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INTRODUCTION

“Give me a hundred Space Marines. Or failing
that give me a thousand other troops.”

Attributed to Rogal Dern, Primarch of the Imperial Fists.

elcome to Codex: Space Marines, a book entirely
dedicated to collecting, painting and gaming with
Space Marines in the Warhammer 40,000 battle game.

SPACE MARINES

Space Marines are the most powerful and dreaded of all
the human warriors in Warhammer 40,000, They are not
human at all but superhuman, having been made
superior, in all respects, 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. Each Chapter is responsible for its own
recruitment, training, equipment, organisation and
strategy. Their unswerving loyalty is to the Emperor of
Mankind and no other.
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WHY COLLECT
A SPACE MARINE ARMY

Space Marines are without doubt one of the best armies
available in Warhammer 40,000, especially for first-time
collectors. Why? Because they are as hard as nails!
Even the most basic Space Marine trooper is a
formidable model in the Warhammer 40,000 game.

A Space Marine's characteristics equal or better those
of the elite troops of other forces. combining both
excellent hand-to-hand weapon skills and shooting
accuracy with high Strength and Toughness wvalues,
They also benefit from a good Initiative value and a
zealous determination to never give way before the
scum-sucking alien foes of humanity,

Space Marines 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
boltgun up to the deadly assault cannon and Whirlwind
multi-launchers. Best of all is their suparb power armour,
which in itself means that two thirds of the wounds they
would suffer in combat will simply bounce off.

Space Marines also offer a number of advantages in
terms of collecting an army. A Space Marine force is
compact and efficient so a relatively small number of
maodels are needed to field a battleworthy army. This
makes Space Marines easy on the pocket and quick to
paint up ready for action.

The colour schemes for many of the Space Marine
Chapters are very simple to paint, or you could come up
with your own Chapter colours. Adding extra detail to
your models is just as easy to do because there is a
wide selection of waterslide transfer sheets and self
adhesive banners readily available for those of us who
are all fingers and thumbs when it comes to doing detail
work.
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INTRODUCTION

“While vile mutants still draw breath, there can
be no peace. While obscene heretics’ hearts
still beat, there can be no ‘respite. While

faithless traitors still live, there can be no

forgiveness.”

Legiones Astartes Silver Skulls” Catechism of Hate,
; Nerse [ of XXV

TRANSMITTED: Kehn
RECEIVED: PO-0XX
DESTINATION: H1-001

TELEPATHIC DICT:

Astropath-termines Jonub

Honoured masters, my
recent investigations on
Kethra uncovered nothing
less than a worldwide
conspiracy to secede from
the Emperor’s Light and the
guiding rule of the
Imperium. The situation
was dire a5 the conspiracy
originated from the
Governor himself, and was
supported by his most
promincat ministers and
officers. Under the
circumstances my coly
option was fo transmit a
general appeal for assistance
and wait for help te arrive
My petition was soon
answered by Space Marines
of the White Panthers
Chapter. Upaon their arrival
in the Kethra system, I
advised them of the
situation ind outlined my
plan to climinate the
Governor and his advisory
council, also targetting the
high-ranking officers of the
defence force. They thanked
me for bringing this heresy
to their attention and
proceeded to implement
their own plan,

The first attack destroyed
Kethra's two orbiting
weapon stations, with a crew
of nearly 15000 men.
Ha_\-:i'u.g established orbital
supremacy, they despatched
Thunderhawks and drop
pods to various points on
the planet’s surface,
caleulated to provoke an
attack by the Kethran
defence forees. Despite their
vast advantage in numbers
the attacking forces were
annihilated piccemeal by the
White Panthers over a
period of a few days and
nights of incessant conflict.
I found it regrettable that
the common soldicrs bore
the weight of the Space
Marinc's fury. as they were
merely men following
orders and their chain of
command s they had been
so trained to do; it was
their leaders who required
justice. But te 2 Space
Marine, one of the
Emperor's finest, there is
pever an excuse for such
heresy, cach man must owe
loyalty to the Emperor
before any other.

i
& Classificd: 947 506 M4
2 :

Having shattered the defence
force, the White Panthers
launched an all-out assaulr
on the Governor's Palace
Surrounded. the Governor's
men had little choice but to
grimly fight 1o the death A
few managed to flec. but
noone else survived. The
Governor and his consulate
were summarily executed as
traitors, and demolition
charges were vsed to destroy
the planet’s armoury. Having
deemed their missions
achieved, with Kethra's
military power eliminated,
the White Panthers retorned
to their battle barge and left
without further word.

Whether Kethra will be
sullficiently recovered 1o
provide its tithe within the
next year is a matter for
the Administratum. The
point I wish to raise is that
the proper application of
force could have resolved
the entire affair without
destroying the military
strength of Kethra and
leaving the world vulnerable
to alien attack. T regret that
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the Officio Assassinorum
did mot respond 1o my
request carlier when their
Adepts could have easily
ended the whole affair
quickly and quietly.

While the warriors of the
Adeptus Astartes, as cver.
showed creditable skill,
determination and unswerving
loyalty to the Emperor.
unleashing them against any
Imperial world is to use an
ultimate force exceeded only
by that of Exterminatus. It
iz not as if this incident is
without precedent, indeed on
many occasions Space
Marines have pursued their
own campaigns withowt
reference or remit to the
authority of the Adeptus
Terra. To think that there
are a thousand Chapters,
cach a thousand-strong, of
these warriors poised to
strike anywhere in the
galaxy fills me with
reassurance and dread in

equal measure.

1 remain, a& cver, you most
fasthful and obedient scrvant.

Inguisitor Bastalek Grim




INTRODUCTION

WHAT’S IN THIS BOOK

This book breaks down into the three main sections.
Each section describes a different area of creating your
own Space Marine force and getting it into action on the
tabletop battlefield.

The Army List. Tells you about the different characters,
troops, weapons and wvehicles available to a Space
Marine force, and how to work cut an army for use in a
Warhammer 40,000 game.

Painting and Collecting Guide. Describes choosing an
army, basic tactics plus step-by-step details of
assembling and painting models and wvehicles. This
section also shows examples of Space Marine colour
schemes and markings, gives advice on creating your
own schemes and tips on modelling and converting.

The Appendix. The final section is dedicated to
hackground details and extra information about Space
Marines.

bolters roaring as their bullets battered at the ruined farm ahesd. Return fire from the Orks lished at the Space Marines.
Tracer fire and screaming shells filled the air, ricecheting off their armour and forcing them o struggle forward as if into
the tecth of a storm. But the farm had to be capturcd. the Orks’ big guos had to be silenced, #

“la dvance!” The erder rang across the comm-net like a clarion eall The battle brethren surged forward without hesitation,

Brother Beliasus was struck square in the chest. Flecks of melted ceramite sprayed across his face plate and icons across his helmet
display flickered warning oringe a5 his armeur struggled to keep him wpright. It failed and he weat down on oac knce Mot twa
yards away Brother Eveay fell with two fist-sized holes through his abdomen. his bright bloed mixing with the dark carth. At that
instint the heavy weapons of the Devastators spoke with one voice and the perimeter buildings were remt by fiery explosions. Almest
immediately the Orks’ firing shckeaed 1o sporadic bursts.

Belizsus heaved himsell wpright. the armour's musculiterz grinding as it tried to keep wp with his movements. Teons were still flashing
as bie levelled his bolter and blisted at a figuee silhouctted in 2 ruined window. The greeagkin disappesred under the hail of explosive
bolts and Beliasus boosted the power to his legs to lope forward and regain his plice in the hattleline

His armour hado't been the same since the insurrection on Lannis IX five years ago. The armour had never truly recovered its spirit
since the injury and the replacement parts were weaker and slower than the old enss. The Tech-Priests had lost so much knowledge,
they simply didn’t make things like they wsed to. He banished the heretical thought in an instant. “Mever doubt the righteousness of
Man" Brother Mortez had told them. “Though you have been clevated by the blessings of the Emperor you are still the servants of
Man It is doubt that forms the path to dampation”

Beliasus caught up with Brother Julo and Brother Varas as they prepared to assault the ovter wall Jula’s armour was scarred in 2
dozen different plices where he had been hit but he calmly slimmed another clip into his boligua as if at morning firing rites. Varas
gave the signal and they stormed through 2 breach together, To their left and right more armoured brethren burst through the
perimeter walls.

A horde of Orks spilled out of the shattered buildings like 2 green tide, beyond them their crude artillery wnleashed apother salvo,
At such elose range it was devastating, fire and smoke exploded all about and Belisses felt his belm ring like 2 bell as red-hot
shrapeel ricocheted off it. Julo fell with a corse. his arm tomn away af the clbow. Yells and gunshots filled the air as the Orks closed
in on the battered Space Marines Beliasus and the others took wp firing stances and pumped bolter shots into the oncoming horde.
Even Jule managed 1o heft his bolter in his remaining hand and open fire. Every shot punched another howling Ork off its feer but
they raced forward oblivicus to caswalties. bloodlest twisting their bestisl faces. The remaining brethren were so outpumbered that they
would likely be swept away by their onslaughe.

Then it happened. A scction of wall ¢ollapsed inward and 3 massive, hulking form crunched in over the rubble Tt stood twice the
height of a man and was so bulky sed hewvily armoueed that it locked more like 2 walking tank than an armoured suit. Without
breaking stride it raised the multi-barpelled cannon s<t into the angled armour plates of its arm and opened [ire on the Orks
Explosions ripped through their ranks like a scythe. With joy Brother Belissus recognised the ancient heraldry which the Dreadnought
displayed. and charged forward 1o follow the venerable Brother Mortez into the heart of the Ork horde.




SPACE MARINE ARMY LIST

o

he army list and all other information in the Space Marines

Codex lakes precedence over the Space Marines army list
that is in the Warhammer 40,000 rulebook. On the following
pages you will find an army list which will allow you to field a
Space Marine army in games of Warhammer 40.000. The
Space Marine army list not anly allows you to fight battles using
the scenarios included in the Warhammer 40,000 rulebook, but
it also provides you with the basic information you'll require in
order to figld a Space Marine army in scenarios that you have
devised yourself, or that form part of a campaign you are
playing in.
The army list is split into five distinct sections: Headguarters
(HQ), Elites, Troops, Fast Attack and Heavy Assaull. All of the
sguads, vehicles and characters in an army list are placed in
one of the five seclions 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 in combat. Before you can choose an
army for a game you will need to agree with your opponent
upon a scenario and the total number of points each of you will
gpend on your army. Having done this you can proceed to pick
an army using the following guidelines.

FORCE ORGANISATION CHARTS

The army lists are used in conjunction with the force
organisation charts from a scenario. Each chart is split into five
categories that correspond to the sections in the army list, and
each category may have one or more boxes. Each box indicates
that you may make one choica from that section of the army list,
while a dark-toned box means that you must make a choice
fram that section.

Mote that unless a model or vehicle forms part of a squad or a
squadron, it counts as a single choice from those available to

YOUT armiy.

STANDARD MISSIONS

COMPULSORY OPTIONAL

1 HG 1 H3
2 Troops d4 Troogs
3 Eftas

3 Fasl Atlack

The Standard Missions force organisation chart is a good
sxample of how to choose an army. To begin with you will
need af least ene HQ unit and tweo Troop units (dark shaded
baxes indicate units that must be taken for the mission). This
leaves the following for you to choose from to make up your
army's total points value: up to 1 HQ unil, 0-3 additional Elite
units, 0=-4 additional Troop wnits, 0-3 additional Fast Aftack
units or 0-3 additional Heavy Support units.
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USING THE ARMY LISTS

To choose units you need to look in the relevant section of the
army list and decide what character, unit or vehicle you want,
how many madels will be in the unit, and what upgrades you
want (if any). Remember, you cannct field models equipped
with weapons and wargear not shown on the model, Once this
is done subtract its cost from your army’s total points, and then
g0 back and make another cheoice. Continue this until you have
spent all your points. Then find a big bucket of dice, and get
ready to destroy the enemies of Mankind.

ARMY LIST ENTRIES

Each army list entry consists of the following:

Unit Name: The type of unit and any limitations (if any) on the
maximum number of choices yvou can make for it (eg 0-1).

Profile: These are the characteristics of that unit type,
including its points cost. Where the unit has different warriors,
there may be more than one profile.

Mumber/Squad: The number of models allowed in the unit, or
the number of models you may take for one choice from the
force organisation chart. Often this is a variable amount, in
which case it shows the minimum and maximum unit size.

Weapons: These are the unit's standard weapons.

Options: Lists the different weapon/equipment aptions for the
unit and any additional points cost for taking therm, It may also
include the option to upgrade a squad mamber to a character.
If a squad is allowed to have madels with upgraded weaponry
(ie heavy weapons, plasma guns, etc) then these may only be
taken by ordinary squad members, not the Sergeant.

Special Rules: This is where you'll find any special rules thal
apply to the unit.

SPECIAL RULES

‘And They Shall Know no Fear’

Space Marines automatically regroup as they fall back, aven if the
squad is reduced to less than 50% by casualties. If the enemy
advance into them the Space Marines are not destroyed and the
advancement of the enemy unit is treated as a new assault (enemy
siriking: +1A the following turn) in the same way as a sweeping
advance. If the enemy do not advance into them the Space Marines
are free to move, shoot and assault normally in thelr follewing turn.

Drop Pods

Al the start of a battle where you can use the Deep Shrike rules, you
can declare that your Space Marines are deploying by landing in
drop pods from orbiting spacecraft. Models doing this deploy wsing
the Deep Sirike rules in the Warhammer 40,000 rulebook.

Only the following can deploy from drop pods. Mo ather modals in the
army can be used in this mission (they stay onboard ship).

& Any Space Marine model in power or Terminator armour
& Space Maring Scouts
& Dreadnoughts and Land Speaders
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UEHICLE UPGRADES

Some wvehicles can have the following equipment

upgrades, The

upgrades that may be faken are Nsted in the antry for the valicle in the

army list. AN upgrades must be shown on the modal and no
can be takan maorg than once.

Dozer blade. .

Extra armour .

Hunter-killer I'I'IIS"‘IlE‘: .
Pintle-mounted %tnrm buller
Searchlight
Smoke launchers . .............

upgrads

.5 pts
.Bpts

.. 15 pts

. 10 pts

-l
.3 pts
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8 SPACE MARINE ARMOURY
b Characters can have up 1o two single-handed weapons, or a single-handed weapon and a two-handed weapon. You may also pick 100 points
_= warth of wargear per model but no medel may be given the same itlem twice. Models wearing Terminator armour can only use wargear and
| weapons marked with 2. The Tull rules for Space Marine wargear can be found on pages 34-35, All wargear and weapons must be represented
_}_ on the model
5
=«< " S e A L
g SINGLE-HANDED WEAPONS WARGEAR
5'-:' Bolt pistol . -1pt Arlificer armour (independent charactars only). . . . . F
Chainfist rT@rmm:—:m-rs (‘I'I|‘:.l'_| .......... 30 pts PUBSDNK. -\ o s e e e
Cloze coOmMBEt WaapOm. . . v ve v v v onesoesn s 1 pt Bionics | 2
§. | Force weapon (Librarians only) ... ... .., .. 40 pis® Chapter hal*ne: {S1anuard BEdFEF ank f‘} ......
8| Lightning Claw (single) .. .................... 25pts Frag grenades . ... . .. et
/ Lightning .Claw (pair, count as two choices) . ... ... 30pis Holy relic (Standard Bearer{:ur Chap‘aln an
3‘* Plaﬁrna?latul..............................1I5pt€. no more than one per army?) . . . . .. 40 pts®
5 Power fist. . . . . O B e Ay Cr P O T e B 25 ;:l15'=“ Iron Halo (one perammyl. . .. ... ........... 25 pts
f Fower '..-.-e.apr:fn. S e R R SR 15ipts Jump pack (independent characters only®). . . . . 20 pts
B StormShield'. ... ... ... ... 10 pts* : :
Wl s e e e 30 pts* Krakigrenedes . it e e 2pls
e Marthecium (Apothecaries only) ............25pls
TWO-HANDED WEAPONS Mastercraftedweapon .. ................ 15pts"
‘1o Meltalbombe . i e e e e 5 pis
o BDHEF. """"""""""""""" 2pls Psychic hood (Librariansonly). . ........... 25 pis*
- Combi-weapons: Purity seals . 5 pls*
i Bolter-flamer . .. ...........0000 10 pts* R ;
o Bolter-grenade launcher. . ... ...........10pis PELLE (Apn!he\.anes nnly} oacas o BIEE
Bolter-plasmagun . .. .. .. ............. 15 pts Sacred standard [stgndam beamr u:un1g,.r‘,| ol re phe
. Bobter-melagun . .. .. coove oo 15 pls Servo-arm (Techmarines only) . .. 30 pts
= ;' Stormbotar s e e e e 5 pis® Signum (Techmarines only). . e-e.o 15 pls
.- Space Marine bike (independen | characlers :unl.-:u . 35 pis

Talepart bomier s s e e 5 pis®
Terminator armour (Does not include weapons,

independent characters only®) . . . 25 pis
Tarminator ROMOUIS. . .. v e e e e e oo 15 pis

Notes

1) Although & storm shield is nof a weapon 8s such, it counts as a
single-handed weapon because nothing else can be used by the
anm holding the shieid.

2) Note thal Visteran Sergeants, Apothecaries, Techmarines and
standard bagrers arge nol independent characiers.

3) Only armies of 2,000 poinls or rmone may lake a Chapter banner,
and only armies of 5,000 polnts or mane may have a Chapler
bavwnir and & haly relic.

“With the bolter. ¢leanse the unclean.

We will cleanse!

With the flamer, purify the unhaly,
We will purify!

With the chainsword, purge the cofrupt.

We will purgel.

With the missile, kill 1he i.|||F-|_|.rc.
We will kall™ =

5



Points WS BE S T W A Ld Sv
Leader a0 4 4 4 4 1 ! 2 9 3+
Commander 45 5 5 4 4 2 5 3 9 3+
Force Commander 60 5 5 4 4 3 5 3 10 3+

Options: The Hero can be given any equipment allowed from the Space Marine Armoury.

SPECIAL RULES

Independent Character: Unless accompanied by a Command squad, a Hero is an
independant character and follows the Independent Character special rules in the
Warhammer 40,000 rulebook,

Command Squad: The Hero may be accompanied by a Command squad, see the
Command squad entry for details. MNote that the Hero and the Command squad count as a
single HQ choice.

' LIBRARIAN '

Paints WS BS § T W I A lLd Sv
Librarian 60 5 & 4 4 2 5 3 9 3+

Options: The Librarian can be given any equipment allowed from the Space Marine Armoury.

SPECIAL RULES

Independent Character: Unless accompanied by a Command squad, a Librarian is an
independent character and follows the Independent Character special rules in the
Warhammer 40,000 rulebook.

Psychic Power — Smite: The Librarian can attempt to Smife his enemy in his own shooling
phase. Smife counts as a weapon and hits automatically using the following profile:

Range 12" Strength 4 AP 2 Assault 1/Blast

Command Squad: The Librarian may be accompanied by a Command squad, see the
Command squad entry for defails. Mote that the Librarian and the Command sguad count
as & single HQ choice.

Points Ws B § T W . A Ld Sv
2

Chaplain 70 5 5 4 4 5 3 a 3+

Weapons: Crozius arcanum and rosarius (cost of wargear included in Chaplain's points value).

Options: The Chaplain can be given any equipmeant allowed from the Space Marine Armaoury.

SPECIAL RULES

Independent Character: Unless accompanied by a Command squad, a Chaplain is an
independent character and follows the Independent Character special rulas in
the Warhammer 40,000 rulebook.

Command Squad: The Chaplain may be accompanied by a Command
squad, see the Command squad antry for details. Note that the Chaplain and
the Command squad count as a single HQ choice,

1 Waid ot
\i/ @ importance of its
| mission, aam? larine
| force may be an,
experienced veteran, a
- Company Captain, or
 ‘even the Chapter

1 Master himself. i

. . Librarians use
their psychic gt
powers to quaﬁ'ﬂ"‘#

derasrarfng attacks, as. 3
- well as augmenting rha;r., gy

Lo

 own physical prowess.

| LIBRARIANS .
Space Marine
Librarians can make
& special psychic

| attack against

{ snamy modals. The
4|} rules for using
psychic powers can .
be found on page 74 oo
of the Warhammer e
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HEADQUA RTERS

It ig usual for
@ notad Space
a Mar'i‘rl& warriors to
Mﬂmammied by a
cadre of hi
diseipfMhed ns.
A Command squad
o~ ofteninclud
honoured w xrfmé
such as a smﬂda@ bearer,
Apothecary '-,ll L]
or Techmarine.

VETERAN

SERGEANTS
Some Space Maring
squads include an apfion
for being led by a Veleran
Sergeant. All Veteran
Sergeants have
Terminator honours and
may choose adaitional
equipment from the
Space Marning Armoury.
Note thal e +1 Atack
bonus for having
Terminator honours has
already baen included fn
the Veleran Sergeant’s
charactenstics and may
not be faken again.

e

Points/Model | WS BS S Ld Sv

Bodyguard 18 4 4 4 9 3+
Veteran Sergeant +12 4 4 4 9 3+

You may take & Command squad o accompany any other HQ unit in your army. See the other HQ
entrigs on the pravious page for details.

Squad: The Bedyguard consists of one Space Marine Sergeant and between four and nine Space
Marines.

Weapons: Bolter. The Sergeant can exchange his bolter for a bolt pistol and close combat weapon
at no exira poinls cost.

Options: Up to two Space Marines in the squad can have: missile launcher at +20 pts; heavy
bolter at +15 pls; lascannon at +35 pis; flamer al +3 pls; plasma gun at +6 pts; meltagun at +10
pls. The entire squad can have frag grenades at an addificnal cost of +1 pt per model and krak
grenades at an additional cost of +2 pts per modael.

CHARACTERS

One model can be upgraded fo an Apothecary, one model can be uparaded to a Techmarine, and one
maodel can be upgraded to a Standard Bearer. Any of these can lake equipment from the Space
Marine Armoury, The Sergeant can be upgraded to Vieteran Sergeant al an additional cost of +12 pis

Terminator Honours: If the squad is led by either a Hero, Librarian or Chaplain with Terminator
honcurs and already has a Veleran Sergeant then the rest of the squad may have Terminator honours
at an additional cost of +10 pts per mode|

Transport Vehicle: The entire squad may be mounted in a Rhino at an additional cost of +50 pls, a
Razorback &t an additional cost of +70 pis, or a Land Raider at an additional cost of +250 pts (see
appropriate vehicle entry for upgrade options).

Sp&ce Man*ﬁe warriors.
They combine centuri
of exparience with
best armour and we@:dns
that can be found in ha
Imperium. Terminat
often spearhead the ,-’
Space Marines’ attacks, |
blowing apart the enemj
at range, bafm{ cruah.fng
them in a ﬂﬁm rutimess

assault. f o

& s
T

-]

Points/Model | WS BS S T W
Terminatar 42 4 4 4 4 1 4 2 9 2+

Squad: The squad consists of one Space Marine Terminator Sergeant and between four and
nine Space Marine Terminators. The +1 Attack bonus for having Terminator honours and the
Terminator armour's 2+ save have already been included in the characteristics above.,

Weapens: The Terminator Sergeant is equipped with a power sword and storm bolter. The
Space Marine Terminators are armed with power fists and storm bolters.

Options: Any model may replace its power fist with a chainfist for +5 pts. Up to two models
may be armed with one of the following weapons: assault cannon at +20 pts; heavy flamer at
+10 pts; Cyclone missile launcher at +20 pts. The Cyclone missile launcher replaces the
model’s powar fist, and the other
weapons replace its storm bolter.

The Terminator Sergeant may have
additional equipment from the Space
Marine Armoury.

SPECIAL RULES

Deep Strike: Space Marine models
with Terminator armour may Deep
Slrike, Sea the Terminator Armour
rules in the Wargear section.




INATOR ASSAULT SQUAD

PointsModel [ WS BS S T W I A Ld Sw
Terminator 42 4 4 4 4 1 4 2 9 24

Squad: The squad consists of one Space Marine Sergeant and between four and nine Space
Marine Terminators. The Terminator armour's 2+ save and +1 Attack bonus have already been
included in the characteristics abowve.

Weapons: The Sergeant is armed with a storm bolter and a power sword. All models in the
squad are armed with either a pair of lightning claws or a thunder hammer and starm shigld.

Options: Any number of Terminators may swap their close combat weapons for a storm bolter
and power fist at no addiional cost. The power fist may be upgraded to a chainfist at +5 pts.

The Terminator Sergeant may be given additicnal equipment from the Space Marine Armoury.

SPECIAL RULES
Deep Strike: Space Marine models with Terminator armour may Deep Strike. Sea the

Terminator Armour rules in the Wargear section.

DREADNOUGHT

Armour:
Points/Model | WS BS & Front Side Rear |
Dreadnought 75 4 4 610y 12 12 10 4 2
Type: Walker Crew: One Space Marine

Weapons: The Dreadnought’s left arm is equipped with a Dreadnought close combat weapon
that has a built-in storm bolter. The Dreadnought's right arm is equipped with one weapon from
the following list: assault cannon at +30 pls; twin-linked lascannon at +50 pts; twin-linked heavy
bolter at +30 pts; multi-melta at +40 pts, plasma cannon at +40 pis; twin-linked autocannon at
+35 pts.

Options: The Dreadnought may be equipped with any of the following vehicle upgrades for the
cost listed in the Space Marine Armoury: extra armour, searchlight or smoke launchers. No
upgrade may be chosen more than once per Dreadnought.

The storm bolter may be upgraded to a heawy flamer at an additional cost of +10 pis.

The Dreadnought’s close combat weapon can be upgrade to a missile launcher al an additional
cost of +10 pis.

E MARINE VETERAN SQUAD

Points/Model [ WS BS S T W | A Ld Sv
Veteran Space Marine 18 4 4 4 [} 1 4 1 9 3+
Veteran Sergeant +12 4 4 4 4 1 ) 2 89 3+

Squad: The squad consists of between five and ten Veteran Space Marines.
Weapons: Bolter or bolt pistol and close combat weapan.

Options: One Space Marine may have one of the following: heavy bolter at +5 pts; missile
launcher at +10 pis; lascannon at +15 pls. In addition, one Space Marine may be armed with
one of the following: flamer &l +6 pts; meltagun at +10 pts; plasma gun at +6 pls.

The entire squad may be given frag grenades at an additional cost of +1 pt per model and krak
grenades at an addiional cost of +2 pts per model. One Veleran Space Marine can be
upgraded to Veleran Sergeant at an additional cost of +12 pls.

Terminator Honours: If the squad is led by a Veleran Sergeant, then the rest of the squad may
have Terminalor honours at an additional cost of +10 pls per maodel.

Transport Vehicle: The entire squad may be mounted in a Rhino at an additional cost of +50
plz or a Razorback at an additional cost of +70 pis (see Transport entry for upgrade aptions).
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They are versatile fighters,
able to speed forward in a
Rhino and fight lﬁa'mmy ]
close combal, oray back
and give sup, fire with
thelr heavy weapons. It is the
Tactical squads”"ability to
fulfll & number of widely
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Space Marines so effeclive,
whatever combat situation
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Space'Marine Chapter..

Points/Model | WS BS S5 T W A Ld Sv
Space Marine 15 4 4 4 4 1 4 1 8 3
Veteran Sergeant +15 CRE . ] F LSt T L

Squad: The squad consists of one Space Marine Sergeant and between four and ning Space
Marines,

Weapons: Bolters. The Sergeant may replace his boller with a bolt pistol and close combat
weapon at no exira points cost.

Options: One Space Marine in the squad may be armed with one of the following weapons:
heavy bolter at +5 pts; missile launcher at +10 pts; or a lascannon at <15 pls.

In addition one Space Marine in the squad may be armed with one of the following weapons:
flamer at +& pis; maltagun at +10 pis; plasma gun al +6 pis.

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

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

Transport Vehicle: The entire squad may be mounted in & Rhino at an extra cost of
+50 pis or & Razorback at an extra cost of +70 pis (see Transport entry for upgrade options).

SC

UT SQUAD

Poinis/Model [ WS BS S T W | A Ld Sv
Scout 13 S e S| 4= 1 8 4+
Scout Sergeant 13 4 4 4 4 1 4 1 g8 4+
Veteran Scout Sergeant +13 SR e T [ e I T

Squad: The Scout squad consists of one Space Marine Scout Sergeant and between four and
nine Space Marine Scouts.

Weapons. Bolt pistol and close combat weapon,

Options: Any model in the squad may replace their bolt pistol and close combat weapon with
a sniper rifle at +5 pts, or a bolter or shotgun at no additional points cost.

Up to one model in the squad may be armed with one of the following weapons: heavy bolter
at +15pts; autocannon at +20pts; missile launcher at +20pls.

The entire squad may be equipped with frag grenades at an additional cost of +1 pt per model
and krak grenades al an additional cost of 42 pts. The Scout Sergeant can be upgraded 10 a
Veteran Scout Sergeant al an additional cost of +13 pis.

SPECIAL RULES

Infiltrators: In the right circumstances Scouts can work their way into a forward position on the battlefiald.
To represent this they may sel up using the Infitrafors rule, but only i the mission allows Infitrators. If it
does nal then they set up normally with the rest of the arrmy.

Meve Through Cover: Scouts roll an extra D6 wihen rolling to move through difficult terrain. In most cases
this will mean that they roll 306 and pick the dice with the highest scone
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Type: Tank Craw; Space Marnes
Weapons: The Rhino is armed will & storm Dolter

Options: The Rhine may be equipped with any of the following vehicle upgrades for
the cost listed in the Space Marine Armoury: dozer blades, extra armour, hunter-killer
missile, pintle-mounted storm bolter, searchlight, smoke launchers. Mo upgrade may
be chosen more than once par vahicla,

Transport: The Rhino can carry up to ten Space Marines but may nol carry Terminators,

Front Armour__ Side Armour _ Rear Armour  BS
Razorback 11 11 10 4

Type: Tank. Crew: Space Marings
Weapons: The Razorback turet is armed wilh twin-linked heavy bolters.

Options: The twin-linked heavy bolters may be upgraded 1o one of the following: twin-
linked lascanncn +20 pls; multi-mella =5 pts; lascannon and twin-linked plasma guns
+15 pts. The Rarorback can have any of the following vehicle upgrades at the cost
given in the Space Marine Armoury: dozer blades, extra armour, hunter-killer missile
pinfle-mounted storm boller, searchlight or smoke launchers. No upgrade can be used
maore than onee per vehicla.
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.Thn: enemies of the Emperor fear many things.

They fear discovery, defeat, despair and death.

Yet there is one thing they fear above all others.

They fear the wrath of the Sp_a_c:' Marines! -




L]

. are caught in bloody

 When pa.-gé’fh larger
- battleforce; their speed and
* hitting power gives the /

\‘\ i
FAST A'rlrmcx £

Assault squads =
glrike hard and fast.
Their fump packs allow
them to rapidly close with
the enemy, and there are .~
few adversaries who can ‘
withstand them once they

Bike squadrons are
often used for 5
réconnaissance missions
into enemy held territory.

Space Marine commance

a fast, hard-hitting pu
his attack.

Attack bikes often)
accompaiy bike squads
to provide heavy o

suppart. When fielded as

- squadrons, they are highly

: rangedr:}mm-meﬂ‘as.?. i

mabile units with enoug h
firspower to destroy even t
largest enemy unitseer biow
apart tankis with their sbgrt-

*
¥

;}r‘"!‘u : ';-.- 1

Points/Model | WS BS S

Space Marine 25 4 i 4 4 1
Veteran Sergeant +15 4 4 4.4 1 g2 9 3+

Squad: The squad consists of one Space Marine Sergeant and between four and nine Space
Marines.

Weapons: Balt pistol, close combat weapons and frag grenades. The whole squad is equipped
with jump packs.

Options: The entire squad can be equipped with krak grenades at +2 pts per model and/or

malta bombs at +4 pts per model. Up to two models par squad can be equipped with plasma
pistals at +5 pts each.

Character: The Sergeant of the Assault squad may be upgraded to a Veteran Sergeant for
a cost of 415 pts. The Veteran Sergeant may be given additional equipmant from the Space
Marine Armoury.

SPECIAL RULES

Remove Jump Packs: Space Marine Assault squads can fight without jump packs if
desired. If they do so then the cost of each model is reduced to 15 pis.

Deep Strike: Space Maring models with jump packs may Deep Strike. See the Jump Pack
rules in the Wargear section,

SQUADRON
Points/Model W I A Sv
Space Marine Biker 35 4 4 4 45 1 4 1 8 3+
Veteran Sergeant +15 4 4 4 45 1 4 2 8- 3+
Attack Bike 50 4 4 4 4i5j e R

Squad: The squadron consists of one Space Marine Sergeant and between two to four Space
Marines riding bikes.

Weapons: Each bike is fitted with twin-linked bolters, Each Space Marine biker iz armed with
a bolt pistol.

Options: Up two Space Marines in the squad may be armed with one of the following weapons:
flamer at +3 pis; meltagun at +10 pts; plasma gun at +6 pts.

The Sergeant may be armed with a close combat weapon at +1 pt.
The Sergeant may be upgraded to a Veteran Sergeant at an additional cost of +15 pls.

Attack Bike: The bike squadron may include ene attack bike at a cost of 50 pts. The attack bike
is armed with a heavy bolter. The heavy bolter may be replaced with a multi-melta for an
additional cost of +15 paints.

ACK BIKE SQUADRON

Points/Model | WS BS S T W 1 A Ld Sv
Attack Bike 50 SEoctl LT T N S T T

Squad: The squadron consists of between one and three Space Marine attack bikes.

Weapons: Each bike is fitted with twin-linked balters and a pintle-mounted heavy bolter. Each
Space Marine rider is armed with a bolt pistal.

Options: Each attack bike can replace its heavy bolter with a multi-mela for +15 pts.



SCOUT BIKE SQUADRON

Points/Model | WS BS S T W | A Ld Sv
Scout Biker 30 4 4 4 45 1 4 1 8 4+
Scout Sergeant 30 4 4 4 45) 1 4 1 8 4+
Veteran Scout Sergeant +15 4 4 4 4(85) 1 4 2 9 4+

Squad: The squadron consists of one Space Marine Scout Sergeant and batween two to four
Space Marine Scouts riding Space Maring bikes.

Weapons: Each bike has twin-linked bolters and each Scout is armed with a balt pistol.

Options: Any model in the squad can replace their bolt pistol with a bolter or combat shatgun
at no exira cost. The Scout Sergeant can have a close combat weapon for +1 pt. The whaole
squad may have frag grenades at an extra cost of +1 pt per model and krak grenades at an
gxira cost of +2 pts per model. The Scout Sergeant can be upgraded 1o a Veleran Scout
Sergeant at an extra cost of +15 pts.

SPECIAL RULES
Difficult Terrain: Scout bikes may re-roll a failed Difficult Terrain test.

i ] = D= " ALY L

Points/model | Front Armour
50 10

Rear Armour BS
10 4

Side Armour
10

Land Speeder

Squad: Land speeders are fielded in squadrons of between ong o three vehicles.

Type: Fast, Skimmer. Note that as the crew of a land speeder are wearing power armour, the
land speeder does not count as open-topped.

Crew: Space Marinas,
Weapons: Heavy bolter.
Options: The heavy bolter can be upgraded 1o & mulli-mella al an additional cost of 415 pts.

LAND SPEEDER TORNADO

Rear Armour BS
10 4

Side Armour
10

Front Armour
10

Tornado 75

Type: Fast, Skimmer. Mote that as the crew of a land speedar are wearing power armour the
land speeder does not count as open-lopped.

Crew: Space Marines
Weapons: Haavy bolter plus a heavy flamer.

Options: The heavy bolter may be upgraded to a multi-melta at an additional cost of +15 pis,
and the heavy flamer may be upgraded to an assault cannon al an additional cost of +10 pts.

i » = L] - = el
Points Front Armour  Side Armour  Rear Armour BS
Typhoon i) 10 10 10 4

Type: Fast, Skimmer. Mote that as the crew of a land speeder are wearing power armour the
land speeder does not count as open-toppead.

Crew: Space Marings,

Weapons: Heavy bolter plus a twin-linked Typhoon missile launcher (see Weapons Summary
on page 15 for Typhoon missile profile).

Options: The heavy bolter may be upgraded to a multi-melta at an additional cost of +15 pts.
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Points/Model

WS BS S

Ld Sv

Space Marine

15

Veteran Sergeant +15

LI
g ety

4 1 8
4 2 &85

3+
3+

Squad: The squad cansists of a Space Marine Sergeant and between four and nine Space Marines.

Weapons: Bolters. The Sergeant may exchange his baller for a bolt pistol and close combat weapon

at no extra cosl.

Optiens: Up to four Space Marines may have one of the fallowing: heavy bolter at +15 pts; missile

launcher at +20 pls; lascannon at +35 pis; multi-melta at +35pts; plasma cannon at +35pis.

Character: The Sergeant can be upgraded to a Veteran Sergean! with Terminator honours for +15 pls.

Transport Vehicle: The entire sguad may be mounted in a Rhino at an additional cost of 450 pls or
a Razorback at an additicnal cost of +70 pis (see Transport entry for upgrade options).

PREDAT

DR ANNIHILATOR

Front Armour

Side Armour

Rear Armour

BS

Annihilator

13

11

10

4

Type: Tank

Crew: Space Marinas

Weapons: The Annihilator is armed with a turret-mounted twin-linked lascannon.

Options: The Annihilator may also be upgraded with two side sponsons armed with one of the
following weapoans: heavy bolters at +10 pts; lascannons at <25 pls.

The Annihilator may have any of the following vehicle upgrades at the cost listed in the Space Marine
Armaury: dozer blades, extra armour, hunter-killer missile, pintle-maunted storm bolter, searchlight,

smoke launchers. Mo upgrade may be chosen more than once per vehicle.

PREDATOR DESTRUCTOR

Front Armour

Side Armour

Destructor

13

11

Rear Armour
10

ES
4

Type: Tank

Crew: Space Marines
Weapons: The Destructor is armed with a turret-mounted autecannon,

Optiens: The Destructor can also be upgraded with two side sponsons armed with one of the
lollowing weapons: heavy bolters at +10 pis; lascannons at +25 pts.

The Destructor can have any of the following vehicle upgrades at the cost listed in the Space Marine
Armaoury: dozer blades, extra armour, hunter-killer missile, pintle-mountad storm bolter, saarchlight,

smoke launchers. Mo upgrade may be chosen more than once per vehicle.

VINDICATOR

Paints Front Armour _ Side Armour __ Rear Armour BS
Vindicator 120 13 11 10 4
Type: Tank Crew: Space Marines

Weapons: The Vindicator is armed with a hull-mounted
demalisher cannon and a storm bolter, See the Ordnance
saclion of Warhammer 40,000 for more details.

Options: The Vindicator may have any of the following
vehicle upgrades at the cost listed in the Space Marine
Armoury: dozer blades, extra armour, hunter-killer missile,
pintle-mounied storm bolter, searchlight, smoke launchers,
Mo upgrade can be chosen more than once per vehicle,



LAND RAIDER

Front Armour _ Side Armour _ Rear Armour BE
Land Raider 14 14 14 4

Type: Tank Crew: Space Marines

Weapans: The Land Raider is armed with a twin-linked lascannon in each side sponson and fareard
firing twin-linked heavy bolters mounted on the hull.

Options: The Land Raider may be equipped with any of the following vehicle upgrades at the cost
listed in the Space Marine Armoury: dozer blades, extra armour, hunter-killer missile, pinlle-mounted
storm balter, searchlight, smoke launchers. Mo upgrade may be chosen more than once per vehicle,

Transport: The Land Raider may carry up to ten Space Marines or five Space Marine Terminatars.

Points Front Armour  Side Armour  Rear Armour BS
Whirlwind 75 11 11 10 4
Type: Tank Crew: Space Marines

Weapons: The Whirtwind is armed wilh a turret-mounted multiple missile launcher (see the Whirlwind
entry in the Ordnance section of the Warhammer 40,000 rulebook).

Options: The Whirlwind may have any of the following vehicle upgrades at the cost listed in the Space
Marine Armoury: dozer blades, extra armour, hunter-killer missile, pintle-mounted storm bolter,
saarchlight, smoke launchers. Mo upgrade may be chosan more than once per vehicle.

SPACE MARINE SUMMARY

WS BS S T W | A Ld Sv RANGED WEAPQONS
ForcaCommander5 5 4 4 3 5 3 10 3+ Weapan Range  Sir. AP Type
oIt e S A o e A e Bolt pistol i 4. 5 risl
Leader Al T egiay Baltgun 24" 4 5  Rapid fire
Lirarian B R R B e e S Storm bolter 24" 4 5 Assault 2
Chaplain 5 5 4 4 2 5 3 9 3+ Heavy boller 36" 5 4 Heawy 3
SpacaMarine 4 4 4 4 1 4 1 8 3+ Shetgun 12t 3 -  Assault 2
Vet.S/Marine 4 4 4 4 1 4 1 9 3+ Assault cannon 24" [ 4 Heawy 3"
Autocannon a8" T 4 Heawvy 2
Vet Sergeant 4 24 4 4 1 4 2 8 3+
T e R e T P "Ff:"‘““""“ Ten‘:ap:am : i :WI:1
mer 253U
Sooutic s A e SRl B Heavyflamer  Templale 5 4  Assaulti
SMarine Biker 4 4 4 45 1 4 1 8 3+ Maltagun 12 8 1 Assault 1°
Seoout Biker 4 4 4 4(5) 1 4 1 B 4+ Mubi-melia 24" 8 1 Hm 1*
Attack Bike 4 4 4 4(5) 1 4 & 8 2+ Sniper rille 35" » g Heavy 1°
Armour |M. Launcher (Krak) 48" a8 &) Heawy 1*
Front Side Rear BS M. Leuncher {Frag) 48" 4 i Hoavy 1 Blast”
Rhing Tl o Flasma pistal IR 2 Piston
Razorbadk 11 11 10 4 Plasma gun 24" 7 2 Rapid fira® .
Land & o 10 10 10 4 Flasma cannen 36" ¥ 2 Heavy 1 Blast
Whirteand 14 i 10 4 Tyohoon Missile 48" 5 5 Haavy 1 Blast
" These weapons have additional special ndes, see he Weapons
Predator 13 11 10 4 section of the Warhammar 40,000 ruleboak for more detals.
Vindicator 13 11 10 4
Land Raider e s ORDNANCE
Armour Weapon Range Str.  Pene. Type
WS BS S5 Front Side Rear | A Damalishar 24° 10 2 Ord. 1/Blast

Dreadnought 4 4 610} 12 12 10 4 2 Whirtwind Guess 48" 5 4 Ovrd. 1/Blast
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oo CHOOSING A SPACE MARINE ARMY

Part of the interest in collecting a Space Marine army is in

building it up from a small,

limited force to a large

adaptable army that allows you to field exactly the right
troops to succeed in any mission.

WHERE TO BEGIN?

pace Marines are one of the most

versatile armies in the Warhammer
40,000 game. Mot only are their basic
troops very good, but they also have
access to a wide variety of specialist Fast
Aftack, Elites and Heavy Support units.

Chaoosing which of these to collect can
seem daunting at first, and this section of
the Codex aims to give you some
guidance on how to assemble a Space
Marine force ready for battle.

When you are collecting your army, you
must bear in mind the force organisation
charts. It is these that dictate which, and
how many, units you have for a battle.
The best place to start is the Standard
Missions force organisation chart. This is
the most flexible of all the different force
organisations, and if you collect an army
that can be fielded within its limits, you
will have a force that you should be able
to field in any scenario.

As you can see from the Standard
Missions force organisation chart above,
you must have at least 1 HQ and 2
Troops wnits in your army. A good place
to start is by buying and painting an HQ
unit and two units of Troops. These two

STANDARD MISSIONS

COMPULSORY

1 HO
2 Troops

OPTIONAL

1 mova HD
Lz ro 4 mare Troops
Ui to 3 Elites
Uiz fo 3 Fast Altack
L fo 3 Hoavy

& . ¥
] #in
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choices already allow you to fight a
Standard Mission, albeit a small one.
Mow you can start choosing what units
you'll want to expand your army with. A
larger army not only means you'll be able
to fight bigger battles, but it will also give
you some flexibility as a commander to
choose units you think will perform best
in the scenario you're playing. It's also
very satisfying to see your opponent’s
face when you reveal that new unit
you've just painted — the one he hadn't
planned far!
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yourself at the end of
the battle what unils

you wish you'd had
during the. game.

It is a.l’aaagondrd to
falk to veleran Space
Marine players, and
g fearn from their
gl experience and
- wisdom. You might also
plek up some ideas of
what tactics to use with
different combinations
; of unils.

%ﬁ,{he page you will
find a guide to the

nt Space Marine
| unit types, with notes
F. St on their relative

#

out what your army
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d two Troops ;
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SPACE MARINE ARMIES

-
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STRENGTHS: Herocs are powerflul in close combat and good leaders. Librarians can use the powerful “Smite” and
‘Storm of Destrsction’ psychse powers, and Chapliins have an invislacrable save and wicld power wraposs.

WEAKNESSES: They all ideally meed a smpporting squad and have 2 high points cost.
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LIBRARIAN 4 CHAPLAIN

¥ ELITES ¥

DREADNOUGHT TERMINATOR SQUAD
STRENGTHS: Big guns. awesome close STRENGTHS: Superior armour save, excellent firepower
combat capability. well armoured. and close combat ability, deep strike capability.

WEABNESSES: Vulnersble to anti-tank WEAKNESSES: Limited numbers, very high points cosi!
weapons, highly visible target ——

VETERAN SQUAD
STRENGTHS:  Superior  close .-
combat ability, good leadership. e
WEARNESSES: Limited numbers.

TACTICAL SQUAD [
STRENCTHS: Versatile, well 7. gris

armed amd armoured.

WEAKNESSES: Not
optimised for specific
combat roles.

. SCOUT SQUAD

STRENCTHS: Infiltrate
capability, quickest

troop type through i
¢ difficult terrain, low
points cost,

WEARNESSES: Lightly

- armed and armoured.
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TRANSPORT

RHINO RAZORBACK

STRENGTHS: Carrics ten Space STRENGTHS: Can pick from a
Marines, low points cost. 7« good range of heavy weapons.
WEAKNESSES: Weak armour, oo WEAKMESSES: Weak armour,
light weaponry. <% oaly carries six Space Marines.

X FAST ATTACK, X

LAND SPEEDER i i B]KE SQUADRGN
STRENGTHS: Fast, o e

shimmer, can be

upgraded to a Tomnado _
mounting heavy weapons, LN

s 23 STRENCTHS: Fast, twin-linked bolters allow you to re-roll misses.

Pchy Sgoieg WEAKNESSES: Fiirly high points cost. limited mability in depse tesrain
. ASSAULT SQUAD ATTACK BIKES
STRENCTHS: Jump packs, STRENGTHS: Fast.
excellent in close combat, mounts either a
heavy bolter or

WEAKNESSES: High points
cost, enly equipped with
bolt pistols, making for
weik ranged attacks.

multi-melta.

WEAKNESSES: Sulfer
from the same

weaknesses as Bikes.

STRENGTHS

Predators: Well armed. good armour,
Whiclwinds: Fire over terrain, ordnance barrage
Devastator Squads: Multiple heavy weapons.
WEAKNESSES

All: Must remain stationary to fire at full
effect, vulnerable to assault.

DEVﬁSTATOR SQUJ’LD
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- EXPANDING YOUR ARMY
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0 nce you have two Troops units and
an HQ, you can look at expanding
your army with more units. A good way to
start is to collect a unit from each of the
other categories in the army list — Elites,
Fast Attack and Heavy Support.

You can see this in Alan's army below. He
has expanded his force to include a
squad of Terminators, a Land Speeder
Tornado and a Whirlwind. He has also
added a Librarian as a second HQ
choice. Mow he has at least one unit from
each army list category.

Experienced Warhammer 40,000 players
often have an idea of how their army will
turn out befare they start collecting. They
pick their army with a theme in mind,
concentrating on units which suit their
style of play or they find most appealing.

Paul's army below is a good example of
this. His force focuses on rapid attack,
and he's expanded it to include three
choices from the Fast Attack categary. To
complement this emphasis on speed,
Paul's also given his Tactical squad a
Rhino, so they can guickly get stuck in,
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_SPACE MARINE TACTICS

On this page are three different battle plans for a Space
Marine army. These are just the basic ideas, and leave
plenty of room for you to tailor these tactics to your own
| forces and different opponents.

Predator gives
supporting fire.
Tactical squad
can support or
advance as

MECESSArY.

ALL-OUT
ATTACK

* Lise fo caplure ground.

* Gets Space Marnes info firefights and close
cambal, where they excol.
* Good against enemies with otz of Heavy Support and few

1 Bike squad

specialis! assaull froops, such as i . E adw:;ce; q:ui;:';ly ;
tank-heavy Imperial Guard, ' L up edge of table, T
s v whilst Scouts E‘ -
- push foreard :
8 Bike squad moves to where through jungle. ;
 enemy attack is strongest. ™,
- — 5 fa_‘? t

Tactical squad gives covering fire. |

| Terminators hold
| or counter-atiack
A5 Necessary.

Command squad
advances into
cowver of mins.

SOLID
DEFENCE

* Lizg to hold ground.

» Good against armiss with specialist
assault troops, like Tyranids and Chaos.

Pradator gives supporting
fire. Scouts protect

ol Predator against assault,
i and counter-attack eanemy
maving through jungle.

+ Good against fast enemies who may surround your smaller
force, ke Eldar.

Bike squad,

Command L
squad and ¥
Terminators -4
attack along g

edge of i r'.l'"*.’:‘

table.

REFUSED
FLANK

» Use against armies that feld
vastly superor numbers, like Orks and
Imperial Guard.

* Provents enemy bringing numbers fo bear = anemy spread
acrass whole battlefigld, s0 units on opposite flank out of range of
Space Marines.

+ Atlack one part of enemy army at & fime and destroy it folally before altacking nex!
sechion of enamy army.

= Alows Space Mannes fo capfure ground.
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' SPACE MARINE CHAPTER COLOURS
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here are reputed to be a thousand Space Marine Chapters, each with its own
unigque uniform and heraldry. Here are just a few of their colour schemes, which
you can use as they are, or to serve as inspiration for a Chapter you've invented,
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SPACE MARINE MARKINGS

SQUAD BADGES
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TACTICAL
SQUAD

ASSAULT
SQUAD

DEVASTATOR
SQUAD

VETERAN
SQUAD

COMMAND
SQUAD

IMPERIAL FISTS

SILVER SKULLS

SCYTHES OF THE EMPEROR

Space Maring Chaplers use many
differant methods (o distinguish
betwean the squads within a Company
Many use different badges lo mark the
squad fype, eg Tactical, Assault. ele.
Ciher Chaplers simply number the
squads in & Company. Soma Chaplers
dor both and combing a lackcal badge
with a squad number. Somelimes a
Chaptars different Companies are
distinguished by a Company colourn
This may be used as a Inim colour on
showlder pads or some olher part of
the armour.

EAGLE WARRIORS

SPACE MARINE ARMIES

ARMY BADGES

Lilvd
O
2]

Space 'Adr.r'ar
Commanders off
Assign army a:laages fo
their forces fo ideniify
e froops undeér their
command guring & war,
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' HOW TO PAINT AN ULTRAMARINE

:-b . '. * o

- Choosing y force
is just the first part of
collecting an army.
Once you have an idea
what you want, you
nead to gat some
miniaturas paintad!
This may seem a

' daunting prospect, but
if you follow the advice
on these pages, you'll

. hopefully find it's.
easier than it appears.

T

A 5 you will have seen on the previous
pages, a Space Marine army
consists of ten or more miniatures, and
may have up to sixty plus! Many gamers
find it is best to paint miniatures in
batches of five to ten models, rather than
painting them individually.

Fainting in batches has a number of
benefits. Firstly, you can get into a steady
routine so that you den't start from
scraich for each model. Secondly, by the
time you've painted a colour on the last
madel, the first model should be ready for
the next colour, s0 you'ré not sitting
around watching paint dry!

It is also important to remember that
you're painting an army to play games
with — each meodel dossn't have to be a
masterpiece! On the tabletop, the overall
impression of a unit will count for more
than any amount of individual highlighting
and attention to detail. Remember this
when you're painting and you'll find that
painting a whole army doesn't take as
long as you might think.

If you follow the steps below, you should
be able to paint a perfectly acceptable
Space Marine unit without too much
difficulty and within a reasenable amount
of time.,

_

After cleaning up your Space Marine
models and assembling them. he
fiest thing to do s give them an
undercoal.  The best way of
undarcogling mogels is to use whife
aerosol spray. Spray undercoating is
a rodl BTS2V, a5 you can spray a
whole batch of models in one go,
rather than having fo painf each ane
individually with a8 brush. Once the
modals are undercoafed, sef them
aside for a whils fo dry batone moving
on fo the next stage.

(2]

Now you're ready fo painlf the first
coat of colour onte your Liframarnines.
Using Litramarines Blue paint and a
fine defail brush, carefully apply the
paint to all aress of the Spacs
Marines sxcepl the chest sagle, gun
and shocider pad tnms. Don'T worry il
you make & few mistakes and
accideniglly paint over some of the
bits that won? be blue. You can
Aiways pamt over any mislakes you
make al a kaler stage.

By the time you've painted the Last of
your modsis blus, the first ones you
did will probably be ary: Mow you can
apply othar colowrs fo your Space
Marings. Faint thelr shoukder pad
tims and chest eagles yelow, and
use red paind for the casings of the
balt guns, Any areas kel whits afler
that should be painfed biack Try
painfing a single colowr on & of pour
maodels frsl, before moving onio the
maxt codour. You'l find you finish fhem
it lol quicker this way

#

Although we've used
an Ultramarine in

our stage-by-stage

example above, the

same baslc principles
apply to painting Space
Marines from any #
Chapter. Looking at 1
pages 22-23, if for |
instance you decided
you wanted to paint *
some White Consuls,

you'd simply substitute
blue paint for white

when following the

steps above,

Now il's time for the [zsi few fnishing
towches, Carefully paint the eyes of
each Space Manne red. Next, using
silvar paint, paint over the remaiming
black areas of each model (the gun
and bits of the heimel]. Finally, paint
thi bases of the modsls a colour
which maiches the colour of your
gaming surface (wa've used green in
our exampls).

Your Uitramarnimes are now fnished
and ready for baftia!

A finished Taclical squad of Ultramarines.
Using the method described above, this
squad was painted in under an hour.
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PRI PAINTING SPACE MARINES

These two pages detail a variety of different painting techniques which you can use
to paint your Space Marines. Each can be used to achieve a particular effect, and
with a bit of practice you'll settle on a style of painting that suits your needs in terms

of quality balanced against speed.

Most of the technigues discussed below can be combined together, and as you will
see, some work better with certain colours or on certain parts of the model. Like any
skill, learning how to paint miniatures takes time and practice. Don't be afraid to
experiment. Remember, painting is meant to be part of the fun of collecting an army,

not a chore!

LOOKING AFTER YOUR
PAINTS & BRUSHES

A workman is only as good as his tools,
and if you try painting with a brush with
bristles pointing in all directions, you'll
end up with stray flecks of colour
everywhere! To keep a good point on

your brushes, always store them upright
in a jar. When painting, use an old brush
to transfer paint fram the pot to a palette
(a kitchen tile is excellant for this) so that
you're not dunking the brush up to the
handle into the pot. Also make sure you
wash the brush regularly while painting
to stop paint drying in the bristles,

 Citadel paintbrushes
. comein a variety of
. differant sizes, from a
“fine detail brush up to
a large drybrush. Most
of your painting can
probably be done with
a standard brush and a
- detail brush, although
-y you may find a
basecoat brush better

- for painting broad
ng:gs such as shoulder
pads and greaves. A
fine detail brush can be

 used ence you've had

| some practice and

want to iry painting
things like eyes and

I . other tiny details! The
_special drybrushes are
' made of stiffer fibres,
& ) ¥y
- and when painting
. bolters and ather metal

UNDERCOATING

Aerosol sprays are great  for
undercoating your miniatures — they're
fast and give a smooth finish. When
using sprays always work in a well
ventilated area, preferably outside, to
stop fumes building up.

A black undercoat is best for dark colour
schemes such as black, dark blue, or
dark green. Use white for lighter colour
schemes, like yellow, red or light blue.,

PAINTING METAL

To paint a metal area such as a bolter,
first paint it black. Get some silver paint
on your brush and then wipe most of it off
on a tissue so that only a residue is left.
Lightly brush back and forth over the
black and the colour will be picked up on
the raised parts. More or less coats will
change how bright the metal ends up.

. areas you'll find they
won't wear out as
quickily.
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USING INKS

Inks are mostly used to provide a darker
colour = adding shading to your
miniatures. As inks are thin, they will
settle in the recesses and flow off raised
argas, creating instant areas of shadow
when painted onto a model. Using inks in
this way is sometimes referred to as an
ink wash.

As you can see in the photographs
above, inks can be used an faces (use
Flesh ink), chest eagles (use an
appropriate darker colour) and metallic
areas (use Black ink, or Black ink mixed
with a little bit of Blue ink).

TRANSFERS

pair of tweezers and a
brush, slide the
transfer off its backing
paper and onto your
model. Use the corner
of a tissue to dab
away any excess

water from the model.

Waterslide transters are a simple
way to apply markings to your
Space Marines. Cut out a
transfer and leave it in a saucer
of water for about 30
seconds. Then, using a

If you have a steady hand, you can also
use inks to paint a thin ling into areas
where armour plates join, hands meet
weapans etc. This helps define different
parts of the model and can be used to
make certain features stand out.

You can also use inks on flat areas of
armour to make a deeper, richer colour.
The method for this is the same — paint
over the entire area with ink and allow it
to dry.

It is important to give inks plenty of time
to dry, as they take longer than paint. If
you put the next colour on too soon, it will
mix with the ink and run everywhere.

BASING WITH FLOCK

You can finish off a base quickly and
simply with modelling flock. Paint the
base green and allow the paint to dry.
Then paint on a layer of PVA glue thinned
down with some water. While the glue is
still wet, dip the base into a pot of flock
and then shake off any excess.

BASING WITH SAND

You can also base miniatures with sand.
Paint the base with thinned down PVA
glue and then dip it into some sand.
Once dry, paint the sand a colour that
matches your tabletop batilefield. Some
people even brush over the sand with a
lighter colour far a highlighted effect.

IG

ULTRAMARINE 'I'EHHIH#TO
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| MAKING TERRAIN

Ani{:eh.r painted army fighting over a well-modelled battlefield looks superb, and
you should give some time and thought to building up a collection of battlefield
terrain. The easiest way is to simply buy what you need. However, many gamers
find they enjoy making their own terrain, specifically tailored to their needs.

Games Workshop's How to Make
Wargames Terrain is packed with
loads of information on making
terrain — ewverything from basic,
easy-to-make scenery, through to
maorg challenging projects.

iy
Rad.
S,

Games Workshop produces a wide rangs of card and
plastic terrain kits that are ideal for any Warhammer 40,000 battlefiaid.

This page gives a couple of ideas for
maodelling projects. Terrain pieces such
as a gun emplacement or Imperial
oulpost are quite challenging to make,
but they're both good examples of how
you can create spectacular terrain using
very ordinary materials. You should keep
a constant look out for odds and ends

that can be turned into great looking
scenery. Cardboard tubes and boxes,
packing materials, old paint pots, camera
film cases. yogurt pots, polystyrene, bits
of chain and wire and all sorts of other
stuff can all be turned into dramatic
battlefield features for your Space
Marines to fight over.

HOW T MagE

GUN EMPLACEMENT

DF board or thick cardboard should be used to make

the base of this model. The main structure (the area
sprayed black) is made from bits of card glued together,
Onge the structure is dry, place it on a block of styrofoam
and draw around it. Cut this outline out of the styrofoam,
leaving a hele for the structure 1o slot into, then glue the
styrofoam to the base and cut away any overhanging parts.
You can also cut into it to give it a sloping, contoured edge.
Slot the main structure into the styrofoam and glue it down.

Mext, glue a layer of wire mesh to the floor of the structure,
then place a layer of card over the top with holes cut in it for
the mesh to show through. Coat the base and the
styrofoam slopes with textured paint (ie, paint with sand
mixed into it) and stick some gravel 1o the model with PVA
glue to give added texture. Once all these stages are
complete, the gun emplacement is ready to paint.

he basic structure of the outpost is made using the

same materials as the gun emplacement. Once
complete, extra details can be added, such as the plastic
jungle trees and the watchtower on top of the outpost. Paint
the trees and the oulpost separately, before you glue the
two together, as you'll find it difficult to paint the trees once
they've been stuck on.

The watchtower is made from spare bits of plastic taken
from a mode! train set, but could have just as easily been
made from strips of card. Cover the styrofoam hill and the
structure in textured paint and flock the base after you've
painted it, but before you glue the trees on.
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“To admit defeat is
; to blaspheme against
A: the Emperor”

Roboute Guilliman -
: ‘ Primarch of the Ultramarines

Silver Skulls Razarback




n these pages you
can see a selection
of Space Marine vehicles
painted by Games
Workshop's "Eavy Metal
team. You can use them
as guides for your own
vehicle colour schemes,
and advice for painting
vehicles can be found on
the following pages.

Ultramarines Whirlwind




SPACE MARINE ARMIES

i

' qu& TO PAINT SPACE MARINE VEHICLES
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we

pace Marine vehicles can be painted very quickly, however big or complicated
they may lock. The steps below use a Predator tank as an example, but there is

First you need 1o prime
your modgl with an
wndarcos!. White
garosol spray painl is
graal for appling as
an undercozl. Spray
the model in a well
ventilated area (prefer-
ably ouwrdoors), and
then keave it to dry.

The next sigge is fo
Bpply the firsl coat of
colour b e mods)
Decide what basle
colour your vehicle is
going fo be, then painf
ther evvling model in ihal
colu. Baler sull, i
you can find spray
painf in your chosen
colowr thenm you can
Jjust spray the colour ail
OVEF JOUr Miods.

Idgntify the pans of the
madel you want fo look
mefalic  once it
finished, and paint
them black. This s
because meial painls
works  best  when
painfed on biack.

gaming

no reason why the same process cannot be applied to any kind of Space Maring
vehicle — from bikes to land speeders.

To add highlights io
your modgl, use a
lighter shade of the
basic  colour.  Add
some paint o your
brush and then wipe
muost of the paind off on
some  lssug.  Now
gently stroke the brush
over any shap edges
o your model.

At this point, you can
paind all the ansas you
painted biack sariiar
with 8 metal colpur,
We've used Boltgun
Metal for our Predator.
Somelimes metal can
look & bif foo ‘clean’, in
which case you can
add some confrast by
applying & walersd-
dowit coal of black ink
Qv ihe matal

Areas thal were lsft
plain back after siage
5 have been high-
fighted wath fight gray.
Finally, apply waier-
shde fransfors o the
maoded b reprasent its
Chapter badge and
other markings. The
vehicle iz now ready o
play games with!
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' ADDING EXTRA DETAIL TO VEHICLES

SILVER SKULLS
RAZORBACK

| One really easy way of making your
o vethicles look battle-scarred is o use
| 8 modelling knife and cut lots of
S small chips and scratches in the
| surface of the plastic to simulate
bullet holes, dents and olher forms
of batlle damage.

This Space Marine bike 7 IMPERIAL FISTS
has been parsonalized 5+ PREDATOR ANNIHILATOR
by simply gluing a 3

chainsword on to the
=ide of it.

IMPERIAL FISTS
SPACE MARINE BIKE

This aerial is made from a
fength of thin wire.

The fuel canister glued to
the front of the Rhino was
faken from a Warhammer
Paper flags, hand painted 40,000 Battlefield

and then glued on. Accessories sprue.

-l-

ULTRAMARINES

This tarpaulin is a
rofled up strip of
Hesue paper tied off
@l at each end with
thread, then palnted
with PVA glue to
make il solid.




M any hobbyists find that painting Citadel miniatures is a rewarding and
satisfying activity in its own right. On this page are a few examples of some
superbly painted Space Marines. Whilst it would not be practical to attempt to
paint an entire army in this fashion, models like these can form an impressive
centrepiece for an army or, more likely, a dramatic and colourful display to
decorate your games room! Some hobbyists even enter their models into the
Golden Demon painting competition, held every year at Games Day.

A Thizs amazing dlorama I3 by Games Workshop
minialure designer Mike McVey It fealures the epic scene where the
Empearar and Warmaster Horus finally clash in single combat.

A Far Lefl: Space Maring Scowt incorparating 8 green and brown
camouflage scherme, paimled by Marlin Foolill, Lelt: Imperal Fists Space
Marine Scout painted by Ben Jefferson.

W Liltramarings Veteran Sergeant,
painted by Martin Foolitf.

A

o\
Y a
]

A From left fo night: Litramarines Standard Bearer painfed by Richard Baker; Marneus Calgar painted by Neil Hodgson;
Tigurius painted by Paul Muler.
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APPENDIX

rom here on in the rest of the Codex is given aver to

the Appendix section. The Appendix includes all
kinds of information which does not fit into the army list
itsell. This includes rules for wargear and vehicle
upgrades noted in the Space Marine Armoury section,
details of a selection of named Space Marine characters
and a special Space Marine scenario.

'APPENDIX

Also, we have compiled a series of reports and
commentaries which shed axtra light onto the arcane
history and organisation of the Space Marine Chaplers.
We hope that these provide an interesting read as well
as being of some assistance to players creating their

own Space Maring Chapters
campaigns.

or who are running

aptain Karrack spoke the Litany of Scaling as the Thunderbuwk gunship's
front emp swong dows with 2 clisg He Eeli Ris helmer bock dows csie
ins meck |in5 is the umnip?-.:nc aaide the Burnh'."l FuEE:d oul 3te 3 clopd of
by the [rcring wosd The Uhramarines
degloyed in Forms [ormation as plinned. thirty armoured figores debouchisg

e crystals, !\unsrilr sucked oug

onto the grey. dusty surface in vunder six secoeds The Conships engines
screamed beck to life and with o blisn of Bear aad dust it wis gose, snglisg

up iad back o jain the cold sues of the firmamenr abene

Ei-n::r rocks aad craters strerched rowasd 1B hodizca, which looked Bess than a
besgue sway thanks 1o the mooa’s site. Kasrack took a bearing aad gestured. the
Space Marinex st ofl. splitting into six sqweds as they went and spreadieg owt
to cocircle 3 vast crater abead They Bulted at the rim asd scassed the Imperial
ressarch satica below. Mo signs of viclence, ®o shot-scursed walls or bresched
desmes, evea ke Iishn still bugaed Kaprsck ook Sql,uﬂ Werrtas aad moved

fogward to avestigate

They were Ball way across the crator floor when the traitors opentd fire Laser

bolts ripped from the shadows, bureing a1 their armour s2d scorching the rocks

An instiet Lier the Space Murises ca overwiich srousd the cruter sim pumped

boleer shells imno their assiiliats with machize-liks p.-:-:i-.-.u.-\. Karrack saw Badics
lesp spd contart i the mass-readtive rousds blew them apart. thor blood

billowing owl in clouds ol starlet from

Karratk bed Squed Veritas in a charge towards the mais ok Grear-couted

Cuardsmen steod forth to bar his way, eyes wild shove pesparateds as they
clumsily swnng their In‘s-_m. e bes, Earrecks balier Blew 2 hale ,.||||¥h1
:hrnus}. the cas ca the |ish-. st 3 Buckband blow crushed the skull of 1he
othet, The chowds of frorcn blood and slight weightlosoes made him feel as
il he were fighting vadcrwaser. He peached the lock entry code and serdied a
frag gremade while it cyeled Sure cnowgh as the ineer docr cpesed & storm of
Liser bolts scoured the bock The exploding frig gresads made the wraitors duck
Back and h:r ke 1ime :h::.- pecaversd Blarreck sad the sther SFJI:.' Marinex were

upan thesm

Ohnec the fightiag was over 1hey scarched the base from onc end fo the other
bt [ound wo cther survivors. Some of the Adepts had takes their own lives
Bai others hed beea killed by their cwn puieds, sad suny were massing
J]IU&&I}.:I’ In ke czatpal chamber I!-=:r found 1he boschale down to whatover

Bud Becn discovered wadsr the st Whatever had beco there. was pow goac
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SPACE MARINE WARGEAR

he following rules describe how all of the specialised equipment used by Space Marines works during a battie. These
rules fend fo be more detaiied than those included in the Warhammer 40,000 rulsbook, and they supersede them if
they are different. Any items not Vsted here function exactly as described in the Warhammer 40,000 rulebook.

Artificer Armour: Artificar armour is built by
master craftsmen and offers even greater
protection tham a normal suit of Space
Marine power armour, 1L may be taken as an
upgrade for a model weanng power arrmour
and increases e armowrs s 0 2+, Nole
that, although this armour gives the Same
protection as Terminator armour, dems that
are Terminators only’ cannot be used with i

Auspex: An auspex is a shorl-ranged
scanner used by Space Marines 1o detect
midden enemy froops. If enemy infiltrators set
up within 4D6° of a model with an auspex,
the that model is allowed 1o take a iree’ shot
al them (o sound the akarm in a Raid
scenarnia). If the model is part of a unil then
the whaole unit may shool. These shols are
iaken before the baltle begins, and may
cause the infiltrators to fall back. The normal
shooting rules apphy.

Blonlca: Bionics allow a Space Maring who
has suffered a crippling injury to refurn (o
service, bul are unlikely 10 improve or
enhance his abiliies. However there is a
chance an atlack or shot will hit a bionic part
causing less damage, eg a shot that would
cripple a lag will only cause mild damage 1o
& bionic leg. To represent this, if & model with
bionics is killed, instead of removing it, place
the model on its side. Roll a DE at the start of
the next turn: on & roll of a & the model is
stood back up wilh 1 wound, but on any other
roll it is removied as a casualy.

Chainfist: A chainfist is simply a power fist
fited with an atlachmen! designed to carve
through armoured bulkheads or armoured
vehicles. It is treated exectly as a power fist,
but roll 2D6 for its armour penetration value.

Chapter Banner: Chapter banners combing
the effect of & holy relic and & sacred
standard (see their entries for details),

Combl-weapons: These are basically two
WEADDNS joined Icg[}l"'['.r_ gi-:'ng the Space
Maring a choice of wo weapons 1o fire
instead of one. A Space Marine who is
armed with 8 combi-weapon may chooss
which of the weapons he is going to use in
the shooting phasze. The balter may be fired
any numbar of times, but the other weapon
may only be fired once per batile. Mobe that
you may net choose 10 fire both weapons at
O,

Crozius Arcanum: The crozius arcanum is
boliv & Space Maring Chaplain’s badge of
office and a weapon, In game larms il is
fraalad as a power weaapon.

Cyclone Missile Launcher: The Cyclone is
a specially designed missile launcher that
can be used by Space Marines in Terminator
armour. The weapon in the Terminators el
hand s replaced with a special '_ur!;,'n}li.";

device which allows him to fire the Cyclone
and his storm bolter im the same shooting
phase. The Cyclone otherwize counts as &
migsile launcher with frag and krak missiles,

Force Weapon: Force weapons ang polent
paychic weapons that can only De used by a
frained psyker such as a Librarian, Thay are
treatad as a power weapon, but can unleash
a psychic atteck that can kill an opponent
outright. Roll to hit, to wound and to save as
normal. Then, as kong as at keast one wound
has been inflicted, make a Psychic test for
Ihe payker againgl ong opponent wounded
by the weapon, The normal roles Tor Ll:;irlg
psychic powers apply, and you can not usea
anothar psychic ability in the same turn. If the
lest is passed then the opponent is slain
outright, no matter how many wounds it has
(but count the actual amount inflicted for
determining which side won the assault),

MNabe that & force weapon has no special
effect against targels hal don’t  have
wounds, ¢f Dreadnoughls, vehicles, elc.
Also note thal you only take one Psychic 1ast
no matter how many wounds ware inflicted.

Holy Relic: A modal bearing a holy relic may
reveal it once par battle. This may be done at
any time, as long as the model with the relic
does not mowe during the seme tum it s
revealed, On the turn the relic s revealed all
Space Marines within 206" get & +1 Aftack
bomus Tor the rest of thal tem. Note that the
refic may be revaaled in an opposing playars
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. In
game ferms it has the same effect as a
rogarnius, giving the model a 4+ imvulnerable
save thal may be used instead of the model's
norrmal armour sivve. Mo more than one
migdel per army may have an Iron 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 o
move 12° per turn in the movernent phase,
and ignore difficull terrain as they move.
Characlers leading a Cormmand squad or
who are parl of a wnil can only use a jump
pick if all models in the wnit have jump
picks,

Space Maring models who are wearing jump
packs can be dropped from  low-flyin
Thunderhawk gunships. uwsing their jump
packs 1o swoop down on to the battlefield. To
reprasent this tactic they can set up using the
Deep Stnke rules, but only if the mission
allows for Deep Strike 1o be used. If the
migsion does not allow roops o use Deep
Slrike then the model must set up normally
wilh the rast of the army

Lightning Clawsa: Lightning clews count &s
a power weapon and the model wearing
thvern ray re-roll any to wound rolls that fal to
Models who arg armed  wilh
Lighining claws only receive the +1 Atlack
modifier for an addilional close combat
weapaon if the sacond weapon is also another
Lightning claw, as they are generally used as
a pair.

waking

Master-Crafted Weapons: A master-crafted
weapon follows the normal moles for the
weapon, except thal you may e redl Gne
failed to kit rodl per lwrn. Master-crafted
weapons are taken as an upgrade for a
weapon that is already being caried by a
model and should be represented by a
suitably ornate weepon on the model itzel
Pleaze note that you may nol master-craft
grenades!

The cost listed in the Wargear seclion is in
addition to the cosl of the weapon itself (ag a
master-craflad  power  weapon  costs
15+15=30 pis). However, only the upgrads
costs are taken against the 100 points limit
on wargear for & model (50 the master-
crafted power weapon above would count as
15 points against the 100 polnts limit, not 30
poinis),

Nartheclum: Marthecium is the name given
o the medi-packs used by Space Maring
Apothecaries, They allow you to ignore the
first failed saving throw each turn for the unit
that the Apothecary is with. The Narthecium
mey not be used on any model who has been
unfortunate enowgh o sutfer ‘Instant Death
(eq, hit by a weapon twice ils
Toughness) or thal has Been hit by a weapon
that allows no save, L may akso not be used
if the Apothecary is in base conlact with an
enamy modal.

wilky

Psychic Hood: Psychic hoods allow a
Space Marine Librarien 1o nullify an
opposing paychic's power. Declare that you'l
use the Paychic hood afler an opponent has
successiully made a Psychic test, but before
thiy have used the powar. Each player then
rolls a O and adds their model’s Leadership
value 1o the score. If the Spece Marine
Librarian beats the opposing model's score
then the psychic power iz nullified and may
not be used that turn. If the opposing mode’s
score is equal or higher, | may use ils
paychic power as normal

Purity Seals: 1 a model who is wear ng
purity seals falls Dack, roll one axtra D6 for its
fall back distance, and then pick the D&
rasults you want in ordar to determine the
distance fallen back. If & model with purity
seals is part of a unit then this ability applies
to the whole unit, not just to the model with
the punty seals
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Reductor: The reductar is one of the devices
used by an Apoihecary to retrieve the
progenoid gland from fallen S
glands are vilal for ensuring the
ved existencs of the wapler, To

) winner,
you will gel 1 wictory point back for each slain
Space Marine at the end of the battle, but
only as long as the Apothecary is st
himsaif.

alive

Roszarius: All Chaplaing wear
small amulel bes n them by the
Ecclesiarchy of Ta Tz rpGanius ganerates
a small enargy field that provides the
haplain with an invulnerable 4+ save. This
be teken instesd of the Cheaplain's

al armour save

A MQSAnUS, a

Sacred Standard: Add +1 to the Space

Maring combat resolution score ol any

6" of & sacred

awer, if the model baar |1g {13"5]

slain in ¢ t, than the

wedael tha him captures the

slan ::Iar-: and gets the bonus from then on. 1t

iz possible for & standard to change hands

several times in a single batile, &3 long as the

model holding the standard Is slain in close
combal each time

s place wilkin €

Servo-Arm: Many
aquipped with a powearful servo-arm that can
b wsed 1o carry oul hasty battlefield repairs.
The servo-arm counts as a power fist in
close combat. It & vays hits on a 4+ and is
rolled separately from the Techmarinags own
Attacks. In addition it may be used at the start
of any Space Maring tum to repair an
mmobilised vehicle that is in base contact
a D6 roll of 4 6 the
vehicle is repaired and may move normalhy,

Techmarings  ang

with the Techmarine, On

Signum: The signum iz & special form of
communication device that allows the
lechmarine o access a myriad of usell
battlefield targeting information, and théen
pass it on to his Tellow batlle
game terms it allows you, each turn, 1o re-roll
one missed to hit shooling roll for the
Command squad that the Techmarine
belongs to.

brothers. In

Space Marine Bike: Space Marine bikes are
filed with twin-linked bDolters and
the riders Tough

Marime charachers
squad or are part of a un
a bika i
on bikes

MCTEase
255 by 41 point

thal have a Com

t may only be given
all of the models in the unit are also

Storm Shield: A storm shield Is & small
metal shield that has an energy field
generalor built into it The energy Reld is oo
be of much use against ranged
altacks, bt is very useful in close combal. A
medel that has a storm shield may take a 4+
maulnerable save in close combat, instead of
= normal armour save. The save may only
be used ageinst one opponent per urn (the
defender chooses who to use it against), and
it may not be combined with a rosarius or iren
halo save

srmall to

Teleport Homer: Telepor homers produce a
signal thal can be locked onto by tlaleporting
roops. IT the template usad by the teleporting
Terminators to make a Deep Sirike ia cantred
on the model with the homer, then they won't
scatter. Note that the homer only works for
troops who are teleporting, not for troops
entering play using jump packs, drop pods o
other means of transport. Also note that the
R raust e on the ble at the starl of the

turn it is used

Terminator Armouwr: Due 1o the p
POWET SOUMNGES
Space Marines in T|_,.'"|
armaur are capable of moving and firing
heawy apons. On the other hand,
armaur is somewhat heevy and cumk:
50 Space Maring Termingtors are not
pursue & maore lightly armoured

they flee, To represent this, Te

win & e combal may
vy will nol be able to advance

exo-skelelon and

thir aremcer

anly Gor

A model wearing Term armaour has a 2+
armour seve and adds +1 fo its Atacks
characteristie. Alse, any model wearing
Terminalos armour can b

the Batthel and sel ug

Strike rubes, but -;_'-:1I' f the mission

Deap Sirike to be usaed. If the mission does
not allow troops to use the Deep Strike rules
then the model must st up normally with the
reat of the army.

Terminator Homours: A mode with
Terminator honours adds +1 o ils Attacks

n 1he chars
leran Sergeants and any Space
Marinas who are equipped with Terminator
armour, and therefore may not be taken
again.

Thunder Hammer: Thunder
release & terrific blast of

sirike an

oounts  as 1

wounded by il and nod kiled may nat

again wnlil the end of the next assaull phasea
Vehicles streck by a thunder hammer are
‘crew shaken', in addition to any other results
they sutfar.

nammers

than 6* that turn.

SPACE MARINE VEHICLE UPGRADES

Extra Armour: Some Space Marine vehicle crews add additional armour plating to their vehicles 1o provide a
equipped with e armour count ‘crew slunned” nesults on the Vehicle Damage tables as a ‘crew shaken' result instead.

J ust as with choosing wargear for your Space Marine troops and characters, the upgrades you choose for your vehicle should be
regresentad on the model itself, eg If you choose o upgrade pour velicle with searchlighls, then the model of your vehicle should have
searchiights on i fao. Nole thal when choosing upgradas no vehiche can have the same upgrade maore than once,

Dozer Blade: Vehicles equipped with dozer bledes can re-roll a feiled Difficult Terraln test as long a5 they are nob going to De moving maone

litthe ectra protection. Vehiches

Hunter-Killer Missile: Hunoer-kilber missiles ange a common upgrade for Imparial vehicles. They are frealed as a krak missile with unlimited
range and can only be used onca per batle,

Pintle-Mounted Storm bolter: Pintle-mounted storm bolters are fixed to the outside of & vehicle and can either be used by a crewman from
an open hatch or by remote control from inside the wehicle. They are treated as an extra storm bolter that can be used in addition to any
other weapone the vehicle has. Mote that this means that & vehicle that moves can fire one weapon ang the pintle-mounted storm boller.

Searchlight: Searchlights are only of any use in missiona where the mules for night fighting are being used. They allow one enemy unit
spotted by the vahicle to be fired at by any other Space Marines that are in range and have a line of fire (the enemy unit has been Ruminated
by the vehicle's seanchlight). However, a vehicle that uses a searchiight can be fired on by any enermy Lnits in heir next e, as ey can
see the searchlight shining oul into the dark.

Smoke Launchers: Some vehicles have small launchers mounted onto them that carry smake charges (or a more sophisticated eguivalent
in the: chse of skimmers), These ane used o emporarily hide the vehicle behind concealing clouds of smoke especially if the vehicla is
moving oul in the open, Once par game, after completing its move, a vehicle with smoke launchers can trigger them (it doesn't matter how
far it moved). Place some cotion wool around the vehicle to show it is concealed. The vehicle may not fire in the same turn as it used its
smoke launchers, but any penatrating hits scored by the enemy in their necxt shooting phase count as glancing hits. After the ensmy’s tum
the smoke disperses with no further effect.

£ T _E‘gg_b@,hdl: warluch




et =

MARNEUS CALGAR, MASTER OF THE ULTRAMARINES

B T, = B -«!L..:.-.'

f- Marn:us .‘u.tgurtus Calgar i tﬁ.c renowned master of

the Ultramarines, and his countless exploits while
'cf:ft:tlng the enemics of the Emperor (may his divine ;
i{ light always guide us!) have carned him fame throughout |
\ the Imperivm. In particular his stubborn defence and ‘4
! ultimate crushing defeat of the Tyranids during the First §
? T}'l‘inui{: War has become the stuff of legend 2mongst the
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more volgar clements of the population on those planets
that owe allegiance to the Ultramarines. But fame and
glory ever hegets jealousy and spite, and these heroie tales, |
| fuelled by Marneus® fierce (some might say intractable)
|, pride, have earned him and his brethren many high-ranking '
\ " cocmics. While [ can find no direct evidence, it seems
x| | probable that l!:l.tsf.'. cOEMmics nnB:m::r.cd the now infamous .
Court of Inquiry into Maroeus™ actions during the
suppression of the uprising on Calony Beta/34 where
Marncus was quite rightly exonerated of all charges. (if -

11

The Gauntlets of Ultramar

The Ultramarines have fought for the Emperor on many strange alien
worlds, over ten thousand years of Imperial histary. During that time
they have discovered and explored unconnted alien worlds where
long-dead ¢ tions have yiclded great secrets. Strange and potent
i artefacts have been uncovered. many of which mow reside within the
« humble, opinion). Recent reports that Marneus was shin | Uliramarines” fortress on Macragge.
i durmg the defence of Ichar IV appear to be based upon " Amosgst the oldest and most revered are the Guuntlets of Ultramar,
" nothing but basc rumour and tawdry gossip, and all the won by the Ultramarines” Primarch in hand-to-hand combat with
7 {J fell and mighty Champion of the Dark Gods of Chaos. These
lead the Ultramarines to this day. ! wn_pm:s o oy uukn?wn uﬁ.r'j“ =nd = T::hm—Ma.gus_ Eighig
succeeded in penctrating their armoured shell 1o examine the
i “Leaders of the Adeptus Astartes™ - A Most Sceret Report, | mechanism within. The Gauntlets are worn oaly by the Master of
I Compiled for His Mast Supreme Excellency the Paternoval Envo:- i the Ultramarines, Lord Macragge, and at other times rest within a
by his Humble Servant Master Maximus Pliny. L 4 erystal case within the Shrine of the Great Primarch himself,
3 Ll E

=

:his excellency will allow me to put forward my own. very

-f e

i reliable evidence I have found indicates he continves to

—

GEMAE The Cormthins Cromde - Calgar i ebected Juder of & combieed
Spece Mugize force iscladiag 1he Ultnmarine, Limenters, Marines Errans, ; SR i EE1D i"}""q_*“i‘l j"U =
Asgehs of Alsolution and Sibwr Skulls oa a seves year crosde Usder . AR

bis detcrmdsed Jeedesship the Ouk empee of Chardoa seffcred 5 scnice -
ol berey defens, deliylng, 1he uvssion l Weasgh Arghek by some tharry Points | WS BS & T W | A Ld Sy

yeare Marneus 168 JEES SR 6 4 10 2+
THMA4L Sicge of Telws - Calger led the mafilintion [orce that destroyed
the Fortroms ol Fais. established by Checs Space Muises of the Troa
Wiariors Legica

VY - R

Any Ultiramaring army that is over 2,000 points in tetal can be led by Marmeus, who
| :‘4:.&14:- Buttle of Macragge - Calger led the fleer of Ultamar sgaias counts as one of the HQ chelces for the army. He uses the following Wargear and
| ;[" 1:""3 &:T”I'hd i:;':”;“ Aot EI_‘“’S ad T""‘" siruggle the may nol be given any additional equipment. He may only be used in a battle where
yramst wore golradc RbE Cnlire IFEMIISES FesSt Ot el - s [y

i 7 ; ol e both players have agreed to the use of special characters.

1 ML Scowring of hintum - Calgar tock petsoeal commusd of faric Wargear: Gaunflels of Ultramar, frag & krak grenades, Terminator honours
deivisg om Odk stwvcegers wha hud cptercd the triphe syssem o (bonus i 1k} - R .

| : b ponus included above), bionics and artificer armaour,

| Quintars. Tarentws and Masidi in the afsermath of Hivefleer Bebemeth i : o .
BOTMAE Purgurios af Jhazas = Calgar led two Uhinsarise companics is

the roiaptere o the mebellions coumic cities of Omos isd Verkotia SPECIAL HULEE
Diespite the sebels’ Chaes Space Marze allicx l.".-:lg:.r vescocded
Petaplurisg batk ¢rtica largely intace

AL

Gauntlets of Ultramar: The Gauntiels of Utramar take the form of a pair of power
fists, each with a buill-in boller. The gauntlets are worn as a pair 5o Mameus
receives an extra Attack dicg In close combal. The gauntlets’ bolters fire togethaer

wiliv the: same elfect as a storm bolter.

BolM4E Banbe of Ascosus - Calper defested o P-mdul coalition of Eldir
Ruiders ea the foial woald of Arcoms, scaticring their forces and caprurisg
their bases both oo ded off world

STIMAL Bustle of Knarts Lisding - Calgar dlimisared & sebel army led Mever Falls Back: Marneus nover falls back. If called upon to take a Fall Back test
ooy oo a2 ey e e e el s of | B he automatically passes it without the dice needing to be rolled. If attacked by a
Lizdiap. Urimatios canaltios 1 the cogagsment waore less than 178 i 2 = - 2
weapon or creature thal causos troops 1o fall back without a test, then tha
ML Bular Crusade - Caljur ws elecsed leader of 3 crunsding Spase instructions 1o fall back are ignored. The also applies to any unit led by Marngus,
Mutinc oric operating sguimst workds alosg the Eastern Erisge Ojpetatioas
begia with the scowmmag of Ouk-held Balur s2d coded with the dovastatica

e Independent Character: Unless accompanied by a Command squad, Marmeus is
Ll i h

an independant character and follows the Independent Character special rules in
P9AMA) Difesce of Jehar IV - Cilur steed o swprome commasdsr in the Warhammer 40,000 rulebaok

the defeace of libue IV, 3 wital isdustrial workd ca the Easters Fiisge : :
Tyrasid imaders from Kriken Hiveflest were Beld i check by the

1 Command Squad: Mameaus may be accempanied by & Command squad, see th
combised elforts of Spice Misincs, lapesial Guard 10 alicn. Ebar forces. e ¥ ¥ : i3 Sl bkl

special entry in the army list. Note that Mameus and his Command squad count

Being 15 it of the mon sckbnecd sarisl sckioemsan of Mrwss Cilger, Losd & a sinale HO choice

Metrapge Chupier Mlarier of e Llerumurinds, sxch hoviag bies protbaicd o 3 Vickria : = bt
Mirima wihis the sacerd balli of (he Emporial Pilsce s Ascicaz Tera

Ficferum Restrscted: 628785 MAL/ 7498476 ML
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CHIEF LIBRARIAN TIGURIUS OF THE ULTRAMARINES

by -
Aml 50 it came o pﬁﬁ that the
noble Lord Calgar was appr::::.{h:d
by Tigurivs - most esteemed of his
warnior-oracles. who wis skilled with
shot, blade  and farseeing all :::lu.a“:,'_
“Lord Calgar” quoth he “ had 2
powerful premonition - last  eve and
dreamed 2 sirapge dream. mi_“hT I share
it with you he noble Losd Calgar
readily agreed, for Tigurius saw much
that was hidden Jo others and gave
B adwicé in all marters. 71 saw a2
beast rise from the depths, a foul
abomination so vast-jn its hunger that
it comsumed whole worlds- 1 dreamed 1
saw the Emperor, croweed in light as
he was in the d-z:,.'s of the Crasade.
|'I¢S1.:I'id1'ﬂ-f, the E.ijli‘.r- His sword rested
upon Macrigge”. Calgar was greatly
troubled by thix and asked Tigu[ 5
what he 111WE:h:II it meant. Tegun
replied thus. “The Beast rises from - the
dtcp& of the-void, the !':Isr{rn. Fri:nBt I
believe. The El'l‘ipn'or has apFun:d
directly, -indicating thit no ather help
can be expected. The Fanle shill be ar
M:I.'l:rlgb\t. 50 l':fli:r all your war:in:r:':
aed your: ships and wait.”

CHIEF LIBRARIAN TIGURIUS

Points Ws BS S T W Sv
Tigurius 159 5 5 4 4 3 2 3+

Tigurius may be included in an Ultramarines army and counts as one of its HQ choices. He
must be used exactly as described below, and can net be given any additional equipment,
He may only be used in a batlle where bolh players have agreed 1o the use of special
characters,

Wargear: Fod of Tigurivs, Hood of Hellfire, bolt pistol, frag & krak grenades,
Terminator honours (bonus included above).

SPECIAL RULES

Rod of Tigurius: The Rod of Tigurius is a potent force weapon and may be used in the
same way as a normal force weapon. It also enables Tigurius 1o re-roll the dice for a
failed Psychic test.

Hood of Hellfire: The Hood of Heliffre works in the same way a3 a normal psychic hood.
In addition it doubles the range of Tigurius' Smite peychic atlack to 24",

Psychic Power — Smite: Tigurius may attempt to use the Smite psychic power in his
own sheoling phase. Smife counts as a weapon and hits automatically using the
following profile:

Range 12"{24") Strength 4 Pene 2 Assault 1/Blast

Always an Independent Character: Tigurius is an independent characler and follaws
the Independent Character special rules in the Warhammer 40,000 ruleboak, He can not
ke accompanied by a Command squad.

CAPTAIN CORTEZ

Palints WS BSE S i ) | A Ld Sv
Cortez 116 5 5 4 4 2 5 3 9 3+

fou may include Caplain Cortez in a Crimson Fisls army. If you decide to take him then he
counis as one of the HQ choices for the army. He must be used exactly as described below, and
may not ba given any additional equipment. He can only be used in & battle where both players
have agreed to the use of special characlers.

Wargear: Bolt pistol, power fist and purity seals.

SPECIAL RULES

Stubbern: Captain Cortez instills a sense of stubborn pride in his men. lanare the first failed
Fall Back test made by a unit in the army. This alse applies to things thal nermally cause a
unit 1o fall back aulomatically. Mote that this ability can enly be used once per batlle, and
mus! be used the first time a unit has to fall back.

Invulnerable: Cortez carries on fighling no matter whal, ignoring wounds that would
normally slop even a Space Marine. He is treated as being invulnerable, which means that
even if a hit nermally ignores all armour saves, Cortez siill gets to try and make his saving
throw as normal.

Independent Character: Unless accompanied by a Command squad, Corler is an
independent character and follows all the independant character special rules as detailed
in thea Warhammer 40,000 rulebook.

Command Squad: Cortez may be accompanied by a Command squad, see the special
entry in the army list. Mote that Corlez & his Command squad count as a sin gle HQ chaica.




most sotably the Black Tmpm%pudu aac
among their number 1o be granted ngular and
_ majestic honour of becoming the G.!iun_pdnu of the
~ Emperor. The battle-brethren  gathe
prayer to the Emperor and their Primarch, Rogal
Do, Ecstatic vision will come over ome of the
m:mblndbrﬂluumdth:yrﬂ]bcbdm}rhyibc

cof the Champion of the Empdm ~ the Blck
: Slﬂ the Armour of Faith and the other numerous
sccautrements of the position. The Champion of the
Emperer will then spend the [ollowing hours until
battle s Begun in seli-meditation and communion
with the Emperor, From this he draws great
strength, courage and sclf-assurance, enough to make
the Champion seck out the most fell of the
Emperor's focs and deal them death in bloady mélés

An exeracy from the  Mythos  Angelica  Mortis  [MISL
Appesdiz CXV1 “Hosorilics of the Legions Astartes”

-Uplﬁ:mdglmmhnk.nucmumq*
amoangst the Imperial Fists and their successors,

Cumpu]r Cluph.m ta receive the revered vestments

EMPEROR'S CHAMPION
Points | WS BS S T W I A Ld Sv

Emp. Champion | 105 5 4 4 4 2 5 2 9 2+

| B53MHAL Du:nna the decisive moments u[
“the Battle of Steel Cross, Captain Cortez |

| managed to disarm the Ork leader with
1 twist of his torsa after the Ork's.

" 86TM4l Despite  suifering s:vcmt:-i'r

| serious wousds  from  cnemy I!H'l'_"
- weapons, Captain Corter  managed o
" break through Eldar lines and complete

' his mussion seccessfully.

8924l Captain  Cortez: defended 'ﬂu

| sttributed his survival to the Emperors’
| benevolesce which sowrished his body
| better than any focd or drnk would

- Extragr fram the recond of Captain l:omz.

T

single-handedly slew the Ork Wirlord .
and his entire bodyguard Corter had

sward had become embedded in his sibe. "

wounds, including a2 stabbing I'qu.l.J
puectuing ane of his hearts, and o |

breach in Fortress Maladon's wall .ﬁ:rrq1
tweaty-ope hours of constint fighting
despite overwhelming odds and the Joss
of his whole squad 1o several coemy.
attacks. i

S0AMAL Captain Cortez fn'ught'l.hmugl:{:
the eatire Kardian six week campaign
without supplics afrer they had been lost
to coemy fiee during deploymest He

have,

page HT of 512

A Black Templars army may be joined by the Emperor’s Champion. If you
decide to take him then he counts as one of the HO choices for the army.
He must be used exactly as described below, and may not be given any
additional equipment. He can only be usad in a battle where both players
have agread to the use of special charactars,

Wargear: Artificer armour, Terminator henours (bonus included above),
purity seals, iron halo, master-crafted bolt pistol, the Slack Sword.,

SPECIAL RULES

The Black Sword: The Biack Sword is a potent power weapon and can
be used as a single-handed or double-handed weapon. If used as a
single-handed weapon it's treated as a power weapon with +1 Strength,
and may be used in addition to the Champion’s bolt pistol. If used as a
double-handed weapon it counts as being the same as a power fist.

Challenge: The Champion may seek out an enemy character and
challenge him to single combat. The enemy model must be involved in
the same close combat as the Champion, but the two models don't
have o be in base contact. A challenge may not be refused. Move the
maodels so they are touching each other and fight out the close combat
between them using the normal rules. Mo other models may attack the
Champicn or his opponent during a challenge. The outcome of the
challenge decides the outcome of the close combat that the Champion
and his opponent are involved in; only the wounds they inflict on each
other are used whean determining which side has won, Note that other
models imvohved in the close combat may fight, it's just that the wounds
they inflict are not used for working out the result of the combat.

Always an Independent Character: The Emperors Champion is
always an independent character and follows all the independent
character special rules as detailed in the Warhammer 40,000 rulebook.
He may not be accompanied by a Command squad.

Gk




No brother, you wﬁh
# tut:]l:.rouo{ my lm& ;
ChaPlaln Kavier? g

1 will gladly. Xavier was both -
‘the most learned and intelligent
« teacher T ever had, and the JT
| most zealous and dogmatic o
- ' preacher of the Promethean
| ¢ Cult T oever saw. He was a2

\ man whose words could inspire
,: awe or revolsion, love or hate,

' introspection or berserk fury:

\ And he was the man that
taught me the true m:tning-_ﬁi_"
the words Imnmlr dl.n}f amd
sacrifice. 1 miss him mare thln y
’51 can say. Aye, there is much ;
- 1 have forgoftcn since 1 became
~encased in this adamantium
| shell, but the centuries will
i never dim my memorics of
- Xavier.”
¥ Woeds Of Brother Amadeus,
E Dresdsoupht Of Salimasder '-E
- 3rd Company

—'5..-

R

b

CHAPLAIN XAVIER
Points WS BS 5 T W A Ld Sy

Xavier 165 5 5 4 4 2 4 10 34+

A Salamanders army may be joined by Chaplain Xavier. If you take him then he counts
as one of the HQ choices for the army. He must be used exactly as described below,
and may not be given any additional equipment. He can only be used in a battlle where
both players have agreed to the use of special characters.

Wargear: Bolt pistol, crozius arcanum, rosariug, Terminater honours (bonus included
above) and Vulkan's Sigil,

SPECIAL RULES

Vulkan's Sigil: Lord Vulkan, Primarch of the Salamanders, had a personal ican in
the form of & blacksmith’s hammer (“For he smole the Emperor’s enemies as a
hammuer siriking an anwvil”). Vulkan's Sigil bears this icon and is said to have been
carried by the Primarch himself as his badge of office. It is therefore a potent
religicus artefact for the Salamanders Chapter and counts as a holy relic, It affects
all Salamanders Space Marines within 12" when it is revealed, instead of the
narmal 206",

Independent Character: Unless accompanied by a Command squad, Xavier is an
indepandent character and follows the Indepandent Character special rules in the
Warhammer 40,000 rulebook.

Command Squad: Xavier may be accompanied by a Command squad, see the
special entry in the army list. Note that Xavier and his Command squad count as
a single HQ choice.

“The faith of the Salamanders is not forged in the chapel, but in the fires of the bartlefield”

Chapliin Xavier

VETERAN SERGEANT LYSANDER
Points WS BS. S T W A Ld Swv

Lysander 75 4 4 4 4 1 2 9 3+

Any |Imperial Fist tactical squad can replace its Sergeant for Lysander. He must be
used exactly as described below, and may not be given extra equipment. He can anly
be uszed in battles where both players have agreed 1o the use of special characters.

Wargear: Bolter, Terminator honours (Bonus included), purity seals, bionics, master-
crafted close combat weapon, auspex, frag grenades and krak grenades.

SPECIAL RULES

Bolter Drill: You may re-roll, if you wish, the to hit dice
for any bolter fire undertaken by a squad led by
Lysander. If you do then you must re-roll all the to hit
dice, not just the ones that missed. You may only re-roll
baolter fire — bolt pistols and heavy bollers, ete., are not
affected by this,

—
Deatk & the servant ol the righseoss.




Dttt b ot M35757 M40 |
Reloii - . Ecc/B474/BvH?2
o 1511 harar vam H eppel. Ministorum Envoy
L e e e s P Report on Adeprus
S e e Astartes Beliefs
Though: . Examise your theughts

My first finding was the somewhat uncooperative, some would say purposcfully
obstructive, nature of the Space Marines. Although given formal commission by the
Ecclesiarch himself 1o investigate the religions practices of the Adeptus Astartes, |
have been forced to form most of my conclusions from speculation. hearsay and casval
observances. OFf the twelve Chapters approached’, only three responded directly. and
of those the information passed on was cursory and brief in the extreme However, |
despite these ohstacles. I have formulsted 2 number of preliminary conclusions, as

follows.

Like all faithful citizens of the Imperivm, the Space Marines give due reverence to
the Bencficent Emperor of Mankind, However, herc their orthodoxy ends. for it is
rumoured that they perpetrate that most unholy of blasphemics and heresics. It is said -
! that they do not worship the Benevolent Emperar as the God he is. hut instead give e
their praise 10 him only as the founder of the Imperium and their creator. As if this |V
was not heinous cnough & crime against His Most Holy Emperor, they commit yet
more heresy. Mot only do they worship the Emperor. blesséd be He for all cternity,
but they also raise their voices in prayer to their Primarchs with equal vigour. They
offer up praise for the founding of their Chapter, and thc gift of the genc-sced from
therr Primarch which sustains them.

The manner of this praise takes a different form in every Chapter, although Chapters
| with 2 common genealogy will often adhere to similar helicfs and traditions. In many
| tases, these rites are barharic in the extreme. Szcrifice is not upcommon in mamy

Chapters, with the warriors proving their martial prowess against various bestial ‘
adversaries in blocdy combat. The exchange of blood berween the Space Marines is
also 2 [r;:qul:nt occurrence, particularly those Chapters which have descended from the
otiginal Blood Angels Legion. Captured banners are paraded, the heads of defeated
foes exhibited and the manner of their capture or defeat recalled with grim detail and
fascination. In all matters religiovs, the Space Marines emphasise their own prowess

~ and conquests. giving thanks to the Emperor and their Primarch for bestawing them
. . | with their martial gifrs.

e Some Chapters’ practices date back from their founding. and arc laid wpon the
foundations of heathen belicfs practised on their home plancts. Ritual scarring, tattooing

i i : T and the daubing of paint on the body are common themes amongst those Chapters
- 19B2567 M4, Scrgrant’ Lysander was : which draw their recruits from the semi-civilised worlds of the Imperinm. For instance,
wwarded the Imperial Lawrel by Captain the Salamanders, raised from the voleanic, ash-laden world of Nocturne, follow the

¥emtus of the Second Company for his
scts of extreme conrage and resilicnee
weder fire. Durisg the righteous
pacification of the herstical inswrgence oa |

Promgthmn cult. Offerings are burnt in the sacred fires and intricate, harmonious
ch;nfs“"rmte the Chapters’ achievements, giving praise to the Empf:;ar and Yulkan:
 Amidst the ruddy glow of the lava flows. they swear allegiance to the Emperor,

b
Iduno. Sergeant Lysinder bravely led his -:_B&'zudmg themselves, using red-hot irons, with various symbals of their devotion and :
squad in the stubbarn delence of the  victories. The Rampagers, descended from the Whire Scars Legion who themsclves \
Colonl Bridge For fourteen howrs. - : .'l:f.ﬂ:'ﬁl' upﬂn the nomadic warriors of Mundus Plinus, scar themselves in a lang

L:,-*s.lnd:r and his men beld againdt wave
: ce k matter of rank
| alter wave of attacks by the hatelul rebels SRpnel the Blﬂﬂd.ﬁﬂg. Facial scars are 2 er of rank and plﬂ“ﬂt amangst

I Biid - Souion i s AR S _1h= Rampagers, and the gathered bktucl fmm this mm.l wounding forms part of the
S M kind for edRlee Clori it ther ol celebration feast that follows,

i Ej’l‘]" G“'i’;dW*”_ i:':‘i_"“ 3 R"":_D[ ] The belizfs of the Chapter arc pcrpclmt:.d I:]r its Chaplains. Thn:sc ficrce devotees o
A - LFI'_ :r.t“. : b_“_m'": T !Ii the Chapter's cult lead the prayers and rituals, aqﬂ;:tht their comrades to acts of
and strongly, bringing the vengeince o
| the Emperor in volleys of contalled, valour on the battlefield. T was wnable to Ennw:'m: with any Chaplains directly, but
| cifective bolier fire. When Lysinder and (they arc said to be ferocions individuals; of fiery- “heart and temperament: quick to
. anger but also watchful of the souls of their battle brothers. Though the Chapliins
| it took sevenl hours to clear the corpses | arc given a miraculous Rosarius to show the bond between them and the Ministorum,
. of the shadow-shrouded recreants o that | S my beliel that any combaciion hetwcen That Qf 'ihtll' P:I'“TIC-CE and onr own ooble
establishments is famt. if not non-cxistent”

the survivors of his squad were relieved,

the bridge could be crossed”
Excerpt from the Liber Hanorus,

| Imperil Fists Chapter. Legions Astartes ) lvestigation of the Religious Beliefe. Firoale and Practices of the Legioanes Asurtes. Balthazar van Heppel
I |

| it et 111} | : '.I‘I-de! o h‘rsﬂnrp JLIQIEI of Viglleeer: Black lacelparars Biack Templare Crimson Fists Flesh Teress; lmperisl Fiine
[ e S . it =g Y M T A :

/ Intcra data afier trmscripe Order Mikds Diceaum



SPACE MARINE SCEMARIO

he Planetfall mission has the
Space Marines making a
surgical strike from orbit to take
out an enemy HQ. It is a special
type of mission and can only be

used with your opponent's
consent. The Space Marines are
always the attackers in this
mission,

Use these force organisation
charts to work out the forces for
this mission (Mote that dark toned
boxes indicate choices which you
must include in your army).

SPACE MARINE FORCE

COMPULSORY OPTIONAL
1 HO 1 HQ*
2 Troops** 4 Troops"
3 Elites
3 Fast Atack™"

Characian can nal ride bies

" Space Marines Assaull squacds may ba laken
&4 Treops in this misshon

" Oy land sgesiafana, band speeder Tornadoos
and baned spooder Typhoons mey Ba (aden

COMPULSORY
1 HO
1 Elite

OPTIONAL
1 HG
2 Elitas

4 Trogps

2 Fast Allack
2 Heavy
Support

The Spacc Marines fear no Evil for we are Fear Incarnate!




OVERVIEW

Space Marines often carry out special missicns that require them to make an assault fram an orbiting spacecraft.
They are well trained and equipped to carry this out, descending from orbit in huge Thunderhawk gunships or
specially designed drop pods, and then unleashing a well-coordinated attack before the enemy knows what hit it.

A i e

SCENARIO SPECIAL RULES

Planetfall uses Deep Strike, Hidden Set-Up, Victory Points and Random Game Length.

@The defender sets up using Hidden Set-Up,
anywhere on the table but at least 12" from a
table edge. The defender's hidden set-up is not
revealed until after the Space Marines have
arrived in their first turn,

The Space Marines all enter play on the first

turn using the Deep Strike rules. Even troops
that cannot normally use Desp Strike may use it
for this mission.

The Space Marines get the first turn in this
mission.

Acao

MISSION OBJECTIVE
The Space Marines must kil all of the defenders’ HQ

units and score the most victory points. Any other
result is a victory for the defenders.

IMPORTANT: The Space Marines score triple the
narmal number of victory points for HQ units they
eliminate in this mission.

L Lo el

2 Ly

GAME L

The game lasts for a random number of turns
(see the Scenaric Special Rules on pages 132-137
in the Warhammer 40,000 rulebook).

LINE
Any unit forced to fall back will head for the nearest
| table edge using the shortest possible route, The rules

for falling back are on pages 71-72 of the Warhammer |-
| 40,000 rulebook. |




AN PR, PUTE ) SOR0R X LWTHO — SIUDsiiog) qumng i) e SUNKeed &) ST JRUCIToY
solais JORd SLanas 1) pedetiue aud 4 e ; o
pa e BEE ALY THUTS S SOSGH O UMD [TLNGL AT (R0 «.H.}nﬁm, GOF — AUBEUCD WL
s S sneag § - Aueduen gl St Y 2 S0 01 suooyd] 7 saopnwa) 2F samnends pur) 9 souy 8 aulnoupenyg
Z |M..ﬁ__._”.......\G e BULAL § ROLLEYY SORG NIESEY OF SOUUER 36T BRI OF Z PRRIRY BRI WORSEY O RALUTHY .._..__.ﬁ_w._...”&_....v_..l._b. OF ey aoeds
v P A T T = n ,ww_..sﬁ____.«_.; BARIC BT £ siuealiog Leny 7 AEnaymody wce o - AURdiue L TGS R0 | Ko praping Ao Koy WD weded - A
VRS R0NIS DUBT Z Ul | :_J.se._.:...n._ L i ,.u_ a5 WAL 51 QUL | CBURIG 81 — AT [E] BANNEL PUET) £ 8. el Of — Ao wi
ooy wende = Auwdiuad g suminiEunLy Z1 Ming sroayiE TRWIG IO 15y — SIS SYIS Z — 001

e e e SHMINIOEUNALL § — 1001
L B e P SPO-IAMG & IDALTEdY | ~ Loy ARemD ¢ - s SPOL-GAAG [ TR | — SBeacY
SHMIUIGEUNIGE £ MR SAMONLET = S8 O | = [ P o e e e SOHOET) | SELINTT £ = ST

Sl jo dpa] /od SP SGines Blsunag
STAHIDY LTI AR SONEY

[ YaONIaay

HHU-CANS o G | - ST ARG B ROVBLAS § SN § RRUMWILIAN £ RICMINDWA b
SAUMIGS SR 2 §OMHESEU | SISELY AR 2 - Aoy YHJTId L3374 HOLYHO TSNS EMLEY VR £ RNSRIONTY § | SICINATST, SN § | SANINAIY, SRR ¢ — Lincuuy

HOLOFS 01439~ NOISHAINI-EZINAOD ~ 39404 NoiLO3 10U 32HO4 NOILYITVLIH IA NVHO

EHOAIOR § 34 A7) JUDLETLDG) |98 T 11 BT L oAy (IO Souser i Lwehens w a0 dofesy ooy SOEDI BO KU MR S Fsse Anduos gn oy I i o
G P NS SACRON TS0 m_ur._.:u_ 4 sueoydd) Jepends pur 5 suayis) Jopoads puir ¢ 4 FEHIE AR £ S0 12
swealies Gunsay £ ‘siEnoupeaq) £ ‘EROPRGL IBPeRdS PUET ¢ 'RIOpIDdS PUT 8 ‘BOODEUIY JBRAGHS PUET £ ‘Speods pusr ¢ Pz alfnoupeain ¢
‘penbs o s Susiisga ‘SEnaE YAy & '5E BE ‘sound o “sybnoupeng B pENEE [Ean3EL _m_...._u.__m.mﬂ_
spEnbs o Suonsgie "SOUlE 91 Silnouptig § ‘punbs manam Bucuis-gay wEdl s
‘pEnbs JoEsEsan Busns-gx1 ‘gpanbes nessy Buoss-ve spenbg ek Susiis-gLxe
w_vs_.__uw oo BUSIE-O L2 ‘BpEnts JoyEEENRg Buoas-0lx “EEnbe JNEEsy Butils-OLRs S LRSI
‘siumading v, £ Turaliag UG, 2 ‘FLERnbiag URING £ IBIE0E RIBRUETS 'S0 | LLEE?«. _.__”_._.u__u.._ 2 IBJEGY PUEPUNS 07 | A0 PIRPUENS AuRdwng |
samzayody | v LBIEET LUEDURG Auedusal | Wissaugady | umpey D | Sumseyndy | wedngy | armaugiody |
SN 0 WY .:.___..n__.. il W Raayochy | 'umdeyn | Aapeng) edesg J|[ENGEN, [HUD U] WEMTET “UlEEeUD |
SYIBAF UIREED

ANYIWOD HLN3L UGS IR ANYIWOD HLHDI3 ANYdWOD HINIASS
ANYINOD HLNIN ANYHAWOD HLXIS

LRBARGT (I §TY IR s AURAIOZ) W SO0 SR O N ol i BN S Oy Poctiia Oy SR
SR WIRNY § SIIE G2 G0 16 0F 0 AL A LTI S P e SHIPY PUET
SOiE ey 2 ‘SaURH Bl
OEE AT | EIE 21 weauds) japaads puE | ] SAERLaL hg.“r._m.q_m e 2 R 1. ateYs PuR L ‘suBnoupEas] £
‘sspeads pue FsouRlY £ wBnoupeaeg | paag puE G "Hou ‘wippeads pUE Z 'solsd § SEIPELIGL SpEtE UET £ ‘syng WEnOUDEBI] PEHIEL b2
‘sBnoupea] ¢ ‘eEnoupeaig 2 'IBpadS PUE £ "SOUNL |1 ‘BEULER BOBdG URIaD, f9
‘penbs jopeisesac Buois-gxl ‘spenbe JogerEenag Guons-nLeg ‘spenbs JoerEenag Guans-n) e ‘suifinoupea ‘gieafing UL g
‘penbg jnegsy Guais-gx ‘spEnbe pesey buoge-pLyE ‘pEnb gy Gloas-g| ‘spEnbs soEsesag SuoiE-LaE I wpurs Aundwon |
‘penbs jnessy Gucs-Gx| ‘spEnts [eanse] Buons-gLxg ‘pang jjrEsEy Buois-gx]
‘P sumraliog UmKe § pogan Buois-oLxn ; easy Busis-0Lx RyD 2
MR pUITpUTS & L L v__..__..ﬂ.mam URIBEN, © URIRaE MEPURIS 00 | Sutups-ga ‘s saEifey
Adpsiyody | ‘um Aaepayody | eRigeyo | 5 i s B s-0xg BRI § IueBel Sy WEIdED
qupafias uRialey, | SHEIE PUEPEELS 00 | 3013 AP PRRE LRI BUEEY E4) 1D SRR S e e VA Z JRIEGD PIERUEIS 00 | ANVAINOD LSHIH
Huenaiody | ANYAINOD aHIHL ueseiyrady | uEdeyD |
SHUZURWY BU| |0 SRR BUENG WEIDE] LIRN, Bl 0SBy wiwosdy smden

ANYAWNOD HLdI14 _ r ANVHINOD ANOJ3S QSNYHILIA O

_".ﬂ“.__:.“h ! SPaL-0AS LE TS ; ; L - wnlooy b BWNUEDImET 2|
. X b ‘BIBPIS00 £ ‘seUBIREET b
i sl ) LEUERIT fane
SniYvdan
IO pUE] 21 :
UH 1 SRUsILIAY & = - EYMELBOUNYL EE
SIOIEHPUL, § 'SI0IEEILY JDIEREA || ‘BlEssEes BHUIES BdEY 21
‘SIDNINASAL JOERA ) : UBNBAIG JESAE7) STRABNG — safieg Bpeg £
'SIRW-CULDEL 24 ‘BH00A8S £0) EUBIddy g L "EIBSINEY BIG £
‘SRUNELLLZE) B 'BWaIdNE SBUNELILDE] : :
aliog oy (o JBEEY WINER SRS

AHNOWYY mmm...—..m{,mcnfwm: Dsz-_.._GU L3314

ENALLIEHY




LEGION

PRIMARCH

WORLD

SECOND FOUNDING CHAPTERS

Dtk Angels

Emperers Children

Liva EI' Jonzon

[Caliban]

Angels of Absolstion, Angels of Redemptios,
Angels of Vespeance

All records expunged from library - order origination unknown

Fulgrim

[Chemas]

Excommueicate Traitoris

Iros Warriors

Pertusaba

[Cyenpia)

Extommueicate Trantoris

White Scars

Jaghstsi Khan

Mandus Plisus

Marawders. Bampagers, Diestroyers. Storm Loads

Space Walves

Leman Huss

Fenuris

Wall Hrothers

Imperial Fists

Rogal Dom

Fot recicas esdisclaed, 1be Dark
Asgels and their Sccond Founding
seocessods fefer 1o Bemselves a3
ths Uaforgiven

Somron Mythos Asgelua Momn. (M)

Space

“The Space Wolves eacoursge pooctic devisscy
Ir= cxtraordisary growth of casises] and show
exieme meortbedeny ia their tacrics ead
orgasaation”

Terrz Bleck Templars, Crimsan Fists

Night Lords Kaonrad Curze | Mestramo] Excommunicate Tranaris

Blood Angels Angels Encarmine, Angels Sanguine,

Sazguinius Ras} Angels Vermilion, Blood Drinkers, Fleshtesrers

Blood Asgeh and their mccomors
follow wecoavestion] asd deviam
genc-replication praciay which haa
ked %o the drbasement of their
pese-seed

HRumowrs of ‘Bed Thirs' asd Black
Rage” sill perpetuine, despine

'.11'\:!.‘.|E.|1|r|n Of BUMCTOEE DECINNONE,

lron Hazeds Ferrus Masus Meduss Red Tilons: Brares Clows

All records expunged from library - order origination unknown

Warldeatees Azgron

Excommunicate Trastoss

Dramenz [MLUEH)
Mavamarines, Patrisrchs of Ulixis, White Caoasuls,

Blsck Cossuls. Libutors. lacepross,
Practors of Orploss. Genesis Chaper

Ulltramarines Rabawte Cuilliman Macraggs

Ultamarises

These are the samed Swocessoes 1o the
Ul Legaca (Apotrypha of
Davio). thosgh the Apocrypha of Skares
sttes there aze 23 Seveed Fousdisg
Chapters beg faids 8o pame them

Drath Guoard Martarion [Barbarus]

Excommunicate Traitoris

Thovsand Sens Magnus the Red

Excommunicate Traitors

[Prospera)

Lusar Wolves Hares [Crhanis) : Compiler At (MAT)

Excommunicate Traitoris

" = = Ulirsmarises
Ward Bearers Lorgar [Calchis) Excommuaicate Traitoris =

The Ulknmagiees Legioa is eesposaible for serly
A3k of the gese—core of the cwmoss Space
Murise Chigoors. The Ultamagiets Chapier rales
lirge empire is Gilisic Soach-East. ksows i
Ulramar. ose of 1he mos powerful isstiwicas
oa the Eoson Frisge

Salamanders Vulkan Mocturne

Noze Knows

Raven Guard Carax Deliverante

Black Guard. Bevilers, Raptors

Alpha Legion Alpharivs Mo Record Excommuaicate Tranaris

LEGICHN: Mams of Legion when fownded
PRIMARCH: Mame of Primarch from which Legioa allogedly

drew its genesced.

SECOND FOUNDING CHAPTERS - Chapters samed in
Apotrypha of Davio [MLII]

EXCOMMUMNICATE TRAITORIS - Thase Legions wha
turesd duging the Great Heresy ss reported in the Grimedre
Hereticus [M.35)

The Luosu: Wolves wese resumed
WORLE, Scas of Homs (cE23MA) Afser
the death of Horss, they betume

kpown ax the Blak Ligios

Where Legion wis bused
Worlds in parestheses subsequently destroyed

This Greal Heredy. nearky ball of S S
Wring Lpgiores Buen o §a Empem and bodow |
Horua, Herus is dafeatsd and the Traiter
Lasghona wr deivin inio e Eye of Tentor.

M3f  Aobouts GuilBman, Prismarch of the Uiramarines
Legion, comgiles the first Codex Aslaries, This
wislorral by, cigne, aine ? thogtrien,

Loyl Sceieh Mg Lighond. die Doppe s wds
supposedty ETalar Chigier, sach numbasing soughiy 1000
twanty in number, An unknomn dizsster Sghting trocpe. Dns GRagier cetaing nama and
o iy Dot bulty Gt Barakiny of Lagion, ofter Chapien re-named end
T, - iy ABETE! 1) o568 DRNA-RRBLISON 1) TR Shean Kaii A0 USLIE 5 Oalaied B Citee

e - Aeriarns, Trit b krown T Sacondd
L Hirorc vargolia L34
IGME Hewiane Trealise mentens ganyhe Mienabon ichnicues | TS

e |
Lifal _I._._}.’izf'] _._._|_"’.“2_E!_._._. M3y _|M28 | M2g M3 L=
[t [
|m Earkest mocaod warmors 2 e
Empenor in congueas of Tera

CMz8  The Primarche arg developed,

Ultimat & 1he saroandiny spcec
e, Liwns Copin Hw B 3681

]
1
17 -3
WOZ+  The Primarchs rapcriediy dis or
SHappaar et 1ha lollawing

millannia. Through subsequent
Foundings, thn membar of Space

e Chacters af preasnt: G- 101" ]
gm Yign ra. Pk W, dpapah Donner Fol of o
| Crapmr Lobass [PES k1]

Thegrsm demaonsirales how Primach ganetc data oouid have § 4

Grabya's
e 1 SlablG ganitie dirlopaint of faw Spice Mititas. Twanty B
(Posanading Space baring Legions & bonmed, sach ked by ond of e Primarches ©

Rel: 3526/b

Drate: 23846-46.040
File: Ultra/3a
Stutus: Sealed dana
Relay: Sectom 34
-¥ Access: I/ ASAA

M2 The Great Crusade beging. Each of the Primarchs
rhdacinred G Pumas wicks, ity hiving
iS00 10 POSIBONS 0f power dut 10 Meir ui-onhanced
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