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“Armageddon, a world whose name is known across the Imperium. Armageddon, 1 world whose
name has become a byword for war and destruction on 2 massive scale. Armageddon, where the

fate of 2 thousand worlds hangs in the balance”

Lord Commander Salir Ewgenisn
yme to a world tom apart by war. Welcome to Armageddon. The book you are now
reading is a guide to one of the largest conflicts in the Imperium’s recent hist ou wil

find details concemning the world of Ammageddon, including its the: fo
fighting for its survival or conguest, and the state of

Codex: Armageddon breaks down into the following sections:

n sl.';-r}'

the

and topography -
the present time

war al

The Third Armageddon War. In these pages is the history of this war-shrouded waorld
including details of the most recent and most devastating campaign. You will find descriptions of
s arrayed in Armageddon's defence, as well as an analysis of the multitudinous hordes
iten 1o overwhalm II'-r.» Emperor's domains. This section deals with the build-up of events
orces that have led to one of the largest planetary battles in the Imperium’s history, along
with the numerous conflicts surrounding it. There are also biographies of the main

"-r'::lr'(_]('l'lﬁ-“-i

|'-'.-:-I'n'.-l:l in the campaign and ideas for playing games of Warhammer 40,000 set during the Third
Armageddon War
Forcea of Armageddon. These full colour pages show examples of superbly painted

miniatures that can be used 1o
uniform guides for numero.
samplas of th
many pholographs showi

campaign

reprasent the forces in the Armageddon campaign. Included are
15 Imperial Guard regiments and Space Marine Chapters, as well as
markings of notable Ork warbands involved in the war. There are also
g the different kinds of terrain and warzones being fought over

ISHNCt

n the

The Army List Variants. These four army lists allow you to collect and game with some of
the different fighting forces involved in the Armageddon war. These are based upon the lists in
other and enable figld an army of vehicle-mad Ork Speed Freeks, the
mechanised infantry companies of the Armageddon Steel Legion, the fanatical Space Marines of

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

Codexes you to

G:ngul. Titus stood upon the chservation platform above the bridge of his Leviathan Command
wehicle Here, sixty feet above the ash dunes, the wind was [ierce and his protective cape
whipped around him. He took a pair of mageoculars from’an aide and obscrved the massive force
arrayed wnder his command. The strategic displays of the command centre could pot convey the
sheer magesty of the army.

To his left strode five massive Warlord Battle Titans of the lron Skulls Legion, kill pennants
fluttering in the wind. and in fromt of them four Warhound Scout Titams stalked across the
onage-red ash wastes. Around the feet ‘o the huge Titans advanced three full regiments of the
Armageddon Steel Legion. A dozen companies of Leman Russ tanks, dwarfed by the huge war
engines that blotted out the faint light of Armageddon, ploughed fowards their abjective - the
bridges over the River Stygies - trailing a massive dust cloud in their wake. Gigantic Bamcblade and *
Shadowsword super-heavy tanks lumbered to hiis right, a heavily armouwged reserve ready to mowve
[orward and unleash the awesome fin:in:r of their massed battlecannons and volcano cinnoss.

And all around were the men and wehicles of the Sicel Legion. Chimena transports beyond

I:|.11.I|11i.|1ﬁ., thirty thousand men rniding inside, &Eu:h?am:d by more tanks and batteries of ll'll“tl'_\:.

An adjutant directed the General's gare 1o the sonth, where the Orks were said 1o be mustering

aflter making planetfall. Adjusting the focus of his mageoculars, Titus gave a gasp of disbelief

There were the Ovks. The shapes of 2 dozen Gargamts putted wp from the undulating ash wastes. 2 -
swarm of smaller vehicles surrounding them. But it was not this that had given Titus such a shock.

For miles in every dircction around the Gargants, the ash desert was grl.':.n: a sea of Orks so

massive that the mind refused to scknowledge the possibility. Titus examined his forces once more,
his: heart in his throat =

“Emperor's mercy, he whispered 1o himself, "1 pray 1 have enough men 1o face thal
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he hive world of Armageddon, the

principle warld in the Armageddon
sector, lies roughly 10,000 light years to
the galactic north east of Terra. It is a vital
nide at the centre of the Ammageddon
saclor's navigational channels and its
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 millennium. Although that
titanic battle has long since passed into
history, a more recent conflict has shown
how vulnerable the Imperium's contral is.

In 841.M41, the Ork warlord Ghazghkull
Thraka invaded Armageddon al the head
of a massive Ork Waaagh. Al the time,
Ammageddon was under the command of
Owerlord Herman wvon Strab, who was
once described by Princeps Prime Kurtiz
Mannheim of the Iron Skulls Titan Legion
as, "the greatest waste of flesh and bone
b in the last five hundred years™, 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 nothing to investigate or repor
its appearance to other Imperial
authorities. When the Orks crashed onto
the western continent of Armageddon
Prime, von Strab sent out 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
subsequeant exile to Hades Hive. However,
it was this act which was to ultimately save
Armmageddan from falling to Ghazghkull.

Von Strab was not concerned with the loss
of Armageddon Prime, declaring that the
Orks 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
conguest, crossing the Stygies and
Diabolus rivers and marching on the hives
of Armageddon Secundus. Von Strab
ardered Princeps Mannheim 1o lead his
Titans into battle against the Ork armies,
unsupported by other forces. Mannheim
had litlle choice but to obay,

though he knew that it

would lead to the
destruction of

his farces.
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Alhough they inflicted heavy casualties on
the Orks, the Legio Metalica were all but
annihilated by the numerous Ork
Garganis that opposed them. Everywhars
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 numbearing in
tens of thousands marched across the
inhospitable ash dunes, dying from
exposure o the harsh environment or
falling pray to the rampaging mobs of Ork
Speed Freeks which constantly harried
them in their flight. As the Orks moved
southwards they split, 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 heawy toll of the
unprotected Orks, many humans were lost
too as missiles flew out of contrel and
plungad into Imperium lines or exploded in
the refugee camps. At Helsreach,
converted 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
inta the Ork encampments and detonated
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 ferocious, 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 himself joined the aftack,
leading his forces from the front. Thus the
stage was set for the greatest contest of
wills in the 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 sabolage parties to
destroy the Ork Warlord’s siege engines,
counter-attacking along a flank when the
Orks tried to storm. the barricades. and
falling back from diversionarny attacks to
draw the Orks into ambusheas., Whean
Ghazghkull mustered all of his
Kommandos into a huge infiltration force,
Yarrick assembled wvoluntear 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 end it is said that not a single
Kommando escaped alive.

As Yarmrick and Ghazghkull fought owver
Hades, the remaining Ork columns
rumbled southwards towards the only
other surviving settlements — Acheron
and Tararus. At Acheron, as the Orks
made theair assault, 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 canncons as the sky
overhead filled with the shapss of Space
Marine Thunderhawk gunships. The
Blood Angels led the reinforcements, tha
military commanders of

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

With the coming of the Ultramarines,
Salamanders and Blood Angels, the tide
began to turn on Armageddon. The
factories of Acheron and Tartarus chumed
out. weapons and wvehicles by their
thousands, whilst the Space Marines
began to force the Orks o refreat from the
south. If Ghazghkull had turned his
aftention  southwards and made
immediate plans to thwart this sudden
counter-attack, Armageddon may have
still 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 Warlord 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, supplies 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 shuttle
runs, risking the Ork anti-aircraft fire and
interceptors to escape.

The Space Marines arrived oo late to
save Hades, attacking the Orks even as
they smashed their way inside. Yarrick
was almost slain, but his iron will stopped
him succumbing to the near mortal
wounds he had suffered. Whilst the fate of
Hades was being sealed, Ghazghkull
revealad the true extent of his

cunning. Masses of Ork

reinforcaments

pourad in

from the west, intent upon Tartarus Hive in
the south, If 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 assaullad
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 Crk unlucky enough to be
caught by them. Fuelled by their rightecus
hatred, the Blood Angels slew naarly half
of the entire Ork army, and it was
rumoured that Ghazghkull himself had
been felled, though this later proved to be
false. Leaderless and assaulted on all
sides by the Emperor's forces, the Orks
refused to surrender. Some fought to the
death, others slipped into the ash wasles
and eventually made their way 1o the
jungles between the two continents of
Armageddon,

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 ruins of fallen hives they
continue to breed, only to be hunted down
by Imperial kill-teams. Hades Hive still lies
shattered, whilst the rebuilding of Tararus
and Infernus has only just begun. The
legacies of the Second Batlle of

Armageddon are still plain to see.




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

What happened next...

hazghkull was not idle following his
Gdek—eat in the Second Armmageddon
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 one terrible 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 learn how the Impearium would react and
deal with a major invasion. In efiect,
Ghazghkull had been doing litle more
than testing the Imperium’s defences.

In the decades that followed the war,
Ghazghkull carried on with his master
plan. Having learnt 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 not
want to draw undue attenfion to himself,
these experimants were carried out on a
much smaller scale than the invasion of
Armageddon. From 945 to 959.M41 the
Imperium received numerous reports of
small raids and attacks against Imperial
bases and oufposts that were led by
Ghazghkull Thraka personally.

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

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

Most recently, Ghazghkull allied with the
Ork Warlord Nazdreg Ug Urdgrub fo make
a vicious assault on the Imperal planet
Piscina IV, The Orks used a previously
unknown type of teleportation device
which enabled them to manoeuvre their
troops directty onte the planet from a
space hulk located a massive distance
away from the planet. The Imperial
qarnson was taken completely by surprise
and anly the presence of Space Marines
from the Dark Angels Chapler saved
Piscina from 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 unlsash
his full force against the Imperium, A plan
that had baan fifty years in the making was
about to reach fruition...

Prioxity level: ....cicceuss
Transmitted: ..
Date:
Transmitter:..
Recedver: .....
BUtHOr: ssesss
Thoughts . uee.

TR

Over the last 48 hours (Barth standard), I have received transmis
in this sector, indicating that they are under attack from Or
hundred light year radius. All indications are of A ma
In all cases the Ork attackers have appeared on the
surprise to their advantage. Our best estimate is
lost (see attached sub-files Alpha 1-7 & Beta B-29).

Upon learning of the Ork attack I
hour their long range sensors haw
proceeding to attack and destroy t

++++ LAST EHOWN TRANSMISSION FROM TASK FORCE TRAJAN ++++

«.Military Intelligence-utmost urgency

«.Fire of Heaven, Fleet Flagship, Desedna System

++ 3453999 . M81

« =« «Astropath Prime Spartax
Astropath-terminus Ragnafar

ssss«Admiral Trajan

===« BOrrow awaits the foolhardy

positioned picket ships at the periphery of our system. Within the last
picked up Ork ships entering the outer reaches from deep space. I am

he invaders.

We are the Emperor‘s sword! They cannot stand bafors us.

+++ END TRANEMISSION ++

sions from over two dozen Imperial planets
k raiders. Attacks are spread over a five
jor Ork assault on & scale unknown in living memory.
planet without warning, and have used the element of
that seven sparsely populated worlds have already been
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Thase 1: Opening Moves

midst the wreckage of Ghazghkull's
A_flr:—‘.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
Armageddon to the Imperium, extensive
works were ordered by the Adepts of Terra
to secure the Armageddon system against
future attacks. Sector Maval command
was transferred to the Armageddon
systemn and the Maval facility of St
Jowen's Dock was rebuilt and expanded
to accommodate all classes of interstellar
warship. Three permanently manned
monitor stations were established in the
outer reaches, named after three great
heroas of the second war of Armageddon;
Mannheim, Dante and Yarrick. Ground
based and orbital defances were rebuilt
and heavily reinforced, minefields were
seeded throughout the system and a
substantial increase in the numbers of
system ships and monitors were ardered.

On Armageddon itself, 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, despite a lowering of
Armageddon’s fithe of regiments destined
far the Imperial Guard. A military council
was appointed to rule over Armageddon,
comprsing high ranking representatives
fromm the Imperial Guard, Nawvy,
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 vateran of the Bakkus Crusade.
From 249.M41 to 978.M41, General Kurov
coordinated a series of xenocidal
campaigns conducted throughout the
equatorial jungles between Armageddon
Prmus 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 ever bean before.
Still it was not enough.

The first signs of the coming storm was a
series 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 spite 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

THE .&RMAGEDDON SIIB SEETDR

in as many hours and the Astropaths of
Armageddon received constant repors of
yet more Ork assaults. Every consultation
of the Emperor's Tarot showed bloodshed,
destruction and the sign of the Beast
Resurgent. Rumours spread that
Ghazghkull was retuming to wreak his
vengeance, and soon even the most
obstinate bureaucrat could no longer deny
that an Ork Waaagh! of gargantuan
proportions Was enguliing the
Armageddon sector. After Task Force
Trajan was presumed lost battling Orks in
the Desdena system, General Kurov sent
forth a call to nearby Imperial Guard
regiments and Space Maring Chaplers to
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
years to the day after the first Ork
invagion, augur probes registered a
massive disruption 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 repors
indicated an Ork fleet moving into the
system, comprising 50 Ork cruisers and
over 300 escort vessels accompanying at
least four space hulks. The forces of
Armageddon were placed on full alert and
seven Impearial cruiser squadrons, led by
the Apocalypse class batileships His Will
and Triumph, departed St Jowen's Dock
within twenty four hours. The Imperial
fleat, under Admiral Pargl, 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 attack ships were blasted out of
the woid by Imperial fire in the initial
aengagament, without the loss of a single
Imperial ship. Then 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
fleet. The Imperial ships fought valiantly,
their weapon batteries pounding the crude
Ork wvessels 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
Impenal ships were gradually battered
back. The Orks made suicidal rushes
against the Imperial gun-lines with
unbounded ferocity, losing a dozen of their
ships in exchange for a single Imperial
vassel At the height of the engagement,
Admiral Parel received comm-bursts from
the Yarrick and Mannheim monitor
stations waming of three more Ork fleets
entering 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
disengagemant.

The doomed monitor stations were
averwhelmed a few hours later. By their
last count, the combined Ork fleels
numbered in excess of 2,000 ships and at
least twelve space hulks, the largest
number of hulks ever 1o assail a world of
the Imperium in its 10,000 year histony.
Admiral Parol, his command reduced to
five sguadrons of cruisers and a single
aperational battleship, 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 whatever was in their power to
reduce the tidal wave of Ork machines
arriving in-system. To their dismay, the
Imperial Mavy ships encountered dozens
of crude asteroid fortresses, or ‘Aoks’, in
the normally vulnerable tail of the Ork
fleets. These heavily armed weapons
platforms proved difficult to attack directly,
but the very presence of such unusual
numbers of them seemed to indicate
s0me more sinister design at work.

Surprisingly, the Orks did not tumn aside to
capture St. Jowen's Dock. Instead they
subjected 0t to a six day long
bombardment as the Ork fleets moved
past, enlivened by repeated attacks from
assault boat squadrons. 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.
Only the arrival of two Orde Xenos
Inquisitorial  kill-teams later in  the
campaign succeeded in driving the Orks
back to the isotope storage pits at the
base of the station.




Thase 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
reactors and took up defensive positions
around the hives, their scanner-eyes
scouring  the skies. Imperial Guard
regiments wera 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 gauntiet of Ork ships to rush
more reinforcements to the planet. The
last transport to touch down cared a
leqgend. 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 tactics and
strategies, adding a dire waming against
underestimating the Warlord's capabilities,
Many said he had become old and weary,
bowed down with the hormific prospect 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
take over leadership of the military council
for the duration of the current crizis 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 space
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 were soon shown to be hopelesshy
deluded. The orbital battle raged for three
days and two fiery 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
carving through the skies. Hades Hive, still
avirtual ruin after the last war, was the first
to die. In an act of lerible vengeance
Ghazghkull chose not to fight again at
Hades. Instead, the entire hive and ils
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' destruclion it the
eastern horizon, the first Ork drop legions
clashed with Imperial forces near
Voleanus, Acheron and Death Mire.

Ground based defence lazers and missile
silos took a terrible toll of the Orks as they
landed, bt the survivors regrouped and
assalled the defences with such temible
ferocity that soon more and more of the
horde was reaching the planet's surface
unscathed. Feral Orks swept down from
the Pallidus Mountaing and oul of the
equatorial jungles to join the growing
hordes. Where the defences proved too
sirong to be taken by direct assaults, huge
mobs of Orks and their war machines
were teleported directly into bafttle 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
retum to their armoured airbases to refuel
and rearm, whereas the Orks had to
reservie enough fuel to 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
ive 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 other than the
infamous war-criminal Herman von Strab.
He took over the hive as its new Ovearlord,
announcing that it was his diving right o
rule over Ammageddon. Ork brute squads
stood ready to silence any dissenters who
doubted wvon Strab’s  determination.
Despicably, much of the old nobility in
Acheron walcomed back von Strab as
a long-lost prince, choosing to gentasly |
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
twenty square miles of
defences atop Volcanus
Mount 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 itself was soon besieged,
surrounded by a ring of QOrkish steal and
relentlessly pounded by captured macro
cannon and barrage bombs.

QOutside Death Mire, the war went batter,
The Titans of Legios Tempestor and
Victorum with their supporting regiments
of Skitarii virteally annihilated the Ork
Blackiire tribe 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, Ghazghkull's
slrategies proved deadly. The Orks kept
an iron grip on Armageddon's skies, orbital
bombardmants  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,
siriking 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 neaded 1o fight back effectively. The
only force which consistantly defeated the
Orks was the Adeptlus Astartes 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 battles raged on the planet,
Ghazghkull unleashed another of
his  carefully prepared surprises,
Incredibly, dozens of the great asteroid
fortresses encounterad by Admiral Parol's
ships began to descend from orbil.
Slowed by powerful force fields, 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 accidents 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 to teleport down
Ork reinforcements, including Gargants
and heavy artillery, in an endless streamn.
Commissar Yarrick personally led attacks
by Cadian shock troops supported by the
Titans of Legio Metalica and
Legio Ignatum which destroved 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 Hemlock River.

Mysteriously, the Orks alse made landings
in the Fire Wastes and Dead Lands to the
north and south of the main continent of
Armagedden. Even Yarrick was surprised;
thase 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 total,
Tempestora fell within days and the
dockyards of Helsreach were socon
captured. Only a bitter defence by the
Helsreach Hive gang militias, with
supporting companies of Stonmtroopers
and Space Marines which had been
rushed to the area, prevented the Orks
overrunning the entire hive.,

Founeen days after the initial Ork
landings, the first major confrontation
between Ork and Imperial war engines
occurrad. 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 foundries and machine shops
blasted apart or crushed underfoot by
giant fighting machines. In the aftermath
of the baltle Ork Speed Kults swiftly
encircled Infernus Hive, culting it off from
all outside help. Mechanised counter-
attacks into the ash wastes met with initial
success, but when an entire regiment of
Savlar Chem Dogs was surrounded and
wiped cut 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
Maountains from the north east. Soon the
horde was visible from the hive spire, a
great sea of warriors which seemed to fill
the empty expanse of the ash wastes to
overflowing. Towering Gargants strode
through the tide, 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
bannerpoles swaying over the horde bore
the personal glyph of the mighty
Ghazghkull himsell,

As the skies darkensed beneath the
shadow of Ork hulks high above and the
first orbital bombardments crashed down,
the citizens of Infermnus knew that their
doom was upon them. They made what
preparations they could with pratematural
calm, commending their souls to the
Emperor as they built barricades or
distributed weapons and ammunition to
the troops. They trhed 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 were
brave enough to face their doom,
thousands fled inlo the wastes to be killed
or capturad by Speed Kults which circled
the hive like vultures over a carcass.

The Adeptus Arbites soon moved 1o
secure the hive, tumning back or executing
any who failed in their duty to the Emperor.
As Ghazghkull's horde came within range,
the last great siege guns of Infernus
pounded at them, lobbing thousand-pound
shells inte the mass of greenskins until
retum firg from the orbiting hulks smashed
them apart. In the brief lull that followed,
Ghazghkull delivered to the defenders of
Infernus a messenger. It was Colonel
Gortar of the Chem Dogs, horribly
mutilated and missing his eyes and hands.
The message the Colonel bore was a
simple one which would be heard many
times across Armageddaon in the months
to come:

“Surrender or die!”

whom
‘Orkimadas!,

‘Orkimedes’

Imperial scholars have so far only
4 been able to speculate about the
presence in Warlord Ghazghkull's
retinue of the technical genius
they

individual has not been identified,
* his handiwork has baen reported
many fimes on Armageddon; the

teleportas used -on the Orks'
ortrasses, the giant submersibles
used at Helsreach and Tempeslora, the d&adly upgl.mned
Gargants in Ghazghkull's horde. All these mvdn:.ata ihe presence
of an alien mechanician of teirifying ability; ‘ante who is baing
actively sought by agents of the Officio Assassinorum,

have - dubbed
Although  the

_ Wa.rl_c-_t_'d Ghazghkull
| Mag Urnk Thraka

Ghazghkull is thal most dangerous
of Ork leaders, one with both drive
and ability in abundance. A sarious
3 head injury in his youlh awoke
visions' from the Ork gods which

conquest unmatched in racent
history. * He  has.. returmed té
Armageddon, after decades \.M_- ;
planning and testing Irnpenum,‘r B

delences, and has succeeded in unifying dozens of Ork tribes
and even contingents from several Ork ﬂmprmcs I Armageddon
falls, Ghazghkull could unify Orks across the, anﬁre sagmeantum
unto an unstoppable Waaagh! which might mreaten Earih itself,

i v

ave led him on abloody path of
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Su:u. the fate of Armageddon hangs in the balance — and now
yvou 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 amy lists for some of
the forces that took part 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 on
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
invalved in the fighting yet, they will doublless arrive soon

In addition, both sides have small allied or mercenary forces
fighting with them, so Dark Eldar and Chaos Space Maring
players can use their armias 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 alse offers an opportunity to use some of the special
characters included in the Codexes in a battle. In particular,
Yarrick from Codesx: Imperial Guard and Ghazghkull from Code:
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 lists are different 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, if you wanted to field a Speed
Freeks army then you would use the new list presented in this

ﬂ FIGHTING THE THIRD ARMAGEDDON WAR - ‘

“Today will be a day long remembered by history. What we do
l|:r|:|a_1_f shall send a MCsSage alross the stars and down lhrmgh the
years to our descendants for a hundred gencrations. Il we should
falter in our fask. terrible shame will be borse by our successors.
Ancther sge of darkness 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 arrow at the heart of the Orks
We shall be a blade of deliverance for the people of Infernus.

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 vigous!

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

Calosel Cortar of the Swhr Chem Dogs st the rebicl of Iaferows 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
option from the original Codex, while some options from the
Codex may not be allowed with the new army. If this is the case,
you may only use the entry or aption presentad in this Codex.

Commissar Yarrick

Commissar Yarrick had already
% enjoyed a long -and distinguished
career -~ when Ghazghkull first
invaded Armageddon. After being
panishad - to  Hades Hive for
conlradicting van Strab's orders, he
masierminded. a briliant defence
which stopped the Orks in their
tracks. Althcugh  badly wounded,
Yarrick survived the ballle. Ha

: relired Sfor A short while, byt
returmed 1o active duty Onces :Lwas clearthat Ghazghl{u]l was still
alive. For the last forty years he has been relentiess in his pursuit
ofhis old foe, and has now retomed toArmageddon o command
the Imperial defence of the planet.

Admiral Parol

Parol was the second son of the
Imperial Commander of Lostan,
and as a result, his carger in the
Imperial '~ Navy was virtually
i guaranteed. - Because he was
1" raised to command from an early
age, he has a natural authority
wiich few dare to challengs. He
has proved himself in countless
campaigns, and is rencwned for

i the careful marshalling of the
resources at his: disposal, as well as being a palient and
meticulous planner. [twas these qualities which led 1o him being
promoted 1o his prestigious posilion in command of the fleet
dafence of Armageddan.

a4,




wlrﬁws Lagboss Shargrim spat a big, green gob of phiegm ower the side of his battlewagon as it lurched up a rise with ifs engine roaring. A handful of fighta-

bemmerz were diving and swoeping over some unseen target up abead and Shargrim promised himself he would find those fyboyz and eat their guts it they killed

everything befere he gof there, Black columns of smobie climbed shyward as the jets pounded the area with bombs before reluctantly breaking off fo set rearmed. The
battlewagon reared up at the tep of the slope before crashing down ento the other side with a teeth jarring impact.

Brlow was some sert of Humie supply dump, with stacks of crates and barrels, and Imperial Guardsmen scuttling around dousing fires, Shargrim grinned and sounded
the Waaagh-hom before hicking his driver to go faster. Around him, the massed vehicles of the Speed Kult raced down towards the shocked Humies at full throttle.
Warbisggies vied with bikes and mraks to cover the ground the fastest, tmehks pached with boyz careened against each other as they fought fo get ahead, the greenshing’
sheuts inaudible evst the thunder of engines. The column of ramshackle, bellowing uehicles snakved and rwisted lihe a lving thing as it converged on its prey.

MOUNT UP!

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

MOBBING Up

Speed Freek Orks don't mob up like ordinary Orks. Instead,
when things start looking a bit grim, they head for the nearest
vahicle and mount up again. To represent this, when a mob of
Speead Freek Orks fails a Morale check, it will fall back towards
an empty transporl vehicle, centring its 'fall back’ corridor an
the transport it is attempting fo reach. If there are mulliple
transports available, the Freeks will fall back towards the one
that takes them furthest away from the enemy. Mote that
models will be destroyed by crossfire if they move through any
anemy units in the process (the exception being enemy units
which were already fighting in an assauit).

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

SPEED FREERS SPECIAL RULES

Speed Freek Uehicle Upgrades

G RO ars s e e e R v e e +2 pis
All vehicles in the Kult of Speed must carry Grot Riggers. See
page 37 of Codex: Orks for full rules,

Krusher (Baflewagons ovly) ... .o ... +10 pls
Many Spead Freek Battlewagons have spiked rollers, crushing
II claws, etc. If the Battlewagon makes a ‘tank shock’ attack on

an enamy unit and the enemy don't fall back, then roll a D6 for
aach model forced to move out of the way of the vehicle. On a
D& roll of 4+ they are caught by the krusher and suffer a wound.
Armour saves are laken as normal.

ATl T e L T e e +8 pis
Some Ork vehicles have an ammoured rool, enclosed weapon

turrets, etc. A vehicle with this upgrade no longer counts as
being open-topped.
Foresl B e R e e e +5 pts

Mokboyz are adept at constructing force field generators to
protect open-topped vehicles. The vehicle still counts as being
cpan-topped but no longer suffers the +1 moedifier o its
Darmage ralis. If the vehicle was a Fast tvpe before, it loses this
ability due to the power drainad by the generators.

passengers and that has enough transport capacily to
accommodate the whole mob). Once embarked, the Speed
Fraeks regroup automatically, ignoring the normal restrictions
on regrouping such as enemy being within 8° or being below
half strangth. The embarked mob can’t disembark again in the
same tumn it regroups aboard the transport, bul it ean regroup
on the same 1um that it failed the Morale check if a transport
vehicle is handily- close enough for it to jump back aboard.
Speed Freeks caught by an enemy advance when they fall
back from combat are destroyed as normal.

If 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 Freek Orks believe
that going fast is more important than strength in numbers!

Mote that Stormboyz units don't mob up at all = thay use the
standard fall back and regroup rules from the Warhammer
40,000 rulebook.

MOB SIZE CHECKS AND THE POWER OF THE WAAAGH!

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

FAST RESPONSE

Speed Freek vehicles are usually at the forefront of battle, so
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 earier in scenarios which use the
Reserves scenario spacial rules. Start rolling for Speed Freeks
reservas on the first tum of the game instead of the second
tum as is the case with other amies.

SCENARIOS

Ork Speed Kults do not have any special restrictions or
advantages for missions because their full throttfe approach
works well within scenarios. For example, in a Baid the Speed
Freeks must simply roar on, guns blazing, on the first lum. The
shock of their fast approach will be just as powerful as

‘sneaking info position would be for a conventional force.

Likewise, it can be imagined that Speed Freeks defending in a
Take and Hold mission or a Bunker Assault mission are the
lead elements of the Speed Kult, 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).

lf




~ SPEED FREEKS |

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

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

HEAUY SUPPORT: BATTLEWAGON, LOOTED UEHICLE, GUNTRUKK

Mote: A Warbass or & Big Mok must be chosen to fead the Kult of Speed. A Warboss andfor Blg Mek may be upgraded to have a bodyguard.

* Must be transported in 8 warfrukk (fransport capacity=10 models) at +30 pts or a battlewagon (fransport capacity=20 models] at +120 pts.
“ ** Must be transported in a wartrukk (transport capacity=10 models) at +30 pts. %

HEADQUARTERS

Ptefmodel]l WS BS & T W
45 4 2. 4845 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 Armoury with the
exceplion of mega anmour.

SPECIAL RULE

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

FAST ATTACK

WARBIKE OUTRIDERS

Pts/model| WS BS S T W
Outriders 35 4 2 3 4{5) 1
Outrider Mob +22 4 2 4 4(5) 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, xcepl meaga amaour.

SPECIAL RULES
Warbikes: All the special rules that apply 1o 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 Cutricers would set
up at the start of the game instead of being in reserve. I the scenario is one where you can only deploy
a limited numbar of units then any Cutriders you deploy do not count against the Hmit for the scenarno,
Also, afer both sides have deployed, Ouiriders may make a free 2D6" move belore the first urm lakes
place or before any ralls to determine who gets the first turm, All of the normal movement rules apply.

% In a Kult of Speed,

Nobz lead by example,

; charging of ' to attach
the foe at the first eppertunity.
Sometimes a group of Nobz will get
tegether on their warbihes fo see
who can cause the greatest

Speed Kults are often

H preceeded by a swarm of
L warbike Qutriders who

scoul ahead of the main foroe

loohing for things te kill.

“.a swarm of mechamised bocusts
sweeping over the hnd,
strippiag, it bare of resources,
bringing death and destruction
to anything that stands in it
path. Emperor prescrve us
against the predations of these
so-galled Oirkisl

culis of

speedl”

Cardigal Moman

at the Cosclree of Hesen




Orh Fighta-bommerz

can often be found

ranging ahead of
Speed Rults. The crude Ork
aircralt bomb and strafe

enemy positions or crack open
lines of fortifications just

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

Deth Koptas are a

rare creation of

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

1 Every Ork Warboss
knows that big guns
like Rannens and
Lzap quns are dead good, bur
they also hnow that they must
be in the right poesitien to be
fully effective. To get around
this, the Orhks have developed
Guntrukks. In some cases they
are created by simply bolting
a big gun to the back of an
ordinary trukk, while other
Guntrubks are kustomebuilt by
the Mehs to provide hard-
hirting mobile support.

0-1 FIGHTA-BOMMERZ RAID - 30 pts

SPECIAL RULES

Preliminary Barrage: The effects of the Fighta-bemmerz’ altack is determined by resalving a preliminany
barrage against the enemy force as defailed in the scenaro special rules on p. 135 of the Warhammer
40,000 rulebook. The barrage is resolved after both sides have deployed but before the first Movernent
phase, and can affect the entire opposing army, including Reserves. If the enemy maove on at the
beginning of the battle instead of deploying beforehand, resolve the Fighta-bommerz raid at the end of
the enemy's first Movement phase. If the scenario you are playing uses a preliminary barrage anyway,
make two rolls to affect each vulnerable unit. Resolve sach hit seperately so, for axample, a unit hit trice
would suffer 206 wounds and need 1o lake two Pinning tesis,

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

DETH KOPTA SQUADRON o
Piasimodell] WS BS S5 T W | A Ld Swv
Boyz a5 4 2 4 4(5) 1 2 2 7 4+/5+
Mek free 4 2 4 45 1 2 2 7 4+5+

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 to a Mek for free. The Mek may be given
any equipment allowed by the Ork Armaoury, but the adaptions needed to carry extra gear on a
Deth Kopta mean that all ilems of wargear cost the Mek an additional +5 pls per item chosen,

SPECIAL RULE

Flying Warbikes: Deth Koptas move using the same rules as jetbikes in the Warhammer 40,000 rulebeok
(not Codex: Eldar). They are also subject to the same special rules as ordinary warbikes,

HEAUY SUPPORT

GUNTRUKR

Front Armour Side Armour Rear Armour
Guntrukk an 10 10 10

Squadron: The sguadron consists of between 1 o 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 chaose either
a Zzap qun at +40 pts, a Kannon at +25 pts or a Lobba at +15 pts.

Options: A Guntrukk may also have either a big shoota at +8 pis or rekkit launcha at +5 pis.

SPECIAL RULE

Big Gun: If a Guntrukk rolls a resull for its big gun which normally causes one of the Grat Krew 1o be
killed. the weapon does not fire that tum, The Gunirukk itslf and the Grol Krew are unhammed,

LAGBOSS SKARGRIM RUENAR (trans. Wound-face Attack-command)

Lagboss Shargrim is the notorious leader of the Burning Death Speed Frechs, responsible 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 so-called for its love of fire and it uses large numbers of shorchas and burnas in battle.
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~_ ARMAGEDDON STEEL LEGIO

T e e Y

Martin: I've painted the Slesl
Legion army  willh sand coloured
uniforms. The light brown uniform is
painted Beskial Brown ovar & hlack
undercoal. The model is then
highlighted with Snakebite Leathar
Martinn and Bleached Bone. The helmals
Footitt are a mix of Camo Green and
Chaos Black with a Roiting Flash
highlight. The lealter effect on the boots was created
uging Scorched Brown highlighted with Bleached
Bone.

Here are lwo different colour schemes
for painting Steal Legion froops.

Keith:  I've
painted  the
Chimeara with
a heavy
drybrush  of
Fartress Gray
Keith applied  over
Roberison  DMack. Siripes
af Rotting
Flesh are palnted owvar this,
the edges drybrushed with a
mix of Forlress Grey and
Rotting Flash lo Blend them in,
A light drybrush af Skull While
is applied all over the vehicle
to finish off.

Command Section with converled Commissar
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_SALAMANDERS SPACE MARINE CHAPTER

Space Marine with multi-melta

Nail: The Salamanders
Chapler badge on the lefl
shoulder pad is a while fransfer
on a ack background, Flames
were painfed anle the right
shoulter pad, also over a black background. Below are some
examples of othar showlder pad designs.

Nell: Salamanders ook best
paintad with & base coat of
Snol Green over a black
undercoat. The edges of the
armour were then highlightad
willy & thin siroke of Scomion
Nell Green Green, The guns were

painted Chaos Black amd
then given two highlights with Codex Grey
and then Forfress Gray. Boltgun Mefal and
Bumished Gold were used for the metallic
araas.

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

Richard: Black Templars have a
vary simple colour scheme — Dlack
armmour and white shouwlder pads!
The ack an these minlailures was
given two highlights, the first with
Codex Gray and then a much finer
Richard highlight of Forfress Gray. | think it
Baker is fmporfant lo  keep these
highlights small and shamp so that
the armour fooks back and nof
gray. Defails on the shoulder pads
are picked oul in Shadow Gray.

* Black Templars offer
L) a greal opparntumity

fo persanzlise

shouwlder pad
designs on
indiivioiual lroopars,

The matal is Boltgun Metal
highlighted with Mitheil Silver.

The labard on the High
Marshal on the far left is
paninted  with  Bestal Hrown
and then highlighted with
Bleached Bonoe and finally
Skl Whie.

Black Templars High Marshal Initiate Neophyte
with fron Halo added from plasticard.

Biack Templars Space Marine force. The squad in the cenlre mixes Space Marines (Initiates) and Scouts (Neophyles)
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ORK SPEED FREEKS

Chris Smart

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.

) L L 1+ S
All Speed Freexs velvcles have Grot Riggers, and I've
wsed a selection of different Grots fo reprasant them,
all of which have been converted to cary spanners,
drilis and similar fools.

Ork Warboss with shootafskorcha kombi-weapon

and altack Squig Wartraks with red paint jobs and rggers

The colour of the warpaln! 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 Warond Ghazghhull Mag Unik Thraka himssif!

Designed by Bran Nelsan,

Grimgkulz Boyz Da Vuicha's Boyz Biack Slayers Gazgrimz Boyz
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' SPACE MARINE CHAPTERS ON ARMAGEDDON

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

Stormy Lords

Exarcists

Raptors Martifactors

| Jim Butler's Slorm Giants with Vindicator

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

Armageddon Hive Mifilia based on 8
Necromunda Van Saar ganger

Santingl in Cadian Shock Troops camoullage

Ash Waste Storm Trooper

Death Koms of Knigg

ARMAGEDDON CAMPAIGN CAMOUFLAGE SCHEMES

Armageddon Steel Leglon, Ash Waste Incursion
Fortrazs Gray with Rolling Flesh stnpes.

Saviar Chem-dogs
Camo Green with Rofling Flesh sinpes

Death Korps of Krieg, Absolution Battalion
Codax (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.

— D 3 Ty e




Creat

fter the
Primarch of the Imperial Fists, resisted

Heresy, Rogal Dorn,
attempts te break op his Legion, but when
the Tmpeerial Fists began to be persecuted a5
heretics, Dorn relented. To prove his loyaliy
to the Emperor, the first High Marshal of
the Black Templars, Sigismund, assembled a
massive war fleet and began the greatest Space
crosade  in the

Marine history of  the

The Black Templars are a fleet-based Chapter,
with many battle barges, strike cruisers and
other craft, such a5 traiping wvessels and
gigantic forgeships. They are rarely assembled
35 3 Chapter but instcad arc divided into a
oumber of Crusades, cach onc numbering
several hundred Space Marines. Each Crusade
is led by 2 Marshal, while the High Marshal

is responsible for monitoring the progress of
all the current Crusades.

The Black Templar Chapter has no single
homeworld which they can call their owa.
they establish Chapter Keeps on
every waorld which they conquer or reclaim
for the Emperor. The main purpose of these
Chapter Keeps is to recruit new  Space

Instead,

Marines from amongst the [inest warriors of
the native populstion. Chapter Keeps also

perform  an importint role as staging posts

Imperiom. It has lasted for 10,000 years.

for mustering the Crusades together.

[

SPEOIAL RULES

RIGHTEOUS ZEAL: Whilst most space Marines under heav'_qr
fire or facing difficult odds in close combat will fall back, ready to
counter-attack, the Black Templars will hurl themselves at the
aenemy with even greater determination and fenvent anger. If a

_ Black Templars unit aver has to fall back, it will not fail back.
Instead, the unit heads towards the nearest enemy unit. The

distance of this special move is the same as a fall back move
would be, s0 most units advance 2D6° and this is halved if they
g0 throwgh difficult terrain (or is 306" for units with jump packs,
etc). If this movement takes 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 as assaulling, enemy units yet to shoot can siill target
them and unengaged enemy models may assault them,

Dasigner's note: Morale checks for shooling casuallies are
taken at the end of the Shooting phase, but this rule has been
included to cover any: Morala checks that may occur in the
Shoaling phase (like the Salamanders” new psychic power).

In close combat, Black Templars automatically pass any Morale
checks they have to make. Black Templars mayr never use the
aptional m[unlarill_.r fall back rules.

PURITY SEALS: Al Black T&mplals characters have purity
seals for no extra points cost. Black Templars units may also be
given purily seals, al +2 pls per model. Meophyles may not be
given purity seals. If one model with purity seals is still alive in
the unit then the entire unit gains the benefits. Due to the
Rightecus Zeal rules given above, purity seals allow the squad
to roll an exira dice and discard cne dice of your choice for their
movement 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 rules
ara slightly altered to take this into account.

When removing casualties for a unit with mixed armour 5aves,
the Black Templars player must use the armour save of the
majority type of model in the unil. So, if there ara more Initiates
than Meophylas, use their 3+ armour save, but if the Neophytes
outnumber the Initiates, use the 4+ saving throw. It thers is an
equal number of Neophytes and Initiates, use the Initiates’ 3+
save, Casualties must be taken from the troop type whose
amour 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 battte. Choose which vow your army has sworn
after you've determined the mission but before either army sels
up. Vows don't affect Black Templar vehicles unless noted.

Accept Any Challenge, Mo Matter The Odds.

~Any unit in the Black Templars army mustl assaull the enemy if

thay are in range al the start of the Assault phase and they must
make an advance move if they win a combat, if they would
nemally- be allowed o do so, In. close combat, the Black
Templars always - hit on a roll of 3+, regardless of their
opponent's WS (this vow has no effect against vehicles without
a W5). Meophytes in a unit hit normalty. If only Neophytes
remain in a unit, they are not bound by this vow. Dreadnoughts
in the army are bound by this vow.

Uphold The Honour Of The Emperar.

The Black Templars are convinced that the Emperor will protect
them and refuse fto skulk behind cover like cowards. Black

. Templars units may not count cover for saving throws or when

assaufted. However, such is their faith in themselves that they
shrug off even the most seversa wounds, s0 gain a 6+
invulnerable saving throw. Meophyles may count cover as
normal but do not gain the invulnerable save.,

Suffer Mot The Unclean To Live.

Whan rolling to wound in close combat, Black Templars add +1
to their dice roll {ie, if you need a 4+ to wound then.a 3+ will
succeed). A roll of 1 always fails to wound. The Black Tempiars
need to summon their holy strength, so siike at -1 to their
Initiativa. Meophyles strike and wound nmi'nalh,r.

Ee Pure In Mind, Body And Soul.

Of all deviants, Black Templars abhor wilchas and warocks the
most. The faintest sign of heretical psychic power drives them
into a vialent fervour. This vow affects all Black Templars units,

including vehicles, If there is an enemy psyker on the table atthe

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
unit) and each unit must move the full distance, ending the move
closer to the enemy than when they started, if possible. After this
initial surge forwards, units may make their normal move without
restriction. All units count as moving that wrn when resolving
their zhooting (vehicles count as moving under 6°, unless they
move over 6° during their normal movement). The Black
Templars enty get this extra move inthe first turn of the game.
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Black Templars use the following units from Codex: Space Marines and fraj'rﬁ 'iﬁe.«new entﬁias below.

HEADQUARTERS
ELITES
TROOPS

FAST ATTACK

HEAVY SUFFPORT

* May change bolters for bolt pistal & close combat weapon. Note that Black Templars units don't have Veteran Sa}gé_anfs.-

I Emperar’s Champion (Docsn't use up any choices on thr. Fmr.c Orgznmmn chart);
Black Templars Marshal; Chaplain; Command Squad® i

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

Blick Templars Squad : -
Black Templars Assault Squad: . ; =

Black Templars Bike Squadron: Attack Bike Squadron;
Land Speeder Squadron; Land Speeder Torpado: Land Spn:dl:r Typhoon

Predator Annihilator; Predator Destructor:
Vindicator: Land Raider; Land Raider Crusader: Whirlwind

What is your life?
My bonour is my Tife.
What is your fare?
My duty iz ey ferte,
What & your fear?
My fear is to foil,

What is your reward?

My salvation is my
ey,

What is your crafi?
My crayft is death,
What is your pledge?

My pledge is eternal
serpfce,

HEADQUARTERS

Paoints WS BS S T W
Emperor's Champion 105 5 g 4 4 2

The Emperor's Champion must be taken in a Black Templars army even if both players have
agreed not to use special characisers.

Wargear: Arificer armour, Terminator honours {bonus included above), purity seals, iron halo,
master-crafled bolt pistol, the Black Sword. The Champion cannot be bought extra equipment,

SPECIAL RULES

The Black Sword: The Black Sword can be used with ane or two hands. If used as a single-
handed weapon it's treated as a power weapon with +1 Strength, and may be used in addition to
the Champion’s bolt pistol. If used as a double-handed Weapon it counts as being a power fist.
Challenge: At the start of any Assault phase that the Champion s in combat, he may issue a
challenge. Your opponent must choose an enamy character 1o fight him, who is invalved in the
same close combalt as the Champion but doasn't have to be in base contact with him. A e hallenge
can't be refused. Move the models into base contact and fight out the close combat as normal. No
other models may attack the Champion ar 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 thay inflict on each other are used to determing which side has won
Wounds inflicted by other models in this combat are not used to work out the result of the combat
Always an Independent Character: The Emparors Champlon always fights as an |1cjpp=-1der-1
character and so may never be accompaniad h;.r a Command squad,

TEMPLARS MARSHAL
Ld Sv

Pts/model

WS BS § T W | A
Marshal 45 5 5 4 4 2 5 3 89 3+
High Marshal 60 b 5 4 4 3 5 3 10 3+

Options: The Marshal may have any eguipment allowed fram the Space Marine Armoury.

SPECIAL RULES

Independent Character: If unaccompanied, a Marshal counts 25 an independant character

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




TROOPS

BLACK TEMPLARS SQUAD

Pts/model

Initiate 15
Meophyte i

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

Weapons: Inifiates are armed with either boll pistols and close combat weapons, or boltars
{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 their weapanry).
Options: One Initiate may be armed with one of the following weapons: power weapon and
bolt pistol at +10 pts; power fist and bolipistol at +15 pts; heavy bolter at +5 pts; missile launcher
at +10 pts; lascannon at +15 pts; plasma cannon at +15 pts; multi-melta at +15 pls.

One other Initiate may exchange his normal armament with one 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 pis per model.

Transpert: If ten or less models, 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
Initiates 25 4 4 4 4 1

Squad: The squad consists of between 5 to 10 Initiales
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 medels in the squad may either exchange their bolt pistol with a plasma pistol
for +5 pts, or may exchange their close combat weapon with a power weapon for +10 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 4(5) 1 4 1 B 3+
Meophyte Biker 25 3 3 4 4(5) 1 4 1 7 4+

Squad: The squadron consists of between 3 and 5 Initiates. In addition, you may also include up
to 3 Neophytes. 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 bolt pistol for one of the following:
flamear 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 +1 pt per model
and krak grenades at an additional cost of +2 pts.

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

Captain MNavarre of the Black Templars 4ih Cresade

7

Elack Templars do not

>/ have Scout squads.

Instead, Initiates “adopt’ a
Neophyte to k@nﬁ&ching
them their skills and educating
them in battlecraft. In return, a
Meophyte must serve their
Initiate, attending to their day-
to-day needs and waiting on
them at the Chapter feasts.

|

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

_units are usually in the

taking Neophytes, as these
k thickest of the fighting and

' | suffer the heaviest losses.

' Such risks cannot be taken

\with the Chapter's future
b

rriors before they are fully
renede %
1} ¥

1 :

I e
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A The Crusader variafit 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
reconquer the hive world. As
news - of Crusaders’
success spread, 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
their adversaries. Its numerous
short-ranged weapons allow
the Crusader to weaken the
enemy before the assault is
launched and to provide a
torrent of firepower to support
its cargo -once they are in
combat. .

Lt

\Y

l

HIGH MARSHAL HELBRECHT

Halbrecht exemplifies the

qualities of stubbormess and

unswerving loyalty to the

HEA‘VY SUPPORT

Side Armour Rear Armour BS

Front Armour
Crusader 14 14 14 4

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

Transport: Due to the extra space created by removing the large generators required for the
lazcannons, a Crusader has an increased carrying capacity. 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 (ie, you can't put a ten-man squad and a five-man sguad inside at
the: same time).

Availability for other Space Marine Chapters: Other Space Marine Chaplers may take
Crusader pattern Land Raiders, but their greater rarity outside the Black Templars Chapter
means that other 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 tranzported squad intact, A Crusader counts as having the
extra armour vehicle upgrade, so it treats any ‘Crew Stunned’ result on the damage lables
as a 'Crew Shaken’ result instead.

‘Hurricane’ baolters: Each ‘hurricane’ bolter counts as three twin-linked boltguns. The
Crusader may always fire its ‘hurricane’ bolters, regardless of how far it has moved or 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.

WHFW fire strobed through the dark corridors of the hulk. The cacophony of shrapacl and ricochets ringing
against rust-splotched bulkheads was like the foundry of 2 mud god The Initistes covering the doors out of
the geocrator room were engaged in a fierce fircfight with the Orks outdide, soon the alicn scum would amass
eoough streagih 1o rush the handful of Black Templars opposing them. High Marshal Helbrecht tureed 1o the
Techmtatine koceling beside the heavy thenmic charge they bad Brought aboard

"How much longer Brother Hexil?™ He shouwted over the roar of weapons.

ot Banariei Hexil did pot look wp from the fine adjustments be!was miking a5 he replied “The weapoa's spirit was
offended by the rough trestment it suffered o arrival High Marshal I its containment loop & mot realigned h}-
the praper supplicatioas it will fail to consume irsell and grow ro the comect size for full devastation”

“Try to hury Brosher we dat hoic “anch "

The High Marshal wis distracted by a sudden i increase in the firing a1 one of the doors. Howls and yells

anncunced an Ok attick was immincat He crossed to it in thres quick 5. just in time to meet the alisns’
msh. A buge Ork leader crashed through the doorway and eviscersted an Inifiate with a thrsst beneath his
breastplate. Helbrecht purried its mext blow and countered with 2 swing perfectly timed 1o cach his foe off bulance
from his missed attack. The glittering energy fichd of his ancient power sword slished throagh the Orks’ peck with
barely 2 hint of resistipce and the grest Ouk fell clurching spesmodically st the stump of its seck.

Helbrecht leapt forward into the lesser Otks behind, hacking and slishing with linld finessc but homible
cifectiveness. Limbs and hesds flew spart. In seconds the doorway was filled with witching corpecs. Brother Mikael

Emperor that are the marks of
the Black Templar Chapter, He
was elected High Marshal in
989.M4d1, and is currently
leading the Black Templars as
they storm Ork space hulks in
the Armageddon system.

camc up with his_flamer and the survivisg Ovks were driven back down the corridor by.a wall of Mames.
“The charge is prepared” called Brother Hexil

Helbrecht instantly switched comm-chasnels with 2 perve impulse. “High Marshal to Light of Purity, immediatc
recavery - code Blus”,

The T'!mphfs moved to the deatee of the chamber and were tebeported 1o the waiting swrike vessel in 3 Hlinding
flash of light Seconds Lier. the thenmic charge blsted a pew cruter in the flank of the Ok space hulk.




s one of the First Founding Chapters, the

Salamanders are ameng the most respected
fighters in the Imperivm. They are noted for their
stokc character and pragmatic l.pprn:u:h. to warlire
This attitude comes mainly from theie Primarch,
Yulkan. and the harsh world they hal from
Their homeworld is Mocturne, 2 near-lifeless arb
teaches of the Segmentum
Tempestus. Moctorne is part of & bisary pliset
system. Its major satellite, Prometheus, 15 almost
two-thirds the size.of Mecturne itsell The gravitic
pull of its neighbour makes Nocturne an- unstable
warld, riven by w:li.ll.kz! and dotted with voleanocs

in the sorthern

Scismic activity can plonge ‘whole costineats into
the boiling seas. and even the largest ssnilements are
semi-permancnt; every part of Mocturne is destined
1o be flooded with white<hot magma.

Such 2 world breeds hardy warriors, strong of
constitution and  single-minded of purpose ideal
recruits for the Adeprus Astarres. When the
Emperor was {inl|1].' reunited with  Yulkap, he
agreed 1o Notturne being the founding world of
the Salamanders Legion. Since then the Sihiminders

have been onc of the most steadfast Legiops, apd
there Bas been linle foved to fault in the aneals
of the Chapter's history.

Mocturne is - an unsuitable site for 2 fortress-
mosastery. so the Silimanders are bused wpos
Prometheus. This has led to confusion in many
Imperial records, citing bath Pramethens andfor
Mocrures a5 theie homeworld Prometheus is 2 bare
rock with ne stmosphere. The oaly settlement on
its surface s the small fortress-monastery, little
mofe thin a large spaceport. Except for the highess
leaders.  including  the  Chapter  Master,  the
Salamanders live amangst their people on Mocturne
They have 2 strosg bond with their world and
serve 35 leaders amongst the inhabitamts. When the
Salamapders are called to war, they gather at 2 few
sacred places to be transported 1o the fortress-
monastery. where they are assembled into hattle
forces and cmbark wpon their warships.

Chapter legends say that when Vulkan fell to
Mecturne, he landed in 2 Blacksmith's }-trr.l. The
smith raised him and faught him the valuck of
patience amd craftmanship. Tt is thess qualities he

instilled in the Salamanders, and they are all learped
in various artisans’ skills. Unlike other Chapters.
which rely upos their Techmurises 1o maintuin
their arms and armour, each Salimander s akle to
tepair any damage his cquipment sustains, and can
make sdjustments and improvements to his wargear.
This
wonderful techoological artefacts of great beauty
and perfection of function. which are then awarded
to the bravest warriors after 2 battle or campaign
The Promethiean Cult, the crocible of the
Silamanders’  belicfs apd  tnditioss. 5 hewvily
influenced by their Primarch and the fiery world
they inhabit. Marks of henowr are burmned into the

leaves the Techmarines free to  creste

skin, aed triaks. soch as carrying hot metal bars or
walking over burnimg coals, are commonplice
These contests of endurance and courage rake place
at the few rituals durieg the Nocturne year: except
in war, the Chapter rarely assembles in its cn1j|:cl_'\_|.'.
The srmhuls of the hammer and fire are sacred
signs to the Salimasders. and they see themsslves
a5 craftsmen forging the Imperium of Mankied,
with barthe as theie an.

SPECIAL RULES

' NEVER GIVE UP: The people of Nodume are dagged and
stubborn, refusing to admit defeat even against the gr&mnsrndds.
:-Thasalammammempﬁm fighting to the last man il
necessary. To Iﬂpraa-ﬂl'lt this, at the end of a game, the
. Salamanders playeﬂ:-an tiamie to continue fighting for cne more
- turm. Another whole gania tum iz played as nomal (e, aax:hﬁmrar
* gets one more tum} ‘aﬁﬂ*lmr\msult of the battle is decided after
that fum la-l‘mlﬂ'hei:l The «Salamandnrs player can atways opt to
fight for one more tum than nnn:na] whalhar lha garr-a has a fi:ad
 length or finishes reu'-demlr LE

SELF-RELIANT: The Sal'ﬁ'mandars lead a mﬂuﬂy solitary |IIE
- when not fighting alongside their battle-brothers, and are raised
and trainad 1o ba ssil-sm'ndm and independent. &ahmhrjdar
models never have to take “All On ‘fw Gwn"h'ior_ala mm

STURDY: Tha]'nghgmﬂtyufﬂuchmamusﬂm rls-mﬁbrlam&
have a nau.lralrf large-and | well-muscled pl'rysl;]m, s0 they adapt
1o the ordeals of becoming a Space Marine very well. However,
they are nol as smtras {heir counterparts in other Chapters, so. all

Initiative reduced by -1 pt (this means that most Salamanders
Space Marines will have Initiative 3), Entries mﬁ'ﬁ following army
list have ﬂh‘ﬂiﬂ.df been. nmliﬁpd7to take lhmmt-u account. The
Satamanders must ajw*dam& ‘Eﬁrﬂm any advm’m ar |'a1| back
; muma mw make (5o ﬂ'is is ﬂﬂnnalhr EQB-’I"]

 WARGEAR

E&LAHMIDEHS hIMITLE This is a new Ilam of wargear
available oty to Salamandar Space Marines. The characler
- wears a cloak or eape made from one of the toughest matenials in
the galaxy — the thick hide of Noclume's salamander lizards,
-~ which live in the lava flows of. the planet's volcanoes. The
character is immune to suffering instant death caused by being hit

by an attack which has a Strength value double his Toughness =
" the character loses a single wound instead. Mote thal instant

dealh can be suffered in other ways (eg, by an Eldar
Wraitheannon rolling & 6 1o wound the character). Only one model
lnﬁﬂmynﬁy{l&maﬁﬂlﬂmﬂndm’hlmﬂafmﬂSms The
speafﬂ cl'mmn’tm' E‘liﬂphln Xavier (p. 40, Codex: Space I'.llamas].

wears a Sala.m;daar mantie, increasing his cost to 200 pls.
; AH'nFIGEH ARMOUR AND WEAPONS: The Salamanders have

daep Hmﬁema of many technological marvels, and their
Tachmﬂnm *-111& greatest artificers outside of the Adepius
Mﬁm“lm ‘Ibmpmsanl this, the following d'langas are made to

""Ih& Space Marlm Armoury for a Salamandars foree:
Salamanders, with the exception of Dreadnoughts, have their

Mas'ber—mfted weapans cost +10 1:-13 rather than +15pts, *

Artrﬁ:aer ‘armour may be pumhas&d fﬁr non-independent
c:harag:ters (such as Apothecaries or Vateran Sergeants)
iﬂr+15ﬁs {Indapandm'lt chamciers pay +20 pls as normal).

An-yr mamtef may ba gﬁan a signum nof just Tachrnannaa

\l’EHIGLE UFGHADE

: REINFGHI:E}:I GEFIAlmTE- Thla a?ah”ida upglada Ps spaclﬁc
o the Salamanders Chapter. The vehicle has numerous

: :pb&tas of heat-reflecting ceramite, giving it extra protection
‘against melta weapons. Meita weapons, including melta : :

bombs, nevg'r roll an extra dice for armour penetration due o

b&ing at half range {mam b-ombs would therefore ba 3+Dﬁ}|
Reinforced ceramite may be given to any S@Iamanders
vehicles and Dreadnoughts, except for Land Speeders. It
costs +25 pis for a Land Raider to have remiormd ceramite,
and +1ﬂ,pis Hor ali ulher vehicles.




Salamanders use the following units from Co.&ex' Spﬁé;f'ﬂa}.iﬁ;ﬂs' 'a:nd frammhweﬂiﬂéf

HEADQUARTERS Space Marine Heroes: Chaplain®; Salamanders I..llmmn.. %om;'lmﬂ S;f&ld
ELITES Salamanders Terminator Squad: ' ;

Space Marines Veteran Squad; Dreadnought :
TROOPS Salamanders Tactical Eqnid Scout Squad ; zv..' e
FAST ATTACK 0-1 Safamanders Assault Squad: 0-1 Salamanders Bike Sqaadmn. i

- 0-1 Scout Bike Squadron: 0-1 Land Speeder Squadron®™;

0-1 Land Speeder Tornado**; 0-1 Land Speeder T}:phuun £y
HEAVY SUPPORT Devastator Squad; Predator Annihilator; : S S e -_'x

Predator Destructor™ Vindicator: Land Raider; g

(-1 Land Raider Crus;dm {s:: Black Templars L:sr] Whlriwmd

g

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

** You may take either 2 Land Speedar Squadma a .La'n;' Speeder Tamaﬂo oraLand. Spudnr ﬁrpnonn, but nutmom <
than one choice of Land Speeder. ¥t

- *** A Salamanders Fredator Destructor can have nea-.r_v ﬂamezs on its sida sponaons far +1'ﬂ pm.

HEADQUARTERS

r

SALAMANDERS LIBRARIAN

PSYCHIC POWER

Fury of the Salamander: The Librarian draws on the legendary spirit of the Salamander to
create a monstrous spectral incamation of the beast. The monster charges forward frailing fiery
sparks, buming all in its path. The Librarian uses this power in the Shooting phase instead of firing
a weapon. Mominate a direction from the Librarian that the Salamander will move in, and draw a
line 306" long in that direction, You cannol ehoose a line that might pass through a unit in close
combat. Any model (friend or foe) which the line crosses over lakes a Strength 5 hit, normal saving
Ihrows are allowed. A unit suffering any casualfies from this allack must take an immediate Marale
check or fall back. If the unit passes the check but loses 25% or mare of its models in that Shooting
phase, it must still take the Marale check for casualties at the end of the phasa as narmal,

ELITES
_ SALAMANDERS TERMINATOR SQUAD

Points/model | WS BS 5§ T W
Terminator a7 4 4 4 4 1

Squad: The squad consists of one Salamanders Terminater Sergeant and betweaen 4 and 9
Salamanders Terminators. The Terminator armour's 2+ save and +1 attack bonus have been
included in the characteristics above.

CI-L%FTFF‘HA"-‘IHE TUSHAN f Weapons: All models in the squad have either a storm bolter and power flst or a thunder
To'Shan' ie the }mlmdmm of the hammer and storm shiegld.

Sulamanders ideals,. :
* o Options: The Sergeant may replace his power fist for a power weapon. Up to two models iy

the forefiant of the Tighting. Strong i exchange their storm bolter with a heavy flamer at +10pts.

even for & bpm.l_-]‘nimnr WShan i The Terminator Sergeant may have additional equipment fram the Space Marines Armaoury
u.'nlir mﬂgau-{\h his many hooour,
scars—sad_hir’ mirwive cloak “made SPECIAL BULE
from 2 300 year old drake Salamander.

Deep Strike: Salamander models wearing Terminator armeour may Deep Strike.




TROOPS
SALAMANDERS TACTICAL SQUAD

Points/model | WS BS 5 T W I A Ld Sv
Salamander 15 4 4 4 4 1 3 1 8 3+
Veteran Sergeant +15 A 1 Biae S 3y

Squad: The squad consists of one Sergeant and between 4 and 9 Salamanders Space Marinas.

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 pis; heavy bolter at +5 pts; missile launcher at +10 pts; 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 pts; meltagun at +10 pts; plasma gun at +& 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 pls par 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 Marines for upgrade options).

FAST ATTACK
0-1 SALAMANDERS ASSAULT SQUAD

Pointsimodel | WS BS § 2T W | A Ld Sv
Salamander 25 4 4 4 4 1 3 1 8 3+
Veteran Sergeant +15 4 4 4 4 1 3 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
melta 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.,

[ f f : b RS B O ADRC
Points/Model | WS BS S T W | A Ld Sv
Salamander Biker 40 4 4 4 45 1 3 1 8 3+
Veteran Sergeant +15 4 4 4 45 1 3 2 9 3+
Attack Bike 55 4 4 4 45) 1 3 2 8 2+

Squad: The squadron consists of 1 Salamanders Sergeant and between 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 at +3 pts, meltagun at +10 pts, plasma gun at 46 pts.

The Sergeant may be armead with a close combat weapon 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 +35pts.
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/i The Salamanders prefer
! closa-range engagement
with the enemy where their

superior numbegpssplishort
ranged but deaﬁﬁapans,
such as multi-meltas and

flamers, can swiftly eradicate
their foes.

Due mh‘.ra{{ucfuaﬁng

grévity of Noclurne,
J(Gaiau_!ande.rs have difficulty fa
[ train using bikes, fump packs
/| and land speeders. Thus
Salamanders can musterfew
~ such fast attack dnils for battle, -
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‘ rmageddon has a massive population and is capable of raising a large number of
.f 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, infantry, artillery, armour and, moest 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 therefore 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 fithed' army or a “planetary defence army’, which affects the
types of unit it may use, as described below.

UNIT LIST USED

Infantry Companies Codex: Impenal 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-world like this are called
tithed regiments', after the process used by the Depertmento Munitarum to call them
up. Tithed regiments are supplemented by troops raised on other planets 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 other than those noted opposite for the Stesl 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 Armageddoen itself if you wish,

Planetary 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 nurmber of unigue auxiliary units that
they can use and tithed regiments cannot. The rules on the following pages detail
which units cannot be used in an planetary defance 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.



i % o/

F@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.
Howewver, Armageddon is one of the chief manufacturing planets for Chimeras,
producing several hundred every day for use across the Imperium. 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 don’t normally have the option of
taking a Chimera transport vehicle, such as heavy weapons teams, must do so
at +70 pts, plus the cost of any upgrades taken.

Rough 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
usad 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 precedence over the rules
in the Warhammer 40,000 rulebook. In paricular,
they replace the rules for “Troops Firing From
Vehicles' on page 82 of the Warhammer 40,000
rulebook.

Chimera Lasguns: Up to six models transporied
in a 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 hatch 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 turn. The model may shoot any
type of weapon, not just a lasgun, including heavy weapons that require two crew (even mortars!). Models 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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