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“Your honour is your lifc.
~ Let “none dispute it.” ‘
i{ * = - Captain Navarre of the Black Templars

e reefings Brother, and welcome to Codex: Black

Templars. Within these sacred pages you will

find ali you need to guide you in collecting, painting -

and gaming with a Black Templars Space Marine
army in the Warhammer 40,000 game. Black

“Templars are terrifying opponents and their armies

are made up of warriors embarked upon the longest
crusade in the history of the Imperium. The Black
Templars are led by Marshals, Chaplains and the
legendary Emperor's Champion — veterans of a

hundred campaigns who are equipped with the finest - »

weaponry in the Imperium. These mighty leaders
command the Space Marines of the Black Templars,
some: of the greatest warriors that Humanity has ever

produced, each of them linked by blood to the

Emperor of Mankind.

SPACE MARINES

Space Marines are amongst the most powerful and
dreaded warriors in the galaxy. They are not human at
all, but superhuman, having been made superior to a
normal man by a harsh regime of genetic
modification, psycho-conditioning and rigorous
training. Being few in number compared to the
uncounted billions of Humanity, Space Marines are
organised into small independent armies called

Chapters and their unswerving loyalty is to the
Emperor of Mankind and no other.

WHY COLLECT -
A BLACK TEMPLARS ARMY?

Space Marines are one of the most appealing armies
available in Warhammer 40,000, especially for first-
time collectors. Why? Because they are rock ‘hard!
Even the most basic Black Templar is a formidable
model in the Warhammer 40,000 game. A Black
Templar's characteristics equal or better those of the
elite troops of most other forces, combining both
excellent hand-to-hand combat skills and shooting
accuracy with a zealous determination to never give
way before the vile and corrupt foes of Humanity.

Black Templars are also armed and armoured as
befits an elite fighting force. They are equipped for
battle with a wide selection of deadly weaponry

ranging from the holy bolter to the deadly assault .

A

cannon and mighty Predator battle tank. Best of all is
their superb power armour, which means that the
majority of hits will simply bounce off.

Black Templars also offer a number of advantages in
terms of collecting an army. A Black Templars force is
compact and efficient so.a relatively small number of
models are needed to field an army ready to take into

~ battle. This makes Black Templars quick to paint up

ready for action.

The colour scheme for the Black Templars is very
simple, and adding extra detail to your models is easy,
as there are a wide selection of transfer sheets readily *
available for those of us who are all fingers and
thumbs when it comes to doing detail work.
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- AN AGE OF STRIFE

The earliest days of Mankind's expansion to the stars are a

~ time of dark myth and legend, unremembered by all save

the immortal Emperor of Mankind. Terrible wars and

-anarchyengulfed the galaxy at this time, and as human

civilisation fragmented, alien races and vile creatures of the
Warp seized their chance to plunder unprotected worlds
and enslave their populations. Planets were sacked, their
peoples slaughtered, and those worlds that endured the
onslaught were dragged into barbarism. Alone and beset by
internal strife, the human worlds that survived were pitiful
shadows of what they had once been. Humanity was on the

brink of annihilation and never more were great heroes

needed to stave off the hordes of darkness.

From the ashes of the Age of Strife arose a mighty leader,
the man who would be known only as the Emperor. His
origins are unrecorded and unknown, but it was on Terra,
the cradle of Humanity, that he founded an empire that
would conguer the myriad worlds of the galaxy. From the
outset of his campaigns, the Emperor employed genetically
engineered warriors; the earliest precursors of the Space
Marines. Within shrouded vaults far beneath the surface of
Terra, the Emperor began the creation of the next
generation of super-warriors. These were the Primarchs,
twenty extraordinary individuals who would be his generals
— great leaders who would conquer thousands of worlds in
his name. Each Primarch would have powers and skills
beyond those of any other warrior, rivalling even those of the
Emperor himself. Disastrously though, in the early stages of

- their development, the Emperor's great work was almost
undone when the Primarchs vanished, scattered

throughout the galaxy by an unknown force.

CONQUEST OF THE GALAXY

_But all was not lost, for the Emperor still had the genetic

records of his beloved Primarchs and from these were
created the Space Marines - the Angels of Death.
Mustered into the great, ten thousand strong Legions of the
First Founding, they were warriors of immense strength
and unbreakable willpower, with an unflinching loyalty to
the Emperor. Together with his Space Marine Legions, the
Emperor set out from Terra to conquer the galaxy. Fighting
with righteous zeal for their master, it was the Space
Marines who first referred to their ‘mission as the Great
Crusade. World after world was reconquered, alien
oppressors routed or annihilated in a series of epic wars
and worlds infected with the taint of the Warp cleansed with
apocalyptic orbital barrages.

During the Great Crusade, the Space Marine Legions were
reunited with their lost Primarchs, and the planets on which
they had been raised (and now dominated) became the
Legions’ new homeworlds. With the Legions now led by the
Primarchs, their power was at its zenith. Like gods the

Primarchs smote the battlefields of the Crusade and their :

“ PRAYER CLEANSES THE SOUL. BUT PAIN CLEANSES THE BODY

names and legends would endure forever. Each was |
engineered to be a leader of men, a warrior and a hero; a
mighty warlord whose martial prowess was only matched
by his charisma and mental abilities. Nothing could stand in
the way of the Emperor and his mighty armies, and his
heroic dream of a united galaxy was almost within his
grasp. But in an act of vile treachery that echoes from a
past of ten thousand years ago to the present day, the
galaxy was soon to be damned forever.

THE GREAT BETRAYAL

Horus, Primarch of the Sons of Horus Space Marine
Legion and trusted Warmaster of the Emperor’s armies, -
cast aside his caths of loyalty and offered his fealty to the
Dark Gods of Chaos, driving the Legions to turn upon one
another as the Emperor stood on the very brink of his
ultimate triumph. In what should have been their finest
hour, brother fought brother and warriors that had stood
shoulder to shoulder to carve the Emperor’s realm from the
flesh of the stars slaughtered one another in a bloody civil
war. Worlds burned in the name of the Dark Gods and a
terror unlike any seen betore was unleashed. Much of the
truth of these times has been lost, obscured by the mists of
time or embellished to the point where giants bestrode
worlds with thunderous steps and the planets themselves
cracked and split at their tread.

The traitorous forces of the rebel Warmaster drove all
before them unfil the warriors still loyal to the Master of
Mankind stocd at bay within the walls of the Emperor's
Palace on Terra. The forces of darkness pressed in around
the guttering flame of Humanity, but desperate times called
for desperate solutions: Sanguinius of the Blood Angels
and Rogal Dom of the Imperial Fists, together with their
bravest warriors, would accompany the Emperor and take
the fight to Horus upon his battle barge, a mighty starship
in orbit above Terra. The majority of the Imperial Fists
remained on Terra to defend the Imperial Palace and Dorn
charged Sigismund, the finest warrior of his Legion, to hold
the defences. Sigismund became the first: Emperor's
Champion, swearing fell oaths that the Palace would not
fall and vowing to slay the enemy’s mightiest champions.

The Emperor and his warriors teleported onto Horus' battle
barge, but found themselves separated and scattered
throughout the corrupt vessel by means of dark sorcery. -
The Emperor fought his way towards the Warmaster, but :
was too late to save Sanguinius, who Horus slew when the
angelic Primarch refused to turn to Chaos. Horus and the
Emperor clashed in a battle of titanic proportions, fought in
the realm of both flesh and spirit. Horus was filled with the ™
power of the Dark Gods and dealt the Emperor a-mortal”
blow, but in the end, the Emperor's strength was the
greater, and he struck Horus down with the last ounce of
his strength. The traitor was destroyed utterly and, with his ~
death, the power of his legions was broken. When Domn

-and his warriors finally fought their_ way into the rebel
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Warmaster's sanctum, they foUnd the Emperor’s broken -
and ruined bady, and it is said tHat their cries of woe were--

heard far below'on Terra itself. 2

Rogal Dorn, most determined and unbending of the
Primarchs, bore his master’s body back to Terra and, under
the direction of the crippled Emperor, bound him within the
‘Golden Throne in order to sustain his existence for all
eternity with constant sacrifice and baroque machineries.
The followers of the Ruinous Powers were defeated, but it
was victory won at terrible cost. The brotherhood of the
Primarchs was sundered and the Emperor's dream lay in
ruins, the last, best hope of its fulfillment lost forever. The
galactic empire he had forged was all but destroyed and

it was to take many more years of brutal warfare
before all the traitor forces were defeated and

driven into the hellish chaos of the Eye of Terror.

The death toll numbered in the billions and

uncounted worlds had been left as little

mere than corpse-haunted wastelands

as the raging inferno of the Heresy

was finally extinguished, though

Mankind still teetered on the

very brink of annihilation. - =




_ THE AFTERMATH=

- storm of the Horus Heresy only for it to-collapse in flames
and blood in its aftermath. Without the guidance of the God-
~Emperor, many human renegades and predatory xeno
" rages sought to plunder the reeling worlds of His realm. In
‘these dark times of anarchy and confusion, the greatest
heroes of Mankind came to the fore to unite in the defence
of the galaxy. The Space Marines stood as a bulwark
‘against the tide of enemies that sought to deliver the
deathblow to-the Emperor's dominion, buying time for other
‘Joyalist forces to regroup and rearm. The surviving
~ Primarchs and the Space Marines fought like warriors of
legend, holding the scattered defenders of Humanity
~ together through these nightmare days. The fearlessness of
- the Space Marines and their Primarchs in fending off the
~invaders who circled like vultures endures to the present
- day, and though the darkness looked sure to overwhelm
~ themat evéry turn, not one amongst them took a backwards
“slep, and so began the Age of the Imperium.

— Witithe th

2 reat of extinction lifted for the immediate future,
Roboute

illiman, Primarch of the Ulframarines Legion,
litary organisation that would spread the
power of the Legiones Astartes, Imperial Navy and Imperial
Jaxy, so no longer would one individual
i Legion again. For the Space Marines,
owh in the Codex Astartes, a mighty
“with  unit organisation, markings,

n-as the Second Founding, each
iousand baftle brothers strong and

g the dictates within his Codex Astartes.

It seemed that the Emperor's realm had weathered the -

rtress-monastery or
“Imperium from all

ile Guill scused Dom of being a

the Strike cruiser Terrible Angel
perial Navy, it was almost
inevitable that once mare-internecine war would engulf the

.Space Marines and the Imperium. But, even as the newly

formed Chapters and the old legions were preparing for
battle, Dam finally relented. He agreed to the formation of
two new Chapters from his Legion — the Crimson Fists and
the Black Templars would be split from the Imperial Fists
Chapter and forge their own path. He chose the Champion
Sigismund to lead the Black Templars, and the Chapter
took upon themselves the black and white panoply of his
personal heraldry.

Sigismund had been chosen as the Emperor’s Champion
for his fervent faith in the Emperor -and his undying
devotion to Mankind, and those warriors who became
Black Templars did so seeking to follow his heroic example.
Seeing the strife that currently beset the Legiones Astartes,
and the suspicion in which he and his brethren were held,
he determined that a gesture of supreme faith was needed.
As High Marshal of the Black Templars, Sigismund swore
a mighty: oath that upon leaving Terra, he would prove his
loyalty, never resting in the prosecution of his duties
against the enemies of the Emperor. It is an oath that
every subsequent High Marshal has renewed,
and so the greatest and longest Space
Marine Crusade was begun, a Crusade
that has continued unbroken for ten
thousand years.
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he Chapters created after the break up of the

A Legions are known as Chapters of the Second
Founding, though exactly how many were created is
unknown, as a great many records were lost during

‘these turbulent times. All that is known is that there are

approximately a thousand Chapters currently in
existence, and that the majority of them follow the strict
organisational and tactical guidelines of the Codex
Astartes. The Black Templars ¢hose not to adhere to the
Codex Astartes and, following the oath of Sigismund, the
Chapter embarked upon its Crusade, eschewing the idea
of a homeworld and living aboard their Crusade fleets,

made up of dozens of battle barges, strike cruisers and .

other craft such as training vessels and gigantic
forgeships. The High Marshal himself has his own battle
barge, the Eternal Crusader, a huge vessel that is the
spiritual home of the Chapter and contains its most
sacred relics, chapels and religuaries. It has been
expanded and refitted many times over ten thousand
years, with extra docking facilities for escort ships,
additional launch bays for shuttles and Thunderhawks,
as well as accommodation for twice as many Space
Marines as a normal battle barge.

CRUSADERS OF THE EMPEROR

Given their fleet-based nature, the Black Templars are
rarely assembled as a Chapter, but are instead divided
into a number of Crusades. There are usually no more
than three Crusades at any one time, though there are

occasionally many more. Indeed, the Black Templars'
- own history shows that during the Treachery of Dalmark,

there were as many as fourteen Crusades fighting
across Segmentum Solar. The size of a Crusade can
also vary widely, sometimes as few as fifty to a hundred
warriors, sometimes the equivalent of several
Companies from a Codex Chapter. Only the High
Marshal of the Chapter has any idea how many Black
Templars Space Marines there are, but it is obvious that
they are far more numerous than most conventional
Chapters, although dispersed over a much wider area. If
certain accounts are to be believed, they could even be
as strong as five thousand to six thousand battle
brethren in fotal, a force that would be all but
unstoppable if ever gathered in a single place. Certain
members of the Inquisition have expressed concern over
the potential size of the Chapter, but since there has
been no evidence of disloyalty in their long history, and
none have found evidence to challenge the Chapter on
its numbers, the Chapter’s true size remains a mystery.

Each Crusade of the Black Templars continues the first
mission of the Space Marines, actively seeking out the
enemies of the Emperor and destroying them before
moving onwards to find the next foe to be wiped from His

sight. All Space Marines are renowned for their fervent
dedication, but the extremity of the Black Templars’ faith
is often described as fanatical. They lust to crush the
enemies of Mankind and profess absolutely no tolerance
for heretics, mutants, warlocks, aliens or any other
abomination against the Emperor. For this reason, the
Black Templars have no Librarians, their mistrust of the
powers of the Warp extending to their own numbers, for
no Black Templar would fight alongside a witch.

For ten thousand years, the Black Templars have
crusaded to prove their loyalty, and this creed has
become so embedded in their doctrines that they are
utterly ruthless towards anyone or anything perceived as
a threat to the Emperor. They will mercilessly wipe out
the populations of worlds to expunge the sin of heresy,
while the mere presence of a witch on a battlefield drives
them into a rage of hate and vengeful bloodletting. On
each conquered or reclaimed world, the Black Templars
establish Chapter keeps, grim fortresses that serve as
potent reminders that the Emperor is ever watchful.
However, the- main purpose of the Chapter keeps is to
recruit new Space Marines from the population and to
act as staging posts for mustering the Crusades
together. Exactly how these Crusades communicate with
each other is uncertain, though it is speculated that the
Black Templars make use of only such Navigators and
Astropaths as have been sanctified by other
organisations and are repentant of the curse of psychic
powers. These Chapter keeps are sizeable, with
chambers to accommodate two to three Companies of
Space Marines, but are far smaller than the fortress-
monasteries of other Chapters. There have been
hundreds of Chapter keeps established over the
millennia, some of which are still standing, while others
have been abandoned and are no longer manned.
However, such lonely ruins are:never forgotten, and it is
not unknown for the Black Templars to return to these
keeps, much to the dismay of anything foolish enough to
have taken up residence in their absence.

FIGHTING COMPANIES

The larger Crusades are often broken down by their
Marshal into Fighting Companies, led by warriors given
the additional honorific of ‘Castellan’. Whether such
Companies are formed or not, individual squads -and
specialists (such as Techmarines and Apothecaries)-are
gathered and dispersed in a fairly ad-hoc fashion, and °
warriors will fight together out of familiarity and
comradeship rather than any imposed organisation.
Unlike other Chapters, most of these squads will have no
veteran sergeants, those warriors who excel in battle ~
having been honoured with elevation into the Marshal's

B =

- Sword Brethren. In battle, the Black Templars continue to
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fight in the style of ‘their. founder; Sigismund, prefetring -
close combat to ranged warfare. Face-to-face with his-
- enemy, a Black Templar can earn glory and respect and
‘be sure that his foe is truly vanquished, fighting with

righteous fury and the noblest ideals of honour..

," This is -further emphasised by the fanaticism of Black
‘Templars battle brothers, whose righteous anger makes
- them loath to retreat before an enemy. They will drive

towards the foe relentlessly, their own casualties only
serving to spur them on faster, hungry for vengeance on
the slayers of their brethren. ;

As part of their dedication to the Emperor, the Black
Templars swear powerful oaths of faith and protection.
Before a battle, it is customdry to renew one of these
vows to the Emperor; the type of vow made focussing
the thoughts of the warriors on a particular aspect of their
duties, encouraging extreme bravery, ruthlessness and

“sacred revulsion at the foe.

THE ANGELS OF DEATH

When the Crusade fleet makes war upon the foes of the

“Emperor, there are two main tactics by which they will

destroy them, the most brutal of which is the orbital
assault, known to the few that have survived such an
attack as 'death from abave'. The Black Templars drop
into action in the wake of a devastating orbital
bombardment, using drop pods and-Thunderhawk
gunships. With paralysing suddenness, they surgically
destroy their targets, leaving the enemy leaderless
and . disorganised, incapable of anything except
surrender or flight.

If the Crusade is able to land heavy equipment, an

“equally destructive tactic s the armoured spearhead.

Manoeuvring at speed, behind a far-ranging screen of
Bikes and Land Speeders, the Black Templars smash
their powei‘fu[ tanks unerringly through the weak link in
the eriemy army, armoured columns slashing left and
right before eliminating the remaining enemy
strongpoints. . ; :

“ AN ETERNITY OF WAR

Although utterly loyal to the-Emperor, the Black Templars
are at the extreme end- of independence from Imperial
authorities, verging on a rogue element. Their fleet-based
nature and the goals of their 10,000 year crusade take
the Black Templars throughout the galaxy and it is

primarily the will of their Marshals that send them to war.”
Like all Space Marines, they do not consider themselves

subject to Imperial rule, and each Crusade is effectively
an autonomous fighting force, though-they may choose to

respond to requests for aid made by others’in their vicinity

{as happened during the Armageddon Crusade).

_An Imperial Commander may petition the High Marshal _

for aid via the Chapter keeps if he desires these
superhuman warriors to fight alongside his own armies
but, since these are often hard to discover, this is more

difficult for those entreating their aid than with other,

homeworld-based Chapters. The Black Templars may
also choose to fight alongside those with whom they have
sworn ancient oaths or to honour long-standing pacts of
brotherhood, but in most cases, they keep their own

counsel as to where and when they will make war — a fact.:

that gives many in the Imperium great cause for concern.

Ty . == _»FOR THOSE WHO “SEEK PERFECTION- THERE CAN' BE NO REST THIS SIDE OF THE GRAVE
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~ Y ach warrior of the Black Templars is a champion, a
hero of a hundred campaigns. Even before their
transformation from man fo superhuman they are the
bravest-and most promising scions of their worlds, most
hailing from fierce warrior cultures on the deadliest death
_worlds, When the Black Templars select a potential
- recruit fortraining they accept a new:son into their family
~ and it is fitting, therefore, that they take the greatest care
in his selection. New-recruits are taken in by the Chapter
keeps of the Black Templars and the masters of these
keeps subject the recruits. to the most punishing
selection regime imaginable to determine their suitability
for initiation. >

The Chapter Apothecaries examine the flesh of the new
recruits down to the cellular level to ensure that they are

Manitars: ridiation, adj
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free of the taint of mutation and strong enough to survive
their training. Most vital of all, their warrior spirit is gauged
by the Chaplains to ensure they are worthy of the
Chapter’s trust. Only Humanity's best can become Space

Marines, and to be part of such a sacred brotherhood is

the greatest honour a warrior can aspire to.

Once a recruit begins his training, he becomes a
Neophyte and severs all links with the world of his birth
and his family to begin a lifetime dedicated to the service
of the Emperor and the Black Templars. He will become
one of the greatest warriors of Humanity, though by the
end of his training he can no longer be considered
human and stands apart from the race of his birth. Any
chance for a normal life is gone forever and though this
is a great and terrible sacrifice, it is made willingly.
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: "The Neophytes tram w1th,;nthe Cha”pte keep
" ‘judged, this time. by the. Chapter's Batile Brothere

. the art of war-and the rituals-of the Black Templars:-The—
Neophytes act as servants to their master waiting on
them at the great banquets and seeing to domestic

IS, ™ o S b a T S i e

iz _mamtam it and thus honour 1ts s,omt of batﬂe

they iare deemed Teady, they ate 1ransported to'oneof
the Black Temiplar Crusades where their worth is-agai

wartiors known as Initiates — who wilk-train them. further.
Each Initiatetakes it upon hlrnself to train a Neophyte

chores, whilston the battlefield the Initiate teaches their

« young pupil through example. This means that the Black

Templars have no dedicated Scout-Company as ofher
Chapters do; instead the Neophytes are tramed in a wide

variety of combat situations and receive personal

attention and tuition fram the Initiates. 2 =

'The Initiate readies’ the Neophyte for his:entry into the

brotherhood that is the Chapter, its history, its secrets
and the responsibility that comes with'its bloodline. The

-Nepphyte begins this long and arduous rebirth through
* the implantation of the Chapter's gene-seed. The Black

Templars’ gene-seed’is derived from that of the Imperial -
Fists, second only.in stability and purity to that of the

Ultramarines, though they-no longer possess the zygotes

required to grow the Sus-an Membrane or the Betcher’s

'Gla_nd; It has been supposed by some that slight flaws in-
. the hormonal organs of the Black Templars may make.
“them slightly overactive, thus explaining their reputation

for being quick to anger. However, this is unlikely and the

trait is more likely down te the fanahca! nature of the =

Black Templars’ creed. -

Over a period of years, the Neophyte receives each of the
biological implants that will transform’ him beyond. the
pinnacle of human potential into an Initiate. Some |mplants

- need hypnotic stimuli or chemical therapy to nature and ~
~ require the most stringent monitoring and testing regime to

develop properly Needless fo say, thisiis an exceptlonally

.dangerous process,-and not all Neophytes sunvive. The

surgery -is heavily - ritualised, and each ‘stage

accompanied by periods of fasting, prayer and- devgnons, =

|- SPACEMARINE =

" POWER ARMOUR

_ Space Marine power armour is the synthesis of

~ several-long-forgotten technologies that may pre-
date even the Age of Strife. At the commencement
of the Great Crusade, all the lore that-could be
found was gathered and relearned to shape the -
armour of the Space Marines, Even so, it was-not
until the end of the Horus Heresy that the task was"

Aquila} was the result, and remams ‘the most
familiar type in use.

. Where older suits surwve rhey are venerared by -
‘the Chapter's Techmarines, diligently preserved —
and often embellished wrm elaborate scriptwork

_and engravings. So ‘precious is his armour that

_ each Space Marine swears solemn oaths o

2l ~armouties or on a forge world of the Adeptus 5

finished. The -armour known as the MkVH (or %

* The boitgun is the weapor of the Angels of Death,
~ the armament by which they are known and feared-
throughout the galaxy. Each bolter-is hand-crafted -
- by skilled artificers, either in a Chapter’s own

Mechanicus. A bolter is an exceptionally rare and- -
treasured weapon, imbued with the spirits of war-
and death. In the hands of a Space Marine it is a
divine instrument: ‘of the Emperor’s wreth its roar a
‘prayerto the gods of battle.

_/,.“.-—

“As a Neophyte receives the Chaptere gene- seed his _
- skeletal structure is increased in size and strength, and *
_his'muscle growth greatly enhanced. He is implanted with

“superiot lungs and a secondary heart that enables him to
~survive wounds that would kill a normal man. His blood is
- enhanced by organs that allow him to, ingest poison |
¢ without harm, filter-his body of toxins and clot his wounds

‘in an instant: Other organs allow his senses to be made

preternaturally sharp or his.body to resist the effects of
radiation. No single implant makes a Space Marine a
superhuman, but taken together; they raise him to a level
where he'is a terrifying warrio.r_’of truly aiwesome potential.
Towards the end of this_process, a Space Maring is
u‘np lanted with the progenoid glands, organs that are the

repository of his genetic make-up. These represent the-
— - future of the Chapter; the embodiment of the sacred flesh
-~ ofthe Emperor himself, and without the progenouds there

can be no more Space Mannes

_As the Neophyte nears the end of his initial tramlng it will
~_be the'itiate’s prerogative to say when he has completed
“_it. Once he has’ proved his valour and skill, a Neophyte is
implanted with the Black Carapace, a subcutaneous
“membrane that allows- his internal organs to interface
2 dlrectl_y with a suit of Space Marine power armour, making
“the armeur a:natural extension of his body. 1 a ceremony
~~of great reverence, the newly elevated Initiate is honoured-
= with his ancient.suit of artificer-forged armour, which is his

and his alone unto death: He is now truly a Black Templar,
possessed of great ‘power, but sworn to use it only in

= -_serwce“of his Emperor



*he Black Templars are organised in a different

manner to many Codex Chapters and do not
follow the dictates of the Codex Astartes in certain
ways, notably in the recruitment and training of its
‘warriors. Since the Black Templars have no Scout
Company in which new recruits may prove their
~mettle, the Chapter must judge the worthiness of its
recruits in other ways. The Chapter keeps recruit a
few individuals each year that may be suitable

Upon reaching the Crusade fleets, the Neophytes are put
through many gruelling trials by the battle brothers of the
Black Templars, warriors known as Initiates, which test
their strength, endurance, martial skills and faith to the
limits. Should a survivor of these trials satisfy the Initiates
of his worth, then his training will continue under the
tutelage of a single Initiate, who swears solemn oaths to
train him in the methods of worship and war of the Black
Templars. Overseen by the Chaplains, both Initiate and

candidates to become Black Templars, and those
pure enough will have the initial organs that begin the
process of turning them into Space Marines implanted
within their bodies.

When roughly two dozen of those recruits whom the
Apothecaries and Chaplains have deemed worthy are
ready for additional implants and further training, they
are despatched to one of the Crusade fleets of the
Black Templars for further training.

Seiitoinee e

Neophyte will fight together for as long as the Initiate

deems necessary, the Neophyte either learning quickly :

from his instructor or dying if he cannot. If a Neophyte is
able to prove his courage and skill to the satisfaction of
the Initiate-and the Chaplains, he is elevated to the rank
of Initiate and takes his place within the Fighting
Company. Should a Neophyte’s master be killed before
the training is complete, another Initiate will-undertake his
instruction if he deems him worthy of his wisdom.

Once accepted within a Fighting Company, an Initiate
~ fights and hones his craft of death, building his legend
and forging his hero’s name before one day going on to
train his own Neophyte. In this way, the experience and
wisdom of the Initiates is preserved and passed on to
new recruits. Initiates are organised into Crusader
squads, and these are the most numerous type of
squad in the Chapter, forming the backbone of any
Fighting Company. Initiates are armed primarily with the
holy bolter though, given the Black Templars’ preference
for fighting their foe face-to-face, many choose to carry
weapons more suited to close combat. Some squad
members may carry more specialised weaponry, such
as plasma guns, flamers or mighty power fists. Black

Templars squads are highly flexible and have the

tactical adaptability to deal with virtually any foe,

instructing their Neophytes by bloody example.

Those who excel in the fury of close combat -are

organised into Black Templar Assault squads and -

- equipped with jump packs that allow them to take the
fight to the enemy in brutal close-quarter combat. Armed
with a mixture of pistols and swords, they are terrifying

foes in battle, dropping from above like flaming Angels -

of Death — epitomising the Black Templars’ nghteous
. zeal and dnve to defeat their foes in batﬁe

‘z‘c,mav THE. EMPERORS ‘WILL AS YOUR TORCH. WITH 1T mesrnot:ms'smnows e = = = %
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The greatest warriors in a Fighting Compam} will be
the Marshal’s household, the = -
~ ‘equivalent of a Codex GChapter's First Company.

. organised into

. Known as the Sword Brethren, these Space Marines
are mighty heroes whose legends have become part
of* the Chapter's history, and it is every Black
Templar’'s ambition to become one of its elite. Clad in
the finest suits of armour and bedecked with crusader
seals, the Sword Brethren are the very image of a
baroque warrior knight. When a Marshal dies, it is

. from the Sword Brethren that his replacement will

come and only the best and bravest are worthy of this
great honour. Who . will succeed the Marshal is
decided by ritual combat, during which all who would
“contest the right to lead the Crusade will battle one
another with various weapons as well as pitting their
strategic and tactical prowess against their opponent.
The winner earns the right to be Marshal upon

approval by the High Marshal, and the Sword-

‘Brethren swear new oaths of loyalty to the winner.
Only once has the High "Marshal’s approval been
- withheld (the so-called Gervahrt Repeal of M36).

The Sword Brethren are no longer responsible for the

training of Neophytes and they themselves receive

additional training, notably in the use of Terminator
armour. All Space Marine Chapters maintain a
number of these revered suits of armour and they are
amongst a Chapter’s most prized relics..

'v'_Massiy_iely bulky and ammoured with he_avy'sheets of
 Pplasteel and ceramité, Terminator armour contains a
- full exoskeleton and a complex arrangement of fibre

bundle muscles that allow a warrior to fight with
deadly- skill -and ferocity in- close quarters, where
agility is secondary to protection. Incredibly ancient,
the secrets of their construction have long since been
lost and each cne is revered by the Space- Marines
and lovingly maintained by the Chapter’s
Techmarines. Each suit of armour has a special place
of honour within the Sword Brethren’s Chapel and
only warriors of the Sword Brethren and selected.

senior commanders may enter the armoury and don

these holy artefacts. '

It requires rigorous training to -fight in Terminator
armour and, once trained, a warrior is expected to-

perform above and beyond his brethren; acting as.an
example to the rest of the Chapter. Squads of Sword

~ Brethren Terminators are most often employed in -

boarding actions or where the fighting is certaintobe -

close and bloody.

Terminators ‘can also be equipped with a varied

selection of weaponry that allows them to fight at
longer ranges; but it is for brutal assaults that they are

~ primarily designed and for which the Black Templars -
~favour them.
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“Kill aliens and Warp-spawned filth wherever you
find them and in whatever circumstances you find
them. There is no such thing as tolcrance for such
as them as far as the Emperor is concerned.”

Excerpted from High Marshal Gerwald's P;‘ay:r-ﬂiiﬂcpué,uanc.c

0y
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Given the fleet-based nature of the Black Templars it is
rare for the entire Chapter to be assembled at any one

time, for the majority of its warriors are split between a |

number of different Crusades. Each of these Crusades is
led by a Marshal, but above them is the High Marshal, a
warrior with centuries of experience in the very crucible of
_battle. His own fighting skills will be unsurpassed with
guns, blades and bare hands, his very rank speaking of a
past littered with bloodied, beaten enemies of the most
terrifying and inhuman sort. It is not enough, though, for
the High Marshal to be the Chapter’s foremost warrior, he
must also be a superb tactician, grounded in the teachings
of those who have gone before him and honed through
countless decisions made in the maelstrom of battle.

The piogress of each of the Crusades is the
responsibility of the High Matshal and he must uphold
-~ the honour of the Emperor and his Chapter. He is

_steeped in the lore of the Black Templars, the living

—

|
|
|

_manifestation of the Chapter and is privy to all of its

~_secrets. It is he and he alone who can say for sure how.
many warriors- make up the Black Templars Chapter and
he alone who determines where their wrath will strike.

Once the High Marshal has declared & Crusade and -

- -appointed those who will fight it in"the Emperor’s name,
he monitors its progress and will occasionally bless it
—with his inspirational presence. True to the Emperor’s
vision of the Great Crusade, the Crusades of the Black

Templars actively seek out the foes of Mankind to

destroy them,

The High Marshal is one of the most qutqr-']oni’ous_
commanders in the Imperium,; decreeing by his own:’-

_desig'ns where his watriors will fight and without recourse

to the dictates of the High Lords of Terra. The Black- :

- Templars’ ongoing crusade is of parameunt importance

_to the High Marshal and nothing-will stand between Him

“and its continuation. Those With the ability to make
contact with the Black Templars can of course petition
the High Marshal for his aid, but the cause will need to

~ be just indeed for a High Marshal fo agree to send his

* . warriors into battle at the behest of others. —~ = -~




. Castellans, great warrrors who: lead xhe mdrwdual

'”Crusades and Fighting Companies of the Black

i Templars They are Space Marines of great feroctty and
tactical ability; second in- expetience only to the High
Marshal himself. The purity and ultimate success of a
Crusade is entrusted unto the Marshal and sucha duty
is a sacred and glorious responsibility. A Marshal is_not
only a warrior so deadly that he will rarely meet his
match on the field of-battle, but one whose” “expertise
includes concerns beyond the battlefield, for the

' Ever since Slglsmund was elevated to the rank of first
§ High Marshal of the Black Tempiars there are others
.~ _who have risen to follow in his stead as Emperor’s

* Champion has spread to other Chapters, but it is
enshrined most strongly within the dogma of the Black
Templars. Each-Crusade _nijminaljy has an Emperor’s
Ghampion, but in.practice there is actually one for every

. Space Marine host will receive a vision from the Emperor

he will perform in His service. The warrior presents

seen. The Chaplains bless him with the Litanies of Hate,

- gifted with' the best weapons and armour in-the force.
Although the actual weapon and armour may change,

Armour of Faith.

Champion to. seek out the champions of the énemy “and

did at the Siege of the Emperors Palace: Though few
foes have specific champlons it is usually sufficient for

warrior, his every blow guided by the Emperor’s hand.
and fortified with faith and conviction in his: cause. It'is_
considered a bad omen for the Emperors Champlon to:

- his body from the field of battle and reclaim the Armour
of Faith-and the Black Sword

Thcrc is unly thc l:.mpt:ro:, and he is our shn:ld 2

and protcctor ==

"':A' : == ’ it Bogk:'sg{ Chantings :

leading of a Crusade is a herculean task indeed. As a -

Champion. The practice of “having an Emperor’s -

'ﬂ{ Fighting Company. On the-eve of battle, one amongst the ~
. that speaks of the future, the past and the great deeds
. himself t6 the Chaplains and confesses what he has —

anointing him as the Emperor’s Champioh; and he will be

these are always known as the: Black Sword and the=

In battle, it is the duty and honour of the Emperor’s :

challenge them to smgle combat, just as Sigismund frrst ,

resuit; only the mosat” inspirational and determmed

“warriors may rise fo become a Marshal, ‘having” long
proved  their courage ‘and determmatlon within the
~ranks of the Sword Brethren or as a Castellan leading
~ & Fighting’ “Company. A Marshal is able to coordinate
. the Space Marines under hrs command and lead them

and his Crusade fo ultlmate \rlctory whatever the
opposition. There are few heroes+n the. galaxy better Z

“able to wage war than the Marshais and Castellans of

the Black Templars

the Emperor’s Champion to kill any enemy. leader, as
well as anyone else who is unlucky enough to cross- his
path There are few who can stand before this herorci

fall, and if he does so, it is the duty of his brethren.to bear =

5o~ INNOCENCE PROVES NOTHING




~ The mastery of technology is knowledge that has long since

passed from the Imperium of Man. What remains is
_debased,. mythical, or has become such unthinking
~ repetition that its true purpose has been forgotten. These
scraps. are jealously gathered together on Mars by the
Adeptus Mechanicus, the devotees of the Machine God.
Only those privy to such knowledge can hope to utilise any
-~ form of technology, and such individuals are rare indeed.

Ancient pacts sworn between the Adeptus Mechanicus
and the Adeptus Astartes allow the Space Marines to send

train and begin the long, arduous journey of becoming a
priest of the Machine God. Without the passing on of such
ancient knowledge, the Space Marines would be unable to

those warriors with an affinity for technology to Mars to

make war. The aspiring Techmarines train for many years
on Mars, learning the correct rites of activation,
maintenance and how to call forth or placate the wrath of
the war-spirits of the machines they will be entrusted with.
When they return to their Crusade, they are changed
individuals, aloof and mysterious, a Techpriest of the
Machine God and an Initiate of the Black Templars.
Techmarines often stand apart from their battle brothers,
becoming strange figures of superstitious awe. The
knowledge they possess is held in great esteem by their
battle brothers who recognise and acknowledge their skills
in the arcane sciences pertinent to the dark secrets of
technology. Though they possess great skill and
knowledge regarding the mystical science of machines,
they are warriors first and foremost and are often in the
forefront of many of the fiercest battles. Should a vehicle «|
or artefact of technology be lost, it is the Techmarines who
fight hardest to retrieve it — as hard, if not harder, than their
brethren fighting to recover a fallen comrade.

Before baltle, the Techmarines observe the sacraments
of battle to ready their charges for war, raising the anger
of the war-spirits of the weapons and vehicles of their
Chapter. Once deployed for battle, the Techmarines and
their servitor thralls ritually bless the weapons and tanks
of the force, uncaging the war-spirits and allowing them to
see the targets of their wrath. Together with a retinue of
cybernetically-altered servitors, the Techmatrines can also
effect battlefield repairs on vehicles, healing the damage
done to armour and rekindling the war-spirit so that it may
fight once more. At battle’s end, each wound done to the
vehicles and wargear issued by the Techmarines is
reverently repaired, and thus it is not uncommon for some
vehicles to remain in service for many hundreds, if not
thousands, of years.

Techmarines employ a wide variety of esoteric tools and

equipment not normally issued to their brethren. Many

Techmarines are equipped with servo-arms or a full

servo-harness, specialised auxiliary limbs grafted to the
Techmarine’s armour and linked to his nervous system

via a neural network. These arms can be fitted with a

multitude of las-torches, vibrosaws and power drills, or

any number of arcane tools that aid the Techmarine in his

battlefield role of vehicle maintenance and repair. Their

gauntlets are also often heavily modified to include more

delicate tools and some Techmarines have the organic

components of their hands removed altogether and

replaced with augmetic prosthetics. Some even go so far

as to incorporate mechanical interfaces that allow the

Techmarine to commune directly with the Machine Spirit -
and allow them a greater connection to whatever
machine they are ministering to. ;

In deference to their training on Mars and the close bond .
that exists "between Techmarines and the Adeptus.

- Mechanicus, Techmarines frequently incorporate red into

their armour or heraldry, though they are careful not to
obscure their own Chapter's colours. Techmarines
understand better than anyone the risks inherent in
angering the war-spirit of battle gear and are careful to

- ensure their Chapte_r symbol remains proudly displayed.
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Dreadnoughts are death. incarnate; towerir;g war
- machines bearing powerful weapons 1o blast their foes,

and lethal clese combat weaponry crackling with deadly.

energles to tear them apart. Standing three times the
height of a man, Space Marine Dreadnoughts. are

' amongst the oldest ‘war machinés fighting on the
battlefields of the 41st m|llenmum -with some dating back
thousands of years to when the Emperor himself walked
amongst his people. Each Dreadnought is a treasured
- relic, a tangible link to the Cha_;iter’s past heritage, and is
only awoken from'its slumber in times of great need.
Each Dreadnought contains a living, sentient being, and
the pilots encased in its shell often have memories
stretching back many thousands of years.”

A Dreadnought is one of the Old-Ones, a mighty Black
Templar hero who has suffered grievous wounds in battle
and whose life was saved by his interment within the
Dreadnought's armoured sarcophagus. It is a great
“honour to be deemed worthy to continue to fight for the
Emperor in this way, and a -warrior's rebirth as a
~ Dreadnought is a ceremony of great ritual significance.
The Old One’s flesh is suspended in amniotic fluids and

surgically implanted within the armoured sarcophagus

where mechanical senses allow him 16 perceive the

~world around him. In this way he can continue fighting for

the Emperor for many centuries to come, never leaving

his metal body unﬂ! its destruction.

In battle, Dreadnoughts are terrifying foes, advancmg
forwards with thunderous stridles.as incoming fire spatters
from ‘their thick adamantium armour. The accumulated
wisdom of their centuries of battle is a valuable resource

_to their Chapter, and their vast experience means that

they have fought in almost every form*of engagement
imaginable. They are exceptionally difficult to slay and in

most cases only the completé destruction of the

sarcophagus will kill the pilot. Destroyed Dreadnoughts

are only ever abandoned in-the direst of circumstances,”

and the Black Templars will fight with righteous fury to

refrieve a fallen Dreadnought and lay its occupant to rest
inthe Chapter's crypts aboard the Eternal Crisader. The Z
recovered shell will then be “lovingly restored to full

operation to await its next occupant... Z=

The shadowed sepulchre that contalns a Chapters =

Dreadnoughts is a holy shrine, and the Techmarines tend
to their ancient charges with great care, fastidiously

applying the sacred oils and unguents while chanting
the Litanies of Preservation. To “honour these -

courageous warriors, the Techmarines allow the fallen

-heroes to sleep away the centuries, until once maore they -
- are called to war.

“PAIN 1S AN ILLUSION ‘OF THE SENSES. DESPAIR AN ILLUSION OF THE MIND

—
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~ For the Black Templars Chapter to have a future it
must carefully protect and preserve the organic
_implants that turn a Neophyte into an Initiate. The

“genetic history” of the Chapter is carefully

‘monitored and recorded, no effort being

-ensure that only the healthiest gene-

spared t6 remove weaknesses and

seed is used to create new Black
Templars Space Marines. Each
Space Marine carries two
replicating organs within his body
known as progenoid glands. They
absorb genetic material from the

store them for later removal. If the
Space Marine dies;, the progenoids

can be extracted and used to grow fresh
implants. In this way, even in death, a Space
Marine gives life to his Chapter. Apothecaries are
charged with the critical task of maintaining the

genetic purity of the Chapter and recovering the-

progenoid glands of fallen battle brothers.

The spiritual leaders of the Black Templars,
Chaplains are terrifying and sinister figures of holy
purity, garbed in black power armour as befits such
bringers of death. Their helmets are the deathly face
of the Emperor, their armour hung with devotional

_tokens of battle and death. Awe- -inspiring warrior

priests, they fight wherever the battle is fiercest,
leading their warriors from the fore and rejoicing in
the slaughter of their enemies while rendering praise
to the Emperor and their Primarch. They are among
the greatest of the Chapter’s heroes, forged in the
heat of combat and veterans of many centuries of
war, as befits those who carry the honour of the Black
Templars into battle,

Chaplains are regarded with awed respect by their
brother Space Marines, their stern demeanour
unforgiving of any lapse in devotion. They minister to
the spiritual well-being of their Chapter's warriors,
instilling in them its values and beliefs, as well as
directing them in learning its catechisms and liturgies.
Notoriously strict and fiery individuals, even above
those Chaplains of other Chapters, they are
renowned for their sense of duty and responsibility to
their battle brothers, knowing that only through faith
can the Black Templars stand firm against the
darkness. Chaplains fight and minister with the
deadly crozius arcanum, both a badge of office and a

e

Whenever the Black Templars go into battle, the
Apothecaries go too. They are formidable warriors in
their own right as their sacred duty requires them to go |;
into the midst of combat and defend themselves
while they:work. Should a Space Marine fall,
an Apothecary will quickly attend him. |
Apothecaries are skilled medics and [;
. carry a wide variety of equipment,
such as a reductor and a narthecium. |
A narthecium is a largely automated |
unit complete with sensors, probes, !
drugs and chemicals. With its aid the i
Apothecary can -perform battle |
\ surgery with a good chance of E
success, - particularly given the |
superhuman resilience of a Space |
Marine. If the Apothecary’s best efforts are r
insufficient to save a fallen comrade, he will |
confer the Emperor's Mercy on him to end his |
suffering before using the reductor to extract the fallen |
warrior’'s progenoid glands that he might live .on |
through the creation of another Initiate. '

lethal weapon of battle. This arcane and most holy of
items reflects the ritual importance of battle to the
Space Marines and is often topped with an Imperial
Eagle or winged skull.

|
The central shrine where prayer and worship is .
conducted within the Eternal Crusader is known as |
the Temple of Do, a shadowed hall of dark stone
and stained glass. It is a place of great spiritual”
reverence, containing the Chapter’s most holy relics:
fragments of Rogal Dom’s armour, the:Black Sword
of Sigismund, first of the Emperor’s Champions, and
the banner carried by Captain Navarre at the Siege of

the Imperial Palace during the Age of Apostasy.

Battle standards hang from its hallowed walls and the
very stones tell the histories of ages past. But the
Chaplains teach that the presence of a formal chapél. !
is not always necessary; that the fires of battle are
places of worship, the roar of bolters are prayers and -
the slaughter of foes an offenng to the _Emperor:_ :

“To the darkness 1 bring fire. To thc igriorant ] brmg"'-
faith. Those who welcome these glfts may live, but 1
wifl visit paught but death and ctcrnal damnatmn on
those wha refuse thcm - »

Chaplain 'Grimaldus_, Hero of Helircach
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. has seen its warriors embroiled in some of the most
momentous conflicts ever to engulf the Imperium. Its High
Marshals have followed the example of their founder,
Sigismund, and taken the fight to the realms of the alien,
the heretic and the witch.” The Black Templars are

crusaders, holy warriors battling to bring the truth and light
“of the Emperor to the unconquered worlds of the galaxy.

' Converting masses with the' sword of the Master of

Mankind and destroying those that refuse to welcome His
rule. Each Crusade is directed by the will of the Marshal in
command and each is despatched by the decree of the

.'-High Marshal -of the Black Templars to fqulI their pnme

mission to C!eanse the stars.

- 378 MSB The Wars of Apostasy

When the insane’High Lord of the Administratum; Goge -
‘Vandire, declared himself both Ecclesiarch and High Lord

he fén thousand year.Crus-at'ti_e’ of the Black Templars =

of the Administratum he began the now infamous Reign of -

Blood, a time of terror in which-millions died in the fires of
| megalomaniacal paranoia. Violent repression and wanton - -
 slaughter were the hallmarks of his reign:until a holy man

by the name of Sebastian Thor rallied the faithful to stand

reachery became apparent. High Marshal Sigenandus
declared a Crusade against Vandire and; together with

« their Primogenitor Chapter, the Imperial Fists, two other
~ Chapters —the Fire Hawks and the Soul Brinkers = and the
- Martian Tech Guard, the Black Tempiars took the' f!ght to-
* Terra itself. : ==y

" For months the combined armies laid. siege to the -
" Ecclesiarchal Palace without success until a forlorn: hope

led by Emperor’s Champion Navarre assaulted a breach’in -

the outer walls. The fighting waxed fierce and when the
. bearer of the Ghapier Banner fell, Navarre lited it high and
carried the holy icon-across the breach to victory. After the ~

baitle, Chapter - Ma_ster Lazerian of the Imperial Fists

~ honoured Navarre with the title of Captain of the Bannerin
~ recagnition of his exemplary bravery. With the capture of

the outer walls, forces loyal to the Emperor fought within®

- the precincts of the palace, something that had -not 2
happened since the dark days: of the Horus Heresy. The -

siege was ended with the death of Vandire at the hands of =

~ Alicia Dominica, leader of the Brides of the Emperor, the

High Lord’s pers,onal bodyguard who now learned. the
awful fruth of Vandire's reign. With Vandire dead and”
Sebastian Thor appointed Ecclesiareh, Sigenandus Ied hlS

Wwatriors from ‘Segmentum Solar to further prosecute the =

b enemles 01 the - Emperor Though \e‘andwes death ended

- against Vandire. During this time, the Black Templars had

- concerned themselves little with the affairs of the Imperium,

" butwhen Crusade fleets returned to.Segmentum Solar.and

discovered that their Chapter keeps_h_ad been destroyed
by orbital bombardments, the full extent of Vandire’s -

1

~543.M136 = The Second Purging of Lastratl

‘Until a-sect known as” the Divine Army gained control,

~ Lastrati was-<an- unremarkable hive world in Ultima

Segmentum. The Divine Army preached a doctrine of

—intolerance of those with even the sllghtest deviation -
- from what their Ieaders wewed as the, perfect human -

being. Genetically tailored viruses that targeted

~particular traits eradicated whole’ swathes of the
population and when Imperial contact was re-established -

with. this ‘remote planet, only two and a half million-"

inhabitants were left of a world that had once boasted a -

papulation. of fourteen billion. =

Lastrati -had become a. place -of -pilgrimage, and, for

__centuries, the faithful had comé to béar. witness to such

spectacles as the Hill of Heretics and the Plain of Purily,

,When the Athalor Crusade, under the- command of -

~Marshal. Gervhart, reached Lastrati,

A

Gervhart -and his *
commanders descended to the surface to take inspiration
from “such a potent  display of faith. Upon- making’

planetfall it was immediately apparent that the populace‘ e

had turned to barbanc blood rituals and human sacnflce

in their quest for perfection. Marshal Gervhart ordered the -

planet cleansed of ‘its degenerate inhabitants before

_ continuing the Crusade, whileé those deemed free from -

taint were allowed to live — an act of mercy that was to £

-_have repercussrons for Marshal Gervhart in later years.

833.M41 — The Vlncul_us Crusade -

~Declared against the assassin-cult warriors of the

':_ Peleregon ‘cluster, Black. Templars under the command *

+ of High Marshal Ludoldus consented to fight alongside

: the’warriors of Inquisitor Vinculus:. A member of the Ordo-

Hereticus, the Inquisitor, together with -a detachment of
Adepta Sororitas from the Order of the Bloody Rose, had

-traced the origins of a network of cuits to Peleregon 1V, a

mountainous world of shiftifig- tectonic plates and rivers
of-lava, The initial. landings were- met with little

_~ oppasition, and eventually, the Black Templars (including

a young Neophyte named Helbrecht) and the Adepta

= Sororitas pushed the: cult warriors ‘back to the seat of

their power, a great temple carved within the heart of a

- continent-spanning volcano. Ludoldus immediately

-assaulted” the fiery mountain _stronghold, his Sword

“Brethren., .capturing -the main gate and holding it long
.. enough for the Imperial forces to breach the defences.
. As the Black Templars and the Adepta Sororitas stormed

"lhe' huge, pillared interior - of the volcano,

Inquisitor
Vinculus faced the cult's leader and slew him, though he

-took a gne\fous wound jn return.

. This proved to be his undoing as the nascent Daemomc

presence that had been building in the cult leader was
forced to manifest and, in-a blaze of dark light, it
possessed the weakened Inquisitor. A massive Daemon

--of_;-'_Khor'ne took ‘the Inquisitor’s flesh for its own and =

=
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~ EXCUSES ARE THE REFUCE OF THE WEAK -

] his erstwh:!e aIIres slaughtenng warriors by

: '—1he dozen. High Marshal Ludoldus, Emperor’s Champion

Ulncus and Canbness Jasmine faced the Daemon in
what ‘came fo be known as the Battle of Fire and Blood.

"“-’Though sarely pressed, these heroes fought with great

_ strength and indomitable faith, but it seemed as though

~ the: Daemon's strength was the greater. In desperation,

- Ludoldus hurled one of the Holy Orbs of Antioch, a bomb

infused with volatile holy oils and high explosives into the

central ‘chasm of lava. The resultant explosion tore the

chasm- apan and a massive earthquake shook the
~_~mountain 16 its core as rocks and pillars crashed down
~into the fiery pit. The possessed inquisitor fell to his doom

in the lava and the Imperial warriors sought to escape
the collapsing volcano before being buried forever with

their foes. Thunderhawk gunships braved the fiery

deluge to pick up the surviving Sororitas and Black
Templars and, though - many gunships were
subsequently lost in the blinding clouds of ash, the
majority were able to escape. To ensure no trace of the

Daemon and its cult remained, Ludoldus ordered the

planet bombarded from orbit until the massive forces

unleashed tore the planet's crust apart and buried it

beneath an ocean of seething magma.

998.M41 - Crusade of the Ophidium Gulf

Not ‘all Crusades of the Black Templars are vast
undertakings — some comprise of the warriors aboard but
a single vessel. One such Crusade was led by Castellan
Raimer, master of the strike cruiser Ophidium Gulf, and
survivor of the ill-fated Garon Crusade. Raimer led his
ninety warriors .on Crusade deep intc a largely
unexplored tract of wilderness space in‘the treacherous
Veiled Region of the galactic south. The outlying worlds
of the one populated system they discovered were home

to a fledgling empire of primitive aliens wha lived in great
- cities of gold and gave homage to a being they knew only
Curious to know what

as the ‘Voice of the Emperor'.
manner of being this was, Raimer destroyed their
temples before leading his warriors onwards.

As the Crusade continued, they found that many of the
worlds they discovered had already been visited by
destruction greater than they themselves had already
unleashed. The Ophidium Gulf was a fast ship and as it
drew close to the core planets, the ship’s sensorium
detected a small fleet of vessels breaking orbit with
another devastated world. Augurs determined that these
ships were Space Marine vessels, and belonged to no
less a Chapter than the Dark Angels. Raimer and the
Master of the Dark Angels fleet exchanged convoluted
greetings in High Gaothic and the Black Templars offered

to fight alongside the illustrious First Founding Chapter in

the capture of the alien’s leader.

Only reluctantly did the Dark Angels accept the Black
Templars’ aid, and upon the final assault on the “Voice of
the Emperor’s’ stronghold, it was the warriors of
Castellan Raimer who breached the defences and

captured the enemy leader — a warrior clad in ancient ~

black power armour without livery or panoply. Now
suspecting the source of the Dark Angels’ reluctance to
accept their aid, Raimer quickly fell back to the Ophidum

Guif and chained the prisoner in its most secure vault.
No sooner had Raimer returned to his ship than the
commander of the Dark Angels demanded that the
prisoner be handed over to them., Raimer refused at first,
but when ordnance sensoria warned him that the Dark
Angels fleet was powering up their weapons, he knew
that he had no choice but to comply. Reluctantly Raimer
handed the prisaner over and, without another word, the
Dark Angels broke orbit and departed the system.

The ultimate fate of the Ophidum Guifremains a mystery
for, after a single communication en route to the system
jump-point, Castellan Raimer has not yet made contact
with any of the Chapter keeps of the Black Templars.

999.M41 — The Third War for Armageddon
High Marshal Helbrecht and three Crusades of Black
Templars answered the plea for aid from the
beleaguered world of Armageddon when the Ork Warlord
Ghazghkull Mag Uruk Thraka returned at the head of the |
largest Ork Waaagh! seen in living memory. The
surrounding systems and worlds fell quickly to the Ork
invasion and, despite a valiant attempt by Battlefleet
Armageddon to stop the Orks, the invasion was simply
too massive to halt. The Black Templars fought bloody
campaigns throughout the wastelands of Armageddon
(notably at Hive Helsreach where Chaplain Grimaldus
was the sole survivor of the battle for the Temple of the
Emperor Ascendant) but it was in space that their
greatest contribution was made.

High Marshal Helbrecht took command of the many
ships -of the Adeptus Astartes and coordinated their
deployment and attack sorties. Under his masterful
leadership, numerous asteroid fortresses were boarded
and destroyed, and several of the largest Ork hulks ever
encountered were crippled by the Space Marine battle
barges. Eventually, the tide began to turn against the
Orks and the superiority of Helbrecht's tactics paid off as
the Orks’ inability to re-supply their ground troops
allowed Imperial forces to consolidate their defences.
When the Season of Fire brought an uneasy stalemate

- to Armageddon, a sizeable portion of the Ork forces

withdrew and Imperial Strategos predicted the worst was
over. Pursuing the hulk believed to be Ghazghkull's
flagship, High Marshal Helbrecht and the Hero of
Armageddon, Commissar Yarrick, gave chase, leaving
the remaining Imperial forces to hold the vital hive world.
Helbrecht hunts Ghazghkull even to- this day, his
unswerving loyalty to the Emperor and thirst for revenge
driving him ever onwards until the Beast of Armageddon

- is slain.
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: "?'A*N‘D"fHEY SHALL
 KNOW NO FEAR...

Space Mannes automatlcally pass Morale tests to
regroup, and can take such tests even if the sguad has
been reduced to less than 50% by casualties, though all
other criteria apply. If Space Marines ‘are caught by a
~_sweeping advance, they are not “destroyed and will
= instead continue to fight normally. If this happens, then
~ the unitis subject to the No Retreat! rule in this round-of
~close combat and may -‘therefore lose ‘additional
~ casualties if outnumbered. Usually troops that regroup
~may not move normally and always count as moving
— whether they do or not, but these restrlctlons do not
apply to models with this special rule

subject to this rule as long as the unit contains at least one
Space Marine. Space Marines are still subject to Last Man

Back move to ‘reassess’ the snuahon however.

DROP POD ASSAULT

-~ _cruisers and battle barges. This enables them to keep
reserves on-ship and bring them into action by
Thunderhawk gunship, teleportation or by drop pod.
Drop pods are capsules that are literally ‘fired” at the

enemy flak weapons to stop them.

Any Command squad, ‘Sword Brethren squad
Dreadnought or Crusader squad (not Black Templars
Assault squads!) and all types of Terminator squad; that

~ they may not select any other transport option. Such
units..remain in reserve and arrive by drop pod, even if

Reserves or Deep Strike.

pod anywhere on the table as Iong as it is not in

a Scatter dice: n‘ a Hit resufts the pod Iands on target

Standing tests. They will always regroup after each Fall

the mission being played does not normalfy allow

When units in drop pods arrive, you may place the drop _' '- '

Note that units that include Servitors (all types) are still

Space Marine armies are frequently deployed from strike

battlezone and arrive so quickly that it is impossible for '

number ten models or less may be equipped with a drop -
pod (see the Transport Vehicles entry for details), If so,

- impassable terrain or within 1" of an enemy model. Roll :

.. and the unit are a single HQ choice. The character is a

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

Once the drop pod has landed, the hatches are blown |
and all passengers must’ immediately disembark. The |
passengers may not move (other than to dfsembark) or I
assault in the turn they Iand _They may shaot but count |
as moving.

Drop pods may be used in Standard MISSIE)nS without
your opponent’s agreement. In non-standard mlssmns
they may only be used with your opponent's consent.

BLACK TEMPLARS
CHARACTERS

Black Templars Commanders, the Emperor’s Champion
and Chaplains can be used in one of three ways.

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

2. Commanders and Chaplains (not the Emperor's
Champion!) may lead a Command squad. The character

member of the unit and may not leave it. If the squad is
destroyed the character may operate independently.

3. Chaplains may be attached to another character’s
Command squad. Only one Chaplain may be attached to

“ a single- Command squad. The attached character, the -

squad and the character leading it are a single HQ choice. :
The attached character is a member of the unit and. may
not leave it. If the unit is destroyed, the attached character:. -
and leading character may operate independently.

A character who is leading or attached to- a squad does

not stop being an independent character for tha
purposes of close combat.




'RIGHTEOUS ZEAL

* Whilst most Space Marines under heavy fire or facing

lnsurmountabfe odds in close combat will retreat, ready
to. counter- aftack, the Black Templars will often hurl
themselves at the enemy with even greater

. determination and fervent anger, their own casualties

only serving to spur them on faster,
vengeance on the slayers of their brethren.

hungry for

In the Shooting phase, any Infantry'unit (not Jump

_lnf_antry) that is not Pinned or Falling Back must take a

“Morale check if it suffers any casualties from enemy

shooting,” not just when' it suffers 25% casualties. All

“other units in the Black Templars army check Morale and

fall back as normal. Note that all Black Templars units

take Pinning tests as normal.

gl an Infantry unit (including any attached characters) is -
* called upon to make a Morale check and passes it, then

the unit must move towards the nearest visible enemy

T

Before battle,

_unit. This is ‘identical to' a Consolidate move that has

been achieved through a ‘Massacre’ result and follows
all the normal rules given in the Warhammer 40,000

" rulebook. Should the unit fail this Morale check, it wlll fall

back.as norma[

Black Templars who pass a Last Man Standing test or

" are Tank Shocked and pass their test do not benefit from
H!ghteous Zeal.

ABHOR THE WITCH

~ Such s the sacred revulsion in which the Bl_a_ck Templars

hold witches and warlocks that they will never fight

. alongside such abominations. No model with psychie
. powers may be fielded as an ally to the Black Templars
and they will not fight as allies to any army that includes -

any models with psychic. powers, with the exception of
Grey nghts Space Marines.

VOWS

Champion leads the rest of the warriors in swearing this

| oath and must choose one of the vows of the Black
* Templars at the points cost indicated. This points cost is
added to the cost of the Emperor's Champion when you -
 pick your-army. Details of the Black Templars vows-and
their effects are given on pages 24-25. Black Templars
do not lose the benems of the&r VoW |f the Emperors 5

Champlon is slam

MlXED ARMOUR

Due to the unique organisation of Initiates and
Neophytes into squads, Black Templars squads will
quite often have models with different Armour
Saves. Use the Mixed Armour rule given in the
Universal Special Rules section of the Warhammer
40,000 rulebook. =

the Emperor's Champion Ieads his‘
brethren in prayer and contemplation of their sacred _
i duty to the Emperor. Roused to incredible heights of -

righteous. zeal, the Black Templars swear mighty oaths =
¢ to bring ruin upon the foes of the Emperor. An Emperor’s

P ——— = e

KILL THEM ALL

Black Templars are so zealous in their persecutipn'df
the enemies of the Emperor that they will often try to kill

~ the nearest enemy to them, even when shooting a more
- distant enemy might be more tactically sound. If a Black
Templar Infantry, Jump Infantry or Bike unit shoots in the-

Shooting phase, it suffers a -1 modifier to its Leadership
when testing to see if it can target any enemy unit other

- than the closest. Vehicles are unaffected by this rule and
follow the normal rules for target priority in the
. Warhammer 40,00 rulebook.

NO PITY! NO REMORSE!
NO FEAR!

“Black Ternplars battle brothers fight with righteous anger

and are loath to retreat before an enemy. When in an
assault, all Black Templars units are Fearless.

i
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SUBMIT TO_His WiLL == '

SUFFER NOT THE
UNCLEAN TO LIVE

When rolling to wound in close combat, the Black

_Templars add +1 to their Strength. It takes time for

them to summon their holy strength, so they strike at
-1 to their Initiative {to a minimum of 1). Dreadnoughts
in the army are bound by this vow, but Neophytes are
not. When rolling for Sweeping Advance, the Black
Templars use their normal Initiative value. This
Strength bonus is not cumulative with that conferred
by the Furious Charge Veteran Skill.

=

UPHOLD THE HONOUR
OF THE EMPEROR

No .unit may benefit from cover for Saving 1hroWs.-

~However, such is their faith in the Emperor and their

own invulnerability that they shrug off the most severe
wounds, and therefore gain a 6+ Invulnerable Saving
throw at all times that they may take instead of their

normal Armour Save.

In addition, all units are immune to the effects of
Pinning and can never be pinned, except by being_ :

~entangled (see the Warhammer 40,000 rulebook)

Vehicles are unaffected by this vow.

“1 saw the scene of a massacre where the dead lay on the ground in pumbers like fallen leaves in . 17~
a forest. The scttlers had not died as soldicrs die in the heat of battle, fired with ardor and courage, -

- with weapons in their hands and cxchangmg blow for blow. Thcy had died . as thc helpless: must,
with their htarts fﬂlcd with horror worse-than death itself.”

Exr.j:rlpt:d {rom ‘]nqmsxtur Earzan'o's_ inv:stig;aiion. into the Garon Ncbula Crusade




ABHOR THE WITCH, .
DESTROY THE WITCH

This-vow affects all Black Templars units (including
vehicles) and happens after deployment, but before
Scout moves and rolling to see who takes the first -
turn. Models that may Infiltrate must set up with the
rest of the army. If there is a psyker in the enemy
army (even if the psyker is not deployed on the
- table), each individual unit. must make a
Consolidate move D6" towards the nearest visible
enemy unit. Crusader seals affect this movement
~as normal, even if- the unit or model is inside a

vehicle. If the Concealment mission special rule is -

in effect, the army immediately ceases to benefit -
-~ from it. . '

In-addition, any psychic powers targeted against any
Black Templars unit or character (or which includes -
them in its area of effect) are nullified and will not -
work on-a D6 roll of a 5+ (only roll once for each
~ power, even if it affects several units): Minor psychic
- powers have no effect on Black Templar units or
Charactepsatalk —~ -~ =

_ ACCEPT ANY CHALLENGE,
~ NO MATTER THE ODDS

Aﬁy unit that can declare a charge (ie, has not fired

“Rapid Fire or Heavy weapons) must do so if they are

in range of an enemy unit at the start of their Assault
phase. In close combat, Black Templars units count
as having the Preferred Enemy special rule against

-the enemy army. Neophytes do not benefit from this

vow and hit normally. If there are only Neophytes left
in the unit, they are no longer bound by this vow.

Dreadnoughts in the army are bound by this vow,

“Let a vﬁvc of repugnance for the enemy- wash over - u-.
you, Let hatred fill you. Hate is good. for our goal :
s a Human galaxy. We arc called by the Emperor

with a sacred duty to conquer it in His name.”

Chaplain Grimaldus at the Sermon of Harnoth

THERE IS NOTHING TO FEAR BUT FAILURE 25



: Models with access to meAnnoury may sefect up to two weapons of which only one can be a two-handed weapon. In
addmon {o weapons,. you can p:ck up to 100 points of wargear per model, though no model can pick the same item
twice. Models in: ‘Terminator armour can only select equipment marked with T. Al weapons and wargear must be
= represented on the model. Where two points costs are shown, the first applies to models with 2.or more Wounds, the

- second fo mpdels with 1 Wound. Note that you cannot combine the effects of standards, fe, a Standard Bearer may
an!y select one banner.

 SINGLE-HANDED WEAPONS . WARGEAR

e — . -1 point . Arificerarmour. ... ...... gl 20 points

~ Chainfist” (models in Terminator mour only)...... 30POINtS AUSPEXT ... .is e C..i....2points
Close Combat Weapon .- . .. ................. . (oot Bote™ -l e o

Single lightning claw .. ... .. ..... Bt . 25/15 points _ Cenobyte Servitor (Chaplains only) . .. ...... 2 g ;.)o'ints !

“Pair of lightning claws * (count as two weapons) . ... 30 pOiNtS  ~ Gombat shield™. .. .......... .. 0verenrs.. 10/5 points
FElEsmapistol 2. o e . <~ 15/10 points Frag grenades . .. .- . i . s 1 point
BEwste St s 2SASPONNS. oty O Of ANHOCH 7+ - 2ol e v 10/~ points
: ~~“Powerweapon’ ............... R 15/10 points T he o 20/~ points
. Storm’ ghield" ............ T T g 10 points Krak Goneter 5 ol
= Thunderhammer™ .. ...... ... R 30 points Master-crafted weapon * .. . . .. '. L 15 points
Melta bombs. . = s St i 5 points

Space Marine bike .. .......... .. ... ... L. ..30- points
2 TelopoR ROMBIY - oo - s s e 5 points
Terminator armour (no weapons included) ... .. .. 25/—- points
Terminator HonGeIsS s - e e e 353 points

WARGEAR — RELICS & ARTEFACTS

(Each army' may- have a single item from this list)

=3 Chapter Banner " (Stahdard Beareronly) ......... 25 points
== Holy relic T (Heciusnam Standard Bearer only) ...... 30 points
= fronHalo. . .. .. G i o e T e T 26 points
Sacred standard ™ (Standard Bearer only) .. .. 2 ... 20 points

Adamantinemantle™ .. ... .. .o 0 o ... 35 points

VEHICLE UPGRADES

"~ Blessed Hull (Land Raider Crusader only) ... .25 points . :
Dogerblade: =27 i - i 5 points | |

Extra armour . .. . .. 2% i e o o [ 5 pomts‘

Baltr:. .. oo e ‘.1p'oim Piﬂtle‘mou”‘QdSIO““m“ef-~-'---,:.-'-' ------ 1090"“5
 Combi-melagun ™ ... ~....15/10points ~ i Power ofthe Machine Spifit . . ..., ... ..... 30 poits '

Combl-plasma gln =t o 15/10 points “Searchlight = o M

Combi-flamer™ ...........v.0- = S 1035 points ~ Smoke launchers- -

Stomebolter iz =re e e 54}pints:: == -




. The fo.-‘.’owmg rules descnbe howaﬂ ofthe speczaﬁsed equipment used by Bfack Temp;‘ars works during a. ba?b'e These
. rufes tend to be more detailed than those included in the- Warhefmmer 40,000 rulebook,. and they supersede-them if
e ,‘rhey are drfferent Any :tems not listed here funcﬁon exactly as descr:bed:n the Warhammer 40, 000 rulebook. ;

ADAMANTINE MANTLE

"The character wears a cloak or cape
made of the sirongest materials. The
character does not suffer Instant Death
when wounded by a weapon whose
Strength is at least twice the characters
) Toughnesa, taking instead a smgie
wound.

ARTIFICER ARMOUR

 Artificer armour is forged by master
craftsmen and is even-more ancient and
ornate than a normal suit of Space
Marine power armour. It offérs greater
protection- for a- warrior and may be
taken as an upgrade for a model
" wearing power armour, increasmg his
Armour Save fo 2+.

AUSPEX :

‘An_auspex is a short-ranged scanner

used by Space Marines to detect hidden
< enemy troops. If.enemy models with the

Infiltrate special rule set up within 4D6"
. of -a model ‘with an auspex, then that
““modeél is_allowed to take a ‘free’ shot at
them (or sound the alarm if Sentries are

being used). If the model is part'of a unit
thén the whole unit may sheot. These
shots are taken before the battle begins
and may cause the infiltrators to -fall

back. Otherwise, the .normal shooting

rules apply. - -

BIONICS
. Bionics are mechanical augmentafions
that allow a Space Marine” who has
suffered a -chippling injury to return to

_;IServi(_’:e, but are unlikely to improve or
enhance his abilities. However, there'js -
a chance that an attack or shot will hit a = -

~ bionic part causing less damage, (eg, a
*shot that would cripple~a-leg will only
cause mild damage to a bionic leg). To

suffers a wounding hit and fails his
Saving throw, roll.a D6, On a roll of & 6
the model ignores the wound. A model
that suffers a wound from: a -close
combat attack that allows’ no- Armour

Save, or an-attack that causes Instam 2
Dgath cannot be saved by the: bromcs

‘as they will be deslroyed as; easﬂy as
flesh and bleod Z

stifl.
‘Chaplains, carrying Chapter relics, holy
-fomes or other such religious artefacts;
icons of faith spurring the warriors around .

WSBS-S T W I

_CHAPTER BANNER

CENOBYTE SERVITORS

_ Augmented ser_\fitoys_.t_hat assist the
‘Chaplains in“maintaining the sanctity of

the chapels aboard the Crusade fieet,

“these are- Neophytes who did not

become Initiates yet serve the Chapter
In battle, they, accompany»the

them to. even greater heights of zeal. For
each Cencbyte Servitor accompanying a
Chaplain, you may add +1 (to a
maximum of +3 per untt) to-the dice roll
when rolling for the distance moved due

to the Righteous Zeal special rule. Note’
that this affects any_Infantry squad the -
~Chaplain (and his-Servitors) has jeined,

leads or is aftached to. Each Cenobyte
Servitor takeés up one space in-a

transport ‘vehicle and counts as being °
armed with a single close combat
weapon, ‘A Chaplain_with Cenobyte
. Servitors and any squad he is attached to

may not- choose any-Veteran Skills. If the
Chapia_:n is removed as a casualty, any
‘Cenobyte Servitors -are also removed

fron play. They use the following profile:

A_Ld Sv
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. CHAINFIST

A chainfist is s#mply a power fist fitted

‘with an aﬂachment designed to carve.
_through_ :
armoured vehicles. It is treated exactly as -

armqured -pulkheads  or
a power fist, but’ rol[ 2D6 for its Armour

Penelration value

The Chapter Banner is:the physical

representation of the honour of the-

Chapter. No Space-Marine will ever allow

it to fall into enemy.hands. It allows any:- .

Space Marine- umt with a-model “writhin

e e e e 12" of the banner td-ré-roll failed Morale
e esa oL ore W e - checks. In addition, if-an enemy modei

~ charges and contacts the unit conta|mng

the banner, afl members of the unit gain

“the Counter-anack ability {see the

Universal Specra[ Rutes section of the

Warhammer 40 Dfm rulebook) and will.
have +1 Aftacke for that furn only. When a
Standard Bearer-chooses a Chapter =
'Banner it replaces the effects of the

~ Fighting Company Banner.. — :

’COMBAT: SHIELD 2

~ A combat shield i§ a lighter, more

manoeuvrable vers.lon of a storm shield.
A model _using a combat shleld wears it
fastened to their forearm ‘leaving the
hand free to use othér weaponry. The

combat shield does not count towards

the maximum number of weapons carried*

and confers a 5+ Invulnerable Save in

close cambat,

COMBI-WEAPONS. |

This is a bolter_joined together with -

another weapon. A Space Marine arfne,drl S
with & combi-weapon may-choose which
of -the weapons he is going.to use inthe —

Shooting phase.-The bolter. may. be fired
any -number of times, ‘but the other -

. weapon may “only- be ‘fired once- per

battle. Note that you may not chooae to
hre both weapons at once. :

CROZIUS ARCANUM

The crozius arcanum is both a Space.
Marine Chaplain’s badge of office and a.
In game °
© terms it is treated as a power weapon.

lethal close combat weapon.

CRUSADER SEALS

Crusader seals are waxen or metallic

tokens with vows of piety and Chapter

_ * blessings inscribed on hanging strips of
~parchmerit that- are ‘bestowed upon

Space Marjnes of proven zeal and
courage. When a-model with crusader
seals miakes a Consolidate move due to
the Righteous Zeal special rule, you may

re-roll the, D6 when determining the
~distance moved. You must take the
- second roll, even,if it is worse than the
first: If a model with crusader seals is part
~of-a_unit then this ability applies to the -
‘whole-unit, not just to the model with the

crusader seals.:

_CYCLONE MISSILE
. LAUNCHER
- The eyclone is a specially designed

missile launcher that can be used by
Space Marines in Terminator armour. The
Terminator is equipped with a special
targeting device that allows him to fire the
cyclone and his storm bolter in the same
Shooting phase. The cyclone otherwise

- counts as a_ missile launcher with frag
= and Krak m:ssﬂes

~ "~ DOUBT 15 A SIGN OF WEAKNESS
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F‘Sghtmg.;’Company Banner fo re-roll any
ranad Morale or Plnmng lest

" HOLY ORBS OF ANTIOCH
~ First créated by Marine Artificer Antioch,

these are individually-cratted grenades

_empowered-with the holy wrath of the
- Emperor and filled in equal measure with
~high explosives and sacred unguents that

burn the faithless with their purity. Holy
Orbs of Antioch are lethal weapons
against the impure and the wicked, Once
per game, a model bearing a Holy Orb of

~~ Antioch may throw it up to 12" in the

Shooting phase instead of firing a
weapon, rolling to hit as normal. If the

-~ Holy Orb hits, place the small Blast

Template over a model in the target. unit.
A Holy Orb of Antioch always wounds on
a 2+, regardless of the target's
Toughness, and has an AP of 3. Against

vehicles with an Armour Value, it causes -

an automatic glancing hit if the model is
even -partially under the template. A
mode| throwing a Holy Orb of Antioch
may charge in the Assaull phase.

HOLY RELIC

Space Marines sometimes go to war
carrying their Chapter's most revered
relics: a fragment of their Primarch's
armour, a legendary battle standard or
even the bones of a long-dead hero. A
model bearing a holy relic may reveal it

~ once per battle at any point. On the turn
- the relic is revealed, all Space Marines
—~ within 2D6" get a +1 Attack bonus for the

rest of that turn. The relic may be
revealed in an opposing player’s turn if
you wish.

IRON HALO

The Iron Halo is a special reward given to
Space Marines who show exceptional
initiative or bravery in battle. It
incorporates a powerful energy field and
gives the model a 4+ Invulnerable Save
that may be used instead of the model's

normal Armour Save. No more-than one

model per army may have an lron Halo
and any model wearing Terminator
armour or who has a rosarius may not be
given this piece of wargear.

JUMP PACKS

Jump packs allow models to make great
powered leaps across the battlefield and
more quickly engage the enemy. Models

- equipped with jump packs move as Jump
* Infantry. Space Marine models who are

wearing jump packs can be dropped from

‘combat. Please note that you may not

low-flying Thunderhawk gunships, - using
their jump packs to swoop down on to the

_battlefield. To represent this tactic, they
~can be kept in reserve and arrive using the

Deep Strike rules, but only if the mission
allows for Deep Strike to be used. Space
Marine characters that have a Command
squad may not have a jump pack.

MASTER-CRAFTED
WEAPON

A master-crafted weapon is one forged by
a great artisan and is superior in almost
every way to a normal weapon of its type.
A master-crafted weapon follows the
normal rules for the weapon, except that
you may re-roll one failed to hit roll per
turn. Master-crafted weapons are taken as
an upgrade for a weapon that is already
being carried by a model and should be
represented by a suitably ornate weapon
on the model itself. If the weapon selected
has a ranged aftack then the re-roll may
only be taken on ranged attacks even if
the weapon can also be used in close

master-craft grenades!

The cost listed in the Wargear section is
in addition to the cost of the weapon itself
(eg, a masler-crafied power weapon

costs 15+15=30 pts). However, only the -

upgrade costs are taken against the 100
points limit on wargear for a-model (so

:the master-crafted power weapon above
would count as 15 points against the 100 -

points limit, not 30 points).

NARTHECIUM :
This device, along w’ijh the Reductor, is
employed by Spacée Marine Apothecaries
both to heal wounded Space Marines
and if this is impossible to remove the
progenoid glands, the
repositories of Space Marine gene-seed

_and the future of the Chapter.

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

~combat attack that ignores Armour Saves.

ROSARIUS

All Chaplains wear a rosarius, a small
amulet bestowed upon them by the
Ecclesiarchy of Terra. The rosarius
generates an energy field that provides
the Chaplain with a 4+ Invulnerable

Save. This may be taken instead of the

Chaplam s norrnai Armour Save.

 of the Fighting Company Banner.

biological -

_start of the turn for it to be used:

SACRED STANDARD
A Sacred Standard embodies the faith
and resolution of the Space Marines'
never to falter in the face of the enemy. It
adds +1 to the Space Marine combat
resolutibn score of any assault that takes
place within 6" of the Sacred Standard.
When a Standard Bearer chooses a
Sacred Standard, it replaces the effects

SERVO-ARM

Many Techmarines are equipped with
powerful augmetic servo-arms that can be
used to carry out hasty battlefield repairs
{see the Techmarine list entry on page 36
for details). The servo-arm grants the
Techmarine an additional close combat
attack, counting as a.power fist.

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

SPACE MARINE BIKE

Space Marine Bikes are fitted with twin-
linked bolters and increase the rider's
Toughness by +1 point. See the
Warhammer 40,0000 Core rules for
details on how Bikes move. Space

- Marine characters that have a Command

squad may not be mounted on a Bike.

STORM SHIELD

A storm shield is a small metal shield that i
has an energy field generator built into it.
The energy field is too small to be of

much use against ranged attacks, but is.
very useful in close combat. A model that

has a storm shield may take a 4+

Invulnerable. Save in< close combat

instead of its normal Armour Save. It may

not be combined with a rosarius or Iron

Halo save and a model equipped with a

storm shield may never claim the +1

Attack bonus for being armed with two

close combat weapons.

TELEPORT HOMER

Teleport homers produce a signal that:

can be locked onto by telaporung froops. -
If Terminators wish to teleport onto the

batliefield via Deep Strike and choose to
do so within 6 of the model carrying the -
* homer, then they-won’t scatter. Note that: |

the homer only works for squads who are
teleporting, not for squads entering play
using jump packs, drop pods or other
means of transport. Also note that the
homer must already be on the table at the




TERMINATOR ARMOUR -

Also’ known as Tactical Dreadnought’

armour, Term’inator armour is the. best

protection- a warrior- can be equipped

with. Due to the powerful exoskeleton
and power sources built into their armour,

. Space Marines in Terminator armour are

capable of moving and firing with heavy
' weapons. On the other hand, this armour
is somewhat cumbersome, so Space
Marine Terminators are not able to
pursue-a more.lightly armoured foe when
they flee. Terminators may not Sweeping
Advance,

A model wearing Terminator armeur has

a 2+ Armour Save and a 5+ Invulnerable -
Save. The wearer automatically has

kS Te_rminatop Honours at no extra _points

cost. Also, any model wearing Terminator
armour can be leleported onto the

“battlefield. They may always start the

game in-Reserve and arrive using the
Deep Strike rules, even if it is‘not part of
the mission being -played.

TERMINATOR HONOURS

A model with Terminator Honours has
proved himself a superior combatant and
has earned the right to wear Terminator
armour in battle.  Sergeants with
Terminator Honours are generally
referred to as Veteran Sergeants. A
model with Terminator Honours adds +1
to its Atfacks characteristic. In. addition,

- its Leadership characteristic is increased

to. 9 if originally lower. Note that a singlé- 2

Wound™ modet that” has  selected

Terminator Honours from its list entry =

cannot ‘then select it again from the
Armoury. 2

THUNDER HAMMER -

Thunder- hammers are ancient and
mighty weapons that release a fterrific
blast of énergy when they strike an
opponent. A thunder hammer counts as a
power-fist, but any model wounded by it
and not killed may not attack again until
Initiative 1 blows’ are struck in the next
Assault phase. Vehicles hit by a thunder
hammer are considered Crew Shaken, in

addition to any other results they suffer. Z
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. Justas with choosing wargear for your Black Templars troops and characters, the upgrades you choose for your vehicle
must be represented on the model itself (eg, if you choose to upgrade your vehicle with a searchlight, then the model =
of your vehicle should haveé a searchlight on it too). Note that when choosing upgrades, no vehicle can have rhe same

upgrade more than once.

BLESSED HULL

Blessed by the chanting of the

Techmarines and their prayer servitors,”
adorned with spiritual icons of purity and -

anointed with sacred oils and unguents,
the hull of .the Land Raider Crusader is
proof against the myriad weapons of the
foes of Mankind. Weapons with the
Lance special rule do not count a Land
" Raidef Crusader with a Blessed Hull's

armour as 12, it is always counted as 14. -

DOZER BLADE

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

EXTRA'ARMOUR

Some Space Marine vehicle crews add
additional armour plating to their vehicles
to provide a little extra protection.
Vehicles equipped with extra armour

count Crew Stunned ‘results on the-

Vehicle Damage tables as a. Crew
Shaken result-instead.

HUNTER-KILLER MISSILE

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

PINTLE-MOUNTED

STORM BOLTER

Pintle-mounted storm bolters are fixed fo
the outside of a vehicle and can either be
used by a crewman from an open hatch
or by remote from ‘inside the vehicle,
They are treated as an additional

defensive weapon.

POWER OF THE
MACHINE SPIRIT

A Machine Spirit is a combination of *°

‘organic and mechanical comriponents that
helps to control "a tank's movement and
weapon systems. If the tank suffers a
Lrew Stunned result on' the Vehicle
Damage tables; the Machine-Spirit allows
the tank to move directly ahead up to its
maximum speed. Also, the Machine Spirit
can operate one weapon per turn as long
as the vehicle has moved no more than
6", even if the tank suffers a Crew
Shaken or Crew:Stunned result. This is in
addition to- any weaponry that can
normally fire. The Machine Spirit:has a
BS of 2. et

SEARCHLIGHT ;

Searchlights are only of any use in
missions -where the Night - Fighting
mission special rule is in effect. If a
vehicle has a searchlight, it must still use
the Night Fighting rules to pick a target

‘but; having fired at ithat unit, will
llluminate it with the searchlight. For the

rest- of the Shooting phase- any other

Space Marine unit that fires at the
illuminated unit does not use the Night
Fighting special rule. However, a vehicle
that uses a searchlight, can be targeted
during the following enemy turn, as if the- .
Night Fighting rules were not in effect, as -
the enemy can see the searchlight.

SMOKE LAUNCHERS

Some vehicles have small launchers
mounted “onto them -that carry smoke
charges. These are used to temporarily
hide the vehicle behind concealing clouds
of- smoke, especially if the vehicle is
moving out in the open. Once per game,
after completing its move, a vehicle with
smoke launchers can trigger them (it
doesn't matter how far- it moved). Place
some cotton wool around-the vehicle to
show that it is concealed. The vehicle
may not fire in the same turn as it used its
smoke launchers, but any penetrating hits
scored by the enemy in their next
Shooting phase count as glancing hits.

After the eremy’s next turn, the smoke

disperses with no further effect. Note that
a-vehicle may still use smoke launchers
even if it suffers’a Crew Shaken or Crew
Stunned resulf.
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his section ‘of the book is given over to the Black
A Templars army list, a listing of the different units and
vehicles a Marshal can use in battle or, in your case,
- games of Warhammer 40,000. The army list allows you
~—to fught batties using the scenarios included in the
~Warhammer 40,000 rulebook, but it also provides you
~ with the basic information you'll-require to field a Black
Templars army in scenarios you've devised yourself, as
-~ part of a campaign series of games, or whatever else -
~ may take your fancy. :

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

—__ Before you can choose an army for a game, you will -

the total number of points each of you will have to spend
on your army. Having done this you can proceed o pick -
an army as described below.

~ USING A FORCE
ORGANISATION CHART

_The army lists are used in conjunction with the Force
_Qrganisation chart from a scenario. Each Force
_ Organisation -chart is split into five categories that
correspond to the sections in the army list, and each

Z _- you may make one choice from that section of the army
~ list, while a dark toned box means that you must make a
choice-from that section.

USING THE ARMY LISTS

To make a choice, look in the relevant section in the army
list and decide what unit you wish to have in your

army, how many models there will be in the
unit, and which upgrades you want (if
any). Remember that you cannot
usually field models that are
equipped with weapons and
wargear that are not shown on the
model.

Once this is done, subtract the

points value of the unit from your

total points and then go back and

make another choice. Continue

doing this until you have spent all your

points. Now you are ready to purge
¢ the alien and the heretic from the
Imperium.

\
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need to agree with your opponent upon a scenario and-

- COMPULSORY OPTIONAL OPTIONAL
1HQ 1 HQ 3 Fast Altack
2 Troops 4 Troops 3 Heavy
5 3 Elites Support

ARMY LIST ENTRIES

Each armsr list entry consists of the following:

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

category has one or more boxes. Each-box indicates that-\,_,} Profile: These are the _charécteristics of that unit type,

__including its points cost.

Number/Squad: This shows the number of models in the

unit, or the number of models you may take for one"

choice from the Force Organisationi-chart. If this is a

variable amount, it shows the mnmmum and maximum

unijt size.
Weapons: These are the unit's standard weapons.

Options: This lists the different weapon and
equipment options for the unit and any

members, not to a character in the
unit.

otherwise stated

Special Rules: This is. where you'll
- find any special rules-that apply (]
tﬁe uhlt ey

additional points cost for taking these
options. If a squad is allowed 1o have
models with upgrades, then these .
must be given to ordinary unit’

Any model who takes an-
upgrade weaponioses the weapon *
he was origmally armed- with uniess'

»
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Options 7 Commander is- equrpped wrfh crusader seals and can be gwen:‘ any
equipment allowed from the Black Templars Afmoury. 3 S

: Independent Character: A Brack Temp[ars Commander is an lndependent Charaeter 3
See the Black Templars.characters special rule for more details. 5

' Rites of Battle: Black Tempfars Commanders ha\re led their warriors through the heat of

" battle for centunes with a depth of faith and self-belief unmatched by mortat men. They

are able to-fire the zealous ardour of their warriors and coordinate units under their

*_ command Wwith ruthless efficiency, monitoring inputs from other squads’ auto-senses and

imparting their great wisdom with but a word. If a Black Templars Commander is on the

table then all Other Black Templars umts may use his'Leadership for Morare Prnnmg or
Leadership tests. = : e

Command Squad: A Commander ‘may Iead a Command squad or a Termlnator
~'Cc‘mmand squad. See the unit entnas for detalls : o

. Pts/Model WS BS. S T W |
~_Emperor's Champion 90 = i e e

Chosen ‘of the Emperur Every Bbadk Tempiars army of at least 750 pornts must include
an Emperor s Champlon “Forces. smaller than this can include the Emperor's Champion,
but do-not have to (though this, means that the army will'not benefit from any vows). The
‘Emperor’s Champron does NOT use- upan HQ slot on a Force Organisation chart S0 you
may still plck your mo HQ chmces as- normal

W \
i

Wargear. The Emperor S Champron ‘carries the Black Sword and wears the Armour of

Faith (see below): He is ‘also equrpped with Terminator. Honeurs (bonuses included
P ; == above} crusader- saals frag. grenades -and a bolt plstoi You may not purchase additional
N : = - equipment for the Emperors Champron .

-

Vows: The Emperor’s Champlon must choose one of the vows issted belowat the points cost indicated fo have his warnors swear.
! Detalis of the Black Templars vows and their game effects are’ gwan on the pages 24—25

i g = Accept-any Challenge, no maﬁer the ndds e < ou:...+50 points:
. Uphold the Honour of the Emperoti = o o A +10 points =
= : ‘Suffer not the-UncleantoLive ...z ... e . : .+35 points.

S Abhor the Witch, Destroy the Witch .=~ . i e " -.7=.+20 points

NOIdWVHD S d0dddINA. FH.L- _
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Always an Independent Character The Emperor s Champron always frghts as an. Independent Charac{er and may never
* lead, join or ke attachedto a Command squad.-

The Black Sword One of the most fearsome weapons of ths Biack Templars the Black Sworci is |mbued with the power
. of their righteous- fury and crusading zeal. Inthe-hands of the E’aneror s Champion it is a truly deadly- weapon, capable of
.~ tearing armour and ﬂesh with equal ease. The Bfack Sword isa power weapon that adds +2 to the Emperor's Champron S
Strength. ; : == :

2 Zy 2 :
| The Armour of Fanh ‘Hand- craﬁed by master an:fncers “the Armour of Faith is forged w;th prayets of protection chanted
i over every hammer blowand tempered with the most sacred and holy ails. Inscribéd with wards and catechisms of hatred,
it protects the Emperers Champion that he mrght cafry out his sacred duty. The:Armour of Faith is artificer armour and
: r:onfers ads lnvutnerabie Sa\re“m close combat that the Emperor 5 C}hampron ‘may use instead of his normal Armour Save.

; Slayer of Champions IL Ts tirre sacrec{ duty -of the Emper@ Champron o seek out and slay enemy leaders and

. _champions. Before resolving combats in any Assauft phase where the Emperor’s Champron is-in combat with an enemy
- ynit containing-one or more enemy Independem Characters you must immediately mave the Emperor’s Champion so that
he s in base-to-base: contact with at least one enemy Independent Charagter (mamtarn“ ing: coherency wﬂhany unit he has

’ Jorned) t{here IS’UQ rcam 1o place the Empemr 5 Champrcm in base-to base contact, simply move a friendly: model out of
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SWORD BRETHREN |
TERMINATOR COMMAND SQUADS

32 BURN THE HERETIC == Z =

~ ~ Reclusiarch 95 55 44

~ MasterofSanctity 110 5 5 4 4

N owls
»
w w
=
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Weapons: A Chaplain is armed with a crozius arcanum and wears a rosarius and
crusader seals.

Options: A Chaplain can be given any equipment allowed from the Black Templars
Armoury.

Independent Character: A Chaplain is an Independent Character. See the Black
Templars Characters special rule for more details.

Unmatched Zeal: Black Templars Chaplains are fiery zealots, even amongst a Chapter
of zealots, driving the warriors around them to unimaginable heights of fury and
passion. They, and all members of any Black Templars unit they have joined, lead or
are attached to are Fearless and are therefore considered to pass any Morale checks they are required to make. In*

addition, any Righteous Zeal moves may be made towards any enemy unit, not just the nearest one as would normally be
the case. |

Reclusiam Command squad: A Chaplain may lead a Command squad or a Terminator Command squad. See the unit
entries for details. A Standard Bearer within one Reclusiam Command squad may carry a Holy Relic at +30 points. The ’
Chaplain may also be accompanied by up to 3 Cenobyte Servitors of the Company Chapel at + 10 each, regardless of
whether he has a Command squad or not.

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

Pts/Model WS BS S T W | A Ld Sv
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You may take a Command squad to accompany a Commander or Chaplain. See the
other HQ entries for details. Terminator Command squads may only have characters or
other models attached to them if these models are equipped-with Terminator armour.

Number/squad: Sergeant and 3-9 Sword Brethren Terminators.

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

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

Sergeant: The Sergeant may select equipment from the Black Templars Armoury.
Crusader seals: All models in the squad may take crusader seals at a cost of +2 points per model.

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

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

Teleport: A Terminator Command squad may teleport onto the battlefield, taking the fight directly to the heart of their 2
enemy’s battle line. They may always start the game in Reserve and arrive usmg the Deep Strike specnal rule, even if it is
not part of the mission being played 2
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~You may take a Command squad to accompany a Commander of Chaplain. See the
other HQ entries for details. Independent Characters in Terminator atmotir may not lead. | -
- or be attached to a Command squad, they may join it during the course of play, howey'.ei'."'»;'

' Number/squad: Sergéant and 4-9 Black Templars Space Marines. -

Weapons: Bolter. Any model in the squad may replace its bolter with a bpif’ hi;étolv-is'mcl
__close combat weapon at no extra points cost. e

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

or multi-melta?at +20 points, plasma £annon or lascannon at +35 points; flamer at +6
~~ = points, meltagun or plasma gun at +10 points. ==

bs a s
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Crusader seals: All'models in the squad may take crusader seals at 'a___:o_zj.’ost of %2 points per model.

Characters: Models which é’ré’hbt'"armed with gither a heavy bolter; missile launcher, multi-i"n_élta, plasma cannon,
lascannon, flamer, meltagun or plasma gun may be"’tng;'at;{eq»_to be a specialist as described below,

SPECIALISTS - = 2=
~ Apothecary: One model may be upgraded to an Apothecary withya nanhe,cium at+15 points. . = ==

Fighting Company Standard Bearer: One model may be-Upgraded to.a Standard Bearer camrying a Fighting Company
Standard at +25 paoints. e = : £ = S

Fighting Company Champien: One model maif bé-u-pg_r'-ad,
combat shield and bolt pistol at +20 points, =

Company Gﬁémﬁq'n armed with a power weapon,

All specialists with Terminator Honours may select additional equipment from the Black Templars Armoury: The narthecium,
Fighting Company Standard and combat shield are detailed in the Black Templ_ars Armoury. - - ?

Sergeant: The Sergeant can be given Terminator Honours at +15 points.-If so, he may select equipment from the Black ‘
Templars Armoury. In addition, if the Sergeant has Terminator Honours, then all other Space Marines in the squad may be |- 2

. given Terminator Honours at +10 points per model. "~ °

¢ characters, numbers six models or less may select a Razorback
transport. Command squads that number ten models or less may select a Rhino transport. A Command squad which,
including attached characters, numbers fifteen medels or less may. select a Land Raider Crusader transport. See the

Transport Vehicles entry for the details of Rhinos and Razorbacks, and the Heavy Support entry for details of the Land
Raider Crusader. ‘ ' = : E :

Transport: A Command sguad which, including attached

Special Skills: Deadly veterans of a thousand campaigns, Spate Marines quickly mastei"ingu:merable battlefield
technigues to better destroy their foes. At a cost of +3 points per modsl, all models in a Command squad {including
Ieading/attached.Characters) may be upgraded to have one of the following skills: Furious Charge: Counter-attack; Infiltrate

{may only be selected if the squad does not have a transport ve_hiE:ie‘)_. (See the Universal Special Rules section of the
Warhammer 40,000 rutebook). = -

“This day shall be our day
of reckoning. Look not to
the shame of the past, but-
to the glory of the future. /2
We shall wash away the
“stain of our dishonour- in
the hot blood of our

enemies.”

TR

Sword Brclh%_cn Lotenzo’s address &
to the warriors of the Varl .Crusadr; :
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: ‘!_*{ﬂmb;erisquad: Between 5 and 10 Sword Bretﬁren Terminators

Weapons: All Sword Brethren Terminators have a storm bolter and a power fist.

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

¥
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TERMINATOR SQUAD.

Crusader seals: All models in the squad may take crusader seals at a cost of +2 points
per model.

Transport: A Terminator squad which numbers elght models or less may select a Land Ralder Crusader transpcart See the .
Heavy Support entry for details.

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

'SWORD BRETHREN

Teleport: A Terminator squad may teleport onto the battlefield, 'ﬁking the fight directly to the heart of their enemy’s battle
line. They may always start the game in Reserve and arrive using the’ "Deep Strike spemal rule, even if it is not part of'the
mission being played.
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WAk A A &3 6o

Number/squad: Between 5 and 10 Sword Brethren Terminators

Weapons: Sword Brethren TermmatorAssauIt Terminators will all have either a pairof
_ lightning claws or a thunder hammer and storm shiefd. Any combination of these two
types may be included in the squad.

Crusader seals: All models in the squad may take crusader seals at a cost of +2 points
per model. -

Transport: ATerminvator Assault squad which numbers éight models or less may select -
a Land Raider Crusader transport. See the Heavy Support entry for details.

Special Skills: Deadly veterans of a thousand campaigns, Space Marines quickly master innumerable battlefield
techniques to betler destroy their foes. At a cost of +3 points per model, all models in a squad may be upgraded to have
one of the following skills: Furious Charge; Tank Hunters. {See the Universal Special Rules sechon of the Warhammer
40,000 ruleboak). g

SWORD BRETHREN =
TERMINATOR ASSAULT SQUAD,”

Teleport: A Terminator Assault squad may teleport onto the battlefield, taking the fight directly to the heart of their eh’emy’s_—
battle line. They may always start the game in Reserve and arrive using the Deep Strike special rule; even if it 15 not part of
of the mission being played. :

e ._.-._J_._.__-.._._.-._.,._._"‘-_-._..-...._.m_..,.-_-_;._._-d_.__a_. iy

“The Emperor extends His will to us when we destroy t tlu: wicked and 1mpurc ta” rcconqucr
the galaxy in His name. The Empl:ror leads the galaxy to righicousutss and thus we must
pcmmn for Hxs ]'udgmcnt on thc wickcd for lt is judgmcnt wrthout mercy.” :

ngh Marshal H;.le:cht addrcssmg hla warriors, pnor to lh: Clunsmg of Gemicnon Ma1ao:1s

e e e

—
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— Pis/Model” WS BS S W
"SwordBrerhren 19 A 4. 1 8 3+

Numberisquad Between T and 10 Sword Brethren

: Weapons Bolter. Al models in fhe squad may replace their bolters wrth a bolt plstol
“and close combat weapon for free =" : ._ =t

Veterans: Any model in “the wunit may be grven Terminator Honours at a- cost of +10
-~ points per model. Models’ with Terminator Honours may be equipped" “with a storm
* - shield and either a bolt pistol or close combat weapon at +10 points. Models with
Terminator Honours may add a oombat shleld to their bolt pistol for +5 points.

Options The squad may be equnpped with frag grenades-at +1 point per model and/or krak grenades at +2 points per
-mddel. One Space Marine can be armed with a weapon from the fallowing-list at the cost indicated: heavy bolter at +5
points; missile launcher or muiti-melfa at +10 points; lascannon at +15 points; plasma cannon at +20 pomts. a parr of
lightning claws at +25 points or a power fist at +15 pomts

One Space Manne can be armad with a weapon fro’m the foilowmg list at-the oost indicated: flamer at +6 pomts meltagun =
or plasma gun at+10 points; power weapon at +15 poi == =3 =

Crusader seals: Al models in the squad may take: usader seals at a cost of +2 pom‘{s per model = 3 2

_. % Transport A'Sword Brethren squad which numbers alx modet's or Iess may seleot a Razorbaclctransport Sword Brelhnen
'squads that number ten models or less may eelect a Flhmo trans See the Transport vehrcles ‘entry for- thelr detalls

B Speclal Skills: Deadly veterans of a thousand campa:gns,
techniques to better destyoy their foes. All models in a Sword Bri
Charge; Counter-attack; Infiltraite {may not be selected if the sq

~* Rules sectjon of the Warhammer-40,000 rulebook.

( Marmes quickly. masjer mnumerabte batilefieid
en squad will have: oneof the following skills: Furious —
as a transpon \rehrcie) See the Unwersal Speolal Z

— -~  swoun ==
: Pts. Front = Side Rear WS- BS S i
o 12»- -_1,0., -4 4 A;e(m) 4

Type Walker 72 Crew. One SpaceManne

*’Weapona The Dteadnoughls left: am is equnoped with a
z _Qreadnought close combat weapon that ‘has a'built-in storm
“bolter. -The: Dreadnought‘s nght any | ulpped with* an
.assautcanhgn e

C he Dreadnought may replacelts storm boiter witha
By -.-rhea\gt flamer: at- +10 points. The assault” cannon tan be

e upgraded ta a twin-finked lascannon at +20 porms ora multi-——
At ) ponnts AddmonaHy the Droadnoughl may replace
ose combat Weapon arm (including any-burlt—m wWeapons)
avmrsssle launcher atan addrtlonal ‘costof-+10 points. If this -
eption is taken, 1he Dreadnought uses-iis basic Strength (6) in
: close oombat and no Ic nyer ignores Armour Saves.

= Veqe;abie Aawol s fearsomé warriors, the accumuratod
*wrsdom of a Dreadnoughts cenmnes of battle is an_

trating hlt you may. ask your opponent to re- rolruthe -
1 ond resu]t even if itis worsei

adnoughts may have any of the: followmg vehlgle upgrades at lhe cogst |1sted in the Black Templars
our, sear‘ hlrght or smoke launchers. - E
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Pts/Model WS BS S T W |

Techmarine 70 4z = 4 4 2 4
Tech Servitor 10 a5
- Combat Servitor 25 A==3=—3—3 13
Gun Servitor 10+gun 3 4 3 8 1 3

~Number/squad: A Techmarine and 0 - 4 Servitors

Weapons: The Techmarine is armed with a bolter and power weapon and is

equipped with a signum, auspex, crusader-seals and a servo-arm.

Options: The Techmarine may upgrade his equipment to a full servo-harness at +35
points. The servo-harness incorporates the following features: artificer armour
(improving his Armour Save to 2+, which cannot be further upgraded to Terminator
armour), a second servo-arm (giving him two servo-arm attacks), a plasma cutter

- = = oD

(which counts as a twin-linked plasma pistol) and a flamer. In the Shooting phase,
the Techmarine may fire both harness-mounted weapons or one harness-mounted weapon and one of his personal
weapons. A Techmarine with -a servo-harness may re-roll the dice when attempting to repair a damaged vehicle (See

Blessing of the Omnissiah special rule).

Character: A Techmarine is an Independent Character, He may select additional equipment from the Black Templars
Armoury. He may lead a retinue of 0-4 Servitors, selected from the. options below. If he has a Servitor retinue the

Techmarine may not leave it or join another unit.

Blessing of the Omnissiah: As an Adept of the Cult Mechanicus, itis a
Techmarine's sacred duty to repair damaged vehicles and restore them
to their rightful place on the battlefield. If a Space Marine vehicle has
suffered an Immobilised or Weapon Destroyed result then there is a
chance the Techmarine can rekindle its angered war-spirit. To do this the
Techmarine must start the Movement phase of the Space Marine turnin
contact with the damaged vehicle and not be inside it (although he can
disembark and begin the repairs), Falling Back, Locked or Pinned: Roll a
D6 and if the result is a 6 then either a Weapon Destroyed result or
Immobilised result {ewning player's choice) will be repaired. Both the
vehicle and the Techmarine (including any unit he leads or has joined)
must remain stationary for the entire Movement phase. The repair
attempt will be complete before the Shooting phase begins.

SERVITORS ' =
Techmarines often take to the field of battle accompanied by heavily

.augmented servitors from the Chapter forge. They can be of several
different types, most commonly Technical Servitors, Combat Servitors

or Gun Servitors, though Techmarines do not benefit from the
Righteous Zeal special rule if a Servitor is killed. A Techmarine's retinue
may consist of any mix of the Servitors listed below:

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

Combat Servitors: Mono-tasked with defending a Techmarine from
enemy assaults, these Servitors are equipped purely to fight in close
combat. They are armed with a power fist and a close combat weapon.

Technical Servitors: A relativély common sight in the Imperium,
these Servitors are not intended for combat, but are very useful in
helping in the repair of damaged vehicles. For each Technical

Servitor in the Techmarine’s retinue, add +1 to the dice when rolling —

to repair damaged Space Marine vehicles, to a maximum score of 6
(see Blessing of the Omnissiah special rule). Technical Serwtors are
armed with a single close combat weapon.

Transport: A Techmarine (and any Servitors) may select a Razorback,
Rhino or Land Raider Crusader transport. See the Transport Vehicles -

or Heavy Support entry for thear detatls

SERVO-HARNESS

A Techmarine servo-harness s fitted with
an array of servo-arms carrying drilfs,
welders and cutters, and is wom over
power armour, connecling to its external
poris. Space Matine armour is fitted with
gyro-stabilisers and electrically-triggered
fibre bundles that react fo the movements
of the wearer. When a servo-harness is
worn, it overrides the power armour

controls to maintain balance while handling
massive weights and operating heavy
power tools. Muftiple servo-arms fitted fo a
servo-hamess enable a Techmarine to heft
armoured plates and tracks with ease and
carry enough weaponvy to ensure that he is
not disturbed while doing-so.
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Initiate — =
Neophyte 10 35 4 4

w
1
1

Number!squad: The squad consists of between 5 and 10 Initiates. [n addition, ybu may
include any number of Neophytes in the unit, but you cannot choose more Neophytes
than Initiates. e

Weapons: Initiates are armed with either bolt pistols and close combat weapons, or
bolters. Any combination of these two types may be included in the squad. Neophytes are
armed with either shotguns or bolt pistols and close combat weapons. Any combination
of these two types may be included in the squad. :

Optlons:‘dne Initiate may be armed with the followin‘g weapons: power weapon and bolt
pistol at +10 points; power fist and bolt pistol at +15 points: heavy bolter.at +5 points;

.missile launcher or multi-melta at +10 points; lascannon at +15 points; plasma cannon at
+ 20 points. - == a2

One other Initiate may be armed with one of the following weapons: flamer-at +6 points:

meltagun at +10 points; plasma gun‘at +6 points. -

The entire squad may be equipped with frag grenades at +1 point per model and/or krak ‘ i
.grenades at +2 points per model. 52 527

Crusader seals: All Initiates in the squad may take crusader seals at a cost of.+2 points
~+ per model. Note that Neophytes may not be given crusader seals. =

Transport: A Crusader squad that. numbers six models or less may: select a Razorback
transport. Crusader squads that number ten models or less may select a Rhino transport. See
the Transport Vehicles entry for their details. A Crusader squad that numbers fifteen models
or less may select a Land Raider Crusader transport. See the Heavy Support entry for details.

N
\ "5 &
2w
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Caatam Spaoe ﬂanne units have the-option of selecting a transport vehicle. These vehicles do not use up any
- additional Force Organisation chart selections, but otherwise function as separate units. The vehicles described here
~— may only lransport the units they are selected with, and may not be used to transport other units during the course of
_ a battle: See the Warhammer 40,000 rules for details of dedicated transports. Land Raider Crusaders may be selected
by some units as dedicated transports. See the entry in the Heavy Support section for details. Because Land Raider
- Crusaders are such formidable vehicles they do not count as dedicated transports for the purposes of hoiding
“objectives and scoring Victory Points. Treat them as vehicles instead.

Type: Tank. Crew: One Initiate. ARMOUR
= Pts Front Side Rear WS BS S 1 A

)

‘.Weapon‘s: The Rhino is armed with a storm bolter.

50 11 1" 10 n/a 4 na na na

)

' Tr.inspor!: The Rhino may-carry up to 10 Space
. Marines, but may not transport Terminators.

Fire Points: Up to two models can fire from the Rhino's
top hatch,

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

RHINO

Vehicle upgrades: Rhinos may have any of the
following vehicle upgrades at the cost listed in the Space
Marines Armoury: dozer blades; exira armour, hunter-
killer missile; pintle-mounted storm ‘bolter; Power of the
Machine Spirit; searchlight; smoke launchers. '

1 / - Repair: Rhinos are exceptianaliy ‘resilient vehicles and can often be repaired by their crew in the heat of battle. If a Rhino
: 2 is immobilised for any reason, then in subsequent turns the driver may attempt to effect a temporary repair instead of
£ shooting. Roll a D6 in the Shooting phasa and on a 6 the vehicle is free to move in its next turn.

g Type: Tank. Crew: One Initiate. - - = = ARMOUR
3 Pts Front Side Rear WS BS S | A
70 11 11, 10 n/a 4 nfa na nfa

Weaﬁons: The Razorback’s turret is armed with a twin-
linked heavy bolter. :

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

- Transport: The Razorback may carry upto 6 Space
Marines, but may not transport Terminators. E=—2

Fire Points: None.

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

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

VAR VA RV A

MUY

Type: Vehicle, Immoblre Open-topped : AHMOUF! et
Pts Front Side Rear WS BS S = Al
0= 12 % Hp=== 12, na 2 nla-na na.;

Crew: None. ==
Weapons: A drop pod is armed with a storm bolter. :
Options: A drop pod can be upgradacL ‘1o  carry 2 Deathwmd launcher at +20 points. :

Deathwind Launcher Range e Slrength 5; AP 6; Heavy 1, Large Blast s

Transport A drop pod may carry up to 10 Space Marmas. 5 Terminators or 1 Dreadnought. ane passengers have
disembarked they may not re-embark.-

Fire Points: None : l\ccess Folht& Oﬁen-topped vehicle. ’

A drop ped always has the Power of the Machme Spint upgrade this has been included in-its pomts cost. Drop pods may
fire cn%hesame turn as they ianc& 3 = 3 i




: PlsModel WS : ; :
© Iniliate 22 G A A2 2 g%

" Number/squad: Between 5 and 10 Initiates.

Weapons: The ennre squad is armed with bolt pistols and close combat weapcns
- They are also equupped with frag grenades and jump packs, ;

Options: The entire squad may be equipped with krak grenades at +1 pt per model
‘and/or meltabombs at +2 points per model. Up to two Initiates can exchange fheir bolt
- pistol for a plasma pisfol at +5 points or a flamer at +6 points. One Mitiate may
exchange his close combat weapon with a power weapon for +10 points or a power fist
for +15 points. Any model may exchange its bolt pistol-for a storm shield for +3 points.

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

avnos LINVsSy

SAVIdWAL MOV Td

ARMOUR
Pts Front Side. Rear WS BS. S 1 A %}

50 10 10 10 na 4 na wa wa %

Type: Fast, Skimmer.

Crew: Two Initiates.

f Squad: The squadron consists of between
B ; 1.and 3 Land Speeders.

8 y 2 Weapons: Each Land Speeder is armed with
3 a heavy bolter.

! e = Options: Any Land Speeder may replace its
{ heavy bolter with a multi-melta at +15 points

each. They may additionally be upgraded as

a Tornado or Typhoon, although you may not

use both Tornado and Typhoon upgrades on

the same model. All types of Land Speeders
 can be combined in a smgle squadron.

« Land Speeder Tornado: Tornado pattern Land Speeders are more heavily armed than a normal Land Speeder, carrying
an effective mix of anti-armour and anti-personnel weaponry, and are often used to exploit weaknesses'in the enemy battle
line. AnyLand Speeder with a heavy bolter may be upgraded to a Land Speeder Tornado by adding an assault cannon at
+30 points. Any Land Speeder with a multi-melta may add a heavy flamer at +10 pomts

SNOJAVNOS ¥TAIAdS ANV

[I' * Land Speeder Typhoon: Typhoon pattern Land Speeders are fitted with the Typhoon multlple missile launcher and are
- used to break up enemy troop formations or attack other light vehicles. Land Speeders may add a Typhncn multiple missile
launcher at + 20 points.

Typhoon multiple mlsslle Iauncher. Range 48"' S 5 AP 5 Heaw 1, 81ast Twin-linked.

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

“There can be no’ meeting of mmds and o vnderstanding with such bcmgs as exist in the dark
places of the - galaxy There is snmpl)r a choxcc defeat them or be defcated by- them. And defeat

them we will -
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Pis/Model WS BS S T W | A Ld Sv
*lnitiate Biker Bl 4 4 _AlE] 14— B 34
_" Attack Bike 50 &4 4 4(5) 2 38

2 8 3+

==
Number/squad: Between 3 and 5 Initiates on Space Marine bikes.

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

Options: Up to three Initiates in the squad may exchange their bolt
pistol for one of the following weapons: flamer at +3 points;
meltagun at 10 points; plasma gun at +8 points; power weapon at
+10 points. The squad may be equipped with krak grenades at +1
pt per model. =

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

: PtsiModel WS BS S T W
Attack Bike 50 4 4- 4 45 2

Number/squad: 2 to 3 Black Templars Attack Bikes, each with two
Initiate crew.

Weapons: Each Attack Bike is armed with twin-linked bolters and
a heavy bolter. All Bikers are equipped with frag grenades.

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

ATTACK
BIKE SQUADRON

40




- ARMOUR = T8
Pts Front Side Rear WS BS s ° | A
13 1 10 nfa - 4 n/a n/a n/a

Type: Tank. Crew: Two Initiates.

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

Vehicle upgrades: Vindicators may have any of the '~
following vehicle upgrades at the cost listed in the @~
Black Templars Armoury: dozer blades; extra armour;
hunter-killer missile; pintle-mounted storm bolter;

; %] 3 = Power of the Machine Spirit; searchlight; smoke = ‘
e e e launchers. 2 .

AOLVIIANIA

MAN

ARMOUR : 2
Pts Front Side Rear WS BS S : A
120 13 11 10 n/a 4 n/a n/a n/a

Type: Tank. . Crew: Two Initiates.

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

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

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

JOLVIIHINNY
JOLvVdITdd

ARMOUR
Pts Front Side Rear WS BS S [ A
100 i3 11 10 n/a 4 nia na n‘a .

Type: Tank. . Crew: Two Initiates.

Weapons':'A Predator Destructor is armed with a
turret-mounted autocannon.

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

Vehicle upgrades: Predator Destructors may have
any of the following vehicle upgrades at the cost
listed in the Black Templars Armoury: dozer blades;
extra armour; hunter-killer missile; pintle-mounted
storm. -bolter; Power of the Machine Spirit; ‘g
, searchlight; smoke launchers. . |

JOLONALSTA
AOLVATdd
g
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LAND RAIDER CRUSADER

—aT

"J'dbapons: The Land Raider is armed

*—— HEAVY SUPPORT ——

=

"ARMOUR

Pts Front Side Rear WS BS S 1 A
250 14 14 14 - nfa 4 n/a n‘a n/a

Crew: Three Initiates.

with a hull-mounted, twin-linked heavy
bolter and two side sponsons ‘equipped
with twin-linked lascannons.

Fire Points: None.

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

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

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

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

ARMOUR
Pts Front Side . Rear WS BS s 1 A
265 14 14 14 n/a 4 n/a n/a n/a
Type: Tank.

Crew: Three Initiates.

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

Frag Assault Launchers: The front of
a Land Raider Crusader Is studded with
explosive charges designed to hurl
shrapnel at the enemy as the troops
inside charge out. Any unit that charges
into close combat on the same turn as it
disembarks from the Crusader counts
as having frag grenades.

Fire Points: None.

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

Transport: Without the generators required to power sponson lascannons, a Land Rander Crusader can transport mere .
passengers than normal. Crusaders can carry up to 15 Space Marines | in power armour or 8 Termlnators

Power of the Machine Spirit: Land Raiders are imbued with the Power of the Machine Spmt vehlcle upgrade and-its cost”
is included in the vehicle's points value. See the Vehicle Upgrade section for details. Z

Extra Armour: All Land Raider Crusaders have the extra armour upgrade and its cost is included in the vé?gicle's points value,

Vehicle upgrades: Land Raider Crusaders may have any of the following vehicle upgrades at the cost listed in the Black
Templars Armoury: blessed hull; dozer blades, humer-killar missile; pmllermounted stmm : bdll,er searchllght‘ smoka
iaunchers - z




645.M39 - The Jerulas Crusade

- The Land Raider Crusader; though now in use with a -

great many Chapters of Space Marines, first saw action
with the Black Templars during the Jerulas Crusade of
645.M39. Preachers from the-Missionarus Galaxia had
made contact with this' long-isolated system and sought
to return it to the Emperor's Light, but its worlds were
prosperous and had survived for centuries without what
they saw as interference from a regime thousands of
light years away. The first missionaries were killed and
their ships destroyed, but more were to follow. And they
did not come alone; they came with the Black Templars
of the Jerulas Crusade. Under the command of none
other than the great tactician High Marshal Ludoldus,
veteran of the bloody Vineulus Crusade and instigator of
the eternal Morator Crusade, ‘the Black Templars
smashed aside all resistance as Ihey pushed in towards

the core planets, : =

-The- surrounding worlds h’adv. fallen quickly to the
Crusade, but Jerulas ifself was-a well-fortified hive world,
its many spires protected by formidable defences.

Numerous besiegements were undertaken by the Black -

Templars — .each incurring heavy losSes and each
promising no swift end'to the Crusade. Despite this, it

was only a matter of time-before starvation and chronic ==

hold. Each of the treacherous spires fell upon the first
“escalade and within a month those hives that remained. _
" in enemy hands had surrendered, though the Black ™
_ Templars proved to be merciless in victory.

water shortages on Jerulas forced the end of its
resistance, but Ludoldus would have nothing to do-with
such a solution. At the Muster of Castellans, he declared

that the Crusade would only be ended on-the blade of a -

chainsiword or by the rodr of a bolter. Faced with such
formidable defences, it was not until the discovery of
ancient techno-arcana in the long-forgotten depths of a
captured hive that the tide of battle was to turn. Amidst
the tattered scrolls and flickering holo-schematics,
Marine Arfificer Simagus discovered the means to
develop one of the most feared battle tanks in the
Imperium, the Land Raider Crusader. © .

The Crusader was developed as a line-breaking tank,
built and armed to plough into entrenched enemy or

those occupying highly defensible positions. It has-an_
expanded troop capacity and special frag charges that fill —

the air before it with lethal shrapnel and allow it to safely
disgorge a sizeable squad of Space Marines of

Terminators into the heart of the énemy Jines. Several

other Chapters requested information regarding the
remodelling of the Crusader as tales of its successes
spread, and in 763.M39 the Crusader pattern-became
officially recognised by the Techpriests of Mars (a mere
formality, since it is estimated the design had spread to
hundreds of Chapters by this time).

The Land Raider Crusader was able to deliver the Black

Templars into the _’h‘ean of the traitorous hives-and,
_against such lethal opposition, they could not possibly

43
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= He-ihrecht exemplifies the qualities of stubbornness

and unswerving loyalty to the Emperor that are the

_hallmarks of the Black Templars Chapter. He was elected
- High Marshal in 989.M41 following the final subjugation

of the Xenarchs of the Sigilare Nebula. His rise through
the Black Templars was swift and brutal, his desire to
slay the enemies of the Emperor impressing his peers
with its sheer ferocity. Before long, Helbrecht was
inducted to the Sword Brethren for slaying a Warp-
spawned Vampire that had risen to power and taken
control of the hive world of Cephian 1V. As part of Marshal
Daidin's Crusade, Helbrecht fought with courage and
furious zeal for decades, eventually rising to command it
upon Daidin’s death.

When High Marshal Kordhel was slain by a frenzied

champion of the Ruinous Powers, the Marshals of the -

Black Templars gathered to choose a new leader.
Helbrecht was elected unanimously and ritually
presented with the Sword of the High Marshals — the
most sacred relic of the Black Templars. This mighty
weapon is said to contain fragments of the weapon
wielded by Rogal Dorn when he accompanied the
Emperor onto Horus' baitle barge. Legends of the Black
Templars speak of Dorn breaking the sword across his
knee and swearing never to wield it again after his failure
to protect the Emperor. It was the decree of Sigismund
that the weapon carried by all High Marshals would
forever remind them of their duty of atonement by
incorporating pieces of Dorn’s sword in its forging.

Helbrecht immediately declared a Crusade against the
Cythor Fiends of the Ghoul Stars, taking the fight into this
desolate region of space, from which no expedition had
ever returned. Within eight years, the xenos population

of the outlying systems had been exterminated and the

Crusade pushed onwards to the aliens’ homeworld, but
upon reaching the core systems, they were found to be
eerily empty. No trace could be found of the aliens, but
before the mystery could be fully explored, a desperate
call for help came from the besieged world of
Armageddon telling of the return of the Ork Warlord,
Ghazghkull Mag Uruk Thraka. Retreating to the most
secret chambers of the Eternal Crusader to contact
Marshal Ricard of the Dimaris Crusade and Marshal
Amalrich of the Tiberior Crusade, Helbrecht declared a
new Crusade.

The three Crusades of the Black Templars mustered at
the Chapter keep on Fergax and departed for
Segmentum Solar after observing the correct prayers
and devotions to the Emperor. Upon arrival in the
Armageddon system, Helbrecht's experience of
commanding a great fleet made him the natural leader of
the assembled Adeptus Astartes ships, while Marshals
Ricard and Amalrich took their Crusades to the surface
of Armageddon. The war in space was bifterly fought,
with Helbrecht leading many storming actions aboard
Ork hulks and, together with Admiral Parol's fleet,
effectively crippling the Ork invasion.

- HERESY GROWS FROM IDLENESS

As the hulk believed te be Ghazghkull's flagship
retreated from Armageddon, Helbrecht swore a mighty
oath to pursue the Ork warlord. The Hero of |
Armageddon, Commissar Yarrick, petitioned Helbrecht
for the honour of accompanying the Black Templars in
their quest and it is a measure of the respect in which the
High Marshal held the venerable Commissar that his
request was granted.

Pts WS BS § T W | A Ld Sv
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Helbrecht 7

Special Character: High Marshal Helbrecht is a special
character. He may be used in Black Templar armies of at
least 1,500 points as an HQ choice. You may not select
any additional items for him from the Armoury.

Equipment: Artificer armour, Sword of the High
Marshals, combi-meltagun, bionics, crusader seals,
Terminator Honours (bonus included in profile), lron
Halo, frag grenades, and krak grenades.

SPECIAL RULES
Independent Character: High Marshal Helbrecht is an
Independent Character.

Rites of Battle: As Black Templar Commander (see
page 31).

Retinue: High Marshal Helbrecht may lead a Black
Templar Command squad chosen as normal from the
unit entry. If he does, you may include up to 5 Neophytes
armed with bolt pistol and close combat weapon at +10
points each, in addition to the normal maximum amount
of Initiates. One of these Neophytes (instead of an
Initiate) may be upgraded to be a Standard Bearer
carrying the Fighting Company Banner at +15 points.
None of these Neophyles may be given Terminator
Honours or crusader seals. |f Helbrecht chooses a
Command squad, he and all its members must be given
the Furious Charge Veteran Skill at +3 points per model.

Sword of the High Marshals: The Sword of the High
Marshals is a master-crafted power sword. In the first
round of any assault, Helbrecht gains +D3 Attacks in
addition to any other bonuses.
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: veteran of a score of successful Crusades,
Chaplain Grimaldus was raised from his Marshal's
Sword Brethren and inducted into the mysteries of the
Reclusiam after the Battle of Fire and Blood. Such was
his faith and devotion to the Emperor that

the Chaplains saw in the young
Grimaldus the makings of a
powerful warrior priest. Taking
his vows before the shattered
Sword of Dorn aboard the
Eternal Crusader, Grimaldus
justified the Chaplains’
. faith, zealously leading
the warriors of the Black
Templars in battle —
suffering many grievous
wounds in the thickest
fighting, but steadfastly
refusing to succumb.
After a century of
faithful service,
Grimaldus was

elevated to the role of Reclusiarch and accompanied
High Marshal Helbrecht to the war-torn world of
Armageddon.

Three Crusades of the Black Templars were despatched
to Armageddon and, under the direction of Helbrecht,
deployed in areas where the fighting was sure to be
heaviest. Helbrecht charged Grimaldus to lead one of
these Crusades to Hive Helsreach, besieged by
thousands of Orks who swarmed the hive from a vast
fleet of submersibles launched from the icy Deadlands far
to the south. Cne of the main bastions of resistance was
centred upon the Temple of the Emperar Ascendant, a
vast basilica that had stood on Armageddon since the
earliest days of colonisation. A great horde of Orks
attacked the temple and, for nearly two months, the
defenders held the Orks at bay before the Greenskins
finally penetrated the temple precincts, looting and
destroying priceless holy relics in equal measure. The
hive militias and Imperial Guard units fled, but the Black
Templars would not yield and Grimaldus bellowed his
now famous cry, “I have dug my grave in this place and |
will either triumph or | will die!”

Such heroism hardened the hearts of the fleeing defenders
and they tumed and fell upon the Orks. The battle
degenerated into a bloody mélée in the heart of the building
that was only ended when the entire structure collapsed in
a maelstrom of rubble and fire. All were feared lost, but

a day later the bloody, but unbowed, form of Chaplain
Grimaldus crawled from the ruins, bearing the last relics
of the temple and vowing that all would remember the lives
that had been lost for this world. Apothecaries who later
treated Grimaldus’' wounds exclaimed that it
was a miracle he siill lived, let alone had
had the strength to climb from the rubble of
a destroyed building. Upon commencement
of the Season of Fire, Grimaldus was
honoured with the title ‘Hero of
o 2 Helsreach’, the greatest honour
its inhabitants could grant,



i " Pts WSBS S.-T W. I A LdSv.
Grimaldus '-195”5 5 4.4 2-5 4 O3

Special. Character: Chaplain Grimaldus is a special
character. He may be used in Black Templar armies of
at least 1,500 points as-an HQ choice. You may not
select any additional equipment or wargear beyond that
defined below. 2 : :

Equipment: Crozius areanum, rosarius, master-crafted
plasma pistol, Terminator Honours (bonus included in
profile), crusader seals.

SPECIAL RULES
Independent Character: Chaplain Grimaldus is an
Independent Character. -

Litanies of Hate: As Black Templar Chaplain (see
page 32).

Unmatched Zeal: As Black Templar Chaplain (see
page 32). Such is the awe and reverence in which
Grimaldus is held that any Black Templars unit with a
model within 68" of Grimaldus will benefit from this rule.

Command Squad: Chaplain Grimaldus may lead a
Reclusiam Command squad selected as normal from
the army list. No other Chaplains may join or be

attached to this sgquad and Grimaldus may not be -

attached to. or join another Chaplain’s Reclusiam
Command squad. Grimaldus may be attached to or join
a Marshall or Castellan’s Command squad as normal.

Only in Death does Duty End: Chaplain Grimaldus has
been wounded many times in battle, but such is-his
incredible. fortitude and faith in the Emperor that he
shrugs off the most grievous wounds while there are still
foes 1o slay. Once Grimaldus has lost all of his Wounds
(even if caused by a weapon that causes Instant Death),
~ do not remove him from play. Instead, take a Leadership
test and if this is passed, Grimaldus fights on with 1
Wound remaining. If he loses this Wourd remove him

from the table. It takes a phenomenal amount of
will-power to keep fighfing"when so badly wounded, so

* Grimaldus must take a Leadership test at the beginning

of each game turn for the rest of the battle. If this is
passed he fights on; but.if it is failed, he is removed

from play as his formidable willpower finally

gives out. : >

Cenobyte Retinue: Grimaldus
leads - three = Cenobyte '~
Servitors that carry the last
surviving relics of Hive
Helsreach’s Tempie of
the Emperor Ascendant
into ‘baitle: a column
from the Major Altar,
the remains of the
Banner of the Emperor
Victorious and blessed
water from the Stoup
of Elucidation. These
follow all the nermal
rules for = Cenobyte
Servitors and, so long
as at least one is alive,
Grimaldus counts as
having a holy relic-
(note that this does
not exciude the
Standard Bearer in:
his Reclusiam
Command sguad
from also carrying

a holy relic).
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Castellan B 5 4 4 2 5 3 9 3+
Emperor's Champion 6 4 4 4 2 5 2 10 24
Master of Sanctity 5 5 4 4 3 5 -3 103+
Reclusiarch =B 442 53 9Z 3¢
Cenobyte Servitor 4—3 =3 —F=—"S—t—=8"4%
Sword Brethren 4 44 4 T 4 1 8B 3+
Initiate 44— 44—t 11— 8 -3¢
Neophyte 3 34 4 1 4 1 7 4+
Terminator 4 4 4 4 1 4 2 9 2+
Techmarine 4 4 4-4 2 4-2 9 3¢
Tech Servitor e e e e s e L T
Combat Servitor 4 - [ -3 a1 -B 4
Gun Servitor S=4—F "84 3 T —0=4¢
Space Marine Biker 4 4 4451 4 1 8 3+
Attack Bike 4 4 4 4(5).2 4 2 B 3+

LiFE 1S THE EMPEROR'S- CURRENCY, SPEND IT WELL

ARMOUR

Front Side Rear BS
Rhino 11 11 10 4
Razorback 11 11 10 -
Land Speeder 10 10 10 4
Predater 13 11 10 4
Vindicator 13 1 10 4
Land Raider 14 14 14 4
ARMOUR

WS BS S Front Side Rear | A

Dreadnought 4 4 6(10) 12 = 10 4 2

RANGED WEAPONS

Weapon Range Sir. AP Type

Bolt pistol 12" 455 Pistol
Boltgun 24" 4 5 Rapid Fire
Storm bolter 24" : S Assault 2
Heavy bolter 36" 5 4 Heavy 3
Assault cannon 24" 6724 Heavy 4, Rending
Autocannon 48" 7 4 Heavy 2
Lascannon 48" 9= Heavy 1
Flamer Template 4 5 Assault 1
Heavy flamer Template 5 4 Assault 1
Meltagun 12" 8= Assault 1, Melta
Multi-melta 24" 8- 1 Heavy 1, Melta
Shotgun 125 8=—= Assault 2

M. launcher (Krak) 48" 8 3 Heavy 1*

M. launcher (Frag) 48" 4 6 Heavy 1, Blast*
Plasma pistol 2= =2 Pistol, Gets Hot!
Plasma gun 24" 7 2 Rapid Fire, Gets Hot!
Plasma cannon 36" 7 2 Heavy 1, Blast, Gets Hot!
Deathwind 12" 5 6 Heavy 1, Large Blast
Typhoon missile 48" ]

Heavy 1, Blast, Twin-linked
* A missile launcher can fire either frag or krak missiles.

See the Warhammer 40,000 rutebook for an explanation of
weapon types,

ORDNANCE
Weapon Range Sir. AP Type
. Demolisher - 24" 10 2 “Ord. 1/Large Blast




The following pages focus on the modeis that make up the Black Templars Space Marines army. There are
painting guides and colour schemes for the various warriors and vehicles, plus information about the banners
and heraldry of the Black Templars Crusades that you can use to personalise your army.

RUTHLESSNESS IS THE KINDNESS OF THE WISE 49
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The Black Templars proudly display their Chapter symbol on both shoulder guards, with the colour of the edge
trims used to denote their role within the Fighting Company. Each Crusade carries a banner, and each of its
warriors may bear a crusade badge emblazoned with a simple device to indicate which Crusade he is part of.

Initiate

Assaull squad

Chaplain

g

" P

The Armageddon
Crusade

This banner depicts an
Ork skuif and
commemorates the
many victories won on
the blood-soaked fields
of Armageddon. High
Marshal Helbrecht's
seal is emblazoned
upon the skull,
indicating his contempt
for the foe.

The War on Terra
Perhaps the Black
Tempiars' finest hour,
this banner honours
the other forces that
fought to defeat the
freacherous High Lord
Vandire. Note the
inclusion of the
Ecclesiarchy symbol
on the banner,
representing the
Brides of the Emperor.

~y

-

The Vinculus
Crusade

A daemon of the
Ruinous Powers,
destroyed on the
volcanic world of
Peleregon IV, Is the
main feature of this
banner, which
incorporales the
heraldic sword and
skull emblem of High
Marshal Ludoidus.

The Nimbosa Crusade
The Black Templars
fought alongside other
Space Marine
Chapters to reclaim
the world of Nimbosa
from the expanding
empire of a perfidious,
but technologically
advanced, xeno race,
winning many great
viclories and much
honour in the gruelling
campaign.

Sword Brethren

Apothecary

Second Purging of
Lastrati

Depicting the Hill of
Heretics, this banner
represents Marshal
Gervhart's Crusade to
purge this outwardly
pious world of its
blood-crazed
woarshippers of genelic
perfection. Through his
actions, the world was
retumed lo the
Emperor’s Light

* Iy
i

The Jerulas Crusade
Upon the fall of the
main spire of the
Jerulas Hive, one in
every one hundred
inhabitants was
executed for their
heresy in the manner
of the planet's ancient
fraditions as depicted
on this banner. Note
the inclusion of the
sword emblem of High
Marshal Ludofdus.




The Black Templars have an. effecﬂve heraidic colbur schemp that uses a palette of black, white and red. .

However, by painting ctusader seals, metallics and pamﬁmeqr yau can create extra details that enhance yaur‘r'-‘

army. The painting example below highlights these techniques on a Black Templars Initiate, as well as adding
extra touches for your Neophytes. Assaull squads and Sword Brethren. : Lo e

APPLY]NC
TRANSFERS

EYES

) ‘Start by painting the eyes Secab

Red, followed by a layer of Red

Gore: Highlight this with Blood 4
. Hed and Blazing Orange F.fna!!y,

Aadd a dot of Skull White in fhe 7
() comer of the eye. ' / -

SHOULDER GUARDS

©) Apply a layer of Fortress Grey and
O highiight this with' Skull White.

To add the liturgy, apply thin lines of
& Qhaqs Black over the Skull White.

X - : RRTTv— «"'«".'m:.-,g |
CRUSADER SEALS POWER ARMOUR | R 2
@ Use Scab Red followed by a @ Begin with a basecoat of Chaos | * Ne ¥
highlight of Red Gore mixed with - Black, followed by a highlight of | e |
Blood Rect To finish, apply J 2 Aok f Codex Grey mixed with Chaos Black | [+ ... % %= ¥
) / 4 - £ B e 00T §apa®
. Blood Red followed by / P . © on the edges of the armour. Apply | oo ' !
@ Blaing Orange. / : 53 successive highlights of Codex Grey | oown L TRTE
i f \ and Fortress Grey. | teees HEEKE
) RS E T L
METALLICS Shtse ARREE
3 N DR .
@ 7he chains, chest eagle’and all | B
metallic areas are painled with a * ; T AR
e basecoat af Bollgin Métal, 4 !

shadgd with a Black ink wash. : o —— .
This is highlighted by Chainmail : o 53 (S
and Mithiil Silver. S

For a wealth of useful
techniques and ideas
about painting your
models, read
How to Paint
Space Marines.

QAES WORISHOP
HOW TO PAINT

SPACE
MARINES
R -9-4.&.!}:4

TSN -

Neophyte Assault Marine Sword Brethren

The skin is painted Tanned The parchment is painted with a The gold area (s painted Shining
Flesh and highlighted with basecoat of Bestial Brown. Then Gold followed by Flesh Wash.
Dwarf Flesh. To finish, apply a it is layered with Bubonic Brown, Finish off with a highlight of

mix of Dwarf Flesh and Bleached Bone and Skull White Shining Gold mixed with

Bleached Bone, Mithril Silver.
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Marshal
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Emperor's Champion

s

T TV T R TR

T LLLSA SIS

e e p—

NIV AT TR TR TV

Chaplain in Terminalor armour




Chaplain Grimaldus leads his Cenobyle retinue

WISDOM 1S THE BEGINNING OF FEAR
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Black Tempiars Assault squad
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Speeder squadron
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5 HEREsY: HERESY BEGETS RETRIBUTION 59

Black Templars
ack Bike with multi-melta
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Land Speeder squadron

Black Templars Assault squad
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Black Templars Bike squadron

Aftack Bike with heavy bolter

THOUGHT BEGETS HERESY: HERESY BEGETS RETRIBUTION
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A Predator Annihilator and: Predator Deslructor

60 THE DIFFERENCE BETWEEN HERESY AND TRE.:\CHER\' IS IGNORANCE
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Constructed by Marine Artificer Simagus, the Land Raider Crusader was designed to break through enemy
lines, entrenchments and highly defended fortifications. Armed with Hurricane bolter arrays on its sponsons,
and replacing heavy bolters with assault cannons, the Crusader is a formidable tank.

Armageddon
crusade badge

Fintle-mounted
multi-mefta

Twin-linked-asSsault
canaon

THERE 1S ONLY THE: EMPEROR, AND HE 1S OUR SHIELD AND PROTECTOR

e
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TO THE LAST DROP OF BLOOD .

When Imperial forces entered orbit of the isolated world of Nimbosa, they found three Tau orbitals
and a host of freighters ferrying alien colonists to the planet's surface, Naval vessels destroyed
the orbitals and crippled the freighters before Space Marine Thunderhawks made planetfall to
launch a counter invasion.- The Black Templars were at the forefront of the attack, fighting
alongside several other Chapters, including their primogenitors, the Imperial Fists, under the
command of Captain Taelos. Though the battles in space had been easily won, thé land war
proved to be much more difficult, with Imperial forces having to pay in blood for each victory in the
gruelling campaign: Six months after the war began, the Tau forces were driven from Nimbosa
and the Marine-Artificers of the Black Templars raised a mighty Chapter keep in the Hebrak
Mountains. With the Tau in full retreat, Marshal Helbrecht ordered his warriors to march from the
‘keep and pursue the retreating Tau. None would escape the Emperor’s vengeance!
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..~ Some gamers like to convert their models to add a distinctive look to their armies, while others prefer to create
: dioramas to show off their painting and modelling skills. On this page are examples of both.

Castellan
Christian Valentin

Dreadnought
Diorama by Neil Hodgson

High Marshal
Thomas Barse

Emperor’'s Champion
Darren Latham

Sword Brethren Grimaldus and Retinue
Mike Anderson : Diorama by Mark Bedford
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BLACK TEMPLARS

In the grim darkness of the 41st millennium, Mankind is
assailed on all fronts by perfidious aliens, degenerate traitors
and treacherous rebels. To fight them is the destiny of the
Space Marines of the Black Templars, fearless champions
and unforgiving crusaders against the enemies of the
Emperor. Forged from the Imperial Fists Space Marines in the
aftermath of the Horus Heresy, the Black Templars have
undertaken the longest crusade the Imperiuin has ever
known to prove their loyalty.

“The Emperor’s realm must be cleansed of the taint of the xenos
and the heretic. We destroy the former by the sword, we shall
destroy the latter through faith and the sword.”

Dreadnought Gerlach to the warriors of the Donorian Crusade
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Inside you will find:

® ARMY LIST. The complete Black Templars army
list, which allows you to choose your forces for a
tabletop battle.

® BACKGROUND. Details of the legendary origins
of the Black Templars Space Marines, their illustrious
history and their current methods of recruitment,
training and fighting.

® HOBBY SECTION. Guidance on the iconography
and heraldry of the Black Templars, together with
expert tips on collecting, painting and medelling a
Black Templars army.

® SPECIAL CHARACTERS. Complete rules and
background information for two special characters:
High Marshal Helbrecht of the Armageddon Crusade
and Chaplain Grimaldus, Hero of Helsreach.

You must possess a copy of Warhammer 40,000 in
order to use the contents of this book.
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