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Armageddon, 2 world whose name is known across the Imperium. Armageddon, 1 we whose

name has become a byword [or war and destruction on 3 massive scale Armageddon, where the

fatc of a thousand worlds hangs i the balance”

immander Solir Ewgentin

a world lom apart by war. Welcome to Armageddon. The book
is a guide to one of the largast conflicts in the Imperum'’s
find details yming the world of Ammageddon, including its
fighting for its survival or conguest, and the stale of
Codex: Armageddon breaks down into the lollowing sections

nt hist

The Third Armageddon War. In these pages s the history of this war-shrouded world
inciuding detaits of the most recent and most devastating campaign. You will find descriptions of
the torces arrayed in Armageddon’s delence, as well as an analysis of the multitudinous hordes
that threaten to overwhealm the Emperor's domains. This section deals with the build-up of events
as thal
e numarcus conflicts surmounding it :
nvolved in the campaign and ideas for playing games of Warhammer 40,000 se

Armageddon War

juring the Third

Forcea of Armageddon.
miniaturas that can

T!‘l:-‘-_'-!? ‘_II COHour :'-.‘-'_'I'f‘-" 5 exampies ol superoly painied
o represent the forces in the Armageddon campaign. Included are
15 Imperial Guard regiments and Space Manne Chapters, as well as
markings of notable Ork warbands involved in the war, There are also

many pholographs showing the di

uniform gu

samples o

campaign

The Army List Variants, These
the different fighting

other Codexes and ena

four army lists allow you to collect and game with some of
forces involved in the Armagedd These are 2 upon the lksts in

army of vehicle-mad Ork Speed Freeks, the
mechanised infantry companies of the Armageddon Steel Legion, the fanatical Space Marines of

field an

vou to

the Black Templars, or the unyielding warriors of the Salamanders Chapler.

G:u:nl Titus stood upon the ohservation Phl[urltl l|;H.1'n: the hrl.dglt of his Levisthan Command
wehicle Here, sixty feet above the ash dunes, the wind was [ierce and his protective cape
whipped around him. He took 2 pair of mageoculirs [rom an side and observed the massive force
arrayed under his command. The strategic displays of the command centre could not coavey the
sheer magesty of the srmy.

To his keft strode five massive Warlord Batile Titans of the lron Skulls Legion, kill peanants
fluttering in the wind, and in fromt of them four Wirhound Scouwt Titams stalked across the
onage-red ash wastes. Around the fezt of the huge Titans advanced theee full regiments of the
Armageddon Steel Legion A dozen companies of Leman Russ tanks, dwarfed by the huge war
engines that ‘blotted ot the faint light of Armageddon, p’-:mﬂ_l'm:l fowards their obgective - the
bridges over the River Stygics.- trailing 3 massive dust clowd in their wake. Cigantic Bapchlade and *
Shadowsword super-heavy tanks lumbered 1o Ris right, 2 heavily armoueed reserve ready to mowe
forward and unleash the awesome [ircpower of their massed battlecannons and volcano cannoss.

And all around were the men and vehicles of the Steel Legion. Chimen transports beyond

counting. thirty thossand men nding 1mside, &L-::!l?lul:d by more tanks and batteries of artillery

An adpu
alter |m|v'.|ng Phnﬂ[q“ 1*"!“““"}} the [ocus of his magmoculars, Titus gave 1 gasp of disbeliel
There were the Ovks. The shapes o

swarm of smaller vehic

t directed the General's gare to the sowth, where the Ovks were said 10 be musiering

a dozen Gargamts puited op from the unduliting ash wastes. 2 -
surrounding them Buar it was not this that had given Titus such a shock
For miles in every direction around the Gargants, the ash desert was greem: a sea of Orks so

massive that the mind refused 1o acknowledge the possibility. Titus examined his forces once more,
-

his heart in his throst

“Emperor’s mercy,” he whispered to himself, "1 pray 1 have enough men to face thal”

]
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he hive word of Armageddon, the

principle waord in the Armageddon
sector, lies roughly 10,000 light vears to
the galactic north east of Terra. It is a vital
nixtde at the centre of the Amageddon
sector's navigational channels and ils
thousands of weapons shops supply arms

to Imperial Guard regiments several
thousand light years away.

The loss of Armageddon would pose a
serious threat to the Imperium’s power in
this area of the galaxy, as was proved
when a massive Chaos host invaded in
the mid-41st millznnium. Although that
titanic battle has long since passed into
histary, a more recent conflict has shown
how vulnerable the Imperium's control is.

In 841.M41, the Ork warlord Ghazghkull
Thraka invaded Armageddon al the head
of a massive Ork Waaagh, Al the time,
Armageddon was under the command of
Owverlord Herman wan Strab, who was
once described by Prnceps Prime Kurtiz
Mannheim of the Iran Skulls Titan Legion
as, "the greatest waste of Nesh and bone
barn in the last five hundred yvears™, It was
von Strab's complete lack of preparation
that cost the Imperium
dearly. Even when a
hulk of massive

size was

sighted in the Armageddon system, von
Strab did nething to investigate or repon
its. appearance to other Imperal
authorities. When the Orks crashed onto
the western confinent of Armageddon
Prime, von Strab senl oul his planetary
defence regiments piecemeal, and they
were smashed to pieces by the vastly
superior Ork armies. Armageddon Prime
quickly capitulated, its supply lines were
cut and Ork warriors stormed through the
tunnels of its hives. It was Commissar
Yarrick who ordered the Astropaths to
send a signal for aid, which eamed him
von  Strab’s  displeasure  and  his
subseguent exile to Hades Hive. However,
it was this act which was to ultimately save
Amageddon from falling to Ghazghkull.

Von Strab was not concerned with the loss
of Armageddon Prime, declarng that the
Cirks would never be able to cross the
thick jungles that separated them from
Armageddon Secundus. He was wrong,
Ghazghkull's forces swept out of the
jungles and embarked on a massive
congquest, crossing the Stygies and
Diabolus rivers and marching on the hives
of Armageddon Secundus, Von Strab
ordered Princeps Mannheim to lead his
Titans into battle against the Ork armies,
unsupported by other forces. Mannhaim
had litlle choice but to obey,

though he knew that it

would lead to'the
destruction of

his farces.

Alhough they inflicted heavy casualties on
the Orks, the Legio Metalica were all but
annihilated by the numerous Ork
Garganis that opposed them. Everywheare
the Imperial forces were being driven back
in disarray,

The Orks swept onwards, storming
Infernus Hive as the Season of Storms
broke in full fury. Refugees numbering in
tens of thousands marched across the
inhospitable ash dunes, dying from
exposure to the harsh environment ar
faliing prey 1o the rampaging mobs of Ork
Speed Freeks which constantly harred
them in their flight. As the Orks moved
southwards they splil, descending on the
Hades and Helsreach hives, When the
Orks besieged the massive cilies, von
Strab unleashed a secret weapon, a
massive stock of virus bombs from his
personal arsenals, However, the ancient
devices frequently malfunctioned and
although they took a heavy toll of the
unprotected Orks, many humans were lost
oo as missiles flew out of control and
plungad inta Imperium lines or exploded in
the refugee camps. At Helsreach,
convered supertankers took those unable
to fight across the Tempest Ocean and,
once the last ship had left, those who
remained grimly swore to defend the city
to the last man. Suicide teams charged
into the Ork encampments and defonated
home-made explosives, while the
dockside loaders welded themselves into
the armoured cabs of their cranes and
fought with the gigantic Gargants
rampaging across the city, The fighting
was bitter, but in the end, Helsreach

fell to the Orks.




Although the battle for Armageddon had
been farocious, it was at Hades Hive that
the conflict entered a new stage of
savagery and fierceness. Led by
Commissar Yarrick, the defenders of
Hades Hive fought as though they were
possessed, The Orks made so little
headway against such stiff resistance that
Ghazghkull himsell joined the aftack,
leading his forces from the front. Thus the
stage was set for the greatest contest of
wills in tha entire war. For weeks,
Ghazghkull tried every stratagem taught
to him by Gork and Mork: making lightning
assaults and feints, attacking in massive
waves and trying to reduce the hive by
bombardment. Yarrick countered every
ploy: sending out sabotage parties to
destroy the Ork Warlord's siege engines,
countar-attacking along a flank when the
Orks tnied to storm the barricades. and
falling back from diversionary attacks o
draw the Orks into ambushes, Whean
Ghazahkull  mustered all of his
Kommandos into a huge infiltration force,
Yarrick assembled voluntear cadres of
men who were once maintenance workers
in the labyrinth of the hive's air and fuel
ducts. A deadly battle was fought in the
darkness between these drug-crazed
psychopaths and the Ork Kommandos,
and in the and it is said that not a single
Kommando escaped alive.

As Yamick and Ghazghkull fought over
Hades, the remaining Ork columns
rumbled southwards towards the only
other surviving settlements — Achearon
and Tararus. Al Acheron, as the Orks
made their assaull, the defenders swore
to die rather than surrender. Such
dedication was admirable but, in the end.
unnecessary. The Orks were ripped
asunder by the thunder of bombs and the
crash of gigantic cannons as the sky
overhead filled with the shapss of Space
Marine  Thunderhawk gunships.The

Biood Angels lad the reinforcements, the
military commanders of

Armageddon  ignoring von  Sirab’s
authority to follow Dante’s legendary
leadership. Von Strab was arrested for his
crimes against the Imperium, though he
later escaped.

With the coming of the Uliramarines,
Salamandears and Blood Angels, the tide
began to turn on Armageddon. The
factories of Acheron and Tartarus churmed
out. weapons and vehicles by their
thousands, whilst the Space Marines
began to force the Orks o refreat from the
south. If Ghazghkull had turned his
attertion  southwards and made
immediate plans to thwart this sudden
counter-attack, Armageddon may have
=till fallen. However, the siege of Hades
Hive had become something more than
simply a military objective. Yarrick's
uncompromising resistance challenged
Ghazghkull's ability and reputation as a
Warlord — a challenge he could not back
down from. The Ork Warord gathered
evary available warband to his army and,
with this almighty force; fell upon Hades
Hive with the hatred an Ork only reserves
for his greatest enamy, Despite desperate
rationing, supplizs in Hades had all but
run out, and seeing the mass of Orks
preparing lo attack, Yamick decided that
the city could no longer stand. Those who
could be were evacuated by daring shutile
runs, risking the Ork anti-aircraft fire and
interceptors to escape,

The Space Marnes arived too late to
save Hades, attacking the Orks evan as
they smashed their way inside. Yarrick
was almost glain, but his iron will stopped
him succumbing to the near morial
wounds he had suffered. Whilst the fate of
Hades was being sealed, Ghazghkull
revealad the true extent of his

cunning. Masses of Ork

reinforcaments

poured in

fram the west, inlent upon Tartarus Hive in
the south. I Tartarus was owverrun, the
industrial power in the south would be
smashed and the Orks could easily
consolidate their position while the
Imperial armies were being moved down
from the north, As the Orks assaulled
Tartarus, their vanguard already pushing
into the streets of the hive cily, Dante
made his move. Transporling his Blood
Angels back to their orbiting ships, he led
a massive drop pod assault into the heart
of the Orks. Though horrendously
outnumbered, the Blood Angels set to
massacring any Ork unlucky enough to be
caught by them. Fuelled by their righteous
hatred, the Blood Angels slew nearly half
of the entire Ork army, and it was
rumoured that Ghazghkull himself had
been felled, though this fater proved to be
false. Leaderess and assaulted on all
sides by the Emperor's torces, the Orks
refused to sumender. Some fought to the
death, others slipped into the ash wasles
and eventually made their way to the
jungles between the two continents of
Armageaddon

As is the way with Orks, the greenskins
were  never fully eradicated from
Armageddon, and it is unlikely that they
ever will be. In the depths of the jungles
and in the mins of fallen hives they
continue to bread, only 1o be hunted down
by Imiperial kill-teams. Hades Hive still lies
shattered, whilst the rebuilding of Tartarus
and Infermus has only just begun. The
legacies of the Second Battle of
Armageddon are still plain to see




“0rhses are never beaten in battle... we can always come back for anuvwer go...”

What happened next...

hazghkull was not idle following his
Gne‘.eal in the Second Armageddon
War. Retiring to his stronghold — a network
of systems controlled by his forces in the
Giolgotha Sector — he carried on with the
master plan that had been revealed to him
by Gork and Mork years before. If the
Imparium made cne tamible mistake
following the Second Armageddon War it
was to consider that Ghazghkull had been
defeated. This was far from the truth,
What the Ork gods had revealed to
Ghazghkull, or rather what he said thay
had revealed to him, was that in order to
destroy your foe you must first know him
For Ghazghkull, the war had been a way
to tearn how the Imperium would react and
deal with a major invasion. In effec,
Ghazghkull had been doing litle more
than testing the Imperium’s defences.

Anon

In the decades that followed the war,
Ghazghkull carried on with his master
plan. Having leamnt all he needed to know
about  Imperial strategy he began
practising the tactics that he fell would
lead to his enemies’ defeat. As he did nol
want to draw undue attention to himself,
these experimants were carried out on a
much smaller scale than the invasion of
Armageddon. From 845 to 953.M41 the
Imperium _ received numerous repars of
small raids and attacks against Imperial
bases and oulposts that were led by
Ghazghkull Thraka personally,

Then, in 962.M41, an Imperial military
base on Buca Il was annihilated by
migsiles fired from an Ork base hidden on
an aslercid. The astercid entered the
systam from deep space and bypassed all
the Imperial sensors undetected before
unleashing its deadly missiles at the

unsuspecting outpost. In
S72.M41 the Imperial agri-
world of Chigon 17 was
overrun by a massive force
of Orks allegedly under
Ghazghkul's command,
Despite the fact that the
Imperial Guard defendars
were well-equipped with
tanks and other vehicles,
they were defeated by the
Orks in a lengthy guerilla
campaign which rendered
the Imperial defences utterly
useless. In 986.M41 the
Imperial Battlecruiser, the
Radiant Way, along with its
attending escoris were lost
with all hands in a sudden
attack by Ork pirates, again
led by Ghazghkull. The
Imperium - responded  in
farce but discovered that the
Orks had disappearad by
the time they armved.

Mast recently, Ghazghkull allied with the
Ork Warlord Nazdreg Ug Urdgrub fo make
8 vicious assault on the Imperal planet
Piscina IV, The Orks used a previously
unknown. type of teleponation device
which enabled them to manoeuvre their
troops directly onte the planet from a
space hulk located a massive distance
away from the planet. The Imperial
qarnson was taken complately by surprise
and only the presence of Space Marines
from the Dark Angels Chapler saved
Fiscina fram being overrun by the alien
hordes.

However, this second defeat was of little
consequence to Ghazghkull, for, with the
completion and testing of his new
‘tellyporta’, he was finally ready 1o unleash
hizs full force against the Imperium. A plan
that had baan fifty years in the making was
about to reach frultion...

Transmitted:

Date:

TranamitEers . oveeens
Recediver: .....
Author: ...

Thought:

Over the last 48 hours (Barth standard), I have roceived transsissions
in this sector, indicating that they are under attack from Ork raide
hundred’ light year radius. All indications are of a ma
In all cases the Ork attackers have appeared on the p

surprise to their advantage. Our best estimate
lost (see attached sub-files Alpha 1-7 & Beta 8-29).

Upon learning of the Ock attack I positioned picket ahi

hour their long range sensors have picked up Ork
proceeding to attack and destroy the invaders.
He are the Emperor‘s swordl They cannot stand befors us.

Priocity level: ..ccececuanass Hilitary Intelligence-utmost urgency
«.Fire of Heaven, Fleet Flagship, Deseodnoa Eystem
-« 3453999 . M41
-« «Astropath Prime Spartax
« «ABtropath-terminus Ragnafar
«+Admiral Trajan

=== s BOrroWw mwaits the foolhardy

i+ END TRANEMISSION i+

++++ LAST ENOWN TRANSMISSION FROM TASK FORCE TRAJAN ++++

from over two dosen Imperial plansts
« Attacks are spread over a fiva
jor Ork assault on & scale unknown in living memory.
lanet without warning, and have used the element of
is that seven sparsely populated worlds have already been

ps at the periphery of our system. Within the last
ships entering the outer reaches from deep space. I am




Thase 1: Opening Moves

midst the wreckage of Ghazghkull's
A_.‘lrf-:.l invasion of Armageddon, a
lengthy investigation of the planet's
readiness and defences was begun in
948.M41. In light of the strategic value of
Armmageddon to the Imperium, exiensive
works were ordered by the Adepts of Terra
o secure the Armageddon system against
future attacks. Sector Maval command
was transferred to the Armageddon
system and the MNawval facility of St
Jowen's Dock was rebuilt and expanded
to accommodate all classes of interstellar
warship. Three permanently mannsd
monitor stations were established in the
outer reaches, named after three greal
heroas of the second war of Armageddon;
Mannheim, Dante and Yarmick. Ground
based and orbital defences were rebuilt
and heavily reinforced, minefields ‘were
seeded throughout the system and a
substantial increase in the numbers of
system ships and monitors were ordered.

On Armageddon itsell, the long process of

rebuilding the hives devastated by
Ghazghkull's hordes was begun. A
process  which, despite  massive

application of resources and manpower,
remained incomplete fifty years later. In
part, this was due to the increased number
of defence regiments which were: raised
over this period, despile a lowering of
Armageddon’s tithe of regiments destined
for the Imperial Guard, A military council
was-appointed to rule over Armageddon,
compnsing high ranking representatives
from the Imperial Guard, Navy,
Departmente Munitorium and Adeptus
Mechanicus, the Ecclesiarchy and the
Govemnor of each of the major hives on
Armageddon, The council was headed by
General Kurov of the Imperal Guard, a
respected veteran of the Bakkus Crusade.
From 249.M41 to 978.M41, General Kurov
coordinated a series ol xenocidal
campaigns conducted throughout the
equatorial jungles betwean Armageddon
Pnmus and Secundus and the ice-bound
world: of Chosin to eliminate Ork
infestations which sprang up in the
aftermath of Ghazghkull's invasion. Fifty
years passed and Armageddon rose from
the ashes, its defences stronger and more
powerful than they had aver been before.
Sitill it was not enough.

The first signs of the coming storm was a
saries of attacks on systems surrounding
Armageddon and other worlds nearby.

First the nearby world of Minerva suffered
the depredations of Ork pirates, then the
Agri-world of Huis was likewise assailed,
Over a period of months, in spile of the
best efforts of the Imperial Navy, Ihe
number of merchant ships reaching
Armageddon was cut by half. It was as
though anunseen presence knew that the
Imperial forces were bound by the need to
guard the Armageddon system and were
not free to patrol the sector as freely as
they should, Almost overnight, the pirate
raids grew into assaults on outposts and
then into attacks against lightly-held
colonies and satellites. Soon, the first full-
scale planetary invasions began. Two
dozen Imperial worlds came under attack

in as many hours and the Astropaths of
Armageaddon received constant repors of
yet more Ork assaults. Every consultation
of the Emperor's Tarol showed bloodshed,
destruction and the sign of the Beast
Resurgent. HRumours spread that
Ghazghkull was retuming to wreak his
vengeance, and scon even the most
obstinate bureaucral could no longer deny
that an Ork Waaagh! of garganiuan
proportions Was enguliing the
Armageddon sector. After Task Force
Trajan was presumed lost battling Orks in
the Desdena system, General Kurov sent
forth @ call to nearby Imperial Guard
regiments and Space Marine Chaplers o
muster in defence of Armageaddon.
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T’hase 2:
Return of the Beast

n the Day of the Feast of the

Emperor's Ascension, fifty seven
yvears lo the day after the first Ork
invasion, augur probes registered a
massive disruplion in the immaterium as
an Ork fleet tore its way back into reality
and Ghazghkull's hordes descended on
Armageddon once more. An alert from
monitor station Dante was cut off in mid-
transmission as the Ork ships swept past
in their hundreds.

The monitor station's final reports
indicated an Ork fleet moving into the
system, comprising 50 Ork cruisers and
over 300 escont vessels accompanying at
least four space hulks. The forces of
Armageddon were placed on full alert and
seven Impenal cruiser squadrons, led by
the Apocalypse class battleships His Will
and Triumph, departed St Jowen's Dock
within twenty four hours. The Imperial
fleet, under Admiral Parol, entered battle
five days later, catching the lead elements
of the Ork fleet in an ambush around the
high-G world of Pelucidar.

Sixty Ork altack ships were blasted out of
the void by Imperal fire in the initial
aengagament, without the loss of a single
Imperial ship. Than Parol's ships were
engaged by heavy squadrons of Ork kill
kroozers and swarms of fighta-bommerz
racing ahead of the main body of the Ork
fieet. The Imperial ships fought wvaliantly,
their weapan batteries pounding the crude
Ork vesgels into scrap, ravening lance

beams incinerating wave after wave of
fighta-bommerz.

Monetheless, the Ork fleet cutnumbered
that of Armageddon by six to one and the
Imperial ships were gradually battered
back. The Orks made suicidal rushes
against the Imperal gun-lines with
unbounded ferocity, losing a dozen of their
siips in exchange for a single Imperal
vessel. At the height of the engagement,
Admiral Parol received comm-bursts from
the Yarrick and Mannheim monitor
slations waming of three more Ork fleets
entaring the edges of the system. Almost
simultaneously, the  Triumph was
bracketed by five Ork kill kroozers and
crippled by their combined heavy gunfire
and massed teleport attacks. Realising
that his duty lay in preserving the fleet for
a protracted  conflict, Admiral Parol
reluctantly gave the order for a general
disengagement.

The doomed monitor stations were
averwhelmed a few hours later. By their
last count, the combined Ork fleels
numberad in excess of 2,000 ships and at
least twelve space hulks, the largest
number of hulks ever to assail a world of
fhe Imperium in its 10,000 year histony.
Admiral Parol, his command reduced to
five squadrons of cruisers and a single
operational battieship, could do little more
than mount hit and run attacks against the
massive Ork armadas as they moved in-
system. Imperial reinforcements would

arrive soon, and then Parol could hope
that Ghazghkull's control of space could
be challenged with some hope of success.

In the meantime, Parol's escorts and light
cruisers harried the Orks as best as they
could, distracting and drawing off their
foes into baited traps and minefields,
doing whatevar was in their power to
reduce the tidal wave of Ork machines
arriving in-system. To their dismay, the
Impenal Navy ships encountered dozens
of crude asteroid fortresses, or ‘Roks’, In
the normally vulnerable tail of the Ork
fleets. These heavily armed weapons
platfiorms proved difficult to attack directly,
but the very presence of such unusual
numbers of them seemed to indicate
some more sinister design at work,

Surprisingly, the Orks did not turn aside to
capture 5t. Jowen's Dock. Instead they
subjected It to a six day long
bombardment as the Ork fleets moved
past. enlivenad by repeated attacks from
assault boat sguadrons. Ork warriors
succeeded in establishing themselves
throughout the lower sections of the dock,
and, although the facility remained in
Imperial hands, it was rendered virtually
useless by  damage  from  the
bombardment and constant Ork raids.
Cnly the arrival of two Ordo Xenos
Ingquisitorial  kill-teams later in  the
campaign succeeded in driving the Orks
back 1o the isolope storage pits at the
base of the station,




Phase 3:
Ground Zero

n Armageddon, the final weeks

before the Ork fleet's arrival were
occupied with frenzied preparations. Titan
Legions fired up their ancient plasma
reactaors and took up defensive positions
around the hives, their scanner-eyes
scouring  the skies. Imperial Guard
regiments were mustered and dug in,
Space Marines from over twenty Chaplers
dispersed intc the wastelands and
mountains to prepare to face the aliens.
Imperial merchant vessels daily ran the
fightening gauntlet of Ork ships to rush
more reinforcements to the planet. The
last transport to louch down carried a
legend. Commissar Yarrick, the ‘Old Man'
himself, set foot on Amageddon for the
first time in twenty years to the rapturous
chears of the populace.

The old commissar met with the militany
council that very night and advised them
on Ghazghkull's most recent lactics and
strategies, adding a dire waming against
underestimating the Warlord's capabilities,
Many said he had become old and weary,
bowed down with the homific progpect of
the coming invasion. Those who knew him
weall could see the fierce determination
that still bumed in his single eye, General
Kurov had always been renowned for his
judgement of men in battle, and he was
deeply impressed by Yarrick's drive and
intelligence. He requested that Yarrick
lake over leadership of the military council
for the duration of the current crisis and, to
the relief of all, Yarrick agreed.,

Six weeks after entering the Armageddon
system, tha vast armada of Ghazghkull's
forces went into battle with the spage
stations and weapons platforms in high
orbit over the planet. Those who had
hoped that the powerful orbital defences
of Armageddon would keep the Orks at
bay wera soon shown to be hopelessly
deludad. The orbital battle raged for three
days and two flery nights, bul, by dawn of
the third day, the skies were filled with the
vapour trails of Ork landing pods and the
incandescent meteors of attack ships
canving through the skies, Hades Hive, still
a virtual ruin after the last war, was the first
to die. In an act of terible vengeance
Ghazghkull chose not to figh! again at
Hades. Instead, the entire hive and its
inhabitants were smashed asunder by
giant astercids dropped from orbiting
space hulks. This act of wanton
annihilation was but the prelude to the
bloodshed which was to follow.

As the fires of Hades' destruction lit the
edstern horizon, the first Ork drop legions
clashed with Imperial forces near
Voleanus, Acheron and Death Mire.

Ground based defence lasers and missile
silogs took a terrible toll of the Orks as they
landed, but the survivors regrouped and
assailed the defences with such temible
ferccity that seon more and more of the
horde was reaching the planet’s surface
unscathed. Feral Orks swept down from
the Pallidus Mountaing and out of the
equatorial jungles fo join the growing
hordes, Where the defences proved too
strong 1o be taken by direct assaults, huge
mobs of Orks and their war machines
were teleported directly into battle from
the hulks above. As the ground defences
fell silent on the third day of the landings,
Yarrick ordered every remaining aircraft
on Armageddon to be thrown into the
battle in a desperate attempt to destroy as
much of Ghazghkull's hordes as possible
before they reached the ground.

The sulphur  yellow skies  owver
Armageddon became interwoven with
twisting con-trailz as thousands of Ork
fighta-bommerz duelled with Imperial
Thunderbolts and Furies. The Imperial
craft had the advantage in that they could
ratum to their armoured airbases to refuel
and rearm, whergas the Orks had to
resenve enough fuel fo climb back up to
their Terrorships and hulks in orbit, But
soon the Orks secured ground bases and
the battle turned against the brave
Imperial pilots as the crushing numbers of
the Orks was brought fully to bear.

As the aerial battles reached their height
five days after the landings, Acheron Hive
fell to the Orks without waming, caplured
by treachery from within. Garbled repons
spoke of power grids sabotaged and the
Orks boiling out from secret access
tunnels at the very heart of the metropolis.
The instigator ‘of these foul crimes was
goon revealed as none olher than the
infamous war-criminal Herman von Strab.
He took over the hive as its naw Overlord,
announcing that it was his diving right 1o
rule over Ammageddon. Ork brute squads
stood ready to silence any dissenters who
doubtad wvon Strab's  determination.
Despicably, much of the old nobility in -~
Acheron welcomed back von Strab as ||
d long-lost prince, choosing (o gentaely

ignore the fact that he had thrown in |
his lot with some of the most
dangerous aliens the galaxy
had ever seen.

At Molcanus Hive, on

the same day that
Acheron fell, massed Ork
infantry surged over the
twenly square miles of
defences atop Volcanus
Moumt just beyond the

hive's outer suburbs. Seventeen garrison
regiments of Armageddon Hive militia
were routed and the Orks captured many
weapons and fortifications  intact.
Volcanus itsell was soon besieged,
surrounded by a ring of QOrkish stesl and
relentlessly pounded by caplured macro
cannon and barrage bombs.

Cutside Death Mire, the war went batter,
The Titans of Legios Tempestor and
Victorum with their supporting regiments
of Skitarii virlually annihilated the Ork
Blackiire triba in a three day running batile
across the Plain of Anthrand, Bul the Qrk
landers fell from the skies like a relentless
staorm and fighting spread across
Armageddon like a forest fire, until every
hive and factory complex was embroiled.
In many places, Ork attacks were beaten
off, but again and again the Orks would
regroup and attack within  hours,
stretching the defenders to their limit.

As Yarrick had predicted, Ghazghbull's
strategies proved deadly. The Orks kept
an iron grip on Armageddon's skies, crbital
bombardmeants -and fighta-bommerz
pounded Imperial forces wherever they
tried to form a battleline, pinning them in
place while further landings were made to
surround them. Where the Orks were
outnumbered, they fought a guerrilla war,
sinking at their foes and withdrawing into
the harsh wastelands before retribution
could arrive. Ghazghkull had leamed the
lessons of Chigon 17 well, and
deliberately preparad his plans so that the
fighting was scattered and chaotic;
precisely the conditions in which Ork
warbands thrive and Imperial regiments
were denied the support and coordination
they needed to fight back effectively. The
only force which consistantly defeated the
Orks was the Adepilus Astares and the
Space Marines tirelessly scoured the
hinterlands of Armageddon on search and
destroy missions to eliminate the

greenskins at any opportunity.




T’hase 4:
Total War

s the balties raged on the planet,
Ghazghkull unleashed another of
his:  carefully prepared surprises,
Incredibly, dozens of the great asteroid
fortresses encountarad by Admiral Parol's
ships began to descend from orbit,
Slowed by poweriul force fialds, rockets
and modified traktor kannon, the Ork Roks
made landings in the verdan! equatorial
jungles and across Armageddon Primus
and Secundus. Many were lost to ground
fire or accidenis but each one that
survived became a bastion for the Orks, a
rallying point and a ready-made foriress.
As well as their huge guns and missile
batteries, the Roks contained giant
teleport arrays like those first used by
Ghazghkull in his Piscina campaign.
These were employed o teleport down
Ork reinforcements, including Gargants
and heavy artillery, in an endless stream,
Commissar Yarrick personally led attacks
by Cadian shock troops supported by the
Titans of Legio Metallica and
Legio lgnatum which destroyed several of
the fortresses, but bloody battles around
many others consumed whole regiments
in  hours. For the rest of the war, the
Space Marines bore the brunt  of
eliminating the Ork fortresses where they
could, the Salamanders Chapter winning
particular acclaim for their successes
against fortresses along Hemiock River.

Mysteriousty, the Orks also made landings
in the Fire Wastes and Dead Lands to the
north and south of the main continent of
Armagedden. Even Yarrick was surprised;
these grim, forbidding lands had always
been believed to be uninhabitable and
utterly wvalueless. Their wvalue to
Ghazghkull became apparent when
weeks later hundreds of tanker-sized Ork
submersibles rose from the polluted
waters and made landings at Tempestora

and Helsreach. Surprise was folal,
Tempestora fell within days and the
dockyards of Helsreach were scon

captured. Only & bitter defence by the
Helsreach Hive gang militias, with
supporting companies of Stormitroopers
and Space Marines which had been
rushed to the area, prevented the Orks
ovarrunning the entire hive.,

Fourteen days after the initial Ok
landings, the first major confrontation
between Ork and Imperial war engines
occurred. A ten day battle raged over the
Diabolus factory complex as the Gargant
mobs of Warlord Burzuruk and Warlard
Skarfang clashed with the Titans of Lagio
Crucius, Six Titans and eight Gargants
were utterly destroyed in the fighting and
many others needed months of repairs
before they could fight again. The
Diabolus complex was wrecked during the
battle, its feundries and machine shops
blasted apart or crushed underfoot by
giant fighting machines. In the aftermath
of the batle Ork Speed Kults swiftly
encircled Infernus Hive, cutling it off from
all outside help. Mechanised counter-
attacks into the ash wastes met with initial
success, but when an entire regiment of
Sawvlar Chem Dogs was surrounded and
wiped out by the Speed Freeks, further
attempts to break out were abandoned by
those inside,

As the beleaguered defenders pondered
how to lift the siege, reports came in of a
vast Ork horde rounding the Pallidus
Mauntzins from the north east. Soon the
horde was visible from the hive spire, a
areal sea of warriors which seemed to fill
the amply expanse of the ash wastes to
overflowing. Towering Gargants strode
through the fide, like great ships rolling on
a green sea. The guttural war chants of

the Orks could be heard from over twenty
miles away, the ground shaking with their
progress. Worst of all, the countless
bannerpolas swaying over the horde bore
lhe personal glyph of the mighty
Ghazghkull himself,

As lhe skies darkened beneath the
shadow of Ork hulks high above and the
first arbital bombardments crashed down,
the citizens of Infemus knew that their
doom was upon them. They made what
preparations they could with pralematural
calm, commending their souls to the
Emperor as they built barricades or
distributed weapons and ammunition to
the troops. They tried to take inspiration
from the legends of Commissar Yarrick
and how he made the Orks pay for every
inch of ground at Hades Hive. Not all wera
brave enough to face their doom,
thougands fled into the wastes to be killed
of caplured by Speed Kults which circled
the hive like vultures over a carcass.

The Adeptus Arbites soon moved to
secure the hive, tuming back or executing
any who failed in their duty to the Emperor.
As Ghazghkull's horde came within range,
the last greal siege guns of Infermus
pounded at them, lebbing thousand-pound
sheils into the mass of greenskins until
return fire from the arbiting hulks smashed
them apart. |n the brief ull that followed,
Ghazghkull delivered fo the defenders of
Infernus a messenger. It was Colonel
Gortar of the Chem Dogs, horribly
mutilated and missing his eyes and hands.
Tha message the Colonel bore was a
simple one which would be heard many
times across Armageddon in the months
o come:

“Surrender or die!”

whom
"Drkimades!,

‘Orkimedes’

Imperial schotars have so far only
been able to speculale gbout the
presence in Warlord, Ghazghkult's
retinua of the technical genius
they

Individuzal has not been identified,
~ his handiwork has baen reported

many fimes on Armageddon; the

teleportas used .on the Orks!

forirasses, the giant :.whmarsubﬂas
used at Haisreach and Tnmp-asim the . deadly upgl.mned
Gargants in Ghazghkull's horde. All these irﬁmate ihe presence
of an alien mechanician of terrilying atnlit!.r.\oua who is being
actively S'EHJQHI by agents of the Oifficio Assassinoum.

have  dubbed
Although ~ the

delences, apd has succeeded in' unifying dozens of Ork lriuas
and even conlingenls from several Crk empires. If Armageddei
falis, Ghazghkullcould unify Orks across the enlire ssgmentum
into an unstoppable Waaaghlwhich might threaten Earh itsel.

Warlord Ghazghkull
| Mag Uk Thraka

Ghazghkull is thal most dangerous
of Ork leaders; one with both drive
and ablﬂby' in abundance. A serious
-"hgad infury in -his youth awoke
fiskons! fram the Ork gods: which
ave led him on a Bloody paih of
canquest urim‘eiln‘.l‘:eﬂ in l&uaﬂl
history. He has. retumed h&
Armagedden after decades \;{f
Planning and testing Jmperium 5
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_“} X FIGHTING THE THIRD ARMAGEDDON WAR -'ct
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and now

Su:u. the fate of Armageddon hangs in the balance
you can take part in the battles that will decide if the Imperial
defenders hold out or if the planet falls to the Ork hordes!

On the pages that follow, you will find new army lists for some of
the forces that took par in the Armageddon campaign, and ideas
for games to play based on the campaign. However, you can use
armies from any of the published Codexes to fight battles set an
Armageddon. The obvious choices are the Space Marines,
Imperial Guard and Ork Codexes, as these are the armies doing
the bulk of the fighting on Armageddon. The Blood Angels and
Space Wolves are also involved in the campaign, so their
Codexes can be used too, and, although the Dark Angels are not
involved in the fighling yet, they will doubtless arrive soon.

In addition, both sides have small allied or mercenary forces
fighting with them, so Dark Eldar and Chaos Space Marine
playars can use their armies as mercenaries fighting for the Orks,
while Eldar players can take part as Imperial allies. With a little
imagination even Tyranid players should find it easy enough to
come up with some sort.of justification for their army to take part!

Armageddon also offers an opportunity to use some of the speacial
characters included in the Codexes in a battle. In particular,
Yarrick from Codex: Imperal Guard and Ghazghkull from Codesx:
Oriks are both involved in the fighting, and could (indeed should)
be used in the occasional battle.

However, what makes the Third Armageddon War so exciting is
that it gives you a chance to use some brand new armies in your
games of Warhammer 40,000, That's where the new army lists on
the following pages come in,

Using the new army lists

As mentioned above, the new ammy lists included in this Codex
can be used for battles set on Armageddon. In addition, they can
also be used for "ordinary’ games of Warhammer 40,000 as well.
The new listz are diffierent from other army lists you may already
have seen. Instead of being a stand alone army list, each is used
with a standard army list from another Codex, as shown on the
chart to the right, For example, it you wanted to field a Speed
Freeks army then you would use the new list presented in this

“Today will be a3 day long remembered by history. What we do
today shall send a message across the stars and down through the
years to our descendants for a hundred generations. I we should
falter in our task. terrible shame will be borse by our'successors
Another age of dirkness shall shroud mankind from the light of
the Emperor. But should we succeed, we shall be a5 a burning
torch in the gloom of evil. a spark of hope in the midst of
despair. So. brave warniors of Savlar, stand fast and be pot afraid,
We shall strike like the holy arow at the heart of the Orks
We shall be a blade of deliverance for the people of Infermus.

S0 board your tanks with the Emperor’s blessing. Load your
guns with prayers in your heart. Strike down the foes of
humanity with joy and vigour!

The Emperor is with us, who can stand against ws?”

Colosel Cortar of the Swhir Chem Dogs st the rebicl of Iaferves Hine

Codex along with the army list in Codex: Orks. Unless noted in
this volume, all rules, options and limitations that apply to the
army chosen from the original Codex also apply to the new army

ARMY CODEX REQUIRED

Speed Freeks Codex: Orks

Black Templars Codex: Space Marines

Salamanders Codex: Space Marines

Steel Legion Codex: Imperial Guard

When you are choosing your army, you may make choices from
the options presented in the list here, within the normal limitations
of the Force Organisation chart being used, points values of the
battle, ete. Some of the entries that follow replace an entry or
aption from the original Codex, while some opfions from the
Codex may not be allowed with the new army. If this is the case,
you may only use the entry or option presentad in this Codex.

Commissar Yarrick

Commissar Yarrick had already
enjoyed a long-and distinguished
career ‘when Ghazghkull first
invaded Ammageddon. After being
banishad  to  Hades: Hiva: flor
conlradicting van Straby's orders, he
masierminded a- briliant defence
which stopped the Orks in their
fracks. Although badly wounded,
Yarrick survived the balle. He
fetired Sfor A short while, bul
retumed o active duty once JLWas clearthat Ghazghkull was siill
alive. For the las! forty years he-has been relentiess in his pursuit
of his old foe, and.has now retumed 10 Armageddon to command
the Imperial defence of the planet.

Admiral Parol

Parol was the sacond son of the
Imperal Caommander of Lostan,
and as a result, his career in the
Imperial Navy ‘was wvirlually
guaranteed. - Because he was
raised to.command from an early
age; he hasa natural authority
wiich few dare to challenge, He
has proved himself in countless
campaigns, and is rencwned for

4 the careful marshalling of the
resources at his: disposal, as well as being a palient and
meticulous planner. [bwas these qualities which ded 1o him being
promoted to s prestigious posilion in command of the fleet
defence of Armageddan.




wa:bm Lagboss Shargrim spat a big, green gob of phiegm over the side of his battlewagon as it larched up a rise with ifs engine roaring. A handful of fighta-

bemmerz were diving and swoeping over some unseen targer up ahead and Shargrim promised himself he would find those Myboyz and rat their guts il they killed

everything befere he gof there, Black columns of smobe climbed skyward as the jets pounded the area with bombs before reluetantly breahing off te set rearmed. The
battlrwagon reared up at the fep of the slope before crashing down ento the other side with a teeth jarring impact.

Below was some sert of Humie supply dump, with stachs of crates and barrels, and Imperial Guardsmen scuttling around dousing fires, Shargrim grinned and sounded
the Wazagh-hom before hicking hils driver to go faster. Around him, the massed wehicles of the Sperd Kult raced down towards the shocked Homies ar full throttle.
Warbuggirs vied with bikes and imaks to cover the ground the fastest, thks pached with boyz careened against each other as they fought to get ahead, the greenshing’
shouts inaudible eust the thunder of engines. The column of ramshackle, bellowing uehicles snalved and nwisted like a living thing as it converged on its prey.

MOUNT Upl

All infantry in & Speed Freeks force must be deployed at the
start of the battle aboard a trukk, battlewagon or looled vehicle
with transport capacily. During a game, any mob of Speed
Freek Orks is allowed to mount up onto any transpart vehicle
they can fit onboard; they are not restricted to only using the
transport they ware deployed in at the start of the gama.

" MOBBING Up

Spesd Freek Orks don't mob up like ordinary Orks. Instead,
when things start looking a bit grim, they head for the nearest

an empty transport vehicle, centring its ‘fall back® corridor on

that takes them furthest away from the enemy. Note thal
anemy unilts in the process (the exception being enemy urlFts
which were already fighting in-an assault).

The Orks will embark when their fall back meve brings them
within 2* of a suitable transport (ie, one not already. carrying

SPEED FREEKS SPECIAL RULES

vehicle and mount up again. To reprasent this, when a mob of
Spead Freek Orks fails a Morale check, it will fall back lowards

the transport it is attempting fo reach. If there are mulliple
transporis available, the Freeks will fall back towards the ong

models will be destroyed by crosslive if they move through any

Speed Freek Uchicle Upgrades

Grot Riggers . . e e e +2 pis
All vehicles in the Kult cu‘ Spcr:u rrusl carry Grot Riggers. See
page 37 of Codex: Orks for full rules,

Krusher |Baiffewagons only) R A e +10 pis
Many Spead Freek Batflewagons have spmed radlers, crushing

claws, ete. If the Batlewagon makes a ‘tank shock’ aftack on
" an enemy unit and the enemy don't fall back, then roll a 06 for
aach model forced to move out of tha way of the vehicle. On a
D roll of 4+ they are caught by the krusher and suffer a wound.
Armour saves ara laken as normal.

Armoueed STape: s L R +8 pts
Soma Ork vehicles have an 1rma.1red roof, enclosed weapon
turrels, etc. A vehicle with this upgrade no rcnger counts as
being open-topped.

Forcw el s e e e B +5 pts

Mekbayz are Fldﬁpt et constrecting force field generators to
protect open-topped vehicles. The vehicle siill counts as being
cpan-lopped but no longer suffers the +1 modifier o its
Damage rolis, If the vehicle was a Fast type befare, it loses this
ability due to the power drainad by the generators.

passengers and that has epough transport capacity lo
accommodate the whole mob). Once embarked, the Speed
Freeks regroup automatically, ignoring the normal restrictions
on regrouping such as enemy being within 6° or being below
half strength. The embarked mob can't disembark again in the
same Wm it regroups aboard the transport, but it can regroup
on the same turn thal it failed the Morale check if a transport
vehicle is handily close enough for it to jump back aboard,
Speed Fresks caught by an enemy advance when they fall
back from combat are destroyed as normal.

I fer any reason there are no transports the Speed Freeks can
fall back to, the mob scatters and counts as being destroyed;
remove any remaining models from play. These rules replace
the standard Ork mobbing up rules, Speed Froek Orks believe
that going fast is more important than strangth in numbers!

Mate that Stormboyz unfts don't mob up at all - they use the
standard fall back and regroup rules from the Warhammer
40,000 rulebook,

MOB SIZE CHECKS AND THE POWER OF THE WAAAGH!

Dezpite the fact that Speed Freeks use different rules for
mobbing up, they can still take mob size chacks and continue
to benefit from the Power of the Waaagh! just like other Orks.

FAST RESPONSE

Spead Freek vehicles are usually at the forefront of battle, =0
if they are caught on the defensive, their reserves respond very
quickly. To represent this, Speed Freeks are allowed to start
rolling for their reserves earfier in scenarios which use the
Resarves scenario spacial rules. Start rolling for Speed Freeks
reserves on the first tum of the game instead of the second
tumn as is the case with other armies.

SCENARIOS

Ork Speed Kults do pot have any special restrictions or
advantages for missions because their full throtie approach
works well within scenarios. For example, in a Raid the Speed
Freeks must simply roar on, guns blazing, on the first fum. The
shock of their fast approach will be just as powerful as
sneaking into position would be for a conventional force.
Likewise, it can be imagined thal Speed Freeks defending in a
Take and Hold mission or a Bunker Assault mission are the
lead elements of the Speed Kull, trying to fight off an enemy
counter-attack until the rest of the Boyz arrive (which will be
mighty guick due 1o the Fast Response special rules).

I.f




HEAUY SUPPORT: BATTLEWAGON, LOOTED UEHICLE, CUNTRUKK

** Must be transported in a wartrukk (transport capacity=10 moedels) at +30 pts,

The Kult of Speed army list uses the following entries from Codex: Orks and from the new army list entries.

| HQ: 0-1 WARBOSS*, 0-1 BIG MEK*, NOBZ UWARBIKE MOB
ELITES: 0-1 STORMBOYL, "ARD BOYZ*, SHARBOYL*
TROOPS: WARBIKE SQUADRON, WARBUGGIES/WARTRAKS, TRUKK BOYZ, 0-1 TANKBUSTAS**, 0-| BURNA BOYLZ**
FAST ATTACK:  DETH KOPTA SQUADRON, 0-1 FICHTA-BOMMERL RAID, WARBIRE OUTRIDERS

Note: A Warbass or a Big Mek must be chosen fo lead the Kult of Speed. A Warboss andior Blg Mek may be upgraded to have a bodyguard.
* Must be transported in 8 wartrukk (fransport capacily=10 models) at +30 pts or a battlewagon (fransport capacity=20 models] at +120 pts.

HEADQUARTERS

Ptafmodell WS BS & T W
45 4 2 4 45 2

Squadron: The squadron consists of between 3 to 5 Mobz warbikes,
Weapons: Twin-linked big shootas.

Character: The Mobz may be given any equipment allowed from the Ork Amoury with the
exceplion of mega ammour.

SPECIAL RULE

Warbikes: All the special rules that apply to warbikes also apply to Mobz warbikes, Mole that Nobz on
warbikes will suffer instant death if they are wounded by a hit of Strengith 8 or more and fail 1o save.

FAST ATTACK

Ptsimodel B S
Qutriders 35 3 4(8) 1
Outrider Mob +22 4 45y 2

Squadron: The Warbike Quiriders squadron consists of between 3 to 10 Outriders.
Weapons: Twin-linked big shootas.

Options: Some Qutriders strip their warbikes of their big shootas and use sluggas and additional
close combat weapons instead, These Quiriders only cost 25 pis each.

Character: At an additional cost of +22 pts one of the Outriders may be upgraded to a Nob.
He may be given any equipment allowed from the Ork Armoury, excepl mega amaour.

SPECIAL RULES
Warbikes: All the spacial rules that apply to warbikes also apply to Oulrider warbikes.

Scouts: Outriders may be deployed at the start of the ballle, even in scenarios where they could not
normally be deployed. For example, if you were the defender in Take and Hold, your Outricers would set
up at the start of the game instead of baing in reserv. I the scenario s one where you can only deploy
a limited numbar af units then any Cutriders you deploy do not count against the Rmit for the scenano,
Also, afer both sides have deployed, Ouinders may make a free 2D6" move belore the first uim lakes
place or before any rolls to determine who gets the first turn. Al of the normal movement rules apply.

In a Kulkt of Speed,

the foe at the first eppertunity.

Nobz lead by example,
charging of T fo attach

Sometimes a group of Nobz will gt

tegether on their warbihes fo see

who can cause the gnmﬂ

Speed Rults are often

scout ahead of the main foree
loohing for things te kill.

# preceeded by a swarm of
warbike Outriders who

sweeping over the bnd,
strippiag it hare of resources,
bringing death and destruction
to snythisg that stands 1o it
path. Emperor prescrve us

against the prodations of these

so-galled Orkish enhs of
spocdl”

e of

"2 swarm of mechamised bocusts

Cardizal Moman




Orh Fighta-bommerz

can often be found

ranging ahead of
Speed Hults, The crude Ork
aircraft bomb and strafe

enemy positions or crach open
lines of fortifications just

before the Hult arrives, not to
help the Speed Freehs but fo
prove that Fighta-bommerz are
even faster than they are.

Deth Koptas are a

rare creation of

Mekhaniahs obsessed
with the idea of Orhs raking to
the shies and raining
destruction on their enemies.

1 Every Ork Warboss
hknows that big guns

“cai] like Kannens and
Lzap quns are dead good, bur
they also hnow that they must
be in the right position to be
fully effective. To get around
this, the Orks have developed
Guntrukks. In some cases they
are ereated by simply bolting
a big qun to the back of an
ordinary trulk, while other
Guntrubks are kustomebuilt by
the Mehs to provide hard-
hirting mobile support.

0-f FIGHTA-BOMMERZ RAID - 30 pfs '

SPECIAL RULES

Preliminary Barrage: The effects of the Fighta-bommerz' attack is determined by resalving a prefiminary
barrage against the enemy force as defailed in the scenano special rules on p. 135 of the Warharmmer
40,000 rulebook. The barrage is resolved after both sides have deploved but befare the first Movement
phase, and can affect the entire cpposing ammy, incleding Reserves. T the enemy mave on al the
beginning of the battle instead of deploying beforehand, resolve the Fighta-bommerz’ raid at the end af
the enemy’s firs! Movement phase. If the scenario you are playing uses a preliminary barcage anyway,
make two rolls fo affect each vulnerable unit, Resolve each hil seperately so, for example, a unit hit twice
would suffer 206 wounds and need 1o lake bwo Pinning tesis,

Friendly Fire: Prior 1o relling the preliminary barrage rolfl a D6, On a roll of 1 the Fighta-bommerz are a
bit overenthusiastic and strafe everything in the area — Orks included! Roll for the preliminary barrage as
botore but make a dice roll for avery eligible unit on the tabletop, friend or foe.

DETH KOPTA SQUADRON

Pis/imodell WS BS S T W I A Ld Sv
Boyz a5 4 2 4 45y 1 2 2 7 4+/5+
Mek free 4 2 4 45) 1 2 2 7 445+

Squadron: The squadron consists of between 1 to 3 Deth Koptas
Weapons: Twin-linked big shootas.

Character: One of the Kopta pilots may be upgraded fo a Mek for free. The Mek may be given
any equipment allowed by the Ork Armoury, bul the adaptions needed to carry extra qear on &
Deth Kopta mean that all items of wargear cost the Mek an additional +5 pls per item chosan,

SPECIAL RULE

Flying Warbikes: Deth Koptas move using the same rules as jelbikes in the Warhammer 40,000 rulebook
(not Codex: Eldar). They are also subject 1o the same special nules as ordinary warbikes.

HEAUY SUPPORT

Frant Armour Side Armour Rear Armour BS
Guntrukk 30 i0 10 10 2

Squadron: The squadron consists of between 1 1o 3 Guntrukks.
Type: Open-topped (note that Guntrukks are not fast).

Weapons: A Guntrukk is armed with a big gun chosen from the following list at the points cost
indicated, profiles for the different big guns can be found in Codex: Orks. You may choose eithar
a Zzap gun at +40 pts, a Kannon at +25 pts or a Lobba at +15 pis.

Options: A Gunlrukk may also have either a big shoota at +8 pls or rekkit launcha al +5 pts.

SPECIAL RULE

Big Gun: Il a Guntrukk rofls a resull for its big gun which nommally causes one of the Grot Krew 1o be
killed. the weapon does not fire that turm, The Gunirukk itslf and the Grol Krew are unhamed,

ZAGBOSS SKARGRIM RUKNAR (trans. Wound-face Attack-command)

Lagboss Shargrim is the notorious leader of the Burning Death Speed Frechs, respensible for the immolation
of the World-Library of Shen. On Armagedden, the Burning Death have participated in the siege of Infernus
Hive, destroying a regiment of Savlar Chem Dogs in the wastes when they attempted to break out, The
Burning Death is se-called for its love of fire and it uses large numbers of shorchas and bumas in bartle.
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' ARMAGEDDON STEEL LEGION

Martin: I've painted the Slesl
Legion army Wil sand coloured
wniforms. The light brown uniform (s
painled Baskial Brown over & Digck
undercoal. The model s then
highlighted with Snarebite Leathar
Martin angd Bleached Bone. The helmals
Footitt are a mix of Camo Green and
Chaos Black with a Roilting Flash
highlight. The lealter effect on the boots was crealed
uging Scorched Brown highlighted with Bleached
Bone.

Here are o different colour schemes
fer painting Steal Legion roops.

Keith:  I've
painted  the
Chirmara  wilh
a haavy
drybvush  of
Fortress Gray
applied owver
Robertson ~ Dlack. Stripes

of Rotting
Flesh are painted owvar this,
the edges drybrushed with a
mix of Forlress Grey and
Raoiting Flesh fo Band them i
A light drybrush af Skull While
is appiied all over the vehicle
to finish off

Command Section with converled Commissar
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i

 SALAMANDERS SPACE MARINE CHAPTER

Space Marine with mulli-meiia

Neil: The  Salarmanders
Chapler badge on the lell
shoulder pad is a while fransfer
on a tack background, Flames
were painfed anle the right

shoulder pad, also over a black background. Below are some
examples of othar showlder pad designs

Salamanders Land Ralder

Nell: Salamanders look best
paintad with & base coat of
Snal Green over a bisck
undercoatl. The edges of the
grmour werg then highlighfed
willt & thin siroke of Scomion
Nell Green  Green, The guns wers

painted Chaos Black ang
then given two highlights with Codex Grey
and then Forfress Gray, Boltgun Mefal and
Burmished Gold wene used for the metalic

aress

i) 0 Y

Neil: | painted scales on the cloak of this miniature fo make
a Salamander mantle using Scorched Brown with the top
edge hightighted with. Bleached Bone. Finally | applied a
watened down wash of Green Ink
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BLACK TEMPLARS CRUSADE

Bigck Templars offer
a greal opportumiy
fo persanzlise
shoulter pad
designs on
imdfivicual roopers,

Richard: Black Templars have a
vary simpla colour scheme — black
armour 2nd white showder pads!
The ack an these minlatures was
qivien two highlights, the first with
Codax Gray and than a much fingr
Richard highlight of Forfress Gray | think i
Baker s fmporant lo keep these
highlights small and sham so that
the armour lboks Mack and nof
gray. Derails on the shoulder pads
are picked oul in Shadow Gray,

The matal is Boltgun Metal
highlighted with Mitheil Silver.

The labard on the High
Marshal on the far left is
peirrted with  Bestial Brown
and then highlighted with
Bleachod Bonoe and fnally
Skl Whire.

Black Termnplars High Marshal Initiate Neophyte
wilth fron Hale added from plasticarnd.

: - ! 4 Ay o ; : =
. . A e e S e S .- R %

Black Templars Space Marine force. The squad in the cenlre mixes Space Mannos (Initates) and Scouts (Neophyles)
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ORK SPEED FREEKS

Chris: For the metal work on the Spead Freeks' vehicles |
used Boltgun Metal, Chainmail and Mithril Silver drybrushed
over black. Brown, Chestnut and Flesh inks in the recesses
give a really rusty feel to them. For a little variation, | painted
different areas in Brazen Brass or Bealen Copper. Scab Red
highlighted with Blood Red makes a really strong red,
perfect for warpaint.

Ork Warboss with shootaskoncha kembl-weapon

and altack Squig

All Speed Freexs vehicles have Grot Riggars, and I've
wsed a selection of different Grots fo reprasent tham,
all of which have been converled fo cary spanners,
drilts and similar fools.

B

t fobs amd niggers

The colour of the warpaint on these Trukk Boyz ties in with the markings on their trukk.
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' ORK WARBANDS ON ARMAGEDDON

There are many different Ork warbands, Space Marine Chapters and Imperial Guard armies fighting
on Armageddon. On this and the next few pages are colour schemes for just a few of them.

The awesome Warord Ghazghhull Mag Unik Thraka himssif!
Dasigriad by Brian MNelson

Grimgkulz Boyz Da Vulcha's Boyz Biack Slayers Gazgrimz Boyz
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__SPACE MARINE CHAPTERS ON ARMAGEDDON |

g

Just a few of the many Space Marine Chapters which are taking part in the Armageddon campaign.

¥ = "

Exarcists

Rapilors

Rallctors Martifaciors

I Jim Butfer's Storm Giarnts with Vindicator

Wihile Scars bike madelied and painted by Pawl Sawyer
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" IMPERIAL GUARD ON ARMAGEDDON

Armageddon Hive Mililia based on 8
Necromunda Van Saar ganger

Jouvan Skinmishers

Sentingl in Cadian Shock Troops camoutlage

Jopall lndentured Squadrons

Aszh Waste Storm Trooper

Death Komps of Knieg

ARMAGEDDON CAMPAIGN CAMOUFLAGE SCHEMES

Armagedden Steel Leglon, Ash Waste Incursion
Foriress Grey with Rolling Flesh stipes.

Saviar Chem-dogs
Camo Gresn with Rofling Flesh stnpas

Death Korps of Krieg, Absclulion Battalion
Codex Gray with Foriress Gray sinpes
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BATTLEFIELDS OF ARMAGEDDON

Armageddon encompasses many different warzones, from the depths of hive cities to the Fire
Wastes. Here are just three ways of showing different battlefields on this war-torn world.




fter the Great Heresy, Rogal Dorn
Primarch of the Imperial Fists, resisted

attempts te break op his Legion, bot when
the Imperial Fists began to be persecuted as
heretics, Dorn relented. To prove his loyalty
to the Emperor, the first High Marshal of
the Black Templars. Sigismund. assembled a
massive war fleet and began the greatest Space
Marine  crosade in the history of the

Imperiom. It has lasted for 10,000 years.

The Black Templars are a fleet-hised Chapter,
with many hattle barges, strike croisers and
other craft, sech 15 training vessels and
gigantic forgeships, They are rarely assembled
3% 3 Chapter but instead are divided into a
number of Crusades, cach onc numbering
several hundred Space Marines. Each Crusade
is led by 1 Marshal, while the High Marshal
is responsible for monitoring the progress of
all the current Crusades.

The Blick Templar Chapter has no single
homeworld which they can call their own
Tnstead, they establish Chapter Keeps on
every warld which they conquer or reclam
for the Emperor. The main purpose of thesc
Chapter  Bleeps is 1o recruit new  Space
Marines from amongst the [inest warriors of
the ‘native population. Chapter Keeps also
perform an importint role as staging posts
for mustering the Crusades together.

SPECIAL RULES

RIGHTEOUS ZEAL: Whilst most Space Marines under heavy
fire or facing difficult odds in close combat will fall back; ready to
counter-attack, the Black Templars will hur themseives at the
enemy with even greater determination and fervent anger. If &
. Black Templars unit ever has to fall back, it will not fall beack.
instead, the unit heads tawards the nearest enemy unit. The
distance of this special move is the same as a fall back move
wauld be, 50 most units advance 206" and this is halved if they
go through difficult terrain (or is 308" for units with jump packs,
etc). If this movement lakies the unit into contact with an enemy
unit, the Black Templars count as making a sweeping advance,
with. all the benefits and disadvantages that this entails; they
count a3 assaulling, enemy unis yel lo shoot can still target
them and unengaged enemy models may assault them. *

Designer's note: Morale checks for shocling casuallies are
takan at the end of Ihe Shooting phase, but this rule has baan
included fo cover any Morale chacks that may occur'in the
Shoofing phase (like the Salamanders’ new psychic powerl

In close combat, Black Templars automatically pass any Morale
checks they have to make. Black Templars-may never use the
optional voluntarily fall back rules.

PURITY SEALS: All Black Tﬂs_'nplﬁrs characters have purity
seals for no exira points cosl. Black Templars units may also ba
given purity seals, al +2 ple per model. Neophyles may not be
given purily seals. If one model with purity zeals is sl alive in
the unit then the entire unit gains the benefits. Due 1o the
Righteous Zeal rules given above, purity seals allow the squad
to roll an extra dice and discand one dice of your choice for their
mavement towards the enemy, rather than for fall back moves as
is. normally the case.

MIXED ARMOUR: Black Templars squads often have medels
with different armour saves. The normal casualty removal ruies
are shightly altered to take this into-account.

When removing casualties for a unit with mixed armour saves,
the Black Templars player musl use the amour save of the
majority type of model in the unil. So, If there ara more [nitiates
than Neophyles, use their 3+ armour sava, but if the Neophytes
outnumber the Inifiates, use the d+ saving throw. If thera is an
equal number of Neophytes and Initiates, use the Initiates’ 3+
save. Casualties must be taken from the troop type whose
anmour save you used; for example. if you save using the
Initiates” armour, casualties must come from the Initiates first.

VOWS: The Black Templars must swear one of the following
vows before a batite. Choose which vow. your army: has sworn
after you've determined the mission but before either army sels
up. Vows don't affect Black ‘l_’emﬂar vehicles unless noled.

Accept Any Challenge, Mo Matter The Qdds.

“Arvy unit in'the Black Templars army must assaull the enemy i

they arein range at the start of the Assault phase and they must
make an advance mave it they win a combat, if they would
normally. be allowed o do so. In. close combat, the! Black
Templars  always hit on-a roll of 3+, regardiess of their
opponent's WS {this vow has no effact against vahiclas without
a W5). Meophyles In a unit hit normally. If only Neophytes
remain in a unit, they are not bound by this vow. Dreadnoughts
in the army are beund by this vow,

Uphold The Honour Of The Emperor.
The Black Templars are convinced that the Emperor will protect

them' and refuse fo skulk behind cover like cowards, Black

Templars units may not count cover for saving throws or when
assauited. However, such Is their faith in themselves thal they

“shrug off even the most severs wounds, so gain a 6+

invulnerable saving throw. Neophyles may count cover as
narmal but do'not gain the invulnerable save.

Suffer Not The Unclean To Live.

When rolling to wound in close combat, Black Templars add +1-

to their dice roll (ie, if you need a 4+ 1o wound then:a 3+ will
succeed). A roll of 1 always fails 1o wound. The Black Tempiars
need o summon thelr holy strength, so strike at -1 to their
Initiative. Meophyles strike and wound normailly.

Ee Pure In Mind, Body And Soul.

Of all deviants, Black Templars abhor wilchas and warocks the
most, The faintest sign of herelical peychic power drives them
into & vialen? fervour. This vow affects all Black Templars units,
inciuding vehicles, If there is an enemy. pavker cn the- iable at the
start of the Black Templars' first Move phase, the Black Templars
must make an additional move towards the enemy before their
normal movement. The distance moved is 206" (roll for each
uriit) and each unit must move the full distance, ending the move
closer 1o the enemy than when they started, if possible. After this
initial surge forwards, units may make thair normal move without
restriction. All units count as moving that tum when rasolving
their shooting {vehicles count as moving under 6%, uniess they
move ovar 6° during their normal movement). The Black
Templars onfy get this exira move in the first tum of the game.




Black Templars use the following units from Codex: Space Marines and fram ﬂte new entries be-'.nw

HEADOQUARTERS
ELITES
TROOPS

FAST ATTACK

HEAVY SUFFORT

* May change bolters for bolt pistol & close combat weapon. Note that Black Templars unils don't have Vaeteran Sargvﬂnfs

| Emperar’s Champion (Doesn't use up any choices on- 1Eu: an: Organisation chart);
Black Templars Marshal; Chaplain; Command Squad®

Terminator Squad; Terminator Assault Squad:
Dreadnought: Space Marines Veteran Squad

EBlick Templars Squad

Black Templars Assault Squad: L X
Black Templars Bike Squadron; Attack Bike Squadron; ; e g
Land Speeder Squadron; Land Speeder Torpada: Lind Speeder Typhoon :
Predator Annihilator; Predator Destructor::

Vindicator: Land Raider: Land Raider Crusader: Whirlwind

What is your lifc?
My borour is my life.
What is your fare?
My duty iz my fete,
What i your fear?
My fear is to foil,
What is your reward?

My salvation is my
rervarr,

What i your craft?

My crayft is death,

What is your pledge?

My pledge is afernal
serpfce,

HEADQUARTERS

1 EMPEROR’S CHAMPION
Points | WS BS s T w

Emperor's Champion 105 5 "4 4 4 2

The Emperor's Champion must be taken in a Black Templars army even if both players have
agreed not fo use special characters,

Wargear: Artificer armour, Terminator honaurs (bonus included abova), purity seals, iron halo,
mastar-cralled bolt pistol, the Black Sword. The Champion cannot be bought extra equipment,

SPECIAL RULES

The Black Sword: The Biack Sword can be used with ang or two hands. If used as a single-
handed weapon it's treated as a power weapon with +1 Strength, and may be usad in addition to
the Champion's bolt pistal. If used as a double-handed weapon it counts as being a power list.
Challenge: At the start of any Assault phase that the Champion s in combat, he may issue a
challenge. Your cpponent must choose an enemy character to fight him, wha is Invalved in the
same close combal as the Champion but doesn’t have to be in base contact with him. A challenge
can't be refused. Move the models into base contact and fight out the close combat as nomal. No
other models may attack the Champion or his opponent during a challenge. The outcome of the
challenge decides the outcome of the close combat that the Champion and his opponant are
involved in; only the wounds they inflict on each ather are used 1o determine which side has won.
Waounds inflicted by other models in this combat are not used Lo work out the result of the combat,
Always an Independent Character: The Emparors Champlon always fights as an independent
character and so may never be accompanied by a Command squad,

Pts/model | WS BS S T W | A Ld Sv

Marshal 45 5 5 4 4 2 5 3 8 3+
High Marshal 60 &5 44 4 3 5 3 10 3+

Options: The Marshal may have any equipment allowed from the Space Marine Armoury.

SPECIAL RULES
Independent Character: If unaccompanied, a Marshal counts a5 an independant character.

Command Squad: The Marshal may be accompanied by a Command squad, see the antry in
Cadex: Space Marines. A Marshal and his Command squad count as a singla HOQ chaoice.




TROOPS

BLACK TEMPLARS SQUAD

Pts/model
15

Initiate
MNeophyte 1

Squad: The squad consists of between 5 and 10 Initiates. In addition, up fo 5 Necphytes may
be included in the unit.

Weapons: Initiates are armed with either bolt pistols and close combat weapons, or bolters
{all Initiates must be armed the same way, they can’t mix weaponry). Meophytes are armed with
either shotguns, or bolt pistols and close combat weapons (Neophytes may mix thair weapanry).
Options: One Initiate may be armed with ona of the following weapons: power weapon and
balt pistal at +10 pts; power fist and bolipistol at +15 pts; heavy bolter at +5 pis; missile launchar
at +10 pis; lascannon at +15 pts; plasma cannon at +15 pts; multi-melta at +15 pls.

One cther Initiate may exchange his nommal armament with ong of the following weapaons:
flamer at +6 pts; meltagun at +10 pis; plasma gun at +6 pts.

The entire squad may be given frag grenades at an additional cost of +1 pt per model and
krak grenades at an additional cost of +2 pts per model.

Transpert: If ten or less maodels, the squad may be mounted in a Rhino for +50 pis or, if it has
6 ar less models, a Razorback at a cost of +70 pts (see Codex: Space Marines for upgrades).

FAST ATTACK
BLACK TEMPLARS ASSAULT SQUAD

Ptsfmodel | WS BS 5 T W
25 4 4 4 4 1

Initiates

Squad: The squad consists of between 5 o 10 Initiates
Weapons: Boll pistol, close combat weapon, frag grenades. Each model has a jump pack.

Options: The entire squad may be equipped with krak grenades at +2 pis per model and
melta bombs at +4 pts per model.

Up to two models in the squad may either exchange their bolt pistal with a plasma pistol
far +5 pts, or may exchange their close combat weapon with a power weapon fer 410 pts, or a
power fist for +15 pts. Any model may exchange its bolt pistol for a storm shield for +3 pts.

SPECIAL RULE
Deep Strike: Black Templar models equipped with jump packs may Deep Strike.

BLACK TEMPLARS BIKE SQUADRON

Pte/model [ WS BS § T W I A Ld Sv
Initiate Biker 35 4 4 4 45 1 4 1 8 3+
Meophyte Biker 25 3 3 4 45, 1 4 1 7T 4+

Squad: The squadron consists of between 3 and 5 Initiates. In addition, you may also include up
to 3 Meophytes. All models are mounted on Space Marine bikes.

Weapens: Each bike is fitted with twin-linked bolters. Each rider is armed with a bolt pistol.

Options: Up to two Initiates in the squad may exchange theair balt pistol for cne of the following:
flamar at +3 pts; meltagun at +10 pts; plasma gun at +6 pls; power weapon at +10 pts.

The enfire squad may be equipped with frag grenades at an additional cost of 41 pt per model
and krak grenades at an additional cost of +2 pts,

“Your honour is your life. Let none dispute it.”

Captein Navarre of the Blck Templars $ih Cresade

\/

i

Black Templars do not

have Scout squads.
Instead, Initiates *adopt’ a
MNeophyte to lr@ teaching
them their skills @and educating
them in battlecralt. In return, a
Meophyte must serve their
Initiate, attending to their day-
to-day needs and waiting on
them at the Chapler feasts.

As with the other Black
Templar battle-brethren,
bike squads also have a duty
to train Neophytes in their
particular batile skills. In
contrast, ancient tradition
.. forbids Assault squads from

taking Neophytes, as these
- units are usually in the
thickest of the fighting and

g | suffer the heaviest lasses,

\Such risks cannot be taken
with the Chapter’s future

rriors before they are fully
\t.rg'\ned. ™

Fil




A The Crusader variaAP of
the Land Raider was
developed by the'. Black
Templars during the Jerulas
Crusade, to aid them_in the
numerous sieges which they
had to fight in' order to
reconguer the hive world. As
news of Crusaders’
SUCCess 5P . other Space
Marine Chapters requested
information regarding their
remodelling of the Land Raider,
and in 763.M39 the Crusader
pattern became approved by
- Mars {not that this had stopped
many Chapters  using it
beforehand). The Crusader is

designed to smash into the'*

enemy lines; disgorging the
‘Space Marines into the heart of
thefr adversaries. Its numarous
shor-ranged weapons allow
the Crusader fo weaken the
enemy before the assault is
launched and to provide a
torrent of firepower to support
its cargo ‘once they are in
combat.

!

1

HIGH MARSHAL HELBRECHT

Halbrecht exemplifies the
gualities of stubbomess and
unswerving loyalty to the
Emperor that are the marks of
the Black Templar Chapter, He
was elected High Marshal in
989.M41, and is currently
leading the Black Templars as
they storm Ork space hulks in
the Armageddon system.

HEAVY SUPPORT
_LAND RAIDER CRUSADER

Front Armour

Side Armour Rear Armour

Crusader 14 14 14

Type: Tank Crew: Space Marines

Weapens: The Land Raider Crusader is armed with two ‘hurricane’ pattern bolters, a twin-linked
assault cannon and a multi-melta. The Crusader is also equipped with frag assault launchers

Options: The Crusader may have the following vehicle upgrades: dozer blades at +5 plis
hunter-killer missile at +15 pts; pintle-mounted stormbolter at +10 pts; searchlight at +1 pt;
smoke launchers at +3 pls

Transport: Due o the extra space created by removing the large generators required for the
lascannons, a Crusader has an increased carrying capacily. A Crusader may camy up
to 15 Space Marines or 8 Space Marine Terminators. Mote that it may still only carry one squad
and independant characters (le, you can't put a ten-man squad and a five-man squad inside at
the same time).

Availability for other Space Marine Chapters: Other Space Marine Chaplers may take
Crusader pattern Land Raiders, but their greater rarty outside the Black Templars Chapter
means that ather Chapters are limited to having a maximum of only one.

SPECIAL RULES

Extra Armour: All Land Raider Crusaders have additional armour plating to ensure that they
can reach the enemy with their transported squad intact, A Crusader counts as having the
extra armour vehicle upgrade, so it treats any ‘Crew Stunned’ result on the damage tables
as a 'Crew Shaken’ result instead.

‘Hurricane’ baolters: Each ‘hurricane’ bolter counts as three twin-linked boliguns. The
Crusader may always fire its ‘hurricane’ bolters, regardless of how far it has moved ar what
other weapons it is firing.

Frag Assault Launchers: The front of the Crusader is studded with explosive charges
designed to hurl shrapnel into the enemy as the troops inside charge out along the assault
ramp. Any unit which assaults on the same tum it disembarks from the Crusader counts as
having frag grenades

Wﬂpﬂﬂ fire strabed through the durk corridors of 1he halk. The cacophony of shrapacl and ricochets ringing
sgainst rust-splotchied bulkhesds was like the foundry of 2 mad god The Tnitistes covering the doors out of
the generator room were esgaged in a fierce fircfight with the Orks ovtside, soon the alies scum would amass
cmough streagth 1o resh the handful of Blick Templirs opposing them. High Murshal Helbrecht tureed 10 the
Techmatine knceling beside the beavy thermic churge they bad Brought aboard

"How much longer Brother Hexil?™ He showted over the roar o weapans.

Techmarise Hexil did not look wp from the fine adjustments he! was muking 35 he replied “The weapon's spirit was
offended by the rough trestment it suffered on arrival High Marshal I its conninment loop is ot realigned by
the proper supplicatioss it will Ll to consame ftsell and grow 1o the comect size for full devastation.”

“Try to hurry Brother, we don't have much "

The High Marshal was distracted by a sudden increase in the firing a1 onc of the doors. Howls and yells
anncunced an 'Ork attick was immincat He crossed to it in thres quic . just in time to meet the alicas’
rash. A huge Ork leader crashed through the dooreay and eviscersted an Initiate with a thoust beneath his
breastplate. Helbrecht. parried its mext blow and countered with 2 swing perfecily timed 1o catch his foe off balince
from his missed attack. The glittering encrgy ficld of his anciest power sword slished throsgh the Orks” seck with
barely a hint of resistance and the grest Ok fell clutching spasmodically at the stump of its meck

Helbrecht leapt forward into the lesser Orks behind, hacking and slishing with ||'1||.|_.- fincizr but Bomrible
cifectiveness. Limbs and heads flew spart. In sccoads the doorway was filled with iwitching corpics. Brother Mikael
came up with his flamer and the survivisg Otks were driven back down the corridor by.a wall of Mames.

“The charge s prepared” called Beother Hexil

Helbrecht instantly switched comm-chamnels with a nerve impulss, “High Marshal to Light of Purity. immediae
rl:f.'ﬁ'\'!'}' T md: HU-I.'-- :

The Tvm';phfs maved o the tt:r'll!: of the thamber and were teleported 10 the wanting strike vessel in 3 blinding
flash of light Secomds liter. the thermic charge blasted 2 pew crater in the flnk of the Ovk space hulk,




s onc of the First Founding Chapters, the

Salamanders are among the most eespected
fighters in the Imperivm. They are noted for their
stokc character and pragmatic approach to warfare
Thas attiude comes mainly from ther Pramarch,
Vilkan, and the harsh world they hail from

Their homeworld is Mocturne, 2 near-lifeless arb
Seymenfum
Tempsstus. Moctorne is part of & bisary plisst
system. Its major satellite, Prometheus, 1= almost
two-thirds the size of Mecturne itsell The gravitic
pull of its neighbour makes Nocturne an-unstahle
warld, riven |:|:|-' n:l'ul.ku and dotted with volcanoes.

in the corthers  reaches  of

Srismic activity can plonge ‘wholc costineats into
the boiling seas, and even the largest senlemeants are
semi-permancot; overy part of Motturne is destined
to be flooded with white<hor magma.

Such 1 world beeeds . hardy “warriors, strong of
constitution and  single-minded of purpose ideal
recruits for the Adeprus Astarres. When  the
Emperar was Tinll'l].' reunited  with  Vulkan, he
agreed 1o MNotcturns being ‘the foundmg world of
the Salumanders Legion. Since then the Saliminders

have been onc of the most stcadfast Legions, apd
there has been limle foved to fault in the anmals
of the Chapter's history.

Mocturoe is an ussuitable site for 2 fortress-
mosastery. 5o the Silimsnders are bised wpos
Prometheus. This hus led o conlusion in many
Irrspn‘i:] recards, citing both Pramethens andfor
Mocrurne as theie homeworld Prometheus is o bare
rock with ne atmosphere. The caly settlement on
its surface 15 the small fortress-monpastery, little
more thin 1 lirge spaceport. Except for the highess
leaders,  including  the  Chaprer  Master,  the
Salamanders live amongst their people.on Mocturne
They have 1 stroag bond with their world and
serve 15 leaders amongst the inhabitamts. When the
Salamapders are called to war, they gather at 2 few
sacred places 1o be trnsported 1o the fortress-
monastery, where they are asembled into hattle
forces and cmbark upon their warships.

Chapter legends say that when VYulkan fell to
Mocturne, he landed in 2 Blicksmith's }-trrl. The
smith raed him and faught him the valuck of
patience and craftmanship. Tt is thess qualities he

installed in the Salamanders, and they are all learped
in vatious artisans’ shills. Unfike other Chapters,
which rely upom their Techmusises 1o maistuin
their arms and armour, each Salamander s able to
tepair any damage his cquipment sustains. and can
make sdpustments and improvements to his wargear.
This  feaves the
wonderlul technological artefacts of great beauty
and perfection of function. which are then awarded
to the bravest warriors after 3 hattle or campaign.
The - Promethiecsn Cult,  the
Silimenders’ belicfs apd  tnaditions. 5 heavily
influenced by their Primarch and the fiery world
they inhabit, Marks of honowr are burned into the
skin, and triaks, soch as carrying hot metal bars or
walking over burnimg  coals,

Techmarines free to  creste

ceacible of  he

wre  commanplice
These contests of endurance and courage take place
at the few rituals durieg the Nocturns vear: except
1o war, the Chapter rarely assembles 1o its entirety
The symbale of the hammer and fire are sacred
signs o the Salimasders, and they see themselves
a5 craftsmen forgisg the lmperium of Mankisd,
with battle a8 theie an.

'SPECIAL RULES

- NEVER GIVE I.IP."IIhn mnpla of Noclume are dagged “and
slubborm, refusing lo admit aglaa'.f ever agarnast'lha gmarﬁﬂnsf_-

The Salamanders ars no ﬂmwrnmlmtmnﬂ
- mecessary. To ‘represent this,-at the end of & gams, the
 Salamanders player can decide fo continue fighting fﬂl’ﬁnﬂ more
tum. Amumrmmla‘uaﬁfei'lumisﬂaﬁdasnnnnalﬂe p‘l;gr
- gets one more tum) ‘and the resull of the battle is mdqj
that tum is finished. The. SBalamanders player can always opt o
fight for one mare tum than. mrmal wl'ralh&rih& gﬁma has a fixed
Jength. wﬁnhl'ﬁﬁrandmlr
SELF-RELIANT: The Bamﬁlh!d&rs lead a mﬂmly solitary IJle
when not fighting alongside E"l:afﬂia—hmﬁmrs. and are.

WAHEEAH

EALAH&HDEHS HANTLE This s a new - item of wargear
availahi& anly 'h:: Salamandar Space Marines. The character
wears a cloak or cape made from onz of the toughsst materials in
 the: galaxy — the thick hide of Noctume's salamander lizards,
'fd'iidimamlhﬂlavaﬂmv&ullhaphmfswhﬂnm The
malﬁﬁerlmmmmiummmldamhcau&adhybemghn_

by an attack which has a Strength value double his Toughness -

tha dmr:ame; lnsm a sEngre waund insfead. Mote thal instant
‘death can ba suffered in other ways (sg, by an Eldar
Wraithcannon rolling & & o wound the character). Only one model
mﬁmm}rmh&y&aﬁaﬁmuﬂwﬂnnﬂafmﬂﬁmmn
special dmrﬂxrt&ﬂhﬂpiﬂn Kavier {p. 40, Codex: Space Marines)

“and trained 1o be seltsufficient and independant, Salamander | ears a Salamandar mantie, ncreasing his cost 1o 200 pis.

modals Whmmmawoﬂérwﬂwn'ﬂhmlem i
STURDY: The high gravity of Noctume means that its ohabitaris
have a nawlalrf rarg&and wpl-mmchd MW mwhmm
10 the: ordeals of becoming a Space Marine very well. However, -
they ara nol as swift as iheir counterparts. hnMChapws, soall
Salamanders, with the exception of Dreadnoughts, have their
jriifiative reduced by -1 pt (this means that most Salamanders.
Space Marines. will have. Initiative 3). Entries in the following army

i rady 1o take ,lt:bj:ﬂu account. The'

* from any advance or fall back
mmwmmtmmamdwpa- "1: :

]
' Tk "

AHTIFI‘GEH AHHGUR AND WEAPONS: The' Salamanders have:
&d&ﬂp owled _J‘.rlfl'mar'i'ggI technclogical rmmls. and thair
Techmarines & greatest artificers outside of the Adeptus
Mum:mlm ‘lb{apmﬁﬂnt this, the following d:angaﬁ ara mada to
- the Spam Mmlm Annnur'; for a Salamanders foree:
Maﬂ:amﬂad waap-una cost +10 pis, rather than +15pls. =

Artfﬂaer armour may be pumhagad fur non-independent
nhara:;ters {such as Apothecaries or aeteran Sargeants)
furﬂﬂ_pjs{hﬂaﬁmﬂmdw&clummyﬁpm&mmm}

wmww bagﬁan a sigaum, mot iuat‘l‘smmarfnaa.

= reae ‘U’EHIELE I.IFGHADE _ %

REMFBEBED DEHAMITE ThTs wvehicle upgrads hm&qﬂﬁ
to the Salamanders Chapter. Tha vehicle has numerous
plates of haat—reﬂachng ceramite, giving it extra pratection
against melta weapons. Malta weapons, including melta
-~ bombs, never roll anmﬂm dice lnr anmour penetration due lu

~ being at half range {mm bombs would therelore be 3+Dﬁ}
Reinforced ceramite may be given to any Salamanders
vehicles and Dreadnoughts, except for Land Speeders. It
mam-z-za pis for'a Land Raider to have mm&amﬂd ceramite,
and +1£‘r pts for i ali dlhfzr vei‘uu::iea "

w_i



HEADQUARTERS
ELITES

TROOPS
FAST ATTACK

HEAVY SUFPPORT

* A Chaplain may exchange his erozius for a thunder hammer for free.

** You may take either a Land Speeder Squadron, a Land Spaedur Tornado, or a Lands.pudar ?‘ypr,-aon, butnm mo.ra»
than one choice of Land Speeder.

*** A Salamanders Fredator Destrictor can have haavy ﬂamers on itz side sponsons far +10 pts.

Space Marine Herocs: Chaplain®; Salamanders Librarian: Cn;um.mmd S}-;“ﬁ,ﬂ L -
Salamanders Terminator Squzd, i i
Space Marines Veteran Squ:d. Drtadnought
Salamanders Tactical S«:{uad Scout Squad Ty
0-1 Salamanders Assault Squad: 0-1 Salamanders Bike Sqﬂidmn.

0-1 Scout Bike Squadron; 0-1 Land Specder Squadron®™;
0-1 Land Speeder Tornado™; 0-] Land Specder Typhoon™
Devastator Squad: 'Pr:da‘tﬁ'r Annihilator; .j.‘
Predator Destructor™™ mdu:atur Land Raider; :

(-1 Land Raider Crusad;:r (s:: Black Templars hst] Whirlwind

|

CHAPTER MASTER TUSHA!
Tu'Shin &5 the n}ulmlm:ul of
Salamanders’ -ide: ;

the inrtl‘mn of “the . Strang
e for s b;uu:—-’lnhﬂnr_ uwShan is
ec

sears —ead_fir’ s clo'ak\m:k
from 2 300 year old drake Salimasder.
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HEADQUARTERS

| SALAMANDERS LIBRARIAN

PSYCHIC POWER

Fury of the Salamander: The Librarian draws on the legendary spirit of the Salamander to
craate a monstrous specleal incamnation of the beast. The monster charges forward trailing fiery
sparks, buming all in its path. The Librarian uses this power in the Shooting phase instead of firing
a weapon, Nominate a direction from the Librarian that the Salamander will move in, and draw a
line 306" lang in that direction, You cannol ehaose a line that might pass thraugh a unit in close
combat. Any model (friend or foe) which the line crosses over lakes a Strength 5 hit, narmal savir ]
throws are allowed. A unit suffering any casualfies from this altack must take an immediate Marale
check or fall back. |f the unit passes the check but loses 25% or mare of its models in that Shooting
phase, it must sl lake the Marale check for casualties at the end of the phase as normal,

ELITES

SALAMANDERS TERMINATOR SQUAD
Ws BSE 5§ T W

Points/model
Terminator ar 4 4 4 4 1

Squad: The squad consists of one Salamanders Terminater Sergeant and betwaen 4 and 9
Salamanders Terminators. The Terminator armour's 2+ save and +7 attack bonus have been
included in the characteristics above.

Weapons: All models in the squad have either a storm bolter and power flst or a thunder
hammer and storm shield.

Options: The Sergeant may replace his power fist for a power weapon. Up to two models may
axchange their storm bolter with a heavy flamer at +10pts.

The Terminator Sergeant may have additional equipment from the Space Marines Armoaury.

SPECIAL RULE

Deep Strike: Salamander models wearing Terminator armour may Degp Strike.




TROOPS
SALAMANDERS TACTICAL SQUAD

Pointsimodel | WS BS S T W | A Ld Sv
Salamander 15 4 4 4 4 1 3 1 8 3+
Veteran Sergeant +15 4 4 4 4 1 3 2 9 3+

Squad: The squad consists of one Sergeant and between 4 and 9 Salamandears Space Marinaes.

Weapons: All models are armed with a bolter. The Sergeant may replace his bolter with a bolt
pistol and close combat weapon.

Options: One model in the squad may exchange his bolter with one of the following weapons:
flamer at +10 pts: heavy bolter al +5 pts; missile launcher at +10 pls; multi-melta at +15 pts.

In addition, one other Space Marine in the squad may exchange his bolter with one of the
following: flamer at +6 pis; meltagun at +10 pts; plasma gun at +& pts.

The entire squad may be given frag grenades al an additional cost of +1 pt per model and
krak grenades at an additional cost of +2 pts per model.

The Sergeant may be upgraded 1o a Veteran Sergeant at an additional cost of +15 pts.

Transport Vehicle: The entire squad may be mounted in a Rhino at an additional cost
of +80 pts, or, if it numbers 6 or less models, a Razorback at +70 pts (zee the Transport entry in
Codex: Space Marinas for upgrade options).

FAST ATTACK
0-1 SALAMANDERS ASSAULT SQUAD

Pointsimodel | WS BS S 2T W | A Ld Sv
Salamander 25 4 4 4 4 1 2 1 B 3+
Veteran Sergeant +15 4 4 4 4 1 a 2 9 3+

Sguad: The squad consists of one Sergeant and between 4 and 9 Salamanders Space Marines,

Weapons: Bolt pistol, close combat weapon and frag grenades. All models in the squad are
equipped with jump packs.

Options: The entire squad may be equipped with krak grenades at +2 pls per model and
malta bombs at +4 pts per model,

One model may exchange his bolt pistol and close combat weapon for a flamer for +12 pis.

The Sergeant may be upgraded to a Veteran Sergeant al an additional cost of +15 pts.

SPECIAL RULE
Deep Strike: Salamander models equipped with jump packs may Deep Strike,

[ i : i b RS B 0 ADRC
Points/Model | WS BS S T W | A Ld Sv
Salamander Blker 40 4 4 4 45 1 3 1 8 3+
Veteran Sergeant +15 4 4 4 &5 1 3 2 9 3+
Attack Bike 55 4 4 4 4(5) 1 3 2 8 2+

Squad: The squadron consists of 1 Salamanders Sergeant and belween 2 to 4 Salamanders
Space Marines riding Space Marine bikes.

Weapons: Each bike is filted with twin-linked bolters, Each Space Marine rider has a bolt pistol.

Options: Up 2 Space Marines in the bike sguadren may be armed with the following weapons:
flamer a1 +3 pls, meliagun at +10 pts, plasma gun at 46 pls.

The Sergeant may be armead with a close combat weapeon at +1 pt. and he may be upgraded to
a Vieteran Sergeant at an additional cost of +15 pts.

Attack Bike: The squadron may include one attack bike armed with a multi-melta at +55pts.
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‘ rmageddon has a massive population and is capable of raising a large number of
I Imperial Guard regiments in times of war At the height of the second
Armageddon campaign, dozens of regiments were fielded from troops raised from
Armageddon alone. Armageddon Imperial Guard regiments are made up of a mix of
infantry, artillery, armour and Mechanised Infantry Companies. However, the highly
industrialised nature of Armageddon means that a far higher proportion than normal
are Mechanised Infantry, and it's not uncommon for over 90% of a regiment to be
made up of such units. It is for this reason that regiments raised on Armageddon are
known as Armageddon Steel Legions.

ARMAGEDDON IMPERIAL GUARD COMPANIES

As noted above, infanlry, artillery, armour and, most famously, Steel Legion
Mechanised Infantry Companies are raised on Armageddon. In addition, some
regiments have had years of experience fighting against the Orks that inhabit the
jungles of Armageddon Prime, and therefora qualify as Deathworld Veterans. This
plethora of different types of unit means that the following types of Companies from
Armageddon can be used in games of Warhammer 40,000. In addition, each type of
army can either be a tithed' army or a planetary defence army’, which affects the
types of unit it may use, as described below.

UNIT LIST USED

Infantry Companies Codex: Imperial Guard (Deathworld Velerans units
may be included using the rules in Codex: Catachans)

Steel Legion Codex: Armageddon
Mechanised Infantry Steel Legion Mechanised Infantry list

Armageddon Codex: Catachans
Prime Jungle Veterans Deathworld Veterans list

Armageddon Sentinels Sentinels in any Armageddon force can be armed
with either a heavy flamer +5 pts; multi-laser +10 pts;
lascannon +20 pts.

TITHED AND PLANETARY DEFENCE REGIMENTS

Armageddon is often called upon to raise regiments for major battles and campaigns
all over the Armageddon sector. Regiments that fight off-waorld like this are called
tithed regiments’, after the process used by the Depertmento Munitorum to call them
up. Tithed regiments are supplemented by troops raised on other planats which are
not found on Armageddon, such as Ratlings or Ogryns, as well as certain types of
vehicle that are not manufactured on the planet. Tithed regiments are well-
represented by the existing army lists, and so the army lists can be used ‘straight’,
without any modifications othaer than those noted opposite for the Steel Legion
Mechanised Infantry Companies. As an aside, it's worth noting that a number of tithed
regiments stationed on planets close to Armageddon were recalled to the planet
during both the Second and Third Armageddon campaigns, so you can use ‘tithed'
armies for games set on Armageddon itself if you wish.

Flanetary Defence regiments are those that are raised to fight exclusively on
Armageddon. They are rather different to tithed regiments in that there are certain
units that they may not use, while there are a number of unigue auxiliary units that
they can use and tithed regiments cannot. The rules on the fallowing pages detail
which units cannot be used in an planetary defence regiment, and there is also a new
army list entry for local Hive Gang militia units that can be used only in Armageddon
Planetary Defence forces.



r@Y he most common type of company found in regiments raised on Armageddon are

Mechanised Infantry Companies. These are similar in most respects to normal
Infantry Companies, except that all the units that would normally have to move around
on foot are provided with Chimera armoured transport vehicles. Mechanised Infantry
Companies are normally quite rare in the Imperial Guard, as it is difficult for most
planetary governors to obtain and maintain the vehicles needed for such a formation.
However, Armageddon is one of the chief manufacturing planets for Chimeras,
producing several hundred every day for use across the |mperium. Because of this,
infantry units raised on Armageddon are routinely equipped with Chimeras, unless the
tactical or strategic situation makes their use impractical.

Using a Steel Legion Mechanised Infantry Company in Warhammer 40,000 is very
straight forward. It is simply picked from the standard Imperial Guard list in
Codex: Imperial Guard.

Deathworld Veteran units from Codex: Catachans may not be used in a Steel Legion
Mechanised Infantry Companies.

All units in a Steel Legion Mechanised Infantry Company must either be vehicle units,
or have a Chimera transport vehicle. Units that dont normally have the option of
taking a Chimera transport vehicle, such as heavy weapons teams, must do so
at +70 pls, plus the cost of any upgrades taken.

Fough Riders may not be given a Chimera, but may still be included in the army as
it's assumed that they are fast enough to keep up with the rest of the units.

CHIMERA SPECIAL RULES

The following special rules apply to Chimeras
used in Mechanised Infantry Companies. They
may also be used for Chimeras in a standard
Imperial Guard army as long as both players are
aware of the rules before the game starts. in all
cases, these rules take precadence over the rules
in the Warhammer 40,000 rulebook. In particular,
they replace the rules for “Troops Firing From
Vehicles' on page 82 of the Warhammer 40,000
rulebook.

Chimera Lasguns: Up to six models transported
in & Chimera can fire from the vehicle, rather than
half the number of models that are on board as
would normally be the case. In addition, the models that shoot are limited to firing lasguns.

Top Hatch: The top hateh on the back of a Chimera may be opened to allow models inside to shoot out. This allows
weapons other than lasguns to be used. Up to one model transported in the Chimera may shoot from the hatch, in
addition to any models using the Chimera's lasguns. However, if they do this then the Chimera counts as being an
‘open-topped’ vehicle for the rest of that turn and all of the opponent's subsequent turmn. The model may shoot any
type of weapon, not just a lasgun, including heavy weapons thal require two crew (even mortars!). Medels shooting
from the hatch must engage the same target unit as models firing lasguns. Remember that heavy weapons may not
be fired from the hatch in the same turn as the Chimera moves,

Access Ramp: Units being transported in a Chimera enter and exit the vehicle via the access ramp on the back of
the hull. Because of this, models may only embark if they are within 2* of the ramp, rather than within 2° of the vehicle
itself. By the same token, models that disembark must be placed back on the table within 2° of the access ramp.

Amphibious: Chimeras are amphibious vehicles that can move over water. This capability means that they treat
water features (such as rivers, streams, lakes or sea) as clear terrain when they move.
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A 5 well 85 raising tithed regiments when called to do so0 by the Administratum, Armageddon
fislds a larme number of regiments that never leave the planet, These regiments are known
as Ine Armageddon Planstary Defence force, All planets with a sizable population in the
Imperium have thelr own Planetary Detence force. The only real diference between Planstary
Defence regiments and normal Imperial Guard regiments is that planetary forces may nat have
access 1o cerfain types of spacialised froops or equiprment, so make up for this by fislding local
auxiliary treops. Armageddon is no exception, and so the following speacial rules apply i you wish
to build an Imperial Guard amy that is part of the Armageddon Planatary Defence force,

The foliowing units may not be used in an Amageddon Planaetary Defence forca:
Chgryns, Ratling Snipors,
Rough Riders, Deathworid Sentinel Squadrons.
Leman Russ Vanguisher, Leman Russ Exterminalor

In addition, Sentinels, Basilisks and Griffons mus] be given the ‘armoured crew compartment’
vehicle upgrade, as the crew and gun mechanisms nesd to be profected from the corosive
effects of the ash waste sands of the planet,

Hive Gang Militia units may be included in an Armagaddon Flanetary Defence force (and only in
an Amnageddon Planetary Defance force).

DEFENCE FORCE TROOPS

Points/model | WS BS & T W | A Ld Sv
Hive Ganger 4 3 3 3 3 1 3 1 5 -
Gang Leader as L 3 3 3 2 4 2 8 -

Unit Size: The unit consists of 5-20 Gangers and one Gang Leader,

Weapons: A vanety of home-made and black market weapoens of dubious guality. These count
as either a laspistol {or autopistol) and & close combat weapon, or & shotgun, or a lasgun, or an
autogun. There can be a mix of weapans within each Hive Gang Militia unit.

Options: Up o ona model may have one of the following: flamer at +3 pis; meltagun at +8 pls;
heawvy stubbar at +B pis (as heavy boltar, but with Strength 4 and AP 8); grenade launcher
at +8 pts. In addition, one other moedeal may have one of tha following: heavy baltar at +10 pts,
missile launcher at +15 pts; lascannon at +20 pts; heavy plasma gun at +20 pts.

Character: The leader may choose additional equipment from the Imperial Guard Armoury, Ha
may take items nomally only allowed to Officers.

Ma Chimera: Hive Gang Miltia can never be equipped with Chimeras, and so cannot be
included as parl of a Machamsad Infantry Company.

Designer’s Note: Hive Gangers can be represented by Necromunda Gang modsis,
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y now you'll have an idea of what the background fo the

Third Armageddon War is, and you'll probably have had a
close ook at the Forces of Armageddon section and the army
lists, The purpose of this section on gaming ideas is (o help 1o
inspire you o use all of this information in ardar to make your
games of Warkammer 40,000 evan mare exciting.

The army list variants are probably the most exciting thing in this
book, as they meaan that you can ereate up to four typas of new
army if you wish. Some of the playtesters for this Codex asked
when and where they could use amies based on the lists in this
book; they wanted to know it the lists could anly be used for
games set on Armageaddon and if they needed an opponent's
permissicn to use them.

The answers o these questions are that you can use these lists
for any gamea of Warhammer 40,000, just like you use the lists
in aur other Codexes, and you don't just have to use these
armies to fight games sat in or around Armagaddon. After all,
bath the Salamanders and Black Templars have a proud histony
going back many thousands of years, and have fought in
campaigns all over the galaxy and against just about every foe
fhat has ever threatenad the security of the Imperiurm, The same
goes for Ork Speed Freek amigs, which rampage across
planels from ane end of the galaxy to the other {and given the
Orks’ propensity to jump ento diifting Space Hulks, probably
bayond tha galaxy as welll). The troops represented by the
Amnageddon Steel Legions list also have a long and proud
histary, and while they may not range as widely as the other
three armies, the fact that tithed regiments can be called up to
fight in wars taking place 5,000 light years away maans that they
have covered quite a lot of ground in their time!

While on the subjeat of the Steel Lagions list, it's worth pointing
aut that the Mechanised Infantry variant of the army list is not
axclusive 1o Armageddon, and therefore can be used with
models from ather regiments. For example, if you wanted to

create a Cadian or Mordian Mechanised Infantry army than
there is absolutely no reason at all why you shouldn't do it

All of this said, one of the things wa've tried to show in the
Forces of Armageddan section iz how they look while taking part
in the Third Armageddon War. If you're an experienced modeller
and painter, it's well worth considering taking a similar approach
when designing your own unit markings and painl schemes,
you'll find that working out whare and why your army is fighling
before you start painting makes it much easier o come up with
interasting and characterful ideas for the way the army should
Ik, and really brings it 1o lifa.

The othar thing that | hope Codax: Armageddon will provide iz
inspiration for your games. This can ba as simpla as saying that
the missions which you play are taking place on Armageddon as
part of the Third Armageddon War. You will find that simply
satting your games in an actual campaign will make them much
more fun, because it will feel that they are & part of a greater
whole, However, it vou're willing to put in & bit maore effort, you'll
find that the background for the Third Armageddon War can give
you ideas for all kinds of things, such as making special scanary,
for example, or creating new missions and playing campaigns,
and even coming up with entiraly new games.

At the Games Workshop Studic we are going to fight a
campaign which will decide the fate of Armageddon (at the time
of writing we don't know who will winl), and which will include
space battles fought using the Battlefleet Gothic rules and large
scale land battles tought out with the Epic rules, | have bean
experimenting with some agrial combat rules based on the huge
air battles fought in the skies over Armageddon, while Gav
Thorpe and Andy Chambers have bean lobbying 1o get some
new models made for Battlefleat Gothic based on ships that
foughl in the campaign. So, if you find yvoursell inspired to do
something inspirational for vour Warhammaer 40000 games, go
ahead and do it = you'll find it's great fun.

“LETS STOMP SOME "UMIESI"  Pepulnr rk saglery.
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ﬁm:r before has the Ork menace been greater. Ghazghkull has achieved what we thought
impossible. He has united hundreds of warbands with but a single goal - the tofal and
utter destruction of humanity in the Armageddon Sector. ."'Lm}r:d against this harbaric horde
is the greatest force of arms the Imperium has mustered since the time of Lord Solar

Macharius. The fate of hundreds of worlds will be decided on the blood-scaked ash dunes
of ;"'eragl:ddun. and we cannot afford 1o fal”

Commussar Yarrick

Satamanders Ok Speed Froek

Black Termplars:
Space Manne

Space Marine Steal Lagron irooper

Inside you will find:
Armageddun ® FOUR ARMY LISTS: Four army list variants allow you to fisld

g a force of Ork Speed Freeks, Armageddon Steel Legion Imperial
IS a Wﬂrld torn Guard, or Space Marnnes from the Black Templars and

Salamanders Chaptars.
alpart bYéh: ® FORCES OF ARMAGEDDON: A full colour guide o the
many forces batlling for supremacy on Amageddon, as well as
.arges.t X numercus examples of the ravaged baltlefields being fought aver.
invasion in ® THE HISTORY OF ARMAGEDDON: Full background and
. = & i B i afall informs
|mpenal hl Etﬂry history of Armageddon, including detalled information on the

mighty Ork horde of Warlord Ghazghkull and the Imperial orces
opposing him

Codex: Armageddon is a sourcebook for Warhammer 40,000, with
additional material for Codex: Space Marines, Codex: Orks and Codex: Imperial Guard.
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