
10" raducing the chance of hitting by a further -1.
These panalties apply to shooting (not hand-to-hand
fighting) and are in addition to other modifiers far
cover, etc.

SPACE WOLF COMMANDER ONLY
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SPACE WOLF WARGEAR CARDS

Tradition has it that this ancient helm was
fashioned by the Emperor's artificers and given to
Leman Russ, the Primarch of the Space Marines.
So long as the Space Wolf wearing the Helm of
Russ lives and is on the battlefield, any Space
Waolves characters or units that can see the wearar
will automatically pass any Break test or
psychology test they are required to take. In
addition, the wearer causes fear as described in the
Psychology section of the Warhammer 40,000
rulebook.

SPACE WOLVES ONLY

NIGHT WING THE PSYBER RAVEN 10 Points

Might Wing was fashioned for the Rune Priest Njal
Stormcaller by the Iron Priest Ulf Blackbrow, and s
attunad to the Rune Priest's unigue brain pattern. Might
Wing will fight in hand-ta-hand combat alongside Njal. Any
cpponent will therefore always face two enemies: Njal and
Might Wing

M Ws BS 5 T W | A LD
Sp TEE] TETET BT She s R I

Might Wing has no Movement or Leadership values,
but always moves with Njal at all times.

SPACE WOLF RUNE PRIEST ONLY

THE. RUNE STAFF STORMCALLER 35 Points

This ancient rune staff absorbed so much power that it
eventually becama a living thing in the hands of its
original owner Mjal Stormcallar.

At the start of the game deal three cards fram the warp
deck. Any force cards are retained within the rune
staff, othar cards are returned to the deck. Further
force cards may be placed in the staff as they are
dealt, up to a maximum of three. During any psychic
phase the force cards may be used to power the
wiglder's psychic abilities.

Stormealler also adds +1 to the wialder's A and |, and adds
a Strength bonus equal to its wielder's mastery level,

NJAL STORMCALLER ONLY

THE HOOD OF GNYRLL

The Hood of Gnyrll may be worn instead of a
normal Psychic Hood. The wearer begins the battle
with an additional psychic power. If his mastery
level is 1 he therefore receives two psychic powers,
if level 2 he receives three, if level 3 he receives
four and level 4 psykers receive five

20 Points

SPACE WOLF RUNE PRIEST ONLY
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SPACE WOLVES WARGEAR CARDS

THE HELM OF DURFAST 8 Points

Forged in the stasis-bound ion furnaces beneath the
Fang, this ancient halmet was made for Space Wolf
Durfast, Champion of Mordrak, The Helm has a lamporal
distort circuit which anables the wearer to readily spot any
foes in cover or hiding, all such models are spotted by the
madel. In addition, the Helm's predictive interface guides
the hand of the wearer, improving his shaoling accuracy
WA R G E A R ] congiderably. If the shooter migses his target, then you

i may re-rodl the dice again 50 long as your initial score is
c A R D nat 1, If your initial dice roll iz 1 then you may not re-rall the
i dice and have missed.

SPACE WOLVES ONLY

THE WULFEN STONE

i o 3 Bl This ancient gem was worked into a suit of armaour by the great
b artificer Iron Priest Fengri and I3 one of the Space Wolves'
. greatest freasures. Within its murky depths lies the raging

image of the Ware, the monster of Fanris that lies coiled within
the gene-helix of eveary Space Wall

As the bearer of the Wullen Stene charges into combat his

y image changes into that of the Wulfen. Its horror can be bomea

WA R G E A R by few creatures, Any enemy charged by the character must
: take a Break test as if it had sustained 25% casualties from

c Y R D i shooting. However, instead of rolling 206 as normal, the

A 7 enermy must roll 306, Dasmonic foes are immune to the effect.

SPACE WOLVES ONLY

HRULF'S HOOD OF DARKNESS 25 Points

The Heod of Darkness is an anclent device of obscure alien

origin. It can be activated at the start of the player's turn and

the character model is cloaked in interdimansional darkness.

The model may not shoot or fight hand-to-hand combal thal

turn, but may move up to 18°. The modal may not be shot at or

attackad in hand-to-hand combat during his turn or the

. enermy's following turn, The model is not affectad by psychic

WA R G E A R poweers whitst cloaked but may not use peychic powars eithear.

If the Hood of Darkness is used for two consacutive turms of

: mora then test to ses if it fails. Al the start of each tum, roll &
D6. On the roll of 4 or more it fails and cannot be used again.

SPACE WOLVES ONLY

TORGARL'S PLASMA BLADE 5 Points

o - Though it lgoks like an ancient and finely decorated knifi,
(- this device actually houses a plasma generator in the
; handle. When thrown the blade genarates an intense
& - plasma field which can penetrate most armour. A haming
device automatically returns the blade to its owner cnce it
is thrown. As for for grenades, range depends on tha

WA R EA R fhrower's Strength. Roll to hit as for normal shooting.
) G The Blade has Strangth 7, damage 1, save medifier -4,

armour penefration 206+7.

SPACE WOLVES ONLY

£ Copyright Games Workshop Ltd 1993, Permission granted to photocopy for personal use only.




SPACE WOLVES BANNERS

These black and white banner designs have been provided for you to photocopy then paint.

RAGNARS' BANNERS

HAGMAR'S COMPANY
BANNER

4

ULRIK'S BANNER

MNJAL'S BANMER VEHICLE BANNERS

] . LONG FANGS'
GREY HUNTERS' BANMERS BLOOD CLAWS' BANNERS BANNERS

SERGEANT SERGEANT SERGEANT SERGEANT SERGEANT SERGEANT

T[T

VETERAN VETERAM VETERAMN SERGEANT

@ Copyright Games Workshop Lud. 1994, All rights reserved. Permission 1o photocopy for personal use



SPACE WOLVES FORCES

SPACE WOLVES FORCES

According to the Codex Astartes, the great book that defines
the tactical roles and operating parameters of the Space

Marine Chapters, all Space Marine warriors fight in one of

three clearly delineated roles. For each role there is a
corresponding type of squad, organised and equipped in its
own distinctive fashion. There are Assault squads, which fight
primarily at close quarters; Taclical squads, which combine
firepower with mohility: and Devastator squads, which are
heavily armed and used in a supporting role.

Almost every Space Marine Chapter is organised along these
lines. However, the Space Wolves have never paid much heed
to such things. Indeed, they have adopted only a few of the
dictates of the Codex Astartes, and those only because il
suited them to do so. As warriors of Fenris and Sons of Russ
they know war in their bones and have no patience for the
wisdom of the Codex. Amongst lesser morials such arrogance
might be considered a damning heresy. In the casc of the
Space Wolves their loyalty is beyond doubt: so is the
effectiveness of their armies, a fact for which the Adeptus
Terra has good reason to be grateful.

The Space Wolves warriors are divided into three different
types of squad which are called packs. Rather than being
based wpon a pre-ordained tactical role they are based upon
the warrior's age and status. These three types of Space
Wolves warrior are described below together with the special
rules that apply to them. As these game rules are commeon to

all Space Wolves they are given here rather than repeat the
information for each individual entry. These rules apply to all
Space Wolves Space Marines, including characters, unless
indicated otherwise,

SPECIAL RULES
ACUTE SENSES

The Spuce Wolves have senses as keen as a Wolf of Fenris,
superior even to any other Space Marine Chapter. This is
undoubtedly as a result of their corrupt genetic implants, and
part of the blessing as well as the curse of the Wulfen. To
represent this a Space Wolves Space Marine can spot enemy
in hiding at twice the usual distance — ie, at double the
warrior’s Initiative value in inches. For example, at I=4 a
Space Wolves warrior can spot enemy in hiding at up to 8"
away.

HATRED

During the dark days of the Horus Heresy the Space Wolves
fought many long battles against the Thousand Sons Space
Marines, On many occasions since the two old enemies have
fought, and always their battles are grim and bloody. To
represent this the Space Wolves are affected by the
psychology rules for harred when fighting the Thousand Sons
Chaos Space Marines.

RAPID FIRE

If a Space Marine squad doesn’t move at all and is not
engaged in hand-to-hand combat then Space Marines may use
rapid fire. The warriors plant their feet firmly on the ground
and open up with a burst of shots from their boliguns or bolt
pistols. Each Space Marine may fire his storm bolter, boltgun,
or bolt pistol twice instead of once as normal. Rapid fire is
only possible with storm bolters, boltguns, or boll pistols, not
with other weapons, although some squad members may use
rapid fire whilst others fire single shots (if using missile
launchers, flamers or a single throw of a hand grenade for
example). Rapid fire is worked out exactly like ordinary
shooting except that each Space Marine fires twice rather than
ONCE.

Note that all Space Marines can use rapid fire if suitably
armed, including character models. Scouts are not yet fully-
fledged Space Marines and cannot rapid fire.
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BREAK TESTS

Space Marines are utterly dedicated warriors who are
prepared to fight and die if need be, To reflect their morale
and determination Space Marines are not subject to the normal
muiles for broken troops but to the special rule described here,
This rule only applies to Space Marine units, including any
Space Marine characters fighting with them. It does not apply
to non-Space Marines fighting as part of the army. Scouts are
as yet not fully fledged Space Marines and take Break tests as
normal — they do not benefit from the following special rule.

Space Marine units take Break tests as normal, However, if
they fail their test they are not broken and forced to flee. like
other troops, but are shaken instead. Shaken troops may never
move wwards the enemy but may shoot, fight hand-to-hand
combat and use psychic powers normally. Shaken troops may
move gway Trom the enemy if you wish, but do not have to do
so, and individual models may pivot on the spot to face an
enemy. If surrounded and therefore unable 1o move without
approaching an enemy, they cannot move at all except to pivot
on the spot,

If shaken Space Marines are fighting in hand-to-hand combat
then they may not use follow-up moves to engage other
enemy models, The exception is that they may use a follow-up
move to fight an enemy model which is already engaged
against another Space Marine (the loyalty of a Space Marine
for his brothers outweighs his trepidation). Shaken Space
Marines may use a follow-up move to get behind cover even if
this means moving closer to the enemy.

Onee it becomes shaken a Space Marine squad may recover
by taking and passing a Rally test at the end of its turn. The
usual conditions apply - ie, the squad may not attempt to rally
if it 15 not behind cover or if the closest friendly models are
broken.

IT a Space Marine sguad is shaken and fails a further Break
test then it is broken and forced to flee exactly like any other
troops, Once broken a Space Marine squad may rally like any
other unit, and if successful is restored to normal fighting
condition in the same way

great tower that rises above the atmosphere of Fenria.

It is one of the greatest Citadels of the Imperium, and
several times during its long history it has almost {allen to
EDEMIES.

The first time was during the 32nd Milleonium, after the end of
the Horus Heresy. Magnus the Red, Primarch of the Thousand
Sons, determined to take revenge for the devastation of his
home world Prospero by Leman Russ and his followers, and
launched a series of devastating raids on the worlds near Fenris,
Great Wolf Harek Ironhelm songht for many years to bring
Magnos to battle. Several times Magnus zppeared to him as a
vision among the ruins of devastated cities and tavnted the
Great Wall for his inability to stop him. After many fruitless
efforts to catch up with the riders Harek became obsessed, and
took to searching worlds along the edge of the Eye of Terrar
itself. Eventually he fonnd what he believed to be the Thousand
Sons' secret base on Gangava and launched a full scale attack
against it

In this he was deceived. Gangava was held by a strong garrison of
Chaos {orces allied to Magrus but these were a distraction.
Even as Harek attacked Gangava, the fleet of the Thousand
Sons and their Chaotic levies appeared in orbit over Fenris. The
Fang was held only by a skeleton force of Space Wolves and
their thralls. For forty days 2nd forty nights the Thonsand Sons
assaulied the Citadel. Bjorn the Fell-Handed, most ancient of
the Space Wolves' Dreadnoughts, was awoken from his long
slecp and took charge of the defence. Under Bjorn's direction
the Space Wolves fell back to the innermost chambers of the
Fang, collapsing the tunnels 25 they went. Simultaneously, a
force of Scouts, under Haakon Blackwing, managed to escape
from the Citadel and take ship to Gangava, bringing word of the
siege to Harek.

T he Fang, the famed Citadel of the Space Wolves, is a

Harek was overcome with fury and shame at his folly and
immediately took ship to Fenris, bringing the Space Wolves

with him. Finally, on the slopes of the Fang itsclf, he met
Magnus in hattle, The evil Primarch was too strong for him and
slew Harek, but not before taking a terrible wound himself. The
Thowsand Sons withdrew before the blood-mad Space Wolves.
Harck was buried on the upper slopes of the Fang, and his crype
1% now & shrine. It is said that when Rune Priests undergo their
ordeal of initiation they must make a pilgrimage there, and be
warned by the spirit of Harek against trusting visions granted by
Chags,
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BLOOD CLAWS

The young, hot-blooded Space Wolves fight in the ferocious
Blood Claw packs. They are fierce, often fool-hardy warriors,
eager o prove themselves and camn the respect of their elders.
They will take almost any risk to win the fleeting glory that
only youth and courage can bring. Blood Claws are renowned
for the savagery of their charge. Caring little for their own
safety they throw themselves upon the enemy. hacking and
slaying with all their strength. Blood Claw packs are armed
for close quarter fighting. They rely upon their extraordinary
valour to destroy their enemy in hand-to-hand fighting.

M Ws BS S T W

Troop Type

Blood Claw

SPECIAL RULES

Space Marines. The usual Break Test and Rapid Fire special
rules apply. In addition, the Space Wolves Acute Senses and
Hatred rules also apply as described above.

Berserk Charge. The Blood Claws are renowned for their
hot-blooded ferocity in hand-to-hand combat. As they charge
into battle they literally go berserk, snarling like wild beasts as
they throw themselves upon the enemy with no regard for
personal safety. To represent their savage attack Space
Wolves Blood Claws roll double their total number of attack
dice in hand-to-hand combat during a turn in which they
charge. For example. Blood Claws normally roll 2 attack dice
as they generally carry two weapons (Al + 1 extra weapon
honus) but will therefore roll 3 dice during a turn on which
they charge (A2 + 1 extra weapon bonus), However, Blood
Claws cannot parry during the turn when they charge. even if
armed with swords/chainswords/etc, as they are far too wild.

GREY HUNTERS

The Grey Hunters packs form the greater mass of Space
Wolves warriors. Grey Hunters are strong and resolute
fighters, tempered by battle but as hungry for honour as any
proud warrior of Fenris. Their name is well chosen, for they
are masters of the hunt, stalking their enemy as they might one
of the giant Wolves of Fenris.

When battle joins the Grey Hunters close around the foe like a
pack of wolves. Perhaps they will draw the enemy forward by
feigning weakness whilst in reality awaiting the moment to
spring their deadly trap. The baitle ploys and cunning of the
Grey Hunters are legendary. It is this uncanny calm and
patience which distinguishes the mature warrior from the fiery
young Blood Claw. When the moment comes the Grey
Hunters leap at their foe with the elation of a savage beast that
has long stalked its prey and scents blood at last.

M Ws B5 58 T W

Troop Type

Grey Hunter

SPECIAL RULES

Space Marines. The usual Break Test and Rapid Fire special
rules apply. In addition, the Space Wolves Acute Senses and
Hatred rules also apply as described above.
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The Long Fangs are the third kind of Space Wolves warrior,
They form a cadre of veteran warriors, hoary with age. proud
and wise. They are guite literally endowed with long fangs.
for as a Space Wolf ages his canines lengthen and his hair
grows thick and grey. In their youth they hungered for honour
as every Space Woll does, eager o ¢arn a place in the sagas,
MNow, after countless long wars, their esteem stands as a
mountain, commanding awe and respect from those of lesser
years. Their saga is almost complete. The hot steel of youth
has been tempered by honour, the rewand of glory, leaving a
keen vet finely balanced warrior, as wise in battle as he is
strong of arm.

The self control and confidence of the Long Fangs is
proverbial. Their role is to provide the Chapter with a solid,
dependable core of troops. There are relatively few Long
Fangs — many warriors die in battle 50 only a minority survive
to reach a venerable age. Also, Space Marines enjoy long lives
only showing signs of age after many times the span of an
ordinary man, so it is hardly surprising that the Grey Hunters
outnumber the Long Fangs many times over. Having fought
and survived so many wars the Long Fangs are rarely

Towards the centre of Asaheim there is 2 range of
mouatains taller than any others on the planet of Fearis,
The tallest peak of all lics in the very middle of the range
and rises like a single gnarled tooth above the surrounding
mountains, This peak, and the Space Manne fortress that
is built pon and within it, is called the Fang. The Fang is
many times as high s the mountains zround it, so that it
stands alone as a citadel hewn from the rock. Like a dagger
driven into the belly of the sky. the Fang picrces the

atmosphere of Fenris,

The fortress of the Fang is clad in armour of immense
thickness and strength and is cloaked by void shields more
powerful than thoss found on cven the most mighty of the
Emperor's warships. Owtside Earth, the Fang is said to be
the greatest fortress in the human galaxy. Dark shafts cot
miles into the mountainside, concealing laser cannons
which are capahle of crushing the most heavily armoured
spacecraft. These huge weapons are as ancient as the Space
Walves Chapter itself, and the thermal reactors that power
them are testament to the precious technology from the
distant past. Upon the tip of the Fang is the Space Wolves'
fleet dock, where hundreds of spacecraft are mantained in
armoured hangars inside the mountain. From here the
Space Walves journcy to distant battleficlds throughout

the galaxy.

unsettled even by the most serious set-back. In many Space
Waolves battles the Long Fangs have held the field against
overwhelming odds, even after all others have fled or been
slain

The Long Fang squads are equipped with heavier weaponry
than either the Blood Claws or the Grey Hunters, and provide
the Chapter with its long range firepower, Their cool heads
and age-honed stealth are the very gualities that make for
crack shots.

Troop Type M Ws BS 5 T W |1

Long Fang

4 4'1I5|1

SPECIAL RULES

Space Marines. The usual Break Test and Rapid Fire special
rules apply. In addition. the Space Wolves Acute Senses and
Hatred rules also apply as described above,

45



SPACE WOLVES FORCES

WOLF GUARDS

The Wolf Guards are the bravest warriors of each Great
Company — the chosen battle-brothers of the Great
Company’s Wolf Lord. Each has earned his place by some
exceptional feat of arms. It is his heroic deeds which mark the
Wolf Guard rather than his age, so there are young warriors as
well as sturdy veterans amongst their ranks. Every Wolf Lord
favours his chosen battle-brothers with gifts such as antigue
weapons, ormate armour of ancient origin, and, most precious
of all, immense suits of Terminator armour.

In battle some Wolf Guard join and lead other Space Wolves
warrior packs. Any Space Wolves pack would be honoured 1o
be joined by a great hero of the Wolf Guard, Other Wolf
Guard fight as powerful units of warriors. When a Wolf Lord
enters battle his Wolf Guard may fight by his side, forming
both a bodyguard and the most powerful squad on the
battleficld.

M WS BS 58 T W

Troop Type

Wolf Guard

SPECIAL RULES

Space Marines. The usual Break Test and Rapid Fire special
rules apply. In addition, the Space Wolves Acute Senses and
Hatred rules also apply as described above.

Once a young warrior of Fenris has been chosen to join the
Space Wolves it may take several years of bio-implantation
and induction before he fully becomes a Space Marine.
During those years his body develops from the merely human
physigue of a man into the super-human physique of the
mature Space Marine. As a Wolf Scout a warrior has many
chances o prove his worth to the Chapter, Scouts undertake
missions behind enemy lines, sabotaging supplies and
spreading dismay with constant raids and ambushes. Striking
hard and fast. these young warriors play a dangerous game
with their foes, making their move and disappearing before
their opponents have time (o retaliate. In this way the young
Scout learns what it is to be a Space Marine.

M Ws BS S T W

Troop Type

WolfScouts | 4 | 4 |3 [ 4|3 [1]4|1]7

Wolf Scout 5
Sergeant 4 | 64| a]a|1]4]1]|8
e
r—— e ——

SPECIAL RULES

Infiltration. Wolf Scout packs may deploy onto the
battlefield using the Infiltration rule as described in the
Starting The Game section of the Warhammer 40,000
Rulebook.

Dispersed Formation. Wolf Scout packs may use dispersed
formation (models up to 47 apart) as described in the Squads
section of the Warhammer 40,000 Rulebook.

NOTE. Wolf Scouts are not yet fully-fledged Space Marines
and do not benefit from the special Space Marine rules for
Rapid Fire or Break tests, nor from the special Space Wolves
rules for Acute Senses and Hatred of the Thousand Sons
Chaos Space Marines of Tzeentch. However, the Sergeant is a
older, grizzled, Space Wolves warrior and ix affected by these
rules. This may mean that the unit breaks, whilst the Sergeant
is merely shaken — should this happen the player moves the
Sergeant along with the unit as if broken, but he may continue
to shoot as described for shaken Space Marines.
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WOLF LORD

Bravest of the brave, mightiest of the mighty, the Woll Lord is
the leader of one of the twelve Great Companies. By the
consensus of the Wolf Guard he is their chosen leader, the
Space Wolves warrior whose valour and deeds place him
zhove all others. His emblem adorns the Great Company s
banner and is painted on the shoulder pad of every Space
Waolves warrior in the Great Company.

T W
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Troop Type

Wolf Lord E ] N T T I [ 2
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SPECIAL RULES

Space Marines. The usual Rapid Fire special rules apply. The
Break Test rules are not generally used as individual
characters are never subjected to these tests, but when fighting
as part of a Space Marine unil the Break Test rule applies. In
addition, the Space Wolves Acute Senses and Hatred rules
also apply as described above,

o-onc knows what happened to Leman Russ, Some

say he disappeared in the Eyc of Terror while

searching for hiz old friend and rival, the Primarch
of the Dark Angels. Some say that he was on a secret mission
from the Emperor when he was slain in battle with 2 Greater
Dacmon of Chaos, and that his spirit is lost in the warp. Others
say that, to this day, he walks disguised among mankind,
watching over the people of his Emperor and guarding them
from the Powers of Chaos.

All that is known is that he vanished on the Feast of the
Emperor's Ascension in the year 197 after the Emperar was
incarcerated within his Golden Throne. Tt is said that his eyes
glazed over and that he had the Inok of 2 man who was overcome

with a vision. He rose from the great {east table, put down his
drinking horn, and summoned his most favoured retainers. Of
these, oaly Bjorn the Fell- Handed, the youngest, was left behind

when he departed.

MNo-one knew where Russ had gone. The Space Wolves waited
for his retorn. Every year his place was laid at the feast table. and
every year his great drinking horn was filled, in case he should
return, Seven years passed and still be did not come,

Adter seven years the surviving Wolf Lords gathered and elected
Bjom their leader, awarding him the title Great Wolf. Bjora
gathered all the warriors together in the Great Hall of the Fang,
and announced the Great Hunt, Russ’s people wouold seck their
master, The Companies took to their ships and sailed in separate
directions across the Sea of Stars, They sought in many worlds
and many places. They fought battles and overcame monsters and
the tale of their deeds is too long to recount save on Allwinter's
Eve when the Runc Pricsts gather to chant the sagas. They sought
and they sought but of Russ they found oo sign till eventually
they were recalled to Fenris bearing nought bat 2 few dismal
prophesics and the tale of their adventores. Thus the first Great
Hunt ended in failore and in sadness.

Since that day there have been other Great Hunts. Sometimes
Russ appears to 2 Great Wolf in a vision and rells him it is time.
Sometimes he haunts the dreams of the Chapter's Rune Priests
and their words canse the Great Wolf to declare another Great
Hunt. These are times of daring deeds and high adventurs when
the Chapter takes to the Sea of Stars and seeks their lost leader.
They have never been successful but each Great Huor has

The second Great Hunt led to the recovery of Russ’s armour
from the Temple of Horos on Rudra on the edge of the Eye of
Terror. The fourth Grear Hunt uncovered the Corellian
Conspiracy and foiled its efforts to overthrow the
Administratum in a bloody coup. The ninth Great Hoot led to
the destruction of the Genestealer-infested worlds of the

Gehenna systems.

It would seem that whenever the ghost of Russ appears to his
people he has some mighty task in mind for them - who knows
what the next one will be.
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Where other Chapters have both Apothecaries and Chaplains
the Space Wolves have their Wolf Priests. These dour
warriors combine the attributes of both medic, trained in the
arts of healing and the lore of genetics. and cult leader, heavy
with the accumulated wisdom of ages, The Wolf Priests have
no master but the Great Wolf himself, the Master of the entire
Chapter. They live within the heart of the Fang, and watch
over the recruitment of fresh warriors as well as the well-
being of the Space Wolves themselves.

The Wolf Priests are also known as the Choosers of the
Valiant. They may be seen standing on a rocky pinnacle,
watching the battles of the native Fenrisians. Sometimes. after
a hard fought battle, a Wolf Priest will choose from amongst
the Wolfbrothers a young warrior whose valour has earned

Listen but closely Brothers, for my life’s breath is all
but spent. There shall come a time far from now when
our Chapier itsclf is dying, cven as 1 am now dying. and
our focs shall gather to destroy us. Then my children, 1
shall listen for your call in whatever realm of death
helds me, and come | shall, no matter what the laws of
life and death forbid. At the end 1 will be there. For the
final battle. For the Walftime.

last words of Leman Russ the Primarch
of the Space Wolves Chapter of Space Marines.

him a place amongst the Space Wolves. Often the
chosen warrior will have suffered wounds which
would ordinarily kill him, but the skill of the Wolf
Priests can heal those with the will to live.

The Wolf Priests guard the Chapter's genetic seed,
big-culturing new implants and maintaining the
o vigouir of the strain by weeding out any weakness
* or mutation, They implant the cultured organs into
newly recruited Space Wolves, and watch over the
development of the recruits as they mature into
fully fledzed Space Marines, Their knowledge is
deep, and for many centuries they have studied the
effects of the cursed Wulfen gene helix in search of
a way to modify and make safe the Chapter’s
genetic seed. However, their efforts have only
succeeded in preventing the curse spreading. and it
is unlikely that the damage can ever be repaired
completely,

In battle the Wolf Priests use their apothecary skills
to heal wounded brethren, Their powers are great
and few tended in this way will die. For those who
are past even the Wolf Priests™ ministrations it
remains only to utter a final prayer for the departing
soul, and to remove from the fallen warrior the still
living tissues from which the Wolf Priest will
cultivate new genetic implants,

The Space Wolves have the greatest respect for
their dour, steadfast Wolf Priests. In battle the
presence of a Wolf Priest will forify those nearby,
strengthening their wills yet further, and lending heart even in
the most desperate circumstances,

TroopType M WS BS S
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SPECIAL RULES

Space Marines. The usual Rapid Fire special rules apply. The
Break Test rules are not gencrally used as individual
characters are never subjected 1o these tests, but when fighting
as parl of a Space Marine unit the Break Test rule does apply.
In addition, the Space Wolves Acute Senses and Hatred rules
also apply as described above.

Leadership. The Woll Priests command respect and awe
from the Space Waolves warriors, Any Space Wolves within 87
of a Wolf Pricst may reroll any failed Leadership-based test
once. This gives them a second chance to pass a Break or
psychology test, for example.
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RUNE PRIEST

Where other Chapters have psychic Librarians the Space
Wolves have Rune Priests. These grim warriors have potent
psychic powers which take many years 1o learn and hone to
battleworthy condition. These secrets are passed on from
Rune Priest to Rune Priest, each generation teaching the
young Skalds the complex and archaic incantations of runic
lore,

The methods by which the Rune Priests manipulate their
powers are based upon the native Fenrisians’ own shamanistic
traditions. The tribal shamans of Fenris carve runes upon the
teeth of totem animals such as the sea beasts, The most
powerful of all are carved upon the fangs of the Wolves of
Fenris. These teeth are used to divine the fate of men, and to
determine the course of future events.

A Rune Priest’s armour is covered with runes and they wear
rune-encrusted wolf fangs as pendants. The runes aren’t
purely decorative, they serve to channel and concentrate their
psychic powers, Rune Priests also carry a rare and priceless
oak staff, made from wood taken from trees raised in the soil
of ancient Earth back in the days when trees still grew wild
upon that planet. These staffs are highly prized treasures
which gradually absorb the psychic imprint of their owner,
becoming ever more closely tailored to his mind. It is said that
if a Rune Priest lives to a preat age his stalf becomes a living
part of him, and that after his death the staff lives on
preserving something of its master’s thoughts and powers,

Troop Type M Ws BS 5 T W |1

Rune Skald 4 | 4| 4| 4|6 |1|5|1]|8
Rune Priest e | | oS e R By 1|8
RunaMaster | 4 | 6 | 6 [ 5|5 | 3|6 a8
FRune Lord I W] e o (] (R 9

SPECIAL RULES

Space Marines. The usual Rapid Fire special rules apply. The
Break Test rules are not generally used as individual
characters are never subjected 1o these tests, but when fighting
as purl of a Space Marine unit the Break Test rule does apply.
In addition. the Space Wolves Acute Senses and Hatred rules
also apply as described above.

Mastery. Rune Priests have the following mastery levels:
Rune Skald - 1, Rune Priest - 2. Rune Master - 3, and Rune

Lord - 4.

Servitors are created by the Iron Priests as helpmates and
servants. They are a weird combination of man and machine,
bio-cngineered by the Tron Priests to perform specific tasks.
Their bodies are grown from human gene-cells in vats of
artificial nutrient. and although physically strong and robuost
their minds are blank and incapable of development or of
feeling much pain. Iron Priests insert bio-programs into their
Servitors’ brains, and replace parts of their bodics with
mechanical contrivances such as huge metal claws, infra-red
sensors for eves, and whatever specialised tools are required.
Servitors operate many of the war engines and other machines
of war that the Iron Priests make.

M Ws BS 5 T W

Troop Type

Servitor 4 3| 4 3| 4 1 4 1 7

SPECIAL RULES

Immune to Psychology. A Servitor's mind is essentially
blank and only the most rudimentary instincts remain.
Servitors cannot be affected by fear or ferror and are immune
to all psychological effects.

Crew. On the battlefield Servitors act as weapon crews. In
this capacity they will operate their equipment and fight 1o
defend it if necessary. If their weapon is destroyed they will
automatically move towards another thus forming a reserve of
crew members around surviving machines, Servitors can also
act as an Iron Priest’s bodyguard forming a unit of troops led
by the Iron Priest, Crew Servitors whose weapon has been
destroyed may join a Iron Priest’s bodyguard instead of
forming reserve crew for other machines.

Save. A Servitor’s mechanized body is partially armoured
giving him a saving throw of 5 or more on a D6.
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IRON PRIEST

task adapted and almost mindless. They serve the lron Priests
and sometimes act as bodyguards in battle,

The Iron Priests fight in battle with all the ferocity one would
expect of a native of Fenris. They can attempt repairs on
damaged machinery and weapons, and their Servitors can act
as crew for larger weapons.

M Ws BS 5 T W

Troop Type

Iron Priest |4 | 5|5 4|4 L - -

Amongst the natives of Fenris the smiths worship the Gods of
Iron whose most holy place is the Isles of lron. This is where
the smiths journey to meet with their gods. the guise adopted
by the Iron Priests in their dealings with the natives. Every so
often an Iron Priest will take one of the young apprentices, and
he will be initiated into the Space Wolves and later he will
journey to Mars, the home of the Adeptus Mechanicus.
Eventually, after vears of training, he returns to Fenris to take
his place amongst the Iron Priests of the Space Wolves

The Iron Priests are unigue to the Space Wolves Chapter of
Space Marines, but have much in common with the
Techmarines of other Chapters. As trainees of the Adeptus
Mechanicus they are initiated into the Machine Mysteries of
Mars. Despite their many years of association with the
Adeptus Mechanicus they still preserve some exclusively
Fenrisian attitudes and traditions, meeting with the Cult of
Smiths 1o trade with and nurture the primitive but fierce
people of Fenris.

The Iron Priests look after the many technical systems in the
Fang, supervising engineering projects, building, spacecraft
construction and maintenance and all the myriad of complex
technical tasks that are undentaken every single day, The Iron
Pricsts supervise a vast organisation which consists of
specialist bondsmen, technicians and mechanics, engineers
and power workers who keep the Chapter in permanent
battleworthy condition. The Iron Priests also create Servitor
workers = half-human and half-machine creatures which are

SPECIAL RULES

Space Marines. The usual Rapid Fire special rules apply. The
Break Test rules are not generally used as individual
characters are never subjected to these tests, but when fighting
as part of a Space Marine unit the Break Test rule does apply.
In addition, the Space Wolves Acute Senses and Hatred rules
also apply as described above.

Repair. An lron Priest may attempt to repair a single damaged
hit lecation on a vehicle, a Dreadnought, or a destroyed
support weapon, if he can reach it during his next movement
phase, He can do nothing else during the turn — he cannot
shoot or fight hand-to-hand combat while he is attempting a
repair. At the end of the tum roll a D6,

iy Result

36 Repair. The Iron Prigst succeeds in putting good all
damage sustained in the previous .

34 Possible Repair. The damage is extensive but the
situation is not hopeless, The damage is not repaired
this turn, but you may carry on working for a further
turn if your wish. Al the end of this further trn the
damage will be repaired on a roll of a 4+, while a score
of 3 or less indicates that the damage is beyond repair.
An Iron Priest may do nothing else while attempting a
TEpair.

1-2  Hopeless. All the Iron Priest can do is speak a litany
for the machine's departing spirit

W est of the islind continent of Assheim an the planet
of Fenris there lies an archipelago known to the
native Feorisians as the s of Iron. Being part of the
continental land mass these islands are permaneot features on
the surface of Feans. The islands are rich in iron ore. and arc
riddled with the primitive mines of the Fenrisians, for metal
iz hard to come by on the shifting world of Fenris. Here the
native smiths have built a shrine fo the Gods of Inon, in which
guise the lron Priests of the Space Walves accasionally wisit
the islands. The Iron Priests sometimes instroct the smiths in
the working of iron, and take in tribute the most promising
youths amongst them. These sons of smiths are faken from

the Fenrmsians forever. Yet an old smith might recognise in

the holy visige of an Iron Pricst festures that remind hom of 2
son of brother taken long ago.
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SPACE WOLVES ARMY LIST

he Space Wolves army list has been designed so

that you can choose an army to a pre-set points

value agreed by you and vour opponent. There is

no upper limit to the size of an army, but 1000
points is about the smallest size that will allow you to ficld a
hattleworthy force. A 2000 point battle will usually last an
entire evening, while 3000 points will give you enough troops
for a battle that will take most of a day o fight. The army lists
have been designed to suit battles of about this size. If you
want to fight extremely large banles (say more than 6,000
points a side) you may wish to introduce additional
restrictions on the number of characters and support items
otherwise these will tend to dominate the battle to the
exclusion of other troops — this is left o experienced playvers o
agree amongst themselves.

Most players prefer to collect their armies in blocks of 500 or
1000 points worth of troops. For example, vou might begin
with a core force of 1000 points and build it up by adding 500
points at a time. This allows you 1o conveniently plan your
purchases and gives you time to paint the models and try them
out on the tabletop before deciding what 1o add next.

It is usual for each side to begin with equal points value of
troops — say 2000 points a side. Each player uses the
appropriate Warhammer 40,000 Codex army list to pick his
own force worth up to the agreed points value. The total points

value of your army may be less than the agreed total, and will
often be a few points short simply because there is nothing left
o spend the odd point on.

THE ARMY

When vou choose your army you can spend your points on
three categories of troops: Characters, Squads and Support.
You are permitted to spend only a proportion of your total
points on each of these categories, In the case of the Space
Wolves army you may spend up to 50% of your points on
Support, for example. These limitations are designed to make
sure that armies are reasonably balanced and don’t entirely
consist of character models, dreadnoughts or tanks. The list
defining the proportion of points which can be spent on each
of the four categories is given immediately before the army
list under the heading “Army Selection™,

CHARACTERS

The proportion of points you are permitted to spend on
characters includes the value of all the wargear and Wargear
cards they have. The points values of wargear is included on
the separate Wargear List. The poinis values of the Wargear
cards is included on the cards themselves. The maximum
number of Wargear cards a character is permitted to have is
included in its army list entry. In some cases these vary from
the standard number permitted in Warhammer 40,000 in order
to take into account specialised characters such as Space
Waolves Iron Priests and Ork Mekaniaks.

If a character is riding a bike or is mounted on a horse or
warboar then the points value of the bike/mount is added to
the character’s points cost and the total is included under the
Characters section of your points values.

If a character (other than a Champion) begins the game riding
in or on a vehicle, then the points value of the vehicle and its
crew are added to the character’s points cost. A Champion
may ride in 4 Rhino or Land Raider troop transport as part of
his unit, in which case the cost of the vehicle is allocated to
Support as normal,

Champions are available 1o lead squads of troops, representing
especially ferocious, inspiring, or battle-hardened veterans. In
the case of the Space Wolves their Champions are the Wolf
Guard, Uniguely, Wolf Guard may fight either as unit leaders
or as a unit in their own right. Even if you choose a Woll
Guard Champion to lead a unit of ordinary Space Wolves, his
entire cost, including wargear and Wargear cards, is taken
from the Characters portion of the army’s points. If you
choose a Wolf Guard Champion as a unit leader he rides in the
unit’s Rhino/Land Raider at no extra cost (ie. he is a
Champion).




SPACE WOLVES ARMY LIST

MNote that some Wargear cards are restricted to certain races or
types of character. In the case of the Space Wolves a selection
of Wargear cards is printed on paper in this book. Wargear
which is restricted to specific tvpes of warrior is indicated on
the card itself,

SQUADS

Most troops fight in units called squads or, in the case of the
Space Wolves, packs. Space Wolves packs consist of cither
five or ten troops, including a Sergeant. In most cases the
Sergeant has an identical profile to the rest of the unit.

SUPPORT

The Support section of the army list indicates the number of
support weapons, vehicles and dreadnoughts that the army
may include. In most cases the number of support weapons
you are allowed 1o buy is restricted by the presence of certain
characters or sguads, These restrictions are explained in the
relevant entry.

Additional details are not given for all the different kinds of
support weapons, vehicles and dreadnoughts, Refer to the
Warhammer 40,000 Wargear Book, or the Dark Millennium
supplement for the vehicle datafax cards. The datafax cards
also indicate the points values for the different kinds of
vehicle. The basic points values have been included in the
following army lists as a guide, but you must consult the
datafax cards for details and points costs of optional

Armaments.

In the case of vehicles which have integral crew members,
such as Rhinos, Land Raiders, etc, these have standard Space
Wolf Grey Hunter profiles, power armour, and are armed with
bolt pistols. Their points cost is integral to their vehicles, Note
that this docsn't apply to bikes, which are bought to mount
sguads of troops or individoal characters.

The points allocated for Support are used to buy allied troops
as well as weapons and vehicles. To choose allies refer to the
Warhammer 40,000 Codex for the allies that you wish to
include. You may include allies [rom a single army, or from
scveral armies, it 15 up (o you,

When choosing allies there is no further restriction on the
army selection, e.g. if you were spending, say, 300 points on
allies you could choose from the Character, Squad and
Support sections of the allied army list, You could include 500
points of characters, 300 points of vehicles, or 250 points of
each, for example.

Mormal obligations regarding compulsory troops do not apply
to allies (you do not need (o choose an army commander, for
example) but unit sizes must be correct and other restrictions
on the numbers of troop types, characters and support items
available apply as usual. For example, you cannot pick two
allied army commanders! Obviously, you may not pick further
allies from the allied army’s own Support section.

Including allies in your Space Wolves army is a gomd way of
expanding vour forces. It allows you to build up the core of a
completely different army, and it enables you to vary your
painting routine. By including allies it is also possible for
several players to combine their forces in order to play
substantially larger games.

PRESENTATION
OF PROFILES

Prafiles are presented in the standard manner and include all
the characteristic values. Cavalry models, such as Imperial
Guard Rough Riders, have a separate profile for rider and
mount.

Mo statistics are given for any weapons, €Xcepl as convenient
for some support weapons, as this would make the lists
prohibitively long and cumbersome. Players must refer to the
Warhammer 40,000 Wargear Book and Dark Millennium
supplement for details. Similarly, player should refer 1o the
datafax cards for the points values and complete details of
vehicles and dreadnoughts. Some datafax cards are included
in Warhammer 40,000, whilst Dark Millennium contains
many more. As new models are released new datafax cards
will be published in the pages of White Dwarl magazine.

Space Wolves Space Marines have different profiles from
ordinary Space Marines. Space Wolves characters are also
different, and have their own unique profiles and names. The
Space Wolves Chapter is therefore quite different from any
other Space Marine Chapter,

SPECIFIC LIMITATIONS

The Space Wolves army list describes the troops, characters
and support items that the army may contain, In most cases
there is no upper limit 10 the number of squads or characters,
other than the points available. However, certain types of
squad. character, and support item are limited in number, or
their availability is governed in some way. You are only
permitted to include one Wolf Lord in your army, for
example, and Servitor Bodyguards may only be included if
vour force already includes an Iron Priest. Restrictions of this
kind are indicated in the lists.
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THE WARGEAR LISTS

The army list entries for characters and squads often indicate
that models may be equipped with more weapons or wargear
at extra cost, This cost is indicated in the Wargear List given
just before the army list. The Wargear List is divided into
different categories, and in some cases there are additional
restrictions — for example a model may only ever carry a
single heavy weapon. In addition, not all weapons or
equipment are available to all troops — for example characters
are nol permitted to carry heavy weapons. These restrictions
are all indicated on the Warzear List,

THE WARGEAR CARDS

Character models are allowed to carry special items of
equipment in the form of Wargear cards. The number of
Wargear cards a character is allowed 1o carry is indicated in
the entry for that character. The points values of Wargear
cards is included on the cards themselves.

Wargear cards are included in the Warhammer 40,000 game,
and many more are available in the Dark Millennium
supplement. Further examples will be printed occasionally in
White Dwarf magazine and in future Warhammoer 40,000
Codex books. Note that the number of Wargear cards of a
particular type is deliberately intended to restrict the number
of such items available in an army. When choosing your army
you cannol allocate a Wargear card more than once. This does
not affect your opponent. who presumably has his own set of
cards; so it is perfectly possible for individual models on
apposing sides to have the same item.

Mote also that some Wargear cards are restricted to certain
races or troop types as indicated on the cards themselves,

earis is one of the deadlicst worlds in the Imperium.
Its weather is infa inters are cold and icy: the
bricf summers are almost intolerably hot. However,
_ mes the season known as
Helwinter. The planet’s long orhit takes it far from the san, and

Id for many standard years. At the same time the

ONhCE EVWETY few YECars oOr 50

through a swarm of meteors that bombard its
te a rain of bombs. The contrails of the descending
meteorites [l the night canse the earth
tor shake like 2 frightencd heast.

, and the impa

Dhuring this persod the tribes of Fearis take to their ships and
search the 25 for places of salety. Loading all their

posscssions onto their e ips they navigate through the
in search of safety. Some make their homes on the very

surface of these floating islands of ice. Ofhers are lost 1o the

mighty tidal waves cansed by metcorite impact. Many more will
die when attacked by ice whales and kraken.

Kraken are the most terrifying monsters of the deep. They
come to the surface |_:-n_|_3.l during Hebwinter which is 11.Ift ISK‘I'I:.I],
for 2 full grown kraken can measure 2s much as five miles long
with tentacles that drag a full twenty miles. Normally they
dwell only in the decpest of ocean trenches but the tectonic

Other items can be used once only, and must then be discarded
— such as Vortex grenades.

DIVIDING SQUADS
FOR BATTLE

A Space Wolves Grey Hunters or Blood Claws squad consists
of ten Space Wolves Space Marines and is normally referred
to a5 a ‘pack’. This pack may fight as a single unit of troops
led by its Sergeant. Alternatively, before the game begins, you
may wish 1o divide packs into two equal halves. This gives
you two units of five troops instead of a single wnit of en.
One of the halves will be led by the Sergeant while the other is
led by the second most senior warrior who is referred o as a
Veteran. Veterans have identical profiles o ordinary warriors,
but are usually distinguished by having a back banner in the
same way as Sergeants. Divided packs are called “battle
packs’ and function as two completely separate units for the
duration of the battle.

SPECIAL CHARACTERS

After the main army list there is a section of special
characters, This describes some famous Space Wolves of the
past and the present, and provides game details and points
values for each of them. Your army may include these
characters if you wish, either as additional character models,
Or. in some cases, as the army commander in place of the
regular Wolf Lord. Their points cost is included in the points
paid for your characters, except in the case of Bjorn the Fell-
Handed. As a Dreadnought. Bjorn®s cost comes from your
Support points allocation,

ghifts caused by the constant meteor impacts disturh them and
cange them to rise,

Some have spoc wlated that kraken are the remains of 2 Tj-‘ﬂ.l:li'li

0 ion of Hive Fleet Kraken, hence
the name. Others say that these monsters are as old 2s the waorld,
and that they gnaw al the roots of continents and will one day

devour all the land.

Oine of the most ancicnt tales of Russ rells of how he went
fishing one day and caught the Father of Kraken, the legendary
monster whose tentacles girdle the world and hold entire
continents in their grip. Russ is said 1o have pulled the monster
from the sea lifting it by its tentacles. When his swed comrades
shuddered in terror, Russ declared it was too small and threw it
back, declaring he would return later when the tiddler was full
grown.

Imperial scholars think that this story is mere legend but with a
core of truth. Russ may have encountered 2 kraken and killed
one. It would not have been beyond the power of a Primarch
such as he. Indeed. this kraken may be the source of the so-
called Im.l».:n & :m 1 EunT II.‘EI]'.'AI:H" pu:u: of fesh more than
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WARGEAR LIST

The following charts list additional wargear that may be carried by Space Wolves characters or troops. Any limitations as to
availability are indicated on the charts themselves. Note that some items are also available as Wargear cards — these items are
available to the Space Wolves much more readily than to some other armies, hence they are included as wargear which can
be purchased. Such items are not Wargear cards and do not affect a character’s ability to carry other equipment in the form

of Wargear cards.

ARMOUR

Character models may be equipped with Terminator
armour instead of their usval power armour and weaponry.
If you choose this option, then you may choose no further
iterns from the Wargear Lists.

Terminator anmour with storm bolter,
torpeter, and pOWer Figt .- s 50

Terminator armour with Lightning Claws ... 49
Terminator armour with Thunder Hammer

il B el e e e e R L 55
Terminator armour with storm bolter, targeter

and chainfist ..oovvimrioners e e S O

Terminator armour with storm bolter, targeter
L 4 SRR L S s 1 (TR R 46

ASSAULT WEAPONS

Assault weapons may be carried by models indicated in the
lists and each model may carry an unlimited number.

R o e e R e e e

T TR e e b i e s B nm ot
Plaeme Plil - o L i e s e ey

SPECIAL WEAPONS

Special weapons may be carried by models indicated in the

lists. A model may carry only a single special weapon.
B I e e et T v G i L

on G0 MO W

HEAVY WEAPONS

Heavy weapons may be carried by models indicated in the
army lists. Note that character models may not carry a
heavy weapon from this list. A model may carry only a
single heavy weapon. All of the weapons on the chart
below come with a targeter included in the points cost.

Heavy Boleer ...... «
Missile Launcher with frag and krak missiles ... 45
Extra to include melta missile for the above ... +5pts
Extra to inclode anti-plant missile for the above .. +5pts
Extra to include plasma missile for the above ... +5pis
o (LR 1 T R e e R AR S T St |

TERMINATOR WEAPONS

These weapons may be carried by a Wolf Guard
Terminator as indicated in the lists. If you choose a
Thunder Hammer you must choose a Storm Shield as your
special weapon.

T TR S | e oy S LN e e T e | LT VRN

Heavy Flamer ...

TERMINATOR SPECIAL WEAPONS
A Wolf Guard Terminator with Lightning Claws may have
no other weapons.

Lightning Claws (Pair, no other Weapons) ... 14
Cyclone Missile Launcher ...z 59

WOLF SCOUT WEAPONS

The following weapons may be selected for Wolf Scouts as
indicated in the lists. A Wolf Scout model may carry any
number of these items.

GRENADES

The following grenades may be carried by any character
models as indicated in the lists. Grenades are not available
to other models except where they are included as
equipment within the lists themselves. A model may carry
any number of these grenade types. A model carrying one
or more of the following grenade types is assumed to have
sufficient individual grenades to last for the duration of the
battle.

Frag Grenades ...
Krak Grenades .
Medin RO . e e e T
P A S e e R e i
ot B L | B e e RIS 1 AR S I S

B L LA L B3 B
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ARMY SELECTION

Characters 504 Up to half of the points value of the army may be chosen from the Characters section of the
army list,

Squads 25%+ At least a quarter of your points must be chosen from the Squads section of the army list.
You may spend more if you wish.

Support 5% Up to half of the points value of the army may be chosen from the Support section of the
army list.

CHARACTERS

1 WOLF LORD ..................... 90 points

The Space Wolves army is commanded by a Wolf Lord, the
leader of one of the Chapter’s Great Companies.

TroopType M WS BS S T W | A Ld
WolLerd 4 7 7 5§ 5 3 7 3 10

WEAPONS: Bali pistol, frag grenades.
ARMOUR: Power armour { 34+ save).
WARGEAR: The Wolfl Lord may be given up fo 3 Wargear cards.

The Walf Lord may be given additional equipment
chosen from the Armour, Assault Weapons, Special
Weapoens and Grenades sections of the Wargear
List.

STRATEGY: The Walf Lord has a strategy rating of 3.

SPECIAL: You must include o Wolf Lord as your army
commander,

WOLF PRIEST ... 90 points
The Space Wolves army may include Wolf Priests, the
spiritual and physical guardians of the Space Wolves warriors,

TroopType M WS BS S T W | A Ld
WolfPriest 4 &6 6 5 5 2 68 2 9

WEAPONS: Bol pistol, frag grenades

ARMOUR: Power armour {3+ savel,

WARGEAR: A Walf Priest has a crozius arcanum, a medi-kit,
and a rosarius {4+ unmodified save). The cost of
these three items is included in his points value,
The Wolf Priest may be given up o two Wargear
cards,

The Wolf Priest may he given additionul equipment
chosen from the Armour, Assault Weapons, Special
Weapons and Grenades sections of the Wargear
List,

SPECIAL: You may include one Walf Priest in your force
regardless of its sizge or composition. Youw may
include up 1o one further Wolf Priest for each Grey
Hunter Pack your force contains,
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RUNE PRIEST
Bune Skald .................. B2 points
Rune Priest ..........c....... 92 points
Rune Master ................ 144 points
Rune Lord ........ccooeevneee. 200 points

The Space Wolves army may include Rune Priests, the
mysterious psychic warriors of the Space Wolves Chapter.

RuneSkad 4 4 4 4 5 1 5 1 B8
RunePriest 4 5 5 5 &5 2 5 1 8
RuneMaster 4 6 6 5 5 3 6 2 B
Rune Lord A o SR B & T %8

WEAPONS: Bolt pistol. frug grenades.
ARMOUR: Power armaour {3+ save).

WARGEAR: A Rune Priest carries a Force Stafl, the cost of
which is included in his points value.

A Rune Pricst may have Wargear cards as follows:
Rune Skald — 1, Rune Priest — 2, Rune Master - 3.
Rune Lord - 4,

The Rune Priest may be given additionzl equipment
chosen from the Armour, Assault Weapons, Special
Weapons and Grenades sections of the Wargear
List.

SPECIAL: You may include one Rune Priest in your force
regardless of 115 size or composition. You may
include up to one further Rune Priest for each Grey
Hunter pack your force contains.

WOLF GUARD

CHAMPIONS ... ... 31 points
Any Space Wolves pack may be led by a Wolf Guard
Champion. Wolf Guard are the bravest and most valiant of the
Space Wolves warriors. A Wolf Guard Champion is a member
of his pack and cannot leave it

IRON PRIEST ... B e e e T W (AL
The $pnce "r‘f-"nlrc.l; army may include Iron Prir:.nt.s. the Wolf Guard
technicians of the Chapter, equivalent to the Techmarines of Champion P e S T [ T e

other Space Marine Chapters.

ToopType M WS BS S T W | A Ld WEAPONS: Bolt pistol, frag grenades,
4 1

Iron Priest 4 5 5 4 5 1 9 ARMOUR: Power armour {3+ save).

] ) WARGEAR: A Wolf Guard Champion may have | Wargear card.
WEAPONS: Bolt pistol, power axe, frag grenades.
The Wolf Guard Champion may be given sdditional
ARMOUR:  Power armour (34 save). equipment chosen from the Armour, Assault
WARGEAR: An lron Priest may carry up Lo three Wargear cards. "-"rii:apun:&. Special Weapons and Grenades sections
This is more than normally allowed e characters of of the Wargear List.
similar rank, which reflects the Iron Priest’s
technical expertise,
The Iron Pricst may be given additional equipment
chosen from the Armour, Assault Weapons, Special
Weapons and Grenades sections of the Wargear List

SPECIAL:  You may include one Iron Priest in vour force
regardless of its size or composition. You may
include up to one further Iron Priest for each Grey
Hunter pack your force contains.

An Iron Priest may be accompanied by a bodvguard
of up to five Servitors chosen from the Support
section of the army list. The Iron Priest and his
bodyguard form a unit led by the Iron Priest.
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SQUADS

GREY HUNTER PACK ... 316 points

Your army may include any number of Grey Hunter packs.
The Grey Hunters are the most numerous of the Space Wolves
warriors. They are strong, resolute warriors, tempered by
battle but still hungry for honowr.

TroopType M WS BS S T W | A Ld
1

GreyHunter 4 5 4 4 4 4 1 ‘B

SQUAD: A Space Walves Grey Hunter pack consists of 10
Grey Hunters including a Sergeant.

WEAPONS: Troopers: Boligun, bolt pistel, frag grenades.
Sergeant: As troops, plus power sword

ARMOUR: Power armour {3+ save).

WARGEAR: Any models may be given additional cquipment
chosen from the Assault Weapons section of the
Wargear List.

The entire squad may be given krak grenades at an
additional cost of 3 points per model {30 points).

In addition. the Sergeant may be given weapons
from the Special Weapons section of the Wargear
List. BLOOD CLAW PACK . . 260 points
Blood Claws are young warriors eager for glory and renown.
They fight at close quarters and are armed with hand-to-hand
weapons and pistols.

SUPPORT: A Grey Hunter pack may be mounted in a Rhino or
Land Raider fighting vehicle. See the Support
section of the list.

TroopType M WS BS 5 T W |1 A Ud
BloodClaw 4 5 3 4 4 1 4 1 7

SQUAD: A Space Wolves Blood Claws pack consists of 10
Blood Claws including & Sergeant.

WEAPONS: Troopers: Bolt pistol, frag grenades.
Sergeant: As lroops

ARMOUR: Power armour (3+ save).

WARGEAR: Any models may be given additional equipment
chosen from the Assault Weapons section of the
Wargear List. In addition, the Sergeant may be
given weapons from the Special Weapons section of
the Wargear List.

A Blood Claw pack may be split into two five-man
battle packs. Each hattle pack may be given any
combination of the following wargear.

Jumppacks i 25 pts/hattle pack
Melta Bombs ... ccccoamisiinnnnns 23 plafbattle pack
Photon Flash Grenades ............ 10 ptsfbattle pack

Krak Grenades ..oooceveceeeeeee 15 prafbattle pack

An entire Blood Claws pack may also be given
wargear from the list above, at double the battle
pack points cosl.

SUPPORT: A Blood Claws pack may be mounted on bikes at
the sdditional cost of 20 points per model (200
poiniz). Alernatively, if the squad is divided into
two battle packs either or both may be given bikes al
200 points per model 100 points per battle pack).
See the Support section of the list, Note that the cost
of a bike bought for a Wolf Guard Champion is
ullocated 1o the Characters points cost rather than
the Suppon poinis cost
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LONG FANG PACK ... .. 157 points

The Long Fangs are the most experienced and the most
stalwart of the Space Wolves. They are armed with heavy
weapons which they wield with deadly aceuracy.

TroopType M WS BS S T W | A Ld

longFang 4 &5 5 4 4 1 & 1 8
SQUAD: A Long Fang pack consists of five Long Fangs
including a Sergeant,

WEAPONS: 4 Troopers: Bolt mistol, frag grenades + heavy
weapon chosen from the Heavy Weapons section of

the Wargear List at the points cost indicated.
Sergeant: Power axe, bolt pistol, frag grenades.

Power armour {34 save).

ARMOUR:

WARGEAR: Fourof the Long Fangs carry heavy weapons. These
are chosen from the appropriate Wargear List and
the cost will vary depending on the weapons chosen.
Esch Long Fang may have any one of the weapons
listed and you can choose any combination of
WCAPOnS.

All heavy weapons chosen have targeters as
standard.

The entire squad may be given krak grenades at an
additional cost of 3 points per mode] {15 points).

Any models may be given additional weapons
chosen from the Assault Weapons section of the
Wargear List.

In addition. the Sergeant may be given weapons
from the Special Weapons section of the Wargear
Lis.

SUPPORT: A Long Fang pack may be mounted in a Rhino or
Land Raider fighting vehicle. See the Support

section of the list,

NOTE:

A Long Fang squad armed with 2 missile launchers.
] heavy bolter and | lascannon, with o Sergeant
armed with a power axe, would cost 157 + 130 =
307 points, for example

SPACE WOLVES ARMY LIST

WOLF SCOUTS ... 95points
Wolf Scouts are young would-be warriors, eager o earn their
place in the Space Wolves Chapter. They are lightly armed but
extremely ferocious. Scouts undertake missions behind enemy
lines, sabotaging communications and supplies and spreading
confusion with ambushes and lightning raids.

TroopType M WS BS S T W |1 A Ld
WofScout 4 4 3 4 3 1 4 1 7

Wolf Scout
Sergeant 4 5 4 4 4 1 4 1 B8

SQUAD: A Wolf Scout pack consists of four Wolf Scouts amd

a Sergeant.
WEAFONS:
ARMOUR:
WARGEAR:

Baolt pistol, frag grenades,
Scout armour (4+ save),

Any models may have additional weapons chosen
from the Walf Scout section of the Wargear List.

One Scout may be given a weapon chosen from the
Heavy Weapon or Special Weapon charts of the
Wargear List.

The entire squad may be given krak grenades at an
additional cost of 3 points per model (15 points).
andfor blind grenades at a cost of 2 points per model
(10 points ).

In addition, the Sergeant may be given weapons
from the Assault andfor the Special Weapons
sections of the Wargear List.

SUPPORT: A Wolf Scout pack may be mounted in a Rhino

fighting vehicle. See the Suppon section of the list,




SPACE WOLVES ARMY LIST

UP TO 20
WOLF GUARD ..... 34 points per model

Your army may include up to 200 Wolf Guards as squads, The
Wolf Guard are the favoured warriors of the Wolf Lords.
Individual Wolf Guard can lead units of Space Wolves, in
which case they must be bought as additional characters (see
the Wolf Guard Champions entry).

TroopType M WS BS 5 T W | A Ld
4 1

WolfGuard 4 6 5 4 e
sSQuaD: Wolf Guards fight in sguads of between 5 and 20
warriors

WEAPONS: Bolt pistol, holtgun, frag grenades.
ARMOUR: Power armuour (34 save).

WARGEAR: Any models may be given additional equipment
chosen from the Assault Weapons, Special Weapons
or Heavy Weapons sections of the Wargear Lists,

The entire Wolf Guard unit may replace its power
armour and weapons for Terminator armour at &
cost of +16 points per model. IF you choose this
oplion vou must also select one Terminator weapon
and one Terminator special weapon for each model
{Lightning Claws count count as both choices). See
the Wargear Lists,

SPECIAL: Terminators ane often teleported onto the arget
using a teleporter as described in the Warhammer
40,000 Wargear book., A Wolf Guard Terminator
squad may be 1eleported onto the battlefield in this
manner at an sdditional cost of +30% of their tol
points value (round odd halves up).

he Space Wolves do not dwell alonc in the mighty fortress contisual updating of its fabric and weaponry, and the
of the Fang. Like afl Space Marine Chapiers they are too monitoring of its power grid and the thermal wells that draw heat
few in number to maintain such 2 massive organisation. There are from bencath the surface of Fenris. Like other Space Marine
numerous tasks that must be done just to maintain the Fang: Chapters the Space Wolves keep a large fleet ready for war, and
2 the Faug ncludes EI.II-KC d:_'i\fﬁ;ﬂ‘[a and all the facilities
needed to cquip and control the flects. There are
countless other things which must be done just 1o
preserve the Chapter in its continnal state of readiness.
It is hardly sarprising that the Fang is home to a lage
population of the Chapter's bondsmen.

The Chapter's bondsmen are loyal members of the
Chapter, although they are not Space Wolves. The

ancestors of these warrior-retainers came to the Faog
many thousands of years ago. Some are descended from
Fenrisian warriors who may have been selected as
potential Space Wolves. but who were judged unfit to
cadure the final testing. Such individuals are brought
to the Fang to serve their masters in a more humble but

equally vital capacity.

Every Great Company has its own retainers, and the
Great Wolf himsclf has the largest sumber. Most of
the spacecraft crews, drivers, and the wartiors who man
Feoris's defences arc bondsmen of this kind. When the
Chapter goes to war it is these retainers who keep the
Fang running and defend the planct against attack.




SPACE WOLVES ARMY LIST

SUPPORT

ALLIES

A Space Wolves army may be accompanied by allied troops
chosen from the Following Warhammer 40,000 Codex lists.
See the Warhammer 40,000 Codex of each individual army
for details.

Any Space Marine lists, Imperial Guard, Imperial Agents,
Squats, Eldar {may not choose Avatar),

DREADNOUGHT ... 145 poaints
+ Weapons
(Varies - see datafax)

If yvour force includes at least one Iron Priest it may also
include Dreadnoughis.

ARMAMENT: For details of the weapon options see the
Drreadnought datafax card.

SERVITOR

BODYGUARD ... 9 points per model
Each Iron Priest in your army may be accompanied by a
bodyguard of Servitors.

TroopType M WS BS S T W |

Servitor e R LR R i e TR e
SQUAD: A Servitor bodyguard consists of up to 3 Servitors
WEAPONS: Servitors have no weapons, They do not reguire

weapons o fight in hand-to-hand combat, but may
have optional wespons as noted below,
ARMOUR: None. Armoured body. 5+ save,
WARGEAR: Any Servitor models may carry one of the following
at the points cost indicated.
Hand Flamer ...... Sk 7
Ceaspmml s ]
Plasimg PIsto] ...couismomsmmssmns 3

RAPIER LASER
DESTROYER ................... 73 points

If your army includes at least one Iron Priest then it may also
include Rapier Laser Destroyers. A Rapier Laser Destroyer
has a crew of two Servitors. Complete rules are given in the
Warhammer 40,000 Wargear book. A targeter is included.

TroopType M WS BS 5 T W | A Ld
Servitor e TR T B S . SR I
RANGE TO HIT 5 O SAVE ARMOUR SPECIAL

5 L ] L MOD. PENE.

018 1872 41 9 200 6 DE+2D10+8 Move or fire

TARANTULA ... 20 points + weapons

If your army includes at least one Iron Priest then it may also
include Tarantulas. These operate in batteries {units) of up to
three models per battery. Each Tarantula has a crew of one
Servitor, Complete rules are given in the Warhammer 40,000
Wargear book. A targeter is included,

TroopType M WS BS S T W | A Ld
1

Servitor e i S & 1.7

ARMAMENT: The Tarantula may be armed with a pair of weapons
of the same kind chogen from the list below at the cost indicated.

2 Lascannons ..., e R L +53
1 Multi-melta {NB. Counts as | multi-melta nor 2) ... +65
2 Missile lannchers (Super krak) .. ..o #55
2 ANEOCHTINN covaniansianssnnssansinn S e PSR +33
2 Heavy BOMETS ....ocroececececeemcrememem e emmenemsemssesecenees 30

weerennenn. 20 points
Any Space Wolves character may ride a bike, Any Space
Wolves squads indicated may ride bikes. See the vehicle
datafax for details.

LAND RAIDER ... ... ... 220 points

Any Space Wolves squad indicated may ride in a Land Raider.
If your force includes at least one Iron Priest it may also
inglude any number of additional Land Raiders. A Land
Raider has a crew of Space Wolves Grey Hunters.

RHINO ... 50points

Any Space Wolves squad indicated may ride in a Rhino. If
your force includes at least one Iron Priest it may also include
any number of additional Rhinos. A Rhino includes a Space
Wolves Grev Hunters driver.

LAND SPEEDER ... 140 points
If vour force includes at least one Iron Priest it may also
include Land Speeders. A Land Speeder has a crew of two
Space Wolves Grey Hunters,

PREDATOR ................. 180 points
If your force includes at least one Iron Priest it may also
include Predators. A Predator has a crew of Space Wolves
Grey Hunters.

&1



SPACE WOLVES CHARACTERS

Your army may include Ulrik the Slayer as a Wolf Priest.

Brother Ulrk is the oldest of all living Space Waolves, if one
discounts the Dreadnoughts which sleep deep within the
subterrancan labynnth of the Fang. He is older even than the
Great Wolf Logan Grimnar, who has served the Emperor now
for over six centuries. Indeed, he is the only warrior who
remembers the Great Wolf as a young Blood Claw, full of fury
and future promise.

During the first Armageddon War Ulrik won renown fighting
alongside the Wolf Lord Kruger's Greal Company. He single-
handedly cut down three of Khorne’s World Eaters in hand-
to-hand combat. eaming the unusual accolade of a salute from
the Lord of the World Eaters himself.

One of the duties of the Wolf Priests is the recruitment of new
Space Marines for the Space Wolves Chapter. Ulrik travels
across Fenris in his search for potential candidates. When the
native warriors gather for battle Ulrik watches the swordplay
from some local vantage point. A young Wolfbrother must
fight well indeed to impress the gnarled and dauntless Wolf
Priest. In his time Ulrik has chosen many voung heroes, and
some of the Chaptler’s greatest warriors of recent times have
undergone their selection and training in his halls,

Ulrik wears the famous Wolf Helm of Russ, which according
to legend was originally made for Leman Russ, the Primarch
of the Space Wolves,

62

SPECIAL CHARACTERS

WEAPONS. Ulrik is armed with a plasma
pistol and a bolt pistol, frag and krak grenades.

ARMOUR. Ulrik the Slayer wears the power
armour of a Space Marine (34 save).

WARGEAR. Ulrik carries a crozius arcanum,
a medi-kit, and a rosarivs (4+ save). The cost of
these items is included in his points value.

In addition, Ulrik may carry up to three
Wargear cards (compared to two for a normal
Wolf Priest). If chosen, you must always take
the Wolfl Helm of Russ as your first item.

Troop Type M WS BS 5 T W
Ulrik
the Slayer

SPECIAL RULES

SPACE MARINES. The usual Rapid Fire special rules
apply. The Break test rules are not generally used as
individual characters are never subjected to these tests, but
when fighting as part of a Space Marine unit the Break Test
rule does apply. In addition, the Space Wolves Acute Senses
and Hatred rules also apply as described above,

LEADERSHIP. The Wolf Priests command respect and awe
from the Space Wolf warriors. Any Space Wolves within 8" of
a Wolf Priest may reroll any failed Leadership-based test
once. This gives them a second chance to pass a Break or
psychology test, for example.




If you wish, vour army may be led by Ragnar Blackmane.
Alternatively, you may choose to include Ragnar as an
additional Space Wolves character.

Ragnar Blackmane is the youngest warrior ever to lead a
Great Company into battle. Full of fire and eager for glory. he
has proven his worth by fighting at the forefront of countless
battles. On many occasions he has suffered grievous wounds,
taking considerable risks and relying upon the ferocity of the
Space Wolves to win the day. When the drop ships thunder
down upon the battlefield Ragnar Blackmane will be in the
first ship to land, spearheading the attack with his own blend
of courage and masterly judgement.

The name of Blackmane comes from the most deadly of the
Waolves of Fenris. the blackmaned wolves which are said to
serve Morkai the two-headed guardian of the Gates of Death.
Ragnar wears the pelt of one of these creatures, and the
blackmaned wolf appears on his badge and on the banner of
his Great Company. It was as a young warrior that Ragnar
slew a blackmaned wolf and so carned a place amongst the
Space Wolves. This deed is considered a good omen,
promising futere success and great honour.

Ragnar’s bravery soon carned him a place amongst the Wolf
Guard, and many heroic deeds from those days are recorded in
his saga. He slew an Ork Warlord and his entire bodyguard
during one momentous battle, and on another occasion
successfully drove away a force of attacking Chaos Space
Marines. When the Wolf Lord Berek Thunderfist died in
mortal combat with a Champion of Teeentch, Ragnar led the
force which tracked down and slew his master’s killers.
Afterwards Ragnar found himself hailed as Berek’s successor
and he became Wolf Lord in his stead.

WOLF LORD RAGNAR BLACKMANE

SPACE WOLVES CHARACTERS

141 points + wargear cards

WEAPONS. Ragnar Blackmane is armed with a ancient boll
pistol which belonged previously to Berek Thunderfist, and a
special chainsword, an heirloom of the Space Wolves
presented to Ragnar by the Great Wolf himself. Special
Wargear cards are supplied for these weapons. He is also
armed with frag and krak grenades.

ARMOUR. Ragnar Blackmane wears the power armour of a
Space Marine (34 save).

WARGEAR. As a Mighty Hero Ragnar Blackmane may
carry up to three Wargear cards. Two of these will always be
the Master-crafted Bolt Pistol and Frostfang. Ragnar’s
Chainsword. Ragnar may carry one further item chosen in the
normal manner.

STRATEGY RATING: Il vou choose Ragnar Blackmane as
your army commander he has a strategy rating of 5.

Troop Type M W5 BS 8 T W

Ragnar
Blackmane

SPECIAL RULES

SPACE MARINES. The usual Break Test and Rapid Fire
special rules apply. In addition, the Space Wolves Acute
Senses and Hatred rules also apply.

BERSERK CHARGE. Just as the Blood Claws are
renowned for their hot-blooded ferocity in hand-to-hand
combat, so the youthful Ragnar Blackmane is famed for his
heedless courage. To represent this savagery Ragnar
Blackmane rolls double his attack dice in hand-to-hand
combat during a turn in which he charges. For example,
Ragnar normally rolls four attack dice as he carrics two
weapons (A3 + 1 extra weapon bonus) but will therefore roll 7
dice during a turn on which he charges (A6 +] extra weapon
bonus). However, Ragnar cannot parry during the turn when
he charges.

WOLF BATTLE HOWL.. Ragnar Blackmane is renowned
for his battle-cry, the long, low howl which proclaims the
doom of his foes. No-one who has ever heard this savage
ululating call can ever forget it. It resonates deep within the
Space Wolves' souls and trigger their most ferocious instincts,

Once per game, af the start of any movement phase, Ragnar
can utter his blood-chilling howl. When he does so all Space
Wolves, including Ragnar, will charge towards the enemy.
Such is the power of the Battle Howl that the charge rate is
triple the normal move, and not double as normal. As most
Space Wolves have a Movement characteristic of 4, this
means that a 12" charge is possible in conjunction with the
Batile Howl. The Battle Howl affects all Space Wolves, but
Long Fangs have sufficient strength of will 10 resist its effects
if you wish - Long Fangs can therefore remain unaffected if
vou prefer,

DODGE: Ragnar Blackmane is renowned for his astounding
agility. To represent this he has an avtomatic unmodified D6
save of 4+ against any shooting hits. If he dodges a blast
template, position the model on the edge of lemplate,




SPACE WOLVES CHARACTERS

Your army may include Njal Stormcaller as a Space Wolves
Rune Priest.

Njal Stormealler’s long saga began many vears ago upon the
cold oceans of Fenris. In ships of wood and skin his tribe put
to the seas after their lands sank amidst the trial of fire and
waler. For many months they wandered the heaving oceans of
Fenris in search of new lands. After a mighty sea battle they
defeated their ivals and took possession of the land borm with
the turning of the Great Year. In that battle the young Njal
fought with such ferocity that not even a full-blooded warrior
dare stand before him. Leaping from oar to oar he threw
himself upon the enemy ships, clearing whole decks and
casting foes into the engulfing waters.

At the battle’s end he lay exhausted on the deck, a spear point
embedded in his breast. The pall of death lay upon him. Njal's
valour would have ended there, doubtless passing into the
legends of his tribe, bul his bravery had not gone unnoticed.
His dying body was plucked from the enemy ship by a Wolf
Priest of the Space Wolves, and taken back to Asaheim.

MNjal seized his opportunity with all the vigour of his warrior
race. and even won praise from the Wolf Priests, which is rare
indeed! As a Wolf Scout he saw battle beyond the confines of
Fenris. He fought on worlds as hot as the deserts of Goro and
as teeming with life as the Hives of Alcatran. He witnessed
many wonders, and greatest of all was the development of his
own gifts. For deep within his mind there was a spark of
unexpected energy. He felt the awakening of something dark
and powerful within him,

Soon others began to take an interest in the young warrior
whose hands crackled with electricity and whose eyes flashed
with light. His psychic powers were recognised for what they
were, and Mjal passed into the hands of the Rune Priests. He
became a Skald, and went to live with the Priests of the Space
Wolves in the Halls of the Fang.

Njal learned quickly under the wise direction of the mighty
Rune Lord Heimdall. Heimdall was the most ancient of the
Rune Priests and the acclaimed victor of the Tokaran War,
Wjal was fighting by his lord’s side when Heimdall was slain
by a Bloodthirster of Khorne. Njal was not daunted by this
massive abomination. Mustering all the power that his anger
and grief could generate he succeeded in driving the creature
back into the Realms of Chaos from whence it came. He then
summoned up a psychic storm which shattered the remnanis
of the Chaos forces, and brought victory o the hard-pressed
Space Wolves. In this way Njal earned his name of
Stormealler.

Njal has fought in many hard battles since that day. and has
risen in honour and power until he stands a venerable Rune

NJAL STORMCALLER 205 points + wargear cards

Lord, wise in his years and mighty in war. His runestaff of
hoary Earth oak is dark with age and heavy with potent runes.
He has carried his staff into battle for many years, and its
scarred surface bears witness to many close encounters with
death. The young Skalds say that the runestaff whispers words
of power to Njal, and that in battle it leaps in his hands as if
possessed of a life of its own, striking with a speed and
strength bevond the capacity of any mortal.

Many years ago, during the battle of Rust World way beyond
the Gates of Caspan, Njal Stormcaller saved the life of one of
the Chapter's Iron Priests, a mighty warrior known as Ulf
Blackbrow. In the normal course of events a brother Space
Marine expects no reward for such a deed, but Ulf Blackbrow
was a proud warrior and did not like to be beholden o any
man. To repay his debt UIf Blackbrow fashioned a psyber-
creature, a biological robot which was part flesh and part
machine, Ulls ereation took the form of a raven, a great black
feathered bird of the race that nests around the crags of the
Fang. This raven is programmed o protect Njal at all times,
and has repaid Ulf's debt by saving the Rune Lord's life on
more than one occasion.

WEAPONS. Njal Stormcaller is armed with a bolt pistol, frag
grenades, and krak grenades. He also carries his mighty Rune
Staff force weapon (see Wargear).

ARMOUR. Njal Stormcaller wears the power armour of a
Space Marine {3+ save).

PSYCHIC MASTERY. Njal Stormealler is a Rune Lord and
has a mastery level of 4. This entitles him to up to four psychic
powers plus an additional psychic power for his Psychic Hood
(5 in total).

WARGEAR. As a Rune Lord Njal Stormcaller may carry up
tor three Wargear cards, These must always be chosen from the
Psychic Hood, the Runestaff of Njal Stormcaller, and Night
Wing the psyber raven.

Troop Type M

Mjal
Stormcaller 4 8 7 5| B 4 | 7 319

SPECIAL RULES

SPACE MARINES. The usual Break Test and Rapid Fire
special rules apply. In addition, the Space Wolves Acute
Senses and Hatred rules also apply.
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SPACE WOLVES CHARACTERS

Your army may include Logan Grimnar as its commander
instead of the Wolf Lord

Logan Grimnar is the latest in a line of Space Wolf masters
that stretches back to the Great Crusade and the time of the
Space Waolves® founder Leman Russ. He is one of the
Imperium's oldest and most renowned warriors. This cunning
and fierce old man has led the Space Wolves for over five
hundred years. This is a long time even for a Space Marine,
who often live for several centuriess. Logan Grimnar is often
known by his nickname of the “0ld Wolf". A large and
powerfully built warrior, Logan Grimnar towers above even
his own Wolf Lords. His great mane of hair is grey and coarse,
and his beard stretches to his waist. In common with all older
Space Wolves his canine teeth have grown into substantial
tusks,

Logan Grimnar's exploits are known throughout the
Imperium. He is one of the great heroes of mankind, one of the
few whose image is universally recognised and respected and
his conguests span the galaxy. Many human worlds owe their
existence to his armed might, and on several planets he is
hailed as a saviour and patron. Every year prayers are offered
tor his name on a dozen worlds. To this day tributes continue to
arrive at Fenris from grateful planetary lords, The Old Wolf,
Logan Grimnar, is probably the most highly respected and
best loved warrior in the entire galaxy. Only the enemies of
mankind fear his name, and curse the warrior who has driven
them to defeat and despair,

Logan Grimnar's rise amongst the ranks of the Space Wolves
happened many years ago, so that only one living Space
Marine now remembers him as a young Blood Claw. Ulrik the
Slayer, greatest of the Wolf Priests, witnessed the rise of

GREAT WOLF LOGAN GRIMNA 140 points + wargear cards

Logan Grimnar and accompanied him during many of his
greatest exploits. He has fought every imaginable kind of foe,
from brutal Orks to the foul abominations of Chaos,

Logan Grimnar has fought battles in space as well as upon the
surface of planets, and has led expeditions into the Eve of
Terror to attack the Chaos Space Marine Legions. It was upon
ome such expedition that he acquired the Axe Morkai, taking it
as a trophy from a defeated Champion of Chaos, This weapon
his been reforged by the Iron Priests but still glows darkly
with the power of Khorne the bloodthirsty god of Chaos, Tt is
engraved with the symbol of Morkai, the double-headed wolf
guardian of the Gates of Death.

Troop Type M Ws BS 5 T W
Logan
Grimnar 4 8 T i 3|7 3|10

| ——————
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WEAPONS: Logan Grimnar is armed with a storm bolter and
a power fist. He also carries the Axe Morkai, a fearsome
weapen taken from a defeated Chaos Champion and reforged
into the image of Morkai the guardian wolf of the Gates of
Death. This counts as wargear and a card is is provided for
this.

ARMOUR: Logan Grimnar wears Terminator armour (3+
save on 2D6),

EQUIPMENT: As a Mighty Hero Logan Grimnar may carry
up to three Wargear cards. One of these is the Axe Morkai.
The second is the Pelt of Wulfen. You may choose a third item
from the Wargear cards if you wish.

STRATEGY RATING: If you have Logan Grimnar as your
army commander he has a strategy rating of 5.

SPECIAL RULES

SPACE MARINES: The usual Break Test and Rapid Fire
special rules apply. In addition, the Space Wolves Acute
Senses and Hatred rules also apply.

Logan Grimnar, bloody-handed warrior,

He piles the skulls of his enemies,

He builds 2 mound of the fallen,

His focs weep rivers of woe.

Logan Grimnar, the strong wolf of the pack,
His sword hungers for red flesh,

His guns thirst for battle,

H_:. _IHI.I.HII.'\G amidst the battle-din.
Logan Grimnar, father of wolves,
His sons hunt his enemics,

Slay them where they falter,

And bring their pelts to Fenris,




SPACE WOLVES CHARACTERS

WOLF GUARD DURFAST OF MORDRAK 36 points + wargear cards

Your army may include Durfast as a Wolf Guard Champion,

Mordrak is now a dead world, but aeons ago it supported an
advanced civilisation. When it was discovered by Explorators
of the Adeptus Terra, the Techno-magi quickly recognised its
importance. Several armed expeditions were launched to
recover alien artifacts and the Space Wolves were assigned to
protect the world. Mordrak lay within Ork-dominated space
and a large force of Orks soon arrived. Were the Orks to
discover and learn to copy the alien technology it would
threaten the secunty of the Imperium. A desperate war against
time began in which the Space Wolves held the scattered
expeditionary sites against the ever expanding Ork army.

It was during this intense fighting that Space Wolves warrior
Durfast was to earn his place in the sagas. There were many
important sites, and the Space Wolves found themselves
thinly stretched. During the raids on the Alphanex site Durfast
took command of three packs of Space Wolves to defeat an
incursion of several hundred Orks. Later, he led the remnants
of Hurgarl's Great Company into the catacombs of Betan, The
close guarter fighting in complete darkness was savage. Many
Space Wolves were killed, but the Orks were finally driven
out. Thanks to Durfast the surviving Space Wolves made it
back to the surface, successfully evacuating the complex
before it was destroyed by its own self-destruct systems.

Durfast later succeeded to the leadership of his Great
Company. and went on to fight many more battles. One of the
artifacts recovered from the world of Mordrak still resides

within the Fang, a device which the Iron Priests have built into
a Space Marine helmet, known as the Helm of Durfast. The
device utilises Mordrakian temporal technology to endow the
wedrer with an uncanny awareness of the immediate past,
present and future. Its precognitive temporal-compensation
circuits guide the wearer's hand as he shoots, enabling him to
anticipate his target’s movements.

WEAPONS: Bolt pistol, frag grenades,
ARMOUR: Power armour {3+ save).

WARGEAR: Durfast may have up to two Wargear cards.
One will always be the Helm of Durfast, the other may be
chosen freely from the Wargear cards in the normal manner.

Durfast may be given additional equipment chosen from the
Armour. Assault Weapons, Special Weapons and Grenades
sections of the Wargear List.

Troop Type M

Durfast of |
Mordrak 46544;15211]

SPECIAL RULES

SPACE MARINES. The usual Break Test and Rapid Fire
special rules apply. In addition, the Space Wolves Acute
Senses and Hatred rules also apply.

WOLF GUARD RANULF 115 points + wargear cards

If vour army includes a unit of at least five Woll Guard it may
also include Ranulf. Ranulf is a character. and he always leads
the Wolf Guard.

Ranulf is said to be the largest warrior of all the Space
Waolves, larger in girth and mightier of arm than even Leman
Russ. His Terminator armour now stands in the Hall of
Heroes, towering over all who look upon it. Ranulf performed
many feats of strength. Onee, when his squad was trapped by
a river of lava Ranulf pushed the wreckage of a Land Raider
into the molten stream so that his pack could cross.

The story of Ranulfs death is told at great length in his saga.
The Space Wolves were retreating over a narrow mounlain
pass following a rare defeat at the hands of the Orks. When the
Orks caught up with the end of the Space Wolves” column,
Ranulf and a handful of Wolf Guard made a gallant stand
against the entire Ork army in a narrow gap in the pass. While
the few warriors held back thousands of Orks. the remaining
Space Wolves made it back to safety. Although they greatly
outnumbered the defenders, the Orks were unable 1o bring
more than a handful of troops into combat at any one time due
to the narrowness and shape of the defile. Before many hours
were past there was a pile of Ork bodies as high as a wall. Bu
even the giant Space Wolves warrior could not hold out
forever. One by one his Woll Guard fell, umtil only Ranulf was
left. Though the Orks overcame him in the end, even those
creatures could not bring themselves to desecrate his body.
When the Space Wolves recoverad the pass they found Ranulf

and his dead companions seated in a hastily constructed shrine
surmounded by an immense pile of Ork wargear, To the Space
Waolves Ranulf was a great Champion — but to his enemies he
had become nothing less than a god.

WEAPONS: Ranulf carries standard Terminator armament of
storm bolter and power fist.

ARMOUR: Terminator armour (34 save on 2D6).

WARGEAR: Ranulf may have up to one Wargear card
chosen freely from the Wargear cards in the normal manner.

SPECIAL: Ranulf only fights as the leader of the Wolf
Guard. If his unit is teleported into battle the usual points
honus must be paid (+30%. rounding up).

Troop Type M WS BS S
Walf Guard |
Ranulf A 16 | &EFF|S5 3|5 2|8

SPECIAL RULES

SPACE MARINES: The usual Break Test and Rapid Fire
special rules apply. In addition, the Space Wolves Acute
Senses and Hatred rules also apply.

GREAT STRENGTH: Ranulf is amazingly strong. even for
a Space Marine. In hand-to-hand combat Ranulf may roll one
attack dice at 510 in place of his two normal amacks
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BJORN THE FELL-HANDED 270 points

Your army may include Bjorn the Fell-Handed, Because
Bjorn is a Dreadnought his points cost comes from the
Support section of the army list and not the Characters section.
This is an exception to the usual system for special characters,
Bjorn does not benefit from the special rules for targetting
characters, but is treated exactly like any other Dreadnought
for purposes of choosing targets and being largeted. Rather
than thinking of Bjorn as a special character, think of him as a
Dreadnought with a unigue combination of weapons and
special abilities,

Bjorn the Fell-Handed is the most ancient living Space
Wolves warrior. He has the unigue distinction of being alive
when Russ led the Chapter, and of leading the first Great Hunt
to search for the Primarch. Over the millennia he has grown
heavy with wisdom, and 1oday he resides in the deepest shrine
of the Space Wolves, protected by a stasis chamber lined with
adamantium. Caly in times of direst need is he awoken from
his slumbers to stride once more amongst the Space Wolves.

When Bjorn suffered mortal wounds during the Proxima
Rebellion he was incarcerated in the Dreadnought which still
bears his remains. Though rebuilt and maintained by
generations of Iron Priests, his sarcophagus remains
essentially the same. He is armed with an assault cannon and a
unigque weapon, a single Lightning Claw, which was his
favourite armament when truly alive. The Lightning Claw

jorn the Fell-Handed is the oldest living creature on

Fe He iz almost as old as the Primarchs of the
Chaos Marine Chapters, and they are the oldest known
living things in the galaxy, with the exception of the
Emperor himself.

Bjorn walked at the side of Russ himself, and was the first
Great Wolf of the Chapter after the Primarch disappeared.
He led the Space Wolves on the first Great Hunt, the
Chapter's epic but froitless quest to find Russ, and it was he
who reluctantly gave the order to cease the Hunt, when it
became obvious that Russ was not to be found. As the first
Great Wolf he was instrumental in resisting the attempts of
the newly created Administratum to force the Space Wolves
to accept the dictates of the Codex Astartes, even going as far
as to thresten to rebel if the Administratum persisted. Such
was the {ragile state of the fledgling Imperinm that the
Administratum withdrew its demands. Thus was the snique
nature of the Space Wolves preserved.

Bjorn’s heroic career as 3 Great Wolf was cut tragically short
during the Proxima Rebellion when he heroically led a raid
to free brother Space Wolves trapped in the embattled
Dreadsun Fortress. The raid was successful but Bjorn
suffered so many wounds that he was left paralysed and
crippled, and not even the best efforts of the Wolf Pricsts
could save him. Eventually, to preserve his life, what was left

incorporates a heavy Mamer, making Bjorn the Fell-Handed as
deadly at long and medium combat ranges as he is al close
quarters.

WEAPONS: Bjorn carries an assault cannon and a Lightning
Claw combined with a heavy flamer.

SPECIAL: Bjorn has survived more battles than any other
Space Marine. He is the oldest of all the Old Ones, as the
ancient Dreadnoughts are called, and his existence is seen as a
living continuation of the remote past, His survival is not mere
chance. Perhaps it is natural cunning and fortune that protects
him, or maybe the spirit of Russ continues to watch over him
as many believe. This fortune is reflected in the following
special mle,

At the start of the game roll a D6 and make a note of the score.
This numbsr represents Bjorn's pool of dice modifiers, During
the battle, if Bjorn is hit and suffers damage then you may
modify any result on the Dreadnought Damage Tables by
expending points from Bjorn's pool of dice modifiers. For
example, if vou suffer a penetrating hit on Bjorn's body and
roll a 5 (‘Bjomn Slain’) you can use 3 points from the pool to
reduce this to a 2 ("Bjorn Wounded'), You cannot use points
to reduce the damage result below 1, and once Bjorn’s entire
pool is exhausted he can no longer modify any results.

As a Dreadnought, Bjorn is immune to all psychology,

of his shattered body was transplanted into 2 Dreadnought.

For the next five hundred years or so, Bjorn was constantly
1n the forefront of bartle whenever the Space Wolves fought.
He distinguished himself on Algol Nine when he slew the
Daemon Thran'saba, and saved the Planctary Govemor from
sacrifice. On the desert world of Quaran he slew the Ork
Warlord Makrima and thus broke the Waa-Makrima. On
the Hiveworld of Thranx he slew the rogue psyker Vornalan
and thus averted a terrible rebellion. Slowly. thongh, the
years took their toll on this proud and ancient warrior, and
he took to spending longer and longer periods dormant, in
stasis sleep. Given his exemplary record and long history of
dedication to the Chapter, his fellow Space Wolves lefr him
undisturbed.

Since then Bjorn has been Jovingly maintained by the Iron
Priests of the Chapter, and is revered almost as much as

Russ, as a living link with the Chapter's distant founding.

Every thousand years he is awoken and tests the Chapter’s

Rune Priests on their knowledge of the sagas. He is only
otherwisc woken during periods of great crisis, when the
Space Wolves have need of every warrior, or when his
particular brand of wisdom and knowledge of ancient times
is needed by the current Great Wolf.,




SPACE WOLVES CHARACTERS




SPACE WOLVES CHARACTERS

sjulod 0L :1S0D SLNIOd

Aued ueny Mjuo Equod esoy me) BungyBr

SN 005 g+a0 - B@|n epedg Jawmgy fneay
BpE-

Wy pouEsng  gHOLOYBO £ oa = i I+ EE-2L EL-0 UoUUED YnEssy

lpads  ‘euag smppoy weq ng  Bueq woys Buan poyg uodeay,
mouwly  aAeg HHOL aBuey

VivVd NOdYVam

‘synsad s,wolg Appowl Jsbuo| ou Aew nof
paisneyxa 5| sjuod jo jood ay) uayp “L mojeq o) Ynsed abewep ay) aonpal
0} sjuiod @sn jouues noy *jood, eoip eyl woyy siuiod Buipuadxa Ag sjge)
afewep ayy uo ynsad Aue Apow few nok sbewep siayns pue 1y siwaolg j|
‘slaipow aap o jeod s,wolg ysigeise o sweb sy jo Wels auyl e 9q e 1oy

2TNH TVIDadS

‘sapeusub pung Jo Beaq Buifies siaysune|-oiny
"JuCu} B} O 81y JO P8l 06 B LM

UOUUED JNESSE LUE pue JUol ay) o

a1 Jo play .06 B Uim Jawe)) Aneay

UI-ing Lum me| BuiuyyBiy

SSNOdVIM

JAVS P-
FDYnvaoLa
L HLON3IYLS

HANTYA WYY

a3aNVH-1734 3HL NHOIrg
SMIHD

i 9 8 9
S SAESM N

Yiva 31d0IH3A

d3ANVH-T1134 3H1 Ndora

Ao gsn puosied rop Adosopoud of papuedl LKySSHsa S EREE T dosiion sewes) JyBuddos &

Lo maui]) 3UnaRs £- 1 Qs S O] E0ans o] 1a0ns ¢ uigie s[apo

Auy papury tgealgy Aungpey po yFnoupeag] g Suidonsap sapo)d s ueunwe g
sakde o oy pum oq paso S g Supppoa Ui aepe AECT

SERTENS JFnoupEC] ML apung g on ued sepang oo sy A pue papunos Ajpeg sioslg
IO AL TULAT -

o IEw S O] YAUANG o] AL ¢ UILTs s Suy g g [ o (jo e s sapopdae w I
i a5 gased y;: Tag) a1 gy e oy wedras 2o e op spoauos Aadaa

asn Ani _._..!__..u_ PRSI CALIALLL 5T AUIL T AL] PRIT SILWE] ] O spsing & z._._._ﬁ___.-.___.___...__-.‘_ ML
AT AT 0150 AU A0 PAAJRY AT 3]SI

= N ENoWpERac] ME O |1 B0 OF MRS AU 31 UT CSJS0013s 100 YRR papunoss s1 ol
U A T [[E FEIT) MES LIR30 aaous S|ea S gdnoupeg

B L Cpediuad o) 1natgpp wEnoupnasg) sy Fuigew Seera oF spoaines s gFnoupeasgg ai ]

ajqe) abeweq Apog _

._“__._-—n_._”__._a....._ PRI S0 Jok A2 JD D0 ey a0 e |, ..__.._.___._.____”_ ._n_____”_

qunodd | A painpERl 1 SNSUSSNMYD S{MNY S WENDUPTAIC] U pun

‘padedisap aie Ui b w0 paunoi suodeas Sy CSpod s JYTnoupeEac] M1 W LR LR 3L ]
O RS R AR i

1 e g .J._.__._G LE e _._..._1_.._.__“___ _n___“_:___._ ik _._..__.__._____. ST ALLAEE ML L0 PRIAITMIL st m ._”_.___._..
qunesd | g ASUATIYD S0y S Enoupaag]

MY AANPIY CIRGIIOD PURLY-ol-puEy u jga o pasn ...;_. I - ol Ing fpasn ag)
Jrers A uene ag ope paprsoceeou suoduas paduen Aoy cpasSeed Ajpriaed pus g s i ag g,

ajqe ] abeweq wuy

antpe s s pasng welg yd3nogm padansap Aaanxgpa s1poe e ag o s g

B IR S0 A0 (o0 PUNOEE AL 07 ST IENWPTEALCT M1 PUR 10 WAL ST T M,
ey aad ] duun Ajuo sow AT pSnoupisg ] s cpasieang £snoss s we) M)

] pannm Funisues

LA BUIpoa O WapLRD R UL ] S8R s 1 Tmpaseads payaowy seopgan U] M,
NI S0 U AL o S adnoupeaagg M usop

11 SAW3[S MO S 0 Sy 2 ng Sproy Sap 5 gdnoupeascy s o saned o g0 g g

a|qe) abeweq 6a

)
|

13
24a

6l wy by
Gl Wiy ya
02 sha

Jeay/apig juos4 uolyesoT
Anouuy

12 fpog ot
£
z
!




WOLF LORD KYRL GRIMBLOOD

Your army may include Wolf Lord Kvrl Grimblood as a
Commander or as a further character.

The Space Wolves Hall of Heroes in the foriress of the Fang
commemaorates countless Wolf Lords and their deeds, Kyrl
Grimblood is one of many grealt warriors whose names
command the highest honour and whose sagas stand as a
record of the Space Wolves' most glorious deeds, Even
surrounded by such noble companions. Kyrl Grimblood has a
special place in the hearts of the Space Wolves, for it was he
that saved Fenris in its time of ultimate peril.

It was during the long Age of Apostasy that Kyrl Grimblood
came to command his Great Company. at a time when the
Imperium was weak and all hope was drained [rom the great
mass of humanity. For a time it seemed as if the Emperor had
deserted mankind, for no-one could know that he was fighting
his most deadly battle of all within the warp, or that the very
existence of humanity hung by a thread. The Imperium was
divided within itself. The Adeptus Ministorum was unable to
check the countless heresies that sprang up, some
commanding the loyalty of hundreds of worlds and whole
Imperial armies. Corruption within the Ministorum was rife,
and the Adeptus Terra fell to the dictatorship of its most
heinous ruler, High Lord Vandire. Repressive purges led to
hardship and fear throughout the Imperium.,

Duwring the Age of Apostasy many worlds became effectively
independent, such was the extent 1o which the grip of anarchy
had seized the Imperivm. The Space Marine Chapters stood
aghast while all around them worlds erupted into strife, Most
Chapters refused to join the purges. much to their credit. for
their loyalties had always been to the Emperor directly and
their code of honour protected them from the heresies which
engulfed the rest of the Imperium. Many Chapters took direct
control of the worlds close to their home world, and restored
order as best they could, taking control over such parts of the
Imperium as lay within their reach. For many years these
autonomous empires of the various Space Marine Chapters
were all that held humanity together in the face of attack from
aliens and traitors.

There were many false prophets in those days, some little
more than madmen leading rebel bands, others spiritual
demagogues who commanded armies and worlds. The most
powerful of these was the Apostate Cardinal of Gathalamor,
Bucharis, whose heresies reached such proportions that they
became known as the Plague of Unbelief. Armics fought for
him, sick and depraved individuals gathered underneath his
dark banners, aliens flocked to his court and the dark gods of
Chaos doubtless worked their evil under his protection, His
armies of Fanatical devotees marched across the galaxy,
conguering all before them, subjugating one world after
another and growing stronger with every fresh conguest. In a
single bold sweep the forces of Bucharis leapt from the distant
zalactic east to the very heart of the Imperium,

It is indeed fortunate for humanity that the path to Earth lay
blocked by Fenris. For three years the fanatical armies of
Bucharis pounded upon the gates of the Fang. Millions died as
the native inhabitants of Fenris fought a protracted war of
movement and ambush against the invaders. The Space
Wolves could do nothing to break the siege, although they
tried many time to penetrate the atackers’ lines. Eventually it

SPACE WOLVES CHARACTERS

was Kyrl Grimblood, who saved the Fang. Grimblood's Great
Company had departed from Fenris five years before, on a
mission into the Eye of Terror. Now he retumed just in time,
as the besieging forces gathered for the final attack.
Grimblood's Space Marines smashed into the rear of the
army, scattering tens of thousands into the forests of Asaheim.
Driven by hunger, the Wolves of Fenris fell upon the fleging
heretics and consumed them. To finally seal their fate, the
besieged Space Wolves broke out, and the battle was won. OFf
those that escaped the Space Marines none survived the
hardships of Asaheim.

Grimblood had saved the day and possibly the Earth itself. It
was not the end of Bucharis, whose armies were as numerous
as the stars in the sky. but it was a setback. Other heroes would
defeat the Apostasy on other battlefields, yet the victory of
Kyrl Grimblood would herald the rebirth of a unified and
powerful Imperium,

WEAPONS: Bolt pistol. frag grenades.

ARMOUR: Power armour (34 save).

WARGEAR: Kyrl Grimblood may be given up to three
Wargear cards.

In addition. he may be given additional equipment chosen
from the Armour, Assaull Weapons, Special Weapons and
Grenades sections of the Wargear List.

STRATEGY: If you have Kyrl Grimblood as your army
Commander he has a strategy rating of 6.

SPECIAL: Kyrl Grimblood may be included as your army
commander or as an additional Wolfl Lord character.

M WS BS S

Troop Type

SPECIAL RULES

SPACE MARINES. The usual Break Test and Rapid Fire
special rules apply. In addition, the Space Wolves Acute
Senses and Hatred rules also apply.

=
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elmets on knees, preserver systems primed,
H the Space Marines sat within the cold, dark

fuselage of the drop-pod. Ragnar, Wolf Lord
of this Great Company, studied each of his Wolf Guard
in turn, taking a last glimpse before they donned their
helmets, trying to fix their faces in his mind. The blue
light of the comm-net ocular tainted all of their features
with a ghastly pallor. He was suddenly aware that this
might be that last time he would ever see his comrades
alive.

Haakon sat upright, back straight, his bolter held firmly
against his chest. His taut-skinned, thin-lipped features
were set. Cold blue eves peered out from beneath a
mane of silver-grey hair. The Sergeant of the Wolf
Guard looked old and tired. Last night he had dreamed
of his death. Though the death-vision was a bad omen,
the old man showed no sign of fear.

The Rune Priest Njal sat opposite Ragnar underneath
the stained glass window. Stars showed through the
portrait of the Ascension of the Emperor into the
Throne of Eternal Life. Njal folded his hands in prayer,
his eves focused into the distance. The runes on his
armour glowed with a subdued light. Ragnar wondered
what visions he was seeing and for a moment envied
him the Emperor’s Gift.

“I'm ready for this,” roared Egil. His bulldog face was
set in its characteristic permanent grin. By Russ, even
for a Space Walf he was fierce. During their long ago
basic training he had broken two of Ragnar’s fingers
during unarmed combat practice and laughed loudly as
the younger Space Marine was carried to the
Apothacarion. Ragnar held no grudge; since then they
had fought side by side in too many desperate battles
for that.

“Today you will give the skalds something to sing of, eh
Haakon?” said Gunnar, the squad support man. He
smiled, revealing the lengthened canines that were the
mark of the Space Wolf gene-seed.

Haakon let out a short bark of mirthless laughter.
“Thank the Emperor for providing yvou with this chance

to show your own bravery”
“He'll prove his courage soon enough,” said Egil.

Gunnar slapped a magazine into his weapon. “Don't
worry Egil, I shall see that you're safe.”

Gunnar was the youngest of the Wolf Guard and its
most recent member. He had been called to Ragnar's
personal service after slaying three Genestealers in
hand-to-hand combat on the Hulk “Sin of Damnation”
and pulling a wounded comrade clear. Like the others,
he showed no sign of a hangover though last night he
had quaffed a tremendous amount of ale.

“Look after yourself,” said Egil. “You still owe me two
flagons from our last arm-wrestling match.”

Gunnar clapped Egil on the shoulder of his gleaming
armour and laughed. “After today [ shall pay yvou in
full.”

Tt would be just like you to get yourself killed to avoid
paying vour debts,” said Egil. There was tension in the
air despite the humour. Ragnar could feel it. They all
knew that this drop might be their last.

“Final invocations,” Ragnar ordered. Each Space Marine
fell silent as he concentrated on the prayers necessary to
activate his armour.

Ragnar knew that his suit was well maintained. He had
carried out all the rituals himself, washing the armour
with scented oils while intoning the litany against
corrosion, greasing the articulated joints with blessed
unguents, checking the pipes of the rebreather with
coloured smoke from an auto-censer. He touched each
command rune in turn, once again made suddenly
aware how much he relied on this armour for
protection. Its ceramite carapace shielded him from heat
and cold and enemy fire, Its autosensory systems let
him see in the darkness. Its recycling systems let him
breathe in hard vacuum and survive for weeks in the
harshest of environments.

He fitted the comm-net earbead into place and checked
the position of the speaking circlet over his larynx. He
bowed his head and prayed that the ship’s tech-adepts
had taken as much care of their equipment as his own
bondsmen would. Once on Darien’s surface it might
prove his only means of communication with his
COMPany.

He pushed his hands together in prayer, feeling the
muscle amplification of the suit's exo-skeleton lend him
the strength of many. He closed his eyes and let the
pheromane traces of his companions be picked up by
the suit’s receptors. Since the atmosphere below was
breathable he knew that he could identify his
companions by scent. With an act of will he switched
his hearing from normal sound to comm-net pickup.
The subvocalised activation litanies of his companions
rang in his ears, interspersed with the comm chatter of
the ship's crew.

“Helmets on,” Ragnar said. In turn the Space Marines
donned their protective headgear. One by one each
gave the ancient ritual thumbs up sign. He felt the click
of the helmet lock as it slid into place. Targeting icons
appeared in his sight underneath the gothic script of his
display. All the readouts were fine.

“All clear. The Emperor is served,” Haakon said. The
others in turn gave the same response.
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“The Blessing of the Emperor upon you. May he grant
you strength.” Ragnar replied. There was a hiss as the
drop-pod depressurised. The external temperature
dropped sharply. A frost blue ikon flashed for three
heartbeats to indicate a lack of air-pressure. There was
another click from the neckband of the armour, Ragnar
knew that his helmet had locked into place and could
not now be removed until his suit had checked the
atmosphere and found it safe for breathing.

There was a faint kick of acceleration. For a moment
ERagnar felt weightless as the drop-pod left the artificial
gravity field of the Hunter of Fiends. A fraction of his
normal weight returned as it 5 away. In the view
monitors the Hunter showed first as a vast metal wall.
As it receded the turrets studding its exterior became
visible, then the whole ship slid into view, from winged
stern to dragon beaked prow. The sheer size of the
vessel was obvious from the hundreds of great arched
windows, each of which was the long as whaling ship
and taller than a mast. Swiftly the Hunter of Fiends
dwindled till it was lost amid the stars, just one point of
light among many. As it did so the alien world swelled
ominously in size below them.

Somewhere below was the enemy. Soom they would
face the Tyranids.

he drop-pod touched down. Ragnar ceased

praying and opened his eyes. He hit the

release amulet of the restraining straps and
rose swiftly.

“Squad, disperse,” Ragnar's voice was clear and calm
over the comm-link.

The walls of the pod opened like the petals of a fast-
blossoming flower. Air rushed in, misting as it hit the
chill within the craft. The Space Marines leapt clear.
Ragnar touched ground, glancing around swiftly to
orientate himself. His gaze took in the clearing and the
trees and the nearby buildings. He checked the sky.
Other pods fell groundward, dropping like the spores
of some giant alien plant. So far so good, he thought,
rising to his feet and sprinting for the nearest cover,

The ground felt soft and spongy under his feet. Out of
the corner of his eye he caught sight of something big,
moving fast through the nearby trees. Tt pointed the
nozzle of a large weapon at him. Reflexively Ragnar
sprang to one side as shards of shrapnel chewed up the
ground where he had just been. He rolled to his left,
raising his auto-targeting bolt pistol. Acid fumes
steamed from the small crater on his right. The wolf's
head ikon of the targeter blinked red-black-red inside
his faceplate. He squeezed the trigger: a bolter shell
whizzed towards the target. A roar of pain echoed
through the forest. Not pausing to see what had cried or
whether his target had dropped the Wolf Lord rolled
into the cover of the purple bushes. He looked round,
checking to see if any of his men were hurt.

Egil sprinted towards the margin of the clearing. His
howling warcry echoed over the comm-net. His bolter
snap-fired three times. Explosions kicked up dirt at the
forest edge. Small reptilian creatures scuttled for cover
away from them. Ragnar snapped a shot off at one. Its
head came apart as the shell struck home,

MNext to the drop-pod Gunnar stood firm, legs apart, the
heavy missile launcher braced with both hands. Flames
spat from its muzzle as the weapon spoke. For long
seconds the rocket thundered then, with a crash, hit its
target. A great tree listed to the left as the force of the
explosion toppled it. Giant forms lurched from the
precarious safety beneath its branches. He saw them
clearly now.

They looked like dinosaurs. Their heads were large and
bulged back, horny carapaces protecting a large brain
case. Their ribs were the outside their bodies, like the
exo-skeleton of an insect. Internal organs were clearly
visible. Ragnar saw lungs pulse with breath and
exposed hearts beat beneath them. Each monster had
four muscular arms, two of which terminated in long
claws, the other two of which clutched strange fleshy
rifles or wicked looking blades. Long legs ended in
hoofs and raised them to over twice Ragnar’'s height- A
stinger curled between their legs. The shape of the
creatures was all organic curves and exposed innards. It
reminded him of Genestealers, but he recognised them
as something even worse: Tyranid Hive-Warriors,

Nijal, the Rune-Priest, howled a challenge; a nimbus of
light flared round his head. The runes on his staff
blazed and from the weapon's tip leapt a bolt of pure
psychic power. It touched a Tyranid and flowed round
it. The thing's rib-cage was torn apart and its lungs
splayed out of its back like obscene wings. Haakon leapt
forward through the spray of alien blood and chopped
another down with a sweep of his chainsword. A high-
pitched rasping whined up the scale into the ultra-sonic
as sharp blades whirred against the exo-skeleton. The
disgusting smell of friction-heated bone mingled with
the alien taint of the air.

Another monster loomed over Haakon. In its claws it
held two vicious blades of razor-sharp bone. Ragnar
took careful aim and snapped off three shots. Near
simultaneously Egil’s bolter stitched lines of fire across
the Tyranid’s chest. The creature fell, torn almost in two

by the hail of fire. Haakon stepped owver its fallen form
and drove his chainsword through the rib-cage of the
creature following. The chainsword ripped through soft
organs. As it fell the thing brought its weapons forward
and down. Desperately Haakon parried one blade with
his chainsword . The other slashed into his arm,
cleaving hard ceramite in two. Blood spurted from the
gash. Haakon fell backward, clutching the wound. A
pack of the small creatures closed over his recumbent
form. The Hive Warrior lay twitching beside him.

The Wolf Lord drew his customised chainsword and
leapt into the fray. He covered the distance to the melee
in four long strides and lunged into close combat.
Ragnar held the blade in both hands and swept it
through a huge figure of eight. Impact jarred his arms
as the weapon cleaved through the foe. The Termagants
leapt back, hissing and snarling,
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With a mental impulse Ragnar slid the claw blades from
his boot and lashed out with a kick, slashing the throat
of ome of the beasts. They retreated still further. The
fallen Tyranid stirred, reached out and tried to grasp
him with its claws. They tightened painfully round his
leg. As he watched the thing reached for its swords. The
pressure on his leg was immense. He could feel the
strain on the ceramite of his armour.

With an effort of will he moved his leg. Retracting the
blades he put his foot on the Tyranid’s throat then
extruded the footknives again, driving through the
cartilage of the creature’s windpipe. He fired two shots,
one through each of its eyes. The Hive Warrior spasmed
and was still. Ragnar broke its neck with a stamp of his
boot just to be sure of the kill.

Egil was by his side now, pumping bolter shot after
bolter shot into the Termagants. They fled in terror,
seeming now more like mindless animals than sentient
soldiers. Ragnar bent down to inspect Haakon's wound.
It had already sealed, as the Space Marine’s bio-
engineered body acted to minimise the damage.
Haakon's face was pale but his eyes were clear and
calm.

“T am fine, Lord. It will take more than a scratch like this
to kill me,” he said. The sound of something huge
breaking through the nearby undergroivth mingled
with Haakon's irregular breathing and the crack of
distant bolter fire.

“I'm pleased to hear it, brother. Now might be a good
time to test this theory.” As Haakon rose painfully to his
feet Ragnar took a moment to patch himself into the
comm-net. “Squad-leaders, report.”

“Squad Axehead, securing Perimeter West Secundus,
heavy resistance, casualties acceptable. The buildings
will be ours within two minutes.” The comm-net carried
the ghostly echo of bolter chatter and deathscreams.

“Acknowledged,” Ragnar said.

Whatever was tearing through the woods was close
now. Ragnar removed his helmet, took a deep breath of
the tainted air and tried a few practice sweeps with his
chainsword. He grinned at Haakon. The sergeant
grinned back. By Russ, whatever the thing coming was,
it was huge. And judging by the noise it had allies with
ik

“Squad Javelin; in position on Elevation West Tercius,
establishing relay contact with Brother-Captain
Strybjorn and his men on Perimeter North. Have a clear
view down valley. Estimate Perimeter West secure in
three minutes.”

* Acknowledged.” A hideous high-pitched screaming

started less than a hundred metres away. Ragnar had a
bad feeling about this. He bared his fangs in a wider

grin.

“Wolf Lord, beware! Giant hostile and five Genestealers
approaching your position, am moving to intercept.”

Ragnar recognised the voice of Lukkan, the impetuous
sergeant of Blood Claw Squad Blade. He glanced
skywards. The eight remaining Blood Claws raced out
of the east, the jump packs carrying them in giant
bounds. Ragnar cursed. That hothead was going to get
himself and his men killed.

“No — join me now. Perimeter West Primus. That's a
command.”

“Acknowledged.” Ragnar laughed. Lukkan sounded
more than a little crestfallen. Haakon tugged his arm.

“Bones of Russ,” the old sergeant muttered. “Look at
that.”

“Fire at willl” Ragnar barked. Genestealers, four-armed
razor-clawed monstrosities flanked a beast that dwarfed
the biggest Tyranid Hive-Warrior. In some ways it
resembled the Genestealers. It had a similar acid-
dripping maw in a similar insectile head. But it was
massive, taller than a Hive Warrior and far more bulky.
It had four enormous chitinous razor claws, great
sickles of bone and cartilage. Held between its claws
was a flickering ball of blue plasma. Even as Ragnar
watched it released the fireball straight at him and
Haakon.

The Wolf Lord sprang to the left, pushing Haakon with
him. The two men fell together, armour ringing against
armour, then they rolled apart. A backwash of heat
singed Ragnar’s hair as the plasma bolt passed nearby.
It flickered into a nearby tree. Foliage ignited and the
tree burned.

Out of the corner of his eve he caught sight of Njal
disappearing into the wood. Surely the Rune Priest
could not be fleeing? Ragnar pushed the thought from
his mind. He had other things to worry about.

“A gift from the Sons of Russ,” said Gunnar. A missile
erupted from his launcher and flashed into the giant.
Smoke belched forth on impact. The ground shook. As
the smoke cleared Ragnar looked on with awe. The
Tyranid bio-construct was still standing, even though a
huge chunk had been torn out of its carapace. Ragnar
raised his bolt-pistol and aimed a shot at the creature’s
head. It tore a track along the thing’s cheek. The
creature began to advance.

“Tough as a Night-Troll,” said Egil. His bolter spoke,
blasting out another chunk of the thing's armour t0 no
appreciable effect.

“Tougher,” said Ragnar, firing again. The shot glanced
off the beast's carapace. His chainsword shuddered in
his hand, ready to deal death. The lumbering monster
came on, building up momentum, its charge seemingly
unstoppable.

Haakon lobbed a grenade; it bounced at the thing's feet
and then exploded. The screaming monstrosity toppled
and fell over. The Genestealers rushed past it, a wave of
ferocious death, all clicking claws and dripping, fanged
mouths.

With a roar, the Blood Claws sprang into the fray. From
the air they laid down a shower of grenades. Explosions
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blasted the Genestealers. One was blown, tumbling
forward to land at Ragnar's feet. It lashed out with
claws capable of tearing through steel. Ragnar parried
one with his sword, twisted to avoid the second,
ducked under the third and let out a howl of pain as the
thing raked his forehead. He smacked the “stealer in the
temple with the butt of his pistol.

The force of the blow knocked the ereature back within
killing distance of his blade. He decapitated it cleanly
and shook his head to clear away the blood dripping
into his eyes. Already the wound had begun to sting
and close.

He saw the Blood Claws with the remaining
Genestealer. Although the creature was wounded it still
put up a tremendous fight. Its claws flashed and it
eviscerated Brother Jotan. The young Space Marine
slumped down, trying to hold in the ropes of his
intestines with one hand. Ragnar brought his pistol
round, hoping for a clear shot but the swirling melee
made it impossible to get a bead on the monster. Slowly
the assault troopers gained the upper hand. The ‘stealer
came apart in a welter of limbs and bloody body parts.

Suddenly the Blood Claws were thrown aside. Ragnar
saw the clawed giant wade through them. A stroke
from its scythe chopped Brother Karl in two. Another
sweep downed Brother Tor and sent his broken body
tumbling into Brother Lukkan.

Lukkan fell heavily and was still. This thing was like a
monster from the Sagas. Fear touched Ragnar’s heart
but he did not let it show on his face. He grasped his
sword and prepared to meet it breast to breast.

A heavy weight landed on his back. Foetid breath
blasted his face. Sharp teeth snapped at his wind-pipe.
Somehow a Termagant had got behind him. It was
almost as if a single mind guided these monsters. The
smaller creature was trying to immobilise him while the
larger one killed him. The enemy mind knew he was the
leader.

Ragnar rolled forward, Momentum carried the
Termagant over his shoulder and sent it tumbling clear.
It flicked out its tail, snapping it in his eyes. Tears stung.
He was momentarily blinded, lying in the dirt while the
thunderous tread of the giant came inexorably closer.
His sword fell from his hand.

MNearby, Egil's bolter blasted but the monster did not
slow, Ragnar rolled to one side. The Termagant was on
his chest again. [ts triumphant hissing filled his ears.
Guided by the sound he lashed out with an armoured
fist and then got his hands round its neck, He was
determined that, even if the giant killed him, its little
kinsman was going to die with him. It was a better
death than some, he thought, though not as heroic as he
had wished.

The giant was near. Its scent was overpowering. He
could hear the metronome pulse of its huge heart. [ts
blood dripped down on him. In his mind’s eve he
pictured those great scythes rising and descending, He
steeled his body for the impact. As he did so he twisted
the Termagant's neck, feeling the vertebrae grind and
snap. Its huge kinsman whined as if it too felt the pain.

Ragnar's vision cleared and he looked up into the face
of nightmare and lunacy, Mighty shark-like jaws

dripped slimy saliva. Mad eves filled with hate and
bloodlust gazed into his own. The scythe-claws, slick
with red blood, were raised high. As they swept down
Ragnar knew his last moment had come.

Suddenly Haakon was there. The sergeant had leapt
under the arc of the blades. He blocked one with the
chainsword and took the other on his wounded arm.
Ragnar saw his face twist, but he did not cry out in spite
of the pain.

Frustrated, the thing swept the sergeant up, grasping
him in all four claws. Haakon arched his back,
struggling futiley against the creature’s irresistible
strength. Great cords of muscle bulged in his neck. For a
moment it looked as if he might actually do it. But there
was no escape from that death-grip. The claws closed
like the blades of great shears and Haakon's body
flopped to earth, torn into three pieces.

Rapnar howled with grief and rage. He threw the
Termagant from him and surged to his feet. Once more
he stared into the creature’s eyes.

“And now, you die,” he whispered, his hand clutching
for a krak grenade.

He leapt upward catching one of the creature’s arms
and pulling himself up one-handed. In a heartbeat he
was level with the thing's face. He thrust his fist right
into the monster's gaping maw. He pushed the
detonator on the grenade, placed his feet on the beast’s
enormous chest artd kicked out, boosting himself away.

The ground rose to meet him. The bemused giant
lumbered forward. For a moment Ragnar wondered if
the grenade were defective. Then the monster's head
exploded showering him in brains and mucous. For
long seconds its body stood upright then it toppled
backward to the loud cheers of the Space Marines.

Ragnar looked round and found the battle was over.
There was no enemy in sight. Brother Lukkan rose from
under the body of his man and stared in awe at his
leader. Njal emerged from the woods. In his hand he
held the dripping head of a Tyranid.

“The last one,” he said. “The lesser beasts won't trouble
us for a while.”

Ragnar looked down on the torn corpse of Sergeant
Haakon. A good death, he thought, a warrior's death.
He looked up to see Egil staring at him.

“Are you all right, Lord?"” he asked quietly.
Ragnar nodded then spoke into the comm-net,

“Perimeter West Primus is secure,” he said.




SPACE WOLVES

lowly the Space Wolves formed a circle round

the last resting places of their dead. In the

shadow of the great mounds of wood and
kindling each man was silent, lost in his own thoughts,
mourning his departed friends and contemplating the
nature of their deaths.

Ragnar watched Brother Ulrik, the Wolf Priest, tower
over the body of Sergeant Haakon. His blade was
bloody from cutting gene-seed free from the lost.

“From the flesh of Russ you came,” he said, extracting
the seed from the sergeant’s remains.“To the flesh of
Russ you will return.”

Reverently the Wolf Priest placed the Russ-seed inside
the cryogenic urn, then he licked the sacred knife clean
to ensure that not one drop more of Space Wolf blood
would touch this alien earth. Haakon's was the last
gene-seed to be reclaimed. Now it was time for the
burning.

Ulrik stood within the circle of pyres and raised his
arms high above his head. All eyes were now fixed
upon him.

*Look for the last time upon the faces of your brothers,”
said the priest. “Do not mourn them for they died
bravely. They lived as men and died as men and now
their spirits are within the Halls of the Emperor. No
warrior can ask for more.”

As one, the circle of Space Marines turned and began to
march around the pyres so that every man could look
upon each of the dead in turn. Ahead of Ragnar in the
circle was Lukkan, behind him was Gunnar. He was
part of the living chain, During the burning there was
no distinction between leaders and men, between Blood
Claws or Grey Hunters or Long Fangs. All were made
equal by loss,

As they marched Ragnar looked first on the face of
Haakon. Memories flooded back. He could remember
being awestruck as he had followed the sergeant into
battle for the first time. Then Ragnar had been a Blood
Claw and Haakon had been a Wolf Guard assigned by
Lord Berek to keep them out of frouble. The sergeant
had pulled Ragnar out of the wreckage of a blazing
Rhino and blasted a clear path to cover for them
through the teeming Ork horde.

Haakon had been calm, methodical, He had restrained
Ragnar and Egil when they had wanted to make a
suicidal charge at a Lungbursta and then lobbed a
grenade down its turret himself. Ragnar could
remember it all as if it had happened that morning.
Haakon had always been good with grenades, Ragnar
thought.

Ragnar looked on the face of Brother Jann, the lron
Priest, pulled down by Genestealers while defending
his war-machines. The enigmatic brothers of the Iron-

god had removed all of the sacred relics of the Machine
Cult from the corpse. Jann's metal hand was gone and
his metal eye had been removed. They would go to his
successors. The cyberlink nodes on his neck were
sealed. Ragnar had not known the man well; the Iron
Priests were a breed apart, taciturn, sober, lost in the
intricate mysteries of their aeons-old cult. Yet Ragnar
knew that Jann had been a good man and he felt a sense
of loss. The Iron Priest may have been part of a different
cult but he had died as a Space Marine and he would be
burned as one.

He gazed upon the scarred face of the Long Fang
Hrothgar. The man had been old when Ragnar was
chosen as an aspirant. Hrothgar had been the first to call
for Ragnar's summoning to the Wolf Guard after the
yourg Blood Claw had killed an entire group of Ork
MNobz and their Boss in close combat. He said that surely
they must take someone so favoured by Russ. Lord
Berek had listened to this trustworthy witness then took
Ragnar on a drinking session through the taverns of
Avernus that lasted three days. After that Ragnar was a
Wolf Guard.

Then there was Karl, youngest of the Blood Claws. He
had barely been an aspirant when Ragnar became Wolf
Lord, Berek had been found dead atop a small
mountain of dead Beastmen. Ragnar himself had fought
his way through the Thousand Sons to try and rescue
the old wolf but had arrived too late. By his action Berek
held the Chaos worshippers off long enough for relief to
arrive and preserve the sanctity of the Vault of Secrets,

1t had been a mighty death. Ragnar could remember
Karl looking wide-eyed down on Berek's corpse as it
had lain in stake in the deepest caverns of the Fang. The
boy had been enthralled by the tale of Berek's bravery
and tried to emulate his feats since then. He would
strive no longer.

Tor lay beside his friend. Ragnar remembered the jokes
the two of them had played on the older members of the
Company, their laughter and their gladness. No more of
that; their voices were silent now forever.

Round and round they went and, as they did so,
Ragnar, like every man present, remembered the dead
and reflected on his own life in the service of the
Chapter. On each noble face Ragnar saw his own future
written. One day he too would lie there, honoured by
his comrades, his spirit gone to join the Emperor in his
unending battle with the forces of darkness. There was
no more to be asked for.

At Ulrik's gesture they halted, The Wolf Priest raised a
hand flamer and set light to the first of the pyres with a
spray of sacred chemical fire. The leaping flames
underlit his face, transforming it into a ferociously stern
mask. The light reflected in his eyes, as it would in the
eves of a wolf; they shone like miniature suns. In turn
Ulrik lit each of the pyres till at last all of the bodies
were consumed by cleansing flame.

As Sergeant Haakon's last bed caught Ragnar threw
back his head and howled, giving voice in one long
lonely cry to all his grief and fury and pent-up emotion.
One by one all the Space Marines round the fire did the
same till their cries merged into a giant animal roar that
drifted upward to the cold, unblinking stars.
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Iin ages past the Mighty Primarch Leman Russ led the
Space Wolves Chapter of Space Marine warriors. He was
unsurpassed for ferocity in battle and no Chapter was as
headstrong and battle keen. This invaluable companion to
the Warhammer 40,000 game describes the armies of the
Space Wolves Chapter in complete detail.

THE MIGHT OF THE SPACE WOLVES

The creation of the Space Wolves Chapter in the days of the Primarch
Leman Russ is described together with their forbidding homeworid,
the icy planet of Fenris.

ORGANISATION AND SPECIAL RULES

Organisational details and special rules are provided for the Space Wolves,
including details of the Long Fangs, Grey Hunters and Blood Claws.

ARMY LIST

A complete army list for the Space Wolves Chapter is given together
with special characters such as Njal Stormcaller, Ulrik the Slayer,
Ragnar Blackmane and Logan Grimnar.

THE FANGS OF THE WOLF
A battle to the death between the Space Wolves and a powerful Ork horde.

'EAVY METAL

Colour photographs of the Space Wolves army painted by the
Games Workshop ’Eavy Metal team.
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