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INTRODUCTION

NEVERFORGIVE, NEVER FORGET

TheDark Angels areamongst the most accomplished Space
Marine Chaptersin the Imperium. Their grim determination and
relentless persecution of the foe arelegendary, and their combat
record tells along tale of selfless heroism. Yet this facade hides a
terrible secret, a betrayal that occurredin the distant past but
that stained the Chapter’s very soul. At the direction of their
shadowy Inner Circle, the Dark Angels hunt their own heretic
brethren — a quest spearheaded by the ruthless warriors of the
Deathwing and those of thelightning-fast Ravenwing. This
search for redemption haslasted ten thousandyears, and drives
the Dark Angels on tonew heights of merciless destruction even to
this day.

INSIDE YOU WILL FIND:

The First Legion: Thetragichistory of the Dark Angels, and the
story of their ten thousand year hunt for absolution

Sons of The Lion: A showcase of Citadel Miniatures,including
collections showing the colour schemes of the Dark Angels and
expertly painted examples from the ’Eavy Metal team.

Forces of the Dark Angels: A comprehensivearmy list that
allows you toturn your collection of Dark Angelsintoan avenging
force of determined warriors on the Warhammer 40,000
battlefield

Appendix: Rules for theremorseless armies of the Dark Angels



and alist of the potent wargear they wield against their foes.









THE FIRST LEGION

The Dark Angels make war with merciless determination. On the
attack they arewithout remorse, striding unflinching through
thefire of their foes;in defence they areutterly unyielding, the
enemy dashing themselves topieces against the Dark Angels’
impenetrablelines. Where some Space Marine Chapters are given
togrand speeches and ostentation, thisinsular brotherhood
prefer tolet their deeds speak for themselves. Where the Space
Wolves or the Black Templars might givevent towild war cries in
theheat of battle, the Dark Angels intone solemn chants and
battle-hymns as they hack apart their foes. Stony-faced and
austere, the Dark Angels gun down their victims with
frightening efficiency, never showing theslightest moment of
weakness or unseemly pride.

When the Emperor first struck out upon the Great Crusade, he
soughttounite Humanity in dominion over thestars. Toaid him
in this monumental task he created twenty Legions of post-
human warriors known as Space Marines. Genetically engineered
tobe superior toMankindin every way, these heroic warriors were
the Emperor’s ultimate weapon against a hostile galaxy. Of those
Legions, the Dark Angels werethefirstand, arguably, the
greatest. Led by their noble Primarch, Lion El’Jonson, the Dark
Angels fought at the forefront of the Emperor’s wars,and have
continued todosothrough theten thousandyearsthathave
followed.

Since the destruction of their home world, Caliban, the Dark
Angelshavetravelled thegalaxy in a massive asteroid fortress



known as the Rock. This vast edificeis thelast remnant of Caliban
itself, sundered by catastrophe and transformed through the
addition of countless stone corridors, armoured gun turrets,
strategiclaunch bays, force-field generators and gargantuan
Warpengines. Aboard this monolithic battlestation, the Dark
Angels maketheir way through thevoid of space, following a
winding path in pursuit of an agenda they will never reveal.

TheDark Angels area stern gathering of heroes whofightan
incessant war for Humanity’s very survival. Yet they wrap
themselvesin archaicrites of battle, as though striving to
distance themselves from those they protect. A sense of obsession
lingers about this mysterious Chapter, a brooding menace that
unsettles even those whofight alongside them. Beneath the Dark
Angels’courage and nobility, behind the sinister veil of secrecy
thathangs about their deeds, lies a darker motivation. The Dark
Angels are seekers after redemption, a close-knit brotherhood
whose shameful sins arehidden even from one another. They
huntthosewhobetrayed them long ago, seeking toexpungea
stain upon their honour that, wereit ever broughttolight, would
seeall they havestriven for turn toash upon the wind.






DARK HERITAGE

Ten millennia ago, the Imperium was almost annihilated by the
calamitous galactic war known as the Horus Heresy. The Dark
Angels andtheir Primarch, Lion El’Jonson, remainedloyal tothe
Emperor throughout this terriblewar, fighting heroically
againsttheir traitorous brothers. In the Heresy’s aftermath,
Jonson and his Legion returned totheir home world of Caliban
only tofindthat onelast, terribletreachery awaited them.
Consumed by his jealousy of the Lion’s glories, the heroic knight
Luther — formerly Jonson’s closest friend and ally —had embraced
the Dark Gods of Chaos. Worse, hisimpassioned oratory hadled all
the Dark Angels on Caliban intoheresy.

Theloyalist Dark Angels’grand homecoming was thus met not
with jubilation, but by a sudden, shocking storm of laser-fire
from Caliban’s surface. Several Dark Angels ships were torn apart
before Jonson’s fleet could pull back intodeep space, and once the
Primarch pieced together whathad occurred, his cold fury was
terrible tobehold. Determined topunish his once-brother —and to
burn away therotthathad spreadthrough his Legion — the Lion
swiftly planned a devastating assault from space.

Moving intoposition, Jonson’s ships began a massive orbital
bombardment. They obliterated Caliban’s defencelasers and
drovethetraitors backintotheir void-shielded fortress
monasteries. Atthesametime, Jonson himselfled a surgical drop
assaultagainstthegreatest of these strongholds and the seat of
Luther’s power. As firerained down from space, Jonson and
Luther fought a furious duel, theviolence of their clash tearing



thefortress apart around them. Finally, as theintensity of the
Dark Angels’bombardment cracked the very crust of the world,
Luther stumbled. Yet Jonson was unable tostrike down his old
friend. Luther had nosuch compunction, and blasted the
Primarch off his feet with a monstrously powerful psychic attack.

As Jonson fell, Luther realised at last what hehad done. With a
sorrowful scream, hefell tohis knees at Jonson’s side. Hearing
this cry, the Dark Gods knew they had been denied their victory.
Enraged, they engulfed Caliban in a vast Warp storm. Already
mortally wounded, the home world of the First Legion
disintegrated, much of it swallowed by the Warp along with the
surviving traitors.

In the wake of this cataclysm, theloyalist Dark Angels descended
tothesurfaceof thelastremnant of their world. Preserved by its
mighty shields, Luther’s ruined fortress stood atop that shattered
rock. It was herethat they found the arch-traitor himself,
gibbering andinsane. There was nosign of Jonson, though Luther
swore the Primarch had been borne away by robed figures.
Perhaps worse, therenegade Dark Angels were alsogone, bearing
with them thediretale of their Legion’s shame. Thus began the
terrible, endless quest by the Lion’s sons tofind and silence those
whowould become known as the Fallen, tosecure their repentance
andfinally wash away the stain upon their Chapter’s soul.






THE HUNT FOR THE FALLEN

In the wake of Caliban’s fall, the Dark Angels’ leaders
concealed their terrible shame, forming a small,
secretive group known as the Inner Circle. Hidden even
from their own brothers, this organisation dedicates
itself completely tothe hunt for the Fallen, and to
finally securing absolution for the Chapter.

Sincetheinception of the Inner Circle, the Dark Angels have been
fighting a secret war. They pursuea veiled agenda of which even
themajority of their own brethren areignorant. Most Dark Angels
know nothing of their Chapter’s shadowed past,and areinstead
indoctrinated tounquestioningly obey the commands of their
masters. Only those whodemonstrate their total devotion tothe
Chapter can join the Inner Circle, and even then they must pass
numerous, dangerous tests toprove their worth.

Thosewhofail thesetrials vanish without a word, never tobe seen
again. Therestare sworn toabsolute secrecy before being told of
Luther’s betrayal and the existence of the Fallen. Even then,
though a Dark Angel will believe that he now knows the whole
truth of his Chapter’s history, therearecircles within circles, and
always more dark secrets toberevealed. Butitis enough for him
toknow thatitistheFallen that movetheDark Angelstotrue
fury,anditistheseancienttraitorsthatthelInner Circlehunt,no
matter the cost.

The Fallen themselves are deadly foes — warriors of a bygone age
whose strength and cunning arebeyond anything the galaxy has
seen in millennia. Whilesomeregret their actions during the fall
of Caliban, most areunrepentant renegades whosurround
themselves with whole armies of fanatical worshippers. Toslay



thesehereticsis hardenough, but simply killing them will not
suffice. The Fallen must be defeated and taken alive. For this the
Dark Angels havetheir fearsome 1st Company:the Deathwing.
Armouredin absolute dedication totheir Chapter, deaf tothelies
of traitors and heretics, the Deathwing hunt down the Fallen,
eradicate their followers, and subdue them for capture. The
traitors arethen borneback tothe Rock in secret, wherethey are
handed over totheskull-helmed Interrogator-Chaplains. Itis
thesegrim figures whoare charged with extracting the
confessions of theancient traitors by any means necessary. Only
through therepentance of the Fallen can the Dark Angels be
absolved, and the Inner Circle will doabsolutely anything to
achievethisend.
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Evenbefore the lastflaring teleport
energies had faded, Brother Arafael
was already firing. His storm bolter
thumped in his grip, pumping a stream
of shells into the shocked Cultists that
packed the moonlitclearing. Around
him, Arafael’s brothers were doing
the same, loosing a cacophonous
storm of fire thatreduced their victims
to sprays ofblood and severed limbs.
The Deathwing had taken their foes
completely by surprise, and Arafael
sneered in disgustas the cowardly
heretics broke and ran. None ofthem
gotfar, the lastfew fleeing figures
blown off their feet by a thundering
burstoffire from Brother Azriah’s
assaultcannon. The Cultists were
ripped to pieces by the blizzard of
shots, their twitching remains



scattered upon the muddy ground.

Arafael swepthis gaze across the
clearing. Itwas only a small break in
the forest, a sward of damp grass
around which the shadowed mass of
the forestloomed close. A huge statue
rose atthe clearing’s heart,
dominating the space utterly. Arafael
feltastab of cold anger as he took in
the crudely carved figure clad in its
archaic power armour, arms raised in
a posture that might have been
beneficence, butlooked more like
menace. Arafael was Inner Circle,
oathsworn and conversant with the
secrets of his Chapter. He knew an
idol of the Fallen when he saw it. The
Deathwing’s quarry was here, and
Arafaelvowed thatthey would run
him to ground.

The Dark Angel’s thoughts were
broken by fresh gunfire from the
clearing’s edge. Shots sparked off his
armour as a band of traitor Space
Marines burstfrom the trees. They
were chanting a name, over and over,
one thatfilled Arafael with fury.

‘Shadrechael! Shadrechael!
Shadrechael?

Ignoring the boltrounds that
ricocheted from their armour, the



Deathwing turned and opened fire
once again. Renegades fell, shredded
by boltand blast, and the Terminators

marched forward over their ruined

corpses. Arafael strode attheir fore,

checking his armour’s internal
auspex-link as he went.

Shadrechael’s temple should be justa
hundred yards into the treeline. With
the Strike Cruiser Absolution’s Hymn
hanging in low orbitoverhead, there

was no way the Fallen could escape
by aircraft, and the De athwing were

closing infrom all directions.
Shadrechaelwould either have to
fight his way out, or wait for his
attackers to come to him. Whichever,
the Deathwing would be ready.

Arafael grunted as chainsword teeth
bitinto his shoulder guard, then
smashed the weapon’s wielder out of
his path. He drummed fire into
another heretic as he strode into the
gloom beneath the trees. He could
sense the Fallen outthere, and his
twin hearts beatfaster atthe thought.
Shadrechaelwould be captured, and
he would confess. Arafael would
make sure ofit.
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CHAPTER ORGAN ISATION

Though shrouded in secrecy, much of the Dark Angels’
organisation is not dissimilar to that of a typical Codex
Chapter. However, their hunt for the Fallen hasled the
Dark Angels toinclude several groups whose numbers,
and in some cases very existence, is a carefully guarded
secret — these are the Ravenwing, the Deathwing, and the
Inner Circle.



CHAPTER STRENGTH AS OF 999.M41 Y

e

CHAPTER MASTER
COMMANDER AZRAEL
Supreme Grand Master of
%%{ the Dark Angels @
O—m
APOTHECARION
BROTHER RAZAEK RECLUSIAM
Master Apothecary HIGH INTERROGATOR
SAPPHON

10 Apothecaries Grand Master of Chaplains

30 Interrogator-Chaplains

A
KNIGHTS OF
THE ROCK

BROTHER APHARAN
Warden of the Rock

6 Venerable Dreadnoughts

FLEET
COMMANDER
BROTHER NELPHALOR
High Huntsman of the Void

16 Strike Cruisers
8 Battle Barges
21 Rapid Strike Vessels
31 Thunderhawk Gunships

Dark Angels Chapter Banner

LOGISTICIAM
BROTHER SEPHARON
Warden of the Gates

1200 Servitors

i,
LIBRARIUS
CHIEF LIBRARIAN
EZEKIEL
Keeper of the Keys

4 Epistolaries
8 Codiciers
8 Lexicaniums
4 Acolytum

ARMOURY
BROTHER BELAPHOR
Master of the Rock

22 Techmarines
113 Servitors
16 Predators

10 Vindicators
12 Whirlwinds
21 Land Raiders



%F
1ST COMPANY

‘The Deathwing’

VETERAN COMPANY
Master Belial
Grand Master of the Deathwing

Deathwing Knights
Command Squad
20 Deathwing Terminator Squads
9 Venerable Dreadnoughts



2ND COMPANY

‘The Ravenwing’

RAPID ASSAULT COMPANY
Master Sammael
Grand Master of the Ravenwing

Chaplain
Black Knights
Command Squad
6 Attack Squadrons
4 Support Squadrons



3RD COMPANY

‘The Unmerciful’

BATTLE COMPANY
Master Astoran
Master of the Arsenal

Chaplain
Command Squad
Company Veterans
6 Tactical Squads
2 Assault Squads
2 Devastator Squads
3 Dreadnoughts
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4TH COMPANY

‘The Feared’

BATTLE COMPANY

Master Korahael
Master of the Fleet

Chaplain
Command Squad
Company Veterans
6 Tactical Squads
2 Assault Squads
2 Devastator Squads
2 Dreadnoughts



5TH COMPANY

‘The Unrelenting’

BATTLE COMPANY
Master Balthasar
Keeper of the Unseen Ritual

Chaplain
Command Squad
Company Veterans
6 Tactical Squads
2 Assault Squads
2 Devastator Squads
4 Dreadnoughts



6TH COMPANY

‘The Resolute’

TACTICAL COMPANY
Master Araphil
Master of Rites

Chaplain
Command Squad
Company Veterans
10 Tactical Squads
1 Dreadnought



7TH COMPANY

‘The Unbowed’

TACTICAL COMPANY
Master Ezekiah
Master of Watchers

Chaplain
Command Squad
Company Veterans
10 Tactical Squads
3 Dreadnoughts



8TH COMPANY

‘The Wrathful’

ASSAULT COMPANYYy
Master Molochi
Master of Condemnation

Chaplain
Command Squad
Company Veterans
10Assault Squads
2 Dreadnoughts



oTH COMPANY

‘The Remorseless’

DEVASTATORCOMPANY
Master Xerophus
Master of Relics

Chaplain
Command Squad
Company Veterans
10 Devastator Squads
4 Dreadnoughts



10TH COMPANY

‘The Redeemed’

SCOUT COMPANY
Master Ranaeus
Master of Recruits

Chaplain
10 Scout Squads
117 Unassigned
Neophytes



THE BATTLE COMPAN IES

At the forefront of the Dark Angels’ many wars, the
Battle Companies fight in the name of the Emperor, the
Primarch and Humanity. Utterly dedicated to their
Chapter, these warriors conduct themselves with
conviction and heroism on battlefields all across the
galaxy.

Likethe foundations of some great keep, the Battle Companies of
the Dark Angels bear the weight of their Chapter’s combat duties.
The 3rd, 4th and 5th Companies of the Dark Angels are designated
as Battle Companies, each comprising one hundred battle-
brothers, and kept as close tofull strength as possibleat all times.

Leading each Battle Company is a Master. Ostensibly, his duty is
tolead his brothersin Humanity’s defence. In truth the Company
Master must be always alert for the Fallen, ready totakeup the
huntata moment’s notice. Below the Company Master stand his
battle-brothers. According tothe Codex Astartes, a Battle
Company should bebased around six squads of Tactical Marines,
twoof Assault Marines, and two of Devastators. The Battle
Companies of the Dark Angels cleave close tothis model, with the
exception that a hand-picked selection of their finest warriors
will beelevated tofight as Company Veterans. Toensure mobility
and support, each Battle Company maintains enough Rhinoand
Razorback APCs totransport all of their warriors intobattle,
whilethe Dark Angels fleet carries sufficient Drop Pods for them
toexecutea full atmospheric assault whenever required. Finally,
each Battle Company is supported by elements of the Librarius,
Apothecarion, Reclusiam and Armoury, and accompanied by
their honoured Dreadnought brothers.



Should members of a Battle Company beslain, their loss is
replenished with warriors from the Reserve Companies. For the
Dark Angels, this transition is laden with ritual and meaning.
Each Company maintainsits own archaicrites of initiation, its
own oaths andtraditions tobe observed before a brother can be
accepted. Knowledgeis densely stratified within the Chapter’s
ranks. Battle-brotherslearn by rote the allegorical tales and
pseudo-mythsthat strengthen their resolve, build their
dedication,and harden their hearts against traitors and
betrayers. Even within a single Battle Company theselayers of
information exist,sothat a Devastator of the 4th Company will
havelearnedless of his Chapter’s mysteries than a Tactical
brother of the same company, both of whom will know less than
their counterpartsin the 3rd. Every advancement within the
Dark Angels brings new secrets, preparing the Chapter’s warriors
for the appalling revelations that await them should they ascend
tothetight-knit brotherhood of the Inner Circle.






COMPANY MASTER

COMMAND SQUAD

Company Standard Bearer
Apothecary
Company Champion
Veterans

COMPANY VETERANS
Veterans

6 TACTICAL SQUADS
Each comprises:

Sergeant
or Veteran Sergeant

Tactical Marine
with heavy weapon

Tactical Marine
with special weapon

7 Tactical Marines
with boltguns

2 ASSAULT SQUADS
Each comprises:

Sergeant
or Veteran Sergeant

2 Assault Marines
with special weapons

7 Assault Marines
with bolt pistols and
chainswords

2 DEVASTATOR SQUADS|
Each comprises:

Sergeant
or Veteran Sergeant

4 Devastator Marines
with heavy weapons

5 Devastator Marines
with boltguns

|—| DREADNOUGHTS
Al

|
ARMOURY ASSETS TRANSPORT POOL
Attached as required Transports typically
dedicated to a specific squad
Predators
Whirlwinds Rhinos
Vindicators Razorbacks

Land Raiders

Drop Pods







THE RAVENWING
F——————— e —————————$>

Black clad huntsmen and masters of the art of lightning
warfare, the Ravenwing race before their Chapter like
thunder before a storm. Prizing speed and mobility
above all else, they are their Chapter’s foremost weapon
in the hunt for the Fallen, and nothing can slow their
pursuit.

Enginesroaring,the Ravenwing tear forward through the
enemy'’s firetocarveintotheir rankslike a bladethrough a
monster’s throat. Thesearethe warriors of the Dark Angels’2nd
Company, a highly specialised formation that fights from fast-
moving attack vehicles. It haslong proven difficult for the
Adeptus Terra toaccurately gauge the size of the Ravenwing, for
whilethe Dark Angels claim it maintains company strength,
they carefully obfuscate the details of its numbers and
operations. Whatis known for sureis thatthe Ravenwing
comprises thefinestriders and pilots their Chapter has to offer,
combinedintoa single force capable of running down any prey in
the galaxy.

The majority of the Ravenwing fight from the saddles of Space
Marine Bikes, supported by brothers piloting various marks of
Land Speeder, or atmospheric assault fighters. The Ravenwing is
ideal for fast assault missions, often acting as an outriding
reconnaissance forcefor larger armies. Its far-ranging Land
Speeders search for thetelltale signs of the foe, voxing back
information on enemy movements and dispositions. When the
momentisright,the Ravenwing gun their engines androar into
thefighten masse,a hurtling galeof black armour, blazing guns
androaring chainswords that sweeps the enemy beforeit. With
buta word, the Ravenwing can switch between countless,



perfectly drilled attack patterns in order toencircle, flank, break
apartor otherwise harass their foes. Atall times they strive to
avoid becoming bogged down, swiftly dissecting even thelargest
enemy force with their hit-and-run attacks.

Shouldavital target present itself, the Ravenwing mount teleport
homers upon their bikes that allow them tosummon the might of
the Deathwing tothebattlefield. Not only does this all but
guaranteevictory,italsogivesa cluetothetrue, veiled purpose of
the Ravenwing. Known only totheir Grand Master, and tothe
carefully selected Inner Circle members of his Black Knight elite,
themission of the Ravenwing istohuntout and run toground
Fallen Dark Angels. This is why every member of the Ravenwing
mustbenotonly an expert rider or pilot, but alsofervently
dedicated tohis Chapter. More than any other force, the brothers of
the Ravenwing arelikely tobe exposed tothe pernicious lies of the
Fallen. They must thereforebeunquestioning in their faith, and
aremonitored closely at all times by their Chaplain toensureno
chinks appear in their armour of indoctrination.






RAVENWING STRUCTURE

\

| GRAND MASTER OF—|
THE RAVENWING

s.,___rJ

RAVENWING CHAPLAIN

=

§

RAVENWING COMMAND SQUAD

Ravenwing Champion

Ravenwing Apothecary

Ravenwing Standard Bearer

Ravenwing Huntmaster

Ravenwing Black Knights

RAVENWING BLACK KNIGHTS

1ST 2ND 3RD 4TH 5TH
SQUADRON SQUADRON | SQUADRON SQUADRON SQUADRON |
i Attack Attack S Attack Attack Attack |
Bikes Bikes Bikes Bikes Bikes
Attack Bikes Attack Bikes Attack Bikes Attack Bil Attack Bikes

Land Speeders

Land Speeders

Land Speeders

Land Speeders

Land Speeders

(standard operational strength in the field)

Ravenwing Biker Sergeant/Veteran Sergeant

5 Ravenwing Bikers

Ravenwing Attack Bike

| Ravenwing Land Speeder/Land

peeder Vengeance

L

6TH 7TH 8TH 9TH 10TH
I SQUADRON SQUADRON SQUADRON SQUADRON SQUADRON
| Attack Support ! Support Support ! support
1
Bikes Land Speeders Land Speeders Land Speeders Land Speeders
Attack Bikes 1
Land Speeders | i
ATTACK SQUADRON SUPPORT ELEMENTS _l

Attached as required, rarely en masse |

Darkshrouds =
Land Speeder Vengeances







THE DEATHWING
F——————— e —————————$>

Renowned as one of the finest fighting forces in the Imperium, the
Deathwing aretheir Chapter’s mailed fist. Nofoeis toogreat for
them tosubdue, and nomission is toodifficult or dangerous for
them tocomplete. Their reputation is such thatthe meresight of
their bone whitearmour is enough toput many foes toflight.

The Deathwing arethe Dark Angels’1st Company. Unlike theelite
battle-brothers of most Space Marine Chapters, they fight clad
exclusively in ancient suits of Terminator armour. That the Dark
Angels can equip all of their veterans this way speaks volumes of
thewealth of relics hidden deep within the Rock, and is an
indication of how seriously the Chapter takes the Deathwing’s
true mission. Unbeknownst even tomany within the Deathwing
itself, they aretheir Chapter’s ultimate weapon against the
Fallen, thewarrior elite charged with hunting and capturing
theserenegades. As such, only those whohave shown incredible
skill atarms and total loyalty totheir Chapter can undergothe
exacting rites of initiation required tojoin the Deathwing. Those
whosurvivethe mental, physical and spiritual rigours of this
ritual taketheir placeamongst theranks of their Chapter’s elite.

The Deathwing is an assault force capable of marching
unflinchingly intothe heaviest enemy fire. They can teleport
straightintothe midst of battle, ripping the heart from the enemy
army with a single, perfectly coordinated strike. In battles such
astheOlthariad Cleansing, the Seventh Pinnacle Massacre, and
thehellish forlorn hope that breached the Fortress of Blackened
Flesh, the Deathwing has proven that nofoe can withstandits
overwhelming might.

Toachievesuch heroics requires courageand a boundless hatred



of the foe: emotions that burn fiercely within the breasts of those
broughtintotheInner Circle. These warriors know of Luther’s
betrayal,and their fanaticism strengthens both their own resolve
andthat of their brothers. In battle they are beacons of righteous
fury,leading their brothers topound their enemies intobloody,
unrecognisable pulp. All Deathwing are utterly devoted,
following the commands of their superiors without question and
willingly performing any act,nomatter how heinous, in the
name of thehunt. For this reason, very few Dark Angels strike
forces gotowar without atleast one squad of Deathwing on hand,
ready torespond tothe more ruthless orders of Chapter command
ata moment’s notice.



DEATHWING STRUCTURE

| GRAND MASTER OF THE DEATHWING |
725 S ~ S ¢

- _I =
LIBRARIANS } ! INTERROGATOR-CHAPLAINS |
- L AR
I R e, N T 1
DEATHWING r | [ DEATHWING H DEATHWING !
KNIGHTS | KNIGHTS | KNIGHTS ]

|
Deathwing Knight Masters and Terminator Sergeants may bear heraldic devices upon their armour in place
of conventional squad numbers, their true meaning known only to the Inner Circle.
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DEATHWING SUPPORT ASSETS
Deployed as required. As with Deathwing Squads,
actual numbers are obfuscated to outsiders.

Venerable Dreadnoughts
Land Raiders

Land Raider Crusaders

Land Raider Redeemers




STRIKE FORCES
F——————— e —————————$>

Across the galaxy, the Dark Angels fight in countless
different war zones, against myriad foes. In order to best
combat these threats, their strike forces combine
different elements of their Chapter’s strength into
deadly armies that are greater than the sum of their
parts.

The Lion’s greatest legacy is his strategic genius — a quality
passed on tohis sons through the Chapter’s gene-seed. This trait
manifests exponentially as a Dark Angel ascends toward therank
of Company Master. Such officers can plan a campaign tothelast
detail, execute faultless assaults, and assembleimpenetrable
defences instinctively. Central tothis ability is the deployment of
the correct mix of squads, vehicles and support elements. Tothis
end, the Dark Angels form strike forces — self-contained armies
assembled toprosecute a specific campaign or defeat a particular
foe.

Every Chapter keeps tomes within its Librarius that detail
templates for different strike forces, each with its own specific
battlefield strengths. For most Chapters, their main source of
such loreis the Codex Astartes,and in this the Dark Angels areno
exception. However, the secret agenda of the Lion’s sons has forced
them toadapt these formations totheir needs. Over time, a
number of scrolls have been penned by Supreme Grand Masters
detailing strike forces unique tothe Dark Angels. Collectively,
thesewritings areknown as the Hunter’s Lore, and are stored in
stasis-sealed armaglass cases deep within the lowestlevels of

the Rock.

Many specialist formations are detailed within the Hunter’s Lore,



from the monstrous sledgehammer thatis the Beastslayer Strike
Force, tothe many-pronged assault force of the Scourge of Caliban.
All shareone common factor:though applicableagainst any
number of foes, their doctrines and composition make them
excellent tools with which tohunt the Fallen, ready in a heartbeat
tohurl themselves against any defencetherenegades might
possess and counter any weapon they may deploy.

The strike force most frequently used by the Dark Angels — known
astheLion’s Blade —is structured primarily around a Battle
Demi-company supported by elements of the Deathwing and the
Ravenwing. Theforceis often strengthened by squads drawn from
the 10th Company for reconnaissance and ambush duties, and
vehicles from the Armoury for heavy fire support. An extremely
versatile and powerful weapon of war, the Lion’s Blade possesses
thekilling power tocrush whole armies of heretics, or safeguard
entire hive cities from xenos predation. As with all Dark Angels
strike forces, itis likewise always ready todeliver thekilling blow
should one of the Fallen be foolish enough todrop their guard.






LION’S BLADE STRIKE FORCE

The Lion’s Blade strike force is one of the Chapter’s most effective weapons in their hunt for
absolution. While the brethren of the Battle Companies launch assaults and claim objectives, the
agents of the Ravenwing race in to cut off lines of retreat, and the Deathwing wait to launch the
decisive hammer-blow against more powerful foes.
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INNER CIRCLE
Grand Masters
Company Masters

Interrogator-Chaplains
Librarians

The overall commander of a Lion’s Blade
strike force is invariably a member of the
Inner Circle. Having fought in each
company of the Chapter, he knows their
individual strengths and how best to
employ them on the field of battle.
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The Lion’s Blade strike force is built
around a core of redoubtable warriors
from one of the Chapter’s Battle
Companies. A Battle Company can be
broken down into two Battle

BATTLE
DEMI-COMPANIES
Company Masters
Chaplains
Command Squads
Company Veterans

st e

Demi-companies, each led by the Tactical Squads
Company Master or Chaplain. EEIEC Ry
Devastator Squads
Dreadnoughts
ARMOURY
Techmarines
Predators
Whirlwinds
Vindicators
Land Raiders
Land Raider Crusaders
Land Raider Redeemers 25
10TH COMPANY

Scout Squads

DEATHWING
Interrogator-Chaplain:
Librarians
Deathwing Command Squads
Deathwing Knights
Deathwing Terminator Squads
Venerable Dreadnoughts

i
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The Lion's Blade is typified by supporting
elements from the elite 1st and 2nd
Companics. Even when they are not actively
hunting the Fallen, they are always ready to
respond to reports of their presence.

RAVENWING
Ravenwing Black Knights
Ravenwing Bike Squads
Ravenwing Attack Bike squads
¢ Ravenwing Land Speeders
! Ravenwing Vengeance Land Speeders
| Nephi Jetfighters

Ravenwing Dark Talons







THE UNFORGIVEN
F——————— e —————————$>

Amidtheashes of the Horus Heresy, distrust and accusation
thickened theair. Roboute Guilliman, Primarch of the
Ultramarines, initiated the Second Founding and, across the
galaxy,the Space Marine Legions fragmented intothe Chapters of
the Adeptus Astartes. Each of the original Legions spawned a
First Founding Chapter thatretaineditsnameandidentity, along
with successor Chapters responsible for becoming their own,
entirely autonomous entities. The Dark Angels could hardly
resist this motion, for the cataclysmic destruction of Caliban was
fresh in their minds, and they could not risk drawing undue
attention tothemselves. Thus they created several successor
Chapters,and soit appeared that they followed Guilliman’s
dictates totheletter.

As with their every deed since the fall of Caliban, however, the
Dark Angels were following a hidden agenda. Their successors,
whowould collectively become known as the Unforgiven, formed
their own Inner Circles toguard the knowledge of the Dark Angels’
secret shame. Each one established companies concurrent with
the Deathwing and Ravenwing, though named differently to
maintain atleast theveneer of individuality. Finally, though the
Unforgiven claimed their own Chapter home worlds, heraldry and
doctrines, their leaders attended clandestine meetings on the
Rock with the Supreme Grand Master of the Dark Angels. These
ritual-laden gatherings saw the Unforgiven taketheir orders
from the master of the Dark Angels, sothattheongoing hunt for
the Fallen could continuein utmost secrecy. The Lion’s sons could
notrisk these meetings becoming common knowledge. Yet
rumours persist of nepotism andlegion building. Over time these
haveledtothe Unforgiven being regarded with distrust.



Despite their impeccably pure gene-seed, the Dark Angels have
been passed over for many of the Foundings that have created
fresh Chapters tofight the Imperium’s wars. Yet from timetotime
the Adeptus Terra have been forced topermit the Dark Angels
another Founding, therecords of which have mysteriously
vanished shortly afterward. In this way, an uncertain number of
Unforgiven Chapters havebeen created, each giving every
outward appearance of fighting their own wars for the Imperium,
whilesecretly aiding in the Dark Angels’hidden hunt.
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Sergeant Kreshnov watched in awe
as the Space Marines tore their way

through the lastfew Chaos
worshippers. His lasgun forgotten in
his hands, the Valhallan stared wide-
eyed while metal crumpled, blood
fountained, and flesh and bone were
torn asunder. Kreshnov had emptied
whole clips into those renegade scum,
had seen his men do the same and die
screaming for their troubles. Yet
againstthe roaring chainswords and
merciless strength ofthe Angels of
Redemption, even the traitors’
baroque power armour could not
protectthem. Outnumbered and
outfought, the last handful of Chaos
Space Marines were hacked down by
their chanting foes, until only a single,
hulking figure remained.

This one was a monster —twelve feet
tall and boasting a horned helm, a
tattered cloak of flayed skin and a



sword that could fell a Valhallan
frostoak. Before the Space Marines
had dropped in to join the fight,
Kreshnov had seen that giant cut
Commissar Draskiin halfwith a single
swing, and flip the platoon’s command
Chimera onto its roofwith just his
gauntleted hands. Now the Chaos
Space Marine swung his mighty
sword, only for the Angels of
Redemption’s leader to catch the
blade againsthis own in a shower of
sparks. Kreshnov cried outas the
Space Marine ducked inside the
traitor’s guard and smashed the
pommel of his weapon into the
monster’s chin, sending him reeling
back. The Angels of Redemption
surrounded their victim, battering at
him from all sides. With a furious roar,
the renegade slammed his sword
through the chestofone Space
Marine, then hacked the head from
another. Yetblades, mauls and gun
butts continued to hammer into him.
Kreshnov’s men cheered as the Chaos
Space Marine was caughtin the back
ofthe skull by a blow from a power
maul and finally toppled. Caught up in
the moment, none ofthem wondered
why the Adeptus Astartes had not
simply butchered their monstrous
opponentas they had his followers.
Instead, Kreshnov started forward,
his jubilantmen close behind, yelling



outthanks and praise to the Space
Marines. The Valhallan sergeant saw
his rescuers share a silent glance.
Their leader shook his head, and his
brothers responded to the curt
gesture by turning toward the
Valhallans with their bolt pistols
raised. Sergeant Kreshnov’s frown of
incomprehension was still spreading
across his face as the shooting
began...




SUCCESSOR CHAPTERS

The Dark Angels Legion is recorded as having sired three
successor Chaptersin the aftermath of the Horus Heresy,
and several other Chapters are believed to have
descended from the Sons of the Lion in the millennia
since. The true legacy of the Unforgiven is known only to
the most senior members of the Dark Angels’ Inner
Circle.

ANGELS OF VENGEANCE

The Angels of Vengeance shun fameandlaurels, instead
concentrating on their duties tothe exclusion of all else. They are
agrim and dour organisation, and all of their companies wear jet
black armourin tributetotheoriginal Dark Angels Legion that
departed Terra at thebeginning of the Great Crusade.

The Angels of Vengeance embody one particular aspect of the Dark
Angels’character above all others — a stubborn devotion totheir
causethatborders on fanaticism. The Chapter is wont tobecome
embroiled in battles that other forces would havelittle hope of
winning,and emerging bloodied but victorious. The Angels of
Vengeancehave willingly suffered horrific casualtiesin the
name of victory — a result of their absolute refusal toretreatin the
face of any foe. The Chapter’s very future has been putin jeopardy
morethan once, beginning with their appalling depletion during
the Forgotten Wars. Morerecently, in the aftermath of the Siege of
San Apolis, their losses were soextreme that the Chapter was



forced tospend almost a century rebuilding beforeit could do
battle once more.




CONSECRATORS

The Consecrators’first appearanceis noted during the Second
Kuppukin Schism, wherethey aresaidtohave deployed at
Chapter strength with nowarning whatsoever. Attheheight of
this terrible war, loyalist forces were surrounded within the
Sanctum of Silence by a screaming sea of renegades, mutants and
traitors. It appeared that the Imperial forces had but hours tolive,
until the Consecrators plummeted from the heavens. All vox-
hails wereignored, but the Unforgiven went towar on the
defenders’behalf with a terrible fury. In just six hours, the
Adeptus Astartes reduced thetraitor hordetolittle morethan
broken, twisted corpses. Their task complete, the Chapter
withdrew without a word. Other such heroicintercessions have
been noted since, the Consecrators always remaining silent. One
aspect of the mysterious Chapter has been commented on time and
again;their brethren bear all manner of holy relics, and utilise
ancient patterns of armour, weapons and vehicles. Itis as though
the Consecrators haveinherited the most revered arms of the Dark
Angels Legion, preserving them and bearing them down through
theages against the foes of the Lion.




‘Whatis our quest? To purge our
shame through the death ofthose who
turned from the Lion.’
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ANGELS OF REDEMPTION

Nothing can dissuadethe Angels of Redemption from their
mission tohunt down the Fallen. It has been noted that the
Chapter has, on occasion, withdrawn from a campaign in order to
pursuetheir own undisclosed ends. It was at theheight of the
Defence of Gaitlinghive, at the moment of the Orks’final assault,
thatthe Angels of Redemption redeployed, leaving seven brigades
of the Gaitlinghive militia tofacea greenskin horde three million
strong. The Unforgiven had embarked upon a hunt thatled them
tocapture a Fallen Dark Angel. Tothem, this victory was well
worth thelives of the Gaitlinghive militia, as well as themillions
of civilians they had fought toprotect. The Angels of Redem ption
were never called toaccount for this act, as there wereno
survivors topress any form of enquiry.

Thanks todarkrumours of thisand many similar events,
Imperial forces havebegun todecline offers of aid from the Angels
of Redemption. More serious repercussions of the Chapter’s
actions —or flagrantinaction — haveyet totake place, but may
well range from Inquisitorial censureto
outrightexcommunication.




DISCIPLES OF CALIBAN

The Disciples of Caliban are a fleet-based Chapter that strikes
with blistering speed and ferocity. Their record of deeds is
impeccable, their conduct exemplary. Still, the Founding of this
Chapter is shrouded in controversy. Itis believed that Dark
Angels Supreme Grand Master Anaziel made a request of the High
Lords of Terra latein the 37th Millennium for this Chapter tobe
founded. Itis highly unusual for a Chapter Master tomakesuch a
demand, andthereasons given by Anaziel for his petition were
never shared. Still, dispensation was eventually granted, and the
Disciples of Caliban created. The Chapter’s Founding gene-seed
was of thehighest pedigree, and scrutinised toa standard far
beyond even that required by the Adeptus Terra. Tothis day, the
purity of the Chapter’s gene-seed is constantly monitored for the
slightest sign of corruption or degradation, and the Chapter has
themost exacting standards of recruitment of any of the
Unforgiven. Therehavebeen whispers that Anaziel hadthe
Disciples of Caliban created for a specific purpose, often rumoured
amongst the other Unforgiven tobe for the single-minded pursuit
of therenegade known as Cypher.




ANGELS OF ABSOLUTION

A force for vengeful destruction in the Emperor’s name, the
Angels of Absolution have been sighted throughout the known
galaxy, most often seen fighting alongside the Dark Angels
themselves. The two Chapters often launch joint operations, such
asthecrusadeagainstthe Arch-Arsonist of Charadon, the Battle
at Archangel VII, or the bloody suppression of the Rasputin
uprisings.

The doctrines of the Dark Angels and the Angels of Absolution are
almostidentical, though with onenotable distinction. The Angels
of Absolution consider their guilt expunged by the actions of their
forefathers during the Fall of Caliban, and thus fear nospiritual
damnation for the actions of the Fallen. However, they still
consider themselves responsible for meting out punishment upon
thetraitors,and take pridein the fulfilment of this duty. The
Angels of Absolution are characterised by a certain gallows
humour thattherest of the Unforgiven donot share, butthey are
noless dedicated for all their sardonic banter and bleakirony.




GUARDIANS OF THE COVENANT

Itis not known from what Founding the Guardians of the
Covenant came, only that they are part of the Unforgiven. Their
adopted home world, Mortikah VII, lies near tothe western rim of
the Imperium, and their mountaintop fortress monastery takes
the form of a mighty cathedral whose spire pierces the clouds. The
Guardians of the Covenant fight most of their wars within the
Segmentum Pacificus, and are utterly merciless in their
destruction of the Emperor’s foes. They have spearheaded a
number of crusades intothe Halo Stars and the Veiled Region,
enacting xenocidal purges in which billions of enemy warriors
havebeen put tothe sword. This Chapter is known for its
exceptionally monastic character. True warrior-monks of the
Emperor, they areassiduous in studying theteachings of the
Emperor and their Primarch,and have penned several tomes that
havebeen added tothe Lore of the Lion over the millennia. Their
banners,armour and the flanks of their vehicles are covered in
spidery, hand-written text extracted from the pages of the Codex
Astartes, the Requiem Angelis and many other tomes held sacred
by the Space Marines.










IN THE NAME OF
ABSOLUTION

Across the galaxy, the Dark Angels strike without
warning and vanish without explanation. For
millennia they have slaughtered the Imperium’s foes
and defended its citizens with grim efficiency. Yet for
every noble act, another, darker deed lies hidden in the
Chapter’s annals. Always the hunt for the Fallen drives
them onward, and each new hope for redemption hides
damnation in its shadow.




M31

FALL OF CALIBAN

Caliban is torn apart by betrayal, and the Fallen are scattered
across thegalaxy.

NEWBLOOD

With Caliban gone, the Dark Angels must establish a new
recruiting world. They choose numerous planets, hiding their
precisenumber and nature.
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2ND MORTIS GATE CAMPAIGN

Theentire Dark Angels Chapter takes up arms against the
renegade forces of the Death Guard. Three months of storm-
wracked warfare seethetraitor forces driven from their
strongholds, and the Dark Angels’standards raised in victory.

M34

THE DEATHWING UNLEASHED

The Deathwing deploys tocrush the traitor forces of Obidiah
Hrakon. The Fallen Dark Angel is finally defeatedin a duel with
the Grand Master of the Deathwing.

THE REBULUS CLEANSING

The Dark Angels and Unforgiven fight a thirty-year war against
the cults of the Rebulus System. Many lives arelost before the
destruction of the traitor moons of Ixx.
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THE HUNDRED PLANET REBELLION

Pursuing thenotorious Fallen known as Cypher, the Dark Angels
becomemiredin along and costly war with the heretic cults of the
mad priest Alldric the Subverter.

THE LOST HOPE OF PERDITION

A Dark Angels investigation of a space hulk newly materialised
out of the Warp discovers strong elements of the renegades known
asthe Cleaved. The battleis won when cyclonic charges destroy
thehulk’s enginerooms, though at the cost of Supreme Grand
Master Zakaron whomanually triggers the blast.

Mgo

GRYMM'’S LANDING

The Dark Angels recruiting world of Grymm’s Landing falls into
civil war after the Alpha Legion and Night Lords incite rebellion
there. The Angels of Vengeancerespond, fighting through wave
after wave of renegades, cultists and madmen. Finally, despite
massive casualties, they exterminateevery living thing on the
surfaceof Grymm’s Landing.
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THE MACHARIAN HERESY

Over three decades, the Dark Angels are tasked with suppressing
thecivil warsthatareongoing across many of the territories
gained during the Macharian Conquests. The Ravenwing uncover
several corrupt cultslargely instigated by the Alpha Legion, and
theunmistakablesigns of Cypher’s presence.



CEGORACH’S DUE

The Dark Angels track the Fallen known as Neziek tothe world of
Vriedos. They run their quarry togroundjustas heis about to
escapethrough a webway portal. However, the Dark Angels’efforts
at capturearefoiled when a sizeable band of Harlequins bursts
from theportal. Fighting furiously, the Harlequins hold the
wrathful Space Marines at bay long enough tosnatch Neziek and
drag him intothelabyrinth dimension.

THE FOURTH QUADRANT REBELLION

Over ten years, a series of incredibly destructivewars engulfa
quarter of the Segmentum Solar. Mystery shrouds the architects
of this catastrophe, butthe Dark Angels fightalongsidethe
Imperial Fists at such battles as the Rastabal Drop and the siege
of Kaligar toend the threat once and for all.

MASSACARE ON MINORIA

The Deathwing assault Minoria in the Periliac System, capturing
or killing every inhabitant. This action raises protests from
several other Chapters, whoclaim the Dark Angels’aid was
needed todefend Periliac Prime against a massive Ork Waaagh!.

THE FORLEX RESCUE

A Necron stasis-crypt awakens beneath the Imperial colony of
Forlex. Striking from orbit, the Guardians of the Covenant drive
the xenos back below ground and, though the costin lives is steep,
well over onehundred thousand colonists are safely evacuated.

BATTLE FORSTYX

Tau forces attempt toannex the Dark Angel recruitment world of



Styx. The Rock itself arrives in orbit todefend the planet, and the
Dark Angels’responseis soviolent that the xenos are wiped outin
a singleday.

SEPHLAGM

The Ravenwing hunt the possessed governor of the toxic world of
Sephlagm.During a fierce battlein the gubernatorial palace,
they summon the Deathwing tostrike thekilling blow.

THE DEATH OF NABERIUS

Hot on thetrail of the ever-elusive Cypher, Commander Naberius
— Supreme Grand Master of the Dark Angels —isledintoan
ambush andslain by Chaos Space Marines. Azrael leads the
Deathwing torecover his body, bringing an end tothe shadow-
shrouded conflict now known as the Rhamiel Betrayal. For this
and many other heroic deeds, Azrael isnamed Naberius’
Successor.

WAAAGH! GROBLINIK

The Dark Angels join the Imperial defenceagainstthevast horde
of Waaagh!Groblinik. Itis through the Dark Angels’sheer
remorseless determination that the Orks are defeated, though at
great cost.

THE CANYONS OF KORIS

Azrael leads a strike force topurge the Orks of Waaagh! Gutgouger
from Koris. Wings of Nephilim Jetfighters engagein furious
dogfights through the planet’s storm-lashed canyon maze,
covering the Dark Angels’final push against Warboss
Gutgouger’s monstrous Killfort.



WYRMWOOD
Several squads of Deathwing board the space hulk Wyrmwood.
Noneareever seen again, andrecords of theaction are erased.

TERROR ON DABASCUS

THE SHADOWSHRINE

A strikeforceunder Chaplain Asmodai battlea Commorrite host
in the shrine-city of Gothala. Thousands of Mandrakes fall upon
the Space Marines from squirming portals of sentient shadow,
anditseems the Dark Angels must be overrun. However, Asmodai
holds his force together through sheer willpower, eventually
leading an attack tocollapsethe Dark Eldar portals with
explosives and end thenightmare.

DURGANION XIII

A distress call lures a Dark Angels strike forceintoa Genestealer
ambush amidthehives of Durganion XIII. Only when Sammael
himselfleads a headlong chargetocut down the hulking xenos
Broodlord arethe Dark Angels abletohack and blast their way out
of the trap.

THE RED HUNT

STORM OF VENGEANCE
The Dark Angels defeat Ghazghkull Thraka and Nazdreg on
PiscinaIV.



THE 3RD TYRANNIC WAR

Several Dark Angels strike forces join the battle against the far-
reaching tendrils of Hive Fleet Leviathan as they spread deeper
intothe Imperium.

TO CATCH CYPHER

The Black Templars fight alongside the Dark Angels on the world
of Parabulusin an attempt toweaken therenegade pirates who
usetheworld as their base. However, a dispute over a Black
Templars prisoner causes both Chapters tobriefly engage. The
incidentis reported, and an Inquisitorial enquiry commences.

THE RICH PRIZE

A Deathwing assault smashes therenegade enclave of Darkenhel.
Over twodozen Fallen areseized, and the cells of the Rock ring
with agonised screams for many months.

DARKVENGEANCE

Seeking toavenge the death of Company Master Zadakiel on
Stern’s Remembrance — and tostrike down a foe whoappear to
know their darkest secret — the Dark Angels 5th Company engage
the Crimson Slaughter on the world of Bane’s Landing. The fight
is a desperateone,and only an act of supreme self-sacrifice
prevents the Chaos worshippers from achieving their aims.

THE 13TH BLACK CRUSADE

A vast tide of Chaos worshippers pours from the Eye of Terror into
the Cadian Gate. Detecting many Fallen amongst the horde, the
Dark Angels risk all by ordering the Unforgiven tojoin them in a
headlong assault against therenegade forces.






COMPANY MASTERS
F——————— e —————————$>

With solemn determination, the Company Masters of the Dark
Angelsleadtheir warriors intobattle. Foes pinioned by their
steely gazelose the will tofight, for noamount of aggression is a
match for the Masters’cold fury. Veterans of centuries of warfare,
inheritors of their Primarch’s skills at both bladesmanship and
grand strategy, the Dark Angels’Masters aremighty warriors and
compelling commanders.

More than this, the Company Masters are amongst the foremost
hunters of the Fallen. They bear a terrible burden upon their
shoulders, for they must wagetwowars —the Imperium’s galaxy-
wide fight for survival, and the Dark Angels’ongoing battle for
redemption. The secrets towhich they are privy strengthen the
Company Masters’resolve, yet they alsodistance them from their
battle-brothers. Though they fight toprotect Humanity, and seek
always topreservethelives of theheroic warriors they lead, the
Company Masters must beready at a moment’s notice toabandon
both of these closely held principles shouldthehunt demand it.
Nothingis moreimportant than capturing the Fallen, andif the
lives of every one of a Company Master’s followers must be spent to
see another Fallen Dark Angel seized, then he must make that
tradewithout theslightest hesitation. Small wonder, then, that
these devoted leaders are quiet, sombreindividuals;their secrets
weigh heavy,anditis a testament tothe Company Masters’
heroism thatthey continuetodischargetheir duties regardless.
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THE LION AND THE WOLF

Perhaps the mostfamous rivalry in the



Imperiumis between the Dark Angels
and the Space Wolves. During the
GreatCrusade, on the world of Dulan,
the Space Wolves and Dark Angels
foughtside by side. After receiving a
personal insultfrom the world’s tyrant
ruler, Durath, Leman Russ vowed to
cutoffthe man’s head and demanded
the Dark Angels stand down.
However, Jonson had already
planned his assault and, disinterested
in pandering to Russ’ ego, sweptinto
Durath’s palace. The Dark Angels’
victory was so swiftthatthe Space
Wolves were caughtflat-footed, and
Russ could only howl in frustration
when told thatJonson had slain
Durath. After the battle, Russ struck
Jonson a blow. Jonson rose to his feet
and struck back. A space was cleared,
and the two Primarchs wrestled while
their assembled men cheered. The
Primarchs were matched in strength,
speed and cunning, and their duel
wentonfor a day and a night. Finally
Russ, quick to anger butalso to mirth,
stepped back with a laugh. Jonson,
however, was silent; dour and
resentful, he saw Russ’ firstblow as
treacherous. As Russ laughed, Jonson
knocked him unconscious. By the time
the Space Wolf Primarch woke, the
Dark Angels had departed. Russ
vowed vengeance, and so began a
feud thatlasts to this day. Even now,



when Dark Angels and Space Wolves
meetin the field, a champion from
each Chapter is called upon to refight
that ancient duel.
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CHAPLAINS
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Few beings have greater presence upon thefield of battlethan a
Chaplain of the Dark Angels; he sunders foes with the very symbol
of Imperial authority, every strike of his crozius arcanum a
devastating hammerblow. He bellows Liturgies of Battle,
damning his enemies andinspiring his brothers with words like
thunder. He sermonises upon therighteousness of his cause, even
asthefires of war rageall around him and the blows of the foe
glancefrom the crackling nimbus of his rosarius.

The Chaplains of the Adeptus Astartes arethe spiritual
guardians of their Chapter, stern figures of authority whowatch
their brothers’every thought, word and deed for the slightest
signs of corruption. Nowhereis this truer than amongst the
Chaplains of the Dark Angels. Tothem falls the duty of seeing that
the Chapter’s apocryphal lessons are fully understood by their
battle-brothers, that thetimeless rituals are observed and the
proper rites maintained toguarantee unquestioning devotion by
all totheir leaders. As with all Space Marine Chapters, the
Chaplains of the Dark Angels are the keepers of the Reclusiam.
For the Dark Angels thisis a vast colonnaded shrine deep beneath
thesurfaceof the Rock. Itis herethat many of the Chapter’s most
precious relics are kept, and all of its most sacred ceremonies
undertaken. Itis the Chaplains wholead theserites, whoensure
thatthey areremembered and passed down through each
generation of the Chapter, sothat they might never be forgotten.
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THE DARK ORACLE

Near the heartofthe Rock resides a



single cell, where only the Supreme
Grand Master and those called the
Watchers in the Dark are allowed to
venture. There, pastdozens oflocked
gates, is an oubliette. I'ts walls are
inscribed with potentrunes of
warding meant both to keep hostile
entities out, and something dre adful
in. There, sustained for ten thousand
years by a stasis field, languishes the
ruined thing once known as Luther.

Down the ages, the Supreme Grand
Masters have had some success in
using Luther as an oracle. Although

his Warp-contaminated mind wanders
ortries to deceive, during moments of
lucidity the traitor speaks ofevents
thatwill be, or mightbe, or drops hints
atwhatis hidden and where.

Since the Fall of Caliban, each
Supreme Grand Master has tried to
extracta confession from the thing that
was, and may still be, Luther. Though
the creature has divulged many
secrets —from the names and
locations of the Fallen, to the
whereabouts of Legion relics hidden
deep within the bowels of the Rock —it
has never soughtabsolution. Mostly,
all thatcomes from Luther are mad
ravings; over and over again he
repeats that he need notrepent, for
one day Lion E'Jonson will return and



absolve him of his sins. He claims that
day is near, and that he can feel the
Lion already close athand...
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COMPANY VETERANS SQUAD

Cladin swirling monastic robes, faces shadowed by deep cowls,
squads of Dark Angels Company Veterans are a sinister sight
upon thefield of battle. Masters of both long-ranged firefights and
vicious, close-quarters combat, the Company Veterans arein their
element nomatter what the enemy throws at them. The Veterans
fight wordlessly, the bark of their guns and the crunch of their
blades through flesh and bone all the forms of expression they
require. Coupled with the single-minded way in which these
warriors pursue their objectives upon the battlefield, Company
Veterans make for frightening foes.

The Dark Angels are a solemn Chapter, not given tograndiose
displays or acts of self-aggrandisement. This does not mean,
however, that deeds of sufficient heroism are not recognised or
rewarded. Those whofall valorously in battle will be honoured
with sombre battlefield ceremonies, providing duty permits time.
Meanwhile, those whodistinguish themselves andlive often find
themselves elevated tothe rank of Company Veteran.

Tobe acknowledged before the assembled might of the Dark
Angelsisaproudand humbling moment, for each battle-brother
isaheroin his own right. Their leaders, hooded and robed, are
living legends whose names provoke awe amongst even the most
powerful men in the galaxy. Itis oneof thehighest honours thata
Dark Angel can attain tobe officially recognised for their deeds by
such an assemblage, and onethat they will fight tobe worthy of
ever after.

Each company from the 3rdtothe 9th has a complement of
Veterans. These experienced warriors often form intoelite squads
for single missions, or for the duration of specific campaigns, but



whilesoassembled they fight with complete surety and mutual
trust. Itis from such close-knit brotherhoods that the warriors of
the Deathwing are chosen, their deeds of heroism earning them
ever greater — if sternly delivered — accolades.

‘Forgetyour pastlife. From this day on
you are simply a Dark Angel —nothing
else is of consequence. The Chapter is
all thatmatters.’
-Supreme Grand Master Azrael,
addressing the Dutysworn

D N I an Jun a Ju Jn J Ju u uw Jun s s s e i 2 s s s g
THE ROCK

Following the destruction of Caliban,
the Dark Angels made the Rock their
new home. Although only a fraction of
whatwas once a planet, the Rock is
larger than even the heaviestclass of
starship, and itbears truly staggering
firepower. The sheer sides of its mass
are studded with gun turrets, lance
batteries, torpedo tubes, observation
blisters, and comm-relays. I'ts
cavernous docking bays, built with the
aid of the Tech-Priests of Mars, can
accommodate many hundreds of
smaller craft, including Thunderhawk
Gunships, Nephilim Jetfighters and
escortfrigates. Finally, the Rock is
outfitted with Warp engines, allowing



the Dark Angels’ headquarters to
travel across the galaxy at will.

When the Dark Angels firstclaimed
the Rock, a massive labour force
carvedoutdeeper and deeper
catacombs in the asteroid’s bedrock,
excavating room for an entire Legion.
In the halls and dungeons beneath the
ancient, ruined fortress monastery,
the Dark Angels found a hoard of
machinery that had satuntouched
since the Age of Technology. Many of
the devices —like the Rock’s arcane
shield generator —stillworked,
though their mechanisms were now
unfathomable.

While the artisans did marvellous
work transforming this remnant of
Caliban, crafting halls full of clustered
columns rising to arched vaults, and
much-decorated ceremonial crypts to
hold the Legion’s sacred items, the
Rock remains a grim place, full of
echoes and cold stone.

Although the Warp storm thatscoured
Caliban could not penetrate the Rock’s
ancientshields, they did leave an
indelible mark. To this day, there
exists a disturbance within the force
field that protects the asteroid, as if
partofthattempeststill rage s within.
Great chain-lightnings arc across the



artificial atmosphere, briefly outlining
the ruins. No effortwas made to
rebuild the ruined Tower of Angels
atop the Rock, and even now it
remains undisturbed and eerily silent
as the storm crackles above.

Although attempts have been made to
mask it, an unusual energy signature
emanates outward from the Rock,
portending of some greatpower
hidden within. Beneath the shattered
ruins, many dark secrets lie cloistered
from sight, and the deeper into the
Rock’s labyrinth dungeons one goes,
the closer one comes to the truth.

The highestranking Dark Angels
believe thatthey know all of the
Rock’s many secrets, yeteven they
remain ignorantoftheir stronghold’s
greatestrevelation. Hidden inside a
secluded chamber, unreachable by all
save the small, robed figures of the
Watchers in the Dark, the mighty
Primarch Lion EI'Jonson lies sleeping.
His wounds long healed, he waits for
thattime when he will be needed once
again. When the clarion call of battle
sounds for the lasttime, Jonson will be
summoned forth from his millennial
restto defend the Imperium of
Mankind from its enemies. Then shall
all traitors quake in fear, for the Lion’s
vengeance will be terrible indeed.
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COMMANDSQUADS
———————————————— —

Defenders of their Company’s honour and bodyguards totheir
Chapter’s greatest heroes, the Veterans of the Command Squad
form a steadfastrallying point for their brothers in even the most
chaoticbattle. Each is an expertin his field, whether it belethal
marksmanship, restorative field-surgery or one-on-one combat.
For this reason, Command Squads are often employed by the Dark
Angelsinroles of great strategicimportance, such as seizing key
objectives or stiffening theresolve of defensivelines against
overwhelming enemy attacks. While the Company Standard
Bearer inspires all around him, the Company Champion engages
theheroes of the foein duels, cutting them down for his
Company’s honour.

Many Command Squads include an Apothecary amongst their
number. Working in the frontlines, an Apothecary uses his
narthecium — a field kit that contains all the tech, stim-packs
andsacredunguents needed toheal wounds — topatch up his
wounded brethren and return them tobattle. Should hefind a
warrior whois past saving, the Apothecary calms thedying
brother, perhaps mercifully helping them on their way with a
deft cut, before taking out his reductor. This special deviceis used
toremovethe progenoids — the glands that contain a battle-
brother’s gene-seed, and from which new Space Marine organs can
be cultured. In this way, Apothecaries safeguard the future of
their Chapter, ensuring further generations of warriors will be
createdtoavengethose whohavebeen lost.
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THE BLADES OF CALIBAN



Each Blade of Caliban is a longsword
enfolded in a power-field thatemits a
spine-chilling moan —known as the
Angels’ Lament —as it cuts the air. A
single dolorous blow with one ofthese
weapons is enough to lop the head
from the mightiesttraitor champion or
hack down a rampaging xenos war-
leader. Yetthe Blades of Caliban are
more thanjustpotentweapons. Each
is a precious relic thatdates back to
the days before the Great Crusade,
when the Knights of old Caliban rode
outon quests to scour the Chaos-
tainted monsters from their world’s
vastforests. As such, each Blade of
Caliban is a piece ofthe Dark Angels’
heritage, a noble and inspiring
heirloom from a time before betrayal
stained their souls. I'tis only fitting that
such weapons should be wielded by
the mosthonourable warriors
amongstthe Dark Angels’ ranks, and it
for this reason thatthey are given to
the Company Champions to wield.
When a Company Champion firsttakes
up his mantle, he is presented his
Company’s Blade of Caliban in a long
and solemn ritual that takes a full two
days to conclude. During these
proceedings, the name of the previous
beareris engraved upon the
weapon’s grip, and the powered-
down blade used by the Chaplains to
cutthe new wielder’s palm. The



freshly instated Champion then grasps
the weapon, symbolically binding
himselfwith blood to the previous
wielder, and to all those who have
gone before.
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TACTICAL SQUADS
S

Theiron resolve of the Dark Angels Tactical Marines is the stuff of
legend, and they arerenowned throughout the Imperium.
Humourless, merciless and murderously efficient, these skilled
warriors form theadamantium backbone of their Chapter’s
fighting forces.

Adaptability is thehallmark of all Tactical Squads. Their battle-
brothers areversedin thearts of fighting with blade and pistol,
heavy weapons such as missilelaunchers and plasma cannons,
and special weapons likethe flamer, meltagun or grav-gun.Itis
this versatility that makes Tactical Squads soindispensable.
They can betasked with holding ground, with providing fire
support, or with charging headlong intothe bloody storm of close
combat — often all in the course of a single battle — and will fulfil
each new command with speed and skill.

When circumstances demand, Tactical squads can even splitinto
smaller units known as Combat Squads, dividing their strength
andarmaments tofurther increasetheir versatility. This will
often be done when a particular objective needs tobe seized; one
Combat Squad, led by the Sergeant, advances with thesquad’s
special weapon tomake a close-quarters assault, whilethe other
sits backin cover, using their boltguns and heavy weapon to
provide fire support for their brothers. This has proven an
effective model on countless battlefields through theages,and
has secured victory for the Dark Angelstimeand again.

Though not privy tothe secrets of the Inner Circle, Dark Angels
Tactical Marines arethoroughly indoctrinated in such a way as to
make them ideal weapons for hunting the Fallen. They never
question the teachings of their Chapter or the orders of their



superiors, and frown upon thesort of improvisation and free
thoughtthatcharacterises such brotherhoods as the Blood Angels
or Space Wolves. Furthermore, they prize self-sacrifice above all
other virtues, ensuring that they will lay down their lives at the
command of their Masters without any hesitation.




ASSAULTSQUADS
S

With chainswords roaring and bolt pistols at theready, the
Assault Squads of the Dark Angels chargeintobattleas the
vanguard of their brothers’attack. They arethetip of the spear,
thefirst-strike weapon of the Battle Companies. Their violent
onset punches holesin the enemy lines, paving the way for those
whocomebehind. Unlike thebellicose hot-heads of many
Chapters’Assault Squads, Dark Angels Assault Marines are
reserved, and grimly serious. In place of howled battle-cries, they
maintain a constant chant,a mantra of hatred andrepugnance
every bitas terrifying as the vox-amplified bellows of their
counterparts in other Chapters. Droning over the screams of the
dying and the thunder of gunfire, this sinister sound spreads a
pall of dread over the enemy ranks, shattering the enemy’s resolve
assurely as the Assault Marines’onslaught.

Dark Angels Assault Marines embody the selfless creed of their
Chapter,and arehonoured accordingly. Often using jump packs to
bound ahead or todrop directly intothe midst of the foe, the
Assault Squads areusually first tothefight. They dive headlong
intoenemy strongpoints, suffering the worst of their foe’s
firepower in order tocarvetheheart from their defences. Artillery
emplacements are blown sky high by well-placed krak grenades,
enemy officers are cut down where they stand. Wherever the
Assault Squads strike they sow devastation, depriving the foe of
key strategic assets andleaving the enemy battle plan in tatters.
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Brother Naphirim fell through dense
black cloud. For long seconds itwas as
though he plunged alone through



some strange hell, with only the
steady thud of his twin hearts for
company. Then his helm-vox pipped
twice, Sergeant Balophor signalling
readiness. Seconds later, Naphirim
burstfrom the underside ofthe cloud
bank and saw the Ork fortress directly
below, hurtling up toward him at
incredible speed. Calmly, the Assault
Marine thumbed his jump pack’s
activation trigger, his fall suddenly
arrested as jets of flame roared from
its exhausts. Around him, Naphirim
saw his brothers do the same, and as
one the Dark Angels fell upon their
foes. Ceramite boots crunched down
onto riveted metal as the Assault
Marines hitthe fort’s north rampart.
Bellowing greenskins poured in from
all directions, their momentary
surprise forgotten atthe sight of
worthy opponents. The xenos were
metwith a hail of bolt pistol fire, torsos
and heads bursting in wetsprays as
the mass reactive bolts did their work.
Naphirim lobbed a frag grenade over
the heads ofthe foe, the explosive
arcing down into a tight press of
greenskins where itdetonated in a
sudden blizzard of green flesh and
dark red blood. Crude slugs clanged
from the Assault Marines’ armour, a
lucky shotblowing Brother Raziel off
his feet. Calmly, Naphirim gunned
down the greenskin thathad shot his



comrade, before beginning the third
chantof Scornful Repugnance.
Turning west along the rampart,
Naphirim and his squad-mates began
to hack a path toward the fort’s
heavily defended gatehouse. They
had a mission to complete, and they
would see their duty done, no matter
the cost.
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DEVASTATOR SQUADS

Thevery air shakes with fury as the heavy weapons of the Dark
Angels Devastators cutloose. Enemy battletanks and aircraft are
reduced toblazing wrecks, whileinfantry squads arechurned to
bloody mulch or blastedintodrifting ash by the overwhelming
firestorm. Many warriors would be moved tovent cheers of
exhilaration or bellowed invective whileunleashing such
incredible destruction; not sothe Devastator brethren of the Dark
Angels. The most these stubbornly reserved battle-brothers offer
istheoccasional curt nod of satisfaction as their fire sees some
particularly troublesome target blown topieces.

Not all the members of a Devastator squad tote heavy weapons. A
battle-brother’s first posting upon advancing from the ranks of
the 1oth Company will be as a member of a Devastator Squad.
After observing all the proper rites of ascension, advancement
andobeisancetotheir new brethren, the first duty of a new
Devastator Marineis toprove their worth with bolter, blade and
grenade. Such battle-brothers provide covering fire for their more
experienced comrades, act as spotters for their squad’s heavy
weapons, and areon hand tohack down any foe whomightthink
toneutralisethe Devastators at close quarters. Under the stern
tutelage of their squad’s Sergeant, each Devastator Marine works
toprovetheir worth, absorbing all of the strategic and spiritual
teachings necessary tobecome one with the wrathful machine
spirit of a heavy weapon.

Itisduring their timein the Devastator Squads that Dark Angels
battle-brothers truly learn theintractable ways of their Chapter.
Feet planted and guns blazing, Dark Angels Devastators are
expected tohold their ground nomatter the odds stacked against
them. The cool and efficient prioritisation of targets is key tothis



style of warfare. At thedirection of their Sergeant, the Devastators
eliminateenemy threatsin the optimal order toprevent
themselves from being overrun or wiped out by enemy fire. They
ensurethe correct weapon is deployed at precisely theright
moment,andthatnota singleshotis wasted. After all, self-
sacrificeis toberespected, but the careless expenditure of lives
and material is an unforgivablesin.

‘Inwarfare, preparation is key.
Determine thatwhich your foe prizes
most, then site your heavy weapons
so thatthey overlook it. In this way,
you may be quite sure thatyou shall
never wantfor targets.’

- Lion El'Jonson, ‘Tenets of Strategy

and Supremacy’







TRANSPORTS
O

Whether advancing upon the foes of Mankind with guns blazing,
or snatching up a member of the Fallen before he can flee their
closing net, the Dark Angels make extensive use of armoured
transports. The Adeptus Astartes’way of war emphasises speed
and manoeuvrability and — whilethe Dark Angels may be more
restrained and methodical than some Chapters — they still prize
theability toswiftly redeploy their forces, or torapidly storm
their foe’s positions. Toensurethatinfantry assets such as
Tactical and Devastator Squads can keep pace with these sort of
advances, Rhinos, Razorbacks and Drop Pods are deployed.

For many millennia, the RhinoAPChas served as the Dark
Angels’mostreliable and widespread armoured transport. This
pugnacious tank boasts resilient armour, a modicum of anti-
personnel firepower, and transport space for ten fully armoured
battle-brothers and all of their wargear. Furthermore, the Rhino’s
systems are sostraightforward that — between the efforts of the
vehicle’s crew andits machinespirit — battlefield repairs can be
effected upon thetank without the need for a Techmarinein
attendance.

By comparison, the Razorback is a strategically versatile half-
way house between armoured transport and dedicated battle-
tank. It sacrifices part of its transportation spacein order to
accommodate the power capacitors, heat-sinks and ammunition
hoppers for a turret mounted, twin-linked heavy weapon. This
modification allows the Razorback toprovide covering fire for its
passengers, both whilethey are embarked and once deployed into
theenemy’s midst.

The Drop Pod is an effective terror weapon. Deployed in invasion



waves from thelaunch bays of Dark Angels space craft, Drop Pods
carry their passengers safely through a planet’s atmosphere.
They rain down upon enemy positions, their retro-rockets
arresting their hurtling descent atthelast momentandbringing
thepodin for a crunching landing amongst the shocked foe. A full
squad of Dark Angels or — with minor modifications — a
Dreadnought can rideinside each Drop Pod, allowing the
deployment of overwhelming forcein a matter of seconds.




BATTLE TANKS
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Thebattle tanks of the Dark Angels rumble across the field with
enemy firerattling from their armoured hulls. Crewed by adept
and determined battle-brothers, the tanks plough undaunted
through thefirestorm, weapons swivelling and tracking as they
acquiretheir targets. With cool, methodical skill the Dark Angels
gunners lineuptheir shots, refusing toberushed by the attacks
of the foe. Finally, the gunners hit their firing runes, their tanks’
gunslightingupin a storm of vengeance as they hammer killing
shotsintotheir victims. Heretic war engines explode in balls of
dirty flame, their armour pierced at its weakest points.
Lumbering monsters roar their last as they crash tothe ground,
bodies rent and torn by deadly accuratefire. Enemy infantry
scream in terror as explosions engulfthem,leaving nothing but a
fire-lit abattoir of carnage where deadly warriors once stood. Ever
mindful of theteachings of their Primarch, Dark Angels tank
crews are steady and precise, dissecting their foes with withering
fire patterns and ensuring they are never outmanoeuvred or
outgunned.

The most common and by far the most versatile of Dark Angels
battletank formations arethe Predator squadrons. Abletovary
its loadout between anti-tank or anti-infantry weaponry as
required, the Predator’s firepower and resilience makeita
dependable favourite with Company Masters. Indeed, itis a rare
Dark Angels strike force that takes tothe field without atleast one
squadron of these potent vehicles tolend armoured support. Only
thosebattle-brothers well versedin armoured warfare are
permitted thehonour of crewing the Chapter’s Predators,
meaning that each of these sturdy tanks is driven intobattle by
an experienced veteran.



The Whirlwind is very much an artillery support vehicle.
Usually deployed in positions behind the main Dark Angels battle
line, Whirlwind squadrons can rain explosive or incendiary
rockets on the foe from great distances. Thanks totheir advanced
augur systems, Whirlwinds are abletomaintain impressive
accuracy even against targets they cannot see. Meanwhile, their
crashing bombardments are theideal weapon toscour dug-in foes
from their trenches, or disrupt massed enemy infantry prior toa
major Dark Angels assault.

Vindicators arethe most unsubtle of the Dark Angels’battle
tanks. Mounting massive demolisher siege cannons and cladin
denseadamantium armour, thetanks of the Vindicator
squadrons are often held back by Dark Angels commanders until
a decisive momentis reached. They are then deployed, tasked with
the absoluteannihilation of a single, crucial target or fortified
enemy strongpoint. The sheer destructive potential of these tanks
proves useful when all evidence of a Fallen’s presence must be
swiftly expunged; more than onetraitor has been atomised by a
coordinated bombardment from a squadron of Vindicators when
their capture proved impossible.






LAND RAIDERS
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Nomain-line Imperial tank is the equal of the mighty Land
Raider. Thevehicle’s slab-armoured bulk is enormous, looming
over even the other battle tanks of the Adeptus Astartes. Its
weapon systems are devastatingly potent, abletolay down a storm
of firepower that few foes can long endure. Even its machine spirit
is a bold and bellicose presence far greater than that of most other
Imperial vehicles, possessing a warlike sentience closer tothose of
the god-machines of the Collegia Titanica. Itis thereforea great
boon toDark Angels commanders that thearmouries of the Rock
still housean impressive number of theseancient, mighty war
engines.

Once, the Legiones Astartes could field whole armies of warriors
mountedin Land Raiders. Now, the methods of their manufacture
havebeen all but lost, with only a few forge worlds clinging
jealously totherequisitelore. It is whispered that the Dark Angels
mustmaintain closeties with atleast one such world — this would
certainly explain their continued ability tofield substantial
numbers of Land Raiders. But, like all other matters, the Chapter
keeps any such relationship strictly secret. Still, though their
Land Raiders arenotin as short supply as those of many
Chapters, the Dark Angels revereevery single one of these noble
battletanks. Their Land Raiders’hulls are decorated by the
Chapter’s finest artisans, and whole squads of battle-brothers
willingly lay down their lives toprotect them.

Alongsidethestandard Land Raider, twoalternative marks of
this potent battletank seeregular serviceamong Dark Angels
forces. Thefirst of theseis the Land Raider Crusader, whose
weapon fitis adapted tofacilitate closeinfantry assault. Its racks
of hurricanebolters and pintle-mounted multi-melta can



generate a storm of point-blank covering fire, whileits sizeable
transport bay can bear up tosixteen fully armoured warriors into
battle.

Perhapsthemost feared Land Raider variantis the Redeemer.
Excelling amid dense environments such as urban cityscapes or
tangledjungle, the Redeemer is designed toflush enemy infantry
from even the most defensible positions. Tothis end, lascannons
arereplaced by massive flamestorm cannons, allowing the
Redeemer toengulfthefoein great torrents of blazing
promethium.




DREADNOUGHTS
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Heroism has its cost. Even the greatest warriors of the Dark
Angels will eventually meet their death in battle. Yet thereare
thosewhocling tenaciously tolife despite the most horrific
wounds. Such heroes refusetolet death takethem whileeven a
singlefoeremains tothreaten Humanity. If they can berecovered
from thebattlefieldin time, these brothers areinterred within
thearmoured sarcophagi of Dreadnoughts, exchanging the
finality of death for an eternity of battlein their Chapter’s name.

Each Dreadnoughtis an armoured walker, roughly humanoidin
shapebut massivein comparison toeven thelargest Space
Marine. Each limbis a bulky arrangement of layered ceramite
plating, electrofibre bundles and heavy hydraulic pistons that
lend the Dreadnought enormous strength andresilience. A
thrumming power plantis fitted tothe walker’s back, providing
sufficient motive force for the Dreadnought tomarch across the
battlefield, smash a path through any obstaclethatbarsits
advance, and even effect alumbering run when circumstance
demands. Meanwhile, the Dreadnought sarcophagusitselfisa
sizeable armoured coffin that cocoons the pilot’s biological
remains. Safewithin, the deathless heroislinked tocountless
motive systems, sensorium arrays, voxponder hook-ups,
targeting augurs and thelike, that allow them tomove their
mighty, armoured body as though it was their own flesh-and-
blood. Itis this that makes Dreadnoughts such incredibly potent
weapons; they fusethemight of a battle tank with the boundless
combat experience and absolute determination of one of the Lion’s
greatest sons.

Unless their sarcophagi suffer irreparable damagein battle,
Dreadnought pilots arerendered functionally immortal by their



incarceration. They feel noregret at this purgatorial fate, for it
allows them tocontinuetheir fight againstthe heretics and
traitors of the galaxy for hundreds, often thousands of years
beforetheir final destruction in battle. Between conflicts, the
Dreadnought sarcophagi areremoved from their armoured bodies
andplaced at rest within the Hall of Silence. There,amid the
echoes of that vast, vaulted cavern, theancients dream of days
long past, until the time comes for them tobe awoken and called to
war onceagainin the Primarch’s name.

‘I amvengeance. I am retribution.
Fear me, heretic, for I amyour death.’
- Dreadnought Brother Zakiel at the
Battle of Shadowmarch







TECHMARINES
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Thewar engines of the Dark Angels are every bit as tenacious as
the Chapter’s battle-brothers, grimly able tosoak up tremendous
amounts of enemy fire and keep on fighting. They are not
invincible, however, and over the duration of a campaign they
must berepaired numerous times, often amid the most furious of
battlefield conditions. This is thetask of the Dark Angels
Techmarines — a noble brotherhood of warrior mechanics and
artisans whohavebeen trainedin the mysteries of the Machine
God by the Priests of Mars themselves.

Withoutthe Techmarines, the Dark Angels’vast armoury would
soon degrade, leaving the Chapter unabletowagewar. Thus, these
specialists and their lumbering Servitor assistants perform a
crucial function within the Dark Angels Chapter. For this they
arehonoured, yet they are alsoviewed with mistrustand
suspicion by many among their own Chapter. Thereason for this
enmity is the dual loyalty of the Techmarines, whomust be
inducted intothe Cult Mechanicus as part of their sojourn toMars.
Even those Dark Angels notinvited tojoin the Inner Circle are
insular and mistrustful of outsideinfluences, meaning that,
once a battle-brother has taken his first, fateful step on the path to
becoming a Techmarine, he will forever stand apart from the
majority of his brothers. This stigma is borne without complaint
by the Techmarines, however, for they understand that their self-
sacrificeis necessary toensurethesurvival of their Chapter.

THE MASTER OF THE ROCK

MostSpace Marine Chapters have a



Master of the Forge, who is their most
senior Techmarine. With deep
understanding of the arcane sciences

refined over many years of
experience, the Master of the Forge is
comparable to a Tech-Priestofthe
Adeptus Mechanicus. The Dark Angels
have a similar role, known as the
Master ofthe Rock, although there is
an ominous difference. Upon
ascending to this honoured position,
the Master of the Rock is permanently
wired into the control nave of machine
banks located deep within the asteroid
base. I'tis his solemn duty to placate
the mostimportant machine spirits,
directing the maintenance of the
engines and the Warp drive that allow
the enormous asteroid to travel the
galaxy. I'tis his mind alone that
perceives the workings of the force
field that still shields the Rock from the
void. His augur senses watch every
inch of the asteroid’s outer shell, from
the ruined Tower of Angels to the vast
gun-decks that stud its flanks, and
reach deep into space insearch of
potential threats. The previous
Masters, whose fleshly bodies have
withered, are leftin place, their
mechanical upgrades stillworking
while their bones fall in dusty heaps
below. Because of his allegiance to
both the Chapter and the Adeptus
Mechanicus, the Master ofthe Rock is



never allowed to join the Inner Circle.
Instead, he is the keeper of the Rock
itself, and of its vast hoard of ancient,
secrettechnology.










SCOUT SQUADS

Swift and subtle, the Scout Squads of the Dark Angels 10th
Company use guerilla tactics totakethefight totheir foes. Scouts
areneophytebattle-brothers — newly created Space Marines still
in the process of mastering their own augmented bodies. They are
new tothe ways of the Dark Angels, still immersed in the first
round of doctrinal learnings, trials and rituals that will prove
them worthy of advancement. Their tutelageis harsh, overseen by
Veteran Sergeants whose duty itis toteach thenew recruits the
skills necessary tosurvive and prevail on the battlefields of the
41st Millennium.

Not all Scouts will pass theexacting tests they must undergoat
each stage of their development. Those whofail are removed to
become Chapter Thralls or lobotomised Servitors — others are
simply never seen again. However, those whoreach the fifth stage
of their Scout training areformed intosquads, equipped for battle,
and permitted tojoin Dark Angels strike forces in full battlefield
operations.

Though Scouts in thefield arestill comparatively inexperienced,
noallowances are made for them by their grizzled Sergeants.
After all, these warriors represent the future of their Chapter, and
must therefore be temperedin thefires of war lest weakness creep
intotheranks. Thustheylearn tomaster their new wargear while
raiding thefoe’s camps, severing supply lines, and harassing
enemy forces alongside their more experienced brothers.

VETERAN SERGEANT NAAMANﬁ



In997.M41, a desperate war was
foughton the recruiting world of
Piscina IV. The conflict pitted a small
Dark Angels force againstthe
greenskin hordes of Ghazghkull
Thraka and Nazdreg. One name stood
outas a paragon of honour and
dedication throughout the campaign:
thatofcourageous Veteran Sergeant
Naaman. When the Orks attacked
Piscina IV they used high-powered
tellyportas to beam straightto the
planet’s surface. The Dark Angels
responded, Company Master Belial
attempting to block the Ork attack on
the planet’s capital, Kadillus Harbour.
After a crushing defeat, the surviving
Dark Angels forces fell back to Koth
Ridge, determined to hold there or die
in the attempt. During the nightmarish
hours thatfollowed, Veteran Sergeant
Naaman was unremitting. He and his
brothers held the slopes on the 63rd
Parallel against overwhelming Ork
forces until reinforcements could
move up. Itwas he who, alongside
Belial, led the counter-attack around
the Ork flank and guided the
Deathwing to destroy the greenskin
tellyporta arrays. Finally, itwas
Naaman who, to save the restofhis
squad, detonated his own krak
grenades and destroyed a rampaging
Ork Deff Dread. Naaman is believed to
have died in the ensuing fireball,



though no body was ever recovered.
Still, he is held up by the Dark Angels
as a modern-day paragon of self-
sacrifice, and his tale is told to all
neophytes as an example of how best
to serve the Chapter.










RAVENWING BIKE SQUADS

Aliens, heretics and witches alike fear theavenging huntsmen of
the Ravenwing Bike Squads. Bearing down upon their prey with a
roar of powerful engines, these speeding bands of warriors are
swiftand deadly in the extreme.

Ravenwing Bikers and Attack Bikes form the greater part of the
company’s strength, and are commonly fielded together as Attack
Squadrons. Often, thesesquadrons arefurther augmented by the
inclusion of alightning-fast Land Speeder that skims above their
heads on anti-gravity repulsor engines. Working in concert, these
elements combinetomake a deadly, lightning-fast force. They
possess the speed tooutflank their enemies, tosurround them or
run them toground should they try toflee. Between the Attack
Bikes and the Land Speeder, each Attack Squadron can muster a
surprising amount of firepower, often enhanced by special
weapons wielded by the Bikers themselves. This allows them to
crippleenemy transport vehicles, eliminatearmoured threats
and mow down ranks of bodyguards surrounding their true prey.
Meanwhile, the Ravenwing Bikers whoform the squadron’s
armoured coreare highly effective assault troops, able totear
their way through theheart of the foe’s forces, then break away
once more beforethe enemy can retaliate.

Itis these Attack Squadrons that make up the bulk of the Dark
Angels’2nd Company. Their warriors aredrawn from the finest
riders and assault troops of the 3rd tog9th Companies, hand-picked
by the Grand Master of the Ravenwing based on field reports from
Sergeants, Company Masters and Chaplains. Only the most
incorruptible battle-brothers will be given this chance, for the
Ravenwing demands not only skill in battle, but unquestioning
loyalty from its warriors.



Onceformed, an Attack Squadron begins a remorseless training
regimeintended toforgeitintoa single, perfectly coordinated
fighting force. The battle-brothers of the squadron kneel together
in contemplation, compete againstoneanother in trials of
strength and will, and commit tomemory every detail of one
another’s combat histories and personalities. Most importantly,
they undergoendless, exacting combat drills, perfecting dozens of
formations and manoeuvres. Eventually, the brothers of a
Ravenwing Attack Squadron can predict one another’s actions
andintentions faultlessly, even whilehurtling at breakneck pace
through the maelstrom of battle. They are the perfect hunters, a
single pack of lethal predators that moves with unified,
undeniable purpose and will not rest until its mission is
complete.






RAVENWING LAND

SPEEDERS
F—————————————————————

Screaming down from storm-wracked skies, Ravenwing Land
Speeders hurtle low over the enemy battle-lines with their guns
blazing. Foes cower as the storm descends, just more fodder for the
Land Speeders’guns. The Land Speeder is an ancient and revered
form of anti-grav attack vehiclethat dates back tothe days of the
Great Crusade. Though they havechanged somewhatin theten
millennia since, theselight skimmers still see frequent use by
the Chapters of the Adeptus Astartes. Most Chapters employ these
vehicles for long-rangereconnaissance, or use them as fast-
moving reserves. Few have mastered their deployment like the
Dark Angels, however.

Several variants of Land Speeder are commonly used by the
Ravenwing, mixed freely intosquadrons where their different
weapon loadouts can provide greater combat versatility.
Alongsidethe standard models fly Land Speeder Tornados, their
firepower augmented by nose-mounted heavy weapons. In
addition, many squadrons will include one or more Land Speeder
Typhoons — a vehicle whose multiple missilelaunchers can be
employed toblast enemy tanks topieces or shred infantry with
bombardments of fragmentation warheads.

Whereitistheroleof the Attack Squadrons torun the
Ravenwing’s prey toground, itis the duty of the Support
Squadrons toprovide covering fireand annihilateurgent threats
asthey arise. Tothis end, Support Squadron crews comprise those
battle-brothers whodisplay a true hunter’s instinct, coupled with
athorough grasp of wider strategy. In battle, each Support
Squadron normally hangs high above thebattlefield as it scans



for threats. The momentincoming reinforcements are detected,
artillery positions sighted, or some other danger rearsits head,
the Support Squadron dives from the clouds. Thelethal strafing
run that follows sees their targets obliterated wholesale, torn
apartby a salvoof shells and missiles that come screaming down
from the skies.




RAVENWING VENGEANCE

LANDSPEEDERS

Both the Land Speeder Vengeance and the Ravenwing Darkshroud
areadaptations of an STCdesign unearthed in M36 from the
ruined, crumbling chasm-cities of ancient Cortolos. Blessed with
alarger chassis, heavylift-engines and powerful —if slightly
sinister — machinespirits, these new marks of Land Speeder were
immediately appropriated by the Ravenwing,and havebeen
utilised by them ever since as highly mobile platforms for some of
their most potent and esoteric weapons.

TheVengeancevariant was the first of these Ravenwing Land
Speeders toappear within the Dark Angels’ranks, and it proved
an immediate success. For long centuries, the Chapter had
possessed theancient relic weapons known as plasma storm
batteries, but hadlacked theappropriatevehicles toproperly
deploy them. They found this platform in the Vengeance, which
provided a hard-hitting edge tothose Ravenwing formations it
fought alongside. The plasma storm battery is a much sought-
after weapon, its deployment limited only by the Dark Angels’
inability tomanufacturereplacements for those units lost in
battle. Itis a terrifying armament, capable of blasting almost any
target toash with a singlesalvoand wreaking untold destruction
and devastation as swathes of foes are blasted toglowing ash.

The Darkshroudis a far more mysterious war engine. Soon after
thefall of Caliban, the Dark Angels explored the ruined Tower of
Angels atop the Rock. Though much of that ancient fortress had
been ruined, they did find certain relics still standing proud
amidthedevastation,including a series of statues from a past
age,old even by Caliban’s standards. The statues had been bathed



in thestrangeradiation of the Rock’s crackling force field, and
now glowed with an energy all of their own. Mounted in
reliquaries at therear of Ravenwing Land Speeders, these eerie
statues, known as the Ten Brothers of the Order, emanate an
unsettling barrier of rippling darkness that veils friendly troops
andshields them from harm.




RAVENWING BLACK

KNIGHTS
F—————————————————————

Few warriors in the galaxy are as tenacious and merciless as the
Black Knights of the Ravenwing. Styling themselves after the
monster-hunting knights of old Caliban, these elite warriors fall
upon the mightiest of foes with their corvus hammers swinging
in bone-crushing arcs. Mounted upon Mark IV Raven-pattern
bikes, the Black Knights area swift and utterly lethal assault
force. Theimpact of their headlong chargeis matched only by the
devastation they can cause with a howling volley from their
plasma talons — indeed, few foes will survive either. The Black
Knights aretheultimate weapon of the Grand Master of the
Ravenwing, deployed wherever their might is needed most.

Torisetotheranks of the Black Knightsis a massive honour for
any member of the Ravenwing, for theinvitation can only be
issued by onewhois already a member of the elite brotherhood. If
the offer is accepted the candidate must pass a series of deadly
trials known as the Seven Rites of the Raven. Those wholive
through thesetests aresworn intothe Black Knightsin along and
solemn ritual that culminates in the Vow of the Beastslayer. With
this vow, the newly elevated Black Knight swears toseek out evil
and heresy wherever it may lurk, tostalk it toitslair and there
smiteit with righteous fury until its threat tothe Imperium is
ended forever.

Itis from the Black Knights that the Grand Master of the
Ravenwing selects his Inner Circle, imparting tothem the
terriblerevelations of their Chapter’s history and revealing the
true purpose of their never-ending hunt.



Itis alsofrom amongst the Black Knights that the warriors of the
Ravenwing Command Squad will bedrawn. Much asin a typical
Command Squad, thisunitincludes the Ravenwing Company
Standard Bearer, Apothecary and Champion among their
number, and are tasked as bodyguards towhichever officer they
accompany.Racingintobattle atthehead of their mounted
brotherhood, Ravenwing Black Knights form thetip of the spear,
leading their comrades’thunderbolt chargeintothe foe.

‘Ifour quarry stands? We lay them
low.
Ifour quarry flees? We run them
down.
Ifour quarry pleads? We listen not.”
-Ravenwing Catechism of the Hunt,
3rd Passage







NEPHILIM J ETFIGHTERS

Sleek air-to-air interceptors, Nephilim Jetfighters are hunting
craft perfectly in keeping with the Dark Angels’secret mission.
Theoversized 2nd and 3rd Squads of the Ravenwing provide the
pilots for these craft, their skills at performing lightning
manoeuvres in high-speed warfare making them theideal
candidates for therole. The combination of such skilled pilots
with theheavy armaments, impressive speed and stalwart
resilience of the Nephilim has proved a truly potent one and,
sincetheir inception in late M40, these craft have served as the
foremost combat aircraft of their Chapter.

The Dark Angels are a conservative Chapter, highly resistant to
changeorinnovation. Freedom of thoughtis, after all, the first
step upon a dangerous path thatleads toquestions that should
never be asked. Yet for all this, Nephilim pilots are something of a
breed apart. Whilethey reveretheancientrelics thathavebeen
usedin combat sincethedays of the Great Crusade, they
continually push their Chapter’s Techmarines for enhancements,
modifications or newer marks of craft —anything that can boost
the speed with which they can takethefight tothose whowould
deny the Emperor’s will. Such enthusiasm is looked upon with
tolerance by the Company Masters, for theresults it produces are
substantial.

THE SILVER TALON

The Dark Angels can claim a
significantnumber of skilled combat
pilots amongst their ranks. Of those



talented individuals, only a handful
have ever achieved sufficiently
spectacular deeds to be awarded the
order ofthe Silver Talon. This is the
greatesthonour thata Dark Angels
pilotcan earn, and is given only to
those battle-brothers who have
achieved seemingly impossible feats
ofheroism. Previous incumbents of
the order include Brother Azaziel,
who single-handedly defended the
skies above Neuvenportin his
Nephilim Jetfighter for six hours
againstsuccessive waves of Necron
Doom Scythes, and Brother
Raphaenus ofthe Ravenwing, whose
airborne capture ofthe Fallen known
as Ghuldarkk is legendary within the
Inner Circle. Recipients of this award
have their names graven into the Gate
ofAngels, the huge stone arch that
gives access to the Rock’s largest
launch bay. Furthermore, they are
permitted to wear a simple silver
pendantin the shape ofa Raven’s
talon, and to have the same device
painted onto the hull of their Nephilim
or Dark Talon. This is an unusual — if
understated — decorative honour that
shows how greatly the Dark Angels
value their ace pilots.







RAVENWING DARK TALONS

Sweeping from the ash-filled skies, the ominous form of the
Ravenwing Dark Talon descends tosnatch up the 2nd Company’s
prey. This archaic-looking craft bears sepulchral flourishes
acrossits hull — a gothic facade well in keeping with its grim
purpose. Itisthecarrion bird that descends upon the Fallen when
thechaseisrun.Itistheshadowed angel of death that gathers
them uptoits cold, dark bosom. Thosethat the Ravenwing hunt
havelearnedtofear thesinister silhouette of this craft, for they
know thatitbrings with it a fatefar worsethan death.

The Dark Talon is equipped with wing-mounted hurricane bolters
ideal for mowing down any foolish enough tostandin its way.
However, the craft’s main armaments are far stranger —
prohibited weapons from the Age of Technology which the Dark
Angels haverepeatedly denied having in their possession. The
most deadly of these, therift cannon, is a weapon of absolute
annihilation intended toobliterate the darkest devices and
mightiest protectors of the Fallen. Many of the renegades possess
the ability tosummon forth Daemons of the Warp tofightin their
stead. Therift cannon provides the Ravenwing with the means to
simply hurl such entities straight back where they came from.
Should the Fallen proveimpossible tocapture, or another agency
of the Imperium threaten todiscover thenature of the Dark
Angels’hunt, itis alsoan excellent weapon with which toremove
all evidence — or indeed he whowas about todiscover it —in the
most permanent of ways.

Themost terrifying feature of the Dark Talon is not a weapon at
all, however. Concealed within the craft’shull is a small chamber
—littlemorethan alightless metal tomb that echoes with
sinister, whispering voices —intowhich a captured Fallen can be



loaded for transport back tothe Rock. This holding cell has the
capacity toengage a stasis field topacify especially troublesome
cargo, though if the pilotis feeling vindictive they may neglect to
activatethis function. Spending days trapped in a void-dark
coffin with thevoices of thelost gnawing at their minds prepares
the Fallen for questioning quite effectively...

‘You are ours now, heretic. Whatever
you have done, whatever you have
been, all thatis over now. From this
momentonyou have butone purpose,
and one hope: Repent.’
- Brother Zerekian, Ravenwing Dark
Talon pilot







DEATHWING TERMINATORS
F——————— e —————————$>

Thebattle-brothers of the Deathwing takenopridein their
exceptional reputation. They know that their physical and mental
fortitudeis merely whatis necessary todischargetheir duties,
prizing humble, monastic asceticism and selflessness above all
else. Cladin the pale, hulking plates of their Tactical
Dreadnoughtarmour, the veteran warriors of the Deathwing
march unflinching intothefires of war. They feel nocompassion,
noremorseandnofear. Their absolute devotion tothe Chapter
leaves noroom for anything buta cold and steely fanaticism, and
they would advance willingly intothe very maw of the Warp itself
were they ordered todoso. Whether fighting in a Deathwing
Terminator Squad, or advancing at theside of a Chapter heroas
part of his Deathwing Command Squad, these warriors are
amongst the greatestin the Imperium.

The constantregimeof ritual, contemplation and self-denial
undergone by the Deathwing scours their souls clean of
impurities. They are mentally and spiritually armoured against
thetemptations of the Daemon and theheretic, deaf totheir lies
andblandishments just as they aretopleas of innocence or cries
for mercy. The battle-brothers of the Deathwing — whether
indoctrinated intothe Inner Circle or not — fightin the full
knowledge that they are weapons, extensions of their masters’
will,andindeed the Imperium has few weapons greater;the 1st
Company of the First Legion might not baskin their terrifying,
glorious reputation, but they alwaysliveuptoit.

APOCRYPHAL TALES



The Terminators ofthe Dark Angels
originally wore black armour, butit
was painted bone white in honour of a
battle foughtlong ago. Legends state
that a band of De athwing returned to
the recruiting world of their birth only
to find their people enslaved to
Genestealer invaders. The brethren
repainted their armour, symbolising
thatthey were dead men walking.
Fighting hordes of Genestealers, they
penetrated the alien lair and, though
the battle claimed many of the
Terminators’ lives, ultimately the
worldwas freed. Since thatday, the
Deathwing have kepttheir armour
white, in remembrance of the sacrifice
oftheir predecessors. This
instructional tale is told by a hooded
Sergeantto every Dark Angels Scout
upon his elevation to battle-brother.
Other oft-repeated tales in the Dark
Angels’ lore are ‘The Fall of House
Perivigilium’, ‘The Scouring of the
Space Hulk Place of Fears’, the
‘Vengeance of Beleaguerest’, ‘The
Lion and the Snake of Caliban’, and
‘Whisper inthe Gloom’. All such Dark
Angellegends are told at specific
points in a brother’s progress through
the Chapter’s ranks. Some tell of
heroes returned from war to find their
brothers corrupted. Others speak of
self-sacrifice or the refusal to accept
surrender. No few touch upon those



seeking redemption from
dishonourable deeds. Such tales instil
inevery Dark Angel a zealous drive to
rightwrongs and seek outenemies,
no matter where they might hide.










DEATHWING KNIGHTS
F——————— e —————————$>

Thevery pinnacle of an already elite fighting force, the
Deathwing Knights area shock assault force without equal. Robed
and cowled, they embody the silent nobility and brooding threat of
the Lion himself, whilein battle they sweep their enemies before
them with contemptuous ease.

When a member of the Deathwing is deemed worthy, heis brought
intothe Chamber of Judgements toface a series of challenges that
testhis strength, resolveandloyalty tothe Chapter pastany
breaking pointhemay have. Should he prevail,thewarrioris
granted thetitle of Knight and passes beneath the shadowed arch.
Atthistime,ifheis notalready privy tothesecrets of the Inner
Circle, the Knight will gain revelation, learning of the terrible
history of his Chapter and its quest for absolution. The Watchers
in the Dark present each new Knight with his mace of absolution
anda finely wrought storm shield — heirlooms of the Great
Crusadethat sing with barely suppressed power.

Itis from amongst the Deathwing Knights that new Company
Masters are selected, for thereis nofiner proving ground than
this august brotherhood. The Knights are utterly devoted tothe
hunt for the Fallen, anditisin the pursuance of this quest that
they truly learn its cost. By thetime a Deathwing Knightis
promoted totherank of Master, heunderstands implicitly thatno
life — even his own —is moreimportant than the Dark Angels’
never-ending quest for forgiveness.

CYPHER



Of all the Fallen, none is as hated or
feared as the enigmatic and deeply
sinister individual known as Cypher.
He appears as if from nowhere,
bringing death and destruction with
him, and then vanishes as abruptly as
he arrived. Cypher displays a
supernatural ability to evade capture;
he has been surrounded by the Dark
Angels many times, yethas always
eluded them. Itis as if Cypheris
watched over by dark forces that
whisk him away from harm, though
some among the Inner Circle have
claimed that perhaps itis a higher
power that protects him. Whatever the
truth, itis possible that Cypher
represents the Dark Angels’ only true
chance ofredemption. Ithas been
suggested that the seemingly random
appearances of this mysterious,
cowled figure hide a pattern that has
notyetbeendiscerned. There is a
theory, mostcommonly espoused by
the Inner Circle of the Disciples of
Caliban, that Cypher moves slowly
across the galaxy towards Terra and
the Emperor himself. Many have
pointed to the factthat Cypher carries
a sword which he never draws in
combat, and that this could be the
fabled Lion Sword, the blade once
wielded by Lion EI'Jonson himselfand
thoughtlostforever with his
disappearance. Whatever the truth, it



is certainly the case thatwhen Cypher
appears, he attracts other Fallen.
Because of this, the Inner Circle seek
Cypher more than any other. No price
is too high, and no deed too heinous, to
ensure his capture.










VENERABLE

DREADNOUGHTS
r— —————————

With their armoured hulls decorated by the Chapter’s finest
artisans,theVenerable Dreadnoughts of the Dark Angels exude
sombrenobility. All were once members of the Deathwing, and
their hulls arestill paintedin theritual bone white borne by
thoseelitewarriors. The Venerable Dreadnoughts of the Dark
Angelshavefought for many centuries and sometimes longer, in
their Chapter’snameandthey are, without exception, oath-sworn
members of the Inner Circle.

Itisrare, but not unknown, for a battle-brother tolearn the
secrets of his Chapter only after hisintermentin a Dreadnought
sarcophagus, andthe sorrow and wrath of such enlightened
revenantsis terribletobehold. The dedication of the Dark Angels’
Venerable Dreadnoughts tothe hunt for the Fallen is ferventin
the extreme. After all, where a typical battle-brother may live to
seea handful of the Fallen brought tojustice, with their
exceptionally long lifespans the Venerable Dreadnoughts see
hundreds hunted down and captured. Furthermore, over time, the
pilots of the Venerable Dreadnoughts accumulate a wealth of
wisdom concerning the Fallen — their habits, their ploys, and the
best ways tohuntthem. Thus dotheleaders of the Chapter come to
theseancients for advice on such matters, and perfect the art of
thehuntunder their guidance.

THE WARDENS IN WHITE

Below the Rock’s vaulted galleries,



beyond the Corridors of Shadows and

the Portal of Penumbral Sorrow, is the

Chamber of Passageways. Itis to this
domed and mysterious space that
each prospective Supreme Grand
Master is led by the Keeper of the
Keys. As the greatestheroes of the

Chapter perform the rituals to send the

aspiranton into darkness alone, they

are watched over by a pair of silent,

ancientguardians. These are the
Wardens in White, the two eldest

Venerable Dreadnoughtbrothers of

the Deathwing.

The sarcophagiofthese timeless
gatekeepers are heavy with oath
papers and ornate decoration, and
their power plants rumble softly as
they loom motionless in the dark. The
identities and names they possessed
in life are now completely subsumed
by secrets. Were any foe to penetrate
the Rock’s countless defences, it
would be the duty ofthe Wardens in
White to form the lastline, and to
destroy him without hesitation. For
this reason, these Dreadnoughts are
only taken to war in the very greatest
need, and even then only one may
leave his postand his duty at any
given time.







DEATHWING LAND RAIDERS
F——————— e —————————$>

Likegreathunting beasts, the Land Raiders of the Deathwing
bear down upon their prey with lethal intent. Painted in white
andbearing theinsignia of the Deathwing upon their armoured
flanks, thesemighty tanks areelitespecialists in their own right.
Only theeldest Land Raiders are selected toserve the Deathwing,
vehicles with indefatigable machine spirits that detest the works
of traitors and heretics. Sopotent are these mechanised presences
thatthey can effect rudimentary repairs upon their own
structures as battle proceeds, shrugging off damage and
rerouting power around compromised systems. In this way,
enemies whoseetheir shots strikehome against weapons or
motiveunits havetheir cries of triumph cut short as the Land
Raider rolls from the blast, scorched but undaunted and with its
offensive capabilities still intact.

The Deathwing make full use of both the Crusader and Redeemer
variant marks of Land Raider, and benefit enormously from the
specialist abilities of thesearmoured behemoths. The Dark
Angels’annals are full of accounts of Deathwing Squads delivered
intotheheart of the foe by thundering Crusaders, or supported
againstoverwhelming hordes of xenos or heretics by the sweeping
firestorms of the Redeemers. Whoever the foe, the Land Raiders of
the Deathwing facethem with murderous determination.

RITUALS OF THE DARK ANGELS

The Dark Angels hold to a bewildering
array of ancient rites and traditions,
from the FeastofMalediction and the



Rite of Sins Renounced to the three
day Mindchant of the Iron Penance.
Mostsacraments are led by the Dark
Angels Chaplains, often accompanied
by Company Masters. Many of these
rites and rituals involve only small
groups ofrobed and hooded figures,
butothers are delivered to whole
companies or even, very rarely, the
entire Chapter. Some are
instructional, some involve oath-
taking, while others are mysterious,
leaving the neophytes in awe atthe
unusual proceedings.

All, however, are cold and solemn
ceremonties, for the Sons ofthe Lion
are a serious-minded Chapter who
believe in a singularity of purpose —
that of absolute devotion to battling the
Imperium’s foes. Though they seem
prosaic, none ofthe Dark Angels’
ceremonies are without meaning;
whether or notthe participants
understand itis another matter.
Through devotion to these traditions,
the Masters strive to make their Dark
Angel brethren stronger —in mind,
body and spirit—for in the wars to
come, only the mostresolute will
survive.







LIBRARTANS
F——————— e —————————$>

Theethericenergies of the Warp taint and ultimately destroy
anything they touch. Yet for one with sufficient willpower, they
can bemastered andturnedintoa potent weapon. This is the
purview of the Librarians — battle-brothers whose unique
mutation allows them tosense and wield the energies of the Warp
in Humanity’s defence.

Few prospective Librarians survive thehellish training regime
they mustundergotoprove their worth tothe Dark Angels. Were a
corrupting Warp entity topossess one of these psychically gifted
Space Marines, the Dark Angels’grim secrets might be exposed to
all. Assuch, they cannot countenance even theslightest crackin
their Librarians’mental armour,and havetested todestruction
numerous talented candidates whom other Chapters might have
accepted and tutored. Whilethis extremeintolerance makes the
Dark Angels slow toreplacelosses within their Librarius, it also
ensures that those battle-brothers whodoearn their placeare
utterly incorruptible, and completely trustworthy. As such, every
single Dark Angels Librarian is a member of the Inner Circle.
This position of knowledge allows the Librarians todischarge
their duties tothe fullest; alongside the normal tasks of record
keeping, psychicwarfareandinterstellar communication, these
powerful psykers are expected toassistin theinterrogation of the
Fallen. Itis for this reason thatthe Dark Angels Librarians have
developed their own, sinister branch of telepathy, a discipline
thatallows them toburrowintothe minds of their victims and lay
their darkest secrets bare.

THE WATCHERS IN THE DARK



Perhaps the strangestfacetofthe Dark
Angels Chapter is the presence of the
Watchers in the Dark. These
diminutive, hooded attendants cluster
around the highest-ranking warriors
ofthe Chapter, often forming eerie
processions behind them during their
archaic rites, or bearing ancient
artefacts into battle attheir side. None
cansay for certain what manner of
creature lies beneath the robes of
these strange figures, butwhatever
they are they never speak a word.
Their presence is solemnly accepted,
ifnever acknowledged, by the Dark
Angels; they simply linger, like some
omnipresent manifestation of guilt
clad in cowled monastic robes.

The Watchers are able to access areas
ofthe Rock thateven the Dark Angels
cannot. They come and go as they
please, and from their firstdays as
novitiates all Dark Angels are warned
notto interfere with or obstruct the
Watchers in any way. Cautionary tales
persist, whispered by Scoutbrothers,
ofthose who ignored these warnings
and soon disappeared, never to be
seen again. The air of mystique and
menace thatsurrounds these strange
beings is only heightened by their
propensity to haunt the winding
passages and dusty scroll-chambers
ofthe Rock’s Librarius, though what



strange business they have there is a
mystery to all.










INTERROGATOR-CHAPLAINS
e

Menacing figures of fear, the Interrogator-Chaplains of the Dark
Angels unsettle even their own battle-brothers with their silent
scrutiny. Sworn tothe Inner Circleduring a convoluted ceremony
in the Hall of Secrets, every Interrogator-Chaplain has passed the
Test of Faith andlearned the grim secrets of his Chapter’s history.
Henceforth they become shadowed mirrors of their previous
selves; where most Chaplains arebellowing firebrands who
inspiretheir brothers, Interrogator-Chaplains aresilentand
intense, watching always for the slightest hint of heresy or
weakness.

The cause of this shiftin demeanouris notsimply therevelations
of the Inner Circle, though certainly these discoveries assail a
Chaplain’s faith in theincorruptibility of his brethren. Rather, it
isthedread duties that come with promotion that turn
Interrogator-Chaplainsintosuch grim and brooding figures.
When the Fallen are captured and brought back tothe dark cells
deep within the Rock, itis the Interrogator-Chaplains whomust
securetheir confessions by any means necessary. This requires a
will of unbreakable adamant, as the horrific acts of forcing
repentancearenot an easy burden tobear. Interrogator-
Chaplains must weather heretical ranting and lies, discern
insincerebleating andremain steadfastin their commitment to
compel contrition from thelips of traitors. Ever more drastic
agonies must beadministered by the Interrogator-Chaplain, and
over timetheir own souls aresoured by thevileacts required to
savethose of the Fallen.

THE BLACK PEARLS



An Interrogator-Chaplain is permitted
to add a single black pearlto his
rosarius for each one ofthe Fallen that
he convinces to repent. Confessions
are as hard-won as they are rare, and
mostInterrogator-Chaplains meet
their end with only a handful of black
pearls to their name. Master Molocia —
inarguably the greatestofhis grim
profession —died after over three
hundred years of service with only ten
black pearls, and to this day no other
has been able to emulate his
achievement. Still, every
Interrogator-Chaplain strives to do
Justthat, notfor personal glory but
because every pearlacquired
represents a tiny shred oftheir
Chapter’s honour stitched back into
that once-proud tapestry.

The black pearls themselves can only
be found on the planetofMalmar, a
watery death world on the edge of the
Eye of Terror. Upon promotion to his
role, each Interrogator-Chaplain must
travel to Malmar to retrieve a black
pearl from amongstthe razor-reefs.
This treasure is stored within the
Reclusiam, in the hope thatone day it
will be returned. Malmar’s global
oceans are sweptby storms of
incredible ferocity, their churning
waves thick with arthropod super-
predators the size of Strike Cruisers.



Worse, itis said that on Malmar one
mustface his own darkest
temptations, a testofwill that makes
all other threats pale in comparison.










BATTLE & RESERVE
COMPANIES

Brother Arakiel, Tactical Marine, 3rd Company, 4th Squad.
Arakiel’s left knee displays his company’s colours.



Brother Nezekh, Company Veteran. Theleft shoulder guard shows
the Chapter icon with 3rd Company markings.

Brother Zendek is a member of the 8th Company’s 3rd Assault
Squad, under the command of Master Molochi.



Devastator Marine Borias, 9th Company, 2nd Squad, bears his
company’s colours on a roundel upon his greave.



Master Ezekiah. His left shoulder guard shows the Chaptericon,
whilehisrightbears Terminator Honours.



Chaplain Azazel. His left shoulder guard shows the Chapter icon,
whilehisrightdisplaystheinsignia of the Reclusiam.



Brother Zacharius, Company Champion. The gold-plated shoulder
guards area clear indicator of his status.



Apothecary Nephriel. His right shoulder guard bears the Prime
Helix upon the white of the Apothecarion.

Dark Angels display their squad designation and number upon
their right shoulder guard. Shown abovearethetraditional



markings of Dark Angels Tactical Marines, who comprise the first
six squads in each of the Chapter’s Battle Companies.

Assault Squad markings

A A

Devastator Squad markings

Company Veteran marking



Dark Angels Rhino Lionheartis attached toa Tactical Squad of
the 3rd Company.



Dark Angels Predator Traitor’s Endis the 2nd tank tobe attached
tothe 5th Company.



Brother Azmodor. The markings on his hull indicatethatheisthe
2nd Dreadnought of the Dark Angels 5th Company.

A&

The Dark Angels Chapter icon



Squad designations borne by transport vehicles

3rd Company

-

4th Company

5th Company



6th Company

<

7th Company

8th Company

9oth Company



Techmarine Loraphael. His left shoulder guard displays the
insignia of the Dark Angels, whiletheright shows the Machina

Opus.



DEATHWING

Brother Depheros, Deathwing Terminator. The left shoulder guard
bears the Crux Terminatus, whiletheright shows the broken-
swordinsignia of the Deathwing.



Deathwing Terminator Sergeant Isiah. Both shoulder guards are
embellished with devotional scrolls, while his left knee carries a
heraldicdevicetoidentify his squad.



Brother Nephoros, Deathwing Knight. The left shoulder guard
bears the Crux Terminatus, whiletheright shows an icon of the
Deathwing Knights.



Deathwing Knight Master Achrabael. Both shoulder guards
featurethe green trim that distinguishes Deathwing Knights
from Terminator Squads.



Codicier Turmiel, Dark Angels Librarian. Theleft shoulder guard
shows an ornate Chapter insignia, whiletherightdisplays the
horned skull icon of the Librarius.



Lexicanium Aspholon, Dark Angels Librarian. Hidden in ancient
scrolls and tomes secured about his person, Aspholon bears towar
thedark secrets of interromancy.



Interrogator-Chaplain Dakarus. His left shoulder features both
Chapter insignia and Inner Circle markings, whiletheright
shows a skull icon of the Interrogator-Chaplains.



Interrogator-Chaplain Ephrek. Theleft shoulder bears the Crux
Terminatus, whiletheright combines a symbol of the
Interrogator-Chaplains with the Chapter icon.
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Venerable Dreadnought Rakaziel. Theinscriptions on Rakaziel’s
hulllist someof themany campaigns hehasfoughtin over the
millennia.



Venerable Dreadnought Hammael. Hammael bears a number of
devotional scrolls and personal honour badges on the hull of his
Venerable Dreadnought.



'

Deathwing company insignia

17

Roundelsindicating the 1st and 7th vehicles of the company.

o<

Deathwing heraldic devices



Deathwing Apothecaryandriel bears the Prime Helix of the
Apothecarion upon the Crux Terminatus on his left shoulder.



The Company Banner of the Deathwing is carriedintobattle by
the Company Standard Bearer.



Deathwing Land Raider Indefatigable,identified as the 5th tank
of the 1st Company.

Deathwing Land Raider Crusader Final Sanction. Instead of
conventional numbering, this vehicledisplaystheheraldic
device adopted by its passengers.






RAVENWING

Brother Zephrael, Ravenwing Biker, 1st Squad. The Ravenwing
company insignia is worn on theleft shoulder.



Sergeant Rithiel, Ravenwing Sergeant, 2nd Squad. The squad
number is displayed on theright shoulder.

Ravenwing helmets tend tofeature Dark Angelsiconography, as
well as hardened vox aerials. Theemblem of the Ravenwing is
always depicted in white.

£ A A O

Ravenwing Marines display their squad number on their right
shoulder guard, as shown above.



Brother Zaelion, Ravenwing Company Champion,is armed with
the Blade of Caliban that signifies hisrank.

Ravenwing Apothecary Ekrophan. His right shoulder guard



carries theinsignia of the Ravenwing Apothecary.

Members of the Ravenwing Inner Circle can beidentified by
vertical gold bars on their shoulder pads.

Ravenwing Company Banner



The Space Marine bikes of the Ravenwing areinstantly
recognisable by the stylised banners fitted totheir chassis.



Ravenwing Black Knight ‘Raven’pattern bikes are armed with
thefearsome plasma talon, and often feature ornate honour
markings reflective of their riders’veteran status.

Land Speeder Tornado Stormlash. This vehicle’s hull shows its



squadron number and theicon of the Ravenwing.

Ravenwing Land Speeder Heresy’s End, displaying its
squadron number and purity seals.

Ravenwing shoulder guards for squads seven toten, from which
Support Squadron crews are often drawn.



Ravenwing Land Speeder Vengeance Lion’s Storm, showing the
craft’s distinctiveoutlineand increased crew capacity.



This Ravenwing gunner’s shoulder guardincorporates a
marksman’s honour.



Ravenwing Dark Talon Deathshroud. The craft’s hull displays the
Ravenwinginsignia andits squadron number.



Nephilim Jetfighter Knight of the Gloaming, displaying the
Ravenwinginsignia andits squadron number.
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Ravenwing Marines bear honour markings such as theoneshown
here, which can beapplied tothe hulls of their craft.



SUCCESSOR CHAPTERS

Brother Scyloand Brother-Sergeant Shaddrach, Angels of
Vengeance 3rd Company, 1st Tactical Squad

The Angels of Vengeanceretain the original black armour of the
Dark Angels Legion, and the members of their Inner Circleare
robedin thesamegrim colour.



CONSECRATORS

AR

Brother Vand and Brother-Sergeant V'draes, Consecrators 6th
Company, 2nd Tactical Squad

@ Ye=b

The Consecrators Chapter are known tofavour older patterns of
power armour and wargear. On occasion, this may compel them to
display squad numbers and designations elsewhere upon their
armour.




ANGELS OF REDEMPTION

Brother Z'chael and Brother-Sergeant Tol, Angels of Redemption
5th Company, 3rd Tactical Squad

The Angels of Redemption’s halved colour schemeis
complemented by thered robes of their senior officers.



DISCIPLES OF CALIBAN

Brother Alaron and Brother-Sergeant Ramiel, Disciples of
Caliban 7th Company, 4th Tactical Squad

G A

Theblack and dark green of the Disciples of Caliban is similar to
thelivery of the Dark Angels, with squad designations picked out
in white.




ANGELS OF ABSOLUTION

Brother Calen and Brother-Sergeant Cafael, Angels of Absolution
6th Company, 5th Tactical Squad

Ll
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Armouredin bone whiteand dressed in robes of deep green, the
Angels of Absolution invert the company markings of their
parent Chapter.




GUARDIANS OF THE COVENANT

Brother Boros and Brother-Sergeant Nyphas, Guardians of the
Covenant 3rd Company, 6th Tactical Squad

Thegunmetal armour of the Guardians of the Covenant is often
coveredin lines of painstakingly engraved script copied from the
pages of revered texts.






SONS OF THE LION
e

The Dark Angels radiate stern nobility as they march
into battle, their ornate banners and graven reliquaries
a sombre but inspiring sight. The dark green of their
warriors’ power armour contrasts with the bone white
and midnight black of the Deathwing and Ravenwing,
creating a striking panoply of war that is unmistakable
upon the field of battle.
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FORCES OF THE DARK
ANGELS
N . o

The following section details background and rules
information that describe the forces used by the Dark
Angels — their warriors, their vehicles and the characters
that lead them to battle. This section will enable you to
forge your collection of Dark Angels miniaturesinto an
army ready to fight battlesin your games of
Warhammer 40,000.

CHOOSING AN ARMY

When choosing an army toplay a game of Warhammer 40,000,
therearetwomain ways of organising your collection. These are
the Unbound method, which means taking whichever units you
like, and the Battle-forged method, which is morerigid but has
extra benefits. Both are described fully in Warhammer 40,000:
The Rules.

If you areusing the Unbound method, simply use the datasheets
later in this section that correspond tothe models in your
collection. If you are using the Battle-forged method, you will
instead need toorganise the models in your collection into
Detachments. This is a fun process in its own right. The most
common of thesearethe Combined Arms and Allied Detachments.
Notethatyou can alsoinclude any of the Formations presented in
this section as part of a Battle-forged army.



The Lion’s Blade Strike Forceis a special type of Detachment that
can beincludedin any Battle-forged army. Unlike the
Detachments shown in Warhammer 40,000: The Rules,ithas a
Force Organisation Chart whoseslots are a combination of specific
Formations and Army List Entries instead of Battlefield Roles.
However, it still has compulsory and optional elements, as well as
Restrictions and Command Benefits, just like any other
Detachment.

Although units cannot normally belong tomorethan one
Detachment, units from a Formation thatis partofa Lion’s Blade
Strike Force are an exception. They count as part of both their
Formation and the Detachment,and have all associated
Command Benefits and special rules. If your Warlord is part of a
Formation or an Army List Entry that makes up partofa Lion’s
Blade Strike Force, that entire Strike Forceis your Primary
Detachment.



LION’S BLADE STRIKE FORCE

The Lion’s Blade Strike Force allows you to represent the
typical structure of a Dark Angels army on the
Warhammer 40,000 battlefield. Whether you wish to
field a full Battle Company with support elements to
cleanse an entire star system of foes, or a force assembled
to tackle a specific threat, the choices bel ow offer a great
way to pick your army.

For example, Adam’s Dark Angels collection consists of Azrael,
Belial, a Company Master, an Interrogator-Chaplain, four Tactical
Squads, a Scout Squad, two units of Deathwing Terminators, a
Ravenwing Bike Squad, an AssaultSquad, a Ravenwing Land
Speeder, a Nephilim Jetfighter, a Devastator S quad and a Land
Raider.

IfAdam wishes to organise his collection using the Battle-forged
method —as described in Warhammer 40,000: The Rules —all ofhis
units need to be partofa Detachmentor a Formation. Adam
achieves this by choosing one Lion’s Blade Strike Force and one
Combined Arms Detachmentfrom Warhammer 40,000: The Rules.

The Lion’s Blade Strike Force in Adam’s army consists ofone Core
choice, one Command choice and two Auxiliary choices.
Specifically, it consists ofan Inner Circle (Azrael), a Battle Demi-
company (the Company Master, three Tactical Squads, the Assault
Squad and the Devastator Squad), a Ravenwing Attack Squadron
(the Ravenwing Bike Squad and the Land Speeder) and a
Deathwing Redemption Force (Belial and both ofthe De athwing
Terminator Squads).

Adam’s last Tactical S quad (Troops), his Scout Squad (Troops), his



Interrogator-Chaplain (HQ), his Nephilim Jetfighter (Fast Attack)
and his Land Raider (He avy Support) form a Combined Arms
Detachment. As all of his units belong to a Detachmentor a
Formation, Adam’s army is a Battle-forged army. The units that are
partofthe Lion’s Blade Strike Force therefore have the Supreme
Fire Discipline Command Benefit, whilstthose that are partofthe
Combined Arms Detachment have the Objective Secured Command
Benefit. Finally, Adam chooses Azrael to be his Warlord —the Lion’s
Blade Strike Force is therefore his army’s Primary Detachment.

RESTRICTIONS:

This Detachment mustincludea minimum of one Core choiceand
oneAuxiliary choice. It can optionally include any number of
additional Core or Auxiliary choices,in any combination, and up
toone Command choice for each Core choice. Only the datasheets
listed above can beincluded in this Detachment,and all unitsin
the Detachment musthavethe Dark Angels Faction.

COMMAND BENEFITS:

Company Support: Ifa Lion’s Blade Strike Force includes two
Battle Demi-companies,oneincluding a Company Master and the
other including a Chaplain, then together they form a Battle
Company.Any unit from the Battle Company that has the option
totakea Rhino, Razorback or Drop Pod as a Dedicated Transport
may take oneat nopoints cost (though they must pay for any
additional upgrades and options as normal).

Supreme Fire Discipline: Unless Jinking, all modelsin this
Formation that havethe Grim Resolve special rule fire Overwatch
using their normal Ballistic Skill characteristic.



Core1+

Auxiliary 1+

Command o-1 per Core

BATTLE DEMI-COMPANY
1 Company Master or Chaplain

+ 0-1CommandSquad

+ 0-1Company Veterans Squad

3 Tactical Squads

1 Assault Squad

1 Devastator Squad

0-1units of Dreadnoughts

®

-

INNER CIRCLE (0-1per BATTLE DEMI-
COMPANY)

« 1Azrael, Belial, Sammael !, Company Master, Interrogator-
Chaplain 2or Librarian 3

(€



RAVENWING ATTACKSQUADRON
« 1Ravenwing Bike Squad or 1 Ravenwing Attack Bike Squad
+ 1Ravenwing Land Speeder or Land Speeder Vengeance

&)

RAVENWING SUPPORT SQUADRON

+ 1unitof Ravenwing Land Speeders
+ 1Ravenwing Darkshroud or Land Speeder Vengeance

RAVENWING SILENCE SQUADRON
+  2Nephilim Jetfighters
+ 1Ravenwing Dark Talon

10th COMPANY SUPPORT

« 1-5units of Scouts

(@)

THE HAMMER OF CALIBAN

« 1Techmarine

« 1LandRaider, Land Raider Crusader or Land Raider
Redeemer

e 1unitof Predators, Whirlwinds or Vindicators



DEAT HWING REDEMPTION FORCE
1 Belial, Company Master, Interrogator-Chaplain or Librarian
« 2-5Deathwing Terminator Squads
* 0-1Deathwing Command Squad
+ 0-1units of Deathwing Knights
+ o-i1unitof Venerable Dreadnoughts

1Sableclaw may be taken in place of Sammael.
2 Asmodai may be taken in place of an Interrogator-Chaplain.

3 Ezekiel may be taken in place ofa Librarian.



DATASHEETS

-

Each Dark Angels unit in this book has a datasheet.
These detail either Army List Entries or Formations,
providing all the rules information that you will need
touse your models in your games of Warhammer 40,000.

ARMY LIST ENTRIES

Each Army List Entry contains the following information:
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ASMODAI

MASTER INTERROGATOR-! CHAPLAIN

-

WSBS S T W I A Id S
Asmodai 6544353103

UNITTYPE:

;e‘@

'WARLORD TRAIT: @
+ The Hunt

SPECIAL RULES:
. e

1. Faction: The unit’s Faction is shown here by a symbol. All units
that have this symbol, which includes all the units described in this
book, have the Dark Angels Faction.



2, Battlefield Role: The unit’s Battlefield Role is shown here by a
symbol. Units in this book have one of the following Battle field
Roles: HQ, Troops, Elites, Fast Attack, Heavy Supportor Lords of
War. The symbols for these Battlefield Roles are defined in
Warhammer 40,000: The Rules.

3. Points Cost: This is the points costofthe unitwithout any
upgrades, used ifyou are choosing an army to a points value.

4. Unit Name: Here you will find the name ofthe unit.

5. Unit Profile: This section will show the profiles of any models
the unit can include.

6. Unit Type: This refers to the unittype rules in Warhammer
40,000: The Rules. For example, a unitmay be classed as Infantry,
Cavalry or Vehicle, which will subjectitto a number of rules
regarding movement, shooting, assaults, etc.

7.Unit Composition: This section shows the number and type of
models that form the basic unit, before any upgrades are taken.

8. Wargear: This section details the weapons and e quipment the
models in the unitare armed with, many ofwhich are described in
more detail in the Appendix of this book. The costfor all the unit’s
basic equipmentis included in its points cost.

9. Warlord Traits: Sometimes a character’s datasheetwill have
a specific Warlord Trait, in which case itwill be listed here.

10. Special Rules: Any special rules that apply to models in the
unitare listed here. Special rules that are unique to models in that
unitare described in full here, whilstothers are detailed either in
the Appendix of this book or in the Special Rules section of



Warhammer 40,000: The Rules.
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RELIC OF CALIBAN
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Range s AP Type
- User - Melee,
Instant Death,

Specialist Weapon

oo it ut o mater where i s

@ Rhun, Asuodai sokes i brthers ighteoushatred ino an inferno

11. Relics of Caliban: Some entries have unique items of
wargear, the description and rules for which will be listed here.

12. Unit Description: This section provides a background
description of the unit, detailing their particular strengths and
weaknesses along with the tactics and methods they employ to



wage war in the grim darkness of the 41st Millennium.

@ it

COMPANY MASTER
=G
WSBS S T W I A Id Sv
Company Master G5 a4 s leue 3011011 3%

TYPE:
Infantry (Character)

UNIT COMPOSITION:
+ Company Master

hainsvord, sopts

13. Options: This section lists all of the upgrades you may add to
the unitifyou wish to do so, alongside the associated points costfor
each. Where an option states thatyou may exchange one weapon
‘and/or’ another, you may replace either or both, provided you pay
the points costfor each. The abbreviation ‘pts’ stands for ‘points’ and
‘pts/model’ stands for ‘points per model’. Where applicable, this
section also refers to any Transports the unit may take. These have
their own datasheets. Dedicated Transports do notuse up any slots
on a Force Organisation Chart, butotherwise function as separate
units. The Detachments section of Warhammer 40,000: The Rules
explains how Dedicated Transports work.
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FORMATIONS

Formation datasheets areidentified by this symbol. The rules for
Formations can be found in Warhammer 40,000: The Rules. A
Formation datasheet will listthe Army List Entries which make
upthe Formation, any restrictions upon whatit may include, and
any special rules the Formation’s units gain.



DARK ANGELS WARGEAR LIST

These lists detail the points values of various items of
wargear available tounitsin your army. Many unit
entries in the datasheets that followmay include
wargear options from one or more of these lists —in each
instance, the datasheet will tell you (in bold text)
exactly which of these lists you may use. Rules for these
items can be found in the Appendix.

RANGED WEAPONS

A model may replaceits boltgun, bolt pistol and/or Melee weapon
with one of the following:

- Boltgun...free

- Storm bolter...5 pts

- Combi-flamer, -grav, -melta or -plasma...10 pts

- Grav-pistol or plasma pistol...15 pts

MELEE WEAPONS

A model may replaceits boltgun, bolt pistol and/or Melee weapon
with one of the following:

- Chainsword...free

-Lightning claw...15 pts

- Power weapon...15 pts

- Power fist...25 pts

-Thunder hammer...30 pts

TERMINATOR WEAPONS

A model wearing Terminator armour may replaceits storm bolter
with one of the following:

- Combi-flamer, -melta or -plasma...5 pts



-Lightning claw...10 pts
-Thunder hammer...25 pts

A model wearing Terminator armour may replaceits power
weapon with one of the following:

-Lightning claw...5 pts

- Storm shield...5 pts

- Power fist...10 pts

- Chainfist or thunder hammer...15 pts

TERMINATORHEAVY WEAPONS

A model wearing Terminator armour may replaceits storm bolter
with one of the following:

- Heavy flamer...10 pts

-Plasma cannon...15 pts

-Assaultcannon...20 pts

-Cyclone missilelauncher *..25 pts

HEAVY WEAPONS

A model may replaceits boltgun with one of the following:
- Heavy bolter or multi-melta...10 pts

- Missilelauncher (with frag and krak missiles)...15 pts
May alsotake flakk missiles...10 pts

-Plasma cannon...15 pts

-Lascannon...20 pts

- Grav-cannon with grav-amp...35 pts

SPECIAL WEAPONS

A model may replaceits Melee weapon or boltgun with one of the
following:

-Flamer...5 pts

- Meltagun...10 pts

-Grav-gun or plasma gun...15 pts



SPECIAL ISSUE WARGEAR

A model may takeuptoone of each of the following:
- Auspex...5 pts

- Combat shield...5 pts

- Melta bombs...5 pts

- Digital weapons...10 pts

-Jump pack 2...15 pts

- Conversion field...20 pts

DREADNOUGHT WEAPONS

A model may replaceits multi-melta with one of the following:
-Twin-linked autocannon...5 pts

-Twin-linked heavy bolter...5 pts

-Twin-linked heavy flamer...5 pts

-Plasma cannon...5 pts

- Assault cannon...10 pts

-Twin-linked lascannon...15 pts

DARKANGELS STANDARD

A model may take up toone of the following:
- Company standard...15 pts

- Chapter banner (one per army)...25 pts
-Sacred standard...35 pts

RELICS OF CALIBAN

Only one of each relic may be taken per army. A model may
replace one weapon with one of the following:

- Shroud of Heroes 3...10 pts

- Foe-smiter...15 pts

- Lion’s Roar...20 pts

- Mace of Redemption...30 pts

- Monster Slayer of Caliban...40 pts

-The Eye of the Unseen 3...40 pts



DARKANGELS VEHICLE EQUIPMENT

A model may takeup toone of each of the following:

- Dozer blade %...5 pts

- Storm bolter...5 pts

- Extraarmour...10 pts

- Hunter-killer missile...10 pts

1 Does notreplace the model’s storm bolter.

2 May notbe taken by a Techmarine, or a model equipped with
Terminator armour or a Space Marine bike.

3 Does notreplace one ofthe character’s weapons.

4 May notbe taken by a Land Raider of any type.
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BELIAL
GRAND MASTER OF THE
DEATHWING
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Belial 6 ilis A
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UNIT TYPE:
Infantry (Character)

UNIT COMPOSITION:
1 (Unique)

WARGEAR:
Terminator armour
Storm bolter

Iron halo

Teleport homer

WARLORD TRAIT:



¢ The Hunt

SPECIAL RULES:

¢ Deathwing

¢ Grim Resolve

¢+ Independent Character

Marked for Retribution: Belial re-rolls all failed To Hit rolls
when fighting in a challenge.

Tactical Precision: Belial and his unit donot scatter when
arriving by Deep Strike.

OPTIONS:
e May replace storm bolter and Sword of Silence with two
lightning claws or a thunder hammer and storm shield...free

RELIC OF CALIBAN

Sword of Silence: A power weapon
crafted from the same meteorite as the
SwordofSecrets, the Sword of
Silence has traditionally been gifted to
the mostlethal close-quarters
combatantin the Dark Angels. The
Sword of Silence seems to swallow
nearby light and sound, absorbing
them into its glowing obsidian blade.



Range S AP Type
- User 3 Melee,
Fleshbane,
Master-crafted

Blade in hand, Grand Master Belial advances implacably upon his
foes. No greater swordsman exists within the ranks of the Dark
Angels, for Belial’s expertise with a blade is as instinctive as itis
lethal. Itmakes no difference whether his foe is a bellowing Ork
warlord, a towering Tyranid bio-horror, or a daemonically
empowered heretic; Belial’s onslaughtsoon sees them cutto



ribbons, their blood slicking the gloaming blade ofthe Sword of
Silence. Belial takes no joy in his victories, or his heroic
accomplishmen ts. Rather, the Grand Master expects nothing but
perfection from himselfin every sword-blow and shot, treating
even the slightestfailure as cause for censure. He demands no less
ofthe warriors who march at his side, his Deathwing brethren
fighting their way through impossible odds beneath the glare of
their exacting master. Belial has good reason for his stern style of
leadership. He knows that, with every chance missed and battle-
brother lost, the task of hunting down the Fallen becomes harder.
No matter what miracles he and his brethren achieve, absolution
will always require more...



® _ca?riFtas_

SAMMAEL

GRAND MASTER OF THE
RAVENWING
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Sammael 654 55 104 3

UNIT TYPE:
Jetbike (Character)

UNIT COMPOSITION:
1 (Unique*)

*You may notinclude Sammael and Sableclaw in the same army.

WARGEAR:

Bolt pistol

Plasma cannon
Twin-linked storm bolter
Frag grenades

Krak grenades



e Iron halo
¢ Teleport homer

WARLORD TRAIT:

« Rapid Manoeuvre

SPECIAL RULES:

Eternal Warrior

Fearless

Grim Resolve

Hatred (Chaos Space Marines)
Hit & Run

Independent Character
Ravenwing

Scout

Skilled Rider

Swift Vengeance: Sammael can fireup totworanged weapons
in the Shooting phase.

RELIC OF CALIBAN

Raven Sword: This sword is one ofa
number of blades fabricated outofa
meteorite that struck the Rock at Al
Baradad, shortly after the fall of
Caliban. Itwas named the Raven
Sword, for itis traditionally the



weapon of the Grand Master of the
Ravenwing. Like the other relics
whose originitshares, the Raven
Sword has arazor-sharp edge that
has never dulled. Alone amongstits
brothers, however, itmakes a low
keening sound when swung that few
foes have heard and lived to speak of.

Range S AP Type
- User 2 Melee,
Master-crafted
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Screaming over the heads of his foes upon the ancientjetbike
Corvex, Grand Master Sammael strikes like the Lion’s own blade.
Courageous to the pointof madness, the master ofthe Ravenwing
weaves low over the battlefield, hurtling between the striding legs
of Titans or hammering through the ranks of the foe with the Raven
Sword flashing brightly. Sammael’s cloak streams be hind him as he
arcs through the skies, resembling the dark wings of some vast
raven as he sweeps ahead of the warriors under his command. Of
course, the Grand Master and his jetbike are far more than a
figurehead; the ferocious blasts of Corvex’s plasma cannon reduce
even the mightiestfoes to vitrified ash, while Sammael’s every
sword blow leaves contrails ofblood streaming through the air
behind it.
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SABLECLAW
GRAND MASTER OF THE
RAVENWING’S LAND SPEEDER

Armour
BS |_F S R—I HP
Sableclaw 5 14 a4 10 2

UNIT TYPE:
Vehicle (Fast, Skimmer, Character)

UNIT COMPOSITION:
1 (Unique*)

*You may notinclude Sammael and Sableclaw in the same army.

WARGEAR:

¢ Twin-linked assault cannon
e Twin-linked heavy bolter

e Iron halo



WARLORD TRAIT:

Rapid Manoeuvre

SPECIAL RULES:

Deep Strike
Grim Resolve
Ravenwing
Scout

Skilled Rider

RELIC OF CALIBAN

Raven Sword: The keening of the
Raven Swordrises to ashriek as
Sammael swings it from his seat
aboard Sableclaw.

Attheendof the Movement phase,
nominateone enemy unit not locked
in combat that this model has moved
over thatturn. That unit takes D3+1
hitsresolved at Strength 4 AP2,
using Random Allocation. Thesehits
havethelIgnores Cover special rule,
but donot benefit from any of the
model’s other special rules. Against
vehicles, these hits areresolved
againstthetarget’srear armour.
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A dark shadow falls across the foe as Sammael’s personal Land
Speeder, Sableclaw, sweeps overhead. This is followed moments
later by a vicious barrage ofexplosions —a withering hail of assault
cannon and heavy bolter fire churning through the enemy ranks
and leaving trails oftorn corpses in its wake. Where return fire
lashes skyward, itis unable to penetrate Sableclaw’s mysterious
defences and bursts into harmless blossoms of smoke. So protected,
Grand Master Sammaelis able to lead his Ravenwing into the
deadliestoffirestorms, directing his pilot’s shots to hitkey targets,
and reaching down with his Raven Sword to strike the heads from
the foe as Sableclaw speeds past.
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INTERROGATOR-CHAPLAIN
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UNIT TYPE:
Infantry (Character)

UNIT COMPOSITION:

1 Interrogator-Chaplain

WARGEAR:

Bolt pistol
Crozius arcanum
Frag grenades
Krak grenades
Rosarius

SPECIAL RULES:

¢ Deathwing
¢ Fear



e Grim Resolve

+ Independent Character

e Preferred Enemy (Chaos Space Marines)
e Zealot

OPT IONS:
May takeitems from the Mel ee Weapons, Ranged
Weapons, Special Issue Wargearand/or Relics of
Caliban lists.

« May take a power fist...25 pts
« May takea Space Marine bike...20 pts

» Ifneither a power fist or Space Marine bikeis taken, an
Interrogator-Chaplain may replace his bolt pistol, frag and
krak grenades with Terminator armour and storm bolter...30

pts

« AnInterrogator-Chaplain in Terminator armour may take
items from the Terminator Weapons, Special Issue
Wargearand/or Relics of Caliban lists.

* An Interrogator-Chaplain in Terminator armour may replace
his storm bolter with a combi-flamer, -melta or -plasma...5 pts



The sinister, hooded forms ofthe Interrogator-Chaplains stalk the
battlefield, ever ready to dispense violent and bloody absolution.
Where the enemy resists, the Interrogator-Chaplains cutdeep like
scalpels slicing into flesh, leading their brothers in the pitiless
dissection of the foe. Privy to the secrets of the Inner Circle, these
menacing warrior-priests are charged with securing the
confessions ofthe Fallen. This is a dark and terrible task, for the
subjects of their interrogations are ancient and powerful beings
with wills of iron. An Interrogator-Chaplain musttherefore be
capable of any deed —no matter how cruel or horrific — if itwill
break his victim’s resolve. This readiness to inflict sanity-flaying
horrors upon their victims extends beyond the torture chambers of
the Rock; an Interrogator-Chaplain in battle knows precisely
where to strike his victims for maximum effect. With every swing of




his crozius, an Interrogator-Chaplain elicits piteous wails of agony
from his foes. Thus does a wave ofterror spread before this skull-
helmed figure, the enemy sure in the knowledge that death itself
comes to claim them.
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ASMODAI
MASTER INTERROGATOR-
CHAPLAIN
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Asmodai 6llisiiaadis 3

I
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UNIT TYPE:
Infantry (Character)

UNIT COMPOSITION:
1 (Unique)

WARGEAR:

Bolt pistol
Crozius arcanum
Frag grenades
Krak grenades
Rosarius



WARLORD TRAIT:
¢ The Hunt

SPECIAL RULES:

Deathwing

Fear

Grim Resolve

Independent Character

Preferred Enemy (Chaos Space Marines)
Zeal ot

Master of Repentance: If Asmodaislaystheenemy Warlordin
achallenge, you immediately score D3 extra Victory Points.

i

RELIC OF CALIBAN

Blades of Reason: This is an ancient
and horrific device, saturated with
arcane cruelty and the sorrow of
Mankind. I'ts many sharply honed and
well-polished blades are etched with
scriptures of repentance, and criss-
crossing the weapon’s head are
cables and fine neural-wires powered
by a mystic science thatamplifies pain
to agonies beyond endurance.



Range S AP Type

- User - Melee,
Instant Death,
Specialist Weapon

The ends justify the means. No member ofthe Dark Angels’ Inner
Circle personifies this conceptas completely as Asmodai, whose
spectacularly violentexcesses make him a figure of fear to friend
and foe alike. Whether upon the field of battle, or within the firelit
gloom ofthe Rock’s dungeons, Asmodai’s wicked blades are ever
red with the blood of his victims. In the eyes of the Master



Interrogator-Chaplain, guiltis as insidious as itis widespread, and
his self-appointed duty is to rootitoutno matter where itlies.

Asmodaiis a zealous exemplar in whose sightenemies quail and
allies fight all the harder. His sonorous hymnals and rousing
bellows of hatred are amplified through his vox grill, their impact all
the greater for their contrastto the usual quiet stoicism of the Dark
Angels. Whether holding together a defence line, as was his duty
upon the Daemon world of Amity, or leading a forlorn hope through
the blazing breach of an enemy fortress, as he did againstthe palace
of the Traitor of Rhun, Asmodai stokes his brothers’ righteous
hatred into an inferno.
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LIBRARTAN
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UNIT TYPE:
Infantry (Character)

UNIT COMPOSITION:

1 Librarian

WARGEAR:
Bolt pistol
Force weapon
Frag grenades
Krak grenades
Psychic hood

SPECIAL RULES:
¢ Deathwing

e Grim Resolve



e Independent Character
¢ Psyker (Mastery Level 1)

PSYKER:

A Librarian generates his powers from the Daemonol ogy,
Divination, Interromancy, Pyromancy, Telekinesisand
Telepathy disciplines.

OPT IONS:
May upgrade to Psyker (Mastery Level 2)...25 pts

e May takeitems from the Ranged Weapons, Special Issue
Wargearand/or Relics of Caliban lists.

e May takea Space Marine bike...20 pts

e IfaSpaceMarinebikeis nottaken,a Librarian may replace
his bolt pistol, frag and krak grenades with Terminator
armour...25 pts

e AlLibrarianin Terminator armour may takeoneof the
following:
- Storm bolter...5 pts
- Combi-flamer, -melta or -plasma...10 pts

e AlLibrarianin Terminator armour may takeitems from the
Special Issue Wargearand/or Relics of Caliban lists.



Enemies fall to the ground screaming in agony and terror as the
Dark Angels Librarian advances upon them. An insidious, fear-
inducing cloud emanates from him, called into being by his sinister
psychic powers. The Librarian’s eyes glow and his lips move in
silentmantras, armoured fingers forked into arcane symbols as he
cuts and thrusts with the blade of his mind. The Librarian’s powers
wind like razored tendrils through his foes’ psyches, shredding
sanity and excising knowledge with a surgeon’s skill. Against his
interromantic powers, even the mostheavily armoured warriors
are all butdefenceless. One after another, they clutch their skulls
with shaking hands, crumple to the floor as their life-force is
extinguished, or turn their guns upon themselves in a desperate
effortto block outthe horror. Disruption ripples outward from the
Librarian, panic and confusion leaving the enemy as easy prey for




the battle-brothers that march at his back with bolters thundering
and flamers roaring. So perish allwho seek to stand against the
Dark Angels — cowering on their knees, begging for the benediction
of

a swiftdeath.
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EZEKIEL
GRAND MASTER OF LIBRARIANS
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Ezekiel 5llis g
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UNIT TYPE:
Infantry (Character)

UNIT COMPOSITION:
1 (Unique)

WARGEAR:

e Master-crafted bolt pistol
Master-crafted force sword
Frag grenades

Krak grenades

Psychic hood

WARLORD TRAIT:

e Courage of the First Legion



SPECIAL RULES:

¢ Deathwing

¢ Grim Resolve

« Independent Character
+ Psyker (Mastery Level 3)

PSYKER:

Ezekiel generates his powers from the Daemonol ogy,
Divination, Interromancy, Pyromancy, Telekinesisand
Telepathy disciplines.

RELIC OF CALIBAN

Book of Salvation: This renowned
tome lists the names of all the Fallen
who have been captured by the Dark
Angels. Only the Inner Circle knows
the contents of this book, butthe whole
Chapter understands that its
protection is paramount.

All friendly models with the Dark
Angels Faction within 6" of Ezekiel at
thestart of the Fight sub-phasehave
+1 Attack until theend of the phase.
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Like an angel of death, Ezekiel strides fearlessly through the ranks
of the foe and leaves naught but pain-twisted corpses in his wake.
Those notslain outright by the barbed thought-worms of Ezekiel’s
mind meettheir end beneath the killing edge of his force sword. Itis
said that many simply throw down their weapons and plead for
mercy beneath Ezekiel’s icy gaze, for a single glance reveals the
look ofone who has stared deeply into the soul of Man, and found
something lacking. Yetthe Grand Master of the Dark Angels’
Librarius has no mercy to give, as the headless corpses of countless
battlefields can attest. As one ofthe key members of the Dark
Angels’ Inner Circle, Ezekielis the bearer of the Book of Salvation.
This potentartefactis a precious icon to the Chapter’s battle -
brothers, who are taught from their earliest days as Scouts thatits
secrets mustnever, ever fall into enemy hands. Thus do the




brothers under Ezekiel’s command fight all the harder, chanting the
sonorous hymnal ofthe Sacred Secretas they slay with extreme
prejudice any enemy foolish enough to threaten Ezekiel and the
tome he bears.
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COMPANY MASTER
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UNIT TYPE:
Infantry (Character)

UNIT COMPOSITION:

1 Company Master

WARGEAR:
Bolt pistol
Chainsword
Frag grenades
Krak grenades
Iron halo

SPECIAL RULES:

¢ Deathwing
e Grim Resolve



e Independent Character

OPT IONS:
May replace chainsword with a relic blade...25 pts

¢ May takea storm shield...15 pts
e May takeartificer armour...20pts

e May takeitems from the Mel ee Weapons,
Ranged Weapons, Special Issue Wargearand/or
Relics of Caliban lists.

e May replacebolt pistol, chainsword, frag and krak grenades
with Terminator armour, storm bolter and power sword...30

pts

e A Company Master in Terminator armour may replacehis
power sword with a relic blade...10 pts

¢ A Company Master in Terminator armour may takeitems
from the Terminator Weapons, Special Issue Wargear
and/or Relics of Caliban lists.



Blades held ready, the Company Masters lead their brothers into
battle with grim determination. They are supreme warriors, but
unforgiving and coldly distant figures whose strategic brilliance
echoes thatofthe Lion himself. Brooding and reserved, the Masters
ofthe Dark Angels are notgiven to the inspirational theatrics
common amongsttheir counterparts in some other Chapters.
Rather, they devote all of their attention to the complete annihilation
ofthe enemy, and in this duty they are never found lacking.
Advancing ata steady pace, Company Masters place every blade-
thrustwith precision, embodying the meticulous lethality for which
their Chapter is known. All the while, they show consummate
tactical mastery, maintaining an awareness of troop dispositions
and grand-scale battlefield manoeuvres thatwould put the most
skilled strate gium adeptto shame. Strategic brilliance is a




fundamental re quirement of Company Masters, for they must be
ever mindful of their Chapter’s hidden agenda, ready to shifttheir
focus to the huntfor the Fallen at any moment and swiftly redeploy
their forces no matter the cost.
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UNIT TYPE:
Infantry (Character)

UNIT COMPOSITION:
1 Chaplain

WARGEAR:

Bolt pistol
Crozius arcanum
Frag grenades
Krak grenades
Rosarius

SPECIAL RULES:
¢ Grim Resolve
+ Independent Character



o Zealot

OPTIONS:
e May takeitems from the Mel ee Weapons, Ranged
Weaponsand/or Special Issue Wargearlists.

May take a Space Marine bike...20 pts

The Chaplains of the Dark Angels are stern war-priests whose
rhetoric stirs the solemn hearts of their battle-brothers. Clad in
night-black armour and wearing skull helms whose eye lenses
blaze with inner light, Dark Angels Chaplains are grim and




frightening figures. They maintain a steady stream of chanted
catechisms and exhortations as battle rages around them,
armouring their brothers in faith and conviction. Ignoring the shots
and shrapnelthatrebound from their protective force fields, the
Chaplains call upon their comrades to lettheir righteous hatred
flow, stoking their justrevulsion toward heretic, xenos and witch
alike. As battle is joined, the Chaplains stride to the fore,
brandishing alofttheir iconic weapons of office and spitting words of
detestation into the faces of the foe. Their every blow is calamitous,
crushing bone and buckling armour plate amid crackling blasts of
energy. The Dark Angels battle-brothers fightever harder, driven
on by the selfless example of their Chaplains. All the while, the
Chaplains watch the warriors attheir side with a seasoned eye,
alertfor weakness and quick to stamp itout.



® _ca?riFtas_

TECHMARINE

Techmarine
Servitor

»—AI\?S
N
ek

w v
[SCRN ]
WA -
(SR
HN>
-
®© o
N
RR 2

UNIT TYPE:
Infantry. Techmarineis Infantry (Character).

UNIT COMPOSITION:

1 Techmarine

Wargear:

Techmarine
Bolt pistol
Power axe
Frag grenades
Krak grenades
Servo-arm

Servitor



¢ Servo-arm

SPECIAL RULES:

Techmarine

e And They Shall Know No Fear
e Grim Resolve

e Independent Character

Blessing of the Omnissiah: In each of your Shooting phases,
instead of firing his weapons, a Techmarine can choose torepair a
singlefriendly vehiclethatheisin base contact with or embarked
upon. Torepair a vehicle, roll a D6 and add 1 for each Servitor with
aservo-arm in hisunit,and an additional 1if the Techmarine
hasaservo-harness. If theresultisa 5 or more, you may either
restorea Hull Pointlost earlier in thebattle, or repair a Weapon
Destroyed or Immobilised result suffered earlier in the battle; this
is effectiveimmediately.

Bolster Defences: After deployment, but before Scout
redeployments and Infiltrate deployments, nominate one piece of
terrain in your deployment zone (this cannot be one you have
purchased as part of your army). The terrain piece’s cover saveis
increased by 1 for theduration of the game (toa maximum of 3+).
Notethat a piece of terrain can only be bolstered once.

Servitor

Mindlock: Ifit does not contain a Techmarine,an unengaged
unitthatcontains atleast one model with this special rule must
roll a D6 at thestart of its turn. On a 4+, this special rulehasno
effect thisturn.On a 1,2 or 3,theunitis mindlocked until the
start of its following turn. A mindlocked unit may not voluntarily
move, shoot or charge, but must still complete compulsory moves,
such as Pile In and Fall Back moves.



OPTIONS:

Techmarine
¢ May takea Space Marine bike...20 pts

e May replaceservo-arm with a servo-harness...25 pts

e May takeitems from the Mel ee Weapons, Ranged
Weapons, and/or Special Issue Wargear lists.

e May takeuptofive Servitors...10 pts each

Servitor
e UptotwoServitors may replace their servo-arm with one of
thefollowing:
- Heavy bolter...10 pts/model
- Multi-melta...10 pts/model
-Plasma cannon...20 pts/model

‘Be slow to anger, quick to action. The
patientwarrior knows thatone well-
placed shotcanend awar.’

-from theteachings of Lion El’Jonson




Amid the fury of battle, even the mightiestengines ofwar can be
crippled, reduced to smoking wrecks by the heretical works of the
foe. Itis the task ofthe Techmarines to repair this damage, to
shepherd their mechanised flock through the horrors ofone war
zone after another and sustain their machine spirits through the
soresttests of faith. In this duty, the Techmarines ofthe Dark Angels
Armoury are both fearless and selfless, braving the most
murderous cauldrons ofenemy fire to reach damaged vehicles in
need of aid. Under the covering fire of gun Servitors and fellow
battle-brothers, and often taking up their own formidable weapons
to keep the foe atbay, the Techmarines work with icy calm to re-
route power flows, spot-weld repairs to armour plating, and coax
motive actuators and weapon systems back into life.
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TACTICAL SQUAD
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Space Marine A A Sl
Space Marine Sergeant 4 4 4 4 1 4 1 8 3+
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UNIT TYPE:

Infantry. Space Marine Sergeant and Veteran Sergeant are
Infantry (Character).

UNIT COMPOSITION:
4 Space Marines
1 Space Marine Sergeant

WARGEAR:

*« Boltgun

* Bolt pistol

* Frag grenades
 Krak grenades



SPECIAL RULES:

¢ And They Shall Know No Fear
¢ Combat Squads

e Grim Resolve

OPT IONS:
May includeuptofive additional Space Marines...14 pts/model

e Ifthesquad numberslessthan ten models, one Space Marine
may takeoneitem from either the Special Weapons or
Heavy Weaponslist.

o Ifthesquad numbers ten models, one Space Marine may take
oneitem from the Special Weaponslist,and one other Space
Marinemay take oneitem from the Heavy Weaponslist.

e Mayupgradethe Space Marine Sergeanttoa Veteran
Sergeant...10 pts

¢ TheSpaceMarine Sergeant or Veteran Sergeant may take
items from the Mel ee Weapons and/or Ranged Weapons
lists.

e TheSpaceMarine Sergeant or Veteran Sergeant may take
melta bombs...5 pts

e Theunitmay select a Drop Pod, Rhinoor Razorback as a
Dedicated Transport.



As the Tactical Squad’s volleys ring outacross the battlefield,
enemy warriors are blown from their feet, heads and limbs blasted
apartand torsos torn to ribbons by drumming boltgun fire. Through
this devastation the Dark Angels Tactical Marines advance, chanting
their hymnals of loathing and fortitude. Whether pressing forward
on the attack or standing stubborn and immovable in defence, these
heavily armoured, highly skilled warriors are the bane of their foes
and a mighty boon to their comrades. They can be relied upon to
complete their mission regardless of the cost and no matter the odds
—a traitmuch prized by the commanders ofthe Dark Angels in their
secretwar for the redemption of their Chapter.
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SCOUT SQUAD

WSBS S T W I A Ld Sv
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UNIT TYPE:

Infantry. Scout Sergeant and Veteran Scout Sergeant are
Infantry (Character).

UNIT COMPOSITION:

4 Scouts
1 Scout Sergeant

WARGEAR:

*« Boltgun

* Bolt pistol

* Frag grenades
 Krak grenades



SPECIAL RULES:

And They Shall Know No Fear
Combat Squads

Grim Resolve

Infiltrate

Move Through Cover

Scout

OPT IONS:

May includeup tofive additional Scouts...11 pts/model
Theentiresquad may take camocloaks...2 pts/model

Any model may replaceits boltgun with a Space Marine
shotgun or close combat weapon...free

Any model may replace his boltgun with a sniper rifle...1
pt/model

One Scout may replace his boltgun with one of the following:
- Heavy bolter...8 pts
0 May alsotake hellfire shells...5 pts
- Missilelauncher (with frag and krak missiles)...15 pts
©May alsotake flakk missiles...10 pts

May upgradethe Scout Sergeant toa Veteran Scout
Sergeant...10 pts

The Scout Sergeant or Veteran Scout Sergeant may takeitems
from the Melee Weaponsand/or Ranged Weapons lists.

The Scout Sergeant or Veteran Scout Sergeant may take melta
bombs...5 pts



Slipping through the tangled terrain ofthe battlefield with their
weapons held ready, Dark Angels Scouts shadow their foes like a
hunter stalks his prey. Conscious of their Sergeants’ stern glares,
these novitiate warriors whisper newly-learned hymnals of
righteous detestation as they slide into firing positions and stare
down their weapons’ sights. Only when the momentis perfectdo
they squeeze their triggers, sniper rifles and bolters spitting death
into the midst of the unsuspecting foe. Enemy warriors spin from
their feetin sprays ofblood, even as the Scouts advance, weapons
blazing, to finish off the shocked survivors. The battlefield is the
proving ground ofthe Dark Angels Scouts, the theatre in which they
can show their worthiness to progress through the ranks and learn
the mysteries of their noble Chapter.
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COMPANY VETERANS SQUAD

WSBS S T W I A Ld Sv
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UNIT TYPE:
Infantry. Veteran Sergeant is Infantry (Character).

UNIT COMPOSITION:

4 Veterans
1 Veteran Sergeant

WARGEAR:
Boltgun

Bolt pistol
Frag grenades
Krak grenades

SPECIAL RULES:
e And They Shall Know No Fear



e Combat Squads
¢ Grim Resolve

OPT IONS:
May includeuptofiveadditional Veterans...18 pts/model

¢ Any model may takeitems from the Mel ee Weapons and/or
Ranged Weapons lists.

e Forevery fivemodelsin thesquad, one Veteran may take an
item from the Special Weaponslist.

e OneVeteran may take an item from the Heavy Weaponslist.
¢ Any model may take melta bombs...5 pts/model
¢ Anymodel may take one of the following:

- Combat shield...5 pts/model

- Storm shield...10 pts/model

e Theunitmay select a Drop Pod, Rhinoor Razorback as a
Dedicated Transport.



Moving with unhurried menace, their robes flowing in the ash-
clogged winds ofwar, the Company Veterans advance toward their
objective. Their eye-lenses blaze from beneath heavy cowls as the
foe comes into sight; their weapons are raised —the full fury of the
Rock’s Armoury primed and ready. Taking careful aim, the
Veterans letfly, their solemn silence broken by the sudden thunder
of their guns. Plasma blasts howl through the air to explode amid the
foe with ruinous force. Hails of bolts and gouts of flame reduce
enemy warriors to scorched and blasted corpses. The Veterans
raise their weapons in a warrior’s salute, a moment’s honour
spared notfor the detestable foe, butfor the Lion who gave his sons
the strength to slay them. Then, with oaths ofvengeance upon their
lips, the Company Veterans charge.
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COMMAND SQUAD
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UNIT TYPE:

Infantry. Company Champion and Apothecary are Infantry
(Character).

UNIT COMPOSITION:

5 Veterans

WARGEAR:
Bolt pistol
Chainsword
Frag grenades
Krak grenades

SPECIAL RULES:



e And They Shall Know No Fear
¢ Grim Resolve

Honour or Death (Company Champion only): A model with this
special rulemustissueandaccept a challenge whenever possible.
Ifthereis morethan one friendly model in a combat with this
rule, you may select which model issues or accepts the challenge.

OPT IONS:

OneVeteran may take an item from the Dark Angels
Standardslist.

e OneVeteran may beupgraded toa Company Champion,
replacing his chainsword with a Blade of Caliban and
combat shield...15 pts

e OneVeteran may beupgradedtoan Apothecary, taking a
narthecium...15 pts

e Any Veteran may take melta bombs...5 pts/model
e Any Veteran may takea storm shield...10 pts/model

e Any Veteran may takeitems from the Mel ee Weapons,
Ranged Weaponsand/or Special Weaponslists.

e Theunitmay selecta Drop Pod, Rhinoor Razorback as a
Dedicated Transport.



Beneath the ancientglory of one oftheir Chapter’s honoured
banners, the Command S quad fights with cold determination. Acting
as bodyguards to a hero ofthe Chapter’s Inner Circle, these hand-
picked Veterans are pledged to follow their master’s every
command withouta second’s hesitation. Should brothers fall
wounded, the Apothecary tends their hurts and gets them back into
the fight. Should a mighty warrior of the foe bar their path, the
Company Champion steps forth to do battle, the honour of his
brothers mantled upon his broad shoulders. Meanwhile, the
remaining Veterans maintain a constant hail of fire directed into the
foe, picking out crucial targets attheir lord’s direction and sealing
their victims’ doom with a barrage ofboltshells and plasma blasts.
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DREADNOUGHTS
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UNIT TYPE:
Vehicle (Walker)

UNIT COMPOSITION:
1 Dreadnought

WARGEAR:

Multi-melta

Power fist with built-in storm bolter
Searchlight

Smoke launchers

SPECIAL RULES:

¢ Grim Resolve



OPT IONS:
May includeup totwoadditional Dreadnoughts...1z00
pts/model

¢ Anymodel may takeitems from the Dreadnought Weapons
list.

e Any model may replaceits power fist with built-in storm
bolter with one of the following:
- Missilelauncher...10 pts/model
-Twin-linked autocannon...15 pts/model

e Any model may replaceits built-in storm bolter with a built-
in heavy flamer...10 pts/model

¢ Anymodel may take extra armour...10 pts/model

e Iftheunitcontainsnoadditional Dreadnoughts,it may select
a Drop Pod as a Dedicated Transport.



Enemies are scattered before the blazing heavy weapons ofa
Dreadnoughtlike leaves in a gale. If still-living Dark Angels are
severe and vengeful, the revenantpilots of these war machines are
evenmore so. They advance unflinching into the heaviestenemy
fire, war-hymnals booming from their vox-amps with all the
righteous anger of the Lion. Some Dreadnoughts relive their
warrior-duels ofold, crushing the foe with their mighty power fists
before grinding their broken bodies underfoot. Others act as
implacable walking tanks, scything down enemy infantry with hails
ofheavy bolter or assault cannon fire, or blasting armoured war
engines apartwith searing swathes of burning prome thium and
swarms of super-krak missiles. Whichever role these armoured
walkers choose, they are lethal in the extreme.
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VENERABLE
DREADNOUGHTS
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UNIT TYPE:
Vehicle (Walker)

UNIT COMPOSITION:

1 Venerable Dreadnought

WARGEAR:

Multi-melta

Power fist with built-in storm bolter
Searchlight

Smoke launchers



SPECIAL RULES:
¢ Deathwing
¢ Grim Resolve

Venerable:If a Venerable Dreadnought suffers a penetrating
hit, you can makeyour opponent re-roll theresult on the Vehicle
Damagetable. You must accept thesecond result, even ifitis
worse than thefirst.

OPT IONS:
May include up totwoadditional Venerable
Dreadnoughts...125 pts/model

¢ Anymodel may takeitems from the Dreadnought
Weaponslist.

e Any model may replaceits power fist with built-in storm
bolter with one of the following:
- Missilelauncher...10 pts/model
-Twin-linked autocannon...15 pts/model

e Any model may replaceits built-in storm bolter with a built-
in heavy flamer...10 pts/model

e Any model may take extra armour...10 pts/model

e Iftheunitcontainsnoadditional Venerable Dreadnoughts, it
may select a Drop Pod as a Dedicated Transport.



Armour painted in the bone white ofthe De athwing, Dark Angels
Venerable Dreadnoughts are invaluable weapons in the war
againstthe Fallen. These are the eldestand mostdetermined
members of the Inner Circle, warriors who have foughtto absolve
their Chapter’s shame for —in many cases —thousands ofyears.
Though ittakes much to rouse these timeless heroes from their
slumbers, once on the field of battle they are the embodimentofthe
Dark Angels’ vengeful wrath. Their every shotis perfectly placed,
punching through weak spots in enemy armour to blow tanks sky
high or fell the greatestchampions of the foe. Their every blow in
close combat hits like a strike from the Primarch himself, hurling
broken enemies through the air. None can stand before these
ancients and live, noteven the mightiest ofthe Fallen.
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DEATHWING TERMINATOR
SQUAD

WSBS S T W I A Ld Sv
Deathwing Terminator 4 4 4 4 1 4 2 9 2+
Deathwing Sergeant A o g o

UNIT TYPE:
Infantry. Deathwing Sergeantis Infantry (Character).

UNIT COMPOSITION:
4 Deathwing Terminators
1 Deathwing Sergeant

WARGEAR:

¢ Terminator armour

e Storm bolter

¢ Power fist (Deathwing Terminator only)
* Power sword (Deathwing Sergeant only)



SPECIAL RULES:

Deathwing
Grim Resolve
Split Fire

OPTIONS:

May include up tofive additional Deathwing Terminators...40
pts/model

Any model may replace all of its weapons with:
-Twolightning claws...free
-Thunder hammer and storm shield...10 pts/model

Any model may replaceits power fist with a chainfist...5
pts/model

For every five models in the squad, one Deathwing Terminator
may take an item from the Terminator Heavy Weapons
list.

Theunit may take a perfidious relic of the Unforgiven...15 pts

Theunit may select a Land Raider, Land Raider Crusader or
Land Raider Redeemer as a Dedicated Transport.



Whether teleporting into battle amid a great corona of crackling
energy discharge or striding down the assaultramp of a hulking
Land Raider, the Terminators ofthe Deathwing obliterate all before
them. Their firepower is a storm of death, shredding the enemy with
such fury that many do notevenrealise they are under attack
before they are turned into smoking offal. Striding over the ruin of
their foes, the Deathwing press the attack with merciless efficiency,
return fire rebounding from the super-dense plates oftheir bone
white Terminator armour. Those who seek to meetthese avenging
angels atclose quarters fare no better, for every mighty swing of
the Terminators’ power fists sees another victim splattered in
pieces across their comrades. Soon, nothing remains of the foe but
mangled, smouldering remnants.
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DEATHWING COMMAND
SQUAD

WSBS S T W I A Ld Sv
Deathwing Terminator 4 4 4 4 1 4 2 9 2+
Deathwing Sergeant A A s AT O o i 1
Deathwing Apothecary 4 4 4 4 1 4 2 9 2+
Deathwing Champion 5 4 4 4 1 4 2 9 2+

UNIT TYPE:
Infantry. Deathwing Sergeant, Deathwing Apothecary,
Deathwing Champion are Infantry (Character).

UNIT COMPOSITION:

5 Deathwing Terminators

WARGEAR:

¢ Terminator armour
¢ Storm bolter

« Power fist



SPECIAL RULES:

¢ Deathwing

¢ Grim Resolve

e Honour or Death (Deathwing Champion only)
¢ Split Fire

OPTIONS:

One Deathwing Terminator may beupgraded toa Deathwing
Sergeant, replacing his power fist with a power sword...free

One Deathwing Terminator in thearmy may take:
- Deathwing Company Banner...20 pts
-Sacred Standard...35 pts

One Deathwing Terminator in thearmy may beupgraded to
the Deathwing Champion, replacing all of his weapons with
the Halberd of Caliban...5 pts

One Deathwing Terminator in thearmy may beupgraded to
the Deathwing Apothecary, replacing his power fist with a
narthecium...5 pts

Any Deathwing Terminator may replace all of his weapons
with:

-Twolightning claws.. free

-Thunder hammer and storm shield...10 pts/model

Any Deathwing Terminator may replace his power fist with a
chainfist...5 pts/model

One Deathwing Terminator may take an item from the
Terminator Heavy Weaponslist.

Theunit may take a perfidious relic of the Unforgiven...15 pts



e Theunitmay selecta Land Raider, Land Raider Crusader or
Land Raider Redeemer as a Dedicated Transport.

Armoured boots crushing bone and rubble to dust, the warriors of
the Deathwing Command S quad advance atthe side oftheir
commanding officer and lend their might to his own. With their
penchantfor deploying by mass teleportstraightinto the heartofthe
enemy army, the De athwing often finds itselfbesetfrom all sides. At
such times, the De athwing Command S quad provide a rock-solid
rallying point, their standard flying proud above the maelstrom of
screaming faces and clashing blades. Armed for close range
annihilation of the foe, these elite battle-brothers supportthe hero to
whom they have been assigned, tearing through every threatthat
stands in his path.
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DEATHWING KNIGHTS
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Deathwing Knight 5 4
Knight Master 5l
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UNIT TYPE:
Infantry. Knight Master is Infantry (Character).

UNIT COMPOSITION:
4 Deathwing Knights
1 Knight Master

WARGEAR:

¢ Terminator armour

e Mace of absolution (Deathwing Knight only)
* Flail of the Unforgiven (Knight Master only)
e Storm shield

SPECIAL RULES:
e Deathwing



e Grim Resolve
¢ Hammer of Wrath
e Precision Strikes

Fortress of Shields: Any model in thisunitthatis equipped
with a storm shield (including models with the Independent
Character special rulethathavejoinedit) andisin basecontact
with atleast twoother models from this unithas +1 Toughness.

OPTIONS
May includeup tofiveadditional Deathwing Knights...45

pts/model

e Theunitmay takea perfidious relic of the Unforgiven...15 pts

e Theunitmay selecta Land Raider, Land Raider Crusader or
Land Raider Redeemer as a Dedicated Transport.



Shields locked and maces of absolution glowing, the De athwing
Knights advance upon their quarry with the inevitability of death. A
cold fury burns within their hearts, for these warriors know of
Luther, of his heresies and of the stain he and his followers have left
upon their Chapter’s honour. Their anger at this betrayal is
channelled into every battle; the De athwing Knights swing their
maces with a strength born of hatred for all those who impede their
questfor redemption. These warriors are their Chapter’s ultimate
weapon againstthe Fallen, capable of crushing any resistance and
subduing even the mightiestfoes. Neither Warp-infused Daemon
nor rampaging Tyranid monstrosity can stand againsttheir
righteous wrath, for the De athwing Knights fight for the very soul of
their Chapter.



P L] SN

RAVENWING COMMAND
SQUAD
o

WSBS S T W I A LdSv
Ravenwing Black Knight 4 4 4 5 1 4 2 9 3+
Ravenwing Apothecary 4 4 4 5 1 4 2 9 3+
Ravenwing Champion B Al A5 LA e g et

UNIT TYPE:

Bike. Ravenwing Apothecary and Ravenwing Champion are
Bike (Character).

UNIT COMPOSITION:
3 Ravenwing Black Knights

WARGEAR:
Bolt pistol
Plasma talon
Corvus hammer
Frag grenades
Krak grenades
Teleport homer



SPECIAL RULES:

And They Shall Know No Fear

Grim Resolve

Honour or Death (Ravenwing Champion only)
Hit & Run

Ravenwing

Scout

Skilled Rider

OPTIONS:

May includeuptothreeadditional Ravenwing Black
Knights...q0 pts/model

One Ravenwing Black Knightin thearmy may take:
-Ravenwing Company Banner...20 pts
-Sacred Standard...35 pts

UptotwoRavenwing Black Knights may replace their plasma
talon with a Ravenwing grenadelauncher...free

One Ravenwing Black Knightin thearmy may beupgraded to
the Ravenwing Apothecary, taking a narthecium...30 pts

One Ravenwing Black Knightin thearmy may beupgraded to
the Ravenwing Champion, replacing his corvus hammer with
a Blade of Caliban...5 pts



Roaring into battle atthe side of one of their Chapter’s greatest
heroes, the Black Knights of the Ravenwing Command S quad ride
down all who bar their path. Like the Knights ofold Caliban, these
pitch-clad warriors thunder out ofthe gloom in the wake oftheir
heroic leader to smite their monstrous foes. Plasma talons rake the
enemy ranks, blasting even he avily armoured warriors to drifting
ash, while every swing of a corvus hammer sees another chest
crushed, another head sent spinning through the air. Beneath the
shadow oftheir fluttering standard, the warriors of the Ravenwing
Command S quad form a rallying-point for one ofthe mostfearsome
fast-strike forces in the galaxy, their heroic example leading their
brothers to greatness time and again.
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RHINO

Armour
BS F S R HP
Rhino 4 11 11 10 9

UNIT TYPE:
Vehicle (Tank, Transport)

UNIT COMPOSITION:
1 Rhino

WARGEAR:

e Storm bolter

¢ Searchlight

¢ Smoke launchers

SPECIAL RULES:

Repair: If a Rhinois Immobilised, then in subsequent turns, it
may attempt torepair itself instead of shooting. Tomake the
attempt, roll a D6 in the Shooting phase; on theroll of a 6+, the



vehicleisnolonger Immobilised. Note that a successful Repair
does norestore a Hull Point.

T RANSPORT:

Transport Capacity: Ten models. It cannot carry models
with the Bulky, Very Bulky or Extremely Bulky special rules.

e Fire Points: Twomodels can fire from the Rhino’s top hatch.

e Access Points: The Rhinohas one Access Point on each side
of thehull and one attherear.

OPTIONS:

e May takeitems from the Dark Angels Vehicle Equipment
list.



With a tireless determination to match that of the warriors they
carry into battle, the Rhino APCs of the Dark Angels shrug off
incoming fire and plough through obstacles that bar their way. The
storm bolters of these dauntless transports play left and right,
spitting streams of shells into the foe and scouring them from the
Rhinos’ path. Only once they have reached their destination do the
Rhinos skid to a halt, engines rumbling and storm bolters continuing
to roar. With a whine of hydraulics, the Rhinos’ hatches swing open,
squads of Dark Angels deploying to gun down their foes with
ruthless efficiency. Swift, reliable and resilient, the Rhino APCis as
stoic a steed as the Sons ofthe Lion could hope for, and it forms an
indispensable partoftheir arsenal.
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RAZORBACK

Armour
BS F S R HP
Razorback 4 11 11 10 3

UNIT TYPE:
Vehicle (Tank, Transport)

UNIT COMPOSITION:
1 Razorback

WARGEAR:

e Twin-linked heavy bolter
¢ Searchlight

« Smoke launchers

TRANSPORT:
e Transport Capacity: Six models. It cannot carry models
with the Bulky, Very Bulky or Extremely Bulky special rules.



e Fire Points: None.

e Access Points: The Razorback has one Access Point on each
sideof thehull andoneattherear.

OPT IONS:
May takeitems from the Dark Angels Vehicle Equipment
list.

e Mayreplaceits twin-linked heavy bolter with one of
the following:
-Twin-linked heavy flamer.. free
-Twin-linked assault cannon...20 pts
-Twin-linked lascannon...20 pts
-Lascannon and twin-linked plasma gun...2o pts



Blasts of potent firepower precede the Razorback into battle, its
turretswivelling rapidly as ithammers the foe with salvoes offire.
A hybrid of battle tank and transport, the Razorback serves as the
preferred mountfor Company Veterans and Command S quads
alike. As itroars forward, the Razorback provides fast-moving fire
supportfor those forces advancing alongside it. This role continues
after its passengers have disembarked; thanks to its turret-
mounted weaponry, the Razorback is able to eliminate armoured
threats, cull large numbers ofenemy infantry, or blast open gaps in
the foe’s defences through which its accompanying warriors can
charge. Few vehicles can boastthis level oftactical versatility,
making the Razorback anideal transportfor the fast-moving, elite
forces of the Dark Angels.
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DROP POD

Armour
BS F S R HP
Drop Pod 4 12l 2o 3

UNIT TYPE:
Vehicle (Open-topped, Transport)

UNIT COMPOSITION:
1 Drop Pod

WARGEAR:

e Storm bolter

SPECIAL RULES:

Drop Pod Assault: Drop Pods and units embarked upon them
must beheldin Deep Strike Reserve. Atthebeginning of your first
turn, half of your Drop Pods (rounding up) automatically arrive
from Reserve. Thearrival of remaining Drop Pods is rolled for
normally. Once a Drop Podlands, all passengers must disembark



andnomodels can embark for therest of the game.

Immobile: A Drop Pod cannot move onceit has entered play, and
countsin all respects as a vehiclethat has suffered an
Immobilised result that cannot berepairedin any way. This does
not causeittolosea Hull Point.

Inertial Guidance System: If a Drop Pod scatters on top of
impassableterrain or another model (friend or foe), reduce the
scatter distanceby theminimum requiredin order toavoid the
obstacle. If the Drop Pod scatters off the edge of the board, it suffers
a Deep Strike Mishap.

TRANSPORT:

e Transport Capacity: Ten models or one Dreadnought of any
type.

OPTIONS:

¢ May replacestorm bolter with a deathwindlauncher...15 pts

e May takea locator beacon...10 pts



Fired from the launch bays of orbiting Strike Cruisers, Dark Angels
Drop Pods plummettoward the planetbelow. Within, squads of
battle-brothers meditate upon the battle to come, ignoring the
violentshaking of the pods’ atmospheric re-entry as they recite
mantras of readiness and renew oaths of detestation. Plunging
towards the battlefield, the Drop Pods fire their retros atthe last
moment, the armoured capsules slamming down amidst the
panicked enemy with sledgehammer force. Within, electro-candles
flare from amber to green, warriors raise their heads from prayer,
and bolters are hefted inreadiness. A second later, the Drop Pods’
locking bolts release with a bang, their hatches crash down, and the
Sons ofthe Lion charge forth like a storm ofvengeance to slaughter
the unworthy.
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ASSAULT SQUAD

WSBS S T W I A LdSv
Space Marine g ai S et
Space Marine Sergeant 4 4 4 4 1 4 1 8 3+
Veteran Sergeant Vi L L T T e oo L

UNIT TYPE:

Infantry. Space Marine Sergeant and Veteran Sergeant are
Infantry (Character).

UNIT COMPOSITION:
4 Space Marines
1 Space Marine Sergeant

WARGEAR:
* Bolt pistol
Chainsword

* Frag grenades
 Krak grenades



SPECIAL RULES:

And They Shall Know No Fear
Combat Squads
Grim Resolve

OPT IONS:

May includeuptofive additional Space Marines...14 pts/model
Theentiresquad may take jump packs...3 pts/model

UptotwoSpace Marines may replace their bolt pistols with
one of the following:

-Flamer...5 pts/model

-Plasma pistol...15 pts/model

For every five models in the unit, one model may replaceits
bolt pistol and chainsword with an eviscerator...25 pts

May upgradethe Space Marine Sergeant toa Veteran
Sergeant...10 pts

The Space Marine Sergeant or Veteran Sergeant may take
items from the Mel ee Weapons and/or Ranged Weapons
lists.

The Space Marine Sergeant or Veteran Sergeant may takea
combat shield and/or melta bombs...5 pts each

If the squad does not take jump packs, it may then take a Drop
Pod, Rhinoor Razorback as a Dedicated Transport.



Chanting mantras ofwrath and vengeance, the warriors of the Dark
Angels Assault S quads strike their foes like a bre aking storm.
Beneath the Assault Marines’ veneer of monastic solemnity lies a
passion every bitas fierce as that of their counterparts in other
Chapters, a fire thatburns all the hotter for being strictly controlled.
Where aless disciplined warrior might rain a flurry of wasteful,
reckless blows upon his foe, a Dark Angel will targethis enemy’s
weak-points with a focussed fury; each blade-swing will be
perfectly placed, and driven with all the strength and hatred the
battle-brother can muster. In this way, Dark Angels Assault
Marines hew through armour and flesh, hacking down their foes
with the unstoppable might of the righteous.
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RAVENWING\BIKE SQUAD

WSBS S T W I A Ld Sv
Ravenwing Biker v i A R WL T
Ravenwing Sergeant A A s AR e
Ravenwing VeteranSgt. 4 4 4 5 1 4 2 9 3+
Ravenwing AttackBike 4 4 4 5 2 4 2 8 3+

UNIT TYPE:
Bike. Ravenwing Sergeant and Ravenwing Veteran Sergeant are
Bike (Character).

UNIT COMPOSITION:
2 Ravenwing Bikers
1 Ravenwing Sergeant

WARGEAR:

Bolt pistol or chainsword
Heavy bolter (Attack Bike only)
Frag grenades

Krak grenades

Space Marine bike

Teleport homer



SPECIAL RULES:

And They Shall Know No Fear
Combat Squads

Grim Resolve

Hit & Run

Ravenwing

Scout

OPT IONS:

May includeup tothreeadditional Ravenwing Bikers...25
pts/model

UptotwoRavenwing Bikers may each take oneitem from the
Special Weaponslist.

May upgradethe Ravenwing Sergeant toa Ravenwing
Veteran Sergeant...10 pts

The Ravenwing Sergeant or Ravenwing Veteran Sergeant
may:
-Takeitems from the Mel ee Weaponsand/or
Ranged Weaponslists.
- Take melta bombs...5 pts

May include one Ravenwing Attack Bike...45 pts
-TheRavenwing Attack Bike may replaceits heavy bolter
with a multi-melta...10 pts



Speeding through the smoke-wreathed hell of battle come the
warriors of the Ravenwing. The throaty roar of Space Marine bikes
is the only warning their foes have before the black-clad huntsmen
ofthe 2nd Company descend upon them in force. Following strict
doctrines of lightning warfare, the Ravenwing slice like blackened
blades through the ranks ofthe foe before breaking off and
speeding away once more. As their panicked victims struggle to
process the destruction wroughtin their midst, the Ravenwing
strike again and again. Even the mightiest foes are cutapartand
eventually massacred, left as tattered, bloody remnants in the
bikers’ wake. So do the Ravenwing ride their prey to ground and
seal their doom.
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RAVENWING ATTACK BIKE
SQUAD

WSBS S T W
Ravenwing Attack Bike 4 4 4 5 2

UNIT TYPE:
Bike

UNIT COMPOSITION:
1 Ravenwing Attack Bike

WARGEAR:

Bolt pistol

Heavy bolter
Frag grenades
Krak grenades
Space Marine bike
Teleport homer



SPECIAL RULES:
¢ And They Shall Know No Fear

¢ Grim Resolve
¢ Hit & Run

¢ Ravenwing

¢ Scout

OPT IONS:

May includeuptotwoadditional Ravenwing Attack Bikes...45
pts/model

e Any Ravenwing Attack Bikemay replaceits heavy bolter with
amulti-melta...10 pts
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Those designated as the Ravenwing’s quarry are dangerous foes,
possessed of potentweapons and armoured fighting vehicles that
canwreak havoc amongstthe ranks ofthe 2nd Company. To
neutralise such threats, Ravenwing Attack S quadrons frequently
include whole squads of he avily armed Attack Bikes. Speeding
alongside their battle-brothers, the crews of these swift gun-
platforms play the devastating fire oftheir weapons across the foe.
Attack Bikes armed with heavy bolters punch volleys of shells into
infantry, tearing ragged wounds in the enemy battle line through
which their comrades race. Meanwhile, those Attack Bikes that
mount multi-meltas directtheir fire towards the enemy’s armoured
vehicles, vaporising massive battle tanks with each roaring shot.
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RAVENWING LAND
SPEEDERS

Armour
BS F S R HP
Ravenwing Land Speeder 4 10 10 10 2

UNIT TYPE:
Vehicle (Fast, Skimmer)

UNIT COMPOSITION:
1 Ravenwing Land Speeder

WARGEAR:
e Heavy bolter

SPECIAL RULES:
e Deep Strike
« Ravenwing



Anti-grav Upwash: Whilst this unitincludes atleast three
Ravenwing Land Speeders, it can move an additional 6" when
moving Flat Out.

OPT IONS:

May includeup tofour additional Ravenwing Land
Speeders...50 pts/model

e Any Ravenwing Land Speeder may replaceits heavy bolter
with one of the following:
- Heavy flamer...free
- Multi-melta...10 pts

e Any Ravenwing Land Speeder may take one of the following:
- Heavy bolter...5 pts/model
- Heavy flamer...5 pts/model
- Multi-melta...15 pts/model
-Assault cannon...20 pts/model
- Typhoon missilelauncher...25 pts/model



Skimming fastand low over the battlefield, Ravenwing Land
Speeders sweep above their prey like murderous shadows. Mixed
marks of Land Speeders make up these squadrons, standard attack
craft holding formation with Tornado and Typhoon support
skimmers as they race toward the foe. The amount of firepower
generated by these squadrons is tremendous, each pass engulfing
the foe in a cauldron ofexplosions thatleaves blazing wreckage and
smoking corpses intheir wake. Wherever the bikers ofthe
Ravenwing face overwhelming odds, the Land Speeders swoop
down to even them. Wherever the quarry looks setto escape, the
skimmers race after them, arrow swift, crippling their transports
with pinpointfire. To the foe, the Land Speeders seem to strike
everywhere atonce, always with deadly speed and violence.
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RAVENWING DARKSHROUD

Armour
BS F S R HP
Ravenwing Darkshroud 4 0 a0 10 9

UNIT TYPE:
Vehicle (Fast, Skimmer)

UNIT COMPOSITION:

1 Ravenwing Darkshroud

WARGEAR:
e Heavy bolter

SPECIAL RULES:
e Deep Strike

¢ Ravenwing

¢ Scout

¢ Shrouded



Icon of Old Caliban: Friendly units with the Dark Angels
Faction within 6" of one or more Ravenwing Darkshrouds gain the
Fear and Stealth special rules (though this does not affect the
Darkshrouds themselves). Furthermore, enemy units cannot fire
Overwatch at friendly units with the Dark Angels Faction that are
within 6" of one or more Ravenwing Darkshrouds at the start of
the Assault phase.

OPTIONS:

May replace heavy bolter with an assault cannon...15 pts

The Ravenwing Darkshroud skims low across the battlefield,
wreathed in a crackling nimbus of gloaming shadow. This strange




energy rolls inwaves from the sepulchral statue thatlooms atthe
vehicle’s rear, enshrined upon its armoured dais. Advancing
around it, the Dark Angels fade in and out of sight as fearsome, half-
seen wraiths with fire in their eyes. Enemy fire directed at the
Darkshroud —or atthose engulfed by its pall-like energy field —
simply flickers out of being, searing bolts ofenergy reduced to
dying glimmers while missiles and rockets fall out ofthe air.
Meanwhile, the Darkshroud draws ever closer, its ominous
presence shielding and inspiring the Sons ofthe Lion evenas it
terrifies the foe.
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NEPHILIM JETFIGHTER
Armour
BS F S R HP
Nephilim Jetfighter 4 11 11 11 3

UNIT TYPE:
Vehicle (Flyer)

UNIT COMPOSITION:
1 Nephilim Jetfighter

WARGEAR:

e Twin-linked heavy bolter
¢ Avenger mega bolter

e Six blacksword missiles

SPECIAL RULES:
e Missile Lock

« Ravenwing

e Strafing Run



Unrelenting Hunter: When shooting at enemy vehicles, a
Nephilim Jetfighter can choosetotreat any Weapon Destroyed
result as an Immobilised resultinstead.

OPTIONS:
» Mayreplaceavenger mega bolter with a twin-linked
lascannon...5 pts

Swift, agile and he avily armed, the Nephilim makes for an
exceptional air superiority fighter. Whether dogfighting amid the
tangled spires of an industrial world, or screaming through the
storm-lashed canyons of a mountain range, the Nephilim is winged



death to enemy flyers. Dark Angels make for tenacious pilots, and
once a battle-brother of the Ravenwing has an aircraftin his sights
the target’s destruction is almostguaranteed. Foes hurl their craft
into ever more desperate evasive manoeuvres, their panic
reaching fever pitch justmoments before a salvo of blacksword
missiles punches them from the sky in a tumbling ball of flame.
Ground vehicles are no safer, for the strafing runs ofthese agile
fighter craftleave tanks and transports crippled and blazing —easy
game for the ground-based huntsmen ofthe Ravenwing.
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RAVENWING DARK TALON

BS F S R HP
Ravenwing Dark Talon 4 111 3

UNIT TYPE:
Vehicle (Flyer, Hover)

UNIT COMPOSITION:

1 Ravenwing Dark Talon

WARGEAR:

¢ Two hurricane bolters
¢ Rift cannon

e Stasis bomb

SPECIAL RULES:

e Ravenwing
¢ Strafing Run



STASIS BOMB

The stasis bomb combines explosives
with ancient and little understood
technology that causes any not slain
by the blastto become frozenin time.
Atbattle’s end, these unfortunate souls
will be handed over to the
Interrogator-Chaplains for

Jjudgement.
Range S AP Type
- 4 5 Bomb 1,
Large Blast,
Vast Stasis Anomaly,
One Use Only

Vast Stasis Anomaly: Any unit
hitby one or more weapons with this
special rulereduces its Weapon Skill
and Initiative by 3 (toa minimum of
1) until theend of theturn.
Furthermore, if a model suffers one
or moreunsaved Wounds from this
weapon, it must pass a separate
Initiative test for each Wound
suffered or beremoved from play as
a casualty.
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The Ravenwing Dark Talon glides through the skies like a greatbird
ofillomen. As its shadow passes overhead, the enemy cower in
terror, for here is the mosthorrific weapon that the Ravenwing
have attheir disposal. The Dark Talon is their killing blow, the final
grim and terrible sight that their prey will see, and itis equipped
accordingly. Alongside racks of hurricane bolters for shredding the
worshippers ofthe Fallen, the Dark Talon mounts weapons based
upon ancienttechnology from the depths ofthe Rock. The firstof
these, the stasis bomb, is used to disruptthe flow of time itselfin
order to weaken and disorientits prey. Far more extreme is the rift
cannon, a monstrous weapon thatrips asunder the very fabric of
reality in order to castits victims into the void beyond.
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RAVENWING BLACK
KNIGHTS

WSBS S T W I A Ld Sv
Ravenwing Black Knight 4 4 4 5 1 4 2 9 3+
Ravenwing Huntmaster 4 4 4 5 1 4 2 9 3+

UNIT TYPE:

Bike. Ravenwing Huntmaster is Bike (Character).

UNIT COMPOSITION:
2 Ravenwing Black Knights
1 Ravenwing Huntmaster

WARGEAR:
Bolt pistol
Plasma talon
Corvus hammer
Frag grenades
Krak grenades
Teleport homer



SPECIAL RULES:

And They Shall Know No Fear
Grim Resolve

Hit & Run

Ravenwing

Scout

Skilled Rider

OPT IONS:

May include up toseven additional Ravenwing Black
Knights...40 pts/model

e Forevery threemodelsin theunit,one Ravenwing Black
Knight may replacehis plasma talon with a Ravenwing
grenadelauncher...free

e TheRavenwing Huntmaster may replace his corvus hammer
with a power weapon...12 pts

¢ TheRavenwing Huntmaster may take melta bombs...5 pts



Terrifying figures upon snarling, armoured steeds, the Black
Knights of the Ravenwing ride down their foes withoutmercy. In
their gauntlets they grip weighty corvus hammers, a single blow
from which can smash the head from a traitor Space Marine. Those
foes notstruck from their feetat close quarters are instead gunned
down atrange, the searing blasts of the Knights’ plasma talons
making shortwork ofeven the largestbeasts. Yetmore terrifying
still than all of their vaunted weaponry is the sheer, single-minded
conviction ofthese grim hunters. Nothing can deter the Black
Knights once their hunt has begun, and ifthey must hack their way
through an ocean of foes to reach their prey then they will do so
without the slightest hesitation.
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RAVENWING LAND SPEEDER
VENGEANCE

Armour
BS F S R HP
Land Speeder Vengeance 4 10 10 10 3

UNIT TYPE:
Vehicle (Fast, Skimmer)

UNIT COMPOSITION:

1 Land Speeder Vengeance

WARGEAR:
e Heavy bolter
¢ Plasma storm battery

SPECIAL RULES:
¢ Deep Strike
e Ravenwing



OPTIONS:
e May replaceheavy bolter with an assault cannon...15 pts
- \ e

A low, sinister hum fills the air as the Land Speeder Vengeance
bears down upon the foe. Cold lightflares, the speeder’s menacing
plasma storm battery glowing ever brighter as its power cores
cycle rapidly up to full force. The hum becomes a crackling moan,
and then a nerve-shredding howl as the Vengeance opens fire.
Fierce white light strobes across the battlefield, momentarily
transforming the warriors of both sides into monochrome shadows.
Then the Vengeance’s plasma salvo slams home into its target,
completely obliterating it and le aving nothing be hind but glowing
vapour and a glassy crater. Such firepower would be frightening
enough from a ponderous battle tank. Mounted on a lightning fast




attack skimmer itis more terrifying still, clear proofthatthe
vengeance ofthe Dark Angels is inescapable.
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DEVASTATOR SQUAD

WSBSS T W I A LdSv
Space Marine 4 4 4 4 1 4 1 8 3+
Space Marine Sergeant 4 4 4 4 1 4 1 8 3+
Veteran Sergeant 4 4 4 4 1 4 2 9 3+

UNIT TYPE:

Infantry. Space Marine Sergeant and Veteran Sergeant are
Infantry (Character).

UNIT COMPOSITION:
4 Space Marines
1 Space Marine Sergeant

WARGEAR:

*« Boltgun

Bolt pistol

Frag grenades

Krak grenades

Signum (Space Marine Sergeant and Veteran Sergeant only)



SPECIAL RULES:

¢ And They Shall Know No Fear
¢ Combat Squads

e Grim Resolve

OPT IONS:
May includeuptofive additional Space Marines...14 pts/model

e Uptofour Space Marines may takeitems from the Heavy
Weaponslist.

¢ Theunitmaytakean armorium cherub...5 pts

e Mayupgradethe Space Marine Sergeant toa Veteran
Sergeant...10 pts

e TheSpaceMarine Sergeant or Veteran Sergeant may take
items from the Melee Weapons and/or Ranged Weapons
lists.

e TheSpaceMarine Sergeant or Veteran Sergeant may take
melta bombs...5 pts

e Theunitmay selecta Drop Pod, Rhinoor Razorback as a
Dedicated Transport.



The firepower of a Dark Angels Devastator Squad can tear apart
even the mightiestenemy war engine, or scour whole squads of
infantry from the battlefield amid thunderous explosions. The Sons
ofthe Lion take well to the use of heavy weaponry, for the power to
annthilate targets with a single, well-aimed volley tallies with the
methodical and considered teachings of Lion El'Jonson. The
Devastators of the Dark Angels stand unflinching in the midst of
incoming enemy fire, steadily waiting to take the perfectshotthat
will lay their enemies low. Only when such an opportunity presents
itselfdo their mighty weapons speak as one, unleashing de ath and
destruction upon the Emperor’s foes. Such a way ofwar takes all
the training and discipline a battle-brother can muster, butthese are
qualities which no Dark Angellacks.
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PREDATORS

Armour
BS F S R HP
Predator 4 dgiil s 10 3

UNIT TYPE:
Vehicle (Tank)

UNIT COMPOSITION:

1 Predator

WARGEAR:

¢ Autocannon

¢ Searchlight

¢ Smoke launchers

SPECIAL RULES:

Killshot: Whilst thisunitincludes three Predators, all
Predatorsin theunit havethe Monster Hunter and Tank Hunters
special rules.



OPT IONS:
May includeup totwoadditional Predators...75 pts/model

Any Predator may replaceits autocannon with a twin-linked
lascannon...25 pts/model

Any Predator may take twoside sponsons which are both
armed with one of the following:

- Heavy bolters...20 pts/model

-Lascannons...40 pts/model

Any Predator may takeitems from the Dark Angels Vehicle
Equipment list.




Barging forward through the wreckage of the battlefield, the
Predator battle tanks of the Dark Angels crush the unrighteous
beneath their grinding treads. Some Chapters’ warriors, most
notably the individualistic and impulsive Space Wolves, scorn Dark
Angels tank crews as stolid and unimaginative. Yetwhat some
mistake for a lack of initiative is in fact a well-drilled and methodical
approach to battle thatsees their Predator squadrons actwith
impressive synchronicity. The tanks roll into battle, their fire-
patterns carefully calculated to provide cover for one another’s
advance. When a choice targetcomes into sight the Predators
triangulate their targeting augurs before laying down barrage of
fire thatno foe can survive.
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WHIRLWINDS

Armour
BS F S R HP
Whirlwind 4 11 1 10 3

UNIT TYPE:
Vehicle (Tank)

UNIT COMPOSITION:
1 Whirlwind

WARGEAR:

e Whirlwind multiple missile launcher
¢ Searchlight

* Smoke launchers

SPECIAL RULES:

Suppressive Bombardment: Whilst thisunitincludes three
Whirlwinds, each model’s Whirlwind multiple missilelauncher
hasthePinning and Shred special rules.



OPTIONS:
e Mayincludeuptotwoadditional Whirlwinds...65 pts/model

e Any Whirlwind may takeitems from the Dark Angels
Vehicle Equipment list.

Behind the relentless advance ofthe Dark Angels, Whirlwind tanks
rumble into position. Their multiple missile launchers swivel to the
skies before spitting forth a roaring volley of lethal warheads.
Screaming in over the Dark Angels lines, the Whirlwinds’ missiles
pummel enemy positions, throwing fire and bodies high into the air
amid great gouts of flame and ruptured earth. Finally, the
bombardmentstops, leaving a pall of thick black smoke drifting




over a fire-blasted hellscape of bloody me at and burning wrecks.
The Dark Angels stalk forward into this riven wasteland, bolters
barking as they putdown the shell-shocked survivors. Meanwhile,
the Whirlwinds are already on the move, cogitators calculating a
new firing solution as they prepare to unleash the Lion’s fury once
again.
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VINDICATORS

Armour
BS F S R HP
Vindicator 4 13 11 10 9

UNIT TYPE:
Vehicle (Tank)

UNIT COMPOSITION:

1 Vindicator

WARGEAR:

¢ Demolisher cannon
¢ Searchlight

¢ Smoke launchers

SPECIAL RULES:

Linebreaker Bombardment: Whilst thisunitincludes three
Vindicators that can all firetheir demolisher cannons, the unit
can firea single Linebreaker Bombardment instead of firing



normally. Todoso,nominate one model in the unit as thefirer;
thefirer’s demolisher cannon changes its type from Large Blast to
Apocalyptic Blast and gains the Ignores Cover special rule.

OPT IONS:
Thesquadron may include up totwoadditional
Vindicators...120 pts/model

e AnyVindicator may take a siege shield...10 pts/model

e AnyVindicator may takeitems from the Dark Angels
Vehicle Equipment list.




Peering over their barricades, the enemy’s eyes widen in horror as
they see the bulky silhouettes of Vindicators grinding toward them.
Gunners rake the Dark Angels siege-tanks with panicked fire, yet
they can do little more than scratch their dark green paintwork.
Horrified troopers throw down their weapons and turn to flee, but
they are too late. As one, the muzzles ofthe tanks’ demolisher
cannons belch fire, lobbing their massive shells atthe enemy lines.
The earth-shaking force ofthe blast thatfollows seems apocalyptic
to those nearby. White fire roars outward. Plasteel, rockcrete, and
screaming defenders are all vapourised in an instant. As the smoke
clears, all thatremains is a blazing rentin the enemy’s defences,
through which the Dark Angels continue their implacable advance.
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LAND RAIDER
Armour

BS F S R HP

Land Raider AR A A A

UNIT TYPE:
Vehicle (Tank, Transport)

UNIT COMPOSITION:
1 Land Raider

WARGEAR:

Twin-linked heavy bolter
Two twin-linked lascannons
Searchlight

Smoke launchers

SPECIAL RULES:
¢ Assault Vehicle
* Power of the Machine Spirit



T RANSPORT:
Transport Capacity: Ten models.

e Fire Points: None.

e Access Points: The Land Raider has one Access Point on each
sideof thehull andone at thefront.

OPTIONS:
e Maytakea multi-melta...10 pts

e May takeitems from the Dark Angels Vehicle Equipment
list.



Like a tracked fortress, the Land Raider rolls into battle with enemy
fire bouncing harmlessly from its mighty hull. Within, its Dark Angel
crewmen maintain a constant mantra, reciting the Thousand and
One Canticles of Enforced Absolution as they guide their relic war
engine towards the foe. An ancientand belligerent presence, the
Land Raider’s machine spiritechoes their chantin the snarl of its
engine and the pulsing thunder of its guns. Foes disintegrate before
its fury, while within the tank’s transportbay its passengers offer
solemn praise to their armoured protector. Whether painted the
green ofthe old Calibanite forests, or clad in the bone white ofthe
elite Deathwing, the Land Raider is a force of both destruction and
deliverance upon the field of battle.
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LAND RAIDER CRUSADER

Land Raider Crusader AR A A A

UNIT TYPE:
Vehicle (Tank, Transport)

UNIT COMPOSITION:
1 Land Raider Crusader

WARGEAR:

Twin-linked assault cannon
Two hurricane bolters

Frag assault launchers
Searchlight

Smoke launchers

SPECIAL RULES:
e Assault Vehicle



e Power of the Machine Spirit

T RANSPORT:

Transport Capacity: Sixteen models.
¢ Fire Points: None.

e Access Points: A Land Raider Crusader has one Access Point
on each sideof thehull and one at the front.

OPTIONS:

e Maytakea multi-melta... 10 pts

e May takeitems from the Dark Angels Vehicle Equipment
list.



Roaring through no-man’s land, the Land Raider Crusader smashes
over ruins and wreckage withoutslowing. As itnears the enemy
lines, the armoured be hemoth swings its guns to bear, raking the
foe’s defences with a howling storm of fire. Enemy infantry are
blown offtheir feetor flash-blasted to ash, moments before the
massive tank crashes straight through their sundered ranks like a
battering ram. With a whine, the Crusader’s assaultramp hinges
open, clouds ofincense billowing forth from its shadowed interior.
Striding through this coiling smoke come the Dark Angels, weapons
already raised and spitting de ath into the reeling foe. No battle cries
accompany this grim spectacle, justthe roar of gunfire and the
screams of the dying as the enemy’s defences collapse.
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LAND RAIDER REDEEMER

Land Raider Redeemer 4 14 14 14 4

UNIT TYPE:
Vehicle (Tank, Transport)

UNIT COMPOSITION:
1 Land Raider Redeemer

WARGEAR:

Twin-linked assault cannon
Two flamestorm cannons
Frag assault launchers
Searchlight

Smoke launchers

SPECIAL RULES:
e Assault Vehicle



e Power of the Machine Spirit

T RANSPORT:

Transport Capacity: Twelve models.
¢ Fire Points: None.

e Access Points: A Land Raider Redeemer has one Access Point
on each sideof thehull and one at the front.

OPTIONS:

e Maytakea multi-melta... 10 pts

e May takeitems from the Dark Angels Vehicle Equipment
list.



Aterror weapon withoutequal, the Land Raider Redeemer grinds
through the anarchic tangle of urban warfare with its flamestorm
cannons blazing. Wherever the foe dig in to resistthe Dark Angels’
attack, white-hotsheets of flame boil through their ranks. Warriors
reel from their strongpoints, enveloped in crackling shrouds of
flame. Ash billows upon the wind, the enemy choking upon the
blasted remnants of their own comrades as they fall back before the
Redeemer’s terrifying wrath. The Dark Angels gunners remain
unmoved by the horrors they inflict, solemnly intoning rites of
purgation as they watch the enemy shrivel and blacken before their
eyes. Redemption is the ultimate goal of the Lion’s sons, and under
their direction this mighty tank lives up to its name.
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AZRAEL
SUPREME GRAND MASTER OF THE
DARKANGELS
WSBS S T W I A Ld Sv
Azrael 6liis e 10 o

UNIT TYPE:
Infantry (Character)

UNIT COMPOSITION:
1 (Unique)

WARGEAR:

Master-crafted combi-plasma
Bolt pistol

Frag grenades

Krak grenades

SPECIAL RULES:



Deathwing

Feel No Pain

Grim Resolve
Independent Character

Master Tactician: An army thatincludes Azrael adds +1toany
SeizetheInitiativerolls it makes.

Rites of Battle: All friendly models with the Dark Angels
Faction can use Azrael’s Leadership valuein place of their own.

Supreme Strategist: When determining Warlord Traits for
Azrael, choose any trait from the Dark Angels Warlord Traits
table.

RELIC OF CALIBAN

Sword of Secrets: Firstofthe mighty
Heavenfall blades, the Sword of
Secrets is an incredibly powerful
weapon.

Range S AP Type

- +2 3 Melee,
Master-crafted

Lion Helm: An ancient artefactsaid
to have been worn by El'Jonson
himself, this helm generates a
powerful force field.



The Lion Helm is carried by a Relic
Bearer (see perfidious relic of the
Unforgiven). The Lion Helm confers a
4+invulnerablesavetoAzrael, all
modelsin hisunit,and any vehicle
heisembarkedin.

Amid the whirling storm of battle, with screaming foes on all sides,
Supreme Grand Master Azrael remains icily calm. Face setina
scowl of righteous disgust, he sweeps the Sword of Secrets in
killing arcs. His foes fall dismembered, their dying blows glancing




from Azrael’s ornate armour to no avail. All the while, the Supreme
Grand Master issues a steady stream of concise commands,
conducting his brothers to form a single, mighty weapon to smite the
foe. Azrael’s strategic skills are second to none, his operations
faultlessly planned down to the most minute detail. His abilities in
battlefield command are no less stellar, the Supreme Grand Master
responding with decisive genius to every ebb and flow of battle.
Azraelis never surprised, never caughtoff guard, and rarely faced
with any situation for which he has notalready planned several
cunning contingencies. This heroic leader fights with the strength,
skill and presence of the Primarch himself, knowing thatevery foe
slainis another step taken along the never-ending path to
absolution.



o i Qs

BATTLE DEMI-COMPANY

FORMATION:
« 1Company Master or Chaplain
+ 0-1Command Squad
» 0-1 Company Veterans Squad
e 3Tactical Squads
» 1AssaultSquad
« 1 Devastator Squad
+ o-1unitof Dreadnoughts

RESTRICTIONS:

None.

D B e e e B e Jun a a  J Juw a a  ax g

SPECIAL RULES:

Fire Discipline: Unless Jinking, all models in this Formation
thathavethe Grim Resolve special rule count their Ballistic Skill
as 3instead of 2 when firing Overwatch.



Objective Secured: A unit with this special rule controls
Objective Markers even if an enemy scoring unitis within range
of the Objective Marker, unless theenemy unitalsohas this
special rule.

Composed of grim, resolute and utterly determined warriors, the
Battle Demi-companies of the Dark Angels are the obsidian-hard
foundations around which the Chapter’s strike forces are built. Even
a single Dark Angels battle-brother is a force to be reckoned with,
his discipline, fortitude and ability a match for dozens oflesser men.
A squad of these monastic master-combatants is more terrifying
still. When gathered into whole Battle Demi-companies, the Dark
Angels are the equal ofany foe in the galaxy. Rigorously drilled,
bound together by unbreakable ties of rhetoric and brotherhood,




these warriors operate upon the battlefield like a single, lethally
efficient machine. Objectives are held with stoic determination, the
enemy breaking like waves againstthe indomitable cliffs of the
Dark Angels’ ranks.



o N s

DEATHWING REDEMPTION
FORCE

FORMATION:
« 1model chosen from the following list:
- Belial
- Company Master

- Interrogator-Chaplain
- Librarian

e 2-5 Deathwing Terminator Squads
¢ 0-1Deathwing Command Squad
« O-1units of Deathwing Knights

« 0-1units of Venerable Dreadnoughts

RESTRICTIONS:
Ifitis taken,theunitof Venerable
Dreadnoughtsin this Formation may
only include one model, which must



begiven a Drop Pod as a Dedicated
Transport. All Independent
Characters in this Formation must
have Terminator armour.

D I B 2 e B s A B 2 a2 nd

SPECIAL RULES:

¢ Preferred Enemy (Chaos Space Marines)

Deathwing Assault: All unitsin this Formation must be placed
in Deep Strike Reserve. Immediately after determining Warlord
Traits, make a secret note of which of your turns you would like
each Deathwing Redemption Forcein your army toarrive:your
turn 2, 3 or 4. All units in this Formation automatically arrive by
Deep Strike at thestart of the chosen turn.

If this Formation includes a Venerable Dreadnought embarked in
a Drop Pod, the Drop Pod automatically arrives at the start of the
chosen turn,andignores thenormal rules that determine when a
Drop Pod arrives.

Take the Fight to the Enemy: Units from this Formation can
either shoot and then Run, or Run and then shoot, in the Shooting
phaseof theturn they arrive by Deep Strike.



Though they fight to defend Humanity, the brethren ofthe Dark
Angels’ Inner Circle know thattheir hunt for the Fallen must always
be foremostin their thoughts. The De athwing Redemption Force
stands ready to strike en masse attheir command —a weapon
meantto crush the strength ofthe Fallen and their followers with a
single thunderous blow. I'tis a measure of how seriously the
capture ofthe Fallen is taken by the Dark Angels that the De athwing
Redemption Force has mightenough to swing the course ofan
entire war; when notactively on the hunt, itis the Chapter’s ultimate
weapon againstthe mostterrible of enemy threats. When the fate of
whole worlds hangs in the balance, these warriors deploy with
sudden, devastating force to destroy their foes utterly.




o N s

RAVENWING ATTACK
SQUADRON

D 4 S ——

+ 1Ravenwing Bike Squad or 1 Ravenwing Attack Bike Squad

» 1unitof Ravenwing Land Speeders or 1 Ravenwing Land
Speeder Vengeance

RESTRICTIONS:
Theunit of Ravenwing Land Speeders may only include one
model.

D I 2 e e e e s A B 2 e B nd

SPECIAL RULES:

¢ Scout

Attack Squadron: If the Ravenwing Land Speeder or Ravenwing
Land Speeder Vengeance from this Formation scores one or more
hitsupon an enemy unitin the Shooting phase, then all models in



this Formation’s Ravenwing Bike Squad or Ravenwing Attack
Bike Squad add 1 totheir Ballistic Skill characteristic when
shooting atthe same target for therest of the phase.

Summon the Deathwing: Friendly units composed entirely of
models with the Deathwing special rule donot scatter when they
Deep Strike, solong as the first model is placed within 12" of a
model from this Formation. For this towork, the model from this
Formation must havebeen on the battlefield at the start of the
turn.

Dustclouds billow behind the Ravenwing Attack Squadron as it
hurtles into battle. Striking swiftly, the 2nd Company huntsmen
drive hard into the midstofthe enemy, many foes falling before they




evenrealise their danger. With massed firepower, the Attack
Squadron mow their victims down in huge numbers. They plough a
bloody furrow through the heartofbattle, bursting from the foe’s
rear ranks before wheeling about and diving back into the fray once
more. Itis these high-speed attacks for which the Ravenwing are
rightly feared, yetthis is notthe only trick they have to play. Should
some vital quarry be sighted, or a mighty enemy strongpointneed
to be purged, the hunters activate their teleporthomers and —amid
a crackling storm of light — summon the merciless warriors of the
Deathwing to join the fight.



o N s

RAVENWING SUPPORT
SQUADRON

FORMATION:

« 1unitof Ravenwing Land Speeders

« 1Ravenwing Land Speeder Vengeance or 1 Ravenwing
Darkshroud

RESTRICTIONS:
Theunit of Ravenwing Land Speeders mustincludeatleast 3
models.

D e B e s i e e s nd
SPECIAL RULES:

¢ Grim Resolve

¢ Interceptor

e Strafing Run



Ravenshield: When an enemy unit declares a chargeagainst a
friendly unit with the Ravenwing special rule, models from this
Formation within 24" of that friendly unit can choose tofire
Overwatch againstthecharging unit (even though vehicles
cannot normally fire Overwatch). Template weapons can only use
the Wall of Death special ruleifthey are within 6" of the friendly
unit. Remember that a unit can still only fire Overwatch once per
turn.

Support Squadron: All vehicles in this Formation must form a
single Vehicle Squadron as described in Warhammer 40,000: The
Rules. However, this Vehicle Squadron counts as twounits for the
purposes of calculating Victory Points ifitis completely
destroyed.



Ifthe Attack Squadrons are the sword ofthe Ravenwing, then the
SupportSquadrons are their shield. Skimming fastand low over
the field of battle, the Land Speeders of the Support Squadrons scan
constantly for anything that might thre aten the mission. Where
heavily armoured war engines or entrenched artillery attempt to
devastate the Ravenwing formations, the SupportSquadrons
swoop low overhead, missiles and plasma blasts reducing the
weapons of the foe to blazing scrap. Where infantry mass in
sufficient quantities to swamp the huntsmen of the 2nd Company, the
SupportSquadron’s Land Speeders pass back and forth, raking the
enemy with bullets, bolts and fiery blasts. In this way, the Support
Squadrons combine their strength with their land-bound brothers to
crush the foe completely.
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RAVENWING SILENCE
SQUADRON

e ) S——

» 2 Nephilim Jetfighters

« 1Ravenwing Dark Talon

RESTRICTIONS:

None.

SPECIAL RULES:

Capture Run: When making a Bombing Run (see Warhammer
40,000: The Rules) with the stasis bomb of this Formation’s
Ravenwing Dark Talon, donot roll for scatter; the stasis bomb hits
automatically. Furthermore, enemy models that suffer an
unsaved Wound from the stasis bomb must roll twodice and pick
thehighestresult when taking their Initiative tests toseeif they
areremoved as casualties.



In missions thatuse Victory Points todeterminethe winner, the
Slay the Warlord Secondary Objectiveis worth D3 additional
Victory Points tothe controlling player at theend of thegameif
theenemy Warlord was removed as a casualty as aresultof a
Capture Run.

Fighter Escort: When making Reserve Rolls, makea singleroll
for this entire Formation, which you can choosetore-roll. On a
successful ReserveRoll, all of theunitsin this Formation arrive
from Reserve.

Atthe culmination ofthe hunt, the Ravenwing’s prey mustbe
snatched from the field of battle. No enemy reinforcements can be



allowed to rescue them, and none mustslip the netto tell ofwhat
they have witnessed. Itis the task of the Ravenwing Silence
Squadronto ensure these rules are adhered to. A single ominous
Dark Talon screams down from the skies with a dedicated wing of
Nephilim escorts in tow. While the Dark Talon captures its vital
target—ideally a Fallen Dark Angel —the Nephilim Jetfighters peel
off to cover the extraction. Arrowing through the skies, they cripple
escaping transports, mow down fleeing foes and eliminate airborne
threats. Utterly merciless in their purge, the Nephilim ensure that
no enemy gets close to the Dark Talon while it executes its capture-
run, and thatno-one lives to tell the tale.
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THE HAMMER OF CALIBAN

e ) S—

+ 1Techmarine

» 1unitchosen from the following list:
-Land Raider
-Land Raider Crusader
-Land Raider Redeemer

+ 1unitchosen from thefollowing list:
- Predators
-Whirlwinds
-Vindicators

RESTRICTIONS:

This Formation’s unit of Predators, Whirlwinds or Vindicators
mustinclude three models.

D B S e B a2 s  ax a a nd

SPECIAL RULES:



¢ Monster Hunter
¢ Tank Hunters

Hammer of Heretics: This Formation’s Techmarine must begin
the game embarked upon this Formation’s Land Raider, Land
Raider Crusader or Land Raider Redeemer. Whilst the
Techmarine from this Formation is embarked upon the Transport
vehicle from this Formation, that vehicle’s Ballistic Skill is
increased tos.

Might of the Lion: All vehicles in this Formation must form a
single Vehicle Squadron as described in Warhammer 40,000: The
Rules. However, this Vehicle Squadron counts as 2 units for the
purposes of calculating Victory Points ifitis completely
destroyed.



Only the mightiestfoes are worthy ofthe death dealt by the Hammer
of Caliban. Named for the beast-slaying weapons once wielded by
the Knights ofthe Order, this formation concentrates the fury ofthe
Rock’s Armoury into a single, mighty hammerblow. Comprising
multiple squadrons of heavily armoured battle tanks under the
auspices of the Chapter’s finest Techmarines, the Hammer of
Caliban is mostoften deployed when the enemy have multiple
monstrous beasts or war engines in the field. Like the knights of
their ancienthome world, the tank-crews ofthe Hammer of Caliban
ride their armoured steeds to war, charging down their massive
prey and blasting them apart with the fire of their heavy weapons.







APPENDIX
F——————————————————————— >

This section of the book details many of the rules for
using an army of Dark Angels in your games of
Warhammer 40,000,including their unique Warlord
Traits, wargear, psychic powers, Tactical Objectives and
additional Detachments. The profiles page at the end
provides a list of unit and weapon profiles for reference
during your games.

DARKANGELS SPECIAL RULES

There area number of special rules that are common toseveral
Dark Angels units, which are collected here for your convenience.
Special rules thatareuniquetoparticular units are presented in
therelevantunitentry instead. Other rules are simply listed by
name — theseareall described in the Special Rules section of
Warhammer 40,000: The Rules.

COMBAT SQUADS
Itis sound doctrine for Space Marine units to remain flexible,
splitting into two entities as the tactical situation dictates.

A full strength, ten-man unit with this special rule can break
down intotwofive-man units, called combat squads, considered to
betwofive-man squads of the same type. For example, a ten-man
Tactical Squad can splitintotwofive-man Tactical Squads using
the Combat Squads special rule.

You must decide which units are splitting intocombat squads,
and which models gointoeach combat squad, immediately before
determining your Warlord Traits. A unit splitintocombat squads
thereforeis now twoseparateunits for all game purposes,
including calculating thetotal number of unitsin thearmy and
determining thenumber of units you can placein Reserve. Then



proceed with deployment as normal. In an exception tothe normal
rules, twocombat squads split from thesameunit can embarkin
thesametransport vehicle, providing its Transport Capacity
allows. Onceyou have decided whether or not tosplita unitinto
combat squads, it must remain that way for the entire battle. It
cannot split up or join back together later on in the battle, nor can
you use a redeployment tosplitup a unit or join it back together.

Notethat Ravenwing Bike Squads count as being at full strength
when they include seven models. If splitintocombat squads, this
unitwill divideintothreeunits:twounits of threemodels and a
single Ravenwing Attack Bike.

DEATHWING
No traitor can stay the wrath of the Dark Angels 1st Company.

A model with this special rulehas the Fearless and Hatred (Chaos
Space Marines) special rules.

GRIM RESOLVE
The Sons of the Lion are renowned for their ruthless tenacity,
composure and fire discipline in battle.

Models with this special rule have the Stubborn special ruleand,
unless Jinking, count their Ballistic Skill as 2 when firing
Overwatch.

RAVENWING
The Dark Angels 2nd Company are the hunstmen of the Chapter, and
undisputed masters of mounted combat.

A model with this special rule can re-roll failed cover saves when
itJinks.






WARLORD TRAITS

When generating Warlord traits for a Warlord with the Dark
Angels Faction, you can either roll on one of the Warlord Traits
tables in Warhammer 40,000: The Rules or roll on the table bel ow.

WARLORD TRAITSTABLE
D6 WARLORD TRAIT

1 The Hunt: This Warlord is renowned for rooting out members of the Fallen from their hiding
places — no heretic is safe from his fierce scrutiny.
Your Warlord has the Precision Shots special rule. In addition, your Warlord’s shooting attacks have
the Ignores Cover special rule.

2 Courage of the First Legion:The Dark Angels have ever been famous for standing fast beside
their leaders, for their loyalty never falters.
Your Warlord, and all friendly units with the Dark Angels Faction within 12" of him, have the Fearless
special rule.

3 For the Lion!: It is deeds, not words, that truly stoke a Dark Angel to cold fury. This leader inspires
his battle-brothers through the courage of his actions.
Your Warlord and his unit have the Furious Charge special rule.

4 illiant Planning: The ders of the Dark Angels share a measure of their Primarch’s
vaunted ability to coordinate attacks.
While your Warlord is alive and on the battlefield, you can add 1 to or subtract 1 from any of your
Reserve Rolls (choose after you roll the dice).

5  Rapid Manoeuvre: This Warlord is known for his ability to swiftly redeploy into ideal attack
positions, outmanoeuvring the foe before crushing them utterly.
Your Warlord and his unit add 3" to their maximum move distance when they move Flat Out, Turbo-
boost, Run and make charge moves.

6 Hold At All Costs: A Dark Angels commander can call upon the famed tenacity of his Chapter’s
warriors to defend crucial objectives.
Your Warlord and his unit have the Feel No Pain special rule whilst they are within 3" of an
Objective Marker.



ARMOURY OF THE ROCK

This section of Codex: Dark Angels lists the weapons and
equipment used by the Dark Angels, along with the rules
for using them in your games of Warhammer 40,000.
Equipment that is carried by named charactersis
detailed in the appropriate entry in the datasheets,
while equipment used by all other types of units are
detailed here.

RANGED WEAPONS
-

AUT O-WEAPONS
These robustweapons are automated, self-loading firearms that
fire bursts of high-velocity, caseless shot.

Range S AP Type
Assaull cannon 24" 6 4 Heavy 4,
Rending
Autocannon 48" 7 4 Heavy 2

AVENGERMEGA BOLTER

The avenger mega bolter opens up with a thunderous roar, filling

the air with a deadly hail of heavy boltshells. Jutting from the nose
of the Nephilim Jetfighter, this weapon is the ideal tool for tearing

apartlight aircraft, or shredding infantry with high-speed strafing
runs.



Range S AP Type

48" 6 4 Heavy 5

BLACKSWORD MISSILES

Streaking through the air like blades ofvengeance, blacksword
missiles leave ominous dark contrails in their wake. Each missile
impacts with a deafening crack, swatting enemy aircraft from the
sky as spinning fireballs.

Range S AP Type

36" 7 3 Heavy 1,
One Use Only

BOLTGUNS

The boltgun, or bolter, fires small missiles known as ‘bolts’. Each
self-propelled boltexplode s with devastating effectonce ithas
penetrated its target. There are many variations ofboltguns, from
the short-barrelled boltpistol to the belt-fed heavy bolter.

Range S AP Type
Bolt pistol 12" 4 5 Pistol
Boltgun 24" 4 5 Rapid Fire
Storm bolter 24" 4 5 Assault 2
Ieavy bolter 36" 5 4 Heavy 3



Boltgun



COMBI-WEAPONS

Combi-weapons are boltguns that have been specially modified by
skilled artisans. Each has been expertly converted to house another
weapon, commonly either a meltagun, plasma gun or flamer. This
extra weapon carries only a limited charge, allowing the bearer a
single shot—perfectfor emergencies.

A model armed with a combi-weapon can choosetofireeither the
primary boltgun, or the secondary weapon. The bolter can be fired
every turn, but the secondary weapon can only be fired once per
battle (a combi-plasma gun can, of course, Rapid Fire). Y ou
cannot fire both weaponsin thesameturn. Each combi-weapon
has only one secondary weapon.

PRIMARY WEAPON
Range S AP Type
Boltgun 24" 4 5 Rapid Fire
SECONDARY WEAPONS
Range S AP Type
Flamer Template 4 5 Assault 1,
One Use Only
Grav-gun 18" e 2 Salvo 2/3,
Concussive,
Graviton,
One Use Only
Meltagun 12" 8 1 Assault 1,
Melta,
One Use Only
Plasma gun 24" 7 2 Rapid Fire,
Gets Hot,

One Use Only



Combi-plasma

CYCLONE MISSILE LAUNCHER

Borne onthe broad shoulders of a Terminator battle-brother, the
cyclone missile launcher spits salvoes of high impactwarheads.
Triggered with a thought, the weapon can fire either frag missiles
for slaughtering tightly-packed enemy infantry, or krak missiles
capable of punching through the thickestarmour.

A Terminator can fire his cyclone missilelauncher in addition to
his storm bolter.

Range S AP Type
Frag missile 48" 4 6 Heavy 2,
Blast

Krak missile 48" 8 3 Heavy 2



DEATHWIND LAUNCHER

Explosions rippleoutwardin a furious storm as the deathwind
launcher opens up. Designed topurge Drop Pod landing zones,
thesemissilelaunchers areshort-ranged but punishingly
effective.

Range S AP Type
12" 5 - Heavy 1,
Large Blast
DEMOLISHER CANON

Few weapons command the terror evoked by the blunt maw of the
demolisher cannon. Firing ferociously destructive high explosive
shells, the demolisher can level an enemy bunker or reduce a battle
tank to a crater with a single shot.

Range S AP Type
24" 10 2 Ordnance 1,
Large Blast
FLAMER WEAPONS

Flamers are short-ranged weapons that spew out highly volatile
clouds of liquid chemicals thatignite on contact with air. They are
primarily used to scour the enemy from defended positions, as
walls are ofno defence againstblasts of superheated vapour.

Range S AP Type
Flamer Template 4 5 Assault 1
Heavy flamer Template 5 4 Assault 1
Flamestorm Template 6 3 Assault 1

cannon



GRAV-WEAPONS

The secrets of grav-weapon construction are known only to a select
few. In battle, grav-weaponry affects the local gravity field, using
its victim’s own mass againstthem, an ordeal that will stun those it
does notkill outright. He avily armoured targets find themselves
crushed as ifby the mighty fistof a god, while vehicles are leftas
crumpled, smoke belching wrecks.

Range S AP Type

Grav-pistol 12" e 2 Pistol,
Concussive,
Graviton

Grav-gun 18" ¥ 2 Salvo 2/3,
Concussive,
Graviton

Grav-cannon 24" & 2 Salvo 3/5,
Concussive,
Graviton

HURRICANE BOLTER

The aptly named hurricane bolter spews forth a torrential barrage
of shots, reducing whole squads to red mistin seconds.

A hurricanebolter consists of three twin-linked boltguns fired as
a singleweapon.

LASWEAPONS

Las weapons fire packets of explosive laser energy —the larger the
gun, the more powerful the shot. Regardless of size, las weapons
are incredibly reliable, making them favoured tools ofwar
throughoutthe Imperium.



Range S AP Type

Lascannon 48"

=l
o

Heavy 1

MELTA WEAPONS

Melta weapons are lethal anti-armour guns, mosteffective atvery
shortrange. When fired, the super-heating of the air produces a
distinctive and sinister hiss. Solid rock is reduced to molten slag,
and living creatures are vaporised in an instant!

Range S AP Type
Meltagun 12" 8 1 Assault 1,
Mella
Multi-melta 24" 8 1 Heavy 1,
Melta
MISSILE LAUNCHERS

Missile launchers can fire a variety of different missiles, making
them incredibly versatile weapons.

All missilelaunchers come with frag and krak missiles as
standard, and some havethe option toupgrade toinclude flakk
missiles. Each time a missilelauncher fires, the controlling
player must choose which type of missileis being used.

Range S AP Type
Frag missile 48" 4 6 Heavy 1,
Blast
Flakk missile 48" 7 4 Heavy 1,
Skyfire
Krak missile 48" 8 3 Heavy 1

PLASMA WEAPONS



Plasma weapons fire pulses of searing energy thatare extremely
effective against heavy infantry and lightvehicles. However, they
generate enormous temperatures when fired and are thus prone to
overheating —sometimes proving deadly to the firer.

Range S AP Type
Plasma pistol 12" 7 2 Pistol,
Gets Hot
Plasma gun 24" 7 2 Rapid Fire,
Gets Hot
Plasma cannon 36" 7 2 Heavy 1,
Blast,
Gets Hot

PLASMA STORM BATTERY

Like a supernova born amid the fires of battle, the blast ofthe
plasma storm battery annihilates anything it touches. Whether
spitting multiple bolts ofenergy or loosing a single, monstrous blast,
this weapon spells death to all before it.

Range S AP Type
Burst mode 36" 7 2 Heavy 3,
Gets Hot
Charged mode 36" 7 2 Heavy 1,
Gets Hot,
Large Blast
PLASMA TALON

Armour melts away and flesh turns to seething vapour as the
plasma talons ofthe Black Knights letfly. Lesser victims are simply
erased from existence by the fire of these terrifying weapons, while
even the mostresilient foes are leftwounded and reeling, wide

open for the Black Knights’ devastating charge.



Range S AP Type

18" 7 2 Rapid Fire,
Gets Hot,
Twin-linked

RAVENWING GRENADE LAUNCHER

Calibrated to maintain lethally accurate fire atextreme speeds, this
weapon pummels the enemy with spreads of explosive munitions.

Range S AP Type

Frag shell 24" 3 6 Rapid Fire,
Blast

Krak shell 24" 6 4 Rapid Fire

Rad shell 12" 3 - Assault 1,
Blast,
Rad Poisoning

Stasis shell 12" 3 - Assault 1,
Blast, Stasis
Anomaly

Rad Poisoning: When attacking with a weapon that has this
special rule,a ToWoundroll of 6 causes 2 Wounds on the target
unit, regardless of thetarget’s Toughness. Each Wound is
allocated and saved against separately.

Stasis Anomaly: All modelsin a unithit by oneor more
weapons with this special rule suffer a -1 penalty totheir Weapon
Skill and Initiative (toa minimum of 1) until theend of theturn.

RIFT CANNON

Thescintillating beam of therift cannon cracks a holein reality
itself, creating a deadly implosion. Those not dragged screaming
intothebreach areleft temporarily blinded, their vision a
surreal, staticimage of the moment before therift howledinto



existence.

Range S AP Type
18" 10 2 Heavy 1,
Blast,
Blind,
Rift Vortex

Rift Vortex: If any doubleisrolled when rolling for scatter for
an attack made by this weapon, resolve therest of the attack as if
theweapon had the Vortex special rule.

SNIPER RIFLE

Sniper rifles have powerful telescopic sights, enabling the firer to
targetweak points and distant foes with unerring accuracy. Some
commanders see the sniper rifle as a dishonourable weapon, but
they are in the minority. Mostunderstand that pragmatism, and
dead enemies, win more battles than honour ever will.

Range S AP Type
36" X 6 Heavy 1,
Sniper

SPACE MARINE SHOT GUN
Space Marine shotguns are sturdy and versatile weapons often
carried by Space Marine Scouts.

Range S AP Type

12" 4 - Assault 2

TYPHOON MISSILE LAUNCHER
This versatile weapon is specially adapted for high-speed assaults.



Range S AP Type

Frag missiles 48" 4 6 Heavy 2,
Blast
Krak missiles 48" 8 3 Heavy 2

WHIRLWIND MULTIPLE MISSILE
LAUNCHER

Whirlwind multiple missile launchers suppress the foe with
punishing salvoes oflong range warheads.

Whirlwind multiple missilelaunchers have twodifferent
profiles. All Whirlwind multiple missilelaunchersin the
squadron must usethesame profile each time the squadron fires.

Range S AP Type

Vengeance 12"-48" 5 4 Ordnance 1,
Barrage,
Large Blast

Incendiary 12"-48" 4 Ordnance 1,

castellan Barrage,
Ignores
Cover,
Large Blast

o

MELEE WEAPONS
-

BLADE OF CALIBAN

Ancientand lethal relics ofwar, the Blades of Caliban are carried
only by those heroic Company Champions who have earned the
rightin battle. Heavy, ornate weapons graven with the names of
their previous wielders, these energised swords cutthrough all but



the thickestarmour with ease.

Range S AP Type
= +1 3 Melee

CHAINFIST

A chainfistis a power fist fitted with a chainblade attachment
designed to carve its way through armoured bulkhe ads. Originally
designed for getting into ships during boarding actions, the whirring
adamantine blades of a chainfist have long since proven their worth
when engaging armoured targets of all kinds.

Range S AP Type
Chainfist - x2 2 Melee,
Armourbane,
Specialist Weapon,
Unwieldy
CHAINSWORDS

A chainswordis a high-powered chainsaw fitted with hilt, pommel
and guard to make itless unwieldy. Itis a common weapon across
the Imperium, with a quite horrifying reputation for the damage it
can inflicton unarmoured flesh.

Range S AP Type
Chainsword - User - Melee
Eviscerator - X2 2 Melee,
Armourbane,
Two-handed,
Unwieldy

CLOSE COMBAT WEAPON

Space Marines may be equipped with a variety of close combat



weapons, the mostcommon of which is a simple butdeadly combat

knife.

Range S AP Type
- User - Melee
CORVUSHAMMER

Swung with vengeful might by its Black Knightwielder, the corvus
hammer smashes its victim from their feetin a shocking spray of
blood. Adapted from the traditional monster-slaying weapons ofthe
old Calibanite knights, these sharp-beaked hammers punch through
armour and crush bone to powder.

Range S AP Type

= +1 - Melee,
Rending



Corvus hammer

CROZIUS ARCANUM

The crozius serves as both a sacred staff of office and a weapon for
Dark Angels Chaplains. An energy field boosts the crozius
arcanum’s mauling power.

Range S AP Type
- +2 4 Melee,
Concussive

FLAIL OF THE UNFORGIVEN



Lashing through the air with cruel force, the flail of the Unforgiven
tears greatstrips from armour, flesh and bone alike. Wielded by the
leaders of the Deathwing Knights, these archaic weapons are used
with furious force to castigate all unworthy scum that stand in the
Dark Angels’ path, and foreshadow the horrific fate that awaits
those Fallen who are taken to the dungeons ofthe Rock.

Range S AP Type
- +2 g Melee,
Concussive,
Fleshbane
FORCE WEAPONS

Force weapons come in all shapes and sizes, but for the purposes of
our game, we have three simple categories: force axes, force
staves and force swords.

If a model’s wargear says it has a force weapon that has nofurther
special rules, look at the model totell which type of force weapon it
has:ifit’s a sword or dagger, it’s a force sword;ifit’s an axe or
halberd, it’s a force axe;ifit’s a blunt weapon like a staff or mace,
it’s a force stave.

Range S AP Type
Force sword - User 3 Melee,
Force

Force axe - +1 2 Melee,
Force,
Unwieldy

Force stave - +2 4 Melee,
Concussive,
Force

HALBERD OF CALIBAN



The Company Champion of the Deathwing traditionally carries this
massive weapon, reforged from a Blade of Caliban shattered in
battle long ago and incorporating the same grim technologies that
power the weapons of the Deathwing Knights. The name ofevery
brother to wield this weapon is microscopically etched into its
blade, while the ground finger bones of the Fallen burn amid
everlasting flames within censers fitted in the weapon’s haft.

Range S AP Type
- +2 2 Melee,
Two-handed

LIGHTNING CLAWS

Lightning claws are commonly used as matched pairs and consist of
anumber ofblades, each a miniature power weapon, normally
mounted on the back of the hand.

Range S AP Type

Lightning claw - User 3 Melee, Shred,
Specialist Weapon

MACE OF ABSOLUTION

Wreathed in glowing smoke, these massive weapons are as sinister
in aspectas they are lethal in application, and are capable of
obliterating even the mightiest heretics in a blaze ofkilling light.



Range S AP Type

- +2 3 Melee,
Concussive,
Smite

Smite: When a model equipped with this weapon makes its close
combat attacks, it can chooseinstead tomakea single Smite
attack. If it does so, roll ToHit as normal but resolvethe Attack at
Strength x2, AP2.

POWERFIST

A power fistis an armoured gauntlet surrounded by a disruptive
energy field. Itis anincredibly destructive, but bulky, weapon.

Range S AP Type
Power fist - X2 2 Melee,
Specialist Weapon,
Unwieldy
POWER WEAPON
Types of Power Weapon

Power weapons come in all shapes and sizes, butfor the purposes
ofour game, we have four simple categories of power weapons:
power axes, power mauls, power swords and power lances.

If amodel’s wargear says it has a power weapon which hasno
further special rules, look at the model totell which type of power
weapon it has:ifit’s a sword or dagger, it’s a power sword;ifit’s an
axeor halberd, it’s a power axe;ifit’s a blunt weapon likea mace
or staff,it’s a power maul;ifit’s a spear or lance, it’s a power lance.



Range S AP Type

Power sword - User 3 Melee
Power axe - +1 2] Melee,
Unwieldy
Power maul - +2 4 Melee,
Concussive
Power lance - +1/User * 3/4* Melee

* Power lances have two profiles for both Strength and AP. The first
is used only on a turn in which a model charges; the second is used
atall other times.

Unusual Power Weapons

Many models haveunusual power weapons that have one or more
uniquerules. If a power weapon has its own unique close combat
rules, treatitas an AP3 Melee weapon with the additional rules
and characteristics presentedin its entry.

RELIC BLADE

The relic blades of the Dark Angels are solemnly bestowed upon
their greatestwarriors. Few foes can stay the wrath of these coldly
glowing blades, or endure their scything blows.

Range S AP Type
- +2 3 Melee,
Two-handed
SERVO-ARM

These massive articulated utility-claws are primarily used to
facilitate battlefield repairs, butare strong enough to crush the life
from a foe and wreck armoured vehicles, should the need arise.



Range S AP Type
- x2 1 Melee,
Specialist Weapon,
Unwieldy
THUNDER HAMMER

Thunder hammers release a tremendous blastofenergy when they
strike, slamming the foe to the ground and leaving him stunned (if he
survives atall). This, combined with the crushing weight of the
hammer itself, makes for an incredibly de adly weapon.

Range S AP Type
Thunder hammer - x2 2 Melee,
Concussive,
Specialist Weapon,
Unwieldy

SPECIAL ISSUE WARGEAR
-

ARMORIUM CHERUB

Cherubim are cyborg constructs created to assistthe Emperor’s
servants. Among the Adeptus Astartes they are rarely seen outside
ofthe Librarius, save for those few thatrelay targeting data and
carry spare ammunition for Devastator Squads.

Oneuseonly. Onemodel in a unit equipped with an armorium
cherub can re-roll all failed To Hit rolls in one Shooting phase. An
armorium cherubis represented by a separate miniaturethat
will always remain as close as possibletotheunitthat selected it.
Themodel itselfis purely decorativeandis always ignored for
game purposes —just moveittoonesideifit getsin theway.



Removethearmorium cherubonceithas been used or oncethe
unitthat selected it has been completely destroyed.

AUSPEX
A short-ranged scanning device, the auspex detects hidden heretics
no matter where they hide.

A model with an auspex can useitin place of making a shooting
attack. If he does so, target an enemy unit within 12" (this does not
count as choosing a target for his unittoshoot at). A unit thatis
targeted by one or more auspexes has its cover savereduced by 1
until theend of the phase.

CAMO CLOAK

Dark Angels Scouts clad in camo cloaks slip unseen across the
battlefield. The material ofthese garments absorbs light and shifts
its hue and texture to match its surroundings, allowing the novitiate
warriors to remain unseen until the momentthey strike.

A model wearing a camocloak has +1 cover save. If it does not
already havea cover save, it gains a 6+ cover save.

CHAPTER BANNER

The Dark Angels’ Chapter Banner is a relic thatdates back to the
days of the Great Crusade —they will fight like heroes to defend it,
determined notto dishonour themselves in its presence.

Friendly units with the Dark Angels Faction within 12" of a model
equipped with the Chapter banner re-roll failed Morale checks,
Pinning tests and Fear tests. In addition, all friendly models with
the Dark Angels Faction in thesameunitas this banner have +1
Attack whilst thebearer is alive.



COMBAT SHIELD

Often styled after those carried by the Knights ofthe Order, these
lightweightshields are wreathed in potent force fields capable of
turning aside even the mostdevastating blow.

A combat shield confers a 6+invulnerablesave.

COMPANY STANDARD

The company standards ofthe Dark Angels are precious heirlooms,
hand-crafted over the millennia by skilled artisans and he avy with
the honour ofthe Chapter.

Friendly units with the Dark Angels Faction within 12" of a model
equipped with the company standard re-roll failed Morale checks,
Pinning tests and Fear tests.

CONVERSION FIELD

Crackling and sparking like a miniature version of the force field
around the Rock itself, this strange shield enfolds its wearer in its
protective energies. Shots and blows that strike the field are
converted instantly into a flash ofenergy that leaves assailants
blinded and reeling.

A conversion field confers a 4+invulnerablesave. Attheendof a
phasein which thebearer passes one or moreinvulnerablesaves
granted by the conversion field, all units within D6" of the bearer
must test asifthey had been hit by a weapon with the Blind
special rule. Friendly units can re-roll this test.



DEATHWING COMPANY BANNER

Depicting a shattered tower and a fallen angel, the De athwing
Company Banner is redolent with veiled meanings. Itis one ofthe
mostprecious relics ofthe Dark Angels 1st Company, whose battle -
brothers will protectitwith their lives.

Friendly units with the Dark Angels Faction within 12" of a model
equipped with the Deathwing Company Banner re-roll failed
Morale checks, Pinning tests and Fear tests. In addition, all
friendly models with the Deathwing special rulein thesame unit
as this banner have +1 Attack whilst the bearer is alive.

DIGITAL WEAPONS

Stabbing light and sudden agony are the enemy’s only warning as
these miniature weapons trigger. Fitted into gauntlets, rings and the
like, digital weapons are extremely short-ranged lasers that give
their wielder a lethal edge in close combat.

A model armed with digital weapons can re-roll a singlefailed
roll ToWound in each Assault phase.

FRAG GRENADES

Assaultgrenades, like the ubiquitous frag grenade, can be hurled at
the enemy as your warriors charge into battle. The lethal storm of
shrapnel from these grenades drives opponents further under
cover for a few precious moments, allowing attackers more time to
close in and, hopefully, getthe firstblow in againsta disoriented foe.

Shooting

When a unitarmed with assault grenades makes a shooting
attack, one model can choosetothrow a grenade, rather than
using another shooting weapon.



Range S AP Type

8" 3 - Assault 1,
Blast

Assault

Models equipped with assault grenades don’t suffer the penalty to
their Initiative for charging enemies through difficult terrain,
butfightattheir normal Initiativein the ensuing combat.

GRAV-AMP
The grav-amp is a wonder of archeotech thatfocusses and
strengthens the field ofthe bearer’s grav-weapons.

When rolling to Wound with a grav-weapon, or todetermineits
effects on a vehicle, the bearer can re-roll theresult.

HELLFIRE SHELLS

Each hellfire shell contains a reservoir of concentrated bio-acid.
Upon detonation, this incredibly caustic substance sprays across its
targets, burning away flesh and sinew with hideous speed.

Each time a weapon equipped with hellfireshells fires, the
controlling player can choose whether tofire a hellfireshell or to
usetheordinary profile for that weapon.

Range S AP Type
24" 1 - Heavy 1,
Blast,

Poisoned (2+)

IRON HALO

The iron halo is a symbol of exce ptional bravery and wisdom. I't



contains a powerful energy field that acts as a ward against the
weapons ofthe enemy. Aniron halo is capable of rendering useless
even the mostpotentofattacks.

Aniron haloconfers a 4+invulnerablesave.

JUMP PACK

A jump pack enables the wearer to take greatbounding leaps
across the battlefield and make a boosted flightover short
distances. Space Marines often enter battle via airdrop deployment,
wearing jump packs and leaping from low-flying Thunderhawk
Gunships, issuing controlled bursts to slow their descentto the
ground.

Models equipped with jump packs gain theJump unit typeas
described in Warhammer 40,000: The Rules.

KRAKGRENADES
Krak grenades are implosive charges designed to crack vehicle
armour.

Shooting

When aunitarmed with krak grenades makes a shooting attack,
onemodel can choosetothrow a grenade, rather than using
another shooting weapon.

Range S AP Type
8" 6 4 Assault 1
Assault

Unless usedin assaults againstvehicles, gun emplacements or
Monstrous Creatures, krak grenades have noeffect. When they are



usedin assaults againstvehicles, gun emplacements or
Monstrous Creatures, krak grenades have the following profile:

Range S AP Type

- 6 4 -

MELTA BOMBS
Melta bombs are fusion charges designed to burn through an
armoured hull in a matter of seconds.

Shooting
Melta bombs are cumbersome devices. Melta bombs cannot be
used tomake a shooting attack.

Assault

Unless usedin assaults againstvehicles, gun emplacements or
Monstrous Creatures, melta bombs have noeffect. When usedin
assaults againstvehicles, buildings, gun emplacements or
Monstrous Creatures, melta bombs have the following profile:

Range S AP Type
Melta bomb - 8 1 Armourbane,
Unwieldy
NARTHECIUM

This device, along with the reductor, is employed to heal wounded
Dark Angels or, ifthis is impossible, to remove the progenoid gland
containing the battle-brother’s precious gene-seed.

Aslong asthebearer of thenarthecium is alive, all models in his
unit havethe Feel NoPain special rule.



PERFIDIOUS RELIC OF THE UNFORGIVEN
Ancientrelics from the old Legion that have been recaptured by the
Deathwing are sometimes carried into battle by the wraith-like
figures known as Watchers in the Dark. The exact nature or function
ofmostofthese reveredrelics is unknown —they are as mysterious
as the cowled figures that bear them. Whatis known is their effect
on the battlefield —their presence alone dampens the power of
enemy psykers and fills the Dark Angels’ opponents with feelings of
dread.

A perfidious relic of the Unforgiven is borne tobattle by a Relic
Bearer. A Relic Bearer is represented by a separate miniaturethat
will always remain as close as possibletotheunitthat selected it.
The model itselfis purely decorativeandis alwaysignored for
game purposes —just moveittoonesideifit getsin theway.
RemovetheRelic Bearer oncetheunitthatselectedithas been
completely destroyed.

Models in a unitthatincludes a Relic Bearer carrying a
perfidious relic of the Unforgiven havethe Adamantium Will and
Fear special rules.

PSYCHIC HOOD

Psychic hoods are embedded with arcane constructions of
psychically attuned crystals that allow the wearer to extend his
psychic protection to nearby allies.

Each timea unit (or model) is targeted by an enemy psychic power
andis within 12" of a friendly model with a psychic hood, the
wearer of thehood can attempt to Deny the Witch in their stead, as
ifhewerein thetarget unit. If the Deny the Witch attemptis
failed, the psychic power is resolved as normal, but effects only
theinitial target, not the wearer of the hood.



If a model with a psychichoodis embarkedin a vehicle or
building, hecan only usethehood tonullify powers targeting the
vehicleor building heis embarked within.

RAVENWING COMPANY BANNER

Flying proud from its adamantine banner-pole, the standard of the
Ravenwing shows a cowled figure slaying a horned, skull-headed
serpentthat, unbeknownstto most, represents the Fallen.

Friendly units with the Dark Angels Faction within 12" of a model
equipped with the Ravenwing Company Banner re-roll failed
Morale checks, Pinning tests and Fear tests. In addition, all
friendly models with the Ravenwing special rulein thesame unit
asthis banner automatically pass Initiative tests when
attempting to Hit & Run androll one additional dice when
determining thedistance of a Hit & Run move whilst the bearer is
alive.

ROSARIUS

Arosarius is a gorgetor amuletworn by Dark Angels Chaplains,
both for protection and as a symbol of office. A rosarius emits a
protective energy field around the wearer, and is capable of
deflecting blows and shots thatwould smash a ferrocrete bunker. It
is believed that the stronger its bearer’s beliefin the might of the
Emperor, the stronger a rosarius’ force field will be.

A rosarius confers a 4+invulnerablesave.

SACRED STANDARD

Hanging in the Great Hall of the Rock, there are those standards of
the Dark Angels that are precious works ofart. Since before the
Horus Heresy the Dark Angels have guarded icons such as the



Standard of Fortitude, the Standard of Devastation and the Standard
of Retribution, all of which command fanatical levels of devotion
from the warriors of the Chapter. These relics are borne into only
the mostdesperate of battles, for though their effectupon the Dark
Angels is truly inspiring, each one is irreplaceable. More than once,
whole strike forces of Unforgiven have been deployed simply to
recover such a banner lostupon the field of battle.

Friendly units with the Dark Angels Faction within 12" of a model
equipped with a sacred standard re-roll failed Morale checks,
Pinning tests and Fear tests. In addition, all friendly models with
the Dark Angels Faction in thesameunit as thisbanner havethe
Counter-attack and Relentless special rules whilst the bearer is
alive.

SERVO-HARNESS

Pistons hissing and actuators whining, the servo-harness enfolds its
wearer in the manifestblessings ofthe Omnissiah. Bearing a
multitude of crushing claws and hissing plasma torches, this multi-
limbed harness aides its wearer by repairing Dark Angels vehicles,
notto mention tearing apartthe foe.

A servo-harness gives the bearer twoservo-arms, a plasma cutter
and a flamer. In the Shooting phase, the bearer can fire both
harness-mounted weapons, or one harness-mounted weapon and
another weapon.

Range S AP Type
Plasma cutter 12" 7 2 Assault 1,
Gets Hot,

Twin-linked

SIGNUM



A targeting auto-cogitator of prodigious power, the signum swiftly
calculates optimal traje ctories and imparts the data directly to the
machine spirits ofweapons within its bearer’s squad.

Atthestart of the Shooting phase, a model with a signum can
choosetouseitinstead of shooting. If he does so, one model in his
unitis Ballistic Skill 5 for theremainder of the Shooting phase.
Declarethatthesignum is being used before any rolls To Hit are
made.

SPACE MARINE BIKE

Engines snarling like the beasts of old Caliban, the bikes ofthe
Ravenwing bear their riders into battle with speed and surety. Well
armoured and able to traverse even the densestterrain, the Space
Marine bike is a versatile, durable and faithful steed.

Models equipped with Space Marine bikes changetheir unit type
toBike, as described in Warhammer 40,000: The Rules. Space
Marinebikes are fitted with a twin-linked boltgun.

STORM SHIELD

A storm shield is a solid shield that has an energy field generator
builtinto it. Though the bulk of'the shield offers some physical
protection, much more impressive is the energy field. Itis capable
of deflecting almost any attack — blows that would normally cut
through even Terminator armour fail to make a scratch.

A storm shield confers a 3+invulnerablesave. In addition, a
model equipped with a storm shield can never claim the +1 Attack
for being armed with two Melee weapons in an assault.



Storm Shield

TELEPORT HOMER

Teleporthomers emita powerful signal enabling orbiting Strike
Cruisers to lock on to them with their teleportation e quipment.

Friendly units composed entirely of models in Terminator armour
donot scatter when they Deep Strike, solong as the first model is
placed within 6" of the teleport homer’s bearer. For this towork,



thebearer of the teleport homer must have been on thebattlefield
atthestartof theturn.

ARMOUR
-

ARTIFICERARMOUR

Embellished by the finestartificers in the Dark Angels Armoury,
these lavish suits afford the wearer protection to rival even
Terminator armour.

Artificer armour confers a 2+ Armour Save.

TERMINATORARMOUR

Terminator armour is the bestprotection a Space Marine can be
equipped with. Itis even said that Terminator armour can withstand
the titanic energies at a plasma generator’s core, and that this was,
in fact, the armour’s original purpose.

Terminator armour confers a 2+ Armour Saveanda 5+
invulnerable save. Furthermore, modelsin Terminator armour
havethe Bulky, Deep Strike and Relentless special rules,and may
not make Sweeping Advances.

Vengeful Strike: A model with the Deathwing special rulethat

arrives by Deep Strike treats all of its ranged weapons as having
the Twin-linked special rule until the end of the turn.

DARK ANGELS VEHICLE



EQUIPMENT
-

DOZER BLADE
Dozer blades are heavy ploughs, blades, rams, or scoops, used to
clear obstacles from the vehicle’s path.

Vehicles equipped with dozer blades treat their frontarmour as
onehigher than normal when ramming. Furthermorethevehicle
can re-roll failed Dangerous Terrain tests.

EXTRA ARMOUR
Some vehicle crews add additional armour plating to their vehicles
to provide a little extra protection.

Vehicles equipped with extra armour count Crew Stunned results
from the Vehicle Damagetable as Crew Shaken results instead

FRAG ASSAULT LAUNCHERS

The hulls of Land Raider Crusaders and Land Raider Redeemers
are studded with explosive charges designed to hurl shrapnel atthe
enemy as the troops inside charge out.

Any unitchargingintoclose combat on thesameturn as it
disembarks from a transport vehicle equipped with frag assault
launchers counts as having frag grenades.

HUNTER-KILLERMISSILE
Hunter-killer missiles are commonly fitted to Imperial ve hicles.
These single-use weapon systems allow vehicles such as Rhinos to



engage armoured enemy vehicles thatwould otherwise far
outmatch them.

A hunter-killer missileis an additional weapon, fired using the
vehicle’s Ballistic Skill.

Range S AP Type
Infinite 8 3 Heavy 1
One Use Only
LOCATORBEACON

The locator beacon is a signalling package that contains a teleport
homing device, broad-spe ctrum communicators and ge o-positional
tracking. When activated, the locator beacon streams detailed
positional uploads in Adeptus Astartes coded signals, allowing for
precision reinforcementby reserve forces.

Friendly units donot scatter when they Deep Strike, solong as the
first model is placed with 6" of a model equipped with a locator
beacon. Thelocator beacon must havebeen on thebattlefield at
thestartof theturn in order for it tobe used.

SEARCHLIGHT

Searchlights are used when the Night Fighting rules are in effect. If
avehicle has a searchlight, it can, after firing all of its weapons,
choose to illuminate its target with the searchlight. Ifitdoes so, it
also illuminates itself. You may find it helpful to place coins, or other
suitable counters, nextto the units as reminders, and nextto a
vehicle to show it has used its searchlights this turn.

Illumination lasts until the end of the following turn.
Iluminated units gain nobenefit from the Night Fighting rule.



SIEGE SHIELD

Due to their effectiveness in rubble-strewn city fights and urban
assaults, Vindicators are often fitted with enormous siege shields
which enable them to bulldoze through obstacles with impunity.

A vehiclewith a siegeshield automatically passes Dangerous
Terrain tests.

SMOKE LAUNCHERS

Some vehicles have small launchers mounted onto them that carry
smoke canisters. These are used to temporarily obscure the vehicle
behind billowing clouds of smoke, allowing itto cross open areas in
greater safety —although it does so atthe costofbeing able to fire its
own weapons.

Once per game, instead of shooting or moving Flat Out (or
Running in the case of Walkers), a vehicle with smokelaunchers
can trigger them. Place some cotton wool or some other
appropriate counter next tothevehicletoshow itis obscured. The
vehiclemay not fireany of its weapons in thesameturn as it used
smoke launchers, but counts as obscuredin the next enemy
Shooting phase, receiving a 5+ cover save.

After theenemy’s Shooting phase, the smoke disperses with no
further effect. Notethat a vehicle may still use smokelaunchers
even if has suffered a Crew Shaken or Stunned result or it does not
haveany shooting weapons.

STORM BOLTER

Range S AP Type

24" 4 Assault 2
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RELICS OF CALIBAN

These artefacts are ancient heirlooms that are
maintained in places of honour on the Rock. Only the
mightiest of Dark Angels are worthy of using such
storied items, and having their heroics and deeds added
tothe continuing legends of the items themselves. Only
one of each of the following relics may be chosen per
army.

FOE-SMITER

This ornate storm bolter was wrought by Fedorovich the Great, one
of the greatest Martian we aponsmiths of the era ofthe Great
Crusade. Fedorovich forged many of the master-crafted weapons
still prized by the Imperium today. Even by comparison to these,
Foe-smiter has always been considered special. Itwas presented
with honour to the first Grand Master of the De athwing, and
continues to lay low the enemies ofthe Chapter to this day.

Range S AP Type
24" 4 4 Assaull 4,
Master-crafted,
Shred
LION’'S ROAR

One of the mostunusual pieces in the arsenal ofthe Rock is the
combi-weapon known as the Lion’s Roar. The single-shotplasma



blastitfires is accompanied by a devastating roar, from whence the
weapon gets its name. The Lion’s Roar is issued to heroes ofthe
Chapter and over the years ithas proven to be an ideal weapon for
those leading boarding missions, bunker assaults or a forlorn hope.
Whether its heroic bearer survives the battle or not, the Lion’s Roar
has always been recovered and returned to its place of honour in
the Rock’s armouries.

TheLion’s Roar is a Master-crafted combi-weapon. The secondary
weapon has the following profile:

Range S AP Type
24" 7 2 Assault 1, Blast,
Gels Hol,
Master-crafted,
One Use Only
MACE OF REDEMPTION

The Mace of Redemption is perhaps the greatestofthe weapons
forged by the Dark Angels to hunttheir traitorous comrades.
Blessed with incantations ofvengeance, the hollow centre ofthis
sacred power maul flares white-hotwhen it smites a foe. Itis said
that, with the mace in hand, Supreme Grand Master Raphael struck
down the Daemon Prince ruler ofthe blasphemous world of New
Caliban, allowing the arch-heretic to be captured. Of all the Dark
Angels who have ever hunted the Fallen, none has bested this
heroicdeed.

Range S AP Type
- +3 3 Melee,
Bane of the Traitor,
Blind,
Concussive

Bane of the Traitor: When the Mace of Redemption is used to
attack a unit with the Chaos Space Marines Faction, its AP is



increasedto1.

MONSTERSLAYEROF CALIBAN

This ancientweapon was traditionally bestowed upon the most
honourable Knightofthe Order before the onsetofa long questinto
the wilds of Caliban. Its well-honed blade is empowered by a force
generator of magnificent strength; however, over the ages, ithas
grown somewhat temperamental, and the know-how to fix such
ancienttechnology is now beyond the Techmarines of the Dark
Angels. Itis believed thatas long as its owner stays pure of mind,
the Monster Slayer of Caliban will strike down even the greatestof
foes.

Atthestart of each Fight sub-phasein which the wielder is locked
in combat, roll a D6 todetermine which profile the Monster Slayer
of Caliban uses thatturn.

D6 Range S AP Type
1 - User 3 Melee
2-4 - +1 3 Melee
5-6 - +2 3 Melee,
Instant Death
SHROUD OF HEROS

The rites ofthe Dark Angels dictate thatwhen one of their mightiest
is slain in glorious battle, his recovered remains are wrapped ina
death shroud until he can be interred within the crypts of the Lion’s
Sanctum deep within the Rock. Pieces of this fabric, stained in the
blood of heroes, are then continually stitched into a single setof
robes known as the Shroud of Heroes. Itis customary for the
Shroud of Heroes to be presented to a noble warrior ofthe Chapter,
who will wear itfor the duration of a battle or ongoing campaign
before passing the reveredrobes on to another worthy aspirant of



the Chapter. Those who wear the Shroud of Heroes claim they can
feelthe protective powers of their predecessors swirling around
them, still eager to aid the Chapter.

Thebearer of the Shroud of Heroes has the Feel NoPain special
rule. In addition, whileheis notin a unit, thebearer has the
Shrouded special rule.

THE EYE OF THE UNSEEN

This ancient augmetic was first bequeathed to Interrogator-
Chaplain Enoch by the Watchers in the Dark, and has since been
extracted and re-implanted in a string of Dark Angels heroes. Itis
said thatno secretcan escape the gaze of the Eye, nor guilt, lies or
any obfuscation. Those fixed by the glowing lens of the Eye of the
Unseen have their deepestwants and fears laid bare, and their
every weakness exposed. The sensation is said to be akin to
Catachan harpoon-bugs crawling across the inside ofthe skull, and
itis all the victim can do notto drop to their knees and confess all.

Thebearer of the Eye of the Unseen has the Fear and Preferred
Enemy special rules.



INTERROMANCY DISCIPLINE
F—————— e

In order to aid the Interrogator-Chaplainsin their cruel
labours, the Librarians of the Dark Angels have
mastered a sinister and invasive form of telepathy. Few
sensations are more horrific for a victim than the
insidious slither of the Librarian’s thoughts as they
writhe through the gapsin his mental defences, flaying
and twisting his psyche at will.
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PRIMARIS POWER
MIND WORM... WARP CHARGE 1

The Librarian burrows his consciousness into the screaming
victim’s brain, ripping free their secrets in a spray of gore.

Mind Worm is a focussed witchfire power with the following
profile:

Range S AP Type
12" 6 2 Assault 1,
Ignores Cover,
Sap Will

Sap Will: If a model suffers any unsaved Wounds from Mind
Worm, its Weapon Skill, Ballistic Skill, Initiative and Leadership
characteristics arereduced by 3 (toa minimum of 1) for the rest of
thebattle.
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1SEED OF FEAR... WARP CHARGE 1



The Librarian inveigles his way into the minds of his foes. Subtly, he
twists and heightens their fears, inciting firstunease, then paranoia,
then outright, overwhelming terror.

SeedofFearisamalediction thattargets all enemy units
within 9". Whilst the power is in effect, all target units must take
Morale checks as well as Pinning and Fear tests on 3D6.

2 RIGHT EOUS REPUGNANCE... WARP
CHARGE 1

Reaching into the minds of his brothers, the Librarian stokes the
fires of their hate. Conditioned and receptive to such manipulation
by their leaders, the Dark Angels respond with a surge ofcold,
furious violence.

Righteous Repugnance is a blessingthat targets a single friendly
unitwithin 24". Whilst the power is in effect, the target unit has
the Ragespecial rule.

3 AVERSION... WARP CHARGE 1

The Librarian sends waves of cold fear washing outwards. The foe
find themselves unable to focus upon the psyker, their subconscious
screaming atthem to look away for fear ofwhat they will see.

Aversionis amalediction thattargetsasingleenemy unit
within 24". Whilst the power is in effect, the target unit can only
fire Snap Shots.

4 MAELSTROM OF MISERY... WARP CHARGE

2
The Librarian focusses his disgust for the foe into a potent assault.



All enemies in the vicinity experience agonising pain as their brains
implode, then fall to the ground without a mark on them.

Maelstrom of Misery is a witchfire power with the
following profile:

Range S AP Type
24" 1 2 Assault 1, Blast,
Neural Shock

Neural Shock: Hits caused by this psychic power always wound
on a 4+. This special rule has noeffects on vehicles or buildings.

5 TREPHINATION... WARP CHARGE 2

The Librarian gathers his thoughts into a white hotspike to plunge
straightinto his victim’s mind. There is no subtlety here, justa
vicious psychic thrustthatleaves the foe’s sanity in tatters and their
brain matter dribbling from ears, nose and eyes.

Trephinationis a focussed witchfire power with a range of 18".
The affected model must roll 2D6+2 and subtract their
Leadership. That model suffers a number of Wounds equal tothe
result. Armour and cover saves cannot be taken against Wounds
caused by Trephination.

6 MIND WIPE... WARP CHARGE 3

Like a barbed lash, the Librarian’s mind scourges that of his foe,
dragging outevery memory, secretand thought that makes them
who they are. For some foes, this theft ofidentity is momentary, a
fearful but temporary blank. Others are permanently reduced to
glassy-eyed walking corpses —hollow shells ofwhat they once
were.



Mind Wipe is a malediction that targets a singleenemy unit
within 24". All models in thetarget unit havetheir Weapon Skill
and Ballistic Skill reduced to1 until the end of their next turn, at
which pointtheunit musttake a Leadership test. If the
Leadership testis failed, the effects of Mind Wipe last for the rest of
thegame.



TACTICAL OBJECTIVES
S re————

Codex: Dark Angels describes six Tactical Ob_]ectlves to
use in your games that are exclusive to Dark Angels
players and reflect their secretive, but incredibly single-
minded and resolute method of war.

If your Warlord has the Dark Angels Faction, these Tactical
Objectives replace the Capture & Control Tactical Objectives
(numbers 11-16) described in Warhammer 40,000: The Rules.

If a Warhammer 40,000 mission has the Tactical Objectives
special rule, players usethenormal rules for using Tactical
Objectives with the following exception: when a Dark Angels
player generates a Capture & Control objective (numbers 11, 12,13,
14,15 0r 16), the Dark Angels player instead generates the
corresponding Dark Angels Tactical Objective, as shown in the
table (below). Other Tactical Objectives (numbers 21-66) are
generated normally.
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D66 Result
11 Not One Step Backwards
12 No Forgiveness

13 Let None Escape Your Gaze
14 Apprehend and Interrogate
15 Flawless Strategy

16 The Path of Redemption
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11 NOT ONE STEP BACKWARDS



TYPE: DARKANGELS
Intractable and immovable, you must stand firm in the face ofthe foe
no matter what horrors they unleash.

When this Tactical Objectiveis generated secretly choose either
your nextturn, your next twoturns or your next three turns; score
1, D3 or D3+3 Victory points respectively if this Tactical Objective
is still Activeat theend of the number of turns you chose. This
Tactical Objectiveis immediately discarded if any friendly unit
fails a Morale Check. If the game ends before this Tactical
Objectiveis achieved, noVictory Points are scored.

12 NO FORGIVENESS
TYPE: DARKANGELS

Be implacable inyour hatred of the foe. Rootthem out and scour
them from existence, wherever they may hide.

Score 1 Victory Point attheend of your turn if you completely
destroyed 1 or more enemy units that were controlling an
Objective Marker at the start of your turn.

13 LET NONE ESCAPE YOUR GAZE

TYPE: DARKANGELS

Tear aside the flimsy veil that hides the thoughts of the foe. Rip free
their secrets from the darkesthollows of their minds, and prove to
them thatthere is no escape fromvengeance.

Score 1 Victory Point attheend of your turn if you successfully
manifested one or more psychic powers from the Interromancy
disciplineduring your turn.



14 APPREHEND AND INTERROGATE

TYPE: DARKANGELS
The path of one of the Fallen has crossed this battlefield — more
information mustbe extracted from enemy leaders.

Score 1 Victory Pointattheend of your turn if atleast oneenemy
character was slain in a challengeduring your turn. If your
opponent’s Warlord was slain in a challenge during your turn,
score D3 Victory Points instead.

15 FLAWLESS STRATEGY

TYPE: DARKANGELS
Honour the Lion in the perfectapplication of battlefield tactics.

Score 1 Victory Point attheend of your turn if one or more friendly
units with the Deathwing or Ravenwing special rulearrived from
Reserveduring your turn. If one or more friendly units with the
Deathwing special rule used a teleport homer toarrive by Deep
Strike within 6" of a friendly unit with the Ravenwing special
ruleduring your turn, score D3 Victory Points instead.

16 THE PATH OF REDEMPTION

TYPE: DARKANGELS

Prove your faith and loyalty in the Emperor by fulfilling your duty,
no matter the cost.

Score 1 Victory Point attheend of your turn if, during your turn, a
friendly unit with the Dark Angels Faction charged an enemy
unitthat, atthestart of the Charge sub-phase,included more
models than their own unit.



Secret Agenda: If your Warlord has the Dark Angels Faction,
hideyour diceroll when generating Tactical Objectives. If the
Tactical Objective generated does not have the Dark Angels Type,
reveal both the diceroll and the Tactical Objective toyour
opponent as normal (unless the mission you areplaying instructs
you otherwise). If the Tactical Objective generated has the Dark
Angels Type, keep the diceroll and Tactical Objective hidden;
reveal these Tactical Objectives only when achieving them.
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DESIGNERS NOTE —

TACTICAL OBJECTIVES CARD
DECK

Ifyouownadeck of Dark Angels
Tactical Obje ctive Cards, you can
generate your Tactical Objectives by
shuffling the deck and drawing the top
card instead of rolling a D66. These
should be keptface up, so your
opponentcan see which Tactical
Objectives you have generated,
unless the mission you are playing
instructs you otherwise, or they have
Dark Angels Type (see Secret
Agenda, above).
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DEATHWING STRIKE FORCE
F——————— e —————————$>

Codex: Dark Angels details two further Detachments, the
first of which is based upon the mighty 1st Company of
the Dark Angels — the Deathwing — which specialises in
devastating teleportation strikes into the heart of the
enemy army. This Detachment follows all of the rules
for Detachments as presented in Warhammer 40,000: The
Rules.

RESTRICTIONS:

All unitsin this Detachment must have the Deathwing special
ruleor be Dedicated Transports. Units of Venerable Dreadnoughts
in this Formation may only include one model, which must be
given a Drop Pod as a Dedicated Transport.

COMMAND BENEFITS:

Summoned to War: All units in this Detachment must begin
thegamein Deep Strike Reserve. If your army includes a
Ravenwing Attack Squadron or a Ravenwing Strike Force (see
below), you can choose toautomatically pass or fail any Reserve
Rolls you make for units in this Detachment;thereis noneed to
roll.

First Knight of Caliban: If this Detachmentisyour Primary
Detachment, you can re-roll theresult when rolling on the Dark
Angels Warlord Traits table.

Take the Fight to the Enemy: Units from this Detachment
can either shoot and then Run, or Run and then shoot, in the
Shooting phase of theturn they arrive by Deep Strike.



B

Compulsory = Optional
1HQ 2 HQ
2 Elitsg) I 10 Elites






RAVENWING STRIKE FORCE
F——————— e —————————$>

The final Detachment in Codex: Dark Angels focusses on
the 2nd Company — the Ravenwing — and their highly
mobile style of warfare. As the eyes and ears of the
Chapter, it isthe Ravenwing who are tasked with
running the Fallen to ground. This Detachment foll ows
all of the rules for Detachments as presented in
Warhammer 40,000: The Rules.

RESTRICTIONS:

All unitsin this Detachment must havethe Ravenwing special
rule.

COMMAND BENEFITS:

First Huntsman: If this Detachmentis your Primary
Detachment, you can re-roll theresult when rolling on the Dark
Angels Warlord Traits table.

Speed of the Raven: During your first turn (or your second
turn if theunitsin this Detachment were placed in Reserve — see
below), any units from this Detachment that Turbo-boost or move
Flat Out count as Jinking until your next turn. However, units
from this Detachment that dosocan still firetheir guns normally
inyour nextturn;they donothavetofire Snap Shots.

Strike as One: All of theunits in this Detachment must either
be placedin Reserve or deployed as normal. If placedin Reserve,
all unitsin this Detachment automatically arrive at the start of
your second turn.



FAST

ATTACK
Compulsory Optional
1HQ 2 HQ
2 Fast Attack 1 Elites

10 Fast Attack
3 Heavy Support






¢

PROFILES

H
WS BS S T ?N 1 A Ld Sv UnitType

Asmodai 6 5 4 4 3 5 3 10 3+ In (ch)
Belial 6 5 4 4 3 5 4 10 2+ In (ch)
Chaplain 5 4 4 4 2 4 2 10 3+ In (ch)
Company Master 6 B 4 4 3 5 3 10 3+ In (ch)
Ezekiel 5 5 4 4 3 5 3 10 2+ In (ch)
Interrogator-Chaplain 5 5 4 4 3 5 3 10 3+ In (ch)
Librarian 5 4 4 4 2 4 2 10 3+ In (ch)
Sammael 6 5 4 5 3 5 3 10 3+ Jb (ch)
Servitor 3 3 3 3 1 3 1 8 4+ In

Techmarine 4 5 4 4 2 4 2 2+ In (ch)



TROOPS

WS BS S T A\ 1 A Ld Sv UnitType
Space Marine 4 4 4 4 1 4 1 8 3+ In
Space Marine
Sergeant 4 4 4 4 1 4 1 8 3+ In (ch)
Veteran Sergeant 4 4 4 4 1 4 2 9 3+ In (ch)
Scout 4 4 4 4 1 4 1 8 4+ In
Scout Sergeant 4 4 4 4 1 4 1 8 4+ In (ch)
Veteran Scout
Sergeant 4 4 4 4 1 4 2 9 4+ In (ch)

ELITES

WS BS S T W 1 A Ld Sv UnitType
Apothecary 4 4 4 4 1 4 2 9 3+ In (ch)
Company Champion 5 4 4 4 1 4 2 9 3+ In (ch)
Deathwing
Apothecary 4 4 4 4 1 4 2 9 2+ In (ch)
Deathwing Champion 5 4 4 4 1 4 2 9 2+ In (ch)
Deathwing
Terminator 4 4 4 4 1 4 2 9 2+ In
Deathwing Sergeant 4 4 4 4 1 4 2 9 2+ In (ch)
Deathwing Knight 5 4 4 4 1 4 2 9 2+ In
Knight Master 5 4 4 4 1 4 3 9 2+ In (ch)
Ravenwing
Apothecary 4 4 4 5 1 4 2 9 3+ Bk (ch)
Ravenwing Black
Knight 4 4 4 5 1 4 o 9 3+ Bk
Ravenwing Champion 5 4 4 5 1 4 2 9 3+ Bk (ch)
Veteran 4 4 4 4 1 4 2 9 Bt In
Veteran Sergeant 4 4 4 4 1 4 2 9 3+ In (ch)



FAST ATTACK

WS BS T W I Ld Sv UnitType
Ravenwing Attack
Bike 4 4 5 2 4 8 3+ Bk
Ravenwing Biker 4 4 5 4 8 3+ Bk
Ravenwing Black
Knight 4 4 5 1 4 9 3+ Bk
Ravenwing
Huntmaster 4 5 1 4 9 3+ Bk (ch)
Ravenwing Sergeant 4 4 5 1 4 8 3+ Bk (ch)
Ravenwing Veteran
Sgt. 4 4 5 1 4 9 3+ Bk(ch)
Space Marine 4 4 4 1 4 8 3+ In
Space Marine
Sergeant 4 4 1 4 8 3+ In (ch)
Veteran Sergeant 4 4 4 1 4 3+ In (ch)



VEHICLES
r Armour ]

WS BS S F S R A HP Unit Type
Dreadnought 4 4 6 12 12 10 4 4 3 w
Drop Pod - 4 - 12 12 12 - - B o, T
Land Raider - 4 - 14 14 14 - - 4 Tk, T
Land Raider Crusader- 4 - 14 14 14 - - 4 Tk, T
Land Raider
Redeemer - 4 - 14 14 14 - - 4 Tk, T
Land Speeder
Vengeance - 4 - 10 10 10 = = 3 F, S
Nephilim Jetfighter - 4 - 11 11 11 - - 3 ¥l
Predator - 4 - 13 1 10 - - 3 Tk
Ravenwing
Dark Talon - 4 - 11 11 11 - - 3 FLH
Rhino - 4 - 11 1 10 - - 3 Tk, T
Ravenwing
Darkshroud - 4 - 10 10 10 - - 3 F,S
Ravenwing Land
Speeder - 4 - 10 10 10 - - 2 F, S
Razorback - 4 - 11 1 10 - - 3 Tk, T
Sableclaw - 5 - 14 14 10 - - 2 F, S (ch)
Venerable
Dreadnought 5 5 6 12 12 10 4 4 3 W

Vindicator - 4 - 13 1 10 - - B Tk



HEAVY SUPPORT
WS BS S T W 1 A Ld Sv UnitType

Space Marine 4 4 4 4 1 4 1 8 3+ In
Space Marine

Sergeant 4 4 4 4 1 4 1 8 3+ In (ch)
Veteran Sergeant 4 4 4 4 1 4 2 9 3+ In (ch)

LORDS OF WAR
WS BS S T W 1 A Ld Sv UnitType
Azrael 6 5 4 4 4 5 4 10 2+ In (ch)
UNIT TYPES

Bike =Bk, Character =(ch), Fast=F, Flyer =Fl, Hover =H,
Infantry =1In, Jetbike = Jb, Open-topped = O, Skimmer =S,
Tank =Tk, Transport=T, Walker =W



RANGED WEAPONS

Weapon Range S AP Type

Assault cannon 24" 6 4 Heavy 4, Rending

Autocannon 48" 7 4 Heavy 2

Avenger mega bolter 48" 6 4 Heavy 5

Blacksword missiles 36" 7 33 Heavy 1, One Use Only

Boltgun 24" 4 5 Rapid Fire

Bolt pistol 12" 4 5 Pistol

Cyclone missile launcher

- Frag missile 48" 4 6 Heavy 2, Blast
- Krak missile 48" 8 3 Heavy 2

Deathwind launcher 12" 5 Heavy 1, Large Blast

Demolisher cannon 24" 10 2 Ordnance 1, Large Blast

Frag grenade 8" 3 - Assault 1, Blast

Flamer Template 4 5 Assault 1

Flamestorm cannon Template 6 ) Assault 1

Grav-cannon 24" e 2 Salvo 3/5, Concussive,
Graviton

Grav-gun 18" & 2 Salvo 2/3, Concussive,
Graviton

Grav-pistol 12" G 2 Pistol, Concussive, Graviton



RANGED WEAPONS

‘Weapon Range S AP Type
Heavy bolter 36" 5 4 Heavy 3
- Hellfire shells 24" 1 - Heavy 1, Blast, Poisoned (2+)
Heavy flamer Template 5 4 Assault 1
Hunter-killer missile Infinite 8 3 Heavy 1, One Use Only
Krak grenade 8" 6 4 Assault 1
Lascannon 48" 9 2 Heavy 1
Meltagun 12" 8 1 Assault 1, Melta
Missile launcher
- Frag missile 48" 4 6 Heavy 1, Blast
- Flakk missile 48" 7 4 Heavy 1, Skyfire
- Krak missile 48" 8 3 Heavy 1
Multi-melta 24" 8 1 Heavy 1, Melta
Plasma cannon 36" 7 2 Heavy 1, Blast, Gets Hot
Plasma cutter 12" 7 2 Assault 1, Gets Hot,
Twin-linked
Plasma gun 24" 7 2 Rapid Fire, Gets Hot
Plasma pistol 12" 7 2 Pistol, Gets Hot
Plasma storm battery
- Burst mode 36" 7 2 Heavy 3, Gets Hot
- Charged mode 30" 7 2! Heavy 1, Gets Hot,
Large Blast
Plasma talon 18" 7 2 Rapid Fire, Gets Hot,
Twin-linked
Ravenwing grenade launcher
- Frag shell 24" 3 6 Rapid Fire, Blast
- Krak shell 24" 6 4 Rapid Fire
- Rad shell 12" 3 - Assault 1, Blast,
Rad Poisoning
- Stasis shell 12" 3 - Assault 1, Blast,

Stasis Anomaly



RANGED WEAPONS

‘Weapon Range S AP Type
Rift cannon 18" 10 2 Heavy 1, Blast, Blind, Rift
Vortex
Sniper rifle 36" 6 Heavy 1, Sniper
Space Marine shotgun 12" 4 - Assault 2
Storm bolter 24" 4 5 Assault 2
Typhoon missile launcher
- Frag missiles 48" 4 6 Heavy 2, Blast
- Krak missiles 48" 8 3 Heavy 2
Whirlwind multiple
missile launcher
- Vengeance 12"-48" 5 4 Ordnance 1, Barrage,
Large Blast
- Incendiary castellan 12"-48" 4 5 Ordnance 1, Barrage,



MELEE WEAPONS

Weapon Range S AP Type

Blade of Caliban - +1 3 Melee

Chainfist - x2 D) Melee, Armourbane,
Specialist Weapon,
Unwieldy

Chainsword - User - Melee

Close combat weapon - User - Melee

Corvus hammer - +1 - Melee, Rending

Crozius arcanum - +2 4 Melee, Concussive

Eviscerator - X2 2 Melee, Armourbane, Two-

handed, Unwieldy

Flail of the Unforgiven - +2 3 Melee, Concussive,
Fleshbane

Force axe - +1 2 Melee, Force, Unwieldy

Force stave - +2 4 Melee, Concussive, Force

Force sword - User 3 Melee, Force

Halberd of Caliban - +2 2 Melee, Two-handed

Krak grenade - 6 4 -

Lightning claw - User 3 Melee, Shred,
Specialist Weapon

Mace of absolution - +2 3 Melee, Concussive, Smite

Melta bomb - 8 1 Armourbane, Unwieldy

Power axe - +1 2 Melee, Unwieldy

Power fist - X2 2 Melee, Specialist Weapon,
Unwieldy

Power lance - +1/User  3/4 Melee

Power maul - +2 4 Melee, Concussive

Power sword - User 3 Melee

Relic blade - +2 3 Melee, Two-handed

Servo-arm - x2 1 Melee, Specialist Weapon,
Unwieldy

Thunder hammer - x2 2 Melee, Concussive,
Specialist Weapon,

Unwieldy
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